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South Bay Gaming Club 

https://sbgc.groups.io/g/club 

sbgcezine@gmail.com 

The South Bay Gaming Club is a 

loose association of friends, 

acquaintances and guests playing 

miniature wargames in the 

southern San Francisco Bay area. 

Members are military history buffs 

and generally play historical 

miniatures with figures, although 

all genres of games, including 

science fiction, fantasy, and board 

games are played.  Land, naval and 

sea war games are played. 

Copyright Policy 

Please note that the SBGC considers 

that copyrights to all material 

(written, graphic, digital physical, 

etc.) included in the eMagazine are 

retained by the author or artist.  

The SBGC reserves the right to 

reproduce any material submitted 

and included in the eMagazine.  

SBGC will honor any deviance from 

this policy upon request from the 

author or artist. 

Material submitted to other 

publications that are copyrighted 

cannot be printed in the SBGC 

eMagazine even if the author or 

artist has a copyright, as the other 

publisher likely has a shared 

copyright and SBGC requires a 

release from that publisher so as 

not to infringe on the previous 

copyright. 

SBGC implicitly releases all authors 

and artists in the regard to 

copyrights. 

Contact Us 

sbgcezine@gmail.com 

https://sbgc.groups.io/ 

Submission of articles, sketches, or other materials: 
 

 Documentation files are preferred in Text, Word or 
OpenOffice formats.  (E.g. .txt, .rtf, .doc, .odt) 

 Spreadsheets should be in Excel or OpenOffice formats (e.g. 
.xls, .ods) 

 Drawings should be in OpenOffice or scanned. 

 Photos are preferred as .tiff , .jpeg or .gif files, but .pdf files 
are acceptable.  Please submit photos as full size and 
separate from the text documentation. 

 Inside the document, please just reference a photo with 
something like [photo “Mounted.charge.tiff” goes here]. 

 Do not bother with formatting the text or adding banners, 
etc. Special fonts are likely to be removed.  The newsletter 
has a published format look and feel and submitting 
materials in their basic forms is easier to manipulate into the 
newsletter than undoing paragraph, column, font, etc. 
formatting and then changing it into the newsletter format. 

 
Articles, photos, drawings, etc. should be submitted to: 
sbgcezine@gmail.com 
 
Please adhere to these guidelines as much as possible.  Thanks.  
These formats may expand in the future. 
 

https://sbgc.groups.io/g/club
mailto:sbgcezine@gmail.com
https://sbgc.groups.io/
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Editorial 
This is the third issue of the SBGC Journal, a digital 

magazine with contributions from members of the 

South Bay Gaming Club (SBGC).  The club focuses on 

historical miniature gaming, rules and military history. 

There are occasional space, fantasy, zombie, etc. games 

and articles. 

The club officers, contributors to this Journal, and the 

editing and publishing staff are all volunteers. 

We accept short, long, or multi-submission articles (e.g. 

linked articles published in different editions) that 

include all aspects of our individual gaming worlds.  

Articles on war games predominates these pages, but 

terrain making, historical articles, scenarios, figure 

painting, painting techniques, uniforms, etc. are all 

welcome. 

The first group meeting to "throw some dice" since the 

beginning of the "shelter-in-place" requirements had 

some ripples with the church on June 27th, which were 

eventually worked out.  Two games were offered by 

Chuck and Nick.  We had about 10 players (with the 

GMs) and a few members stopped by to say hi.  There 

were a few new members in attendance.  We played 

out on the patio under the awnings. 

We’ve been given the guidelines for holding meetings at 

the church, particularly as the county encounters 

behavior-based increases in Covid-19 cases.  We will 

keep you informed as we get updates by posting 

messages on the groups.io group. As we know the rules 

today:  

 The kitchen is not available. 

 The restrooms, chairs and table are available.  If 

you use the tables or chairs, we are expected to 

disinfect them (provided by the church). 

 Face coverings must be worn. 

 Materials (e.g. dice, measuring devices, etc.) 

cannot be shared. 

 GMs will acquire a list of all players at their 

game, as a contact list, if needed.  Please give 

that to the club president.  If you have a casual 

contact from other gamers not playing in a 

game, please include them in the list. 

 The meetings must be outdoors.  I have 

discussed this with the church and we can use 

the patio, courtyard, walkways, etc. 

 There will be no singing (yup, that's actually on 

the list). 

 Please do not attend the meetings if you are 

sick or don't plan to follow the guidelines. 

 We will follow the church's guidelines, as they 

understand them.  We "rent" space from them 

and we have worked extremely well with them 

for almost a decade. 

For questions or comments pertaining to this 

publication, contact the editor at: 

sbgcezine@gmail.com 

Regards, 

The Editor 
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BRÉCOURT MANOR ASSAULT GAME 

by Nick Stern 

Photos by Alan Sissenwein  

 

My first club game since the lockdown was a WW2 

skirmish game using the Fistful of Lead core rules. Alan 

and I test played the game at my house on June 6th, 

and I wanted to see if we could improve the scenario. 

For those of you who did not watch the HBO tv series 

Band of Brothers or read the Stephen Ambrose book on 

which the series was based, the Brécourt Manor action 

was a highly successful assault by Easy Co. 506th 

Regiment, 101st Airborne on D-Day that is still studied 

at West Point. The U.S. Airborne forces, numbering only 

23 men, attacked a battery of four German howitzers 

that were pounding Utah Beach. In the ensuing action, 

the paratroopers killed 20 Germans and captured 15 at 

a cost of two Americans dead and one wounded. 

