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The Colmar Pocket - The Last Crusade CCG

During the offensives of November 1944, the cities of Strasbourg and ... The urgency for the Allies to reduce the Colmar pocket becomes pressing and on. 
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Colmar, France, January 20th- February 9th 1945 Story : During the offensives of November 1944, the cities of Strasbourg and Mulhouse are freed by the 6th U.S. Army Group. The initial impetus is quickly stopped, leaving between the two cities an important zone under German control: The Colmar pocket. New year’s day 1945: Under the command of Himmler, the 1. and 19. Armees begin the attack on Strasbourg called Operation Nordwind. The urgency for the Allies to reduce the Colmar pocket becomes pressing and on January 20th, the 1st and 2nd French Corps as well as the 21st U.S. Corps attack the Colmar pocket. On January 22nd, after three weeks of intense fighting and because of the Allied offensive, the Operation Nordwind is stopped. Three days later, Himmler leaves the pocket. The balance of forces in the Colmar pocket heavily leans in favor of the Allies. And on February 2nd, after fierce fights in the wineyards of Alsace, the 2ème Division Blindée enters Colmar. Colmar taken, it is the signal of the evacuation of Alsace by the 19. Armee. The Allies try to cut its retreat roads by rushing towards the bridges of Neuf-Brisach and Chalampe. The first one is blown on the 6th of February when the 3rd I.D. arrives. On the 9th, the bridge of Chalampe exploses as the French vanguard approaches. Most of the 19. Armee escaped. The remaining German troops are quickly subdue. In France, only the extreme north of Alsace and the Atlantic ports are still in German hands.



French and U.S. units : 1st French Corps: • • • • • • • • • • • • • • •



Quartier Général du 1er Corps français 1 M10 + 4 105mm Howitzer + 1 155mm Canon 151ème Rgt FFI 1 Fantassins + 1 60mm Mortier 1ère Brigade of Spahis 2 Goumiers + 1 MG Crew + 1 81mm Mortier 9ème DIC 1 M10 + 1 M8 3 Vétérans + 1 Fantassins + 1 60mm Mortier + 2 MG Crew 2ème DIM 1 M10 + 1 M8 3 Vétérans + 1 Fantassins + 1 60mm Mortier + 2 MG Crew 152ème Rgt FFI 1 Fantassins + 1 60mm Mortier Rgt FFI ‘Yonne’ 1 Fantassins + 1 60mm Mortier 4ème DMM 4 Vétérans + 2 Rifle + 1 M10 + 2 MG Crew + 2 60mm Mortier 4ème DBCP 2 Vétérans + 1 60mm Mortier + 1 MG Crew Rgt FFI ‘Morvan’ 1 Fantassins + 1 60mm Mortier 24ème Rgt FFI 2 Fantassins + 1 60mm Mortier + 1 MG Crew 5ème Rgt FFI 2 Fantassins + 1 60mm Mortier + 1 MG Crew Commandos Pommies 1 Vétérans + 1 60mm Mortier 3ème Tabor 1 Vétérans + 1 Fantassins + 1 MG Crew Section Vosges Nord 1 Fantassins + 1 60mm Mortier



2nd French Corps: • • • • • • • •



Quartier Général du 2ème Corps français 6 105mm Howitzer 1er Rgt de Chasseurs Parachutistes 2 Vétérans + 1 60mm Mortier + 1 MG Crew 1er Groupement de Choc 1 Fantassins + 1 60mm Mortier 1er DIM 4 Vétérans + 2 Fantassins + 1 M10 + 2 MG Crew + 2 60mm Mortar 1er GTM 1 Vétérans + 1 Fantassins + 1 MG Crew 4ème RTT 1 Fantassins + 1 60mm Mortier 7ème RTA 1 Vétérans + 1 Fantassins + 1 60mm Mortier + 1 MG Crew 2ème DB 2 Vétérans + 1 60mm Mortier + 1 M7 Priest 1 M5 Stuart + 3 M4 Sherman



21st U.S. Corps: •



•



•



•



•



HQ 1 M5 + 1 MG Crew + 1 Engineer 2 155mm Gun + 1 M7 2 M4A3E8 + 2 M4 Sherman + 1 M10 + 1 M4 Halftrack 28th Infantry Division 1 105mm Howitzer 1 MG Crew + 1 Bazooka + 1 60mm Mortar 1 Engineer + 2 Rifle + 2 Veteran 3rd Infantry Division 1 105mm Howitzer 1 MG Crew + 1 Bazooka + 1 60mm Mortar 1 Engineer + 2 Rifle + 2 Veteran 75th Infantry Division 1 105mm Howitzer 1 MG Crew + 1 Bazooka + 1 60mm Mortar 1 Engineer + 2 Rifle + 2 Veteran th 12 Armored Division 1 M18 + 1 M12 + 3 M7 3 M4A3E8 + 2 Veteran



