A scenario for General G en’ s Conbat Rules For Toy Sol diers
Sil ence The Gun

One of a dozen gliders sent to carry British airborne troops to Caen
took off froma renote airfield in Southern England during the night of
June 5th, 1944. The conmmando mission was to take the bridges over the
canals at Caen in support or the June 6 invasion of Normandy. One pl ane,
nunber 4, was the victim of a mshap when its tow plane was shot down
over the English Channel by a German night-fighter. A quick-thinking
pilot jettisoned the tow cable and was able to coax the heavily [|aden
glider past the beach, to make a landing in the bocage a few kiloneters
Sout h of Courseul |l es-Sur-Mer, next to a small village naned Beny- Sur - Mer.

The glider collided with a bl acked-out radio tower and broke apart in
the air before hitting the ground. A Jeep it had been carrying fell out
the back as the plane cartwheeled into a floeded field, scattering the
men across a wde area swath. Unbelievably, t of the nen energed
unscathed from the crash - 12 fighting nen 3 glider crew were
declared fit for conbat duty while 2 seriousl d men would be |eft
behind with a nedic to tend to them

Once on the ground, ranking office r nt Mles Cole nade
a command deci sion. They were too far_fr Caemyto be of any help in the

battle for the bridges. One si tt code- naned Juno Beach
was only a few mles North. t sonme sort of artillery
pi ece was nearby, ready for a | d no doubt pound Juno beach

also revealed that this
point if the Gernmans were to
land later that day. This is
rench wonman nanmed Juliette, who
returning from a party held in the

when the attack finally too
crossroads would be a bitter
defend it when
confirmed by

affirnms the Ger
next town.

resi stan

At the eross-+roads ossroads not far from Beny-Sur-Mer, the |oca
German squad commander, Em| Friel, has just spent a |long night |istening
to conflicting reports on the radio - the Allies are hitting Nornmandy! O
is it Pas-De-Calais, hundreds of kilonmeters to the East? QO her reports
tell of para- and glider troops |landing all over Northern France. He has
received a command from the |local Oberlieutenant - start firing on these
coordi nates! The Allies are landing at Courseulles-Sur-Mr, not five
kilometers to the North! And nost of his nen just now returning from
| eave!

Just before he is to commence his barrage, his scout tells Em | that
a group of commandos is comng in fromthe South - probably to take out
the artillery position and capture the crossroads! He clenches his jaw
and gets the nen ready for a fight, pulling sonme of the crew off of the
gun to bring his four squads up to strength.



A scenario for General Gen’s Conbat Rules For Toy Soldiers
Victory Conditions

British:

1 VP for each German kill ed.

5 VP if the Hummel is destroyed.

3 VP if the farmhouse is controlled by end of last turn.

Ger mans:

1 VP for each Brit kill ed.

4 VP if the farmhouse is controlled by end of last turn.
4 VP if the café is controlled by end of last turn.

Max 20 pts. For each team




General den's Conbat Rules For Toy Sol diers British Unit Record Sheet
Mles Cole CR2 [AC1 |Bolt Action Rifle short 1-3/TN7 ned. 4-6/TN 8 long 7-9/TN 9 Not es
J Di anpnds HP 10 Rifle Grenade short 1-3/TN 4 ned. 4-6/TN5 long 7-9/TN6  *May not nove and shoot; indirect at |ong range O O
C - Regular |[L1 Turn Record / / / / / / / / / / /

E - Conscri pt

Ceci | CR3 |ACL |sniper Rifle short 1-4/TN7 nmed. 5-8/TN 7 long 9-12/ TN 7 Not es

9 Di anonds HP 12 |pistol  short 0-2/TN7 med. 3-4/TN9 long 5-6/TN 11  *may be used in nelee| Binocs
A- Elite - -1TN ranged
Col I um CR2 |ACL Iimxm  short 1-3/TN5 med. 4-6/TN6 long 7-9/TN 7 *Zone Fire at +2 TN, +2 TN for moving |Not es

8 Di anpnds HP 12 Pi st ol short 0-2/TN7 ned. 3-4/TN9 long 5-6/TN 11  *may be used in nel ee

A- Elite , -1TN ranged
Ni gel CR2 (ACl |swmg(m  short 1-2/TN4 nmed. 3-4/TN 6 long 5-6/TN 8 *Zone Fire at +2 TN Not es