Fistful of Lead is a card-activated, one-figure = one-man 

skirmish rules system. It was originally designed for 

western gunfight games, but the author has since 

extended the historical limits of the weapons and the 

rules to encompass skirmishes from the Stone Age to 

Star Wars. The rules we used included automatic 

weapons and hand grenades, more or less successfully. 

More about that later.  

 

I set up the game table based on the map above, limited 

to the terrain and models I had on hand. Yes, the guns I 

used are Marx US 155mm howitzers, not German 10.5 

cm leFH 18s. The paratroopers started off with 14 men 

divided between three players, including a couple of 

two-man light machine gun teams. The Germans started 

with three crewmen for each of the four artillery pieces 

plus one light machine gun team.  

 

The challenge for the Americans, as Alan and I learned 

the first time we played, is that they need to advance 

quickly while firing.  The Germans, once they are alerted 

to the attackers, have the advantage of being able to 

hunker down and return fire at twice the rate of the 

attackers. In the first game, I also made the mistake of 

making the Americans and Germans equal in quality, 

represented by their D10 attack die. For the minicon 

game, I made the Americans all D10s, except for the 

three officers, who were D12s. The Germans were all 

D8s, which is the lowest grade of dice used in the rules.  
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Assault on the first gun  

The game started off well for the Americans. To 

simulate the surprise factor, I decided that the German 

gunners would not be able to spot their attackers until 

they were fired on. The first few moves saw the 

Americans advancing through the light woods toward 

the first gun pit on the German left. That crew was 

swiftly dispatched, getting off only one shot in defense 

before a hand grenade put them all out of action. The 

second gun position also went down quickly under the 

combined attack of the three American squads. Two 

lucky shots from the Germans killed one paratrooper 

and wounded Lt. Richard Winters, the commander of 

the assault force, before the Germans succumbed to a 

hand-to-hand attack.  

About two or three turns later, Winters was able to 

recover from his wound via card play. Despite the 

success of the hand grenade on the first gun position, 

the unreliability of the grenade rules, including a 1-in-10 

chance of the grenade going off in the thrower’s had, 

meant that the Americans had to rely on their firearms 

and knives to take out the Germans. 

 

 

 

Assault on the second gun  

 

Germans defend the third gun 
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I introduced a group of reinforcements for the Germans 

on turn two, starting from the corner of the table 

furthest from the American entry point. This 

modification was designed to simulate the remainder of 

the German company becoming aware that they were 

under attack. I should have delayed the reinforcement 

because, even though they moved at only 10 inches per 

turn, the Germans were able to set up a blocking force 

between the second and third guns.  

In the scenario, American reinforcements in the form of 
Lt. Ronald C. Speirs and his five-man squad were to 
arrive at the third gun only after it was taken. So, the 
Americans were effectively stopped by a larger force 
halfway between the second and third guns. We played 
a few moves exchanging fire and the advantage of the 
D12 and D10 vs. D8 did begin to tell, but, without Lt. 
Speirs’ two submachine gunners and four riflemen, the 
game was over 

 

They fought hand to hand 

GM observations:  

1. It is really hard to model a surprise attack without turning the surprised party into sitting ducks in a shooting 

gallery. 

2. Consider running this game with all the players playing the Americans and let the Germans run on autopilot. 

3. Add the U.S. reinforcements based on turn number or some factor other than achieving a set number of victory 

conditions. As GM, I should have added them earlier to improve the game. 

4. Consider giving the historic hero figures a chance to avoid dying. Something like the fate tokens used in other 

gunfighter games might fill this purpose. 
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RECIPE FOR A JAPANESE DISASTER 
AAR for the Sky’s the Limit scenario    

By Chuck Staedler                                                                                                                    

Zeros vs. Cobras (6/27/20) 

 

Ingredients:  

 Four B-26 Marauders skimming low across the 
New Guinea jungle 

 Four A6M Zeros down on the deck in hot 
pursuit  

  Two P-39 and two P-400 Aircobras arriving on 
the scene at altitude 

 Mix all ingredients together and wha la! --- zero 
Zeros remain 

Fleeing after a bombing mission to Salamaua, USAAF B-

26s are chased by IJNAF A6M2s at low level.  The 

bombers lead the Japanese fighters directly into the 

path of the Airacorbras, who have a clear altitude 

advantage, and the American fighters pounce on them 

with a vengeance.   

Turn 1) The Japanese ace leader and his wingman, both 

flown by Mike, approach the Marauders’ rear at long 

range, but he decides to wait until the next turn to fire 

in order to get a better shot. Chuck’s two A6Ms climb to 

take on the American fighter escorts. Jason’s P-400s and 

Robert’s P-39s dive from their lofty perches.  Mike’s 

patience is unrewarded as his ace is hit and wounded by 

the bombers’ defensive fire. 

 

Turn 2) Mike perseveres with his attack on the 

bombers.  Seeing that the enemy fighters are 

approaching fast, Chuck’s element dives to gain speed 

in anticipation of the oncoming threat. The two 

American players have split their elements apart and 

continue to their targets at high speed, setting up a 

“scissors” attack. Mike’s element scores hits on the #4 

Marauder, but both his fighters take damage from 

accurate return fire from the bombers. 
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Turn 3) Jason’s P-39s are not yet able to close on a 
target, but Robert maneuvers his Airacobras into a 
head-on diving attack at close range against both of 
Chuck’s fighters. Mike’s Zeros  move into close range for 
more shots against the American bombers. More 
damage is done to the bombers, but not enough to 
bring any down. The twin head-on attacks between the 
four enemy fighters result in hits on one fighter for each 
side, with Robert’s fighters giving out more damage 
than they get. 

