The Canadians Dash To The Rhine: 

A Scenario for Breaking Into Valhalla

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

Object: The scenario covers the British/Canadian offensives– known as Operations Veritable and Buster--to gain a foothold over the Rhine River. The scenario’s focus is on the partly amphibious Canadian advance to outrun the German defenders in the

extreme north of the playing area of Breaking into Valhalla. 

Map: Use only the northern portion of the map.  All hexes with identifications numbers xx01 – xx14 are playable except the western portion of this map (0109 – 0121/0209 – 0221/0310 – 0321/0409 - 0421/0510 – 0521/0610 - 0621) west of the Meuse. 

Units may not exit off of the north or south edges of the map. Any German units that are forced to retreat off of the north or south edges are considered eliminated. Canadian and British units that are forced to retreat off the north or south edges of the map are not considered eliminated, but may not later return to the game.

Game Length: The game begins on turn 1 and lasts at most to the end of turn 15. The

Game can be ended earlier by a “sudden death” victory.

Victory Conditions: As per the game with these additions:

· The cities of Cleve (1304), Goch (1510), Udem (2110) and the town of Hekkens (0909) are worth 1 VP each.

· The first British/Canadian unit to cross a fortification hex side running from

2306/2406 to 2114/2214, or capturing the fortified city of Udem by GT 11 gets

1 VP. If the British/Canadian forces don´t succeed in this condition, the German player gets 1 VP.

· For each intact Rhine Bridge that does not have an in-supply Allied unit within 2 hexes at the end of turn 15, 1 VP is awarded the German player.

Note: Players should keep track of the VPs accrued in every instance to keep the score current at the end of each turn! 

At start forces:  The German player sets up first:

· 4 outpost units anywhere in hexes 0602 – 0609 / 0702 – 0710.

· 1 outpost unit in Gennap (0810)

· 8 FJ/22 in 0813 and 8 FJ/24 in 1113 (Note: these units may not move or attack until an Allied unit moves within 2 hexes).

· 7 FJ/20 + 7 FJ/21 and KG Katzmann begin in Cleve (1304) and/or Goch (1510).

· 7 FJ/19 + 84th Infantry Div. + 180th Infantry Div. north of hex row xx10 inclusive,  between the Waal River in the north and Meuse River in the South, anywhere within 3 hexes of the Westwall fortification line running from 0804/0905 to 0808/0809.

· Flak units #1 through 3 plus the Assault Gun Bn. anywhere west of hex row 13xx inclusive within the playing area. 

· The German player can receive the Luftwaffe surge air unit once per game beginning turn 2.

The British/Canadian player sets up second:

· 2nd + 3rd Canadian Mech Infantry Div., 15th, 43rd and 51st British Mech Infantry Divisions west of hex row 05xx inclusive

· 1 unit of the Canadian 3rd Mech Infantry Div. gets amphibious capacity (see BiV rule 12.1)

· No pontoon bridges are available to the British/Canadian player.

· Up to 3 RAF air units can be received per turn (no USAAF units are allowed!) beginning on turn 2.

British/Canadian Reinforcements:

· British 43rd Wessex and 79th armoured battalions are available on turn 2 and thereafter. These units enter the game at 0104.

· 1st Commando Brigade is available on turn 4. It enters in 0711. (note: consider this hex as clear for reinforcement purposes!)

· 2 Canadian Armoured Brigade is available on turn 6. It enters in 0711 as well.

· 4 Canadian Armoured Division is available on turn 7. These units can enter in 0104 or 0711 as desired.

· Operation Varsity (see 12.3) is permitted in the scenario, but not earlier than the turn after Britsh / Canadian refit. If at least 1 RAF unit is in the air, this option can be employed.

German Reinforcements:
Only the Strategic Reserve North (SRN) units are available for the German player anytime. All other strategic reserve units are unavailable. The German player pays VPs for these units. The entry of the SRN units can be along any eastern map edge hex  and/or 3207. German units can also be placed in 3014, but cannot move in the turn of placement. 

The use of the Hitler interference optional rule (see rule BiV rule 12.2) is required for all German reinforcements. The German player declares the units to be checked before the die roll.

Flak units #5 and #6 are available for the German player. They enter along the standard rules (see BiV rules 8.3.2 when Germans refit or 9.8.1 when withdrawal is ordered).

The German player gets 1 Volksturm unit (randomly drawn from the units provided for the game) each time when the British/Canadian forces occupy or cross a VP site (see the scenario Victory conditions above).  To bring it into the game the German player must roll DR = 1 (no modifiers!) at the beginning of the German player phase in the turn each event(s) happened. If the DR fails, the German player can try it again (remember: dr = 1!) each turn until he succeeds or the game is over. 

A German Withdrawal (see BiV rule 9.8) can not be declared/rolled for earlier than

turn 5. Until the British/Canadian refit turn there is no modifier for the check. A die

roll = 1 (only) activates the strategic withdrawal. Afterwards the usual modifiers are applicable (see BiV rule 9.8.)

Supply: The only British/Canadian Supply source with unlimited supply capacity is hex 0104. The supply line (see 7.1.) must be traced back to this hex. Hex 0711 is a limited source of supply.  One stack of British/Canadian units in this hex can be supplied.  No supply trace can be made to this hex.

Refit: Both players have 1 refit turn available, but the German player can only take a refit after the British/Canadian player has done so. The earliest point of time for refit can be turn 8 (see BiV rule 8.1.)

Sudden Death:
The game can end immediately with a decisive British/Canadian victory under the following circumstances:

· The Canadian/British forces have 11+ VPs

      or has lost 3 or fewer units eliminated at the end of any game turn.

· The Canadian/British player can trace a valid supply line from a hex east of the Rhine River to 0104 at the end of a game turn. The supply line must be composed of road hexes only.

Designer’s Notes

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 minigame that started it all, Operation Veritable: the Battle for the Reichswald.

This scenario begins with Operation Veritable and extends after turn 8 into Operation Buster, the British/Canadian onslaught to get a bridgehead across the Rhine River quickly

to bring the boys back sooner.

The order of the day for the British/Canadian forces is keep control of their attacks, seeking to maximize German losses and keep their Panzertruppen pinned. An all or nothing dash can be dangerous if losses are too high. If the situation arises after the refit (when Operation Buster commences) a final end run to a Rhine River bridge can be useful to acheive a “sudden death” victory.

The Germans must try to delay the Allied advance, counterattacking at every opportunity to inflict losses on the Allies, then falling back in good order with their Panzertruppen.  Good placement of the German reinforcements and guarding critical bridges across the 

Rhine River is vital to staying in the game.
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