2th Tactical Air Command: 1 P-47, 1 P-38, 1 B-26



German units : 19. Armee: • • • • • •



53 Korps 1 88mm AA/AT + 1 Wespe + 1 15cm Gun 54 Korps 1 Osttruppen + 1 15cm Gun + 1 28cm Rockets + 1 81mm Mortar Hefner Abteilung 1 Veteran + 1 Veteran (SS) + 1 Hetzer 1 8cm Mortar + 1 MG Crew 716. Volksgrenadier Division 2 Veteran + 2 Rifle + 1 8cm Mortar + 1 MG Crew 159. Infanterie Division 2 Veteran + 2 Rifle + 1 8cm Mortar + 1 MG Crew 338. Volksgrenadier Division



• • • • • • • • • • • • • • • • •



2 Veteran + 1 Rifle + 1 8cm Mortar + 1 MG Crew Vogesen Gruppe 1 Osttruppen + 1 Rifle 1 8cm Mortar + 1 MG Crew 16. Volksgrenadier Division 2 Veteran + 2 Rifle + 1 Green + 1 8cm Mortar + 2 MG Crew + 1 Panzerfaust SS Vogesen Gruppe 1 Veteran + 1 MG Crew 189. Infanterie Division 2 Veteran + 2 Rifle + 1 8cm Mortar + 1 MG Crew + 1 Panzerfaust 708. Volksgrenadier Division 2 Veteran + 2 Rifle + 1 8cm Mortar + 1 MG Crew + 1 Panzerfaust 269. Infanterie Division 1 Veteran + 1 Rifle + 1 8cm Mortar + 1 MG Crew 198. Infanterie Division 2 Veteran + 2 Rifle + 1 8cm Mortar + 1 MG Crew + 1 Panzerfaust Ostrhein Gruppe 1 15cm Gun 654. sPzJg Abt. 1 Jagdpanther 106. Panzer Brigade 1 Panther + 1 Nashorn Alarmkorps Rhein 1 VolksGrenadier Gebirgsjäger Rgt 136 1 Rifle + 1 MG Crew Gebirgsjäger Rgt 137 1 Rifle + 1 MG Crew Kampfgruppen Kolmar 2 Rifle + 1 8cm Mortar + 1 MG Crew 18. SS Korps 2 Veteran + 1 Panzerfaust 1 MG Crew + 1 88mm AA/AT 48. Reserve Division 1 Rifle + 1 Green + 1 81mm Mortar 1005. Brigade 1 Rifle + 1 MG Crew



Scenario rules : Use the optional rule Mortars as support weapon. The battlefield consists of LW (light wood), HW (Heavy woods), CL(Clear), CI (City), TO (Town), HI (Hills), VI (Village), MO (Mount).



CL01 CI07 MO13 HI19 HI25 HI31



1. Armee Headquarters CL02 CL03 CL04 LW05 VI08 CI09 CL10 CL11 VI14 HI15 HI16 TO17 MO20 HI21 HI22 MO23 HI26 MO27 HI28 MO29 HI32 HI33 HI34 HI35 French – U.S. Headquarters



CL06 CI12 HW18 HW24 HI30 HI36



Place 1 pillbox in CL03 and LW05 to simulate the bridge defences CL03 – Neuf-Brisach bridge CI09 – Colmar



LW05 – Chalampe bridge CI12 – Mulhouse



CI07 – Selestat TO17 – Guebwiller



1.



Turns 10 Turns. Each turn represents 2 days.



2.



Supply The American player receives 25 points at start and 4 supply dices until Turn 3. Then he receives 5 supply dices until the end of the game. The German player receives 25 points at start and 3 supply dices each turn. Supply points remain hidden during the game.



3.



Special cards Each player has a 42 special cards deck (2 identical cards max.). He must choose them according to the deck restrictions of annex 1. Each player draws 1 free card each turn with the possibility of buying only one other card at the cost of 6 points. Each player takes randomly 5 cards from this deck before the game begins.



4.



Weather At the beginning of each turn (except on turn 1), the German player rolls a die. 1-2 Clear 3-5 Cloudy: -2 to AirFPs and air recon. 6 Snow storm: No aircraft may fly. All motorized units have 1 MF only.



5.



