
North German Plain Designer Notes

I. Design Notes 

Why North German Plain?

The idea for a North German Plain '85 
game came to light shortly after HPS 
released Fulda Gap '85 and interest in 
this possible European conflict in the 
mid 80's was expressed by the 
abundant "Cold War Warriors" - men 
who served in that theater of 
operations, but who, thankfully, were 
never called upon to perform their 
military task. The Korea '85 game was 
already well under way by that time. 
Our plans for titles and release 
schedule at HPS is fairly flexible, and 
frankly, we were not sure what the 
fourth title of the Modern Campaigns Series was going to be. There were certainly a 
lot of good ideas to pick from, especially with the most recent war in Iraq.

Trying to do a game in the post 1985 period in the Middle East was attractive, but we 
felt there would be a lot of technology issues the game engine would have to 
address, such as new rules for recon and intelligence gathering that the current 
game didn't handle. Furthermore, anything we might do would be compared to this 
most recent campaign in Iraq and the memories for some might be a little too close 
to home. So we elected to leave Iraq for another time.

It was during this search for the next Modern Campaigns title that Robert Mayer 
became involved in our discussions. Some people will remember Bob from his days 
as an Editor with Computer Gaming Magazine. He now teaches at a University in 
upstate Vermont and is very knowledgeable about history, world affairs, and games, 
a combination that was very helpful when he participated with Dave "Blackie" 
Blackburn and I in making Sicily '43.

So, together with John Tiller, we looked at a number of options, both "What If" and 
real modern conflicts, some lesser known than others and, after considering the 
merits of each, we found ourselves going back to Europe and the North German 
Plain - the northern part of our fictitious War in 1985 on which Bill Trotter wrote his 
essay concerning the events leading up to the War. For this title Bob Mayer wrote up 



his own essay concerning the Operations in this sector entitled Northern Exposure: 
Operation RHINEGATE: North of the Fulda Gap, so be sure to check out this History 
Help File here.

This title had an advantage of a ready-made, broad public appeal.

I know the idea for this game certainly appealed to me personally as, in my younger 
days, I had aspired to serve in the Canadian Forces, just at the time when the first 
Leopards were being delivered to our brigade in Europe. But alas, my eyesight was 
not up to the Combat Arms task, and thus, I was never to command my own real 
tanks, as I once wished to do, and my military path led me to the Army Reserves. 
But being Canadian, I couldn’t resist the temptation and re-deployed Canadian units 
from southern Germany for the NATO counterattack, and reinforced them with an 
under strength brigade from near my home in western Canada.

For "Blackie", my partner in creating games for John Tiller, North German Plain '85, 
also held a special appeal, for he served with the British Army of the Rhine, although 
it was a period earlier than depicted in this game. In his days in Germany, his unit, 
the 4/7th Royal Dragoon Guards, was equipped with Centurion tanks. Suffice to say, 
we were all very happy to get a chance to help John bring together this Modern 
Campaigns title.

The Map

While North German Plain '85 is a continuation of the story started with Fulda Gap 
and continued with Korea, it is not just Fulda Gap '85 all over again. There are a 
number of differences, not the least of which is the terrain. Our first task was the 
additional map area. The extension came to over 60,000 hexes, each of which had 
to be examined for drainage, topography, culture, (roads, towns, forests, etc.) and 
labels. This alone is a huge task, especially when you consider that the period 
source map Blackie was using was challenging to read in places due to large, dense, 
urban centers. 



The waterways in the northern part of the map were particularly confusing, due to 
there being so many of them. Up in this northern area of Germany the ground is 
much flatter, and more suited for armored warfare, the game is not channeled by 
valley roadways, but more so by waterways, and bridges going over these 
waterways. Thus these waterways and the bridges are very important in this game.

We also wanted to encourage the Warsaw Pact attacker to avoid the major built-up 
areas, as some authors suggested they would, as clearing them would have a 
tremendous impact on the speed of the advance. To do this we brought the roads up 
to the major centers, but didn't run them through those places. Thus, movement 
between many adjoining built-up hexes is at the cost of the base terrain and not the 
road movement rate. 

The Map, like Fulda Gap before it, is oriented with north on the up-right hexside. 
Players should refer to Mike Avanzini's Campaign Map to see where the game map 
is placed in respect to a map of Central Europe.

The Order-of-Battle



Another difference between 
North German Plain and 
Fulda Gap, of course, is the 
armies that faced each other 
are quite different, particularly 
on the NATO side. Here the 
defenders are made up of 
West German, British, 
Belgian, and Dutch 
formations, each with varying unit quality. Unit quality is a very subjective component 
in any Order-of-Battle design and this is especially true of a war, or battle, that didn't 
actually take place. Reading any of the current authorities on this subject comes 
down to picking one point-of view that fits your need, because some feared the 
Soviets as "ten foot giants", while others painted a picture of a poorly trained and 
inept army. So who are you to believe?

What we did, therefore, for the Soviet's unit quality was to go with what we thought 
would work best to provide an entertaining game. This raised two points. First, from 
play experience in Fulda Gap, Bob Mayer counseled us to try and help the Soviets a 
little, as they seemed to struggle, in his experience, in the longer term in that title. 
Also, we thought that one aspect that can often separate a good player from a great 
player is their ability to spot strengths, and weaknesses, in units, and pick the best 
job for the right units, not just use the first formation available for a task. Therefore 
you will find a less uniform Warsaw Pact Army in terms of Unit Quality.

