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-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"It did seem like a very complicated way of commiting suicide" 

(British glider pilot on being shown the plans for Operation Market Garden) 
-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
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For the sake of brevity, Close Combat 2 - A Bridge Too  
Far is referred to as simply 'CC2' in much of the text. 
 
AI = Artificial Intelligence (the computer opponent, in other words). 
LOS = Line of Sight (click on a unit's 'Fire' command and drag out the line to see it's LOS). 
MG = Machine Gun. 
BM = Battlemaker. 
 
About John Anderson: 
    You'll see the name of John Anderson mentioned throughout this FAQ. John works for Atomic 
Games, the creators of CC2, and was kind enough to answer some questions regarding various 
aspects of CC2.  
 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"As we ran over towards the house, machine gun fire threw up dust in the road around us. 

Suddenly Phil stopped dead in his tracks and announced, quite calmly, that he'd "dropped a 
bollock" before falling to his knees. I found out later that his calm words at the time were a 
statement of fact. Phil had indeed been shot in the testicle and it was amputated not long 

afterwards" 
(British soldier describing the fighting during the attempt to reach the bridge in Arnhem) 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
 

Info on this FAQ:  
 
This document contains information pertaining to 'Close Combat 2 - A Bridge Too Far'. It is NOT 
written by, supported or connected in any way with Atomic Games, the programmers of CC2, or 
with Microsoft Corp., the game's publishers. Any questions regarding this FAQ or the contents 
should be addressed to the author. 
 

Important  
I have no objection to this document being distributed anywhere or by any means, but please let 
me know if you intend to place it on any sites, CD-ROMs, etc, etc. I'd like to keep track of it and 
also post updates to the right places as and when they become available. 
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-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"There was loads going on. Parachutes, supply containers, gliders, loose backpacks... you name 

it, it was all falling out of the sky. We'd been briefed about the small possibility of Germans firing at 
us when we landed, but no one told us about running along with your head looking up all the time 

to avoid getting hit by an object from your own side" 
(British airborne soldier describing his journey across the dropping zone at Arnhem) 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
 
1: Description:  
 
CC2 is a real-time wargame that recreates Operation Market Garden during World War II (WWII). 
The game uses an overhead, map-like view of the battle, and via a mouse/menu system, you 
control either Allied (specifically English, American and Polish) or German forces. Both troops and 
tanks are incorporated, including field guns, mortars, armoured cars, half-tracks and different 
infantry units such as flamethrowers, machine guns and snipers. The game uses maps based on 
the battlefields and towns that were fought on during the actual conflict, with houses of one, two, 
three or four storeys, roads, paths, tracks, fields in various states (grass, crops, etc), hedges, 
fences, walls and trees. The player uses both the terrain, tactical thinking and firepower to 
overcome the opposing forces, and the game can be played against the computer (four levels of 
difficulty) or against another player via Microsoft's Internet Gaming Zone (http://www.zone.com). 
 



 
To run A Bridge Too Far on Windows 95 or Windows NT, you need: 
 
·  Pentium 90 or higher processor (Pentium 133 recommended). 
·  16 megabytes (MB) of RAM for Windows 95 or 24 MB of RAM for Windows NT. 
·  At least 45 MB of available hard disk space. 
·  4X CD-ROM drive or higher. 
·  Video card that supports 800 x 600 resolution or higher and 16-bit color. 
·  Sound card (recommended but not required). 
·  Microsoft Windows 95 operating system or later, or Windows NT operating system version 

4.0 Service Pack 3 or later. 
·  Microsoft Mouse or compatible pointing device. 
·  Headphones or speakers (recommended). 
·  28.8 modem for head-to-head play. 
 
To run A Bridge Too Far on a Macintosh, you need: 
 
·  Power Macintosh. 
·  16 MB of RAM. 
·  At least 40 MB of hard disk space. 
·  4X CD-ROM drive or higher. 
·  Video card that supports 800 x 600 resolution or higher at 'Thousands of colours'. 
·  System 7.5 operating system or later 
·  Apple Mouse or compatible pointing device. 
·  Headphones or speakers (recommended). 
·  28.8 modem for head-to-head play. 
 
 
 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"There was German machine gun fire coming from the trees, and a mortar round would explode 

every now and then. Everyone was running, head down, to get to their assembly point. In the 
middle of all this two chaps had stopped and were laying down. Inbetween the bursts of enemy 

machine gun fire, they would quickly kneel up and try to shoot this rabbit which was running about. 
There was I thinking about staying alive, and these two were thinking about supplementing their 

rations" 
(British soldier on the landing zone during the second lift to Arnhem) 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
 
2: Demo  
 
There is a demo available which contains a single map (Schijndel Road) and a selection of 
armoured and infantry units.  
 
Available from: 
http://cc2.gamestats.com 
 
Also at: 
http://www.microsoft.com/products/games  
 
 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"This was another cock-up" 

(British airborne photographer after evacuation across the Lower Rhine to safety) 
-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 



 
3: Patches  
 
There are currently two patches available for the game. The first patch (to take the game to Ver. 
2.0a) fixes the following: 
 
·  You can no longer deduce enemy placements during deployment mode by watching for the 

targetting cursor while dragging a fire line. 
·  Dead tank sprites no longer disappear. 
·  Dead tanks will continue to smoke. 
·  It is easier to drive a tank straight down a road.* They will also be less likely to expose their 

side to the enemy in the middle of a move order. 
·  Artillery guns placed in multi-storey buidlings are assumed to be on the ground floor and don't 

get LOS advantages from higher floors. 
·  Tanks can now move onto the Arnhem Bridge. 
·  Mortars on 'Defend' or when controlled by the AI were too accurate. Now they will target an 

area, not individual men. 
 
* It should be said that practically everyone who has installed this patch can see no improvements 
in the tank driving. 
 
 
The second patch (Ver. 2.0b) fixes the following additional problem (as well as those in 2.0a): 
 
·  German infantry won't use their Panzerfaust anti-tank weapons against Allied infantry, and it 

also improves soldier monitoring on the Mac. 
 
Patch 2.0b must be installed to play multiplayer on the Zone (http://www.zone.com). 
 
Both patches are available from: 
http://cc2.gamestats.com 
 
Also at: 
http://www.microsoft.com/products/games  
 
 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"This German SS soldier moved towards our trenches. He was helping one of our lads who had a 

bad leg wound. He went right past our position and we all turned our heads to watch. A medic 
came out and took the injured man from the German with a 'thank you'. The German nodded and 

then calmly walked back past our front line trenches to his own lines. At that moment I wasn't 
quite sure what I thought of the dreaded SS anymore" 

(British soldier during the Oosterbeek fighting) 
-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 

 
 
4: The maps, operations and campaigns:  
 
In here you'll find practically every aspect of the maps, operations and campaigns described and 
detailed in depth. The section is split into each sector (Arnhem, Nijmegen and Eindhoven), then 
each operation, and finally each individual map. 
 
The Grand Campaign takes place over the dates of 17 th to 26th Sept.  
 
 



The time from one operation to the next:  
The time it takes for XXX Corps to progress along the 'corridor' to Arnhem is not only determined 
by the time it takes to secure each operation. Once each operation is secured it takes XXX Corps 
a certain period of time to reach the next operation. These times are given below: 
 
 
Son Operation Complete 
2 hours 
Schijndel Operation Complete 
1 hour 
Veghel Operation Complete 
6 hours 
Groesbeek Heights Operation Complete 
1 hour 
Nijmegen Bridge Operation Complete 
1 hour 
Nijmegen Crossing Operation Complete 
1 hour 
The Island Operation Complete 
4 hours 
XXX Corps arrive at Arnhem. 
 
 
 
A note regarding the following operations:  
Polish Drop 
Veghel 
Son 
Schijndel 
 
Most operations are fought day after day or until the win conditions have been met. These four 
operations above have win conditions that are slightly different. Once the Allies have secured all 
the maps the operation becomes 'dormant', and you can expect no more activity in this area. 
Once the Germans receive a reinforcement, the operation becomes 'active' again and you will 
have to beat back the German attack. Once you have defeated the Germans again, then the 
operation will finish completely. For the Veghel and Schijndel operations, there are two German 
reinforcement dates. 
 
If we take the Veghel as an example, the operation starts on the 17th. If the Allies manage to 
secure all three maps on the first day, then this area is considered secure until the German 
reinforcement on the 22nd. So there would be no fighting in the Veghel operation on the 18th, 
19th, 20th or 21st if the Allies secure all three Veghel maps on the first day. If, for example, the 
Allies take until the 20th to secure this operation, then still there would be no fighting in this 
operation until the 22nd. So for Veghel, the Allies have five days in which to capture all three 
Veghel maps. Once they have done this, then they won't have to fight in this area again until the 
22nd. 
 
 
Effect of road and landing zone maps falling into G erman hands:  
Certain maps are considered to be 'road' maps. If the Germans can secure one of these maps 
then any units of XXX Corps north  of this map will be isolated and cannot receive their daily req. 
points. In addition, in the Arnhem and Nijmegen sectors there are landing zone maps which have 
to be in Allied hands in order for the units in those sectors to receive the daily req. point supply. 
Remember that even a ceasefire with the Germans holding some victory locations on these maps 
is enough to stop the Allies receiving req. points; you need to drive the Germans completely off 
these maps so as to maintain your supply chain. 



 
Road maps: (Capturing any ONE of these maps will cut the supply line to all operations north of 
the map taken). 
 
