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Just look after this bridge. 

 

Our scenarios often concentrate on commandos or similar who are superbly 

trained and have to hit and destroy a particular target during a game. But what 

about the poor saps on the other side? So this scenario is a solo attempt to 

celebrate to poor beggar who just has a job to do. Because I’m a nice chap, it’s 

set on the Western front. 

Dig through your scenery and find a bridge. Ideally it’s quite a long one. If you 

don’t have one, it might even be worth improvising something from cardboard 

for this scenario. It’s wide enough for two cars to cars to pass, but a lorry going 

one way and another lorry or a tank going in the other direction will have to slow 
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down. If not in the middle of a town, there are undoubtedly houses on both 

sides of it, but the river itself could well flow through a relatively open ‘valley’ as 

our ancestors had the wit not to build promiscuously on the flood plain.  

You have the following. 

Sergeant. Veteran 2. SMG. You are a veteran. You were at Verdun, so you’re not 

as young as you were and you’re not entirely impressed that they asked you to 

come out and play in this war as well. This is you and you are supposed to be in 

charge, day and night. 

You have two squads, one for day and one for night. 

Day 

Corporal. Veteran 1. Rifle. He was at Verdun as well. 

Machine gun team one. 

Maschinengewehr 08 set up on one side of the bridge, (yes the gun was at 

Verdun as well, are we seeing a pattern here.) 

Machine gunner 1 Technically in charge, he’s the one who sits and fires it. 

Normal 2  

Machine gunner 2 He’s the one who feeds ammunition. Green 2 

Machine gunner 3  He’s there to help with the other stuff. Green 2 

Machine gunner 4 He’s the one needed if you move the damned thing but 

otherwise you can borrow him for other jobs.  

Machine gun team two 

Mle 1914 Hotchkiss machine gun set up on the other side of the bridge. This gun 

uses different ammunition to everybody else. (8mm) 

Machine gunner 5 Technically in charge, he’s the one who sits and fires it. Green 

2  

Machine gunner 6 He’s the one who feeds ammunition. Green 2 

Machine gunner 7  He’s there to help with the other stuff. Green 2 

Machine gunner 8  He’s there because heavy machineguns need four crew 

apparently, but he’s probably spare and you can borrow him for other jobs. 

Foot patrol 

Corporal Normal 1, rifle 

Soldier 1, Normal 1, rifle 

Soldier 2, Green 2, rifle  

Soldier 3, Green 2, rifle 

Soldier 4, Green 1, rifle 



3 
 

Panzerfausts. 

There are six panzerfausts which you can distribute as you feel makes sense. 

They will be put in locations and then used by whoever happens to need them. 

In the interests of simplicity, assume that both day and night shifts are identical, 

the one person in common is you who is responsible throughout the entire 

period.  

You only have the two machineguns, the guns remain emplaced and the crews 

are changed. If you have two bunkers, use them, otherwise an improvised 

sandbag emplacement will be fine. And some sort of hut where the sergeant can 

do his paperwork and doze.  

The working day and night 

I suggest you assume twelve hours of daylight, just for ease. Split a pack of 

cards into the four suits. Black cards travel from left to right (towards the 

hopefully distant front) and red cards travel from right to left (away from the 

hopefully distant front). This will give you four decks of cards. 

Hearts and Clubs are military traffic. Diamonds and Spades are civilian traffic.  

Each daylight hour draw a card from each of the four decks which will give you 

the relative traffic flow.  

As an example our morning starts with the Ace of diamonds, three of hearts, two 

of clubs and three of spades.  

So we have not a lot of traffic at all, just a little military and civilian traffic.  

Tot up the total points on the cards. 

Traffic points  

Less than 20 Quiet, everything is running nicely 

20 to 29 Manageable 

30 to 39 Now it’s getting busy 

40 plus Manic. It’s madness out there 

 

What do points mean in actual vehicles? 

This is where we come to the vexed questions of scale and time. When combat 

looms, it makes sense to drop into a larger scale, 15mm upwards. But I realise 

your collection of vehicles could be somewhat constrained. So when looking at 

traffic, artillery, and air attacks, I’d recommend a 6mm table on the grounds 

that you’ll probably be able to manage the vehicles.  

So when you have to go to the wargames table, in larger scales I would suggest 

that at that moment there is one vehicle for every point on the card. The 

vehicles can be cars, trucks, APCs, military lorries, tanks, whatever. If you zoom 

out to a larger scale you might want two or even three vehicles to a point. That 

would certainly give the effect of a traffic jam. Especially if the houses are right 

up against the street and there isn’t a lot of room to get off the road. 
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How does traffic flow 

At the manageable level traffic is running nicely. Even if there are heavy vehicles 

trying to cross there is enough space for drivers coming the other way not to 

enter the bridge at let them through.  

When it’s busy, there is a chance that that things will sort themselves out. It’s 

when it gets to manic that everything is gridlocked and nobody is going 

anywhere. 

Adding traffic points. 

Each hour roll a d10 

1. Somebody with incorrect papers, add 1 traffic point. 

2. Somebody with entirely forged papers, add d6 traffic points. 

3. Junior officer lost and needs directions, add 1 traffic point 

4. Senior officer lost and needs directions, add d6 traffic points 

5. Civilian vehicle breaks down on bridge, add 3 traffic points 

6. Tank breaks down on bridge, add d10 traffic points 

7. Military unit crossing bridge is ordered to cancel crossing and cross back 

again, d10 traffic points 

8. Major paperwork infringement, add d6 traffic points  

9. Really major paperwork infringement, add 2d6 traffic points 

10.One of your men thought there was a problem with papers but there 

wasn’t, add 1 traffic point. 

