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1 In tro duction

This do cumen t is a dumping ground for Ogre/GEV-related scenarios, rules ideas, etc. F eel free to commen t or

submit recommendations:

stephan@s11n.net

1.1 Disclaimers and w arnings

� Man y of the rules and scenarios presen ted here are completely un-pla ytested, and are here more to spur

ideas than to pro vide out-of-the-b o x solutions.

� Some of the material presen ted here is signi�can tly more �cinematic� than the Ogrev erse necessarily calls

for.

� These rules are written for the hex-based v ersions of the games: minitatures pla y ers will ha v e to do some

adapting.

1.2 Commonly-needed n um b ers

While w e ma y not legally repro duce the c harts from published gaming material, this section collects some

commonly-useful, but disparately-lo cated n um b ers in to one place.

1.2.1 Unit costs

These rules in terc hangeably use the terms VP and armor units . T raditionally , armor units ha v e b een used to

measure unit coun ts in G.E.V. and Ogr e , but VP are more en vo gue no w ada ys. Eac h armor unit is normally

equal to 6 VP .

1.2.1.1 Standard unit VPs Belo w are the SJG-o�cial VP v alues of standard units.

� Militia: 1 VP

� Standard infan try: 2 VP

� Engineer or Marine infan try: 4 VP

� L TNK, LGEV: 3 VP

� Most armor units, unless listed otherwise: 6 VP

� SHVY, HWZ, MHWZ: 12 VP

� Missile Cra wler: 18 VP (missile alone: 12 VP), Cra wler without missile: 6 VP
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� Ogre main gun: 8 VP

� Ogre secondary gun: 4 VP

� Ogre missile rac k: 6 VP

� Ogre missile, AP gun, or tread unit: 1

1.2.1.2 Ogre costs Ogres costs are listed in VP v alue (calculated b y adding up the VP v alue of their

equipmen t), their published armor v alues, and the VP equiv alen t of the published armor v alues. Note that the

c alculate d VP do not tak e in to accoun t an y of Ogre sp ecial abilities, and are th us signi�can tly lo w er than an

Ogre's actual v alue.

Mo del Calculated VP Published armor v alue VP Equiv alen t

Mark I 27 5 30

Mark I I 52 9 54

Mark I I I 79 17 104

F encer 105 24 124

Mark IV 117 25 150

Mark V 118 25 150

Mark VI 171 35 210

(A CHTUNG: the HTML exp ort of this do cumen t ma y b e missing this table!)

2 Generic optional rules

This section describ es some optional rules whic h migh t b e used to spice up certain scenarios.

Suggestions pre�xed with � Ogr e � are recommended for use with the �classic� Ogre rules. Those mark ed with

G.E.V. are appropriate for G.E.V. and it's expansions. Those without an y sp eci�er are considered suitable for

either game.

2.1 Sab otage

Spies in�ltrate and sab otage enem y equimen t. Either the A ttac k er or Defender ma y b e the target of sab otage.

Some ideas for scenario c hanges include:

� A t the start of the A ttac k er's �rst turn he ma y c ho ose up to X p oin ts of enem y units to destro y . Alternately ,

units ma y b e p ermanen tly disabled (this w ould still destro y an Infan try unit), or disabled un til a target

die roll is made or a sp eci�c amoun t of turns go b y .

� Some n um b er of Defending armor units start out disabled, and m ust roll to enable as if they w ere a

ho v ercraft trying to unstic k itself from a sw amp. Whic h units are disabled are c hosen b y the attac k er

b efore the �rst pla y er's turn.

Ogr e :

� Mark I I I scenario: when the Ogre en ters the b oard, pla y is paused to allo w the Defender to declare up to

6 VP Ogre gear as destro y ed.

� F or the adv anced scenario (Mark V) allo w 12 VP of damage to b e dealt.

