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The Scheldt Campaign is an operational game about the effort to clear the Scheldt Estuary in 

November 1944.  The port of Antwerp, captured in September, had the potential to ease the tight 

supply situation of the Allied armies in Northwest Europe.  However, access to the port was 

blocked by German artillery fortifications along the Scheldt.  This campaign was intended to 

remove those fortifications and thus allow supply ships to unload at Antwerp.  Although troops 

from the UK, Poland, and the USA participated in the fighting, Canadians bore the brunt of it. 

The game was designed by Brian Train and published by the Microgame Design Group in 2012.1  

The mapsheet consists of two 11x17 inch sections, although only about half of that is the map 

itselfðthe rest being holding boxes and other play aids.  There are 224 die-cut counters, 30 

cards, and four player aid cards.  Thus, it is a relatively small game.   

The game has several unusual features.  While the unit counters (called tactical units) represent 

brigades for the Allies and regiments or battalions for the Germans, most are kept off-map in 

holding boxes keyed to divisions.  The divisional headquarters units (called Task Forces in the 

game) are placed on the map.  The game is divided into game turns, and, within those, player 

turns.  However, the sequence of play is based on the use of cards.  During the planning phase at 

the end of each player turn, the player selects a hand of cards from his deck which will give him 

certain capabilities during the next cycle of his opponentôs player turn and then his own.  There 

is no randomness in this processðthe player may select whatever cards he wants, up to a limit of 

7 cards for the Allies and 4 cards for the Germans.  Selecting the cards is the gameôs way to 

force the player to decide what he wants to accomplish over the next turn.  Some of the card play 

allows the player to respond to the opponentôs actions, but most allow him to accomplish certain 

actions in his own player turn. 

The cards are named for the four sections of the military staff:  G-1 (Administration), G-2 

(Intelligence), G-3 (Operations), G-4 (Logistics).  In game turns, this is what playing the cards 

can do: 

¶ G-1:  Played in a playerôs Preparation Phase, a G-1 card can be used to replace losses 

from a single combat unit (1-3 hits, depending on a die roll), bring in reinforcements, or 

regroup a task force.  That last allows the player to attach or detach tactical units in or 

adjacent to the task forceô hex, or to deploy a currently unused task force HQ onto the 

map. 

¶ G-2:  Played at the beginning of combat during a playerôs Operations Phase, a G-2 card 

can give the attackers ñtactical advantageò (first fire), which would otherwise go to the 

defender.  A defender can play a card in order to nullify the attackerôs card and thus 

                                                 
1 Another version of the game was published by Hollandspiele in 2016.  The new version has improved counters and 

map, but the rules are unchanged.  It also uses counters instead of cards to track the playersô planning choices. 
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retain tactical advantage.  This card may also be used to examine the opposing playerôs 

staff card hand or his off-map holding boxes.2 

¶ G-3:  Played during a playerôs Operations Phase.  Allows tactical movement of one unit 

or task force, or an attack by one unit or task force. 

¶ G-4:  Played during a playerôs or opponentôs Operations Phase.  If played in combat, it 

allows all artillery units in range (typically 2-3 hexes) to participate, offensively or 

defensively.  The Allies can also use one to call in air support, which acts like a 

3-strength artillery unit.  This card can also be used to allow one unit or task force to use 

strategic movement, which triples its movement allowance but prohibits being adjacent to 

enemy units at any time. 

If you think about this list, you will see that this is a game where only a few units are going 

to be doing anything in a given turn.  The Germans get only 4 cards, and the Allies get 7.  

Moving and attacking with one division takes 2 G-3 cards.  If you want to support your 

attack with artillery or air (and you do!), it takes more cards.  A single fully supported Allied 

attack (which is very rare) would take 5 cards:  2xG-3, G-2, 2xG-4 (for artillery and air).  

That doesnôt leave much for other activity. 

