SCENARIO 2
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"A” Form Army Form C.2121 &
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SBERECT ot oltormines La Boiselle .. .. .

July 3. 1916

The Worcesters are to advance, enctare and defeat all
elements of the 110tn Keserve Infantry Keciment now
occupying La Boiselle and secure perimeter by dawn.
Preparations for attacking the enemy should be made
without delay. As part of our deception plan, artillery
assets will not be used.

Order of Battle:
Map La Boiselle, Length 7 turns. The Germans set up first.

German:
110th Reserve Regiment, set up in any hexes of La Boiselle: hexes HO2, HO3, I03 and 104.

3 X Infantry Companies (+2/2/8/3: +1/2/7/3)
1 X Machine Gun Platoons (0/0/7/1: +2/5/8/0)

British:
10th Worcestershire Regiment, set up in any hexes that are at least two hexes away from
every hex of La Boiselle.

9 X Infantry Companies (+2/2/8/3: +1/2/7/3)

Victory Conditions:
The British win at game end if they control every hex of La Boiselle: hexes HO2, HO3, I03
and 104.

Notes:

This scenario takes place at night. However, on the first game turn only, if the initiative
procedure and subsequent night reduction yield O command couplets then allow 1 with the
British going first. Ignore all wire depictions; all avire has been breached.
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