Many of the Divisions remain a C, or average quality units, but some Divisions are B 
Quality. And within the C Quality Division there may be one, or more, B Quality 
battalions, to provide some additional variation in play. Soviet Spetsnaz units, or 
special commando units, are of course A quality, and the Army level Air Assault 
Battalions are also above average troops. 

Aiding the Warsaw Pact, on the Quality issue, is the fact that the NATO Defender is 
not all made up of a uniform, above average, well equipped force of B quality West 
German and US troops. While the West German army remained as B Quality troops, 
Belgians and Dutch troops, which make up a significant part of the NATO Army, 
have been rated as C quality. This is on account of the high percentage of conscripts 
in their armies. While the percentage is higher for the Dutch Army, David Isby 
explains that Belgium, "has under-funded their Armed Forces for so long, that it has 
had a serious effect on its capabilities."

For the British, we started out with all the units B Quality. But in keeping with the idea 
that the better player will use a mix of different troop quality more effectively, we 
thought we would try to create some variation here. The question was, "Which units 
were better than others in 1985?" Quite frankly we didn't really know. But when John 



created his Squad Battle's Vietnam game he said of leaders in that game: "the 
assignment of quality of those leaders was made in a purely random fashion, based 
on the situation, and not according to any judgment as to the abilities of the actual 
leader."  So we simply replaced "Leaders" with "Units", in the above statement, for 
the British Army in this game.

 Blackie added:
"You have to remember that all these regiments were all 
volunteers, and had been since the late 50s. Also the 
"squaddie"' in each unit were all from lads of the same 
geographical locations, or close by. So I can only assume 
it was the same then ('85), they are bloody good, 
professional soldiers, and are recognized as such 
worldwide. For example the regiment I was in, the 4th/7th 
RDG, had 2 squadrons made up of Yorkshiremen, many 
who knew each other before they had joined, went to 
school together, that sort of thing, the other squadron was 
made up of Scotsmen from around Edinburgh, same sort 
of background. This built up a morale that is legendary in 
the British Army, you did NOT let the side down, the 
regiment was like a huge family!"

So, we selected a few British units, pretty much at random, 
but included the 4th/7th Royal Dragoon Guards of course, 
and we made them A Quality.

Of course on the NATO side, players will notice quite a 
wide range of equipment. Based on information from a few 
different sources, we made changes to the West Germans 
to have a more balanced number of Leopard I main battle 
tanks. Panzer Grenadier Brigades have Jagdpanzer units 
equipped with Kanone Assault Guns. The Dutch have 
Leopard II's, Leopard I's, and some Centurions, and the 
British are equipped with Challenger and Chieftain tanks. 

One thing to consider, in any Modern Campaign Game is how the game parameter 
(PDT data) contains a setting for Surface-to-Air Missiles (SAM's), not the OOB. That 
is individual SAM batteries are not depicted as unit counters in the game. But the 
U.S., West German, and Warsaw Pact divisions have additional AAA capability, 
beyond the SAM’s in the form of tracked AAA vehicle's, namely the Vulcan, Gepard 
and various ZSU's. The British, however, have no equivalent AAA vehicle and they 
rely on their own umbrella from Rapier Missiles which would leave the finest NATO 
force on the North German Plain Battlefield with NO AA protection, particularly from 
Warsaw Pact Helicopters. We didn't feel this dependence upon the Rapier should be 
a disadvantage for them in game terms, so, as a compromise, we gave Royal 
Artillery units a higher than normal AAA value and range to simulate this Rapier 



protection. 

In all we think it's an interesting new mix NATO equipment for the Warsaw Pact 
player to oppose.

The structure of the Order-of-Battle is largely the same as previous titles, with the 
Soviets in battalion strength units, with the exception of Spetsnaz units and the Air 
Assault Battalions that are in companies that can combine into battalions, reflecting 
the nature of their deployment behind the lines. NATO units are as before, generally 
company size that can combine into battalion units, or left as companies, as the 
player decides, depending upon the situation. NATO Engineer battalions, that in 
Fulda Gap were just battalions, can now be broken down into company units too. 
This change to the OOB has been done in the Fulda Gap game also and will be in 
the next Update.

The Story

Having put together the Map and the Order of Battle, next came the task of putting 
units on the map and making up a good believable story for the War. We wanted to 
dovetail our story with that which started in Fulda Gap '85 but, as you will see later in 
the war, we elected to go in our own direction and our setup for the counterattack 
scenario does not exactly match the one in Fulda Gap '85, although the date is 
synchronized. 

We began the process with by adding to the south edge of our map the units which 
overlay in the sister Game Fulda Gap ’85 which is directly south of our game map. 
Both maps are roughly the same size and so, to retain a similar feel, we establish a 
similar number and value of Objectives and kept the same Victory point total for the 
North German Plain Game. In selecting Objectives we were careful to avoid large, 
urban areas that authors suggested would not be something the Warsaw Pact would 
see as early objectives. Thus, the Soviets get no points for taking Hamburg, or 
Hannover, while lesser known places such as Celle, Herford, and Osnabruck, are 
quite valuable as important nodes along the axis of advance.