2.2 Quic k Repair

A team with the Quic k Repair sp ecial abilit y reco v ers disabled units more quic kly: if they start a turn disabled

they automatically reco v er. This do es not allo w hea vy armor to escap e when stuc k in a sw amp.

By pla y er agreemen t, Quic k Repair ma y b e extended to allo w infan try units to ignore D results. Extreme pla y ers

ma y ev en w an t to pro vide for repairs to Ogres during pla y .
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3 G.E.V. Scenarios

This section con tains scenarios for G.E.V. and its v arious supplemen ts: Sho ckwave , Ogr e R einfor c ements Pack

and Battle�elds .

Map designations are those from Battle�elds : G1 is the original G.E.V. map and S1 is the original Sho ckwave

map. The maps G2, G3, S2 and S3 are the �new� maps from Battle�elds .

3.0.1 Standard victory lev els

Some of the scenarios share a common victory condition based solely on the VP scores of the teams at the end

of the battle. Simply add up the VP scored for kills and the VP of remaining forces, then consult The Chart:

One team ahead b y 70% or more: Major who op ass .

Ahead b y 50-69% or more: Signi�c ant victory .

Ahead b y 25-49%: Notable victory .

An y other result is a dra w.

3.1 Rogue Infan try

A chtung: this scenario is only ligh tly pla ytested.

Required supplemen ts : Battle�elds , for map S3.

This scenario is somewhat more �cinematic� than the Ogrev erse's t ypical battles, represen ting the e�ort of the

military to ring in a group of rogue infan try . The rogues are led b y an ultra-c harismatic leader who's abilit y

to dra w in new recruits is do wnrigh t scary . The A ttac k er's goal is to eliminate the leader, and �nd, searc h and

destro y his secret hideout, ending the �infan try reb ellion.� The Defenders, w ell, they just w an t whatev er the

The Leader sa ys they w an t.

3.1.1 Setup

Map: S3

The A ttac k er declares from whic h edge of the map he will en ter. The Defender then sets up. T urns b egin

normally with the Defender after the A ttac k er has mo v ed on to the map.

Gener al:

Except where explicitely noted as standar d infan try , the w ord �infan try� applies to all infan try-lik e units,

including Militia, Engineers and Marines. VP used to w ards buying infan try units ma y b e used to purc hase

an y t yp e of infan try .

Ogres are not recommended for this scenario. Mayb e a Mark I for the A ttac k er, but an ything larger is certain

to sp ell quic k do om for the infan try , who w on't ha v e the �rep o w er to stop it.

Defender:

The Defenders (the Rogues) set up �rst.

They get one SP 20 admin building (�the hideout�) whic h ma y b e placed in an y sw amp hex. It's placemen t his

hidden - the lo cation is written do wn, but no coun ter is immediately put in place.

32 VP of infan try (16 squads) are set up within 12 hexes of the hideout. A t least one infan try squad m ust

b e a standard infan try unit, whic h is c hosen to b e the le ader , and is mark ed as suc h (e.g., with a tok en or a

highligh ted coun ter). The leader's stats and role are describ ed b elo w.

A ttacker:

The A ttac k er mo v es �rst and sets up as his �rst mo v e.

The A ttac k er gets 1 Sup erhea vy T ank and 5 GEVPCs. The GEVPCs come with full complemen ts of 3 standard

infan try eac h. All units m ust en ter the map along the edge c hosen at the start of the game. The en try hex

mo v emen t cost m ust b e paid, but units ma y tak e mo v emen t b on uses for roads or w ater, as appropriate.
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The A ttac k er ma y trade in the SHVY for ligh ter armor, but battle planners recommend the SHVY for this role:

it is in vunerable to small groups of infan try and the t win canon plus AP guns mean o v errunning it is extremely

costly for the rogues. The planners regret to inform y ou, ho w ev er, that they do not ha v e the resources to commit

more than one SHVY to the battle. [i.e., pla ytesting suggests that allo wing the A ttac k er to tak e more than one

SHVY s essen tially ruins the scenario, ev en with increases in the rogue infan try coun t.]

