
 

  The Squad WILL Advance!  

Combat Report 

 

 

Note: The Rules used for this game are called The Squad will Advance! And are a set that has been in use by 

the various clubs I have belonged to since the 1980s. They are designed for squad based World War 2 games. 

We will be publishing them as a downloadable PDF on the Architects of War Website as soon as time permits. 

We did think this little play test scenario we ran to get the rules into publishable shape was a lot of fun. We 

also thought a very small WW2 game with the relatively unusual (and small) forces involved might be 

entertaining to some of you. This rough and ready combat report was stuck together with the help of the 

members of the ECAMGA Club of Maryland.  

 



 

                                    

 

 

The French Forces The German Forces 
Commanded by Dur Cartilages Commanded by Hauptman Kaufmann 

Francois’ Band 38t Panzer (tracked and burning) 
4 Resistance Fighters with 2 smgs, 2 rifles Tank Crew (4) with 1 MP40, 3 pistols 

Pierre’s Band Infantry Squad 
4 Resistance Fighters with 2 smgs, 2 rifles 4 Privates with Kar98 rifles 

 Opel Blitz Trucks 
 2, Disabled 

The Objectives 

French 

Dur Cartilages and his band of French Resistance fighters are desperate for supplies, particularly ammunition. They have successfully 

mined the road and have stopped a small and unsuspecting German convoy by blowing the tracks off the 38t tank escort and 

catching it on fire. Their objective now is to kill or drive off the survivors and get the precious supplies before German 

reinforcements arrive. They must make it to the supply truck and have at least 4 men left to carry the supplies off the table.  

German 

Hauptmann Kaufmann is having a bad day. Moving his 38t across country for some minor repairs, he tagged onto a small supply 

convoy. Little did he know he would lose his tank to a mine laid by the Resistance. Fortunately, his crew escaped with only one 

wounded. Now, he has to take cover, and try to keep the French away from the supplies until reinforcements arrive.  

The Game 

The game was intended to be played for ten turns. The German reinforcements arrived when the German player rolled an 8+ on a 

d10. It was determined before the game that they would arrive in the woods along the table edge.  The table was one end of a 5 x 10 

table we prepared for a larger WW2 game. We had allotted about an hour and a half for set up and play. We had four players, with 

ŜŀŎƘ ǘŀƪƛƴƎ ŀ άǎǉǳŀŘέΦ hƴŜ player commands the German tankers and the reinforcements while another player commanded the 

surviving German ǘǊǳŎƪ ŎǊŜǿΦ ¢ƘŜ CǊŜƴŎƘ ŎƻƴǎƛǎǘŜŘ ƻŦ CǊŀƴŎƻƛǎΩ ōŀƴŘ ƭŜŘ ōȅ 5ǳǊ /ŀǊǘƛƭŀƎŜǎΣ ŀƴŘ tƛŜǊǊŜΩǎ ōŀƴŘ ǇƭŀȅŜŘ ōȅ ǘƘŜ ǎŜŎƻƴŘ 

French player. With so few figures to use, it was actually quite intense as losing a single man meant 25% of your force! 

 

 

 

5ŀƴ άaŎDǊƛǎǘƭŜέ /ƻƳƳŀƴŘƛƴƎ ǘƘŜ CǊŜƴŎƘΦ 

IŜ ƭƛƪŜŘ Ƙƛǎ Ƙŀǘ ŀ ƭƛǘǘƭŜ ǘƻƻ ƳǳŎƘΧ 

¢ƘŜ ŘƻǳǊ ŦŀŎŜŘ aƛƪŜ άǘƘŜ ǇŀƛƴǘŜǊέ 

commanding the German column in a 

ƘŜƭƳŜǘ ǿŀȅ ǘƻ ǎƳŀƭƭΧ 



 

Initial Deployment 

The French were allowed to set up along the hedge rows as indicated. The Germans had to deploy next to their disabled vehicles.  

 

 

The Germans are stopped by an improvised mine and deploy next to their vehicles for Turn 1. 



 

 

 

 

 

 

 

CǊŀƴŎƻƛǎΩ ōŀƴŘ ƛǎ ŘŜǇƭƻȅŜŘ ƛƴ ǘƘŜ ƘŜŘƎŜ Ǌƻǿ ƻǇǇƻǎƛǘŜ ǘƘŜ ǘŀƴƪΦ Lǘ ƛǎ ǘƘŜȅ ǿƘƻ ƭŀƛŘ ǘƘŜ ƳƛƴŜΦ 

tƛŜǊǊŜΩǎ ōŀƴŘ ƛǎ ŘŜǇƭƻȅŜŘ ŦŀǊǘƘŜǊ ōŀŎƪ ŀǘ ǘƘŜ ƧǳƴŎǘƛƻƴ ƻŦ ŀ ƘŜŘƎŜ Ǌƻǿ ŀƴŘ ŀ ǎǘƻƴŜ ǿŀƭƭΦ ¢ƘŜȅ ǿƛƭƭ ŀǘǘŜƳǇǘ ǘƻ ǊŜŀŎƘ ǘƘŜ ǘǊǳŎƪ from the 

right flank while two of their numbers use their rifles to suppress the surviving truck crew. 