NATO unit starting locations were established using information published in Isby 
and Kamps’, Armies of NATO's Central Front. Units started in a FIXED state, we 
used the Fulda Gap game to give some sense of the release schedule, so that the 
two games would have a similar feel.

On the Warsaw Pact side, we knew the positions of each of the three Armies: north 
to south, the 2nd Guards Tank Army, 3rd Shock Army, and 20th Guards Army. Some 
of their Divisions would be on the game map at the start but, here again, we were 



acting on the premise that this was a surprise attack, with the Warsaw Pact units, 
more or less, marching from their Laager areas and proceeding to the border in 
division order.

 Early in the discussion, Bob Mayer advocated more 
Soviet Spetsnaz, much of which would start out deep in 
NATO's rear, likely being deployed by helicopter and, 
once on the ground, confiscating civilian motor vehicles if 
transport was required. Thus, these units are given 
motorized status. In his book, Inside the Soviet Army, 
Viktor Suvorov discusses the organization of the 
Spetsnaz troops, with a small unit attached at each of the 
Army levels, and a full brigade of three battalions at the 
Army Group level. Bob also asked for more Airborne too, 
so we mobilized two divisions in this northern sector, a 
full Soviet airborne division and a smaller Polish one.

However, this was supposed to be a surprise attack, one 
NATO didn't see coming, so it was unlikely that the 
Soviets would have had the lift capability to drop all three divisions at one time in 
secret. So, with an airborne division being dropped at the start of the campaign in 
Fulda Gap '85, we thought it best to delay the follow up drops in this northern area.

 It was around this time that I re-discovered an old pocket 
book I had read years ago called Red Army by Ralph Peters. 
This book is pure fiction, told completely from the Soviet side 
covering the action from the point-of-view of several 
characters throughout the chain of command. This is an 
excellent book for anyone who wants some interesting 
reading on this subject and, while our setup and starting 
objectives for each army is quite different from those 
established in the book, a couple of ideas we worked into our 
game came from this book. Ideas such as the Spetsnaz 
battalion sent as a diversion to the bridges in and around the 
Hameln area, or even the "Flying Column" scenario 
(#11_01), which is loosely based on Maj. Bezarins' exploits. 
But beyond these ideas, the concept for where the Warsaw 
Pact focus of attack would be was our own.

To deploy the Spetsnaz troops, we used the Strategy | Operations reinforcements 
feature that was first brought to this series in Korea '85. Each Army contains its own 
small Spetsnaz units that are deployed on turn one of the campaign. The placement 
of the Army Group level Spetsnaz Brigade is decided on the 1500 Hour turn of the 
first day, with the arrival set for 2100 hours that night. However, in keeping with the 
idea that in war, especially, one planned in such a hasty fashion this 2100 hour 



arrival is not certain, it has only a 70% chance of occurring on time.

The two airborne divisions also make use of the Strategy | Operations 
reinforcements feature. The smaller Polish Airborne Division lands at one of three 
locations: 1) the bridges to the south of Bremen, 2) the canal bridges at Osnabruck, 
or 3) at Nienburg on the Weser River. The drop zone selection is made on the 1200 
hour turn of the 11th, while the actual landing doesn't occur until 2100 hours on the 
11th. The Soviet 7th Guards Airborne Division, arrive on the night of the 12th (2100 
hrs), with the Drop Zone selection again made at the noon turn of that day. This 
division picks from one of two DZ's: 1) south of the Ruhr near the town of Hamm, or 
2) near Rheine to secure crossings of the Dortmund-Ems Canal. Of course both 
airborne drops can also be cancelled if a player wishes, but if the mission is 
scrubbed, the units will not be used in any other capacity in the game either.

As a note to players who own Fulda Gap '85, I understand that the scenario designer 
for that game, Joerg Lissa, will be adding an S|O's for the 76th Airborne drop in that 
game, and while we don't normally go back over previous games to add in new 
features, adding an airborne S|O will really add to the replayability of this title. Look 
for this in the next update of Fulda Gap '85.

In considering airborne drops, particularly the possibility of this number of operations 
planned for the second and third day of a War when neither side would have air 
superiority, the question was, "Could the Soviets pull off such Airborne Operations?" 
For this we looked to the work of other authors. Both Peters, in the above mentioned 
Red Army book, and Gen Sir John Hackett call for airborne operations after the start 
of the war. Gen Sir John Hackett, (yes - the same General Hackett from the British 
Airborne fame in Market-Garden) postulated such airborne operations in his book 
The Third World War, and we, collectively, thought this man would know a lot more 
about airborne operations, and their possibilities, than us scenario designers.

II. The Scenarios 

Intro to the Scenarios

Below is a list of all the scenarios in the game, followed by all the scenario 
overviews. The first scenario in the list is #00 and is traditionally the game "Getting 
Started" scenario. It is numbered this way to appear at the top of the list, players are 
encouraged to play this one first, and follow along with the Started.HLP file to get 
themselves familiar with the game system basics. Adam Parker once again did a 
magnificent job of preparing this Help file, providing both the write up as well as the 
accompanying graphics. Adam’s work has raised the quality to a new level for our 
projects.



The remainder of the scenarios are numbered with a format dd_nn where "dd" is the 
day of the month that the scenario begins, and the "nn" is the scenario number on 
that day with the exception being the Winter Campaign Scn that are numbered to 
keep them grouped with the other main attack campaign. This scenario number 
method allows for a logical and generally chronological listing when the files are 
viewed alphabetically in a Windows folder.