2 D anonds HP 8 -

+1TN r anged

Perm ssion Granted To Print and Copy For Personal Use Only By Red Shirt Ganes

www. r edshi rt ganes. com



Gener al

d en' s Conbat

Rul es For Toy Sol diers

British Unit Record Sheet

Searmus CR2 [AC1 |smz(m) short 1-2/TN 4 ned. 3-4/TN 6 long 5-6/TN 8 *Zone Fire at +2 TN
Q Di anpnds HP 20 Grenade short 1/TN 4 med. 2/TN5 long 3TN 6 *may run; indirect fire weapon O O
A+ - Hero LY Turn Record / / / / / / / / / / /

Eddi e CR2 |ACL |Ismx(m) short 1-2/TN4 nmed. 3-4/TN 6 long 5-6/TN 8 *Zone Fire at +2 TN
4 Di anonds HP 10 Grenade short 1/TN 4 ned. 2/TN 5 long 3/TN 6 *may run; indirect fire weapon O O

C - Regul ar ;
Tonmmy CR2 |ACL |Bolt Action Rifle  short 1-3/TN7 ned. 4-6/TN 8 long 7-9/TN 9
3 D anpbnds HP 10 AT Grenade short 1/TN 4 med. 2/TN5 long 3/ TN 6 *may run; indirect fire weapon; 5d12/1d12 damage O

C -

Regul ar -
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-1 TN ranged

Not es




Gener al

d en'

Rul es For Toy Sol diers

British

Unit Record Sheet

CR2 |AC1

Perm ssion Granted To Print and Copy For

Per sonal

Fr ed RIAT short 1-2/TN6 ned. 3-4/TN 8 long 5-6/TN 10 +2 TN for noving; 5d12 dam [notes

12 Di anonds HP 12 Pi st ol short 0-2/TN 7 med. 3-4/TN 9 long 5-6/ TN 11  *may be used in nel ee

A- Elite - Turn Record / / / / / / / / / / / -1 TN ranged
Juliette CRO |ACL  |smx(m) short 1-2/TN 4 rmed. 3-4/TN6 long 5-6/TN 8 *Zone Fire at +2 TN |not es

Q Hearts HP 12 j

A - Elite - _ -1 TN ranged
MVat t hew CR2 |ACL |Bolt Action Rifle  short 1-3/TN7 med. 4-6/TN 8 long 7-9/TN 9 Not es

6 Di anonds HP 10 AT Grenade short 1/TN 4 nmed. 2/TN5 long 3TN 6 *may run; indirect fire weapon; 5d12/1d12 danmage O

C - Regul ar - AT Grenade short 1/ TN 4 med. 2/TN 5 long 3/ TN 6 *may run; indirect fire weapon; 5d12/1d12 danege O -

Use Only By Red Shirt Ganes
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Gener al

G en's Conbat Rules For Toy Soldiers

British

Unit Record Sheet

Scot t CR2 [AC1 |sma(m) short 1-2/TN 4 nmed. 3-4/TN 6 long 5-6/TN 8 *Zone Fire at +2 TN
K Di anonds HP 20 G enade short 1/TN 4 nmed. 2/TN5 long 3/ TN 6 *may run; indirect fire weapon O O
A+ - Hero L1 Turn Record / / / / / / / / / / /

Fi nnegan CR2 |ACL |Bolt Action Rifle short 1-3/TN7 ned. 4-6/TN8 long 7-9/TN 9
7 Di anpbnds HP 11 AT Grenade short 1/TN 4 med. 2/TN5 long 3/ TN 6 *may run; indirect fire weapon; 5d12/1d12 damage O
B - Veteran - AT Grenade short 1/TN 4 med. 2/TN 5 long 3/ TN 6 *may run; indirect fire weapon; 5d12/1d12 danmge O

John CR2 |ACl |golt Action Rifle  short 1-3/TN7 red. 4-6/TN8 long 7-9/TN 9
5 Di anpnds HP 11 Rifle Genade short 1-3/TN4 ned. 4-6/TN5 long 7-9/TN6é  *May not nove and shoot; indirect at |ong range O O
B - Veteran -

F/ LT W ndsor |CRO |ACl |pistol  short 0-2/TN 7 ned. 3-4/TN 9 long 5-6/TN 11  *may be used in nel ee
A Di anonds HP 9 -
D - Geen - Turn Record / / / / / / / / / / /