Movement is standard.  Units have movement allowances, and terrain costs different amounts 

of movement points.  While mechanized units have higher movement allowances, they are 

restricted in most of the terrain on the map, and so they will be sticking to roads.  There is a 

lot of bad terrain, including canals, polders, and flooded hexes.  Some hexes even have two 

canals along the same hexside! 

Only one task force may occupy a hex after movement, but an unlimited number of 

independent tactical units may also occupy a hex.  The stacks are seldom very high.  A 

German task force may contain only 4 units, while an Allied task force may contain 7. 

Combat is unusual.  Instead of using a CRT, it uses a roll-to-hit procedure.  You total your 

formationôs defense or attack strength (including artillery and air support) and then roll one 

die for each point.3  You score a hit on a 5 and two hits on a 6.  Each hit reduces the attack 

and defense strength of an enemy unit by 1.  There are strength loss markers to track this.4  

When a unitôs defense strength is reduced to zero, it is destroyed.  Combat is not 

simultaneous.  The side with the tactical advantage fires first, and the other side has to take 

its losses before it fires back.  Terrain reduces hits by specified amounts, and defenders get 

the advantage of all the terrain in a hex.  Defenders with tactical advantage can convert half 

their hits into hexes of retreat.  There is only one round of combat, but the attacker may 

attack again with the same formation by playing another G-3.  If a hex is vacated, attackers 

may advance into that hex (only). 

                                                 
2 This AAR is based on a solitaire play, and so these options were never used. 
3 This can be a lot of dice.  A well-supported Allied attack might have an attack strength of 20-30.  I used a 

spreadsheet to generate the die rolls and count the hits.  See Appendix B for details. 
4 With most units held offmap in holding boxes, these loss markers do not lead to towering stacks of counters. 
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To give you an idea of the relative strengths, a German regiment is usually a 3-4-4 (attack-

defense-movement).  The Germans also have a number of 1- or 2-strength battalions, 

representing ersatz units scraped together and thrown into combat.  Allied units vary, but 

most are 6-8-4s.  Thus, the Allied units are stronger and have more staying power.  This is 

important.  Units that are depleted can be rebuilt, but eliminated units cannot be brought 

back.  Thus, the same combat result might eliminate German units but leave Allied units 

available for replacements.  Artillery units on both sides have only one defense strength 

point. 

Only task forces have zones of control; independent units do not.  ZoCs stop movement and 

retreat (unless occupied by friendly units).  While there are no supply rules as such, units that 

are surrounded by enemy units and unoccupied ZoCs are isolated.  Isolated units cannot take 

replacements, receive reinforcements, or provide artillery support (they can still receive it). 

The game has a certain amount of chrome.  The Allies have a unit that will equip an infantry 

regiment with ñkangarooò armoured personnel carriers.  That makes the unit mechanized and 

allows it to disregard one hit per combat.  They also have a unit of ñbuffaloò amphibious 

vehicles that lets a single infantry unit cross water hexes.  Another special unit represents the 

British ñfunnies,ò specialized engineering assault vehicles.  This unit cancels one point of 

terrain benefit in an attack.  There are rules for amphibious assault, paratroop landings, and 

blowing up the dikes.  The Allies can bring in an extra division, at the cost of victory points.  

Both sides can ferry units across the estuary from certain points. 

Victory depends on points.  The faster the Allies eliminate the coastal artillery, the more 

points they get.  Both sides get points for eliminating enemy task forces.  The Germans get 

points for eliminating Allied tactical units, having task forces on the map at the end, and if 

the Allies use some of their options.  There are a few towns that give points to whoever 

occupies them at the end of the game.  The Germans get a lot of points for turns when they 

occupy Antwerp. 

Pre-Game Preparation 

Allies choose 1xG-1, 4xG-3, and 2x-G-4.  The G-1 is for some regrouping.  The G-3s will allow 

two divisions to move and attack, supported by the G-4s.  They may regret the lack of G-2s, but 

there isnôt room in the hand. 