If the previous move was manic, add 2d6 traffic points. 

Obviously you get victory points for dealing with paperwork problems. The 

number of traffic points they add is the number of victory points you get for 

sorting them out. 

So once you’ve rolled the d10, add any extra traffic points and see where that 

leaves you. So in our early morning example where you had nine points, if you 

get a really major paperwork infringement, roll 2d6 and in this case get 10. So 

you’re only up to 19 points. The total is still less than 20 so things are still 

running nicely. Plenty of time to sort out the paperwork and bank 10 victory 

points for yourself.  

Calming things down. 

If it’s busy or manic your job is to calm things down. So, for example, if you’re 

on 35 points and you get a major paperwork problem you can just wave the 

chap through and ignore it. Keep traffic rolling?  

You can also manage traffic. So you could stop all traffic and let military traffic 

going to the front through, then let military traffic coming back from the front 

through, and then do the civilian traffic. By definition this always upsets 

somebody, so you’re going to get aggravation.  

If you stop military traffic, look at the point’s value on the card you have 

stopped. (Yes, Kings are 13) and roll more than the points total on a d10. If you 
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stop civilian traffic, roll more than the total on a d20. If you fail, the difference 

between your die roll and the number you’re attempting to beat is the number of 

aggravation points you get. 

Aggravation points can be divided into three areas. At least one must be added 

to the traffic points for the hour. At least one must be knocked off your victory 

points, at least one must go into a complaints file. Note that if there is fewer 

than three points, this is the order they must be allocated. But other than that, 

the allocation of points is entirely up to you. 

The complaints file.  

This is a running total, at the end of every day roll d100 and if you score less 

that the total in the complaints file, you’re upset somebody special and the 

military police arrest you. Game over. 

Night time 

The night shift has it easy, ask any day shift. Carry out the same performance 

with cards and suchlike for the 12 hours of night, but all cards count as 1, other 

than military court cards. These are still quite large military movements.  

The Allies interfere  

As you may have noticed, up until this point, there enemy is actually your own 

side, you don’t need Brits and Yanks turning up to make things difficult. 

But we do really need to bring the proper enemy into it. 

Here’s a few tables for you. Roll a d6 every hour. The event will happen, 

inevitably, at the most embarrassing moment during that hour.  

Days 1 and 2 

1, Enemy fighter bomber attacks and strafes the bridge. 

2,3,4,5,6 Nothing happens 

You can respond with machinegun fire. If you do shoot a plane down your 

complaints file is immediately emptied. The fact that the bridge might just be 

strewn with burning and exploding wreckage is not necessarily held against you. 

All Nights 

1 A single rifle shot rings out, pick a target at random. The firer is Green 3 firing 

from under 400 yards away with a bolt action rifle. 

2,3,4,5,6 Nothing happens. 

Obviously if you get the rifle shot you wake up and the night shift are fully alert 

(and probably in cover). 

If you are now awake and in cover, roll another d6 

1,2 Another rifle shot, perhaps from the same place. You might have figures 

placed to see it and return fire. 
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3,4 5 Nothing happens. 

6 Somebody notices there a d6 dark figures below the bridge near one of the 

piers. (That’s why you have foot patrols, to be out there and see that sort of 

thing.) There a d6 Green 2 infantry, half with rifles, half with submachine guns. 

There is one more figure, Normal 3 with submachine gun and an explosive 

charge. Each move that figure is next to a bridge pier and is not hit or forced to 

move, roll a d6. This is the running total of how close he is to completing the 

work. When he has finished or abandoned the job roll a d20, and if he scores 

less than the total, the bridge is damaged. The number of points less than the 

total you roll is tripled and that is the number of hours the road will be closed as 

the engineers’ frantically work on it. Keep a track of the work, and every hour 

deal cards for traffic which obviously cannot cross but just keeps building up.  

Note this attack only happens once. 

If you’ve had this, replace it with random firefights, or trucks driven onto the 

bridge to be set on fire. (d3 hours to clean up) 

Day 3 

All civilian cards are actually travelling from right to left (yes they’re all going 

away from the front.) Then roll your d6 

 

1, Enemy fighter bomber attacks and strafes the bridge. 

2, The bridge is the centre of a 25pdr barrage. This is map fired to the centre of 

the barrage will deviate by d6 inches in any direction 

3,4,5,6 Nothing happens 

Day 3 

There are no civilian cards. 

Then roll your d6 

1, Enemy fighter bomber attacks and strafes the bridge. 

2, The bridge is the centre of a 25pdr barrage. This is map fired to the centre of 

the barrage will deviate by d6 inches in any direction 

3,4 a column of d6 tanks, plus d6 lorries loaded with allied infantry comes down 

the road. They are very happy to open fire if they see any signs of anything 

hostile. 

5,6 Nothing happens 

Day 4 

There are no cards at all. 

Don’t bother rolling a d6. A column of d6 tanks, plus d6 lorries loaded with allied 

infantry comes down the road. It is headed by a jeep with draws up and an allied 

officer gets out and explains that the allied forces have crossed the river 
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elsewhere, that the front is now behind you and if you would be kind enough to 

hand your weapons to his sergeant, he will arrange for a truck to take you on 

the start of your journey to the POW camp. 