 

Turn 4) This becomes the turning point of the game. 

Having luckily just survived two frontal attacks from 

Robert’s P-400s, Chuck’s Zeros are now unable to avoid 

being set upon from the rear by Jason’s P-39s. Robert’s 

fighters swing around wide in an attempt to return to 

the action. Mike’s bloodied and battered fighters 

continue their harassment of the B-26s. The Zero ace 

and his wingman’s attacks finally bear fruit: The #4 

bomber is destroyed, and #2 sustains damage to its fuel 

system that will cause it to run out before making it 

back to base. But the victory is a Pyrrhic one, as both 

Japanese fighters are shot down by the B-26’s gunners, 

and one of the remaining Zeros is also lost from Jason’s 

P-39 attacks.  

 

 

Turn 5) With the remaining Marauders a turn away 

from exiting the mat, and the lone A6M out of range to 

attack them AND facing four Airacobras, the game ends 

at the conclusion of the turn.  The Americans hold the 

initiative, and there appears to be no way the last 

remaining Japanese fighter can escape destruction. 

Concluding Thoughts: The post-game discussion 

included the observation that the Americans used their 

altitude advantage well, maintaining their fighters’ 

speed from diving and refusing to be lured into slower, 

turning dogfights with their more nimble opponents. It 

was noted that the Japanese were at a disadvantage 

from the start, having to attack well-armed bombers in 

a running fight from the rear, and at the same time 

being required to deal with their escorts that were 

entering the battle from a much greater altitude.  There 

was some luck involved for the American players, most 

critically with bomber defensive fire, but it was not 

enough of a factor to significantly alter the outcome. 

Even though the Japanese players were spotted 21 

points to begin the game, the final score (assuming the 

last Zero would have been shot down), was:  Americans 

-79, Japanese – 41; a resounding victory for the Yanks.  

It should be noted, however, that the U.S. fighters were 

piloted by two newcomers to the game: Robert, in his 

first try; and Jason, in only his second effort. They 

obviously were not aware of the unwritten rule that 

one should let the game master, if he is playing, always 

win! 
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OPERATION BREVITY – A PANZER KORPS 

SCENARIO 

By Manny Granillo 
 

By the end of April 1941, German forces were at the 
precarious end of thin supply lines just on the inside of 
the Egyptian border.  Tobruk was still held by 
Commonwealth forces and this siphoned off much of 
the Axis powers strength.  Rommel therefore put in 
place a thin Italian infantry screen in the Halfaya 
Pass/Sollum area and backed it up with mobile forces 
farther back just inside the Libyan border.  These were 
to hold tactical terrain points and stop any aggressive 
Commonwealth moves. 
 
British General Wavell knew the importance of Sollum 
and Halfaya Pass and wanted these positions as staging 
points for a much larger offensive he was planning to 
unleash in June.  Therefore he devised a plan to attack 
and take these areas as well as Ft. Capuzzo, deplete 
Rommel’s forces on the border and possibly create a 
better situation for the Australians trapped at Tobruk.  
Though alerted by British weather reports which tended 
to give away offensive operations, the local Axis forces 
were surprised by this attack and hard pressed to meet 
it.  The day would prove hard fought for both sides 
before it was over. 
 
 
Commonwealth forces (Intrinsic Cmd: 50%) BG: 
William Gott (E)   Decision Die: Red 
1x Division HQ    (11x Leaders) 
   {Regular Morale} 
1x Supply Column     
 
Coastal Group 
2nd Bttn, rifle Brde: 3x Rifle Co’s w/1x 76mm Mtr Co., 1x 
2pdr AT Co., 1x Mk. VIB Tank Co.  (Trucks) 
2nd Bn, Royal Tank Regt: 1x A-10 Tank Co., 2x A-13 Tank 
Co’s w/1x Morris AC Recon Co. 
6th Australian Cavalry Regt: 2x Mk VIB Tank Co’s, 1x Rifle 
Co. w/1x 2pdr AT Co. 
8th Field Regt, Royal Artillery:  3x 25pdr Howitzer Co’s 
(Trucks) 
 
Elements, 22nd Guards Brigade 

4th Bn, Royal Tank Regt: 3x Matilda Mk. II Tank Co’s  
2nd Scots Gds Infantry Bn: 3x Rifle Co’s w/1x Bren MMG 
Co., 1x 2pdr AT Co.  (Trucks) 
1st Durham Light Infantry Bn: 3x Rifle Co’s w/1x Bren 
MMG Co., 1x 2pdr AT Co.  (Trucks) 
3rd Coldstream Gds Infantry Bn: 3x Rifle co’s w/1x Bren 
MMG Co. 1x 2pdr AT Co.  (Trucks) 
 
 
Commonwealth Attachments 
1x 40mm AA Co.  1x Engineer Co. 
 1x Marmon-Herrington AC Recon Co. 
 1x FO 
 
 
Air Support {Regulars} (1x Leader) 
2x Hurricane’s 
1x Blenheim 
 
Commonwealth Notes: 

-  British forces were split into groups, each with 
assigned objectives.  Therefore these forces 
operate as two separate force commands. 

- British air support is available starting with the 
first day segment. 

- British tanks (not counting the Mk VIB’s which 
are MG armed) do not have HE ammunition, 
therefore they can only engage enemy infantry 
or soft targets by overrun or using their coaxial 
MG’s. 

- All Commonwealth forces are available to enter 
along their designated map edge on game turn 
1. 