Headquarters The 19. Armee Headquarter is north of the CL02 – LW05 line. As it represents zones behind the Rhine, units (except artillery units) can not attack from or to this Headquarter. The Allied Headquarter is divided in three. The 2nd French Corps and the 21st U.S. Corps Headquarters are west of the CL01 – HI31 line. The 1st French Headquarter is south of the HI32 – HI35 line and east of the CL06 – HI36 line. Each HQ has no stacking limit. Units can not directly move from one headquarter to another. A unit that is not connected to its HQ by friendly units controlling a zone attacks with a doubled cost in supply points and can not refit.



6.



Osttruppen If a German unit is destroyed in a zone where there is also an osttruppen unit, it causes the rout of this unit. Roll a die: 1-2 The osttruppen unit deserts and is discarded. 3-6 Retreat the unit towards the German HQ. If for stacking reasons the retreat is impossible, the unit is discarded.



7.



Vosges Mounts: MO Game effects: Defending units +2 infFP/+2 ArmFP. Recon into zone +1 TN. Artillery into zone +2 infFP against targets not dig in. Airstrikes and assaulting armors –2 FP. DIFFICULT



8.



SS units All SS infantry units from the Hefner Abteilung, the SS Vogesen Gruppe and the 18 SS Korps have +1 Inf, +1 Def.



9.



Capture of the Rhine bridges As soon as CL03 or LW05 is captured by the Allies, the German player immediately receives the Alarmkorps Rhein in the German Headquarter and he rolls a die: 1 The German player immediately receives the 18. SS Korps in his HQ 2 The German player immediately receives the 48. Reserve Division in his HQ 3 The German player immediately receives the 1005. Brigade in his HQ 4-6 Nothing



10. Others Only assaults and refits need supply points, reinforcements are free and come in play as indicated below.



Set up and reinforcement : Turn 1 : START. The Allied player begins the game. The weather is clear. German



The 53 Korps is deployed in HI22 The 54 Korps in CL10 The Hefner Abteilung in LW05 (dug in) The 716. Volksgrenadier Division in CL11 and TO17 (dug in) The 159. Infantry Division in HI23 and TO17 (dug in) The 338. Volksgrenadier Division in HI29 The Vogesen Gruppe in HI28 The 16. Volksgrenadier Division in HI27 and HI21 (dug in) The SS Vogesen Gruppe in HI27 and HI21 (dug in) The 189. Infantry Division in HI15 (dug in) and HI16 The 708. Volksgrenadier Division in VI08 (dug in) and CI09 (dug in) The 269. Infantry Division in CL04 The 198. Infantry Division in CL02 (dug in) and CL03 The Ostrhein Gruppe in the German Headquarters The sPzJg Abt. in CL03 and the German Headquarters The 106. Panzer Brigade in CL03 and the German Headquarters The Gebirgs Rgt 136 in HI16 The Gebirgs Rgt 137 in HI16 The Kampfgruppen Kolmar in CL10 Allied : The Quartier Général du 1er Corps français in the 1st French Corps Headquarters The 151ème Rgt FFI in CL06 The 1ère Brigade of Spahis in CL06 The 9ème DIC in CI12 and the 1st French Corps headquarters The 2ème DIM in HW18 and the 1st French Corps headquarters The 152ème Rgt FFI in HI24 The Rgt FFI ‘Yonne’ in HI24 The 4ème DMM in HI30, HI35 and HI36 The 4ème DBCP in HI34 The Rgt FFI ‘Morvan’ in HI34 The 24ème Rgt FFI in HI33 The 5ème Rgt FFI in HI32 The Commandos Pommies in HI32 or HI33 The 3ème Tabor in HI26 The Section Vosges Nord in HI26 The Quartier Général du 2ème Corps français in the 2nd French Corps Headquarters The 1er Rgt de Chasseurs Parachutistes in CI07 The 1er Groupement de Choc in CI07 The 1er DIM in the 2nd French Corps Headquarters (must enter the battlefield to CL01 or CL07) The 1er GTM in the 2nd French Corps Headquarters (must enter the battlefield to CL01 or CL07) The 4ème RTT in CL01 The 7ème RTA in CL01 The 2ème DB in the 2nd French Corps Headquarters (must enter the battlefield to CL01 or CL07) The 21st U.S. corps in the 21st U.S. Corps Headquarters The 28th Infantry Division in HI19, HI20 and the U.S. Corps Headquarters The 3rd Infantry Division in HI13, VI14 and the U.S. Corps Headquarters Turn 5 : Allied : The 75th Infantry Division arrives in the U.S. Corps Headquarters and can enter the battlefield by HI19 or HI25. Turn 6 : Allied : The 12th Armored Division arrives in the U.S. Corps Headquarters and can enter the battlefield by HI19 or HI25. Turn 10 : END (at the end of the turn)