Schijndel Road 
Son Town 
Son Bridge 
Veghel Town 
Veghel North 
Veghel Bridge 
Groesbeek Heights 
Nijmegen City 
Nijmegen Bridge 
 
 
Landing Zone maps: 
 
Oosterbeek LZ 
Groesbeek LZ 
 
 
Tips on when to take anti-tank teams into battle:  
If playing as the Allies, make a careful note of the dates of German reinforcements in those 
operations where you only have airborne troops. Depending on the number of req. points the 
Germans receive, they will buy armour in varying amounts, so use this as a guideline for when you 
should purchase and take into battle anti-tank units (such as 6 or 17 pdr guns, PIAT or Bazooka 
teams). Although some airborne units carry gammon bombs and satchel charges, these weapons 
are for use at very close range, and are ineffective against the heavier German tanks. 
 
 
Requisition points:  
The format of the requistion (req.) points is as follows: 
 
50/10. 
 
The first number is the amount of points spent on pre-assigned units, and the second is the 
number of points available to the player for units of their own choosing. So in the example above, 
when you first reach the requisition screen you will see 50 points-worth of units already placed into 
the unit slots on the left hand side of the screen. You will be left with 10 points to spend on 
additional units as you wish. 
 
The number of req. points is based on the 'Veteran' level. For 'Recruit' and 'Hero' levels, the 
amounts will vary considerably. 
 
 
XXX Corps supply rate:  
 
116/40. 
Daily supply rate is 120. 
 
 
 
The basic format for the information in this section is as follows: 
 
Sector:   The name of the sector in which the operation occurs. 
Operation:  The operation title. 



Objectives:  The objectives for the Allies in this sector.* 
 
Dates over which the operation takes place are given here. 
 
Allies start with: The number of req. points the Allies have at the start of the operation. 
Allied daily rate: The number of req. points the Allies receive at the start of each day.** 
 
Germans start with:The number of req. points the Germans have at the start of the operation 
German daily rate:The number of req. points the Germans receive at the start of each day. 
 
Time taken to progress from one map to next: A certain period of time passes whilst the troops 
move from one map to the next. This is usually one hour, but changes to this are indicated here. 
 
Allied reinforcement: 
The dates of Allied reinforcement in this operation and how many req. points they will receive. 
 
German reinforcement:     
The dates of German reinforcement in this operation and how many req. points they will receive. 
 
Bridge Timer: The time allowed for the bridge to be taken before it blows*** 
Operation Win Conditions: Win conditions that have to be met before the operation is complete. 
XXX Corps arrival time (when played as a single Operation only): The time at which XXX Corps 
will arrive in this operation. Note that this is for when the operation is being played singularly. In 
the Grand Campaign, the time of arrival in a particular operation is dependant on the player's 
actions in securing operations to allow XXX Corps to progress. 
 
Other important information about the operation is listed here. 
 
 
Map:   The name of the map. 
(Picture)  (A small picture of the map.) 
Rating:   Dave's star rating, out of five, for the map.**** 
Description:  A description of the map, in terms of terrain and how it plays. 
Notes:   Anything of particular note about the map. 
Allied tactics:  Recommended tactics to win the map for the Allies. 
German tactics:  Recommended tactics on how to win the map for the Germans. 
 
* I haven't included the German objectives, since for all operations these are simply a matter of 
stopping the Allies from advancing by eliminating their forces or depriving them an objective. 
 
** Remember that if the landing zone or road to the south is cut this will not take place. All daily 
resupplies take place at the beginning of each day except  for Son on the 20th Sept when the 
Allied reinforcement takes place at 1300 hours. 
 
*** Note that if playing as the Germans the timer will increase (forcing you to hold the bridge for 
longer), and if playing as the Allies this amount usually decreases (giving you less time to capture 
the bridge before it blows). The level selection (Recruit, Veteran or Hero) also has some effect on 
the amount of time given (around +/- 10%). 
 
**** The star rating is my own subjective view on how well the map plays. This is based on the 
number of different tactics and plans of attack (or defence) that can be used. Maps that can only 
be won with just one or two tactics are awarded the lowest scores. Maps that allow a high number 
of different possible tactics to be used are awarded up to the highest mark of five stars (*****). 
Remember that a map's 'playability' also rests on what units are available, and what the current 
situation with a battle is. If a ceasefire is called then you may have to re-fight over the map and 
different areas may be available to you, or some of your occupied areas may have fallen into 



enemy hands. So even if you are playing on a five-star map your choice of tactics may be limited 
due to the number or type of units available for use, or by the areas of the map which are 
occupied by you or the enemy. So think of the star rating as a map's potential  for different tactics 
and strategies, and also to give an idea of how much fun the map is to play over. 
        
Nearly all of the tactics were written by Roland, while the alternative strategies for some maps 
were written by myself (my alternative strategies are always under Roland's, and are marked 
'OR'). 
 
We've used left, right, up and down as directions for clarity instead of the compass points since 
not all of CC2's maps have North at the top of the screen.  
 
 
================================================= 

Sector:   Arnhem  
================================================= 
 
 

Operation:   Arnhem Bridge 
Objectives: Arnhem is the ultimate goal for Market Garden. If the airborne troops can capture and 
hold the road bridge until XXX Corps arrives, the Allied armies can cross the Rhine and enter 
Germany. If it proves impossible to capture the road bridge, then the rail bridge can be used 
instead for the Rhine crossing.  
 
17th to 21st Sept. 
 
Req. points: 
Allies start with:    53/15 
Allied daily rate:    60 
 
Germans start with:   30/10 
German daily rate:   40 
 
Time taken to progress from one map to next: All 1 hour. 
 
Allied reinforcement: 
None. 
 
German reinforcement:     
Sept 18th:  60 plus daily rate changes to 80 per day from then on. 
Sept 20th: 40 
 
 
Bridge Timer: (Rail Bridge) 3 minutes. 
Operation Win Conditions: None. 
XXX Corps arrival time (when played as a single Operation only): N/A. 
 
·  If the British are beaten (killed or beaten off) on either the Rail Bridge or Suburbs maps, the 

operation ends and the remaining British are sent to Oosterbeek.  
·  If the British at Arnhem Bridge are beaten, the remaining Germans are sent to Oosterbeek.  
·  Allies must hold Relief Attempt West Approach to be able to re-supply Arnhem Bridge map.  
·  Arnhem Bridge gets extra 20 req. points per day if Relief Attempt West Approach is British 

held. 
 
 



Map: Arnhem Rail Bridge 

 
Rating: * 
Description: Not a great introduction to the Grand Campaign, as this is a very dull map. Any 
fighting is nearly always centred around the walled approaches to the bridge, and soon 
degenerates into a slugging match, with little opportunity for interesting tactics. The large open 
areas often mean that you will have to use recon teams if you want to find every last enemy unit. 
Mortars are particularly useful on this map. 
 
Notes: In the real battle the British airborne didn't actually encounter any resistance in this area, 
as the few Germans retreated over the bridge to lay the charges. 
 
Allied tactics: 
Your mission is to take the bridge and win with the remaining units the other Arnhem Operation maps on day 1 before the German 
armour reinforcements arrives. You'll need a lot of luck because the time is very limited until the bridge blows. 
Buy a mortar and use all available req. points. Buy as many units as possible (e.g. half team or Snipers). In addition, you'll need at 
least one Recon unit to take the bridge. 
Deploy the mortar on the bottom as far right as possible at approximately the same height as the brown tree. Fire on the Entrance 
victory location or the end of the West wall immediately. Deploy all BAR and Rifle teams also on the bottom, as far down as possible, 
the Recon team a little bit behind. 'Move Fast' the rifle teams in direction of the Entrance victory location and take it. Move the BAR 
teams behind them to support them. The Recon team should follow a little bit behind. Use the mortar to suppress any resistance. At 
the same time move two other teams (Sniper/ Recon) to the top end of the West wall from the two trees above the 'To Oosterbeek' 
victory location to split the defenders. After you have secured the Entrance victory location, defend it against Germans behind the 
East Wall and move two units (Bar+Rifle) to the end of the East Wall to clear this area. The mortar is very useful for this, but it 
depends on the positioning at the beginning how effective the mortar fire is. At the same time, 'move fast' the Recon to the Entrance 
victory location and then take the victory locations on the bridge. If everything went well, you should be able to secure the bridge. 
From now on, be very cautious with the remaining units. Conserve your ammunition (use the 'Hide' command) until the Germans run 
low on their's. Secure the East and West walls and take out the last German units near the boat, but be very careful with your units as 
you need them for the next few maps. One way to reach the boat is to sneak along the beach and at the same time move a unit up from 
the bottom left corner to the top. Remember that you can use the mortar team after they have run out of mortar ammo, but use them 
for suppression only. They are too valuable! When you have won the map, go for a 1 hour ceasefire only! 
 
Another tactic is to just let the Germans blow the bridge, conserve your units and then destroy enemy units one by one. Try both.  
 
 
German tactics: 
If you can stop or destroy the Allies on this map, the operation is over (the Allies will retreat to the Oosterbeek operation). 
I'll divide the tactics into Day One with very limited resources and then Day Two (if you make it) when resources are more plentiful. 
If you play the map as a single battle, look at Day One. Day Two is more or less represented in the Oosterbeek Rail Bridge map. 
 