The haggard German tank crew (Bolt Action models) dash to safety as the relentless French resistance tries to shoot them. 



 

Turn 1 thru 3 

The French were lucky on the first turn to win the initiative. Immediately, FrancoisΩǎ ōand started laying fire on the escaping tank 

crew, pinning them down behind a stone wall. The other French units started advancing. The Germans in the disabled trucks fired 

back with little effect while one of the squads desperately tried to get one of the trucks restarted. On the second turn, winning the 

initiative again, the French poured more fire into the little band of tankers, but they made their Guts (morale) roll and evaded along 

the wall towards the bombed farmhouse seeking better cover. One of the French bands failed their command roll and was unable to 

do anything but hold their position. The Germans in the truck continued their ineffective fire against the French and tried without 

success (they needed to roll an eight on a d10) to start the truck. After the first two turns, the Germans had failed the rolls indicating 

their reinforcements had arrived, but on the start of the third turn their poor luck began to change. A German infantry squad 

mounted on horses for patrol duty heard the shots and saw the thick black smoke pouring from the tank and came to investigate.  

The reinforcements came on the table in the woods. The tank crew won the first initiative slot. They took advantage of it by taking 

an evading move into some bushes concealing themselves from the French that had been firing on them. The French band fired on 

them anyway with no effect. The French band on the DŜǊƳŀƴΩǎ left flank went next with half of them firing on the Germans in the 

truck and the other half taking an evading move down the overgrown field walls towards the disabled supply truck. The Germans in 

the truck became pinned by the French fire and their meager return fire had no effect.  

 

 

 

tƛŜǊǊŜΩǎ ōŀƴŘ ǇƻǳǊǎ ǎǳǇǇǊŜǎǎƛǾŜ ŦƛǊŜ ŀƎŀƛƴǎǘ ǘƘŜ ǘǊǳŎƪǎ ǿƘƛƭŜ ŀ ŦŜǿ ƻŦ ǘƘŜƛǊ ƴǳƳōŜǊ ŀǘǘŜƳǇǘ ǘƻ ŀŘǾŀƴŎŜ ŀƭƻƴƎ ŀ ǎǘƻƴŜ ǿŀƭƭΦ 

The tank Crew is suppressed on the German left flanƪ ōȅ ǘƘŜ ŦƛǊŜ ŦǊƻƳ CǊŀƴŎƻƛǎΩ ōŀƴŘΦ 



 

 

 

 

 

Turn 4 thru 8 

At the beginning of turn four, three of the now Five German sections on the table got to go first by getting the highest initiative rolls.  

The mounted patrol of Germans came onto the table in turn three through the woods and now dismounted and took a full advance 

move towards the firing. The tank crew also rolled high on their initiative test, passed their command roll and ran (Charged) for the 

cover of the farmhouse. Time was now running out for the French. They had to advance quickly if they had any hope of getting the 

supplies in the truck before the reinforcements got in range, surely outgunning the French. Ignoring the tank crew now, FrancoisΩ 

band switched fire onto the truck crew. The German private trying to start the truck was shot dead through the windshield as the 

Bren gun opened up. The men in the back of the truck, already pinned, took no casualties but the fire forced them to fall back. They 

jumped out of the truck and across the wall to take cover.  On Turn Five, the initiative split equally between the French and the 

Germans. The German reinforcements in the woods advance aggressively toward the French trying to get them in their sights. The 

¢ŀƴƪ ŎǊŜǿ ƘŜƭŘ Ŧŀǎǘ ƛƴ ǘƘŜ ŦŀǊƳƘƻǳǎŜΦ CǊŀƴœƻƛǎΩǎ ōŀƴŘ ǘƻƻƪ ŀƴ 9ǾŀŘŜ ƳƻǾŜ ŦǊƻƳ ǘƘŜ ƘŜŘƎŜ row directly towards the truck. The 

advancing French were screened from the Germans hiding behind the wall by the disabled vehicles. Those Germans made their 

/ƻƳƳŀƴŘ Ǌƻƭƭ ŀƴŘ ǊŀƭƭƛŜŘΣ ōǳǘ ŎƘƻǎŜ ǘƻ ǎǘŀȅ ƛƴ ǇƭŀŎŜ ōŜƘƛƴŘ ǘƘŜ ǎǘƻƴŜ ǿŀƭƭ ǿƘŜǊŜ ǘƘŜȅ ŎƻǳƭŘƴΩǘ ǎŜŜ ŀƴȅǘƘƛƴƎ ǘƻ ǎƘƻƻǘ. The other 

French band kept moving towards the supplies along the overgrown walls.  

 

A German mounted patrol hears the gunfire and arrives to investigate on the wrong side of a wood on Turn 3. 

The German tank crew dashes for cover after becoming unpinned. 