A number of the first group of scenarios have a lowercase *s* at the end of the 
number. For example:

#10_01s_North German Plain

These scenarios with the *s* are setup to accommodated the Explicit Supply 
Optional Rule. That isn't to say that Explicit Supply Rules are recommended, as that 
is a matter of personal choice, but if the Explicit Supply optional rule is selected, it 
will only work with these scenarios.

The scenarios from 10_01 to 10_09 are larger Campaign scenarios that have a large 
number of units and can take a significant amount of time to play, so if you are new 
to Modern Campaigns (or the sister series Panzer Campaigns), you may wish to 
select a smaller scenario after you play "Getting Started". The first campaign is the 
basic game setup and, while it can be played by any side vs. the AI, or even against 
a human opponent, it might be best played as the NATO Player. Players who want to 
weight the advantage to one side, or the other, can look at some of other campaign 
variants where the overview will outline what has changed from the basic campaign 
scenario. This will change the advantage to wherever players find a comfort level for 
either side and skill of their opponent. Thus, with the numerous variations in the 
campaigns provided, there should certainly be something for everyone in our 
campaign games.

The scenarios numbered starting from 10_11 onward are medium, or small sized, 
scenarios which can be played in a much shorter time than a campaign. At the end 
of the description, overviews describing the situation, you will see a size rating and, 
often in this game, a recommendation on how the scenario might best be 
approached. In other games of the Modern Campaigns, or its sister series Panzer 
Campaigns, it is generally accepted that the Human player should play as the 
attacker. Not so in North German Plain '85. Here the defense may indeed be the 
most difficult situation to manage, the defense line is more porous and not well 
established.

This title, like previous ones, was tested mostly against the AI by experienced 
players who, when between tests, participate in Play-by-email (PBEM) matches. 
(See www.theblitz.org) They have a very high level of interest in this style of play, so, 



for this title, we have prepared a number of scenarios which are specifically 
optimized for PBEM, or other forms of Human vs. Human play. These scenarios 
have been identified by the lowercase *a* at the end of the scenario number. For 
example:

#10_11a_Schleswig-Holstein 

That isn't to say that other scenarios can't be played between two humans - just that 
these have had some special attention paid to balancing them for PBEM. We have 
done this is some other games, largely by altering the Victory Levels and\or the 
Objective values. But here, in these scenarios for this title, because we were not 
bound by history, that we normally follow as closely as possible, we had the luxury of 
being able to alter the amount of units and, if needed, the strength levels of these 
units.

We would like to thank our team of playtesters: Rick Bancroft, Bob Hutchison, Adam 
Parker, Paul Sinatra, and Ed "Volcano" Williams, who once again have proven what 
a few dedicated individuals can contribute to make a good concept into a very 
entertaining game. Thanks guys, you do great stuff for us.

Be sure to also check out the essay by Bob Mayer entitled Northern Exposure: 
Operation RHINEGATE: North of the Fulda Gap History Help File here.

Scenario List

#00_Started Getting Started: Friend or Foe Along the Elbe

#10_01s_North German Plain 10_01s: War in the NORTHAG Sector

#10_02s_North German Plain - Initial 10_02s: NORTHAG Sector - Initial Warsaw Pact Attack

#10_03s_NG Plain - No Fixed 10_03s: Come As You Are (No Fixed Units)

#10_04s_NG Plain - Easier Warsaw Pact 10_04s: NORTHAG Sector (easier Warsaw Pact)

#10_05s_NG Plain - Easier NATO 10_05s: NORTHAG Sector (easier NATO)

#10_06s_NG Plain - Early French 10_06s: NORTHAG Sector (early French entry)

#10_07s_NG Plain - Prepared 10_07s: Clash of Titans in the North

#10_08s_NG Plain - Winter 10_08s: Winter War in the NORTHAG Sector

#10_09s_NG Plain - Winter Prepared 10_09s: Build up to a Winter War

#10_11_Schleswig-Holstein 10_11: Sweep into Schleswig-Holstein

#10_11a_Schleswig-Holstein 10_11a: Sweep into Schleswig-Holstein (Weaker Warsaw Pact)

#10_12_Celle 10_12: Through the Lueneberger Heide

#10_12a_Celle 10_12a: Through the Lueneberger Heide (Stronger NATO)

#10_13_Hanover-North 10_13: Two Days to the Weser

#10_13a_Hanover-North 10_13a: Two Days to the Weser (Stronger NATO)

#10_14_Hanover-South 10_14: The Minden Gap

#10_15_Northeim 10_15: The Southern Claw



#10_16_Hameln 10_16: The Pied Piper of Hameln

#11_01_Rinteln 11_01: The Flying Column

#11_02_Verden 11_02: Relief Under Fire

#11_02a_Verden 11_02a: Relief Under Fire (Stronger NATO)

#11_03_Nienburg 11_03: The Ghosts of Arnhem

#11_04_Warstein 11_04: If You Go Down in the Woods Today

#12_01_HornGap 12_01: The Warrior's Path

#12_01a_HornGap 12_01a: The Warrior's Path (Stronger NATO)