Not es

-1 TN ranged

Not es

Not es

Not es

Bi nocul ars
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Wl f gang CR1 [ACZ  |sma(m) short 1-2/TN 4 ned. 3-4/TN 6 long 5-6/TN 8 *Zone Fire at +2 TN
1 Spades HP 8 -
[E - Conscri pt - _

Kris CR1 |AC2 |olt Action Carbine  short 1-3/TN 7 rmed. 4-6/TN 8 long 7-9/TN 9

2 Spades HP 10  |at Genade short 1/TN 4 med. 2/TN5 long 3/ TN 6 *may run; indirect fire weapon; 5d12/1d12 damage O
C - Regul ar - ;

Hummel Crew |CRO |ACl |pistol  short 0-2/TN'7 ned. 3-4/TN 9 long 5-6/TN 11  *may be used in nel ee
Q Spades HP 9 -

D- Geen - Turn Record / / / / / / / / / /

Not es

G en's Conbat Rul es For Toy Soldiers German Unit Record Sheet
Fritz CRL [AC2 |RAT short 1-2/TN 6 rmed. 3-4/TN7 long 5-6/TN 8 *+2 TN for noving: 5d12 damage
1 Spades HP 12 Pistol short 0-2/TN 7 ned. 3-4/TN9 long 5-6/ TN 11  *may be used in nel ee
A - Elite - Turn Record / / / / / / / / / / /

-1 TN ranged

Not es

+1 TN ranged

Not es

Not es

Bi nocul ars
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Gernman Unit Record Sheet

General den's Conbat Rules For Toy Sol diers
Max CRL [ACZ2 |sma(m) short 1-2/TN 4 med. 3-4/TN6 long 5-6/TN 8 *Zone Fire at +2 TN |not es
3 Spades HP 20 Grenade short 1I/TN4 med. 2/TN5 long 3/ TN 6 *may run; indirect fire weapon O O
A+ - Hero LY Turn Record / / / / / / / / / / / -1 TN ranged

*Zone Fire at +2 TN

Hei nz CRL |ACZ Ismy(m) short 1-2/TN 4 ned. 3-4/TN6 long 5-6/TN 8 Not es
4 Spades HP 10 Genade short 1/TN 4 med. 2/TN5 long 3/ TN 6 *may run; indirect fire weapon O O
C - Regul ar _ -

Knut CRL [ACZ |Bolt Action Carbine  short 1-3/TN 7 ned. 4-6/TN 8 long 7-9/TN 9 Not es
S Spades HP 10 AT Grenade short 1/TN 4 ned. 2/ TN 5 long 3/TN 6 *may run; indirect fire weapon; 5d12/1d12 damage O
C - Regul ar _ .

Per sonal
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Not es

Not es

Bi nocs

-1TN ranged

Not es

CGeneral den's Conbat Rul es For Toy Sol diers German Unit Record Sheet
Em | Friel CR1 |AC2 |Bolt Action Carbine short 1-3/TN 7 med. 4-6/TN 8 long 7-9/TN 9
6 Spades HP 10  |rfie @enade short 1-3/TN 4 ned. 4-6/TN5 long 7-9/TN6  *May not move and shoot; indirect at long range
C - Regular |[L1 Turn Record / / / / / / / / / / /
Franck CR3 |ACL |sniper Rifle short 1-4/TN7 ned. 5-8/ TN 7 long 9-12/TN 7
7 Spades HP 12  |pistol short 0-2/TN7 ned. 3-4/TN9 long 5-6/ TN 11  *may be used in nel ee
A- Elite -
Er nst CR1 |AC2 |imxd)  short 1-3/TN5 med. 4-6/TN6 long 7-9/TN 7 *Zone Fire at +1 TN, +2 TN for noving
8 Spades HP 12 Pi st ol short 0-2/TN 7 ned. 3-4/TN9 long 5-6/TN 11  *pmy be used in nel ee
A- Elite
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Gener al

G en's Conbat Rules For Toy Soldiers

Cerman Unit Record Sheet

*Zone Fire at +2 TN

Friedrich CRL |ACZ  |smx(m) short 1-2/TN'4 ned. 3-4/TN 6 long 5-6/TN 8 Not es
9 Spades HP 20 Grenade short 1/TN 4 ned. 2/TN5 long 3/ TN 6 *may run; indirect fire weapon O O

A+ - Hero L1 Turn Record / / / / / / / / / / / -1 TN ranged
Cal vin CRL |ACZ IBolt Action Rifle short 1-3/TN 7 med. 4-6/TN 8 long 7-9/TN 9 Not es