Not all units need b e committed on turn one - the A ttac k er ma y w ait an y n um b er of turns to deplo y .

3.1.2 Escap e

Escap ed units are p ermanen tly remo v ed from pla y but coun t to w ards �nal VP scores.

The A ttac k ers ma y escap e an ywhere along their en try edge.

Defending infan try ma y not c ho ose to escap e as long as the leader is in pla y . The leader ma y escap e an ywhere

along the edge opp osite the A ttac k er en try edge. After the leader lea v es pla y (is destro y ed or escap es) the

remaining infan try ma y escap e from any edge exc ept the A ttac k er en try hex. ( L e ader's gone, guys! L et's get

the hel l out of her e! )

3.1.3 The Rogue Leader

The rogue leader - his iden tit y is unkno wn - is a m ysterious man with inexplicable, sup erh uman lev els of c harisma.

His abilit y to dra w in new recruits is legendary: his p ersonalit y is so strong that he is able to con vince enem y

tro ops to defect in the heat of battle! So p o w erful, ev en, that bullets tend to resp ect his p ersonal space!

The leader unit (one sp ecial infan try squad) is treated as a standalone infan try squad whic h ma y not b e group ed

with other units. His squad is out�tted with the b est of equipmen t and his battle�eld skills giv e him a signi�can t

com bat edge o v er standard �eld tro ops.

Stats: MP 2, DEF 2, A TT 2/1. F or all purp oses - terrain, o v erruns, etc. - he is treated as a normal infan try

unit.

Sp e cial defense: if the leader is stac k ed in a hex with other units, he ma y not b e the target of enem y attac ks

- one of the other units in the hex m ust b e the target (they are diving in the w a y to protect him!). A dditionally ,

spillo v er�re do es not a�ect him. Spillo v er a�ects other units in the hex normally , of course.

VP: The leader is w orth 20 VP to the A ttac k ers if he is killed. Defenders score 8 VP if he escap es, or 16 VP

if he surviv es un til the end of the battle without escaping.

Kil ling the le ader: If the leader is killed, the rogue Pla y er m ust roll 1d6 for eac h infan try unit on his team.

On a 1 or 2 the unit lea v es the rogue team - roll another die. On a 1-3 it disp erses - it is e�ectiv ely destro y ed,

and the A ttac k er gets the VPs. On a 4-6 the unit defe cts , as explained b elo w, to the A ttac k ers team, also giving

VP as for a kill.

3.1.3.1 Defection The leader has a sp ecial abilit y whic h ma y b e used in plac e of his attack :

The leader ma y attempt to �con v ert� an enem y infan try unit (including sp ecial infan try), causing it to defect

to his team. This is resolv ed as a normal attac k with an A TT score of 2, but with a range of 6 hexes (consider

it a �psyc hological attac k� made o v er battlesuit comm c hannels, or ma yb e ev en telepath y), except that terr ain

b onuses do not apply . The defender m ust c ho ose ho w he will split up the target infan try coun ter, just as he

w ould for a normal attac k against group ed infan try .

The result is read as for a normal attac k on the standard CR T, with the exception that the w ords �destro y�

and �eliminate� are read as �defect�. That is, on a D result a single squad of infan try defects; on an X result the

en tire target coun ter (i.e., up to 3 squads) defects. There is no spillo v er e�ect from this �attac k�, and it ma y

only b e used against infan try-lik e units.

Defecting units immediately switc h teams, but ma y not act un til the reb els' next turn. They ma y react to

o v erruns as usual. Infan try defecting in a hex with non-defecting (i.e., no w-enem y) units do not immediately

cause an o v errun com bat, but the non-defecting unit ma y of course initiate an o v errun on their next turn if they

lik e (and must do so if they c ho ose not to lea v e the hex). A lternately , b y pla y er agreemen t, defecting units are

immediately o v errun b y an y non-defecting units in the same hex, the momen t they defect (that is, the defecting

unit has the adv an tage of �rst o v errun attac k, as the others don't exp ect to b e attac k ed b y them ).