Day One: Your mission is to stop the Allies here and to survive until the seond day when you get reinforcements. You have very 
limited resources, but you can succeed. Deploy one MG42 in the 3 trees on the top left (near the boat) and put them on hide at the 
beginning. With this MG alone, you can defend yourself against any attacks over the open plain and stop any movements on the 
bridge. If you have another MG available, deploy it at the Entrance victory location, and use it to take out some attacking Allied units. 
When this position becomes unstable, sneak them to the trees on the bottom left corner. Those two MGs in the corners are an 
unbeatable barrier for the attacking Allies. Sneak them from one tree to the next and fire again if you are under mortar fire.  
Deploy the Aufklärer on the top right on the beach and sneak them along the beach to the right side to take out the Allied mortar team 
which are normally deployed near the 'To Oosterbeek' victory location. After taking out the mortar, sneak them around to split the 
attention of the Allies. If you have a 4th unit (normally Reserve) deploy them at the beginning at the West wall to gain some time for 
the MG to escape. It should be possible with the two MG's deployed in the corners to stop any attack and to get the ceasefires to 
survive day 1 without the need to blow the bridge.   
Always go for the longest ceasefire period, even if you lose the map. 
 
Day Two: Buy two Panzer IV, deploy them near the MGs in the top left and bottom left corner and use their full firepower. At first, 
concentrate your fire on any PIAT teams. After you have disabled them, attack and throw the Allies off the map.  
With this, you have won this operation without the need to fight it again (in the operation/ Grand Campaign). You also do not need to 
fight the Arnhem Relief Attempt. So play this map well, it saves you a lot of resources and time. 



 
 
------------------------------------------------------------------------------------ 
Map: Arnhem Suburbs 

 
Rating: * * * 
An interesting map combining houses and large buildings with wooded and open areas. There are 
lots of roads allowing for fast armoured advance to nearly all parts of the map, and the hospital 
(containing individual rooms) is one of the largest buildings in the game. The houses are quite 
spread apart in places, so this can be a tricky map to advance on. 
 
Notes: The St. Elisabeth Hospital was the main recipient of both British and German injured 
during the Arnhem battle. It was situated in the front line for much of the fighting, so oddly, anyone 
injured would be taken forward to the front line for treatment. The hospital is largely unchanged 
today. 
   The significance of the emergency room victory location is that a team of airborne doctors and 
medics were ordered to take over one of the operating theaters in anticipation for the treatment of 
wounded from the fighting to come. As it turned out, with the hospital caught in the front line of the 
fighting, the doctors treated both British and German soldiers. 
  Just off the bottom right of the map is some high ground from which the Germans were able to 
hold up the advance to the road bridge for several hours. And just off the bottom of the map is 
another row of houses. It was in these that Major General Urquhart was forced to hide for 12 
hours when a German tank stopped right outside the house into which he had just helped a 
wounded colleague (the scene in the film 'A Bridge Too Far' when Sean Connery, playing 
Urquhart, shoots a German soldier through the window at point blank range is factual, except that 
the German actually saw Urquhart going in the back door of the house and followed him in. 
Urquhart prompty turned around and shot him several times). 
 
Allied tactics: 
This tactic assumes that you have just won the AB Rail Bridge with a 1 hour ceasefire period. You have to fight with your remaining 
forces, but the Germans are also weak. They will only get what was left plus very few low level reinforcements (Sniper/ 
Panzerschreck). Try to be very cautious with your troops. Don't get into any hand to hand combat. You'll lose too many men. 
Keep one unit in the field above the street on hide to prevent a German outflanking maneuver. Sneak the rest of the troops in the trees 
along the river front to the River Front victory location and the houses. Advance then to the houses facing the St. Elisabeth hospital. 
From here you can control with a BAR team the streets in the town. Be cautious with the ruins. The defenders, especially the last MG, 
are normally concentrated around here. Take the hospital and move your troops to the 3 storey-house facing the ruins. Move one team 
into the ruins to take out the last enemy units. Concentrate on the MG! If you do not get the last MG, you will have a lot of difficulties 
on the next map! Go for a 1 hour ceasefire. 
 
German tactics: 
If you've played well on the first map, you shouldn't be here! If you have the bad luck to defend this with your remaining troops, you 
have two possibilities. First, defend this map. Try to deploy a MG into the Prison victory location together with an infantry/ 
Aufklärer/ Reserve unit to assist in it's defense. If you have an other units, deploy these in the 3-story houses in such a way so that you 
have good LOS across the streets. This will give you a good chance to spot the Allies and inflict some casualties. The houses above 
the Public Bath victory location are the best choice for this tactic. 
The second possibility is to retreat to the next map as it is much easier to defend. For this, deploy all your forces on the left side and 
move them off the map to the left or press the white flag, saving all your units for the next map. 
 
------------------------------------------------------------------------------------ 
Map: Arnhem Tree Road 



 
Rating: * * * 
This can be one of CC2's most annoying maps. Trying to take out enemy units on the opposite 
side of the river is just about impossible with just infantry, particularly if the enemy has armour 
positioned there. The railway station itself is one of the few buildings in the game to contain 
individual rooms. The row of houses at the bottom right of the map have an excellent view across 
both the railway lines and the station. These buildings are particularly difficult to attack, with no 
helpful cover nearby.  
 
Notes: The first British troops to arrive in this area on the first day moved through it with little 
trouble. When reinforcements arrived and tried to take the same route later in the day they met 
very heavy resistance. The Museum was the scene of much fighting, and British troops held this 
building until the very last. 
  During the initial stages the Germans retreated to houses just off the left side of the map. When 
the British tried to cross the open land shown on the left side of the CC2 map they met incoming 
fire from both the houses just off to the left, from the factory on the opposite side of the river (also 
shown) and from another built-up area below the railway line, just off the map. Thus the British 
faced fire from three sides and were unable to advance. 
    The lower road (with the victory location Onderlangs) was the route successfully taken by Lt 
Colonel Frost to reach the bridge. 
 
 
Allied tactics:  
Again, there should only be a few German units. Be aware that the Germans have a very good LOS from the Train station victory 
location. Therefore place your mortar behind the 3 story-house at the bottom-right corner. Deploy one low level unit on 'Hide' near the 
'To Oosterbeek' victory location to defend this against any German outflanking maneuver. The rest of the troops should go into the 3 
storey houses at the bottom right of the map. Almost always one German unit will be in the Train Station victory location building. 
Use the BAR from one of the 3-storey houses at the bottom to take them out by sneaking to the train station via the line of trees just 
to the right. Advance some units at the same time along the houses at bottom right, but be prepared for resistance. Use one team for 
advancing while another one defends from the previous building. Sneak then along the bottom of the map behind the trees to the 
bottom left corner and then up the 'To Arnhem' victory location. The other units should concentrate their fire onto the Train Station to 
assist the attacking BAR team until this unit is taken out (this is a wood house so fire should penetrate well). Once the train station is 
clear, sneak units across (take a wide route around the right side of the map) and then proceed to take the remaining victory locations. 
 
OR... 
You can just about forget removing any German tanks positioned on the opposite river bank. The PIAT teams won't be able to get a 
good shot from any of the buildings, and are likely to be destroyed crawling down to the river's edge for an attack from there (and 
even if they do manage it they'll find it very difficult to destroy any tanks from this position). Use the buildings at bottom right as 
your main defense. These houses are incrediable difficult to attack, and due to the buildings surrounding the station, they are quite 
well protected from any armour on the opposite river bank. A good route to the Train Station victory location is to sneak up along the 
road from the top right of the map. The AI will nearly always place a machine gun in the factory over the river, and it won't be easy to 
destroy it (your only hope is a lucky mortar strike). Just try to stay out of it's line of fire. The railway line provides poor cover so 
although it's a natural route for advance, if your troops do get seen they'll have nothing to hide behind. Use the tree lines and houses 
at all times. Forget the units on the other side of the river and concentrate on the victory locations.  
 
 
German tactics: 
Again, you shouldn't be here of you managed to stop the Allies previously. This is your last chance to stop the Allies with your 
limited forces, but this map is easy to defend with few units. Put the MG (if you still have one) into the train station in the right corner 
and stop all Allied attacks. Deploy one unit into the 3 storey house near the river and the remaining ones in the train station and the 3-
storey houses along the railway line at the bottom of the map. Be aware that the train station building is wood and not stone, so 
protection is limited. To prevent mortar fire crashing through the roof, if possible take out any Allied mortars first with your MG42. 
The main attack will be against the train station and against the houses at the bottom. 
 
------------------------------------------------------------------------------------ 
Map: Arnhem West Approach 



 
Playability: **** 
Streets and houses, but with some railways sidings at the bottom right. It's a shame that some 
wagons or carriages couldn't have been added for cover, as the tracks just form an open area 
with the same effect as a field. The rest of the map is pretty straightforward, with just the building 
towards the top of the map seperated from all the others. The road at an angle moving away from 
the railways tracks (bordered by 3 storey houses) can sometimes be a bloodbath as troops fire at 
each other across the street.  
 
Notes: What CC2 doesn't illustrate very well is that this map, plus the two previous ones (Arnhem 
Suburbs and Arnhem Tree Road), all form a continous map. The three areas in these maps are 
all right next to each other in Arnhem. 
 
Allied tactics: 
The last map before Arnhem Bridge! Advance slowly on this map. Again, the Germans should get only a few reinforcements and the 
tactics are limited due to the low number of units available. Place one unit in the Railway Station victory location on 'hide' and one 
unit into the 3 storey house at the end of this street (T-junction) to achieve a crossfire if the Germans try to attack the railway station. 
One unit should move into the 2 storey house at the edge of the houses in the triangle (towards the right side of the map). If you still 
have more units available, deploy these near the river and also use them to strengthen the triangle defense (but prefereably not in the 
same building. Spread them out in the houses around here) 
Keep the railway station defenders on 'hide' until the Germans try to attack you. I then use the unit in the 2-storey house to give 
'strategic' fire onto the other houses to provoke a reaction from the Germans. The unit(s) near the river should try to sneak to the 
direction of the Orphanage victory location. Try to locate the Germans and destroy them rather than trying to capture ground. Go for a 
1 hour ceasefire. Depending on the time you've spent so far with this operation, you should advance on the same day to Arnhem 
Bridge. 
 
