English translation for En Pointe Toujours II  Scenarios 1 through 19 

Vae Victis 31-32, 37-42, 45, 49 

Scenarios include errata through issue 41. 

Updated April 22, 2003. Please email comments to fenyan@aol.com

Translator's notes are in [brackets]. 

Notes for all EPT scenarios [VV31, 32, 49]:

–units that enter as reinforcements are always in command for their entry on map.

–heavy weapons are always able to begin the game assembled or dismantled, a choice of the player at the moment of placement.

–reminder: all units begin hidden (except tanks).

–for victory conditions, a tank counts as two steps of casualty; a half-tracked vehicle is one step of casualty. 

–map: in the layout of the maps, north is always on top.

-in scenarios where it is not specified, Panzerfaust availability defaults to that of Nomandy (cf 17.1).

------------------------------

EPTII - No. 1  DERNIER CARRE A AUTHIE [VV31]

SPECIAL RULES

The Canadians and Germans set up simultaneously: place a screen between the 

two players.

–the German player has a medium artillery mission preregistered for Turn 1, with an observer off-map.

–German tanks are each independent (no section leader).

–the American MG represents a .50 cal. detached from a tank.

Duration: 7 turns

Initiative: turn 1 = German initiative and a bonus of +1 to the German die roll in the following turns.

Terrain: Hedges are bocage; hills don’t exist (the terrain drawn on the hills 

always exists).

Victory conditions: The German player wins if, at the end of the scenario, he controls all stone buildings or as soon as two platoons of Canadian infantry are completely demoralized or eliminated.

CANADIANS

Placement: on/to the east of row 0600 on map A.

GERMANS

Placement: on rows 1000-1200 inclusive on map D.

------------------------------

EPTII - No. 2  SUR LA ROUTE DE FALAISE [VV31]

SPECIAL RULES

The Germans set up first.

Duration: 8 turns.

Initiative: turn 1 = English initiative.

Panther entry: at the start of each turn, the German player tests with 1d6: if the result is less or equal to the current turn (1 or 2 on turn 2 for example), the tank enters this turn. 

The German Panther is independent.

Victory conditions: the English player wins as soon as he controls at least four stone building hexes.

ENGLISH

Placement: on map D in hex coordinates < xxx7.

GERMANS

Placement: infantry are placed on map A; the Panther enters via A1705 or A0910.

Errata [VV32]

The English are rated Veteran, the German rating is Line.

The German infantry platoon has three squads (and not two).

------------------------------

EPTII - No. 3  PROMENADE NORMANDE [VV31]

SPECIAL RULES

The Americans set up first.

Entry of the mechanized platoon: at the start of each turn, the American player tests with 1d6: if the result is less or equal to the current turn (1 or 2 on turn 2 for example), the platoon enters this turn.

–the American mechanized platoon is independent of the company CP.

Duration: 7 turns

Initiative: turn 1 = initiative to the German player.

Terrain: all the hedges/walls are bocage.

Victory conditions: the American player must exit at least 6 steps of his initial combat units via the north edge.

AMERICANS
Placement: the Recon and Parachute platoons are placed on the road on map D, from 0908 to 1505 inclusive; the transport platoon enters according to special rule, 

in B0910.

GERMANS
Placement: place each on map D on/south of the line 1601-0705-0102.

------------------------------

EPTII - No. 4  L'ENFER VERT [VV31]

SPECIAL RULES

The Germans set up first.

–the StuG is independent.

–the Sherman platoon is independent of the infantry company CP (but the player must designate the platoon leader).

Duration: 7 turns

Initiative: turn 1 = +1 to the American roll.

Terrain: all the hedges/walls are bocage. All buildings are stone.

Victory conditions: the American player wins if he controls at least two hexes of buildings on map B at the end of the game.

AMERICANS
Placement: on map C [errata VV32] on hex coordinates > 2. [xxx2]

GERMANS
Placement: starting troops on map B, the reinforcement platoon enters on turn 3 via the east or west edge of B.

Errata [VV32]

The level of hesitation/demoralization of the German heavy weapon platoon is 2/-.

The red command line should pass under the pieces, [and] it’s missing a thin horizontal line for the German heavy weapons platoon.

------------------------------

EPTII - No. 5  LES FRANCAIS DE COREE [VV32]

SPECIAL RULES

–for the purposes of activation (solely), all the Chinese units (CP included) have their morale diminished by 1 during the entire game;

–the marshes/rice paddies are clear terrain.