 

 

 

 

 

 

 

 

The German Cavalry is dismounted and hurrying through the woods to rescue their comrades. 

The tank crew makes a successful dash for the cover of the farmhouse just as the cavalry arrives from the woods! 

CǊŀƴŎƻƛǎΩ ōŀƴŘ ƳŀƪŜǎ ŀ run for the supply truck. 



 

 

 

 

 

 

Turn 6 and 7 

On turn six, the French desperately needed to win the most initiative rolls they could and did just that. CǊŀƴŎƻƛǎΩ band advanced 

ǘƻǿŀǊŘǎ ǘƘŜ ǎǳǇǇƭȅ ǘǊǳŎƪ ƛƴ ƳŀǎǎΦ tƛŜǊǊŜΩǎ ōŀƴŘ ŦŀƛƭŜŘ ƻƴŜ ŎƻƳƳŀƴŘ Ǌƻƭƭ ŀƴŘ ǿŀǎ ǎǘǳŎƪ ƛƴ ǇƭŀŎŜΗ .ŀŘ ƭǳŎƪ ǘƘŀǘΧǘƘŜ ǎŜŎƻƴŘ ƘŀƭŦ ƻŦ 

PierreΩs team started moving towards the supply truck too. The Germans hiding behind the truck panicked and attempted to hurl 

their one remaining grenade at the nearest French band. They rolled a one, an automatic fumble! The grenade landed in the back of 

their own truck and went off. Boom went the grenade and then the ammunition in the truck started brewing up! The French were 

still too far away to be affected and the Germans tossing the grenade were fortunately protected by the stone wall. The tank crew 

stayed put and the Germans in the woods advanced just within a clear line of sight so they could fire on the French in the next turn.  

Well, with the supplies now burning, there was no way the French could win, but we decided to solider on with one more turn to see 

if the French could at least get off the table without any casualties! The Fire team of the German reinforcements was at the top of 

the initiative roll followed by all the French. The Germans opened up with their MG34 and promptly mowed down two French 

resistance fighters and pinned the rest (The French player rolled a lowly 2 on his test!). After that, the game was pretty much done 

and we called it over. With both the Germans and the French losing the supplies, the game was a draw (not something the 

resistance can afford!). The Germans certainly scored an honor point by at least keeping the tank crew from further harm although 

one could say that was negated by the clumsy grenade toss into their own supplies! In 45 minutes we had finished the first game of 

the evening.  

bƻǘ ǿŜƭƭ ƳƻǘƛǾŀǘŜŘΣ tƛŜǊǊŜΩǎ ōŀƴŘ Ŧŀƛƭǎ ŀ ŎƻƳƳŀƴd roll and gets low initiative rolls. They only make it about half way down the stone 

ǿŀƭƭ ōŜŦƻǊŜΧ 

A panicked German soldier attempts to throw a grenade at the approaching French but fumbles it and it blows up the supplies in the 

truck instead!   Game Over! 



 

Figures and Terrain 

The figures in the photos are an eclectic mix of Battle Honors, Foundry, Black Tree, and Bolt Action. We found all of them worked 

together very well. The Opel Blitz trucks are now out of production Battle Honors products. The Tank was a cheap plastic toy tank.  

The game was played on one end of a 5 x 10 table (we used the full table for a different game the same evening). The surface is 2 x 5 

foot textured panels. The Bombed Farm House and the forest are out of production items from .ŀǊōΩǎ .ǳƴƪŜǊ. The well, garden, 

Stone Walls, Fields, and Hedge rows are all from Architects of War. A small game like this is an excellent start at a broader collection 

of 28mm World War 2.  

 

To recreate this game we recommend the following products: 

Figures and Vehicles 

Bolt Action Partisan blister X2 

Bolt Action German Tank Crew (available Direct Only from Warlord Games) 

Bolt Action Plastic German infantry Box x1 

Substitute the Bolt Action Hanomag for the trucks (x2) 

Bolt Action makes a couple of tanks suitable for this scenario, again available Direct Only from Warlord.  

 

 

 

 

 

 



 

Terrain 

Use your own terrain table or cloth and add From Architects of War: 

Well, Family Plot, Garden, Hedge Row set x2, Stone Wall set x1, Muddy Field x2 

The Architects of War bombed farmhouse is coming but not yet for sale. There are other manufactures making reasonable 

ǎǳōǎǘƛǘǳǘŜǎΦ ¸ƻǳΩƭƭ ƘŀǾŜ ǘƻ ǎŜŀǊŎƘ ǘƘŜ ƴŜǘ ŦƻǊ ƴƻǿ ƻǊ ǎǳōǎǘƛǘǳǘŜ ǎƻƳŜǘƘƛƴƎ ŦǊƻƳ ȅƻǳǊ current collection. For the woods, any 

reasonable grouping of model trees will do.  

 

Rules 

To be honest, we have been using the same home grown set for years. We are going to publish them as a PDF download on our 

website relatively soon.  

 

 