German tactics: 
It will be very hard to defend this map with your remaining few units. Retreat from this map or try to defend the street between the 
Rail Depot and Roermonds Plein victory locations. Place your units in the houses below this street and wait for the Allies to run into 
your ambush.  
An attack plan can be found in the Arnhem Relief attempt section. 
 
------------------------------------------------------------------------------------ 
Map: Arnhem Bridge 

 
Rating: * * * * * 
Description: One of CC2's most densely housed maps. This is what the whole game is about, the 
Arnhem Bridge. The surrounding area contains houses of all shapes and sizes, and battles on this 
map closely mimic the actual battle in 1944, with infantry holed up in houses as bullets and shells 
rain down. This map can be a real slugging match, with progress sometimes slow. The bridge 
ramp, at the bottom of the map, provides some open terrain, but the rest of the map involves 
moving from house to house, street to street.  
 
Notes: Unfortunately CC2 doesn't allow any German attacks from across the bridge, which was a 
key feature of the real battle during the first two days. In addition, the buildings on the left of the 
map were in British hands for the first two days, and very few attacks came from the right hand 



side (perhaps the CC2 map should have moved over and shown more of the area to the left..?). 
Having said that, the majority of attacks did  come from the area off to the left later on. Infact, 
most attacks came from around the Power Station victory location. Photographs of this area show 
that the CC2 map is very accurate with regard to the placement of houses and roads. The building 
at the bottom of the map, immediatly to the right of the bridge ramp was a school, and this 
building changed hands several times during the battle. 
   Today the re-built bridge in Arnhem is named after Lt Col. Frost, who commanded the force who 
made it to this area in 1944. There are several monuments on the sides of houses around the 
ramp area, some of which even give the names of the soldiers who defended that particular 
house.  
 
Allied tactics: 
I'll split the tactics into Day 1, when you have limited forces, and then Day 2 for the rest of the days when you will be facing armor. 
 
Day 1: Finish the first day successfully by winning this map.  Again, the German reinforcements should be low, but more so than on 
previous maps. Put one BAR team into the lonely 2-storey house below the 'To Oosterbeck' victory location. Use the rest of the units 
to secure the triangle of houses in the top right corner. I usually do not defend the houses at the bottom as the losses would be too 
high if I were to split the few remaining forces to defend both areas. After you have cleared the triangle area, keep one unit in one of 
the 3-story houses across the central road running left to right through the map. With this unit and the unit in the 2-storey house you 
can control any attack from the bottom. Advance then along the river to the Power Station and Diary victory locations. 
 
Day 2: Buy at least two PIATs and one AT 6pdr. You will need it!! The German armor will be heavier from day to day. Most 
probably, you'll face the King Tiger here on day 4! And very important, buy at least one Vickers. Use the remaining req. points to buy 
BAR, Rifles or Half teams. The more units the better. 
A very heavy infantry attack will be launched from the Germans on the bottom of the map against the Public Works victory location. 
Deploy the Vickers into this house as well as a BAR. The houses to the right and left should be defended as well. The mortar should 
go directly behind this house. You have to stop the attack in front of this house. The AT gun should be placed in the houses a little bit 
more to the right. If not, it will be destroyed immediately. But you should give the gun a clear LOS onto the Bridge Access victory 
location and the road under the bridge as the German tanks only can advance here. Put it on 'hide' and only issue a fire command 
when you have the bright green circle or if the tanks attack you directly. Then issue the 'defend' command to make use of the gun for 
some minutes; there's a good chance it will be destroyed soon. Deploy one rifle and a PIAT team into the 3 storey house which is 
placed a little bit above the Bridge Access victory location, just to the left from the bridge and next to the road junction. Put them on 
'hide'. If a German tank passes by, it will be destroyed by the PIAT team. Hide another unit (recon or half team) in the Public Work 
Dept. victory location. The second PIAT team should be placed into the 3-storey house further along from the first PIAT team, on the 
right side of the bridge. If the first PIAT team is destroyed, you still have a second chance. 
In the battle, you have first stop the attack at the bottom of the map and then destroy the tanks. Use your full firepower to stop the 
infantry. The mortar will help you a lot as it is placed nearby and therefore can fire with high accuracy. To kill the tanks, wait for one 
tank to pass the 3-storey house (use your first PIAT team), the next should be killed on the Bridge Access (AT gun or second PIAT 
team).  
 
German tactics: 
If you were driven back this far, you can now start your own offensive. Buy armor (Panzer IV or Panthers) and you should also have 
at least two MG42s and maybe a mortar. Then go for numerous units, such as infantry, reserve or Aufklärer.  
Use your tanks well behind in protection and first use your MGs to kill any AT guns. Then move your armor up and suppress any 
Allied units. Do not forget the PIAT teams! Under the cover of the tanks, you can slowly advance your infantry, one attack at the 
bottom of the map, and one along the houses at the top. Always use two units to advance through the houses. one gives protection, the 
second one attacks the next house. 
 
 
 

--------------------------------------------------------------------------------------------------Operation:  
 Oosterbeek 
Objectives: Having failed to reach Col. Frost at the bridge, the remains of 1st Airborne are failing 
back into a defensive pocket in the town of Oosterbeek. The Germans are attempting to remove 
them from the area. 
 
17th to 24th Sept. 
 
Req. points: 
Allies start with:    46/14 
Allied daily rate:    60 



 
Germans start with:   56/10 
German daily rate:   60 
 
Time taken to progress from one map to next: All 1 hour. 
 
Allied reinforcement: 
None. 
 
German reinforcement:     
Sept 21st:  Daily rate changes to 70 per day from then on. 
 
 
Bridge Timer: N/A 
Operation Win Conditions: If British are killed. 
XXX Corps arrival time (when played as a single Operation only): 1300 on 24th Sept. 
 
·  If British are beaten, remaining Germans will be sent to Arnhem Bridge.  
·  If Oosterbeek LZ and Polish Drop Farmland maps are German held, British in Arnhem will be 

isolated. 
 
 
Map: Oosterbeek Landing Zone 

 
Playability: * * * 
A very open map, with only three houses and lots of open fields. The road running alongside the 
ditch at the bottom of the map is usually the scene of much fighting. The hedges surrounding both 
the fields and the roads allows for liberal use of the 'sneak' command, but they work against you 
in that enemy units may be using the cover and stay hidden until you are practically on top of 
them. Despite the lack of buildings, the woods and hedges allow for various tactics to be 
employed. Better than it looks... 
 
Notes: This map should really be named as the 'Drop' zone (a drop zone is for parachutists, 
whereas a landing zone is for gliders). The Arnhem 'Landing' zone is marked on the map as 'LZ 
1', and the gliders actually landed all along the field off the top of the map (the woods at the top 
centre of the map are actually on the landing zone). The victory location marked 'To Oosterbeek' 
should actually be on the road running off the top of the map (beyond the two houses). The road 
running of the top of the map went directly to Oosterbeek, and was designated as route 'Lion' for 
the airborne advance. 'Tiger' route, which is marked as the 'To Oosterbeek' victory location, 
actually lead to the village of Heelsum and then onto the Arnhem railway bridge, and this route 
was the one taken by Lt Colonel Frost. 
   Off to the top left, and on the other side of the glider landing zone, is the asylum from which 
inmates wandered out to stare at the British landings (the scene in the film when a soldier 
comments that a stray bomb must have hit the buildings and let them free is incorrect. Inmates 
were free to wander in the asylum grounds as they wished). Several gliders crashed into trees on 
the edge of the landing zone to the left of the map. 
   2,278 men were dropped on the area shown on the CC2 map, while 150 gliders landed in the 
field off the top. 
 
 



Allied tactics:  
Day 1: The Germans have no armor at this stage. Buy at least one Vickers and deploy it in the 2 storey house (Cottage victory 
location). Add a rifle team and this flank is secured against any German attack. Most of the German forces are normally placed in the 
small river at the bottom of the map. A second attack will come via the Wood victory location. Expect a further attack from the LZ 1 
victory location with a Aufklärer and/or Schützen unit, and yet another advance will come out of the direction of the LZ2 victory 
location. Leave only one or two units in the wood, but defend the houses heavily (2nd Vickers, BAR). Two units (rifles) are used for a 
counterattack along the bottom of the map to secure the LZ1 victory location (the German mortar team is most likely to be situated 
here) and then attack any German forces in the woods from the left flank. Try to destroy as many German teams as possible to reduce 
the attack force on day 2. 
 
Day 2 onwards: You will meet armour from day 2. First, the easy part. Defend the 2-storey house with the Vickers/ rifle combination 
as before. Secondly, again use two rifle teams to get to the LZ1 victory location and take out the mortar there, and also place one unit 
in the woods (beware of enemy flamethrower units; the AI when playing as the Germans likes to take these units into battle). Finally 
we come to the armor part. Normally you'll face one Panzer IV, so you don't need to use all req.points for a 17pdr, since a 6pdr is 
normally enough. Buy a flamethrower or PIAT team(s) as a second option. The biggest problem for the AT gun is mortar fire (which 
you'll be counterattacking on the LZ1 victory location), Panzerfausts/ Panzerschrecks from the German infantry and also the tank 
itself. I've lost practically all my AT guns due to mortar and/or Panzerfausts. So deploy it as far back as possible to make the mortar 
fire inaccurate. You should be able to destroy the tank before you lose your AT gun (give the tank a target by moving a low quality 
team into a predominant position). If not, try to bring up the PIAT teams/ flamethrower. If your 2 storey house comes under fire from 
the tank and you think you cannot destroy it, try to sneak out and retreat. You'll have another chance to destroy the tank on the next 
day.  
You should be able to win this map. If you succeed in destroying the tank, then stop the German attack at the bottom of the map, and 
also take out the mortar team. Try to inflict as many casualties as possible to allow yourself some breathing space on the next day.   
 