F or VP calculation, causing a unit to defect is the same as destro ying it. Th us, b y con v erting and holding on to

infan try , the leader ma y accum ulate VP not only for the capture but also to w ards the p ost-battle unit coun t.
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Optional rule :

If the leader is in a cit y hex he ma y automatically recruit one squad of standard infan try or one plato on of

Militia if he tak es no other action that turn. The new unit starts in his hex or an y adjacen t cit y hex, and follo ws

the same placemen t rules as defecting infan try .

3.1.4 The Hideout

The hideout is the cen ter of rogue infan try activit y , and the A ttac k er's secondary goal is to �nd and destro y it.

In telligence has rev ealed only its general lo cation: somewhere in the sw amps.

VP: The hideout is w orth 18 VP to the Defenders if they hold it at the end of the battle. T o the A ttac k ers is

it w orth 15 VP if they searc h it (it ma y hold the secret of the rogue leader's seemingly magical mind con trol

p o w ers) and 12 VP if they destro y it (regardless of whether they searc h it). T o searc h the hideout one unit of

an y t yp e of infan try m ust sp end a whole 2 turns in the hideout's hex taking no other actions. If in terrupted,

the searc h m ust start o v er.

R eve aling the hide out: The hideout is rev ealed when an enem y unit is within half of its o wn attac k range,

in hexes, from the hideout, r ounde d up . That is, a Hea vy T ank or GEV m ust b e 1 hex a w a y , whereas a Missile

T ank will sp ot it 2 hexes a w a y . The Defender must rev eal the hideout as so on as an enem y unit is within

detection range. The Defender may rev eal the hideout at an y other time, if he so wishes (e.g., a desp erate act

to dra w atten tion from the leader).

The A ttac k er should k eep in mind the initial placemen t of the defending infan try , as that will giv e some hin t as

to the placemen t of the hideout. The clev er Defender will of course try to tease the A ttac k er in to fo cusing on

another area, and the placemen t range of units giv es him some leew a y in doing so.

3.1.5 Victory Lev els

The primary goals of the Defender are to k eep the leader from b eing killed and to hold the hideout. Con trariwise,

the A ttac k ers are trying to do just the opp osite.

Pla y ends when one team has no units left or b oth pla y ers agree to call o� the engagemen t. If the Defenders

ha v e no units remaining the A ttac k ers are assumed to automatically destro y the hideout. A dditionally , if the

A ttac k ers ha v e an y remaining infan try they ma y also claim the VP for searc hing the hideout.

Sp ecial VP b on uses:

� A ttac k ers kill the leader in the same hex as the hideout: +6 VP: the video will mak e for go o d PR and

lo ok go o d on In telligence's record.

VP are accum ulated for ac hieving goals, as describ ed ab o v e, destro ying enem y units, and adding the total VP

of remaining friendly forces. Victory is determined solely based on relativ e VP lev els:

A ttac k er is ahead b y 0-24%: Mar ginal A ttacker victory . Someone loses their command p ost. Lo cal citizenry

quietly praise the bra v e rogues.

Defender is ahead b y 0-24%: Minor A ttacker defe at, Mar ginal Defense victory . The lo cals start to question

whether they should r e al ly b e tolerating this reb el cult in their neigh b orho o d.

One team is ahead 25-49%: T e aching some r esp e ct . Go o d PR but no signi�can t promotions. Defender victory:

man y lo cals op enly praise the reb els for defying the oppressiv e military forces.

One team is ahead b y 50-69%: Notable victory . Field commander promoted to p osh desk job, grun ts gran ted

a three-da y w eek end for R&R. Defense victory: reb el leader giv es in terviews via sev eral lo cal media outlets,

b o osting his cause.