 
 
Axis forces (Intrinsic Cmd: 60%)  Gen: (E)  
   Decision Die: Red 
     (6x Leaders) 
Border forces 
12th Bersaglieri Bn: 3x Rifle Co’s w/1x MMG Co., 1x 
47mm AT Co.  (Trucks)   {Regulars} 
5th Bersaglieri Bn: 3x Rifle Co’s w/1x MMG Co., 1x 47mm 
AT Co. (Trucks)   {Regulars} 
II/62nd Mot. Infantry Regt: 3x Rifle Co’s w/1x MMG Co., 
1x 65mm IG Co. (Trucks)    {Reservists} 
24th Artillery Regt: 3x 75mm Howitzers (Trucks)  
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    {Reservists} 
15th Motorcycle Bn: 3x M/C Co’s, w/1x 75mm IG Co.
 [Germans]   {Veterans} 
 
Italian Attachments 
1x Engineer Co.  1x 20mm AA Co. 
 1x FO  1x 88mm Flak co. [German] 
 
Germans (KG Von Herff)    Co. Von 
Herff (D)    
1x Supply Column    (7x 
Leaders) 
 
II/5th Panzer Regt:  1x PzIIC Tank Co., 2x PzIIIG Tank 
Co’s w/1x PzIVE Tank Co.  
 {Veterans} 
3rd Recon Bn: 2x Sdkfz 222 AC Co’s, 1x Sdkfz 231 AC Co. 
w/1x 37mm AT Co.   {Elite} 
33rd Recon Bn: 1x Sdkfz 222 AC Co., 1x Sdkfz 231 AC Co., 
1x M/C Co., w/1x 37mm AT Co.  {Elite} 
I/62nd Mot. Infantry Bn: 3x Rifle Co’s w/1x MMG Co., 1x 
47mm AT Co. (Trucks)  [Italian]  {Reservists} 
 
German Attachments 
1x Engineer Co.   1x 20mm flak Co. 
  
 

Axis Air Support (2x Leaders) 
1x Me-109F {Veteran} 
1x Me-110C {Regular} 
1x MC-200 {Regular}  [Italian] 
 
Axis Notes: 

-  Axis forces were operating in close cooperation 
but were thinly spread and taken aback by the 
aggressive Commonwealth attack, therefore 
they use the ‘red’ decision die. 

- The Axis forces are made up of two separate 
force commands, the Italians  

- Axis air support is available starting with the 
8am-10am day segment. 

- The German forces are deployed just off map to 
the west as a mobile reserve with orders to 
counterattack any aggressive moves by the 
Commonwealth forces.  Therefore they arrive 
as reinforcements.  The German player may 
start rolling for their arrival on the 10am-
12noon day segment with a starting arrival 
chance of 40%.  This includes the German 
Division HQ. 

 
 
Victory Conditions 
       Commonwealth forces were looking to retake 
tactical terrain objectives along the Libyan/Egyptian 
border and cause the Axis forces losses in their border 
screening forces.  Therefore to win, the British must 
take and hold Halfaya Pass as well as two of the 
following three positions, Musaid, Sollum and/or Ft. 
Capuzzo and games end.  Any other result is an Axis 
victory.  This is a single day scenario that ends with the 
conclusion of the 6pm-8pm day segment. 
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Map Notes: 

-  The Escarpment was a major terrain feature that channeled movement in the area and made Halfaya pass a 
vital military terrain objective.  The escarpment rise (faces North-North/East) is 3” in depth before leveling out 
on the plateau.  The escarpment is impassable to all vehicles and it costs infantry -4cm to ascend/descend.  Non-
moving infantry gain light cover while on the rise area.  The escarpment is marked on map by the heavy brown 
lines.  Vehicles can move along the roadway through Halfaya pass while in transit column. 

- Sollum and Ft. Capuzzo offer heavy cover while all other villages offer medium cover. 
- Axis forces setup first with one Italian battalion placed defending Halfaya Pass, Sollum and Musaid.  The artillery 

regiment sets up at Sollum barracks.  The German 15th M/C Bn sets up at Ft. Capuzzo.  Sollum barracks and Ft. 
Capuzzo are surrounded by barbed wire (3” per side).  All units are considered to be dug-in in medium cover 
unless in better terrain and unspotted.  The Axis may deploy 1” of mines anywhere to the front of one of their 
deployed units.   

- The game starts with the 6am-8am day segment.  The Commonwealth have the initiative.  Roll for the number 
of game turns normally.  The Commonwealth have air superiority for the first day segment. 
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THE BATTLE QUIZ 

By Stephen Freedman 

We all think we are very knowledgeable about military history, strategy and tactics.  We know every battle from our 

areas of interest and can immediately recall what units fought and the sequential moves that took place. 

I thought it would be fun to test people’s knowledge by showing a battle plan and troop disposition and see if the 

experts can recognize the battle. There is one catch, I removed certain details to make this a little challenging.  Answers 

are shown in a different part of the magazine.  Enjoy! 

Question 1 
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Question 2 
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Question 3 
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Question 4 
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Question 5 
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Question 6 
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Question 7 
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Question 8 
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Question 9 
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Question 10 
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Question 11 
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Question 12 
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Question 13 
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Question 14 
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Question 15 
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BUILDING A DARK AGES HOME 
By John Cunningham 

After many years away from this period I’ve finally 
finished my two main factions for gaming the Dark Ages 
with Dux Britanniarum and other rules (Romano-British 
and Saxons), they need someplace to live and fight over. 
It takes a Village to spark a proper battle! Sorry…bad 
Dad joke. 

So I have a nice set of MDF Dark Ages buildings 
from Warbases,  along with farm animals and such. 

