Operation Grenade: 

A Scenario for Breaking Into Valhalla

All of the rules for Breaking Into Valhalla apply except where noted.

Map
Use only the southern map.  All hexes with identifications numbers are playable except the north – western edge of this map (0101 – 0103 / 0201 – 0202 / 0301 – 0302 / 0401 / 0501) west of the Maas. 

Units may not exit off of the north edge of the map. Any German units that are forced to retreat off of the north edge are considered eliminated.  American units that are forced to retreat off the north edge of the map are not considered eliminated, but may not later return to the game.

Game Length
The game begins on turn 4 with the possible start of Operation Grenade. Turn 11 is the last of the game. In the case of a draw after Turn 11 the players can agree to fight it out until the end of Turn 15 (see optional rule).

Victory Conditions
As per the game with these additions:

· The towns of Dueren, Julich, Erklenz and Roermond are worth 1 VP each.

· The German player is awarded 1 VP for each hex in distance the closest supplied US unit (spearhead) is away from a hex with an Erft River/Nord Canal hex side at the end of turn 11.

· The US player gets 1 VP for each in supply unit east of the Erft River/Nord Canal line at the end of turn 11.

At start forces:

· All US units, except the three 75th Infantry Division units, are available. The US player can receive up to 5 USAAF air units per turn (no RAF air units are available).

· 9 pontoon bridges are available to the US player.

· The German 353rd, 176th, 59th, 183rd, 190th, 363rd divisions set up east of and within 4 hexes of the Maas River, south of Roermond.  The 9th and 11th Panzer divisions, the Polizei and 668th Tiger tank battalions set up at west of and within 10 hexes of the Rhine River.

· The German player can receive the Luftwaffe surge air unit for a maximum of 2 turns in the scenario (the first two times a 6 is rolled).

The German player sets up first. Both players set up as directed in the original game.

The German units can not move before the US player starts Operation Grenade on Turn 4 or later (see 11.1)

Reinforcements
US Player: There are no US units available for reinforcements.
Operation Varsity is not permitted in the scenario. 

German Player: Volksturm and flak units are received, without any VP penalties, by rolling a  die = 1 (no modifiers!) for each unit at the beginning of a German player turn. These units may also enter the game as per the standard rules (in the German refit turn or when German a withdrawal is ordered; see 8.3.2 and 9.8.1).

Only the Strategic Reserve South (SRS) and Strategic Reserve (SR) units may be taken by the German player anytime. None of the Strategic Reserve North (SRN) units are available. The German player pays VP for these units. The entry of the SRS units can be along any southern map edge hex east of the Maas. The entry of the SR units is any hex on the eastern map edge, 3001 – 3401 in the north, or 2721 – 3321 in the south, east of the Rhine River.

The use of the Hitler interference optional rule (see 12.2) is required. To determine a reinforcement unit’s entry a die roll less than the number of turns played (treat turn 4 as the 1st turn played for this scenario), must be made. For example: a reinforcement unit’s entry on turn 8 needs a die roll of 1-3 to succeed.  A die roll of 6 will result in the designated unit not being able to enter the game at all (no VP loss in this case, however). The German player declares the units to be checked before the die roll.

A German withdrawal (see 9.8) can not be declared/rolled for earlier than turn 7. Until turn 11 there is no modifier for the check. A die roll = 1 (only) activates the strategic
withdrawal.

Supply
The US player may trace supply for a limited number of units from the western-most road hex leading off the north edge of the map (hex 0901). The number of units that can be supplied in this manner is 12. This is determined each turn by rolling two dice at the beginning of the US player’s turn after he/she has occupied the given hex.

Refit
Both players have 1 refit turn available, but the German player can only take a refit after the US player has done so.

Designer’s Note
This scenario is the product of Stefan Anton Federsel’s enthusiastic play of Breaking Into Valhalla, as well as a desire to develop a quicker, one-map game to complement that covered in the mini-game that started it all, Operation Veritable: the Battle for the Reichswald.

Play experience shows that this scenario will see more of a battle along the Maas River, as the Germans struggle to hold their fortified line and victory point towns.  Without a withdrawal until late in the game (if at all), and no Operation Varsity to worry about the German’s “one eye to the rear” is less likely here than in the complete game. 

The US player needs to obtain a breakthrough without wracking up too high a casualty list.  Whether to launch a broad front or focused offensive will have consequences that can dramatically impact the game’s end in this shortened version.  The demand to keep up pressure on the Germans late in the game must be balanced with the possible need to “buy back” VP losses by returning eliminated units in a refit turn. That such a refit could also bring hordes of flak and volksturm to the front must also be considered by the US player.  Decisions, decisions…

Optional Rule: Extended Version of the Scenario – End Run to the Rhine

In the case of a draw at the end of turn 11 the players can agree to play until the end of turn 15. Then the final result will be checked (there will be no draw).

VP are awarded according to the standard rules and the scenario instructions further on.

The VP count is continued with the score at the end of turn 11.

Special Rules
Beginning with turn 12 Operation Varsity is permitted. It can be performed in a turn that at least USAAF is available. However, the US player must lay aside any available air unit(s) for the turn (they’re providing air cover and off-map interdiction). Also, the US player pays the applicable VP cost for employing this option (see 12.3).

In the last 4 turns of the game the German Luftwaffe can appear once more, but only one time.

No VP are awarded to the US player for getting units across the Erft River / North Canal after the start of the extended scenario.

Sudden Death
If the US forces occupy both hexes of an intact Rhine River Bridge and can establish a supply line to the western map at the end of any turn, the Americans win an immediate decisive victory.

Victory Conditions
If no sudden death victory happens, victory is checked at the end of the last game turn.

The Americans win:

· If the VP score is 10+ VP

· At least 1 supplied US unit is located in a hex with a Rhine River hex side. If not, the Germans get 1 VP immediately reducing the score above by 1.

· There are not more than 7 German supplied units on the eastern bank of the Rhine. 

In any other case the Germans win a tactical victory, prolonging the already lost war once more again ... 

Designer´s Notes
American player: If you like to go for an “all or nothing” approach, take the chance offered in End Run to the Rhine. There are many options to consider. If you launch Operation Varsity then look for a sudden death conclusion, as the VP penalty for doing otherwise is so high that the Amis may not achieve the 10+ VP victory condition.

Sometimes, if you succeed in the approach to the Rhine River, you can grab some easy VP by failed German bridge demolitions. Hope for it, otherwise run like hell in the last turns to cut the supply of the Germans on the eastern bank. Be wary of sending a spearhead to the Rhine River Bank anywhere. There just may be a German VP surprise, when the panzers launch a last-gasp counterattack that puts your spearheads out of supply!

German player: You should think over when to ask Herr Hitler for the withdrawal. Every turn the VP situation is changing. Look on what you get and what you may win or lose concerning this critical decision. Try to keep one bridgehead on the eastern bank of the Rhine River covered by some units at hand. But at any moment keep your bridges well guarded or blow them up if the US threat is imminent. A lost bridge could mean an immediate end to the game. Keeping your options open is difficult, but that is more often than not the final arbiter as to who wins or loses.
This is a tight run thing for both sides. Best playing skills for both players will be needed for one to come out a winner in End - Run to the Rhine.  

Playtesting: Stefan Anton Federsel, Paul Rohrbaugh, Brian Brennan.
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