One team is ahead b y 70% or more: Major Who op-ass . Drinks on the house, battle planners and spies promoted,

grun ts gran ted 2 we eks of R&R. Defense victory: reb el leader is op enly praised, and sev eral signi�can t o�ers of

supp ort come in.

In accordance with the What's-left-of-Geneva Convention , grun ts gran ted R&R ma y not b e used in pla y un til

their R&R time is up. Put their coun ters someplace nice and cozy un til they're fully rested.
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3.1.6 V arian ts and optional rules

Chain of c ommand : if the leader is killed, another infan try unit is c hosen to b e the leader! The adv an tage to

the Defender is ob vious. The A ttac k er can tak e adv an tage of this b y harv esting the new leader(s) for VP , whic h

also has the side e�ect of p ossibly routing the leader's teammates!

Popular supp ort : place the reb el hideout in a cit y hex, instead of a sw amp. See the Cal ling al l A ble Men

scenario, section 3.2, for optional rules regarding attac ks made in to cit y hexes.

Be efe d up : giv e the infan try an armor unit or three (a ho witzer w ould b e appropriate), and adjust the A ttac k ers

accordingly .

Not yet str ong with the F or c e : the rogue leader has normal infan try statistics and has a shortened �defector

ra y-nge� of 4. His VP v alue is cut b y 25(?)%. He will probably die v ery quic kly .

Str ong with the F or c e : upgrade the leader to an Engineer, Marine or, if using Ogr e Miniatur es , a Hea vy Infan try .

Dug in : giv e the Defender 4 small rev etmen ts or 2 large ones, as p er the Battle�elds rules.

Cover e d infantry : the Defender sets up co v ered. The attac k er sees the p osition but not the unit coun t of eac h

unit. Infan try are rev ealed when an enem y is within its o wn attac k range or when the infan try mak es an y attac k

at all.

Hidden Infantry : the Defender writes do wn the hexes of eac h squad of infan try , and do es not rev eal them un til

they mo v e, �re, or are sp otted, as for the Cover e d infantry option, ab o v e.

Mines : giv e the Defender a n um b er of mines, as p er G.E.V. section 8.02.

R ise of the R eb els : after a signi�can t reb el victory they ma y gain enough supp ort to thro w a r e al battle. T o

k eep the �reb el feel� of the scenario, further battles are suggested to b e infan try-cen tric, at least on the reb el

side. F or one idea see the V arian ts section of the Cal ling al l A ble Men scenario, in section 3.2.

3.2 Calling all Able Men

A chtung: this scenario is 100% un-pla ytested.

Required supplemen ts : Sho ckwave , for map S1, Battle�elds , for militia units.

A P anearop ean group has established itself as lo cal protectors. The Com bine's goal is to remo v e the P aneuro

forces so they can establish their o wn base there. While the Com bine forces are sup erior in n um b er, the

P aneurop ean ha v e the adv an tage of p opular supp ort, and aggra v ating the lo cals ma y cause them to reb el

against their attac k ers!

3.2.1 Setup

Map: S1

Gener al:

Except where explicitely noted as standar d infan try , the w ord �infan try� applies to all infan try-lik e units,

including Militia, Engineers and Marines. VP used to w ards buying infan try units ma y b e used to purc hase

an y t yp e of infan try .

Either team ma y buy Ogres with their VPs, using the standard VP trade v alues. Infan try ma y b e traded in

to w ards buying an Ogre, but ma y not traded in to buy other armor units.

Defender: Paneur op e an (white)

The Defender sets up �rst.

48 VP of infan try (24 squads) and 18 VP of armor (3 units), all placed within the con tiguous cities near hexes

0711 and 0314. Units set up co v ered, and are not rev ealed un til they act or an enem y is within its o wn �ring

range.

CPs Alpha and Beta in hexes 0214 and 0711, resp ectiv ely . Both are SP 10 admin buildings. Eac h is w orth 10

VP to the A ttac k er if destro y ed or 10 VP to the Defender if it surviv es the battle.