–for placement, the units in the two Chinese platoons must be within a distance of less than four hexes.

Duration: 10 turns

Initiative: the French have the initiative in the first two turns, afterwards initiative is normal.

Weather: fog level 2.

Terrain: the terrain is snow-covered (snow normal), the roads are not revealed.

Victory conditions: the French player wins if at the end of the scenario, he is in possession of the hexes 1405 and 1105 and if there are no more Chinese units north of the line xx04 inclusive.

Note: the map to be used for the scenario is from the first version of En Point Toujours (VV 16).

FRENCH
Placement: the two sections enter by the north edge on turn 1.

CHINESE
Placement: the Chinese units are placed south of hex coordinates xx09 inclusive (see special rule).

------------------------------

EPTII - No. 6  CONTRE-ATTAQUE A CHONUI [VV32]

SPECIAL RULES
–the North Koreans have three entrenchments;

–the tank and infantry (who must enter mounted) reinforcements are independent. 

The M24 platoon does not depend on the infantry CP.

Duration: 7 turns

Initiative: American initiative on turn 1.

Terrain: the marsh, waterway and the lake are rice paddies (treat like marshes).

Victory conditions: the American player wins if there are no more than two North Korean units on levels 2/3 at the end of the scenario.

AMERICANS
Placement: the Americans enter by the east edge on turn 1 [errata VV40].

NORTH KOREANS
Placement: the infantry are placed in the hexes of coordinates 090x or more.

The tank enters in 1705/1706 on a roll less than the current turn (test at the start of the turn).

------------------------------

EPTII - No. 7  PAR JUPITER! [VV32]

SPECIAL RULES

The British set up first.

–the English player has two medium artillery missions. The Bren Carrier can observe for the artillery.

–no German platoons depend on a company CP. The Tiger (and it alone) is independent.

Duration: 7 turns
Initiative: turn 1 = German initiative and a bonus of +1 for the roll of the German in the following turns.

Terrain: the woods are orchards; all the buildings are stone; the hills don’t exist (the terrain patterns in the hills always exist).

Victory conditions: [the winner is] the player who controls more building hexes on map A at the finish of the heated contest (each player controls all the buildings that start the game in the zone of placement even if they do not occupy them).

ENGLISH
Placement: on map A strictly to the west of row 090x.

GERMANS
Placement: on map A strictly to the east of row 090x.

Tiger: enters on turn 1 via the south edge.

Reinforcements A: enter on turn 3 via the south edge.

Reinforcements B: enter on turn 4 via the north edge.

------------------------------

EPTII - No. 8  PROTEGEZ VOS ARRIERES! [VV40]

Note: scenario 8 did not exist, we now assign that number to the scenario in the present VV [40].

SPECIAL RULES

• Initiative: turn 1, Israeli initiative, +2 to the Israeli roll for the following turns.

• Place the elements of terrain provided:

A1-B1 on 1410-1207 and A2-B2 on 1405-1202.

• Each player designates a tank/self-propelled gun of each unit as platoon leader.

• The Israeli Bazooka is equivalent to a Panzerschrek. The Israelis have a modifier of -1 in an infantry assault on armor.

• The Israeli vehicles enter with 7 MP already spent.

• The AMX 13/75 is ammo depleted on an unmodified roll of 11 or 12. In this case, it automatically leaves the game (see 7.3) – the tank uses two barrels of 6 rounds to load the gun; it must afterwards be reloaded from the outside of the tank.

• Duration: 4 Turns.
• Victory Conditions: The Israeli player must exit at least three tanks off the south edge without leaving an enemy formation non-hesitant/non-demoralized on the map.

• Placement: The Egyptians enter first via the north edge. They have a complete turn of movement – considered turn 0 prior to the actual start of play (Egyptian infantry enter on turn 0, transported on the BTRs, see 16.3).

On Turn 1, the Israelis enter by the north edge AND/OR the east or west edge (only one of these last two edges can be selected) of E to the north of row 12xx.

Errata [VV41]: The BTR-152 is shown as a tracked machine (The enthusiasm of the draughtsman working on the rush of the AMX-13, M4 and further SU-100 aided), But the vehicle is a 6 x6 and therefore a 4 x 4 according to EPT.

------------------------------

EPTII - No. 9  TASK FORCE ABRAMS [VV37] Scenario concept: Jacques RABIER.
• REINFORCEMENTS: 1 x Panther (independent): enter on turn designated by a roll of a die: 1 = turn 4; 3,4 = turn 5; 5,6 = turn 6; via the north edge of map A [roll of 2 = turn 4?]

