Grudge Match HP36

Played another scenario from Hero Pax 4 on Tuesday, making three so far.  A far cry from the days when I would look at a Critical Hit products and think that it was all rubbish.  Well done to the guys at CH.

Mark and I set out to play Grudge Match HP36.  

This scenario pits a large but inexperienced US force, heavily armed and with armour support, forcing its way into a built up environment defended by Vichy French.  The US player has to capture three stone buildings, two close up on Board 21, and one on the large number 6 overlay, which takes up most of the Board 10 half board.  The Vichy player gets three guns to help with the defence, two 75s and a 65.

My plan was to place as much firepower as possible on the guns as soon as they revealed themselves, while trying to loop around the right flank.

Mark set up all three guns up front, and revealed them all on the first turn, causing a number of units to break, and being US infantry with a low ELR, to reduce in quality.

I immediately responded by blasting the guns with everything I had.  Two went down straight away (at least their crews broke) and Mark managed to malfunction the third.  As I charge forward Mark of course repaired the gun and opened up on my exposed troops, together with a HIP squad, hero and LMG in a fortified location in one of the victory buildings.  It would take three turns for my forces to take out the gun and the hero stack, eventually killing the gun crew in CC.

Fortunately the second victory building feel very quickly.  Time was getting short.  We both rushed our remaining forces to the last victory building.

My two 75mm armed half tracks and my M2 half track raced up the hill, but two received small stuns from the leader directed HMG and squad firing at the CE crews.

The last turn saw the French HMG stack in a fortified location and a single 8-1 leader on a first floor location.  A fired my over watch HMG, leader directed, to cause all but one squad (the one manning the HMG) to break.  I fired one of the 75 halftracks to no effect.  I decided to use the other gun armed HT to bypass freeze the HMG.  I survived the defensive fire.  I then charged all of my forces into the or next to the building.  If I did not break the remaining squad I could not advance into the fortified location, and Mark would win the game.  Using the US assault fire bonus to it’s maximum I managed to get a fire group that encircled the hex and put a 30 +5 shot into the hex.  A 1mc saw the French squad fail, and as they were surrounded all the French units in the location surrendered.  I then advanced a squad into the hex with the leader.

Mark had three chances to win.  If he won the ambush he could withdraw the leader to an adjacent location, keeping the building.  If the leader was not killed in the CC Mark would win, or if the leader rolled snake eyes it could also withdraw (if still alive.)

Because of the chances to withdraw I left a unit in each adjacent location, eliminating his capacity to do so, but that meant that I could only advance one 546 squad into the location.  

There was no ambush, and I rolled a 7 to kill the leader at 4 to 1 CC.

A tight and tough game with lots of the usual ASL pendulum effects occurring.  I would recommend it to anyone.
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