A ttacker: Combine (black)
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16 VP (8 squads) of infan try and 60 VP (10 units) of armor. Unless b oth pla y ers agree, the A ttac k er ma y tak e

no more than 2 ho v ercraft of an y t yp e.

The units en ter the map in the northeast corner, in an y hex in the ranges 1501-2301 and 2301-2305. The en try

hex coun ts for mo v emen t. Units en tering on a road or riv er hex ma y tak e the asso ciated mo v emen t b on us.

Not all units need b e committed on turn one - the A ttac k er ma y w ait an y n um b er of turns to deplo y .

Pla y b egins normally with the Defender after the A ttac k er's �rst mo v e.

3.2.2 Escap e

A ttac king units ma y escap e from an y of their northern en try hexes or an ywhere along east edge. Defenders ma y

escap e along the south and w est edges.

Escap ed units are p ermanen tly remo v ed from pla y but coun t to w ards �nal VP scores.

3.2.3 Sp ecial com bat rules

A ttacks into cities:

The Defender is not p ermitted to mak e ranged attac ks in to cit y hexes, but ma y freely partak e in o v errun com bat

in cities, initiating them if necessary .

The A ttac k er ma y mak e o v erruns in to cities as normal. He may mak e distance attac ks in to cit y hexes, but he

risks pa ying a price: the lo cals ma y band up to �gh t in the defense of their cities!

When the A ttac k er mak es an attac k in to a cit y hex roll 1d6 after rolling the attac k. If the result is less than

the total attac k score then the Defender immediately recruits a n um b er of militia plato ons equal to the attac k

score min us the die roll. e.g., with an A TT of 4, a roll of 1 w ould result in 3 squads of militia b eing recruited,

and a 4 or higher w ould result in no new recruits. Note that the lo w attac k scores of single squads of infan try

allo ws them to initiate small clashes without causing an uprising in the lo cals.

Newly-recruited militia are placed b y the Defender at the end of the A ttac k er's turn, in the target hex or

an y adjacen t city hex. If the hex con tains enem y units, the militia immediately initiate an o v errun against

the enem y . The Defender who recruits more than one militia ma y place them in separate hexes if he wishes.

Stac king limits m ust b e ob ey ed - if they cannot b e then an y recruits not able to squeeze in do not come in to

pla y at all. The new recruits are ready for action and ma y act on the Defender's next turn, i.e. immediately

after they are placed.

If the n um b er of a v ailable militia coun ters is exceeded then no militia ma y b e recruited. This of course giv en

an edge to the fanatic pla y ers out there who b ough t four copies of Battle�elds for the coun tersheets.

A ttacking r o ads and bridges:

The Defender is prohibited from destro ying an y roads or bridges. The A ttac k er ma y do so, but at the same

risk as cities. Militia recruited via the destruction of suc h infrastructure are dispatc hed to the closest cit y hex

whic h has space for it. Note that as riv er bridges ha v e a v ery high defense (D8), the high attac k score needed

to tak e one out is certain to cause a n um b er of militia to b e recruited.

3.2.4 Victory Lev els

The battle ends when one team has no more units in pla y or b oth pla y ers agree to call o� the engagemen t.

See the standard victory lev els, in section 3.0.1. The Defender gets full VP (1 measly p oin t) for recruited militia

retained at the end of the battle, but do es not get an y VP simply for recruiting them.

3.2.5 V arian ts and optional rules

R oute 66 : treat the en tire rail net w ork as standard roads. This should hasten the assault.

W atery assault : allo w more ho v ercraft on the A ttac k er's team, to allo w a quic k assault along the riv er.

L o c al tr aining c amp : cut the Defenders force b y 10 VP (infan try and/or armor), but attac ks in to cities, or

against roads or bridges, cause standard infan try , instead of militia, to b e recruited!