#12_02_Osnabruck 12_02: The Lotter Kreuz

#12_03_Hamm 12_03: A Hamm Sandwich

#15_01_Meppen 15_01: The Meppen Feint

#15_01a_Meppen 15_01a: The Meppen Feint (Stronger WP)

#22_01s_NORTHAG_Counterattack 22_01s: The Shifting of the Tide

#22_02_Bremen 22_02: The Bremen Express

#23_01_Herford 23_01: The Herford Express

#23_01a_Herford 23_01a: The Herford Express (Stronger NATO)

Scenario Overviews

Getting Started: Friend or Foe Along the Elbe

Northern Germany, June 10th 1985: Shots rang out all along the frontier as units of 
the Warsaw Pact began crossing into West Germany. The first NATO organized 
resistance came in this sector, where elements of the 6th Panzer Grenadier Division 
were tasked with the protection of the province of Schleswig-Holstein and the land 
gateway to Denmark. The first major city in the west, Hamburg, lay before the 
advancing 94th Guards Motorized Rifle Division, but the big cities did not matter to 
Soviets. The dual task of this division was to secure the bridges over the Elbe, at 
Geesthacht and over the Neetze Canal, before the division was to turn northward 
leading the drive into Denmark. [Size: small] Designer Note: This scenario is 
designed for playing as Warsaw Pact Human vs. AI. Refer to the Started.HLP file for 
a quick start to this game and scenario.

10_01s: War in the NORTHAG Sector

West Germany, June 10th 1985: The Soviet "Berserker" strategy for the Warsaw 
Pact's assault on NATO involved several key elements. One was the thrust by 8th 
Guards Army and 1st Tank Army through the Fulda Gap. Equally important, 
however, was the drive by 20th Guards Army, 3rd Shock Army, and 2nd Guards 
Tank Army through the northern sector of the NATO front. Held by varied formations 
of NORTHAG, NATO's Northern Army Group, this region, though criss-crossed with 
water obstacles, featured some of the best tank country in Germany. With several 
major German cities within a few days striking distance of the border and an 
unobstructed path into Germany's industrial Ruhr heartland, as well as the open 
borders of the Netherlands beyond, it made a tempting target. As the communist 
units moved out of their barracks in secret the night before the assault, the 



NORTHAG sector remained quiet. The British Army of the Rhine (BAOR), the West 
German I and parts of III Corps, the Dutch I Corps, and the Belgian I Corps were 
scattered throughout the sector, unaware of the massive red hammer that was about 
to shatter the early summer quiet. From the veteran British tankers, to the conscript 
Dutch riflemen, no one had really expected this day to ever arrive. But with the roar 
of attacking jets and the rumble of advancing tanks, northern Germany once more 
was the scene of deadly combat. [Size: large] Designer note: Explicit Supply is 
possible.

10_02s: NORTHAG Sector - Initial Warsaw Pact Attack

West Germany, June 10th 1985: This Campaign scenario is a shorter version of the 
Campaign lasting eight days as the Soviet Tide rises to its apex. [Size: large] 
Designer note: Explicit Supply is possible.

10_03s: Come As You Are (No Fixed Units)

West Germany, June 10th 1985: This Campaign scenario has the same basic setup 
as the main campaign #10_01s, with the exception that there are no Fixed Units. In 
this scenario, we assume that NATO did catch wind of the Warsaw Pacts invasion 
scheme, but too late to affect their planned progressive build up. All units are free to 
move at the start of the War. NATO Air Missions are also available from the 
beginning. [Size: large] Designer note: Explicit Supply is possible.

10_04s: NORTHAG Sector (easier Warsaw Pact)

West Germany, June 10th 1985: Based on the main Campaign scenario, this variant 
features no "Fixed" Warsaw Pact units at start and one extra turn before NATO Air 
Units become available and interdiction begins. It has higher Soviet Basic and Virtual 
Supply values and removes all Supply Variations to benefit the Pact player in the 
long run. Polish Reinforcements enter two days earlier and there are slightly easier 
Victory Conditions as well as a Polish Exit Objective on the map edge leading toward 
Denmark. [Size: large] Designer note: Explicit Supply is possible.

10_05s: NORTHAG Sector (easier NATO)

West Germany, June 10th 1985: Based on the main Campaign scenario, this variant 
features earlier NATO Air Availability and Interdiction, harder Victory Conditions for 
the Warsaw Pact side to attain and a higher NATO Basic and Virtual Supply Levels. 
The scenario uses a different parameter file (PDT file) which features "Wired 
Bridges" for many river and canal crossing away from the frontier. As a result, 
players should note that in scenarios where this wired Bridge feature is used, normal 
blowing of bridges by engineers units is not permitted. [Size: large] Designer note: 
Explicit Supply is possible.

10_06s: NORTHAG Sector (early French entry)



West Germany, June 10th 1985: Based on the 10_05s (easier NATO) Campaign 
scenario, this variant has the addition of extra French units. The III Corps with two 
Divisions may possibly begin arriving on the morning of the 13th. [Size: large] 
Designer note: Explicit Supply is possible.

10_07s: Clash of Titans in the North

West Germany, June 10th 1985: Tensions around the world between the Warsaw 
Pact and NATO have escalated to the point where full-scale war is imminent. Both 
sides have mobilized and have been preparing for a conflict. In the morning hours of 
June 10th, the wait came to an end as Warsaw Pact forces surged across the border 
and World War III began. [Size: large] Designer's notes: Explicit supply is possible.