• ARTILLERY: 


–The Germans have 1 medium artillery mission, but it can't be used before turn 6.


–The Americans have 3 medium artillery missions to use in the first three turns.

SPECIAL RULES
–Moist Terrain: The mud rules in VV32 (page 45) apply, as do those concerning changes in level [5.4].

–Reduced Visibility: level 1 (c.f. VV32)

–Terrain Modifications:

Map A: Hex 1206 does not contain a wall. Hexes 1108, 1109, 1009 and 1010 are orchard hexes. Map C: There are no river or lake hexes, regard these hexes as clear terrain. There are no marsh hexes, consider these hexes as clear terrain.

–Initiative: Turn 1 - American initiative and a bonus of +1 for the American roll in the following turns.

–Victory conditions: The Americans must occupy at least four stone building hexes on map A at the end of play.

–Number of turns: 9 to 11. To avoid the suicide squad syndrome of occupying a victory hex at the last moment, but which would have been massacred upon the following turn if play had continued longer, throw a die at the end of turn 9. On a roll of 1 play stops instantaneously. If not, continue to turn 10. At the end of turn 10 make a new roll, on a result of 1 to 3 play stops, if not it continues to turn 11, which in all cases marks the end of play.

–For the German player:
Panzerfaust: 

The value to obtain a Panzerfaust is 1, 2, or 3 on the colored die (see rule 17.1).

Entrenchments:

All infantry units (i.e. non armor) starting play on the outside of buildings can gain (at the player's choice) an entrenchment (medium protection). The German player has one prepared position (strong protection). The antitank PAK 40 cannot be placed in this position.

–For the American player:

The Sherman Platoon is independent of the CP but the player must designate a platoon leader.

Mechanical Problems: One of the Shermans suffered from gear-box problems (it would drive only in first). Indicate one of your tanks to only have a movement factor of 8 points.

Transport: Each Sherman can transport either a rifle squad or an AT team and a CP. The infantry units can start the game mounted, but once unloaded they cannot ever reembark. A Sherman cannot fire as long as passengers are on board. In case of tank destruction, the still mounted passengers face a test of survival of 6 (instead of 7), without rule 16.9 applying.


If the tandem tank-infantry is the target of German fire in a case when the infantry is mounted, consider that the target is the Sherman if the fire is with an AT weapon and the target is infantry from other weapons (the fact of being embarked on the Sherman does not provide any particular protection to the infantry). Any fire directed against the infantry or tank when the infantry is embarked obligates the infantry to unload after the results of fire are resolved. And this is whatever the result. This emergency descent counts for opportunity fire.

AMERICANS
Placement: The Americans [not Germans] are placed second (mounted or not), on map C behind row 09XX.

GERMANS
Placement: The Germans are placed first, on map A behind row 13XX.

------------------------------

EPTII - No. 10  BRAVEHEART [VV38]

This action unfolded on 5 October 1943 [errata VV40]

SPECIAL RULES

• A reduced visibility level of 1 applies because of rain (VV32) [5.4].

• The fields are open ground and the mud rules apply (VV32).

• The English player has 2 missions of medium artillery.

• The tank platoons are independent but each player must secretly designate a platoon leader.

• The Germans don't have Panzerfausts [errata VV40].

Initiative: Turn 1, +1 to the German die roll.

Duration: 8 turns.

Victory conditions: The English win if he has at least 6 steps of infantry units (CP/Rifle/PIAT/2in Mtr) in/adjacent to the 2-hex building at the end of the scenario.

ENGLISH
Placement: The Argylls are placed first in hexes <8 [xxx8]on map B south of line 09XX. The tanks enter on Turn 1 via the road 0901.

GERMANS
Placement: The Germans are placed on map D in hexes <8 [xxx8].

------------------------------

EPTII - No. 11  UN VENT MAUVAIS [VV38]

SPECIAL RULES

• Place the terrain elements as follows (VV16 [or VV40]): 1a-1b in 1010-1108 and 2a-2b in 0810-0809. The supplementary terrain elements are stone buildings and woods, of five hexes and three hexes which are to be found in VV16, alas out of print, but which we have reprinted [VV40].

• The hills don't exist but the woods remain (1309-1409).

• Utilize other pieces with values identical to the lacking MG42 and Panzerschreck [these counters available in VV39 insert].

