
G Cuckmere Haven 09:00 Local Skirmish 
2nd Coy Royal Welsh Fusiliers, retreating from Seaford along the A259, encountered 1st and 2nd Companies of 
141st Mountain Infantry Battalion and others holding the bridge over the Cuckmere River. They decided to 
make for the minor road to the north towards Lewes. 
Rather than fight this with only three infantry bases on the British side, I expanded the scenario from 3mm 
models to 6mm, and to reduce the figure:man ratio. 
 
Each rifle base in the main game nominally has four figures and represents a platoon. 
My simple change was to replace each 3mm base with four 6mm bases of four figures each (after allowing for 
previous campaign casualties).  After looking through all of my sets of WWII rules I decided to use Blitzkrieg 
Commander (version 1) for the game.  I added company HQ bases for each side. 
 
My order of battle was thus: 
British 
2 Coy RWF.   
11 bases, organised into three platoons.   
HQ base. 
 
German 
1 Coy 141 Mtn Inf Rgt.   
12 rifle bases, organised into three platoons. 
3 MG34 bases 
HQ base. 
 
2 Coy 141 Mtn Inf Rgt.   
12 rifle bases, organised into three platoons. 
3 MG34 bases 
HQ base. 
 
141 Mtn Inf Eng Pln 
4 combat engineer bases 
(May attach to either Rifle Coy) 
 
3pln, C Coy, Pz Det.100 
3 x PzIIc  
Command PzIIc as HQ 
 
Neither side has a CO, only Company HQs.  Initially The Germans would be commanded by 2 Coy HQ, which 
could call on reinforcements as needed. 
 
The terrain was a departure from my normal hexagon based boards and was a rare departure into what I call 
"freeform gaming".  It was a 4ft x 3ft board with a straight road from end to end (East-West) and a winding 
road crossing it at the centre of the board.  All roads were hedged with the occasional gap indicating a 
gateway. 
I added a few clumps if trees for interest. 



 
Both sides started the game off the table.  The British would enter first on the western end of the road and be 
spotted by the German 2 Coy at the bridge, immediately off the other end of the table. 
All other German troops were on the far side of the river, D6 moves away. 
 
The British objective was to get off the table on the northern road.  The German objective was to stop them. 
 
1st Platoon (3 rifle bases) advanced along the road followed by 2nd Platoon. 
The HQ moves up between 1st and 2nd Platoons. (I limited the HQ move to double infantry speed as they had 
no vehicles, but were not moving in combat mode) 

 
1. THE ROYAL WELSH FUSILIERS MOVING EAST.  FIGURES ARE HEROICS. THE BASES HAVE THEIR GREY EDGES SHOWING 

BECAUSE THEY HAVE JUST BEEN TRIMMED DOWN.  ROAD AND HEDGES ARE HOME-MADE. 
 
The German Lieutenant spotted the British approaching.  He delayed taking any action for the time being. 
The British also stopped while their Lieutenant decided what to do. 
(In game terms, for three consecutive turns – two German and one British - the command dice roll scored 11.  
The Germans needed 9 or less and the British 7 or less) 
 
The British made a dash for the crossroads, intending to take the minor road to the left. 
The German commander ordered two rifle platoons to move forwards in the fields either side of the main 
road, keeping close to the hedgerow and out of sight.  Each platoon was accompanied by a Machine Gun 
section.  Once they had made some progress without being spotted he sent his third platoon forward on the 
north side of the road in support. (He then rolled another 11!). 



 
2. THE GERMANS ADVANCE TO HEAD OFF THE BRITISH.  AT THIS POINT NEITHER SIDE CAN SEE THE OTHER BECAUSE OF THE 

HEDGES.  GERMAN INFANTRY ARE GHQ MODELS. 
 
The British failed their command roll and the Germans rolled a 12.  This triggered a “Command Blunder” but 
the subsequent roll had no effect as the enemy were not visible. 
 
Eventually the British 1st Platoon turned left onto the side road.  The Company HQ moved up to the 
crossroads.  The Germans continued to advance until they too reached the crossroads.  Now both sides were 
against the hedges they could see each other. 
The British reacted first and opened fire.  The leading German section was eliminated. 
However the British failed to move on and the Germans recovered and fired back ineffectively. 
1st Platoon of the Royal Welsh gave them another five rounds rapid before moving on. 
 
While the German 1st Platoon kept their heads down, 2nd Platoon opened fire on the rear of the British column 
before moving out of the field onto the road.  The British took cover. 
3rd german Platoon began to cross the field to the north-west in an attempt to cut off the British retreat. 



 
3. GERMAN 3RD PLATOON RACES TO CUT OFF THE BRITISH WHILE THEIR COMRADES KEEP UP THE FIRE ON THE BRITISH 

REAR. 
 
The two leading British platoons stopped and gave the advancing Germans a sharp lesson in fieldcraft.  They 
then quickly resumed their retreat northwards, except 3rd Platoon who were still taking cover from the 
German fire.  
The German 2nd Platoon moved up to outflank the British 3rd Platoon.  The combined fire from two platoons 
with their machine guns caused several British casualties. 



 
4. THE BRITISH ARE OUTFLANKED AND BEGIN TO SUFFER BADLY. 
 
The British 2nd Platoon managed to get out of the trap and away to the north, but as the Germans continued to 
lay down heavy fire it was the end for 3rd Platoon. 
 
The remains of the Royal Welsh Fusiliers made for Lewes while the German commander regrouped his men 
and planned his pursuit.  It was still only half past nine and there was plenty of time. 
 
 