 

Now, it’s been a while since I put together terrain, so it 
was fun to get back into it. The first building I wanted to 
try is the “Grub Hut,” which is basically a small one-
room structure. I know the archeology on buildings is 
still evolving. Originally people thought these were a 
short “A-frame” building with no walls used for storage 
— but my current understanding is that it is felt that 
these were buildings where the foundations had 
subsided, but were otherwise used for many things 
including as dwellings. 

 

Anyways — let’s get to work! 

 

Step 1. I assembled the MDF building using Wood Glue, 
giving it a stronger bond than white glue. Then I used 
wooden coffee stirrers, the very thin ones, to add the 
framing and posts to the exterior — front back and 
sides. 

 

https://sbminisguy.wordpress.com/2020/05/10/dark-ages-saxons-for-dux-britanniarum/
https://warbases.co.uk/product-category/buildings/dark-ages/
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Steps 2-3. Ok, moved along fast to this stage. 

The building: I based the building on 3mm MDF board 
cut using a hand-held jigsaw and beveled with a crafting 
knife. Then I added the brief walkway in front of the 
door (keep that mud out of the house, Aelfred!), 
woodpile (twigs from the backyard), stump (a bit of cut 
cork), and then flocked the base with a mixture of fine 
sand, crushed walnut shell (bird cage liner), and some 
very small pebbles picked from here and there. Some 
spackle added texture to what will be an earth floor 
inside. 

The thatched roof – Hand towel strips: I don’t have any 
teddy bear fur, nor did I feel up to sculpting with DAZ 
clay…but I did see a method of using strips sliced from a 
thin hand towel that looked pretty good. The 
recommendation is for a dark brown or black towel, but 
I only had a white one — so it is what it is. This was 
super easy and I liked the result. Basically cut your 
towel into 1″ strips (or so), and then glue those onto the 
roof in overlapping rows with the fibers all aligned to go 
“down hill” from the peak of the roof.  Didn’t quite do it 
that way…well, it’ll go better next time! Then once the 
strips are glued down, give the fabric a coating of white 
glue thinned in water — again, trying to “comb” the 
fibers down in the same direction. This will let you base 
coat and paint it in the next steps. 

Here are some great detailed instructions on how to do 

this: http://ryan.skow.org/city/greentree/ThatchedRoof
.html 

 

Step 4. Base coat with grey primer. For a building I 
would probably go with black since it lets you drybrush 
more easily, but again — it’s what was on hand. 

 

Step 5.  Painting stage.  I used Deco Art “Golden Straw” 
craft paint for the thatched roof, using a large brush to 
give it a good coat of paint. Then went back over with 
highlights in grey and beige. Used a pot of brown 
Tempera paint for the base, an off-white for the walls 
and various browns and mochas for the rest. Light grey 
drybrush on the wood and beige highlights on the base. 
Once dry I gave it a couple of layers of Matte finish. 

http://ryan.skow.org/city/greentree/ThatchedRoof.html
http://ryan.skow.org/city/greentree/ThatchedRoof.html
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Step 6. Detailing stage. The base has been flocked with 
patches of static grass, flower and grass tufts and a few 
other foliage bits. I found a loose 28mm handaxe 
someplace and glued it into the stump. 

 

Step 7. Move in day! The proud owners examine their 
new Grub Hut!! 

 

 

 

 

A WALK IN THE SUN – ITALY 1943 SKIRMISH 

SCENARIOS 

by Christopher Salander 

 

These scenarios are based on the book A Walk in the 

Sun by Harry Brown, 

published in 1944 

and made into a 

movie of the same 

name in 1945, 

starring Dana 

Andrews.  It tells the 

story of a platoon of 

American soldiers 

who land at Salerno, 

Italy in 1943 and 

advance inland.  

Because of the 

emphasis on a single 

platoon, the story lends itself very well to WWII 

skirmish combat rules.  I originally wrote this for 

Disposable Heroes (a d10-based system).  "Guts" is DH 

code for morale.  The movie adds more detail and 

weaponry than the book, so I have split out the 

scenarios by book and movie. 
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Scenario 1 – Hostile Traffic  (can be a solitaire 

scenario) 

As the platoon is marching inland, towards its objective 

(a farm), a German armored car appears and races 

down the road.  All of the men dive for cover.  After the 

armored car passes, the platoon prepares to attack it on 

its return. 

Terrain: Light woods on both sides of the road, with 

some bushes and a fallen tree trunk (all cover –2). The 

simple dirt road goes over a hill in each direction. 

 

Taking a Break in the Light Woods 

The German armored car is an Sdkfz 234 or 232, 

depending on what model you have available.  It 

approaches at medium speed.  The car has a two man 

crew and is closed up.  For the German player to win, 

the car must exit the other side of the playing area.  For 

the American player to win, he must disable the car and 

kill or capture the crew.  Any other result (such as a 

stand-off with an immobilized car, but an active crew) is 

a draw. 

German Crew: Gunner and driver, Guts 6 with Lugers as 

per “other crew” for tanks. 

The turret starts pointing forward.  The armored car has 

a closed top and is buttoned up.  This means that the 

crew has a very limited field of view and the only way 

the Americans can affect the crew is through 

concussion, morale failure, and shooting through the 

visor slits.  The crew must take fire or spot the 

Americans before they can react.   

U. S. Platoon: Two squads, with attached HMG section, 

but no command section. 

1st squad: Two corporals (8, 7) (carbines), privates: 1 

BAR, 1 SMG, 11 Rifles. 

2nd squad: 1 Sergeant (6) (carbine), 1 corporal (carbine) 

(7), privates: 2 BARs, 10 Rifles. 

