
In the early morning hours of 6 June German soldiers of 
352. Infanteriedivision peer anxiously out to sea from 
Wiederstandnest 66 (Strongpoint 66). A myriad of ships fills 
the horizon as far as their eyes can see. Frantic calls flood 
the telephone switchboards as the beach defences report the 
massive invasion fleet to a disbelieving headquarters. Bright 
flashes pick out the warships. Seconds later deafening explo-
sions rock the ground. The invasion is happening, now!

 Soldiers of the 116th Regiment, 29th Infantry Division clutch 
their weapons, shifting nervously, lost in their thoughts within 
their LCVP landing craft, the small steel boats pitching and 
bouncing in the rough surf. Their first combat of the war 
weighs heavily upon these uncertain men. With a final roar 
of engines, the hulls scrape on the sand as the landing craft 
drop their ramps into the foaming surf. 

Seasick soldiers awkwardly clamber down the ramps, assault 
vests weighing 60lbs (30kg) strapped to their backs. They 
have come for battle, loaded with ammunition and explo-
sives, flame-throwers and Bangalore Torpedoes. Trudging 
through the surf to the soft sand, the soldiers drop to a knee 
at the first obstacle belt, waiting for their leaders, surveying 
the bare beach. Fully a quarter of a mile (400m) away the 
shingle bank is the first available cover. Something doesn’t 
look right, but given the lack of fire perhaps the Germans 
have fled as many have said they would. 

Up on the bluffs the gunners finger the triggers of their 
MG42 machine-guns, waiting, watching, while the American 
soldiers below form their skirmish lines and the landing craft 

begin to withdraw. First one fires, then all at once, filling the 
air with bullets, scything down the Amis at 1200 rounds per 
minute. Soldiers fall here and there upon the beach and still 
they fire. 

Leaders go down in a hail of angry lead. Explosions fill the 
air with saltwater and sand. Everywhere at once men scream 
in pain as they fall. The beach becomes a killing ground. 
One by one the soldiers dash or crawl to the relative safety of 
the shingle bank. The remaining leaders of Fox and George 
Companies look around and realize they are on the wrong 
beach. The assault wavers in the face of destruction—the 
men disorganized, shocked by the death and destruction lit-
tering the beach behind them. 

More LCVP landing craft are coming ashore. Fresh troops 
spill out, running, dying, struggling through the bullet-torn 
hell to the shingle bank. Even there soldiers are dying as 
machine-guns fire along the length of the beach ripping into 
the bodies huddled behind the meagre cover.

In the midst of the carnage some men rise to the occasion. 
Major Sidney Bingham, commanding officer of 2nd Battalion, 
finds himself a squad leader. With a small group of men he 
storms a machine-gun nest in the basement of a three-story 
house, opening the way forward. Four Sherman DD tanks 
of the 743rd Tank Battalion lend a hand. One by one, they 
silence the machine-gun bunkers. Slowly, the American 
infantry climb the steep bluffs, moving through the thin 
crust of defences and into the French countryside. 

The Easy Green scenario uses the Amphibious Assaults and Fortifications rules in D-Day: American. 

THE BATTLE FOR EASY GREEN

Hit tHe BeacH
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Special RuleS
• Amphibious Assault (Attacker) (Pages 104 to 106 

D-Day: American)
• Deep Delayed Fortified Reserves (Defender) (Page 

104 Flames Of War rulebook and page 103 D-Day: 
American)

• Driven from the Skies (Defender) (Page 103 D-Day: 
American)

• Fortified Defence (Defender) (Page 103 D-Day: 
American)

• Overwhelming Force (Attacker) (Page 103 D-Day: 
American)

• Preliminary Bombardment (Attacker) (Page 106 D-Day: 
American)

• Relief Reserves (Attacker) (Page 101 D-Day: American)
• The Longest Day (Both Players) (Page 103 D-Day: 

American)

Setting up

1. Set up the terrain on a 48”/120cm x 72”/180cm table 
following the map on page 3. Objective and Fortification 
positions are marked on map.

2. Do not roll for Current Direction, it is indicated on table 
map. 

Deployment

1. The Defender’s Units marked as Reserves arrive as Deep 
Delayed Reserves. Reserves arrive from their short edge 
at the rear of the table.

2. The Defender then places their deployed Units Inside 
WN 66. 

3. The Attacking player’s Units marked as Reserves are  held 
as Relief Reserves. These Reserves arrive within 16”/40cm 
of either table corner at the rear of the table.

4. The Defender places a Ranged In marker for their 28cm 
sWG41 Nebelwerfer Battery.

5. The Attacker selects their First Wave from the troops 
making the Amphibious Assault, leaving the rest of the 
Amphibious Assault troops in Floating Reserve.

6. The Attacker places their Landing Craft in the Sea Zone. 

7. The Attacker then resolves the Preliminary Bombardment.

8. All Defending Infantry and Gun Units begin the game 
Pinned Down and in Foxholes.

Who goeS FiRSt

The Attacker has the first turn.