OR 
The enemy nearly always places it's mortar in the field at the top left of the map. Send out a team (or two) across the ploughed field to 
the right of where the mortar team is and take them out. You can then continue down the map with this unit(s) and either use the 
hedge for cover and defend from there or move into the wooded area. Place a machine gun in the three storey house and use this to 
cover any approaches along the road. Beware of enemy units in the stream or ditch. Invariably the Germans will have armoured units, 
so keep your PIAT team hidden in an accessible place until the armour comes within range. Don't place them in the house - the enemy 
armour will usually target this building sooner or later. Remember that you have all the houses available for defense. The Germans 
only have open fields and the stream/ditch area. 
 
German tactics: 
You should just hold at least one victory location in order to prevent air supply for the Allies. Depending on your req. points, try 
trading some Sturmgrenadiere for a Panzer IV. You'll be using your remaining 2 or 3 infantry units to spot sneaking Allied units and 
then stopping them with the tank. Stay along the LZ1 victory location and just defend it, but beware of the PIAT teams. This tactic 
works best as you have normally too few units to attack the houses successfully, and even a mortar can't help you a lot.  Therefore just 
defend this map on the first day. If you can, sneak one infantry unit to the LZ2 victory location. Use one infantry unit to spot Allied 
units coming across the open space at the left of the map. Try to get as long a ceasefire as possible. 
Day 2: Buy what will be either your first or second Panzer IV and infantry. There will be a lot of house-to-house fighting on the next 
maps, so advance carefully in order to conserve your infantry. Use your tanks as artillery; scout the enemy positions with infantry first 
and then bring up the tanks. Beware of the PIATs! Always keeps approx. 50 metres between you and the Allied anti-tank teams so 
that they can't do any harm.  
  Remember that by holding only one victory location you can prevent the Allies from receiving supplies, and all the time your 
reinforcements will be increasing. Wear down the enemy units and keep supplementing your own forces with fresh troops and/or 
armour. Once you have superior numbers, drive the Allies from here and proceed on to the next map. 
 
------------------------------------------------------------------------------------ 
Map: Oosterbeek North 

 
Playability: * * * * 
The wide street running through this map allows machine gunners to have LOS across a huge 
range. Armour and artillery can also make use of this street if placed correctly, and as such 
battles on this map frequently mean either splitting your forces to proceed down either side of the 
wide street, or traversing just one side and leaving part of the map untouched. Attempts to cross 
the street can result in entire units being wiped out by enemy fire. There are several ruined 
buildings forming an area low in height, but still quite good in protection and concealment. These 
contrast with the open areas at the middle top, top right and top left. Most of the houses are three 



storeys, so there are no particular key buildings, and the railway itself is in a cutting, which makes 
it easy to get pinned down trying to cross it. Bit of a shame that you can't enter the railway carriage 
at bottom left, but this is still a good map. 
 
Notes: From the victory location marked 'Parallelweg', the second three storey house across to 
the right (the one with the path running around it) is probably the Dreyeroord Hotel, and actually 
had gardens and trees around it. What appears to be the hotel forecourt is shown by the circular 
piece of road. Much of the fighting in this area centred around the hotel (the hotel is sometimes 
referred to as 'The White House' in soldier's accounts of the fighting). 
 
Allied tactics: 
Assuming you have retreated from the map before and you have lost your AT gun, you have to stop the tanks now. If you do not have 
any PIATs, it's now time to trade. Try to separate the tank(s) from the infantry. Keep your PIAT teams safe in the 2nd row of houses 
and bring them up when the tank comes near. The main thrust of the infantry attack will be along the lower part of the map. Deploy a 
Vickers in the 3 storey-corner houses top right of the bridge and one in the lower row of houses. Add a rifle to protect the Vickers, but 
deploy them in the next house along (you need to avoid losing several units at once). Deploy the other units in the houses next to 
them, but keep some in reserve because the Germans will use their tank as artillery. After stopping the first infantry attack, put some 
units for some time on hide and defend with others, then change again so that the fire of the tank doesn't concentrate on one unit. If 
you come under heavy fire, sneak units back into the second row of houses and bring up a reserve unit. Put your mortar in the second 
ruin below the 'lonely' grey 3-storey houses next to the turning point. From here you will have a very high hit ratio onto the advancing 
enemy. If you've got access to a 6pdr gun, put it into the house above the Parallelweg victory location next to the bridge. From this 
house you can control the bridge and all other tank advances. It should be fairly easy to stop all German attacks as the train does not 
provide any cover. The only problem will be to stop the tank if you have only PIATs available. 
 
German tactics: 
You have to concentrate your attack on the built-up area at the top of the map, since the area to the right of the train wreck is too 
heavily defended. Deploy a MG42 into the house near the Oosterbeck Houg victory location to prevent any Allied counterattack. 
Concentrate the rest of your troops at the top of the map in the houses to the left of the railway cutting. Deploy another MG42 in the 
lower 3-storey building that overlooks the bridge. Sneak a low level unit along the top of the map, across the railway line and into the 
first row of houses. Deploy the tank in the middle of the houses for suppression fire. If your first team has arrived in the first house 
safely, sneak across the next units. When you have secured the first row of houses (there's a strong chance that one of the houses 
around the Stationsweg victory location will be defended), move your tank up next to the Oosterbeck Houg victory location to control 
the street and therefore cut any Allied troop movements from the lower to the upper part of the map. Don't move too far along the 
road; enemy PIAT teams may be located in the lower row of houses. If you have a second tank, move it to a position next to the 
bridge so that it has LOS along the road running towards the bottom left of the map. Now move your infantry along the top and 
secure the houses in the direction of the 'To Cauldron' victory location. The Allied mortar teams are often deployed around this area. 
Now work your way down along the right side of the map and then back to the left to secure it. A ceasefire can often help you to 
reposition your troops and tanks securely. 
 
------------------------------------------------------------------------------------ 
Map: Oosterbeek Cauldron 

 
Playability: * * * * 
This map is unusual in that the housing area very suddenly gives way to open land and a few 
scattered buildings. The housing area contains several open spaces which add variety, but if the 
line of houses bordering the open land is populated with troops, it can make it very difficult to 
attack from the left hand side of the map. This can limit tactics a bit since if you can't progress 
beyond this line of houses then the battle can be over before it's really began. A good map 
though. 
 
Allied tactics: 
You have to stop them now! The main infantry attack will be at the bottom of the map. Assuming that you have lost your AT guns in 
the last battle, trade again for two PIATs. Concentrate most of your infantry forces at the bottom of the map. If you can, place a low 
quality unit in one of the small huts situated on it's own to stop the German infantry advance for some time.   
 
German tactics: 



If you managed to keep control of the Arnhem Rail Bridge map, this is the last battle in this operation. If possible, win this map in 
one day; it will be a very bloody battle as you have to do a lot of house-to-house fighting. Most of the fighting will take place at the 
bottom of the map, always within the range of handgrenades.  
The idea is to advance slowly at the bottom of the map, using the full force of your tanks, and to get a foothold into the town. Once 
you've got this foothold, move across the map and crush the Allies in the middle of the town. An attack along the middle of the map 
is risky as there is only open terrain and a wide open street to cross, but as you will engage most of your enemies at the bottom of the 
map, you can try it later on when you have forces to spare. 
I deploy one MG42 in the 2-storey house at the top left to secure this area against counterattacks and put it on 'Defend'. If you have 
enough units, 'hide' 2 or 3 units in the houses to assist in defending against attacks along the top of the map. 
The rest of your troops should go into the houses at the bottom. If you have another MG, put it into the 3-storey house to provide 
covering fire. The attack on the two 2-storey houses will be bloody, so use tanks and fire on anything in these houses, lay a 
smokescreen, and then overrun the remaining Allies. Watch for possible PIAT attacks from the 3-storey houses. If you have secured 
the two houses, 'sneak' your other infantry houses into these and sneak into the houses next to them. You now have to take the 3-
storey houses in order to secure your flank and to bring the tanks into a good position. Again, heavy tank fire, smoke, and then rush 
in. By this time, you can start your flanking maneuver at the top of the map. Try to sneak them into the 2-storey houses. From there, 
you can control the street and engage later. 
Now bring up a tank to control the street at the bottom and take the 3- and 2- storey houses at the bottom. The Allies will launch 
counterattacks, so be cautious.  The next step is to take the corner 3-storey houses opposite. You can then move up your tanks and 
control the street going from the bottom to the middle right. Always use your tanks to the fullest extent; they have a lot of ammo, so 
use it. If you do run short, go for 1h ceasefire and then engage again. 
Now move your troops at the top of the map and either try to work your way through the houses down to the bottom or advance to the 
right.  
I usually then try to defend my bridgehead in the town and take the rest of the victory locations working my way along the top and 
then down. When you have all victory locations, hit the ceasefire and the Allied attack in this operation should be history.  
 