HMG section: 2 privates, no sergeant. 

Divide each squad into two sections, with at least 3 men 

per section. 

Use the Guts values in the US book, except where 

noted.  The unusual Guts values are because the 

remaining sergeant was weak and let Corporal Tyne run 

the platoon. 

Solitaire Rules: The armored car will attempt to move 

down the road at medium speed and not shoot until it is 

stopped.  Assume the turret can rotate even when the 

AC is under Close Assault.  The guns will fire at the 

visible target with the most firepower, starting with the 

HMG. 
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Scenario 2 – The Book: Taking the Farm 

When the platoon finally reaches the end of the light 

woods, they reach a stone wall.  On the other side of 

the wall, across a field of new crops, is a farmhouse on a 

hill. The road runs past the left side of the farmhouse 

hill to a bridge over a river, and a crossroads beyond 

that.  A second stone wall runs along the road, stopping 

at the entrance to the farm, short of the bridge.  The 

bridge is made of wood and rope and rests on three 

pontoon boats.  Both sides of the river are covered with 

brush and trees and the river is fordable everywhere on 

foot, but not by vehicle.  The river curves around the hill 

towards the light woods on the far right of the 

American side of the table.   

Germans: One Late War 9-man Panzergrenadier squad 

(29th PG Div.), hidden in the farmhouse.  I.e., two 

MG42s.  The German player may detach any number of 

men to guard the bridge. 

Americans: Option A: The same strange squad you used 

in scenario 1.  Option B: Whoever survives scenario 1 

(link the two scenarios). 

Terrain: Farmhouse and wall: -3, woods and brush along 

creek and the light woods: -2, crops around the farm: -

1.  Men in the farmhouse or behind the wall are 

considered hidden if they stay completely still or only 

sneak, without firing. 

 

 

Sheltering Behind the Farm Boundary Wall (with the 

convenient gun slot) 

Option: Normally the farmhouse will be whatever 

model you have.  However, if you want to match the 

Italian farmhouse used in the movie, then it needs to be 

two stories tall and made of stucco.  The first floor is the 

animal barn, with one large door on the river side and 

no windows.  The second floor is reached with a set of 

stairs on the road side.  The house is rectangular, with 

two narrow walls with one window each, facing the 

road and the river (left and right).  The wide sides of the 

house have two windows each, facing the crops on one 

side and the river on the other. 

Victory Locations: The farmhouse and the bridge.  If the 

US takes one, a minor US victory.  If the US takes both, a 

major US victory and the audience leaves the theater 

happy.  Any other result is a German victory. MGs in the 

farmhouse can reach the bridge, but the view is partially 

obscured by trees and bushes. 

Book versus Movie: 

In the book the platoon meets a motorcycle courier 

acting as a scout who rides off, never to return.  They 

also talk about the proximity of tanks, but never have to 

fight them. 

In the movie, the motorcyclist is joined by a recon jeep 
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with four men and a heavy MG.  The platoon also gets 

two 3-man bazooka teams, which are sent on ahead of 

the platoon, where they battle with German tanks and 

armored cars. (You don't get to see it.)  One car 

escapes, encountering the platoon later. 

Scenario Three: Scenario 1 with Hollywood 

Hardware Added 

 

The movie version of the approach.  Use the same 

terrain as in Scenario 1.   

US Recon squad: 

1 corporal, pistol, one-man motorcyle (7) 

1 sergeant, pistol, (8) 

1 driver, private, pistol, 1 jeep with 50 cal. HMG on 

pintle 

HMG crew, 2 privates, rifles. 

 

Bazooka squad: 

2 bazooka teams of 3 each (2 loaders, 1 bazooka), 1 led 

by a corporal and one led by a PFC.  All have rifles. 

 

German Units 

Armor Squad: 

Two Mark IVHs or Stug IIIHs and two armored cars, 

coming down the road. 

Organization Notes: The book and movie do not 

identify all of the soldiers and weapons in the platoon, 

but here is what the platoon structure is as the story 

starts: 

Lieutenant Rand 

Staff Sergeant Halverson 

Medic McWilliams 

1st Squad – Sgt. Porter (carbine), Cpl Tyne (carbine) 

Privates Archimbeau, Cousins, Trasker, Rankin and 6 

others. 

2nd Squad – Sgt. Ward (carbine), Cpl. ? 

Privates Johnson, Carraway, James, Riddle, Tranella, 

Giorgio, and 4 others. 

3rd Squad – Sgt. Hoskins, Cpl. Kramer. 

Privates Dugan, Phelps, Smith and 7 others. 

HMG section: gunner: Private Rivera, loader: Private 

Friedman. 

Three other privates are mentioned by name: Judson, 

Randolph, Tinker; but it is not clear which squads they 

belonged to. 

To create this platoon, take the standard Rifle Platoon 

and remove two privates from the headquarters 

section.  Assume all of the soldiers have their standard 

weapon, except for Private Rankin, who carries a 

Thompson submachine gun.  Use the standard HMG 

section, but without a Sergeant. 

More will happen to the platoon before you can start 

the scenarios. 

1. Remove the lieutenant.  He is killed by shrapnel while 

looking over the edge of the landing craft as it 

approaches Salerno. 

2. Remove the staff sergeant.  Halverson is cut down by 

a machine gun on the beach. 

3. Remove Sgt. Hoskins, Medic McWilliams, and Privates 
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Trasker and Giorgio.  While the platoon is on the landing 

beach, it is strafed by an Me110, which kills Trasker and 

McWilliams and wounds Hoskins and Giorgio. 