R evenge of the R o gues : replace the Defender's armor with half that VP amoun t of infan try and select one squad

to b e the rogue leader, as describ ed in the Rogue Infan try scenario in section 3.1.
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3.3 Con troller Ogre

P aneurop ean forces ha v e �elded a new Ogre. Built on a Mark I I I c hasis, this unit is smart . It has the abilit y

to directly in terfere with enem y units' con trol systems, causing them to malfunction! This mak es defending the

command p ost a we e bit more complicated...

3.3.1 Setup

As p er the Basic Scenario in Ogr e , but giv e the Defender t w o additional armor and three additional infan try

squads.

Pla y ers ma y c ho ose b et w een classic Ogr e or G.E.V. rules for purp oses of stac king, o v erruns, etc.

3.3.2 The Ogre

The Ogre is essen tially a Mark I I I, except that it is missing half of it's AP guns and b oth of its missiles. In

their place it holds a Con troller Arra y: adv anced computing equipmen t whic h can b e used to crac k in to enem y

w eap on systems and cause them to malfunction.

The Ogre has one arra y with A TT 4/3 and DEF 3.

The arra y's attac k is sp ecial in that it nev er destro ys a unit. A 'D' result on the CR T disables the unit, as

normal. An 'X' result against an armor unit giv es the Ogre unit immediate con trol of that unit, un til the end

of the Ogre's curren t turn! The Ogre pla y er ma y act with the unit during his curren t turn. As the h umans

inside the hac k ed units are �gh ting to regain con trol of the systems, the unit has -1 A TT and has -1 MP for

the duration of the con trol, to a minim um A TT and MP of 1 (or MP 0 for immobile units).

Con troller arra ys nev er cause spillo v er �re and can only disable infan try , they cannot con trol battlesuits; treat

an 'X' as a 'D' when targeting infan try , but disabling all infan try in the group (i.e., up to 3 units). Con troller

arra ys are useless against non-suited infan try , lik e Militia, and other units deemed non-con trollable b y pla y er

agreemen t.

Lik e a main battery , a con troller arra y is w orth 8 VP . The Ogre is w orth the same as a Mark I I I min us 4 AP

and 2 missiles (6 VP), plus 8 VP for the arra y , for a total cost just sligh tly higher than a standard Mark I I I.

3.3.3 V arian ts and options

Disabler : reduce the e�ect of a con troller arra y to not con trol units, but to disable them as if they had b een

disabled b y a sw amp, requiring a die roll to reco v er. A 'D' w ould apply as normal, and an 'X' result applies a

�sw amp-st yle� disable.

Master Contr ol Unit : the Ogre is a Mark V and has 2 arra ys, but only 2 missiles and half the normal AP . Giv e

the Defenders units as p er the A dv anced Scenario, plus 3 armor and 6 infan try . Extreme pla y ers migh t consider

a Mark IV, F encer or Mark VI whic h sw aps its missile rac ks for con troller arra ys or...

Contr ol ler Missiles : instead of con troller arra ys replace all Ogre missiles with Con troller Missiles, whic h a�ect

targets the same as the con trol arra y . This mak es the con trollers w orth less, as they deplete as they are �red.

L ong-lasting Contr ol : allo w the Ogre to con trol units for a longer duration, suc h as through its next full turn.

Alternately , increase the defending force's armor allotmen t b y 50-75% and allo w the Ogre to p ermanently con trol

units! This option ma y w ork w ell with the Con troller Missiles option, to increase the v alue of the missiles.

3.4 Bottlenec k

Required supplemen ts : Battle�elds , for map G3.

This scenario represen ts a Com bine attempt to crush three P aneurop ean command p osts.
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3.4.1 Setup

Map: G3

Defender:

The P aneurop ean (white) defenders set up �rst. They get 20 infan try and 12 armor units (72 VP), set up

an ywhere on or north of the ro w of hexes n um b ered 0110 to 2310. In addition, they get one CP Alpha in hex

1201, CP Beta in hex 2001 and CP Gamma in hex 0401. The CPs all ha v e a defense strength of 1.