10 Spades HP 11 AT Grenade short 1/TN 4 nmed. 2/TN5 long 3/ TN 6 *may run; indirect fire weapon; 5d12/1d12 damage O

B - Veteran - - -

Krupp CRL |AC2 |Bolt Action Rifle  short 1-3/TN7 med. 4-6/TN8 long 7-9/TN 9 Not es

J Spades HP 10 Ri fl e G enade short 1-3/TN 4 nmed. 4-6/TN 5 I ong 7-9/ TN6 *May not nove and shoot; indirect at long range O O

C - Regul ar - _ -
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Gener al

d en’s Second Edition

Qui ck Reference Sheet

i Spotting Eneny Takes a Spotter Moves Eneny Moves
SpOt t ng Tabl € Phase Conbat Action Into View Into View
Spotter is noving +2TN
Spotter is wearing arnor + Spotter’s AC + Spotter’s AC + Spotter’s AC + Spotter’'s AC
Eneny is partially +1TN +1TN +1TN +1TN
obscur ed
Eneny is nostly obscured +2TN +2TN +2TN +2TN

Eneny is wearing
canouf | age

+ Eneny’s CR

+ Eneny’s CR

+ Eneny’s CR

+ Eneny’s CR

Eneny shooting or taking

grenade combat action. - 2T
Eneny is noving -2TN -2TN
Eneny is wearing arnor - Eneny’s AC - Eneny’s AC - Eneny’s AC - Eneny’s AC
Spotter is using range 5-8 -1TN range 5- -1TN range 5-8 -1TN
bi nocul ars range 9+ -2TN range 9+ -2TN range 9+ -2TN
*Spotting bonus for shooting and grenade conbat actions is increased by —1TN for flane throwers and for each
di e of danage beyond the first that a weapon is capable of inflicting.
Movenent by Posture Indirect-Fire
Sol di er’s Posture Re'\g/;buvlear Runni ng Scatter Chart
Prone (craw i ng) 1 n/ a 1 2 or 3 4
Kneel i ng (crouchi ng) 2 n/ a
St andi ng 2 3
Tar get
: : S or 7 Zoge 6 or 8
Shooti ng Tactical Factors
Bonus Modifiers
Attacker is “A" class (Elite), or “Af class (Hero) —1TN 9 11 or 12 10
Attacker is a “A++" class (Chanpi on) —2TN
Penalty Modifiers Attacker facing
Attacker is “E’ class (Conscript) +1TN j this direction j
Target partially obscured by cover* +1TN
Target nostly obscured by cover* +2TN . .
Attacker is moving with pistol, bolt action or sem- +1TN SpeCUI ative FI re
auto. rifle or carbine, assault rifle, shotgun or SMG Scatt er Chart
Attacker is noving with sniper rifle, LM flanme +2TN
thrower, DI AT or RIAT
Attacker is using volley fire with Pistol, bolt action 1 2 3
or sem - auto. rifle or carbine, shotgun, sniper rifle +2TN
or antitank rifle
Attacker is using zone fire with Assault Rifle
: +2TN 4 5 6
SM(M, LMIM, or MIM
Attacker is using zone fire with SM¥D), LMID) or
MV D) +1TN Tar get
Attacker is using opportunity fire agai nst a nmoving 1 TN 7 Zone 9
t ar get 8
Target is “just spotted” (unless using volley fire, +2TN
zone fire or area effect weapon)
Firing a weapon with bayonet fixed (or other nelee +1TN 10 11 12
weapon ready in off hand)
Shooter is lightly wounded (LW +1TN -
Shoot er is noderately wounded (MN +2TN m '?tr:.adegr fic.l ng m
Shooter is seriously wounded (SW +3TN - IS direction d
| ndirect Attack Tactical Factors I n-Zone TN Modifiers
Bonus Modifiers Base TN — | 6
Attacker is “A" class (Elite), or “Ar class (Hero) —1TN Bonus Modifiers
Attacker is a “A++" class (Chanpi on) —2TN Defender is totally encl osed _4TN
Penal ty Modifiers within a vehicle or structure
Attacker is “E’ class (Conscript) +1TN Def ender is partially enclosed _2TN
Attacker is noving (only pernmtted when throw ng +1TN within a vehicle or structure
gr enades) Penalty Modifiers
Attacker is lightly wounded (LW +1TN Def ender is kneeling F1TN
