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To: Kines Own Yorwshire Lignt Infantry
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September 15,
0515 on September 15, you are to nhave two companies follow elements
of the Heavy Section Machine Gun Corps in an attack toward Flers.
Expect scattered resistance from the Uu'" Bavarian Infantry and Field

Ar‘ti;l)iery Reciment T7. Let tne Landships take thne lead; follow
benind at a safe distance. After their fire suppresses a target,
your infantry snould finisn the job witn bayonets. Then nave your

infantry fall in behind the Landships to resume the attack togetner.
Should all elements of the Heavy Section be xnocked out of action

your infantry should continue to press the attack. Jad save thne
Jueen.
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Victory Conditions

The British win at game end if there are no German units in any hex of Delville Wood
(A09-Al1, BO9-B11, C10-C11, D10-D11) and in any hex of Flers (EO1, EOZ, EO3, EO4). The
British need to clear both the town and the wood of German units in order to win.

Notes

To simulate tank fright as occurred during this first-ever use of these weapons all CC
checks made in response to a melee attack by a tank suffer an additional +1 penalty.