Victory If the Allied player takes Colmar before the end of Turn 6, he has 10 Victory Points (VPs). If the Allied player takes Colmar after the end of Turn 6, he has 5 Victory Points (VPs). 0 points if the German player still holds the city at the end of the game. If the Allied player takes the Neuf-Brisach bridge before the end of Turn 8, he has 10 Victory Points (VPs). If the Allied player takes Colmar after the end of Turn 8, he has 5 Victory Points (VPs). 0 points if the German player still holds the city at the end of the game. If the Allied player takes the Chalampe bridge before the end of Turn 9, he has 10 Victory Points (VPs). If the Allied player takes Colmar after the end of Turn 9, he has 5 Victory Points (VPs). 0 points if the German player still holds the city at the end of the game. Historically, the Allied player got 15 points at the end of Turn 10.



Multi-players (optional) Five players: Three French-U.S. corps commanders and one commanding general (7th Army): 1st French Corps 2nd French Corps 21st U.S. Corps One German Armee commander The U.S. commanding general rolls the supply which is then parceled out to the field commanders as he sees fit. He also decides where the aircrafts will go.



Historical reference points Turn 7: Turn 9: Turn 10:



Colmar falls. The Neuf-Brisach bridge is blown. The second bridge across the Rhine is blown.



Annex 1 Below are written the special cards that players can not use in their deck. AMERICAN Weather related cards Cards with the word Hitler written on it Obstacle related cards Conscripts desert Espionage George Patton Manpower shortage Omar Bradley Partisan activity Railhead Reinforcements Russian offensive Sabotage Traffic jam Troop convoy Sabotage ammo Assault boats Bazooka team DUKW Flamethrower MG Crew Pontoon bridge



GERMAN Weather related cards Cards with the word Hitler written on it Obstacle related cards Fortification related cards Baseplate Blow dam Channel storm Demolition Divisional reserve Erwin Rommel Espionage Monty throws a fit Overextended Railhead Reinforcements Supply strike Pontoon bridge Waffen SS Ferry Flamethrower MG Crew Panzerfaust



Airborne drop Divisional reserve No retreat Critical sector Nude resistance Supplies Supply cache Divisional reserve Armorer’s miracle Sabotaged ammo



V2-Strike Wurfrahmen 40 Armorer’s miracle Critical sector Luftwaffe purge Supplies Supply cache Traffic jam



Glossary FFI DIC DIM DMM DBCP GTM RTT RTA DB



Interior French Forces Colonial Division Maroccan Infantry Division Maroccan Mountain Division Parachutist Chasseurs Division Tabor Mountain Group Tunisian tirailleurs Regiment Algerian tirailleurs Regiment French Armored Division



Credits The Colmar Pocket 1945 for The Last Crusade was created by Florent Coupeau. Dedicated to my grand fathers who fought in the Forces Françaises de l’Intérieur (Interior French Forces) and in the Forces Françaises Libres (Free French Forces).
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The Last Crusade CCG 

The Last Crusade is a quick, yet realistic game of World War II combat, recreating the .... "Hitler" or â€œStalinâ€� cards; any cards that mention either of these leaders, even in the historical ... Also, units can perform tasks that don't normally c
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Frisches Haff, Germany - The Last Crusade CCG 

Special cards. Use the tactical rules (Beachhead to Berlin p77 to p86) for choosing the special cards. Special cards: Each player has a 36 special cards deck (2 ...
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Operation Diadem - The Last Crusade CCG 

Operation Diadem, Italy, May 11th - 20th 1944 ... On the 23rd May, the US 6th Corps broke out of the beachhead at Anzio and on the 25th May linked up with the.
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Waharday, Belgium - The Last Crusade CCG 

Special cards. Use the tactical rules (Beachhead to Berlin p77 to p86) for choosing the special cards. Special cards : Each player has a 36 special cards deck (2 ...
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Formigny, France - The Last Crusade CCG 

3 M4 Sherman. German units : â€¢. Elements of Grenadier-Regiment 916. 8 Rifle + 1 MG Crew + 1 81mm Mortar + 1 75mm AT Gun. â€¢. Supporting tank. 1 Stug III G.
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Operation Cobra - The Last Crusade CCG 