Attacker is noderately wounded (MN +2TN Defender s orone 21N
Attacker is seriously wounded (SW +3TN P
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General G en’s Second Edition
Mel ee Tactical Factors Wund Status Tabl e
Base Melee TN [ 9 Mor al e MY +2 TN | Sw +3 TN e
Bonus Modifiers d ass HP LW +1 TN “1/3 WP S2/3 MP Unconsci ou
Attacker just charged into defender’s zone -1TN T T - - - Sh
Attacker has a hi gher nel ee weapon cl ass -1TN 21-29 hp | 11-20 hp 1-10 hp 0 hp
- A+ 20 | 14-19 hp 7-13 hp 1-6 hp 0 hp
Attacker has a higher noral e class -1TN
Attacker is standi ng and defender is A 12 | 9-11 hp 5-8 hp 1-4 hp 0 hp
kneel i ng -1TN B 11 8-10 hp 4-7 hp 1-3 hp 0 hp
Attacker is standing and defender is prone | -2TN g 190 ;g EE jg :g ig EE 8 EE
At t acker is kpeel ing and defender is prone -1TN E 3 6-7 hp 3-5 hp 1-2 hp 0 hp
Penal ty nodifiers . :
Def ender has a hi gher nel ee weapon cl ass +1TN verrTJenn - 3 N A N A N A
Def ender has a hi gher noral e cl ass +1TN NOvement -
Defender is standing; attacker is kneeling +1TN nor mal 2 2 1 0
Def ender is standing and attacker is prone +2TN Novenent —
Def ender is kneeling and attacker is prone +1TN Kneel i ng 2 2 1 0
Attacker is lightly wounded (LW +1TN Movenent - 1 1 1 0
Attacker is noderately wounded (MN +2TN Prone
Attacker is seriously wounded (SW +3TN L. ]
Critical Hts Table
%C;Itl' Equi pnent Vehi cl es Structures
KO — equi pnent knocked out KO — vehi cl e knocked out Structure destroyed
1 Roll for “crew hit” Roll for “crew hit” Roll for “crewhit”
on protected crew on protected occupants on protected occupants
o ; o A : o 4 0 Fire: crit. and “crew hit” on
2 addistr}eonsalgocnrr;aé blionv'r\/na-dizcilell ocE:JrZ-rltgrlef/.eran?ur?lrﬁ\rllvt |h: tveﬁinclaleI KO e Y U s
’ Y P y structure destroyed
3 Penetration: “crew hit” Penetration: “crew hit” Penetration: “crew hit”
on protected crew on protected occupants on protected occupants
4 Stressed — 1/2 DT Stressed — 1/2 DT Stressed — 1/2 DT
5 Maj or damage: +2 TN Mai n weapon seriously dam +2 TN Maj or damage: -2 DT
6 Li ght damage: +1 TN Mai n weapon lightly dam +1 TN Li ght damage: -1 DT
7 Maj or danmage: +2 TN Maj or weapon damage: Al weapons +2 TN Maj or damage: -2 DT
8 Li ght danage: +1 TN Li ght weapon damage: Al weapons +1 TN Li ght damage: -1 DT
9 Maj or damage: +2 TN Serious suspension damage: — 1/2 MP Maj or damage: -2 DT
10 Li ght damage: +1 TN Li ght suspension damage: - 1/4 MP Li ght damage: -1 DT
11 Maj or damage: +2 TN Serious Engi ne Danmge: -1/2 M Maj or damage: -2 DT
12 Li ght damage: +1 TN Li ght Engi ne Damage: -1/4 MP Li ght damage: -1 DT
Vehicle Ht Location Table
Thrown G enade O her Indirect Direct Fire using O her Direct
At t ack Fire HE amuni ti on Fire
?V w t hout turret
Top 1-3 1-4
Fr ont 4 5 1-3
Ri ght Side 5-6 6-8 4-6
Left Side 7-8 9-11 7-9
Rear 9 12 10-12
Bot t om 10-12
Hul | facing rost 1.8
visible to shot
Hul I faci ng next
nmost visible to shot 9-12
—
AFV with turret
Hul | Top 1 1-2
Hul | Front 2 3 1-3
Hul | Ri ght Side 3-4 4-6 4-6
Hul | Left Side 5-6 7-9 7-9
Hul | Rear 7 10 10-12
Hul | Bottom 8- 10
Turret Side 1-4
Turret Top 11-12 11-12
Hul | faci ng nost
visible to shot 5-10
Hul | faci ng next
most visible to shot 11-12
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