Germans choose 2xG-1, 2xG-3.  This will allow some recovery and maneuver.  A G-4 might be 

useful to coordinate artillery, but that wonôt add more than two more die rolls anywhere on the 

map at present.  Since the Germans are standing on the defensive, they expect to get the tactical 

advantage without playing a G-2. 
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Initial setup.  Germans are gray, Canadians brown, British light tan, Poles reddish-brown, 

Americans (not yet on map) green.  The game was played on a vertical surface using magnetic 

clips, which are the black bands on the counters.  Note that Appendix A includes photos of the 

map with no counters, to help you identify geographic features. 

Turn 1 

Allied Preparation Phase:  Expend the G-1 to add 6th Canadian Infantry to 2nd Canadian Division. 

Allied Operations Phase:   

2nd Canadian Division moves one hex north to attack 711th Division (2xG-3).  49th British 

Division provides artillery support (G-4).  711th has tactical advantage and rolls 9 dice, scoring 3 

hits, which the Canadians spread among their three maneuver brigades.  The Canadians roll 22 

dice, scoring 16 hits, reduced to 14 by woods terrain.  711th must take 7 hits before retreating, 

which eliminates all three maneuver elements (731st, 744th Infantry; 711th A/T).  With only its 

artillery remaining, the division retreats 7 hexes, to the hex just south of Steenbergen. 

With such an opening, the Allied decide to advance 49th British Division one hex north to attack 

719th Division, with air support (2xG-3, G-4).  The Germans roll 8 dice but score no hits.  The 

British roll 29 dice and score 16 hits.  719th is completely destroyed.  (The air strike was a waste 

of G-4, in retrospect.) 

Allied Planning Phase:  Allies choose 1xG-1, 4xG-3, and 2xG-4 again. 
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Allied player-turn 1.  2nd and 49th Divisions advancing. 

German Preparation Phase:  The Germans reorganize 1020th Infantry in Woensdrecht into 344th 

Division, providing a nucleus for later reinforcements.  They use their other G-1 to remove two 

hits from 1018th Infantry (346th Division). 

German Operations Phase:   

The Germans move 712th Division one hex north to block 2nd Canadian Division from advancing 

down the road to Woensdrecht.   

They move 64th Division to hex 0708 where it can provide artillery support to all of the 

independent units holding the periphery of the Breskens Pocket. 

German Planning Phase:  The Germans choose 1xG-1, 2xG-3, and 1xG-4. 
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German player turn 1.  344 Division deployed, 712th moves. 
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German Player turn 1.  64th Division moves. 

Turn 2 

Allied Preparation Phase:  The Allies use their G-1 to remove a hit from 2nd Armour 

(2nd Canadian Division). 

Allied Operations Phase:   

3rd Canadian Division moves one hex southeast and attacks 1037th Infantry in Watervliet, 

supported by 4th Canadian Armour Divisionôs artillery and an air strike (2xG-3, 2xG-4).  The 

Germans respond by providing artillery support from 64th Division, 702nd and 203rd Coastal 

Artillery (G-4).  The Germans roll 8 dice and score 4 hits, reduced by 1 for the Canadian 

Kangaroos.  These are allocated to the Canadian armour and infantry brigades.  The Canadians 

roll 19 dice and score 5 hits, reduced by 5 for terrain (fort, village, polder, canal), and then 

increased again for the presence of the British funnies (canceling one terrain advantage), for a net 

result of 1 hit.  The Germans take their hit. 

The Canadian 9th Infantry, equipped with buffaloes, moves from Terneuzen to hex 0707, cutting 

64th Divisionôs retreat route across the canal (G-3). 

49th British Division crosses the canal and moves northwest, to the road just south of Zundert 

(G-3). 

Allied Planning Phase:  The Allies choose 2xG-1, 3xG-3, 4xG-4. 
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Allied player turn 2.  Unsuccessful assault on Watervliet; 9th Infantry moves by water. 