• The tank platoons are independent but each player must secretly note a machine carrying a platoon leader.

• The Panzerfaust availability is 1-3 for squads [errata VV40]. 

Initiative: Turn 1, German initiative, Turn 2: +1 to the German die roll.

Duration: 6 Turns.

Victory Conditions: The Germans must possess, at the end of the scenario, at least 3 steps of infantry units (CP/Fsch/Psk/MG42) in the 2-hex building which must be empty of U.S. units.

AMERICANS
Placement: B Company is placed first in hexes west of row 06XX inclusive. The reinforcements enter on Turn 4 via the west edge. The reinforcement 232nd Infantry Regiment has 3 rifle squads [errata VV39]. For the U.S. reinforcements, the CP values [hesitant/demoralized] are 2/3 for the tanks and 3/4 for the infantry [errata VV40].

GERMANS
Placement: The Germans enter on Turn 1 via the east edge.

------------------------------

EPTII - No. 11  ON NE PASSE PAS! [VV39]

SPECIAL RULES

• All hills are woods.

• The French tanks are independent. Use U.S. pieces to fill those lacking.

• The German squads obtain panzerfausts on a die roll of 1-2 [errata VV40].

Initiative: Turn 1, German initiative, +1 to the French roll in the following turns. 

The German player secretly designates a platoon leader for the tank platoon.

Duration: 8 turns.

Victory Conditions: the Germans must exit at least 7 infantry steps (among which at least one CP) and a tank from the south edge of A via hexes of coordinates <5 [xxx5].


Placement: the elements of GTL are placed first on map A south of row 08XX inclusive. The reinforcements enter on a die roll less or equal to the turn on the south edge of A, the infantry arrive transported.

The Pzkpfw IVs enter on Turn 1 by the north edge. The panzergrenadiers are placed on map B in woods hexes >6 [xxx6; errata VV40].

Note: The TD M10 uses the characteristics of the Achilles with AP=13. [The TD M10 Wolverine card was published in VV49 with AC=13, AP=6, and movement=16].

Errata [VV40]: It lacks a troop transport for the French reinforcements which must therefore have three halftracks. 

------------------------------

RULES CLARIFICATIONS AND SUGGESTIONS [VV40]:


•9.5 Vehicle Movement: at the end of the Administrative Phase, vehicles can decide to remain in movement and keep their marker "Mvt," if they have one of them, for the duration of the coming turn. (idea Philippe Ferry).


•11.2 Fire Group: if different Visual Hindrance values apply to the units carrying out the fire group, the highest value is used.


•17.2 Assault against Vehicle: a vehicle can only be Immobilized (the modified roll = value on the table) or Destroyed (modified die roll < value on the table).

------------------------------

EPTII - No. 13  DIE HARD! [VV41]

SPECIAL RULES

• Initiative: Turn 1, German Initiative. Following turns: +1 to the American roll.

• The Hills are Woods.

• Mud rules apply.

• The Sdkfz 250/9 are independent – without a section leader.

• Duration: 6 turns.

VICTORY CONDITIONS: 

• The German player wins as soon as he controls all Buildings adjacent to hexes 0804, 0904 and 0905 on map A.

AMERICANS
Placement: The Americans are placed first between rows 0600 and 1200 inclusive on map A.

GERMANS
Placement: The elements of Grenadier-Regiment 77 are placed on map B but not in Clear Terrain. The elements of Pz.AA-2 can enter starting on Turn 3 via 0901 or 0105 on B with the infantry transported in the Sdkfz 251 on a die roll less than or equal to the Turn.

------------------------------

EPTII - No. 14  KHAKI AND WHITE [VV41]

SPECIAL RULES

• Initiative: Turn 1, English initiative.

• Deep Snow rules apply. The roads are available.

• A Level 1 Reduced Visibility Penalty applies to all English fire against German units (except if the latter are in a House) who have camouflage dress/paint.

• Duration: 9 turns.

VICTORY CONDITIONS: The English player must control at least four Buildings on map A at the end of the scenario.

GERMANS
Placement: The Germans are placed first on map A. The tanks enter on a die roll < 4 via 0105 on map A. The roll can only be carried out in a command phase of a turn in which at least a building on A is controlled by the English.

ENGLISH
Placement: The English are placed on map D west of row 09xx inclusive.

