HP35 – A Hollow Victory

Played this one last week. 


I got the Italians attacking the French fortified on the Board 50 hill. 
Things started well with me whacking the lone French HS set up forward and pushing my three tankettes along the road.  Got the first SSR given battery access SR in the perfect spot and bought down smoke covering most of the hill (and both guns) on my turn two. 

As I moved the tankettes forward my opponent (Murray) revealed the HIP 25LL gun low on the hill hidden in some woods.  It took out one tankette, then, curses, managed to swivel in the woods and get a hull hit on one of my flamethrower tankettes, immobilising it.  As luck would have it the crew bailed out. 

I closed with the AT gun and gave it everything I had, but it stood up and took out another tankette before the crew went down in CC. 

I was halfway up the hill and got another battery access.  My FFE:C was in the perfects spot, but I whimped out.  Instead of going for smoke again I figured I'd blast the French out of the trenches.  20 on the IFT is nothing to be sneased at, even with a +4 modifier.  Unfortunately the two turns of such FFE did nothing but break one leader. 

On the last turn I could capture two 4th level hexes unopposed in the advance phase, but would have to fight for the other two against a strong defence including both artillery pieces. 

One, the 155, had my remaining tankette double acquired two hexes away, and the other flamethrower tankette had to move through the CA of the 75. 

When two of my squads broke trying to get onto the hill I knew I could not do it so conceded. 

Oh well, it went down to the last turn, and I was well within a chance of winning until that point.  What more can you ask? 

The Italian 7 level morale troops stood up pretty well, but I had a hard time rallying anything that did brake (as usual with Italians) and suffered a few ELRs which is only two.  Beside the hero on both sides another French hero was created during play, which sugggests that this scenario belongs in a Hero Pack. 

The flamethrower tanks took out some troops in foxholes, but did not get close enough to the pillboxes. 

Took us 5 hours to play.  A fun scenario that I would play as either side again. 
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