------------------------------------------------------------------------------------ 
Map: Oosterbeek Rail Bridge 

 
 
(see 'Arnhem Rail Bridge' for information) 
 
Allied tactics: 
This will be very hard, assuming that you have lost all other Oosterbeek maps and you couldn't stop the German tanks. And this map 
will be even worse to defend; open fields, and very little cover.  But you have to defend this map, because if you lose this operation is 
over! 
Without a PIAT team or an AT gun, it's practical impossible. Your only chance would be  that a tank moves very near to a wall and 
your infantry units (if they still exist by this time) uses their gammon bombs.  
First rule, separate the German infantry from the tanks. If you have only PIAT team(s) available, you have to stop the German infantry 
attack first. Hold back the PIAT teams and deploy some infantry behind the walls. Let the enemy get near so that you can ambush 
them in the open. Try to use only some of your troops at any one time. Then 'hide' them and use other troops. This will help you to 
avoid heavy losses from tank fire. Sooner or later the tank(s) will move against your positions. If they are within the range of the 
PIATs, give them a target to fire on and sneak the PIAT team into a good firing position. Now you have to hope that the PIAT team 
has a high enough experience level so that it will kill the tank with no more than 2 shots. If not, it's game over. If you have an AT gun 
available and if you know that your enemy has only one tank and your AT gun has an experience level of at least 4 bars, deploy it at 
the West wall (or on the bridge) to take out the tank immediately. If not, deploy it on the bottom right side of the map (plateau) and 
hope that it survives the mortar fire. You can then wait for the tanks to come into your LOS. 
 
German tactics: 
Fairly easy if you have at least one tank left from Oosterbeek Cauldron. With two it's going to be boring. If you've only the one tank, 
just try to get a ceasefire and buy tanks (Panzer VI or V) later. 
Your tanks have a wide LOS. PIAT teams can be seen from a distance and if there are any AT guns, concentrated fire from MG42s 
and your tanks will take them out immediately. Deploy one tank at the bottom and one at the top. Destroy everything in shooting 
range and then advance carefully alongside your infantry to clear the rest of the map, with one thrust along the top, and one along the 
bottom. This will finish the map and the operation. 
 
-------------------------------------------------------------------------------------------------- 

Operation:   Arnhem Relief Attempt 



Objectives: The Northern end of the road bridge has been captured, but Col. Frost's men at the 
bridge urgently need reinforcement. This operation is an attempt to get extra troops to the bridge. 
 
19th to 21st Sept. 
 
Req. points: 
Allies start with:    21/10 
Allied daily rate:   40 
 
Germans start with:   56/10 
German daily rate:   60 
 
Time taken to progress from one map to next: All 1 hour. 
 
Allied reinforcement: 
Sept 19th: 50 plus daily rate changes to 60 per day from then on. 
 
German reinforcement: 
Sept 20th:  60 
Sept 21st: 60 plus daily rate changes to 80 per day from then on. 
 
Bridge Timer: N/A 
Operation Win Conditions: None. 
XXX Corps arrival time (when played as a single Operation only): N/A. 
 
·  If Allies are beaten on the Suburbs maps, the operation ends and the remaining British are 

sent to Oosterbeek.   
·  Allies must hold West Approach to be able to re-supply Arnhem Bridge map.  
·  Arnhem Bridge gets extra 20 req. points per day if West Approach is British held. 
 
 
 
Map: Arnhem Relief Suburbs 

 
 
(see 'Arnhem Suburbs' for information) 
 
Allied tactics: 
Basically as before: Keep one unit in the field above the street on hide to prevent a German outflanking maneuver. Sneak the rest of 
the troops in the trees along the river front to the River Front victory location and the houses. Advance then to the houses facing the 
St. Elisabeth hospital. From here you can control with a BAR team the streets in the town. Be cautious with the ruins. The defenders, 
especially the last MG, are normally concentrated around here. Take the hospital and move your troops to the 3 storey-house facing 
the ruins. Move one team into the ruins to take out the last enemy units.  
 
German tactics: 
Basically as before: Deploy a MG into the Prison victory location together with an infantry/ Aufklärer/ Reserve unit to assist in it's 
defense. If you have an other units, deploy these in the 3-storey houses in such a way so that you have good LOS across the streets. 
This will give you a good chance to spot the Allies and inflict some casualties. The houses above the Public Bath victory location are 
the best choice for this tactic. 
The second possibility is to retreat to the next map as it is much easier to defend. For this, deploy all your forces on the left side and 
move them off the map to the left or press the white flag, saving all your units for the next map. 
 



------------------------------------------------------------------------------------ 
Map: Relief Tree Road 

 
 
(see 'Arnhem Tree Road' for information) 
 
Allied tactics: 
Defend the Museum victory location, as to the left of this position there is only open field that the Germans will have to cross. Have 
an AT team ready for possible German tanks. Insure cross fire by deploying additional troops in the lonely 3-storey house above the 
Museum and in the row of houses at the bottom. Don't bother with any troops on the other side of the river. If the Germans get a 
foothold in the houses alongside the Museum, try to defend the houses at the river and at the bottom of the map. You have enough 
open field in front of these. A BAR in the 3-storey houses at the bottom will cut enemy troops in the Train Station into pieces as this 
station is only made of wood. Leave one guarding unit on the top right corner to protect the victory location.  
 
German tactics: 
Put a HMG or MG into the big building on the other side of the river as support. Your first goal is the Museum victory location, then 
along the houses to the Train Station victory location. It is very hard without a tank to approach here. Sneak your infantry along under 
the trees in the direction of the Museum victory location. Move up your tank and fire at the Museum for some time. When you feel 
safe, use a smoke screen and attack the Museum. Now consolidate your forces and move all of them into this building. Be on the look 
out for PIAT teams, and then attack the Train Station victory location. Use the tank for suppression. When you have taken the Train 
Station, bring up a MG42. The mortar is normally placed in the field near the 'To Oosterbeek' victory location. Be prepared for a 
counterattack from the houses at the bottom. After using suppression fire and/or smoke to advance down across the railway tracks, 
clean out any Allies in the houses at the bottom of the map. By then, only units in the direction of the 'To Oosterbeek' victory location 
should be left. Use your tank(s) to protect the advance against this last victory location. 
 
------------------------------------------------------------------------------------ 
Map: Relief West Approach 

 
 
(see 'Arnhem West Approach' for information) 
 
Allied tactics: 
Starting from the second day on this map (Day 3 onwards of the Grand Campaign) you will face German armor, most probably the 
Tiger tanks. You have to hold these maps. If not, your troops in Arnhem Bridge will be isolated which means they will receive no 
more req. points.  
Day 1: This will be a tough battle. You have very few units and req. points while the enemy has plenty. Choose your units wisely, as 
it's always better to go for numbers rather than quality. If you can, depending on the situation on Arnhem Bridge and Oosterbeek, use 
some Sector req. points. A Vickers is a good buy, but only buy mortars if you have req. points to spare.  
The German attack will come from two directions. The main thrust with most of the enemy forces will come from the direction of the 
Orphanage victory location, and the minor one while head for the Rail Depot. Due to the limited amount of forces available to you, 
you have to set a nice ambush. The best place for this is the two 2-storey houses left of the Roermonds Plein victory location and the 
3-storey house on the other side of the street. Deployed in these, you can catch the Germans on the open street. If you have an Vickers 
available (or BAR), deploy it in the second 2-storey house to control the street in the direction of the 'To Arnhem' victory location. 
Any unused units can go into the 3-storey houses around 'van Sant's house' victory location. With this you should be able to stop 
them. Use the 3-storey houses along the river at the end of the battle for your counterattack. 
To stop at the same time the attack from the Rail Depot (usually a Sturmgrenadier unit), you will need some luck. I placed a Half 
team in the three storey house right of the Roermonds Plein victory location as when I saw the Sturmgrenadiere heading to the Rail 
Depot. I then sneaked them to the 3-storey house on the other side of the street and caught the enemy on the open street where they 
were destroyed. Another way to stop this attack is with the four 3-storey houses which are in a line top-left of the Rail Depot victory 
location. Here you also have the possibility for an ambush. If you do not succeed in stopping them here, concentrate your forces 
around the Roermonds Plein victory location. Always look for a good LOS and also a place where the Germans have a wide area to 
cross before they can reach you. 



From Day 2 onwards you will be facing Tigers. You should now have some req. points available. Buy a Vickers and at least two 
PIATs. Do not buy an AT gun as it will be destroyed too quickly. Again, deploy one Vickers in the second 2-storey house above 
Roermonds Plein victory location. The second Vickers should go in the 3 storey house below the Roermonds Plein victory location 
(the line of the 4 houses). From here, you can stop any attack from the direction of the Rail Depot. Put a half team into one of the 
houses beside the Vickers for protection. The Tigers will normally come along the street from the long huts in the direction of  
Roermonds Plein victory location. Put one PIAT team in the 3-storey house left of Roermonds Plein victory location, the other one 
should go into the 'van Sants house' victory location. Deploy your infantry to the left and above this house. Use the unit left of this 
house to attract the Tiger. It will move very close to this house. Sneak your PIAT team into the house and make the kill. The second 
Tiger will move in the direction of the houses where your second Vickers is deployed. Nice easy shot then for the second PIAT team. 
If your Vickers comes under fire from the Tigers, sneak them to the next house and continue to fire. They have enough ammo. Most 
of the (infantry) fighting will take place around 'van Sants house' victory location. If each of the houses in that area have at least one 
unit in them, the German attack will be stopped sooner or later. 
 