4. Remove Privates Dugan, and Smith.  As the platoon is 

marching inland, it is strafed by an FW189.  Dugan is 

killed, Smith wounded. 

5. Remove Sgt. Porter and Pvt. Johnson.  Just before the 

start of Scenario 1 the sergeant has a nervous 

breakdown.  Pvt. Johnson is left behind to watch him.  

What to do?  You now have one sergeant, three 

corporals, and 7 reduced sections.  Hoskins' squad is 

broken up and the platoon goes into this organization: 

1st squad – SL: Cpl. Tyne (Dana Andrews), ASL: Cpl. 

Kramer, 13 privates.  2nd squad – SL: Sgt. Ward (Lloyd 

Bridges), ASL: Cpl. ?, and 12 privates.   HMG section as 

before (2) (gunner: Richard Conte). 

 

If the New Crops won’t hide you – use a Buddy! 

Friedman: You ever think you'll live to make corporal?  

Rivera: Baby, I just want to live long enough to make 

civilian.  

 

THIS MONTH IN HISTORY 

by Robert Burke 

Wargamers often like to refight historical battles on 

or near their anniversary dates.  Here is a list of 

battles that happened in July over the various 

centuries.  I’ve omitted battles that lasted for several 

months. 

If you refight one of these battles I hope you will 

write an AAR and share it with your fellow club 

members. If you don’t recognize any of these battles 

I hope you have fun looking them up. 

 

July 1, 1690: Battle of the Boyne 

July 1–3, 1863: Battle of Gettysburg 

July 2, 1644: Battle of Marston Moor 

July 3, 1866: Battle of Königgrätz 

July 4, 1187: Battle of Ḥaṭṭīn 

July 5–6, 1809: Battle of Wagram 

July 5, 1814: Battle of Chippewa 

https://www.imdb.com/name/nm0879000/?ref_=tt_trv_qu
https://www.imdb.com/name/nm0002017/?ref_=tt_trv_qu
https://www.britannica.com/event/Battle-of-Gettysburg
https://www.britannica.com/event/Battle-of-Koniggratz
https://www.britannica.com/event/Battle-of-Hattin
https://www.britannica.com/event/Battle-of-Wagram
https://www.britannica.com/event/Battle-of-Chippewa
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July 9, 1386: Battle of Sempach 

July 9, 1755: Battle of the Monongahela 

July 9, 1864: Battle of Monocacy  

July 11, 1302: Battle of the Golden Spurs  

July 11, 1708: Battle of Oudenaarde  

July 15, 1410: Battle of Tannenberg 

July 15–18, 1918: Second Battle of the Marne 

July 16, 1212: Battle of Las Navas de Tolosa 

July 16, 1685: Battle of Sedgemoor 

July 17, 1453: Battle of Castillon 

July 18, 1195: Battle of Alarcos 

July 19, 1337: Battle of Halidon Hill 

July 20, 1402: Battle of Ankara 

July 21, 1798: Battle of the Pyramids  

July 21, 1861; First Battle of Bull Run 

July 21, 1864 Battle of Altanta 

July 24, 1848: Battle of Custoza 

July 25, 1814: Battle of Lundy’s Lane 

July 30, 1864 Battle of the Crater 

 

 

GERMANY’S PANZER BRIGADES 
By David Bush 

 
(An excerpt from PANZER KORPS WEHRMACHT 

GENERAL’s HANDBOOK) 
 

 Born out of the necessity to rebuild their shattered 
panzer forces and looking for a more agile and efficient 
formation with which to parry Allied and Soviets 
attacks, Hitler finds inspiration in  the damage done by 
Kampfgruppe Bake’s successful operations in the 
Ukraine against Soviet forces and therefore ordered the 
creation of Panzer-Brigades in July of 1944.  This was 
against the advice of his Inspector of Panzer Forces; 
General Heinz Guderian who lamented it would hinder 
Germany’s ability to replace losses within the existing 
Panzer Divisions.  Time would prove General Guderian 
correct as many Panzer Divisions had to outfit its 
second battalion with assault guns. 
 

 
 
The first group of Panzer Brigades; numbered 101-110 
were really little more than combined arms regiments.  
Each had a single panzer battalion with roughly 36 
Panther tanks, a battalion of mixed motorized and 
mechanized infantry, either an assault gun (StuG’s) or 
tank destroy company (PzJr IV/70’s), a mechanized 
engineer company, a Recon Company and up to two self 
propelled anti-aircraft companies.  The second group, 
Panzer Brigades 111-113 were much stronger 
formations each having two panzer battalions, one of 
Panthers and one of Pz IV’s.  They had two infantry 
battalions, one of which was mechanized, the other 
motorized and attachments similar to the first group 
but with additional anti-tank supports.  Though formed 
around a cadre of veterans, these units would suffer 

https://www.britannica.com/event/Battle-of-Sempach
https://www.britannica.com/event/Battle-of-the-Monongahela
https://www.britannica.com/event/Battle-of-Monocacy
https://www.britannica.com/event/Battle-of-the-Golden-Spurs
https://www.britannica.com/event/Battle-of-Oudenaarde
https://www.britannica.com/event/Second-Battle-of-the-Marne
https://www.britannica.com/event/Battle-of-Las-Navas-de-Tolosa
https://www.britannica.com/event/Battle-of-Sedgemoor
https://www.britannica.com/event/Battle-of-Castillon
https://www.britannica.com/event/Battle-of-Alarcos
https://www.britannica.com/event/Battle-of-Halidon-Hill
https://www.britannica.com/event/Battle-of-the-Pyramids-Egyptian-history
https://www.britannica.com/event/battles-of-Custoza
https://www.britannica.com/event/Battle-of-Lundys-Lane
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from a lack of cooperative training, cohesion and 
experience.  Many of the officers and NCO’s were 
veterans of the Eastern front and this would cause 
problems when facing the Western Allies.  
 