A ttacker:

The Com bine (blac k) attac k ers get 19 armor units (114 VP), all of whic h m ust b e mobile and no more than

48 VP of whic h ma y b e GEV s (including LGEV s and GEVPCs). An y GEVPCs purc hased come with a full

complimen t of three standard infan try at no extra cost (that is, 6 VP for the GEVPC and three standard

infan try).

After the defender sets up, pla y b egins with the attac k er's �rst mo v e: en try an ywhere along the south edge of

the map. The en try hex coun ts for mo v emen t. Not all units need b e committed on the �rst turn. Those whic h

en ter on a road or riv er hex ma y tak e the corresp onding mo v emen t b on us.

The game is o v er when one team is completely destro y ed (or escap ed) or the pla y ers agree to call o� the attac k

(e.g., the attac k er is left with only a small force and the defender agrees to allo w them to retreat).

3.4.2 Escap e

No unit whic h escap es ma y return to the battle, but the other team do es not score p oin ts for destro ying them.

Defenders ma y escap e along the north edge of the map and attac k ers ma y escap e along the south edge.

3.4.3 Victory Conditions

The primary targets are the three command p osts: CP Alpha is w orth 20, CPs Beta and Gamma are eac h

w orth 10. That is, the attac k er gets the listed p oin ts for destro ying them and the defender gets the listed p oin ts

for holding them at the end of the battle. A dditionally , standard VP are scored for destro ying enem y units.

The winner is determined b y the total VPs scored b y eac h team.

Victory levels:

� Both teams scores are within 15 p oin ts of eac h other: dra w

� One team ahead b y 16-25 p oin ts: marginal victory

� Ahead b y 26-30 p oin ts: victory

� Ahead b y 31+ p oin ts: who opass victory

Regardless of VP v alues, the attac k ers cannot ac hiev e more than a marginal victory if they do not destro y at

least t w o of the CPs.

3.4.4 V arian ts

If one team consisten tly wins, the simplest w a y to swing the balance is to add another 1-3 armor units to the

w eak er team.

Defending Ogr e : the defender gets a Mark I I I Ogre, 20 infan try , and 24 VP of other units. The attac k er gets

108 VP (18 armor), no more than 24 VP of whic h ma y b e GEV s. In this scenario, the attac k ers will b e forced

to go up through the cen ter area, where the Ogre is more than lik ely w aiting for them.
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3.4.5 Pla ytest notes

Assuming the defenders tak e ho witzers, the attac k ers should plan on sending in a few GEV s around either side

to attempt to tak e them out. If they're luc ky , they migh t ev en b e able to tak e out a CP along their w a y .

GEVPCs can b e particularly troublesome to the defender here, p erhaps forcing him to div ert tro ops from the

cen tral b ottlenec k ed area to deal with infan try who ha v e in�ltrated the rear area.

One attac k strategy is to create a hea vy armor force (e.g., 5 HVY and 3 SHVY) to ram up the cen ter area,

sending the remaining forces (GEV s of v arious t yp es) around the side �anks. SHVY s are exp ensiv e but nearly

in vulnerable to the defending infan try . If the defender has ho witzers, force him to mak e the di�cult c hoice of

hitting the GEV s (whic h could reac h a CP v ery quic kly) or the SHVY s.

The defenders will probably w an t to in v est in some long-range units, suc h as a couple ho witzers and a few

missile tanks, along with a few ligh t tanks to guard the rear areas from GEV p enetration. Ha ving SHVY s in

the cit y hexes will cost v aluable VPs, but creates a tough n ut for the attac k ers to crac k and ma y alleviate the

need for longer-range units. The abilit y of the infan try to dela y the mo v emen t of attac k ers through the cen tral

b ottlenec k should not b e underestimated. If the defender is using ho witzers, sp ecial care should b e tak en with

the infan try in the cen ter area, as careful use of the infan try can buy ho witzers a turn or t w o they otherwise

w ouldn't get.
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