FORCED ENTRY cers

Scenario SQLA WG101 B061007

January 1943: The Russians SU122 assault gun receives its baptism of fire versus the isolated Germans
at Stalingrad.

BOARD CONFIGURATION:

A
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Only hexrows A through P are in play.

VICTORY CONDITIONS: To win the Sowet must completely
occupy two more of the stone buildings initially occupied by the
Germans than they lose of their stone buildings the Soviets initially
occupied OR have a favorable 3:1 ratio (Russian/German) of
unbroken squads at games end. To be completely occupied in your
favor, no enemy squad, crew on foot, or leader (AFVs do not qualify)
can be in the building at games end and your forces must have been
the last to have occupied any hex of the building with a unbroken unit.
The German wins by avoiding the Soviet victory conditions.

TURN RECORD CHART:

Y% Russian Sets up First 1 2 3 4 5 END

% Russian Moves First

Elements of the 308th Rifle Division and 2nd Bn. 37th Guards: deploy units anywhere within the building not just designated building hex:

In Building F3: In Bmldlng M2:

In Building N4: In Building N2: In Building J2:
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Deploy in any Russian occupied Building(s): (NOTE: If PLC’s are not Guards Armor Reinforcements; enter any east (PO
used replace the PLC with an 8-1 leader) through P10) edge on Turn 1:

2

L Select only one Group. All groups total 990 points without the PLC. Must setup at least two squads in any hex of buildings: F5, K5, 17, M7, and M9.
.| Only 838's and 467s count as squads. All other Leaders, SW’s, ATGs, and remaining infantry may deploy in any hex of buildings F5, K5, 17, M7, and
8r M9. (NOTE: If PLC’s are not used replace the PLC with an 8-1 leader)
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May deploy with any friendly unit of any group:
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SPECIAL SCENARIO RULES:

WG101. 1: Reminder: Second Level buildings rules that were introduced in Bill Themson 512-799-6705
Scenario 10 are in effect.

WG101. 2: Reminder: 838's possess smoke making capability.
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