Winning the game

The game ends at the end of the twelfth turn, or sooner if: 
• the Attacker ends their turn Holding both Objectives.

Consult the FUBAR Victory Points Table to see the outcome 
of the assault on page 103 of D-Day: American.

anti-tank oBstacles

The location of a Anti-tank Obstacle is shown by a 2”/5cm x 
8”/20cm Anti-tank Obstacle.

Anti-tank Obstacles are treated like Terrain (see table below).

gapping anti-tank obStacleS

Unlike other Obstacles, an Anti-tank Obstacle can only be 
removed by a Tank Team fitted with a Bulldozer blade, a 
Bulldozer, or a AVRE Mortar.

A Unit Leader that is not Pinned Down may issue an Anti-
tank Gapping Order as a Movement order instead of Moving 
in the Movement Step. If it does so, any Tank Team with a 
Bulldozer blade, or a AVRE Mortar from the Unit within 

6”/15cm of the Unit Leader may immediately remove a 
Anti-tank Obstacle it is ajacent to (having moved up to it in 
the previous turn) instead of Moving. The Team is counted 
as Moving, but does not Move, and cannot Move further, 
Shoot, or Assault.

trencH lines

Teams entirely within Trench Lines are Concealed and in 
Bulletproof Cover. Teams spending their entire turn in a 
Trench Line without shooting are Gone to Ground in the 
opponent’s next turn, even if they moved.
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oBjective

Barbed Wire Obstacle

Minefield

Trench Line

Anti-tank Obstacle

French turret bunker

5cm anti-tank bunker 

Machine-gun Tobruk Pit

28cm sWG41 team 

Defenders (page 4) 

5cm

oBjective

Bluff

WN 67

WN 66

current

Defender’s reserves arrive here
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BeacH Defences
The defences of Wiederstandnest 66 
(Strongpoint 66) are still under con-
struction. Even so, much of the work 
is done, providing the soldiers with a 
very defensible position. 

The completed defences consist of 
one pedestal mounted 5cm KwK in 
an open bunker just off the beach. 
Three heavy machine-guns in open 
Tobruk-style bunkers provide enfilade 
fire support for the 5cm KwK and the 
obstacle belt. In the actual strong point 
a Panzerstellung tank-turret provides 
further firepower. Communication 
trenches ring the entire strongpoint 
behind strong barbed wire obstacles. 

At the top of the draw is another 
defensive network of trenches and 
wire. These defences protect the 
28cm sWG41 rocket launchers aimed 
at the beach.

leS moulinS oR D3 DRaW

The gully known to the Americans 
as the D3 Draw is the only way off 
the beach for motorized traffic. The 
steep bluff behind the beach stops all 
vehicle movement up its’ face.

Realizing the importance of the draw 
and its road the Germans blocked 
the way up it with minefields and 
anti-tank obstacles effectively making 
it impassable without considerable 
engineering work. 

The bluffs are Difficult Going and are 
Impassable to Tank Teams. 
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WieDerstanDnest 66 
 

5. Kompanie, 916. Grenadierregiment 

1. Zug, 5. Kompanie 

84. Nebelwerfer Abteilung 

 Befestigungen

VF600 casement

Panzerstellung

Tobruk Stellungen

verstärkungen

2. & 3. Zug, 5. Kompanie, 916. Grenadierregiment

BeacH Defence grenaDier company 
(page 18 of D-Day: german WitH eastern front 
commanD carD)

Beach Defence Grenadier Company HQ (2x MP40 SMG 
teams with Panzerfaust, at )

Beach Defence 8cm Mortar Platoon (2x 8cm mortar, at )

Beach Defence Grenadier Platoon (7x MG42 teams with 
Panzerfaust, at )

28cm Nebelwerfer Battery (4x 28cm sWG41 rocket launchers, 
use 30cm Nebelwerfers Bagration: German command card)

fortifications

5cm Anti-tank Bunker

French Turret bunker

3x Machine-gun Tobruk Pit 

reserves

2x Beach Defence Grenadier Platoon  
(each 7x MG42 teams with Panzerfaust)

BackgrounD

In May 1944, the 5th Company, 916. Grenadierregiment, 
relieved a platoon of the second-rate 10th Company of 726. 
Grenadierregiment manning Strongpoint 66 east of Les 
Moulins draw (overlooking the beach known as Easy Green 
to the US Army.) When the battle started the quality of 
these troops would be the biggest surprise inflicted on the 
Americans. 

Despite Rommel’s orders, only one platoon actually occupies 
the beach defences, the rest of the company making up a 
reserve to the rear, ready to support both Strongpoint 66 
and Strongpoint 68 (on the opposite side of the draw) as the 
situation dictates.

Further to the rear, in Strongpoint 67, a static rocket launcher 
battery provides heavy and immediate fire support. 

force tactics

While your defences look sparse at first glance, they provide 
a rock-hard defence. The bunkers and fortifications deny the 
enemy troops the easy way off the beach by going up the 
road. Instead the enemy will have to advance slowly through 
your defences, each turn fighting to gain a few metres of 
terrain. 