10_08s: Winter War in the NORTHAG Sector

West Germany, December 25th 1985: Christmas morning! What a perfect time to 
execute the perfect surprise attack. This Campaign scenario has the same basic 
setup as the main campaign #10_01s except the date has been moved forward to 
the morning of Dec 25th. There will be a longer night\shorter day, and thus less time 
to move. Players may get more variation in ground conditions if they use the 
Programmed Weather optional Rule. The idea behind this scenario was proposed by 
Vigor, P.H. in his book Soviet Blitzkrieg Theory. [Size: large] Designer's notes: 
Explicit supply is possible.

10_09s: Build up to a Winter War

West Germany, December 25th 1985: Christmas morning! While a perfect time for a 
surprise attack, it also wouldn’t be a bad time even if NATO and the Warsaw Pact 
had slowly built up to the level of tension as depicted in scenario 10_07s. With the 
change in season there will be a longer night\shorter day, and thus less time to 
move. Players may get more variation in ground conditions if they use the 
Programmed Weather optional Rule. [Size: large] Designer's notes: Explicit supply is 
possible.

10_11: Sweep into Schleswig-Holstein

Northern Germany, June 10th 1985: Shots rang out all along the frontier as units of 
the Warsaw Pact began crossing into West Germany. The first NATO organized 
resistance came in this sector where elements of the 6th Panzer Grenadier Division 
were tasked with the protection of the province of Schleswig-Holstein and the land 
gateway to Denmark. The first major city in the west, Hamburg, lay before the 
advancing 94th Guards Motorized Rifle, but the big cities did not matter to Soviets. 
The dual task of this division was the secure the bridges over the Elbe, at 
Geesthacht and over the Neetze Canal, before the division was to turn northward 
leading the drive into Denmark. [Size: small] Designer Note: This scenario uses an 
exit hex for the WP Forces. Play as NATO Human vs. AI.



10_11a: Sweep into Schleswig-Holstein (Weaker Warsaw Pact)

As above

Designer Note: This scenario is similar to 10_11 but has weaker Warsaw Pact 
Forces and may be better for Human vs. Human play.

10_12: Through the Lueneberger Heide

Northern Germany, June 10th 1985: The north flank of the 3rd Shock Army was to 
be covered by the 8th Mot Rifle (GDR) Division, an East German unit attached to a 
Soviet Army. Their battle plan, although on a smaller scale, was taken from the 
Germans in WWII who twice swept through the rough terrain of the Ardennes. Here, 
the Warsaw Pact attempted to slip this division through the Lueneberger Heide, a 
forested area of northern Germany. It met stiff resistance early from elements of the 
11th Panzergrenadier Division's 33rd Pz Brigade, and a cat and mouse struggle 
ensued as the NATO elements fought a delaying action, while the Warsaw Pact 
forces drove on to their objectives, the bridges over the River Weser. [Size: small] 
Designer note: Play as Side 2, Human NATO defender.

10_12a: Through the Lueneberger Heide (Stronger NATO)

As above

Designer note: This scenario is similar to 10_12, but has stronger NATO Forces and 
may be better for Human vs. Human play.

10_13: Two Days to the Weser

North of Hannover, June 10th 1985: The task for the 3rd Shock Army was quite 
simple really, cross the frontier and strike for the River Weser on a route north of 
Hannover. Then secure multiple crossings in two days, so as to allow relief 
formations to pass through and carry the advance deeper into West Germany. On 
the right flank, the 8th Motor Rifle (GDR) Division had run into stiff resistance on the 
Lueneberger Heide. But, on the left flank, opposition was light as the 207th Guards 
Mot Rifle Div steamroller devoured NATO screening forces and the 47th Guards 
Tank Div extricated itself from a battle at Braunschweig. Time was on NATO's side 
as NORTHAG hastily set up to defend the river line that the Soviets had set as their 
first major objective of the attack. [Size: large] Designer note: Play as Side 2, Human 
NATO defender.

10_13a: Two Days to the Weser (Stronger NATO)

As above

Designer note: This scenario is similar to 10_13, but has stronger NATO Forces and 
may be better for Human vs. Human play.

10_14: The Minden Gap



South of Hannover, June 10th 1985: The 35th Motor Rifle Division, of the 20th 
Guards Army, had the task of pushing to the west to secure crossings on the River 
Weser within two days. They were progressing quite well, meeting only screening 
troops so far. Their orders were to brush aside any opposition and keep well away 
from built-up areas. The first obstacle was the River Leine, once over this the Weser 
would be next. The Minden Gap was the prize for a daring leader to snatch. Latest 
reports were that NATO had left most of the major bridges intact and was scrambling 
to get units of the German 1st Panzer and British 1st Armored Divisions into position 
before the screen folded. [Size, medium] Designer note: Play as Side 2, Human 
NATO defender.

10_15: The Southern Claw

South of Hannover, June 10th 1985: The 9th Tank (GDR) Division was the southern 
claw of the pincers of 20th Guards Army. They too were tasked to get to the River 
Weser within two days. The problem for them was the country they had to fight over. 
Initially, they had to push through the Hartz Mountains, then over the River Leine. 
Once they had achieved this, they still faced the Weserbergland; hilly, wooded 
country not really suited to armor. But intelligence reported that NATO, realizing how 
difficult the going was here, did not have a sizable force facing them. However, the 
units of 1st Pz Division facing them did know the country extremely well. [Size, 
medium] Designer note: Play as Side 2, Human NATO defender. 