------------------------------

EPTII - No. 15  PUTOT DE MORT! [VV41]

SPECIAL RULES

• The hills don't exist but the other terrain are there. Place the Railway terrain element on map A, 1a in A0110 and 1b in A1710. The RR is treated like Bocage but at level 1 and it costs 1 MP to infantry (c.f. 5.4). The Road A0910 is now at level 1.

• The Sdkfz 250/9 and 251/9 are independent. The Canadian player secretly designates a Sherman as platoon leader.

• Initiative: Turn 1, German initiative, +1 to the German roll for the following turns.

• Duration: 5 turns minimum. At the end of that Turn [Turn 5], the Canadian player secretly rolls 1d6 and secretly notes the result which corresponds to the number of turns effectively remaining in play: a result of 1 is considered like a result of 2.

• VICTORY CONDITIONS: The Germans win if they control a majority of stone buildings on A at the end of the scenario (see special rules).

GERMANS

Placement: The SS are placed << ? >> on map D. The first reinforcement group enters via the east OR west edge of A on Turn 2 or 3. The German player chooses the turn and the edge of entry in the initial command phase. The 2nd group enters on a roll less than the Turn starting on Turn 3 via hex D0901.

CANADIANS
Placement: The Canadians are placed << ? >> first on map A north of the railway. The reinforcements enter on a roll less than or equal to the turn number starting on turn 3 via Hex B0910.

------------------------------

EPTII - No. 16  LA COTE 512 [VV42]

SPECIAL RULES

• Initiative: Turn 1, American initiative.

• Hex 0303 contains a fortified position (strong protection).

• Duration: 6 turns.

VICTORY CONDITIONS
The Americans must occupy Hex 0303 at the end of the scenario. All other results are a German victory.

AMERICANS

Placement: The Americans are placed to the west of row 1400 inclusive.

GERMANS
Placement: The Germans are placed first to the east of row 0500 inclusive.

------------------------------

EPTII - No. 17  LEOPARD ROUTE [VV42]

SPECIAL RULES

• Initiative: Turn 1, English initiative.

• Hills and wheatfields are woods.

• Duration: 5 turns.

VICTORY CONDITIONS
The English player wins as soon as he is done exiting 7 steps of which at least one is a CP of a platoon from the east edge.

GERMANS
Placement: One section of recruits is placed on the map between rows 07xx and 08xx inclusive. The other units are placed to the east of row 11xx inclusive.

ENGLISH
Placement: The English enter by the road 0105-0106 and may not leave the road so long as they do not spot a known German unit or before Turn 2. The 6 Pndr enters towed by the Bren Carrier on Turn 2.

------------------------------

EPTII - No. 17  TONNERRE DE BREST! [VV45]

SPECIAL RULES

• Orchard hexes 0505-0506-0605-0606-0607 are cemetery hexes.

• The American player secretly records an M4 as section CP.

• The Germans have PF on a colored die roll of 1 or 2.

• German entrenchments give protection +3.

• The two sides begin the game hidden. Two German units can be placed secretly. They are placed on the map only if they lose their hidden status (rule 10).

• Duration: 6 turns.

• Victory conditions: The American player prevails if the cemetery and buildings adjacent to the road surrounding it are not occupied by at least four non-demoralized German units including a CP.

AMERICANS
Placement: The Americans are placed east of row 12xx inclusive.

GERMANS
Placement: The Germans are placed east of row 10xx inclusive. [Should be placed west of row 10xx, and setup first?]

------------------------------

EPTII - No. 18  ON CONNAIT LA CHANSON [VV45]

SPECIAL RULES

• Initiative: Turn 1, German Initiative.

• All buildings are stone.

• The German player secretly records a StuG as section CP.

• Duration: 6 turns.

VICTORY CONDITIONS
The German player must capture at least three multi-hex buildings from the English player.

GERMANS
Placement: The Germans enter on Turn 1 from the east.

ENGLISH
Placement: The English are placed west of row 11xx inclusive. The 6 Pndr is placed hidden, the English player secretly notes its position.

------------------------------

EPTII - No. 19  FÜHRERBEFEHL! [VV49]

SPECIAL RULES

• Initiative: Turn 1, German Initiative.

• Woods are brush.

• N.B.: In scenarios where it is not specified, Panzerfaust availability defaults to that of Normandy (cf 17.1).

• Duration: 8 turns.

VICTORY CONDITIONS
The German player wins if he controls at least two multi-hex buildings.

PLACEMENT
The English are placed on Map F. The Germans enter on Turn 1 by the west edge. The English reinforcements enter on Turn 4 by the east edge.