The British 2nd Army to the north was pinned in place by seven German armored divisions. To the south, the farmland ... 19th U.S. Corps: â€¢. HQ. 3 M4 + 1 105mm ...
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Berlin, Germany - The Last Crusade CCG 

established a bridgehead in the building on the corner of Kronprinzen Avenue. ... of strongpoints were to be cleared: Kroll Opera, Alsenstrasse buildings and.
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Berlin, Germany - The Last Crusade CCG 

positioned several machine-guns to enfilade the southern bank of the Spree and held the bridge under a vicious crossfire. In addition, the Germans mounted a ...
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Lugo, Italy - The Last Crusade CCG 

Lugo, Italy, April 10th 1945 ... 10, the Mahrattas attack again and win some ground against an opponent whose will seems to diminish. ... player 2 supply dice.
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Gologulowka, USSR - The Last Crusade CCG 

... advances towards the Gologulowka village, holding point of the Russian resistance. ... the village and retreat eastwards. Russian units: â€¢ 1st part of the 116th ...
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Brest, France, September 11th 1944 - The Last Crusade CCG 

Each player receives 15 points at start. Moreover, both players receive 2 supply dices each turn. Supply points remain hidden during the game. 3. Special cards.
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Hosingen, Belgium, December 16th 1944 - The Last Crusade CCG 

3 M4 Sherman. German units : â€¢. Elements of the II/SS PanzerGrenadier Regiment 26. 9 PanzerGrenadier + 2 Panzerfaust + 2 MG Crews. 2 8.1 cm Mortar + 1 ...
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Villebaudon, July 28 1944 - The Last Crusade CCG 

2 M4 Sherman. German units : â€¢. Elements of the II/2FJR Rgt. 8 Veterans + 3 Green. 1 81cm Mortar + 1 Panzerfaust + 2 MG Crew. 3 Fortified building. Scenario ...
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Hosingen, Belgium, December 16th 1944 - The Last Crusade CCG 

2 M4 Sherman. German units : â€¢ 1st Company of the 77th Kampfgruppen/ 26th Volksgrenadier. 7 Rifle + 2 Panzerfaust + 2 MG Crews. â€¢ 2nd Company of the 77th ...
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Grun, USSR, August 15th 1943 - The Last Crusade CCG 

propelled guns SU-122 try in vain to intervene. But the German heavy tanks quickly have the upper hand. At the beginning of the afternoon, the grenadiers finish ...
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Brest, France, September 11th 1944 - The Last Crusade CCG 

by the M4 Sherman of the B Company of the 37th Tank Battalion which is ordered to clean Singling. At 10.15 AM, after the traditional artillery barrage, the ...
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Villebaudon, July 28 1944 - The Last Crusade CCG 

Special cards. Use the tactical rules (Beachhead to Berlin p77 to p86) for choosing the special cards. Special cards : Each player has a 28 special cards deck (2 ...
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Villebaudon, July 28 1944 - The Last Crusade CCG 

Special cards. Use the tactical rules (Beachhead to Berlin p77 to p86) for choosing the special cards. Special cards : Each player has a 32 special cards deck (2 ...
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Hosingen, Belgium, December 16th 1944 - The Last Crusade CCG 

Finally another Sherman comes out of Heiderscheid, takes the attackers by the flanks and destroys four tanks or armored vehicles. When the grenadiers set foot ...
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Villebaudon, July 28 1944 - The Last Crusade CCG 

1 M4A3E8 + 1 M4 Sherman + 1 105mm M4. â€¢ 103rd Infantry Division. 1 MG Crew + 1 Bazooka. 3 Rifle + 2 Veteran + 1 Green. â€¢ 44th Infantry Division. 1 MG Crew ...
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Oosterbeck, Holland, September 21th 1944 - The Last Crusade CCG 

Elements of the 10th Parachute Battalion and of the Glider Pilot Rgt ... English player receives 2 dices the first five turns and only one dice for the last turn. Supply ...
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Baraque de fraiture, Belgium - The Last Crusade CCG 

Herbert Kruger commanding the 174th Field. Artillery Group of VIII Corps Artillery, who was moving his outfits out of danger. He sent the 589th to Baraque.
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Aga Batyr, USSR, November 30th 1942 - The Last Crusade CCG 

Supply points remain hidden during the game. 3. Special cards. Use the tactical rules (Beachhead to Berlin p77 to p86) for choosing the special cards.
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4th Battle of Kharkov - The Last Crusade CCG 

In haste, Von. Manstein transfers his elite units in an attempt to hold the city. ... The Major City is free. The he chooses the rest of the Terrain cards which he ...
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