Your advantage is that the enemy has to continually advance, 
and in so doing loses all cover and concealment. To win, 
all you need to do is keep your opponent pinned down on 
the beach, preventing him from moving forward. The static 
rocket launchers are excellent for this. 

Once this is accomplished you will have time to get your 
reserves up and into position to deny him the objectives. 
Your men have prepared their positions, trained hard, and 
are now ready to fight.

german 352. infanterieDivision

Much to the surprise of the 116th Infantry Regiment, the German defenders at Wiederstandnest 66 are men from 
5. Kompanie, 916. Grenadier Regiment of 352. Infanteriedivision. This newly formed division is far better equipped and 
trained than the static coastal divisions they expected to find. Although the defences are only manned by a single platoon, 
of infantry, they are led by veterans of the Eastern Front with plenty of machine-guns and ammunition. Without a doubt, 
Wiederstandnest 66 will cause heavy losses to the troops landing in front of it.
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ii/116tH rifle Battalion

Battalion HQ

Fox Company 

George Company

2nd Platoon, Able Company, 743rd Tank Battalion 

2nd Platoon, Charlie Company,  
112th Engineer Combat Battalion

Able Battery, 111th Field Artillery Battery

1st Platoon, Baker Battery,  
467th Anti-aircraft (AW) SP Battalion 

USS Carmick

assault company (page 36 D-Day: american)

amphibiouS FoRce

Assault Company HQ (2x Thompson SMG team)

2x Assault Boat Sections (each, 5x M1 Garand rifle team, 2x M1 Bazooka 
team, 1x 60mm mortar, 1x Flame-thrower team)

4x Assault Boat Sections (each as above)

M4 Sherman Tank Platoon (4x M4 Sherman (75mm), Sherman DD 
command card)

4x Landing Craft

RelieF FoRce

Support Boat Section (4x M1 Garande rifle team, 1x 81mm mortar, 1x 
M1917 HMG + M4 Sherman with Bulldozer blade (see page 2))

105mm Field Artillery battery (4x 105mm howitzers, with DUKW 
trucks Amphibious Transport command card)

M15 &M16 AAA Platoon (2x M15 (37mm & .50 cal),  
2x M16 (Quad .50 cal)

Naval Gunfire command card

BackgrounD

Major Bingham’s 2nd Battalion 116th Infantry Regiment was 
supposed to land in the Dog Red sector of Omaha Beach just 
after dawn on D-Day, 6 June 1944. Plans have a way of not 
working out once the battle begins. 

The trouble started early. A strong current was running up 
the Channel from the south, pushing the landing craft off 
course. Fox and George Companies landed in the Easy Green 
sector, a more heavily defended portion of the beach.

The trouble continued as heavy seas made it unsafe to 
launch the Sherman DD tanks to swim ashore ahead of the 
infantry. Instead they landed directly onto the beach from 
their landing craft—in hindsight the correct decision, but 
one that would leave the infantry unsupported for the first 
critical minutes ashore. 

Wading ashore, the troops found themselves on an unfamil-
iar beach under heavy fire. Soon the tanks would join them, 
only to be stopped by the combination of the anti-tank 
obstacles and the high bluffs. 

Forced to stay on the beach, the tanks provided what fire 
support they could as the infantry advanced up the bluffs, 
attacking the strongpoints from the rear.

force tactics

Easy Green sector is well defended. You will have to use 
each of your units’ capabilities to their best if you are going 
to win. But always remember, you are there to attack, and 
attack again. A timid nature will get you nowhere. 

Each boat section contains a great deal of capability packed 
in a small force. They have weapons for every eventuality, 
along with specialised equipment like Bangalore Torpedoes 
to blow gaps in barbed wire and demolitions to destroy 
bunkers. These men are your assault troops. Get them in 
close as fast as possible and use their flame-throwers and 
demolitions to take apart the enemy defences. Don’t forget 
to use your light mortars and machine-guns to pin the 
enemy first.

The Sherman DD tanks give you the capability to keep 
bunkers pinned down until the infantry can close with and 
destroy the bunkers. Then they climb off the beach and 
move up the road. If the bunkers are still fighting when your 
anti-aircraft artillery half-tracks land, they can be very effec-
tive in pinning down bunkers as well. 

Finally, don’t forget your naval fire support. A well-placed 
barrage can turn the tide of battle. 

The first wave ashore is not Easy Company of the 116th Infantry Regiment as planned. Instead, due to the strong cross current, 
the first troops ashore on Easy Green are elements of Fox and George Companies. As the DD tanks disembark from their 
landing craft directly on to the shore, having chosen not to attempt to swim ashore in the heavy seas, they bring the defences 
under fire. With their support, the infantry wade ashore and fight their way off the beach.

us 29tH infantry Division
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