German tactics: 
You outnumber the enemy on Day 1, Day 2 will be a defending battle, and once at Day 3 you should be able to win this map. 
Without armour, this will be a difficult map. You have to concentrate your forces to achieve success. Either you attack along the river 
or in direction of the Rail Depot victory location. Whichever way you choose, you'll have to cross open terrain with the enemy sitting 
in houses and easily destroying your whole team. Be very careful. Use the MG as it can penetrate at short distance the house walls 
(don't get too close though) and then move up your infantry for some close combat. Watch your ammo and try to spot the enemy. Use 
a low level team (Reserve) to shoot on different houses to check if enemy units are in there. When you have a picture of the enemy, 
adjust your tactics. Don't risk too many losses. It's better to wait for your armour on the second day. Secure the houses around your 
tanks to counteract against PIAT teams. First use the tanks as artillery, and then advance slowly. Leave at least 50 metres between you 
and the nearest enemy-held house! 
With the armour it should be possible to advance. If you do not have the req. points, buy a Flammenwerfer (flamethrower). Spot the 
enemy, bring in your flamethrower, then attack the next enemy spot. 
 
 
-------------------------------------------------------------------------------------------------- 

Operation:    Polish Drop 
Objectives: With the road bridge still partly in German hands, the Polish brigade have had their 
objectives changed. Originally due to reinforce the defense of the bridge itself (which was 
expected to be in Allied hands by the time the Poles arrived), the new objective is to support the 
1st Airborne pinned down in Oosterbeek. Landing in Oosterbeek itself is too dangerous, so the 
town of Driel on the southern bank of the Rhine has been selected as the landing zone. 
 
21st to 24th Sept. 
 
Req. points: 
Allies start with:    42/20 
Allied daily rate:   60 
 
Germans start with:   18/5 
German daily rate:   60 
 
Time taken to progress from one map to next: All 1 hour. 
 
Allied reinforcement: 
None. 
 
German reinforcement: 
Sept 22nd:  50 
 
 
Bridge Timer: N/A 
Operation Win Conditions: Germans all dead. 
XXX Corps arrival time (when played as a single Operation only): 0600 on 24th Sept. 
 
·  Once at the Driel map, the Germans receive an extra 20 req. points.  
·  The Poles will reinforce Oosterbeek once the Germans are all dead. 



·  Note that once the Farmlands map has been secured, this operation will not be contested 
again until the German reinforcement on the 22nd. 

 
 
 
Map: Polish Drop Landing Zone 

 
Playability:* * * 
The buildings on this map are arranged into two loose groups, with the ones running left to right 
down the road forming one set, and the others at top left making up the other. There is an area of 
open ground inbetween these two which is overlooked by some of the tallest buildings on the 
map, so it can be a nightmare to cross. The large wooded area across the bottom and top of the 
map allows for rapid movement of units without them coming under fire, but we then get another 
problem area with the field at the right side, since this is overlooked by a two-storey building. 
Battles usually centre around the houses, but with outflanking moves through the trees. 
 
Notes: The junction at the left of the map was mined by the Polish paratroopers, and several 
German armoured vehicles were destroyed. The dropping zone is slightly off to the right of the 
map. 
 
Allied tactics: 
Advance at the very top and the very bottom of the map. The middle is too open. Deploy a Vickers in the crater and fire on the 
buildings to get the attention of the German defenders. Then sneak three units along the very top of the map into the woods, before 
sneaking downwards to secure the houses above the street. The 3-storey house is the most important building here. At the bottom of 
the map, hide your troops first in the field. Only sneak one unit along the bottom to find out where the defenders are located in the 
woods (good LOS from the woods). Sneak up the other units, one after the other, and advance upwards and clean the woods. The next 
step is to advance through the woods at the top and secure the 2-storey building to the left of the woods. Once this has been done, 
advance with your troops along the very top of the map to the top left houses and work your way down. Always leave some troops in 
the woods below the street. A German counterattack is possible here from the open ground. 
 
German tactics: 
Objective: Don't let them get into the woods. Defeat them on the fields. 
Buy 3 MG's and some infantry. Most of the Allied troops are placed at the bottom right, but beware, because some will attack along 
the street and the top right of the map. 
So I deploy one MG in the house on the top right, above the street, and the other went into the last house below the street on the right 
hand side. Any infantry left over I deployed at the bottom of the woods with LOS onto the fields. One sniper also went there. (I think 
he killed more than 15 Allied, so he's very effective) 
You can now start the slaughter. Normally, the Polish will retreat from the map until the next day after having taken huge losses. Only 
worry about attacks via the street or against the house with the two MG's. You MUST keep these houses at all costs.  
From Day 2 onwards, you get plenty of req. points. As long as XXX Corps have not arrived, buy some long range anti-infantry 
weapons. HMG are very useful, as well as Flamethrower HT or Pumas. 
But save some req. points for the arrival of  XXX Corps. If you're playing this as a single operation, they will arrive on the 4th day on 
this map. When they do arrive, buy three 7.5AT guns and deploy them in the three houses above the street. In the woods (out of sight) 
I put some Pumas. Leave your MG's in the houses as in the beginning. The Allied tanks will soon be history through the fire of the AT 
guns and also from fire directed at their sides from the Pumas coming out of the woods ('Hide' them initially in the beginning). That 
just leaves the infantry to deal with. 
 
 
------------------------------------------------------------------------------------ 
Map: Polish Drop Driel 



 
Playability: * * * * * 
The church is a unique building in CC2 (the only map on which such a building occurs), and on 
this map dominates the whole upper section. The rest of the map is a great mix of houses, roads, 
trees and some fields. With two main streets of houses, this map usually involves 'house-hopping' 
(progressing from one house to the next along, to the next, and so on) along one or both of these 
streets. It's a shame that the church isn't more central on the map, as it would have formed a 
great centre piece which battles could be fought over, but nevertheless, this map allows for varied 
tactics across different terrain.  
 
Notes: The house at the top right of the map was the Driel mayor's house, and was used as a 
command post for the Polish brigade for part of the battle. The significance of the Parrish House 
and Catholic School victory locations is that these were used as hospitals for wounded soldiers 
during the fighting. 
 
Allied tactics: 
Deploy a long range weapon (BA, Vickers) in the house in the top right corner. From here you can control a part of the street. It's also 
a good place for an AT gun! The stripes of woods at the lower part of the map are tricky. To advance to the next woods, you have to 
cross open ground while being under LOS from the houses on the streets and from the woods. At the beginning of the battle, it is 
crucial to check if enemy troops are in the second wooded stripe. If they are, just defend your position and do not advance. On the top 
of the map, try to advance at the very top and progress until you have secured the church. Then work your way down the map until 
you reach the street. Build up a defense position here and secure the rest of the top left corner.  
 
German tactics: 
You can either retreat to the next map here or fight to the last man. The church isn't that important to hold. Although being 4 storeys 
high it has good LOS, the sheer size of it means that infantry battles can be fought entirely inside the building. If you want to stand 
and fight, you need to catch the Poles in the open terrain before they get a chance to secure some houses. Once they do get into the 
buildings expect to be outflanked quickly, so withdraw. 
  To stop them in the open terrain, place a MG under the trees at the bottom of the map, just to the right of the houses along the road. 
This will prevent any attempts by the Allies to move across the bottom of the map. 
   Along the road going off the right side of the map you need to place units in the buildings below the road to prevent attacks from 
the wooded areas. Place them in the two buildings that are in the vert centre of the map, just to the left at the top of the middle 
wooded area.. If you've got troops to spare, place these in the large crater to the right of the graveyard, and the building below this (at 
the end of the road of brown huts).  
   Now it's just a case of waiting for the attack. Place all units on 'hide', but get ready to switch them to 'defend' when the Allies break 
cover. Once the MG at the bottom of the map has stopped the first few advances, it will probably come under mortar fire. Withdraw 
them to the houses behind and them swiftly move them up the road to the centre of the map. Use the MG as a reserve should one of 
your other units come under strong attack. 
   Be prepared to take a lot of casualties. If you can hang on, them all that should be left is the mortar team out in the woods 
somewhere, but if your losses prove to great, then withdraw and fight back on the next map. Don't bother retreating to another 
position further up the road. On the next map you'll get some more reinforcements and a strong German force on the final Polish Drop 
map may be too much for the Allies to beat. 
 
------------------------------------------------------------------------------------ 
Map: Polish Drop Farmland 

 
Playability: * * * 



Although this map contains open areas and woods, it usually involves house-to-house fighting, 
since the houses follow a natural line across the map from one side to the other. The large, 
muddy area at bottom left can be crossed quite swiftly using the wooden pier as cover from 
enemy fire, but apart from this, the whole area is very open to fire from some of the taller 
buildings, and units can be pinned down from quite a distance away. This is an odd map; it's 
distinctive, and there's nothing really wrong with it, but equally there's nothing remarkable about it 
either. 
 
Notes: The victory location at top left represents the front line of the Polish brigade. From this 
point the Poles could observe the destroyed Arnhem railway bridge, but anyone venturing off the 
map to the left would come under fire from the German troops dug in along the railway 
embankment at the southern end of the railway bridge. The German troops dug in there were the 
ones who layed the charges and destroyed the bridge. 
   The water at bottom left is the Lower Rhine. It was from around this area that some of the Poles 
crossed over to join the British in Oosterbeek, and during the later evacuation, it was around this 
same area that weary British troops would land on the southern side of the Rhine. 
 
