ESCAPE AND EVASION


by Tim Price





This is a simple game for two Teams and an Umpire. It is set during an SOE sabotage Operation in the last days of WW2, deep in the heart of Nazi Germany.





The players take the parts of the 6 man sabotage team, and the local German Commander. The team have just succeeded in blowing up the vital Altenbeken Rail Tunnel (located to the east of Paderborn). The local German Commander has the job of attempting to catch them before they are flown out of the area. 3 copies of the map, laminated; some water-based felt pens and a 6 sided dice are all that is required. 





BRIEFING FOR THE GERMAN COMMANDER





It is 0400hrs and news has just come in that an ammunition train has been derailed and blown up inside the Altenbeken rail tunnel, some 10 minutes ago. The railway official who rang you says that it is definitely sabotage and the Commandos responsible are probably in the local area as the explosives were set off by a command wire (rather than a timing device) so the train would be caught in the explosion.





Time is of the essence! You must deploy the few men that you have to ensure that you prevent their escape. There have been a number of raids like this in the past few months and the Divisional Commander, General Klinkerhofen, wants some live prisoners, or he will make an example of the luckless Stadt Security Controller responsible for letting them get away - that's you!





You have 6 Patrols billeted in towns around Bad Driburg: Deringen, Neuenhessen, Schwaney, Altenbeken, Nieheim and Steinheim. They are each equipped with a truck, driver and escort; and both the vehicle and patrols are equipped with reliable radios. The remainder of your men are posted in the towns and the cities of Bad Driburg and Bad Meinberg on security duties, and cannot leave the town.





Based on a report that you received some weeks ago, it is likely that the enemy Commandos will attempt to lie low for a few days, before moving of to a suitable landing site nearby to be picked up by light aircraft. The landing site must be on open ground, clear of roads or trees; and with a low-level approach that is also clear of trees or buildings.





BRIEFING FOR THE BRITISH COMMANDOS





It is 0400hrs and you have arrived at the rendezvous after successfully blowing up an ammunition train inside the Altenbeken rail tunnel. This was a vital communication link for the German Army and its destruction is sure to shorten the war. It is also sure to bring out the Germans in force to hunt you down.





You are, of course, all aware of Hitler's order that all "Commandos" are to be shot as terrorists, so you have no desire to be captured. The plan is that you escape into the forests in the local area, and lie low for a few days, before making a dash for the landing ground where a pre-arranged Lysander will collect you. It is fortunate that at this stage of the war, there are few good quality troops in the rear areas able to be sent after you.





You team consists of 6 men, each a highly trained specialist in the SOE. Each of you has a map of the area and in 5 days time the Lysander will be at the landing ground. If you are not there, it will be assumed that you have been captured and shot.





BRIEFING FOR THE UMPIRE





Before you start.   Copy the map and give a copy to each of your players. Keep a copy for yourself and cover it in fablon or laminate it so you can mark where both sides are on the map. Hand out the briefing sheets to the players. After they have had time to look at them, get the British player to nominate a landing site for the Lysander in 5 days time (move 11).





How to play.   The British player gets to move first from his rendezvous (which he must also nominate in one of the hexes around the hex with the rail tunnel in it (but not in the town of Altenbeken!)). The Umpire should plot the movement of the British, hex by hex; then ask the German player what he is doing. 





You must deal with each player in turn, so you won't get confused: The British move first, then you resolve all incidents where they move through German locations. The Germans then move, and you resolve all incidents where they move through British locations. 





If the moving player (British or German) moves through a hex containing forces of another player, roll on the German Search Matrix to see if the Germans spot the British.


If the British are setting an ambush and a vehicle (that is not carrying a Patrol) passes through the ambush hex, roll on the British Ambush Matrix. If the vehicle contains a Patrol, roll on the German Patrol Matrix instead.


The Germans may elect to search a hex instead of moving. If they do this they have 6/6 chances of spotting any British, regardless of the terrain or whether they are moving or not. A Vehicle crew can only make a road block and have a 6/6 chance of spotting those moving by road.


A German vehicle can only look at the road while it moves (with the -1 modifier), but it searches the final hex of its move as if it was a Patrol (with the -1 modifier).


German vehicles (without a Patrol on board) can only report back the British location if they spot them (unless they want to attack them using the British Ambush Matrix).


Vehicles can move, drop off, and those dropped can move in one turn. They can also move to a place, those to be picked up can also move to the same place, and get on board in a turn. They cannot, however, get on board, move, and them get off again in the same turn.


If the British are spotted by a Patrol, roll on the German Patrol Matrix for results.


Wounded Commandos can only move if helped by an unwounded Commando, and then only move 1 hex per turn.


Wounded Commandos do not count for the Patrol or Ambush Matrix, but do for the Search Matrix.


