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For the 18 game of 2011 season, GAG members gathered to

recreate another WWII event, this time in 1/72 seathe 38 Corps
Breakout at Valkenswaard, Netherlands on 17 Semed4.

Backg round - (copied, paraphrased from Wikipedia;
http://ww2db.com/battle_spec.php?battle id=&2d
www.rememberseptember44.com/rs44.hitm
Operation Market Garden (17-25 September 1944) was an Allied military
operation, the largest airborne operation up td time. The operation plan's
strategic context required the seizure of bridgg®ss the Maas (Meuse River)
and two arms of the Rhine (the Waal and the Lowein® as well as several
smaller canals and tributaries. Crossing the LoRkine would allow the Allies
to outflank the Siegfried Line and encircle the RulBermany's industrial
heartland. It made large-scale use of airborneefyrwhose tactical objectives
were to secure a series of bridges over the maargiof the German-occupied
Netherlands and allow a rapid advance by armoréd imo Northern Germany.
German forces in the area of Valkensvaard weretizer Corps commanded by
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SS-Obergruppenfiihrer und General der Waffen-SS aMilhBittrich (1894 —1979, at left) and th& Paratroop -~
Army in charge of Generaloberst Kurt Student (1898, right).

Initially, the operation was marginally sussfil when allied forces breezed throug
Valkenswaard and captured several bridges betwesth&en and Nijmegen. However, th
demolition of a bridge over the Wilhelmina Canahadl as an extremely overstretched sup(
line at Son delayed the advance of the XXX Corpslen the command of Lieutenant-Gener
Sir Brian Gwynne Horrocks’ (1895-1985, lower righffhose delays also held up the capt
of the main road bridge over the Meuse until 20tSmper. At Arnhem, the British®'1
Airborne Division encountered a far stronger resist than anticipated. In the ensuing battle
only a small force managed to hold one end of thehAm road
bridge and after the ground forces failed to rediethem,
German forces overran them on 21 September. Tteofdhe
division, trapped in a small pocket west of thelge, Allied forces evacuated the
on 25 September. The Allies had failed to crossRhine in sufficient force and th¢
river remained a barrier to their advance until tbH#ensives at Remagenj
Oppenheim, Rees and Wesel in March 1945. Theréaibfi Market Garden ende(
Allied expectations of finishing the war in 1944.

Game Board

Game Scenario

Thirty Corps needs to plow down the roads througltk¥hswaard and ultimately to Arnhem. Victory citioths for the British are to
get tanks off the north side of the board. Gerfeaces must prevent the Brits from doing it. Thioube Brits had the upper hand in
numbers, their forces can only approach the townguthe roads, for the ground in the wooded areanaarshy and would not
support the weight of vehicles. However, vehidas park on the road berms permitting two vehial@gast down the road.

Game System

Again, the system used was Bill M’s Stalirhrales. The Brits can call in air support.

The Opponents
For the British we have on the left flanklJoRob, Woody, and Mike on the right. For the Gansiwe have on their left, Chris,
Rob, and Emmitt.
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Game Play in Pics

—————

Josh and the attack of the Bren Carriers. Joshnimaged his
carriers forward and disembarked his infantry suppdiowever,
his forces have some distance to the German aki-gun
blockade on the west road. He’'s supported by Rublds tank
battalion of Stuarts and Shermans. The Germarnfdnwoods
have panzerfausts, which became a problem fromBatish
players

—

At the British center, Woody’s mounted infantry atathk battalion
moves up the center road toward another Germantaarki gun
position. However, Bob’s panzerfausts infantry ewvpast the
British infantry, heading for the Stuarts.

«-—

On the east road, Mike's British forces move fomyathe mounted
infantry battalion followed by his tank battalioh®hermans.

British air cover took out one of Emmitt's Rans on its first run.
Meanwhile, the German players moved their Panzewsaird to support
the east and west road barricades and anti-tank gun
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L —

By the second turn, Josh’s Brits have investeddbhaman ATG
position, but Bob’s infantry with panzerfausts wasgry
successful taking out some of Rob’s Shermans. gihé&ob put
some hits on the German troops, they passed theings die
rolls and passed rolls indicating they had addéioanti-tank
ammunition.

—

On the center road, Woody’s half-tracks and infarftad invested
another ATG position, but not before the gun took@ne Stuart and g
panzerfaust shot, another, thus the two dead Sta#ectively blocking
the road. Woody's tanks were at a stand still.

 ——

Mike’s forces, likewise, has invested the GermanGAposition
on the east road, but the German panzerfausts Kike® one of
his Shermans.

Air cover took out a second Panzer.
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—

After losing three tanks, Bob’s panzerfausts trotwsl been
destroyed, and Rob’s tanks have reached the sostheval to
Valkenswaard. However, there is a Panzer roadhjpoekenting
British passage into town. Josh’s infantry movedwird to
engage German infantry in town.

AN
7

After a couple attempts, Woody's Shermans pushea ainthe dead
Stuarts out of the way, and has made it to thekatgson the town on
the center road. However, the delay has perm@taris to move two of
his tanks into town and have set up a crossfitbaintersection of the
center road and the town’s border road.

—

Though the Brits are having limited success aldrggwest and
center roads, Mike's force on the east road hadecoma
complete stop. The German ATG support troops were
tenacious, but Mike had a problem rolling the nuralie push
the disabled vehicles out of the way to get toshetheast edge

of town.
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S —

By about the fifth turn, Rob’s and Josh’s fa&rogere maneuvering
around the west side of Valkensvaard and engagmigi’'s remaining
Panzers, but two of them have formed a crossfithatintersection of
the west and south border roads.

AN
7

Along the center road, Woody gambled. He ttaen bulk of his
remaining tank force into the south edge of towhst they would not
be caught in the crossfire set up by Chris attbersection. The results
were that Woody lost two of his four tanks.

«—

Mike’s luck still had not changed. Not only has tATG

position held, but also Chris had brought up a task
support. This boondoggle on the British right lsgmied

the British advance at the center.

Though a British air strike took out one ofriSts tanks,
bad die roils prevented several potential air sgik
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—

By the seventh turn, Rob’s tanks had fought a despstruggle along
the west edge of Valkensvaard. However, bad dig poevented any
British tanks from reaching the table edge.

—_—
At the center road, Woody's attempt to punch thloughris’s
defenses came to naught. Though the British fdestroyed a few|

of Chris’'s and Emmitt’s tanks, only one British antry base hag
survived.

Mike, though he tried desperately to break throwghd having
destroyed German men and materiel, his forces caoatdget
beyond the German ATG position on the east road.

Bill declared the game a German victory.

Editors Note: The next two issues may be delayed th tax day being just around the corner, guidisghedule and some lagging
medical problems.
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