 In Panzer Korp; a Panzer Brigade of the 101-110 style 
would look something like this: 
 

 1x Panzer Battalion, with: 3x Panther Tank Co’s, 
w/1x Whirbelwind SPAA Co. 

 1x Infantry Battalion, with: 3x Rifle Co’s 
(SPW251) w/1x Sdkfz 251/9 HW Co. 

 
Brigade Attachments 

 1x Engineer Co. (SPW251) 

 1x Jagdpanzer IV/70 TD Co. 

 1x Kettengrad Recon Co. 

  1x Sdkfz 251/21 SPAA Co. 
 
  Morale for these formations would be either regulars 
or reserves, or a mixture of the two with around 2-5 
leaders.  Some of these Panzer Brigades did show ability 
when deployed, such as the operations of the 107th 
Panzer Brigade during operation Market-Garden, but 
most left much to be desired. 
 
In Panzer Korps, a Panzer Brigade of the 111-113 style 
would look something like this: 
 

 1st Panzer Battalion: 3x Panther Tank Co’s 

 2nd Panzer Battalion: 3x Pz IVG Tank Co’s 
o (Attach to either Panzer Battalion: 1x 

Ostwind SPAA Co.) 

 1st Panzer Grenadier Bn: 3x Rifle Co’s (SPW251) 
w/1x Sdkfz 251/9 HW Co. 

 2nd Panzer Grenadier Bn: 3x Rifle Co’s w/1x 
HMG Co. (Trucks) 

o (Attach to either PG battalion: 1x 
150mm SPIG Co.) 

 
Brigade Attachments 

 1x Engineer Co. (SPW251) 

 1x Jagdpanzer IV/70 TD Co. 

 1x Kettengrad Recon Co. 

 1x Sdkfz 251/21 SPAA Co.  
 

       Like those of their smaller cousins, these three 
brigades are best shown as a mixture of regular and 
reservist morale with from 4-8 leaders.  In the end, the 
Panzer Brigade proved to be tank heavy and lacking in 
recon, maintenance, signals and artillery support.  They 
also suffered from hurried formation and commitment 
to battle, in some cases never having had any 
opportunity to train as a cohesive command.  In Panzer 
Korp, these larger brigades should be given a BLUE 
decision die to represent their command and control 
problems. 
 
  Sources do show that there was variation in each 
brigade’s organization so it is quite plausible to see 
differences in support weapons from brigade to 
brigade.  Some sources even suggest that elements of 
the infantry’s motorization was made up of confiscated 
civilian cars and trucks!  
          
       In the end, these brigades would find themselves 
eventually assigned and absorbed into the remaining 
panzer divisions as replacements.  Their shortcomings 
of training, cohesion and organization could not be 
overcome by the sole advantage of superior armor. 

ANSWERS TO THE BATTLE QUIZ 

Question 
Number 

Battle 

Question 1 Waterloo 

Question 2 Fredericksburg 

Question 3 Issus 

Question 4 Lexington 

Question 5 Isandlwana 

Question 6 Cannae 

Question 7 Marston Moor 

Question 8 Gallipoli 

Question 9 Anzio 

Question 10 Teutoburg Forest 

Question 11 Hue City 

Question 12 Blenheim 

Question 13 Red Cliff 

Question 14 Assaye 

Question 15 First Battle of Ypres 
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GAMER’S DELIGHT 
This is a list of South Bay hobby stores & resources. This 

list probably misses a few resources and does have 

some comic book stores that carry big brand tabletop 

wargames and board games. There may also be some 

Games Workshop stores in the area not listed here as 

well. 

Game Stores 

Fremont/Union City 

 https://gamekastle.co/locations/game-kastle-

fremont/ 

 http://www.biggerbettergames.com/ 

 Games Workshop: 30977 Courthouse Dr, Union 

City, CA 94587 

San Jose/Santa Clara/Milpitas 

 https://www.isleofgamers.com/ 

 https://gamekastle.co/locations/game-kastle-

santa-clara/ 

 Game Kastle West San Jose (coming soon) 

 https://www.illusivecomics.com/ 

 https://www.facebook.com/LegendsEastridge 

Redwood City 

 https://gamekastle.co/locations/game-kastle-

redwood-city/ 

San Mateo 

 http://www.gatorgames.com/ 

Santa Cruz area (Scott's Valley) 

 https://www.epicadventuregames.com/ 

 

 

Hobby Stores 

Los Gatos 

 https://www.sierratoysoldier.com/ 

Morgan Hill 

 https://www.hobbylobby.com/store/503?lat=3

7.2187714&long=-121.58266420000001 

Redwood City 

 https://newtypehq.com/ 

San Carlos 

 J&M Hobby House: 1660 Laurel St, San Carlos, 

CA 94070 

San Jose 

 The Train Shop: 1829 Pruneridge Ave, Santa 

Clara, CA 95050 

 http://www.norcalhobbies.com/ 

 http://www.tatsuhobby.com/ 

 https://sheldonshobbies.com/ 

https://gamekastle.co/locations/game-kastle-santa-clara/
https://gamekastle.co/locations/game-kastle-santa-clara/
https://gamekastle.co/locations/game-kastle-redwood-city/
https://gamekastle.co/locations/game-kastle-redwood-city/