10_16: The Pied Piper of Hameln

Near Hameln, on the River Weser, June 10th 1985: A folk tale, from the Middle 
Ages, has it that a magical piper drew all the rats in Hameln to the river and drowned 
them. When it came time to pay, the people refused, so the piper played again, and 
all the children were drawn to him and he took them all away. This situation is 
similar, when the 20th Guards Army launched a heliborne assault on the bridges at 
Hameln, it drew a lot of attention from NATO, then in turn from the Warsaw Pact 
forces, trying to capture a crossing intact. The attack helicopters escorting the 
landing were required urgently elsewhere and departed almost as soon as the 
landings were complete. [Size: small] Designer note: Play as Warsaw Pact Human 
vs. the AI, or as Human vs. Human.

11_01: The Flying Column

Southwest of Hildesheim, June 11th 1985: The 9th Guards Tank (GDR) Division had 
broken through the NATO front lines southwest of Hildesheim. The cost was 
tremendously high, both sides having fought themselves to a standstill. In order to 
take advantage of this penetration, the newly arrived point of the 14th Guards Motor 
Rifle Division was ordered to head directly towards the Weser. Somehow the 14th 
GMRD had become widely split, with the HQ and point way ahead of the main body, 
held up by clogged roads. The Divisional commander was ordered to avoid major 
action and, using the network of minor roads southwest of Hildesheim and Hannover, 
secure a crossing on the Weser at Hameln, or Rinteln, and push beyond if possible. 



[Size: small] Designer note: This scenario uses an exit hex for the Warsaw Pact 
Forces. Play as Warsaw Pact Human vs. the AI, or as Human vs. Human.

11_02: Relief Under Fire

Verden, south of Bremen, June 11th 1985: A major encounter had taken place on 
the Lueneburger Heide between armor from both sides. The 11th Pz Div and 7th 
Arm'd Bde were licking their wounds, behind a screen, waiting for friends to arrive. In 
fact, some of their units had already moved out. They were to be relieved in place 
with fresh Dutch and American troops. The Warsaw Pact Forces were also hurting, 
but had been resupplied, and were re-organizing, ready to continue their move west. 
Their orders were to take the bridge at Verden, the secondary objective was the 
bridge at Achim, further to the north. As the NATO units were to find out, this was to 
be a "Relief Under Fire!" [Size: medium] Designer note: The British and German 
units will be withdrawn between 0600 to 0900 hours, Dutch and US units are to be 
placed to take over the defense. Play as NATO Human vs. the AI.

11_02a: Relief Under Fire (Stronger NATO)

As above

Designer note: The British and German units will be withdrawn between 0600 to 
0900 hours, Dutch and US units are to take over the defense. This scenario is similar 
to 11_02, but has a stronger NATO Forces and may be better for Human vs. Human 
play.

11_03: The Ghosts of Arnhem

Nienburg, June 11th 1985: The line held during the day at Verden, just barely, and 
now, with the drive in the north stalled, the Soviet planners continued with their 
planned airborne assault for bridges on the Weser, using an under strength Polish 
Parachute Division to secure crossings for 3rd Shock Army. The British 7th Arm'd 
Brigade, having been relieved by the Dutch at Verden, was resting up, preparing a 
secondary line of defense, when word came about the Polish Airborne troops in their 
rear. Also fortunate for NATO was the timely arrival of a fresh Dutch Mechanized 
Brigade. This would not be the first time that British, Dutch, and Polish lives were to 
be expended on a bridge, but it was the first time the Poles were facing their former 
Allies in combat. [Size: medium] Designer note: Play as Human vs. Human, or as 
NATO Human vs. the AI.

11_04: If You Go Down in the Woods Today

Warstein, near the Moehne Dam, June 11th 1985: The 9th Tank (GDR) Division had 
performed splendidly throughout the initial stages of the attack. They had forced the 
River Weser first in the south, but not exactly where they had wanted. They had 
been pushed south of their intended path and now the main body had reached the 
autobahn to Paderborn, but it was jammed up with wrecks and civilian traffic. So, as 
night fell, an advance party was ordered to find a way to the west, through Marsberg, 



Brilon and Warstein, back to the North German Plain. NATO Intelligence was well 
aware of their position, and dispatched a small Belgian force to delay them in the 
woods, where their lack of armor would not be a great factor. Some of their units 
were in position, the rest were rapidly moving to the area. [Size, small] Designer 
note: A very short scenario with few NATO units, play as Human vs. Human, or as 
Warsaw Pact Human vs. AI.

12_01: The Warrior's Path

The Horn Gap and Bad Driburg Pass, near Paderborn, June 12th 1985: 20th Guards 
Army had made very good progress heading to the Rhine, but had stalled south of 
Hamm. The Army commander was getting impatient and was moving both of his 
follow up divisions to deliver the coup de grace. They were heading west at high 
speed using the Horn Gap and Bad Driburg Pass, the traditional "Warrior's Paths" 
through the Teutoberger Wald. In fact, maybe they were moving at too high of a 
speed, they were vulnerable on the flanks, but they were confident that NATO was 
on its last legs, at least here in the NORTHAG sector. But things were not going so 
well for them in the CENTAG sector, and NATO had a couple of surprises lined up 
for them. [Size, medium] Designer note: Play as NATO Human vs. the AI.