British driving a captured vehicle through an Urban area at night or through a German Patrol during the day are automatically spotted. If they drive a captured vehicle at night through a German Patrol or through an Urban area in the day, use the Search Matrix as usual. Abandoned vehicles are automatically reported the next DAY.


The British are only on a road while moving along it - otherwise they are off the road in the terrain that is shown in the hex. So if a vehicle passes along the road, it cannot spot them unless they too are moving along the road.





The Umpire moves between the players, who are sitting where the other cannot see or hear them, with his master copy of the map adjudicating the results of each turn. 





Ending the Game.   The Lysander lands on the designated hex at the end of the British Players turn during move 11, and takes off at the end of the German players turn. If the Germans move onto the hex with the Lysander on it, it is automatically spotted and a roll must be made on the German Patrol Matrix as usual.





If the Germans capture a live prisoner, they win. If the British get more than 1 SOE operator away the mission is a success. Both sides can, therefore win or lose.





GAME DESIGNERS COMMENTS





This game is loosely based on a role-playing scenario I designed for a Bible-reading class in Camberley some years ago. The same basic scenario was used for a game at COW called "Special Forces in WW2", and was a disaster as the players were all quickly killed or captured.





I was experimenting recently with a computer drawing package to see if I could create perfect hexagons (that tessellated exactly) (unlike my previous attempts). I eventually succeeded and, having produced a page of perfect hexes, started to sketch idly on them. The actual 1:100,000 scale map of the Paderborn/Bad Driburg area (used in the previous games) was on my desk, so I transferred it (roughly) to the hex map to see what it would look like. From this basic idea the game was born.





The Altenbeken rail junction and tunnel is real and was a very important military communications node in WW2 (and still is today). The tunnel itself was bomb-proof, being dug far under the Eggegebirge Ridge, but the junction in the town of Altenbeken itself was bombed repeatedly.





The ground scale is approximately 2Km per hex - which means that the players are only moving 6Kms in a day! This is obviously wrong, until you read accounts of people escaping and evading spending 2 days crossing a road. The total distances over the period and the total area "felt right" when matched to some accounts I had read. In the end I elected to go for the mechanisms I used because the end result "felt realistic". Marcus Whatney's "Design for Effect" or Phil Barker's "Variable Delay"? I don't know (and I don't care really).





��
ESCAPE AND EVASION


UMPIRE'S SUMMARY SHEET





British Start: 		6 x Characters on a hex next to the Rail 	Tunnel (near Altenbeken)


German Start :	6 x Patrols + 6 x Vehicles in Villages


�Pick up point:	One of any pair of Open Hexes (not 


			containing a road and not at edge)


British Move First. Resolve all moving through German


locations. Germans then move. Resolve all moving through


British locations.


Vehicles Move and Drop off, or Move and Pick up. All 


�Vehicles and Patrols have radios.
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GERMAN SEARCH MATRIX�
�
DAY TURN�
ROUGH�
OPEN�
ROAD�
URBAN�
�
BRITS MOVING�
4/6�
6/6�
6/6�
1/6�
�
BRITS HIDING�
1/6�
2/6�
6/6�
1/6�
�
NIGHT TURN�
ROUGH�
OPEN�
ROAD�
URBAN�
�
BRITS MOVING�
2/6�
3/6�
4/6�
2/6�
�
BRITS HIDING�
0/6�
1/6�
2/6�
0/6�
�
MODIFIERS: British in a group = +1, Germans in a vehicle = -1�
�
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UMPIRE'S TIMELINE�
�
MOVE�
TIME OF THE DAY�
�
1�
NIGHT�
�
2�
DAY�
�
3�
NIGHT�
�
4�
DAY�
�
5�
NIGHT�
�
6�
DAY�
�
7�
NIGHT�
�
8�
DAY�
�
9�
NIGHT�
�
10�
DAY�
�
11�
NIGHT�
�






�





MOVEMENT (Day or Night)�
�
ROUGH�
1�
�
OPEN�
2�
�
ROAD or URBAN�
3�
�
Wounded (helped)�
1�
�
BY VEHICLE�
10�
�






BRITISH AMBUSH MATRIX�
�
DICE�
RESULT�
�
1�
Brit Wounded, Germans Escape�
�
2�
Germans Escape�
�
3�
Germans Killed, Vehicle Destroyed�
�
4�
Brit Wounded, Vehicle Captured�
�
5�
Vehicle Captured�
�
6�
Vehicle Captured�
�
Modifier: British in Group of 4+ = +1


Rough = +1, Urban = -1�
�






GERMAN PATROL MATRIX�
�
DICE�
RESULT�
�
1�
Brits Captured�
�
2�
Brits Killed�
�
3�
Brits Killed�
�
4�
Brit Wounded, but Escape�
�
5�
Germans Killed, Brit Wounded�
�
6�
Germans Killed, Brits Escape�
�
Modifier: British in Group of 4+ = +1


Rough = +1, Urban = -1�
�












