
Bloody Berets 

A Scenario for Troops, Weapons and Tactics. 
 
This scenario is based on Operation Market Garden, and the difficulties of 1 Para at the 
Arnhem Bridge.  It is unusual for a TW&T game in that it is designed to have one side 
(the British) with multiple players. 
 

SPOILER ALERT 

This game is best played with an Umpire. 
If you are not the umpire it is probably best you stop reading here, especially if you 
will be the German player (Unless there is no umpire, in which case the German 
player will need to run the scenario) 

Battlefield set up 

You may need a larger table than you may be used to using – 8‟ x 6‟ for example 
 
The precise terrain is unimportant.  What is important is a large central area that is 
relatively open.  This could represent ornamental gardens in a stately home, or a park or 
sports fields.  I feel a good approximate ground scale for TW&T is 1:72 (given the 
designer‟s notes in the front of the rule book) thus a football pitch would be about 50 
inches by 25.  the open area can still have some cover (flower beds, ornamental hedges) 
but it should mostly flat and open – visit your local park for ideas. 
 
Around the edge of the park is suburban terrain – houses, hedges, walls etc. 

 

This is an approximate map of the table we used; yours does not have to be a copy of 
this, but it gives you an idea of a generally clear area surrounded by semi urban: We had 
houses along the road, with the park area surrounded by hedges and copses of trees.  It 
should be possible to move ROUND the open area using cover. 
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Umpire Briefing 
 
The set up of the forces is as follows 

 

British Forces 

Allow each British player 1 section, rolling for losses as per the table in Part 2 of the rules.  
The Big Men are different.  Each Player gets a section leader Big Man, as per normal.  
However, one of the other figures is designated the section 2 I/C, nicknamed the Little 
Man – this is the Lance Corporal who is in charge of the Bren Gun Group.  Roll for both 
on the Section leader Big Man table for Para‟s, the one with the highest TI rating being 
the Section Leader. 

There is NO platoon level Big Men (lieutenants or sergeants). 

The Little Man may only give orders to the 2 men under him in the Gun Group, unless the 
Big Man dies, in which case he takes over the section.  Of course the Big Man can order 
the Bren team (including the Little Man) 

The forces each Para player controls is therefore 

Big Man (Section Leader) 
Paratroops with Rifle/SMG 

Little Man (2 I/C – in charge Gun Group) 
Bren Gun team 

If the Big Man is with the rifles (or the Little Man, if he has taken over), he counts towards 
the shooting.  Use the Mixed Rifle/SMG dice modifier for shooting. 

Each British player controls only his forces – he is in effect the section leader. 
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German Forces 

Initially the Germans should be outnumbered: against 3-4 sections give them 2 MG 
teams, and a squad of 5 rifle men, plus 1 Big Man.   
 
The Germans set-up up to a quarter to third into the table; just past the boundary of the 
park.  Use the „Hidden Blinds‟ rule (i.e. don‟t place them on the table).  Find out how the 
German player has positioned his forces, then give him one blind per group (so he could 
have 1-3, depending how spread he is), plus one „false‟ blind.  If he moves his troops, he 
must place their blind.  The blank can be placed/moved whenever he likes, as long as it 
starts behind the line of the park boundary on the western side (i.e. about ¼ of the table). 
 
Once the German player indicates he is advising HQ, place the „German Umpire‟ card 
into the pack.  Keep track of how many times this card comes out.  Suggested 
reinforcements are (these are what the original game used, but see the caveat below) 
 
3rd appearance – Sergeant and 5 Riflemen 
 
5th Appearance – Lieutenant 
 
8th Rifle section with its MG and Big Man. 
 
12th Light Armoured vehicle/ car or motorbike mounting MG/etc 
 
15th Tank.  (Tigers are particularly good scary here) 
 
Feel free to vary these and arrival times.  The aim is to keep the Para‟s under pressure so 
they don‟t have free reign to wander about, but not so they are pinned down nowhere 
near the DZ.  Thus is they kill all the Germans in turn 2, get a MG or two on; if they are 
pinned on the far side of the park hold back.  You may need to pick the German player 
carefully- his primary role is to provide opposition, not be massively concerned with a 
stunning victory. 
 
Remember the German player shouldn‟t know (until he works it out) what their objective 
is – even if he asks directly, refuse to tell him.  As far as he is concerned, he is there to 
stop a Para breakout.  Obviously, once he guesses what is happening he may well try to 
get into a flanking position. 
 
Keep giving penny packets of re-enforcements until the para‟s withdrawl. Getting out of 
the park/beyond the western boundary hedge will do here, unless there is serious 
impediment to them getting off table; the German platoon commander doesn‟t have the 
authority to follow up. 
 
If there is no separate umpire, then the Umpire/German player will be the one to be 
combined.  Don‟t take advantage of this knowledge!  Run it as a relatively static defence, 
where units shoot at the easiest target, or who ever is shooting at them.  Of course if it is 
obvious what the British are doing, and they don‟t secure their flank, then moving into 
flanking position to achieve a cross fire is perfectly reasonable. 



 

Canisters 

Arrival 

After the second turn place the „British Umpire‟ Card in the pack.  After that each time it is 
turned the following happens 
 
1st time it is dealt – Say nothing. 
2nd time announce to all players “You hear Anti Aircraft fire in the distance” 
3rd time “There is the drone of heavy aircraft to the West”. 
4th time the card is turned the canisters are dropped.  Simulate this with rolls of paper 
about an inch long, and a few millimetres across – I used rolled up sticky labels.  Toss 
these in an arc, from about a foot away from the middle of the north or south edge, so 
they reach head height.  You are aiming to get them to land on the DZ, but they should 
scatter – you may want to try this at home first! 
5th time is the airplanes leaving. 
 
After the canisters have arrived restart the process  from step 1.  There are three drops in 
total – so the canisters arrive on the 4th, 9th and 14th time the card is drawn. 
 
Each drop consists of 1 canister per British player, plus one  

Retrieval 

Big (or Little) Men can send men to retrieve the canisters.  This costs 1 TI if the Man is 
with his troops, or 2 if he is up to 18” away.  Once they have been sent, and start 
making their run, they move on their Platoon Card OR the section leader’s card (i.e. 
have twice as much chance of moving).  It costs NO subsequent TI’s for them to do 
that (the order is “go and get the canister – bring it back” – how much more do 
they need!) 
 
They have their own 3 „dice‟ to move with – firing by the section does not affect this, nor 
does their movement affect the rest of the section.  All they can do is move, until they 
reach their section – they may not fire.   
 
If the men running for it reach a canister part way through a move, it costs 4 pips of the 
move throw to pick up a canister.  If they start by a canister, then it costs 1 die to pick it 
up. 

Moving with a canister – it costs 2 pips from the total throw per dice if one man is 
carrying the canister, or 1 pip per die if two are carrying it. 

Shooting at the Runners 

The Germans are one step easier (i.e. “Poor” becomes “OK”) for shooting at the runners 
in the open – they are concentrating fire on one or two targets.  Only Kills count, not 
wounds.  Pins and Suppression work as normal.  Snipers may add 2 to their roll. 
 
OPTIONAL RULE- Heroic Leader Bonus: If the Big/Little Man runs, then he may use the 
TI cards on the table to reduce the total of the firing roll, at one pip per card he is eligible 
to use. 
 



Victory Conditions 

 
Allow the British players to believe that the chief condition for their own victory is the 
number of canisters they recover, so the player who recovers the most wins.  Don‟t state 
this, just say that they need to recover as many canisters as possible to be successful.  
Mention they will probably need to cooperate. 
 
In reality it should be more complex than that. 
 
First, there is what is actually in the canister they open. At the end of the game roll 1 die, 
and use that as a crude „Victory Point‟ total 
 

Roll/ 
Score 

Possible Description 

6 Ammunition for personal weapons (SMGs, Rifles, Brens etc) 

5 Ammo for less used weapons (PIAT, 2” mortars etc) 

4 Basic rations,  Essential equipment 

3 Ration extras (sweets etc), Medical supplies 

2 Items that may provide a small morale boost (cigarettes etc) 

1 Completely Useless (Berets!  The scenario is based on the scene in the 
film “A Bridge Too Far”, where a para is shot trying to retrieve a supply 
canister from a German controlled DZ, and, as he drops the canister, it 
breaks open, scattering spare red berets everywhere. 

 
HOWEVER - a player who has one canister of SMG ammo has obviously done better 
than one who has 3 canisters of cigarettes and sweets! 
 
Additionally the Umpire should award VP for “Team Players”.  If one player selflessly 
provided covering fire to allow others to fetch a canister, then he should be given VPs – 
This is a highly trained military force, not a rabble, and Battalion will no doubt have words 
if supplies don‟t get to who needs it, not just who grabbed it. 
 
Therefore, the British winner will be the Umpire judgement as to who contributed most to 
HQ: if one player did the fighting to allow the others to get the supplies, then I would say 
he is the winner. “4 points for Steve for getting the mortar rounds, 7 to Dave for getting 
the food, and 10 to Richard for actually keeping the Germans off your backs letting the 
pair of you get the damn things”. 

Of course, if the Germans did well (no canisters retrieved, heavy para losses etc.) then 
the British lose altogether. 

Cards Required 

2 Big Man and 1 Section card per British player, with TI cards 
1 Section card for each distinct group at the start of the game, plus Big Man and TI 
Cards for German re-enforcements 
German MG Bonus  
British Low on Ammo 
Umpire Card for Germans 
Umpire Card for British 
Tea Break card! 



Paratroop Briefing. 

They said you would be here two days, you’ve been here five…  

On the 17 September 1944, 1 Parachute Division dropped on the Dutch Town of Arnhem.  
The plan was simple.  You would capture the bridge across the Rhine, and XXX Corps 
would drive the 60 or so miles to cross the bridge, arriving two days later, and lead the 
charge into the Ruhr.  The war would be over by Christmas. 

 
That was 5 days ago. 

They said that you would be facing old men on bicycles.  Somehow, Intel missed the two 
Panzer Divisions resting and refitting nearby.  The Germans have pushed you off your 
resupply drop zones, and you are now running low on food and ammo.  The RAF have 
been told to drop only on the pre-designated resupply point, and ignore anything else, in 
case it is a German ruse.  You need to get the next lot of canisters that are due to be 
dropped shortly if you are to have any hope of holding on. 

Each of your companies‟ have sent one platoon to form a group to grab these canisters 
as they land on the next drop, and get them back to your respective companies.  The DZ 
is the open area in the middle of the table. 

 

Special Rules 

In any conflict between the rule book and the scenario, these take precedence.  Due to 
the nature of the scenario some unusual situations may arise.  These should be resolved 
by what seems realistic, not rules lawyers quoting paragraphs and long forgotten games. 

Big Men and Little Men 

Each player leads one section.  Make up the section from the force tables for 
Paratroops/elite force in Part Two of the rules. In addition to the normal Big Man as 
Section Leader, each section gets a Lance Corporal as 2 I/C.  He is nicknamed the „Little 
Man‟ for purposes of distinguishing him in this scenario.  He is one of the members of the 
gun group.  Roll for both „Men‟ on the appropriate Section Leader Big Man table.  The one 
with the highest TI/Big Man Bonus is the Section Leader. 

The Little Man may only command the Gun Group, unless the Big Man is killed, in which 
case he immediately steps up to take his place. 

The Rifle Groups use the Rifle/SMG line for dice modifiers.  Both Leader Men count as a 
figure firing when working out dice to be thrown for the Rifles/SMG. 

Running for the Canisters. 

Big (or Little) Men can send men to retrieve the canister (though the Little Man may only 
send the members of the Gun Group unless he has taken over the section).  This costs 1 
TI if the Man is with his troops, or 2 if he is up to 18” away.  Once they have been sent, 
and start making their run, they move on their Platoon Card OR the section leader’s 
card (i.e. have twice as much chance of moving).  It costs NO subsequent TI’s for 
them to do that (the order is “go and get the canister – bring it back” – how much 
more do they need?) 



 
They have their own 3 „dice‟ to move with – firing by the section does not affect this, nor 
does their movement affect the rest of the section.  All they can do is move, until they 
reach their section – they may not fire.   
 
If the men running for it reach a canister part way through a move, it costs 4 pips of the 
move throw to pick up a canister.  If they start by a canister, then it costs 1 die to pick it 
up. 
 

Moving with a canister  

It costs 2 pips per dice from the total throw if one man is carrying the canister, or 1 pip per 
die if two are carrying it. 
 

Victory Conditions 

You need to retrieve as many canisters as possible for Battalion. 
 



German Briefing 
On the 17th of September British Paratroopers attempted to capture the bridge at Arnhem.  
This has been prevented, and they are now being squeezed in to a smaller and smaller 
area.  Your forces are part of the perimeter, and you form an „advance guard‟.   
 
You are to monitor your sector, and alert HQ if the British attempt their expected 
breakthrough in your area.  Keep the British pinned long enough for re-inforcements to 
arrive.  Do not report general scouting by a few men as an emergency, this can wait for 
the evening debrief, only report situations requiring a blocking force, or when a significant 
local gain can be expected. 