12_01a: The Warrior's Path (Stronger NATO)

As above

Designer note: Play as Human vs. Human.

12_02: The Lotter Kreuz

Osnabruck, June 12th 1985: After the first headlong dash across the border, the 
Soviet High Command had by now expected to be at the Rhine in the British sector. 
As the 3rd Shock Army follow-on troops passed through the battered leading 
divisions, the High Command recognized the importance of the 'Lotter Kreuz', the 
North - South, East - West autobahn crossing northwest of Osnabuck. This was a 
fact that had not gone totally unnoticed by their NATO counterparts, busily trying to 
support their defenders. Resistance from units of the UK 1st Arm'd Div had stiffened 
and, so far, all hasty attacks made across the Dortmund-Ems Canal had been 
stubbornly thrown back. Now, as darkness fell and the Army bridging engineers 
arrived, plans were made to force the canal at several points to try to regain the 
momentum once more. [Size, medium] Designer note: Play as Warsaw Pact vs. AI.

12_03: A Hamm Sandwich

June 12, 1985: As the 3d Shock Army ground its way across the North German 
Plain, it had its sights set on the rich industrial heartland of the Ruhr. Increasingly, 
however, the numerous rivers and canals of this part of Germany promised delay 
and disruption. On the night of June 21, the 7th Guards Airborne Division landed 
between the Ruhr and the Lippe rivers, near the town of Werl and the city of Hamm. 
Their mission: seize the land bridge between the two rivers and pave the way for the 



3rd Shock Army's vanguard to pass through to the Ruhr. With the 12th Guards Tank 
Division still hours away, the men of the 7th would have to fight fast and hard to 
avoid becoming a Hamm sandwich for the rapidly consolidating NATO forces 
advancing on the landing zones. Four decades after Market-Garden the limits of 
airborne operations were still being explored in Northwest Europe. [Size medium] 
Designer note: Play as NATO Human vs. AI.

15_01: The Meppen Feint

Meppen, northwest of Osnabruck, June 15th 1985: Although the WP forces had 
been slowed from their initial frantic pace of a few days earlier, the threat was still 
very real for NATO. The Warsaw Pact 2nd echelon forces had moved up and their 
presence was already beginning to be felt. Their next objective was the line of the 
Dortmund-Ems Canal and the Ems river line just beyond the canal. The Dutch had, 
more or less, set up a front behind a small river from Warderburg - Aalhorn - 
Goldenstedt. The problem the Dutch faced was that a divisional boundary ran almost 
through the middle of the front. Behind them lay 2 small, but very important towns, 
Meppen in the north, and Lingen in the south, both had crossings of both water 
obstacles, but the Dutch were loathe to blow any bridges as NATO was sure the tide 
would swing soon. [Size, medium] Designer note: Play as WP human vs. AI. 

15_01a: The Meppen Feint (Stronger WP)

As above

Designer note: Play as Human vs. Human with easier Victory levels for the Warsaw 
Pact.

22_01s: The Shifting of the Tide

North German Plain, June 22 1985, D+ 12: The huge Warsaw Pact effort, to sweep 
aside any effort to stop them reaching the Rhine, had gradually been ground down 
and bled white. Now the weary WP divisions had been forced to halt and set up a 
front while they hoped for relief. There were several pockets of NATO resistance left 
behind them, mostly in cities, so it was taking a long time to pry them out. In the 
meantime, in NATO, French troops had been released from the south, as had the 
Canadian Brigade that was hastily reinforced with a scratch force. Things were going 
extremely well in CENTAG. The NATO commander decided it was time to go on the 
offensive and charge forward from Rheine to retake Bremen, cutting off the northern 
WP troops. This attack was to be coupled with a push from the southern flank to 
retake Herford and release the British troops encircled in that pocket. [Size, large].

22_02: The Bremen Express

North German Plain, June 22 1985, D+ 12: The Bremen Express Operation was the 
brainchild of the NORTHAG commander. He utilized the 1st French Corps, with its 
own HQ and 1st French Armored Div, as the nucleus of the force to be used. The 
newly released 1st Canadian (Mech) and the 11th Panzer Grenadier Divisions filled 



out the counter attacking force for the drive to Bremen. This move initially surprised 
the Warsaw Pact and left them scrambling to find units with which to counter the 
attack. [Size, medium]. Play as Human NATO.

23_01: The Herford Express

North German Plain, June 23rd 1985, D+ 13: The second Express to leave the 
NATO station was bound for Herford. It was due to depart in the early hours June 
23rd. and was primarily made up of the US 8th Mech Div (reinforced) from CENTAG. 
It was hoped that by waiting about 15 hours before introducing this new threat the 
Warsaw Pact would dispatch their reserves to the north. However, there were not a 
lot of reserves to go around, so again the WP scrounged what forces could be found 
to try to counter the attack from the south. [Size, medium]. Play as Human NATO.

23_01a: The Herford Express (Stronger NATO)

As above

Designer note: Play as Human vs. Human with earlier NATO units release and 
easier NATO Victory levels.
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