 
Allied tactics: 
Get some effective units into the 3-storey house and also the 2-storey house. From here you have a stronghold against enemy attacks 
and can control the street. Defend as well the ruins below the street. Use a part of your force to advance along the top of the map and 
take the 3-storey house from the back. The rest of your troops should advance along the bottom of the map. Then move your troops 
upwards and take the three houses at the junction. These houses will give you a good AT- position as well. Now encircle the Germans 
which are still in the woods in the middle of the map. If you face armor, put an AT gun in the 2-storey house to the right of the 
wooded area in the middle and protect it against infantry. From this house you can control the street against tank movements! The 
woods also give enough cover for AT teams to sneak to advancing German tanks and take them out. 
 
German tactics: 
Defend the houses at the top of the map. From there, you can control the top road and  any advances out of the 3-storey house, but put 
a unit in the woods above the street in case an Allied unit does manage to slip through. Be cautious about attacks through the woods 
at the bottom of the map. On Day 2 keep your armor a little bit in the back and control the street to the middle right of the map and 
assist in securing the houses at the junction. Fighting will take place at close range, therefore your tanks are in danger of  PIAT teams. 
After stopping the first attacks, advance at the top of the map and take the 2 + 3 storey houses. 
 
 
 
================================================= 

Sector:    Nijmegen 
================================================= 
 
-------------------------------------------------------------------------------------------------- 

Operation:    Groesbeek Heights 
Objectives: This is the predominant high ground around Nijmegen. From here the Germans can 
oversee the approaches to Nijmegen, Nijmegen bridge itself, and also the road North to Arnhem. 
Control of this area is vital so as to allow the safe passage of XXX Corps through Nijmegen and 
on to Arnhem. In addition, this is the primary source of air resupply for the Nijmegen sector. 
 
17th to 26th Sept. 
 
Req. points: 
Allies start with:    54/15 
Allied daily rate:   60 
 
Germans start with:   30/5 
German daily rate:   40 
 
Time taken to progress from one map to next: All 1 hour. 



 
Allied reinforcement: 
Sept 19th: 20 
Sept 24th: 80 plus daily rate changes to 80 per day from then on. 
 
German reinforcement: 
Sept 18th:  80 plus daily rate changes to 60 per day from then on. 
Sept 22nd: 80 plus daily rate changes to 80 per day from then on. 
Sept 23rd: 40 plus daily rate changes to 60 per day from then on. 
 
 
Bridge Timer: N/A 
Operation Win Conditions: None. 
XXX Corps arrival time (when played as a single Operation only): 1700 on 19th Sept. 
 
·  If Groesbeek Heights and Nijmegen Crossing North Bridge are in Allied hands, Germans in 

Nijmegen Bridge will be isolated.  
·  If Groesbeek Heights is in German hands, Germans in Nijmegen Bridge get an extra 20 req. 

points per day. 
 
 
 
Map: Groesbeek Landing Zone 

 
Playability: * * 
The few houses there are on this map are spaced quite far apart, and with open fields in between. 
This means that battles are often a war of attrition, with units firing at each other from house to 
house at quite long range. The open territory makes progress difficult, but the huge expanse of 
open land on the right hand side means that whole units can sometimes be moving around out 
there unseen for ages. All the houses are surrounded by low walls so if units do manage to make 
it across the open land inbetween, they can then use this cover to assault the houses. There are 
also three ruined houses which can provide good cover, but again there is precious little 
inbetween. Only the line of trees at bottom right provides any additional cover.  
 
Notes: Opinions vary as to the necessity of the Groesbeek operation. Some historians argue that 
the area was of little strategic value, and that XXX Corps could have proceeded through Nijmegen 
relatively unhindered by artillery located in this area. The addition of this operation was one of the 
last changes made to the Market Garden plan. 
  What there is little doubt over is that the American 82nd Airborne should have been given this 
area as a secondary objective; securing the Nijmegen Bridge was of far more importance. As it 
was, soldier's accounts of the fighting around Groesbeek recall that "...there was no sense of 
urgency to get to the [Nijmegen] bridge. If only we'd gone down as soon as we'd landed and 
secured the bridge... we might well have reached Arnhem". 
 
Allied tactics: 
Day 1: The main battle will take place around the small wood at the bottom left. German attacks will try to get hold of the small hut 
opposite to the woods. So defend this place with one or two Bar units and a rifle team. Hide a Half team behind the wall which runs 
to the top left to attack German advancing along this wall. The mortar should be put into the tree triangle at the bottom right. Save as 
many points as possible for AT guns for the remaining days.  A third BAR team and two half teams or Rifle unit should go into the 
ruins to provide flanking fire for the attack on the hut. Then it's just a case of waiting for the Germans to come. Defend this victory 
location at all costs as you will need it for your AT gun. Destroy as many units as possible. 



Day 2 onwards (you will be facing armor): Now it gets tricky. Depending on which day it is, you will face some halftracks, Panzer 
IV's, or even worse, some Panthers. The experience level of your AT gun team will be the crucial success factor. If you win this map 
at the end of the day, you will always have enough req. points available to buy new AT guns. But 95% of the time, even if you kill the 
tanks, you will still lose your AT gun due to Panzerfaust/ Panzerschreck or mortar fire. 
Assuming you have won the previous day, your AT gun should go into the hut in the middle of the map which has a good LOS over 
the map. The hut gives some protection against MG fire out of the buildings for some time. The infantry should be deployed in the 
same way as before. In addition, I always send a half team or recon unit in a suicide mission to stop the first German infantry 
advance. I deploy at the wall by the woods and move them into the small walled squares to stop enemy movement from the houses 
across the open field.  Normally you'll have enough time to kill the enemy tanks as houses provide some cover against tank and 
mortar fire. You will have to wait to kill the tanks as it takes them some time to move into a position where you have good LOS onto 
them, and if you don't have an experienced team, your AT gun will be killed very quickly. Whilst you're waiting expect your 'suicide' 
team to come under fire from the first enemy infantry attack. The Germans will then move towards your victory location. If your AT 
gun is still alive, they will try to take it out with their Panzerfausts (this will happen quickly). If you succeeded in killing the tanks, 
you will win the battle soon. 
If you have two AT guns available, deploy the second one in the ruin at the top middle of the map, next to the wall. It will not last 
very long due to the German mortar, which is normally positioned in the top left corner, and MG fire from the house, but you might 
be able to kill one or two tanks (place smoke around the houses, this buys you some time) as this position has good LOS across the 
field. Add an infantry unit for protection. 
Another (bloodier) tactic is to attack the houses in the woods with your infantry and a PIAT team. Secure the woods and the houses 
and stop German attacks over the open field from the other houses. If a tank advances, the PIAT team will have a top down shooting 
position from the house. If a German tank passes by, it's also possible for your infantry to take the tank out from the cover of the 
woods. 
A third tactic would be just to leave the map at the beginning of the battle and try to kill the tanks on the next map ! 
Later in the operations/ campaign, when XXX Corps passes by, you'll able to purchase Allied tanks. I usually stick to my AT gun 
(17pdr, but usually the 6pdr which is very effective) and add a Stuart and/or Daimler mainly for infantry support. You have a very 
small chance on this map to survive a head to head confrontation with the German tanks as they are superior and the chances to 
attack them from the side are small (wide LOS, firefights over a long distance). 
 
German tactics: 
The two key positions are the 2- and 3-storey houses. Deploy one or two MGs in these and you have practically won the map. 
As long as you keep hold of one victory location you can prevent the Allied air supply. So you can choose to wait for reinforcements 
on Day 2 or to win the map quickly on Day 1. 
Deploy one MG42 in the 2-storey house to the left and add a Reserve team for protection. Use a second reserve/infantry team to 
'Move Fas't into the 3-storey house and another one to move in front of the house towards the wood. Move two MG 42s as well into 
the 3-storey house and shoot immediately on the Allied troops behind the wall and in the ruins. Move the rest of your troops into the 
woods. The first minute will be a bloody one. But protect the MG42s and you will win the battle. Be wary of attacks against the other 
2-storey house! When you have secured the woods and stopped the Allied attacks, try to kill the Allied mortar on the open field with 
concentrated fire of your MGs.  
Don't rush into an ambush. Wait for the Allies to come to you as they have to secure this map. You will get heavy reinforcements over 
the next few days, so just wait (and kill the mortar team(s) which should end the battle by forcing the Allies to surrender). 
 
------------------------------------------------------------------------------------ 
Map: Groesbeek Farmland 

 
Playability: * * * 
Yet another average CC2 map, again with scattered buildings and wooded areas, and with walls 
and hedges to hide behind. Since the few buildings are central on the map, they are often the 
scene of the most fighting, but the map also offers differing terrain towards the right side. The left 
side is very open, with a track running across the top. Average. 
 
Allied tactics: 
Build up a stronghold in the 2-storey house (BAR, Vickers, AT gun) and secure the wall in front of it with some infantry units. Build 
up a second defense point with infantry at the middle top behind the wall next to the field. Last defense point is along the walls 
surrounding the pond. If the Germans have a lot of tanks, try to stop the infantry and wait for the tanks to advance. On this map, you 
have a lot of walls and woods which you can use to sneak PIATs, a flamethrower or even infantry near to the tanks and take them out. 
The walls also provide good cover against infantry fire. Try to get a good idea of the various LOSs on this map from different 
positions. If you have to withdraw to the right side of the map, there are a lot of small elevations with good LOS (both top and bottom 
right). Check them out. The line of craters is a good last line of defense against infantry. 
 
German tactics: 



If you're still on Day 1 and depending what was left from the Groesbeek LZ map, I normally just try to secure some ground to prepare 
for the attack on Day 2. For this, sneak one group along the very top and a second group along the very bottom of the map. I use one 
team at the left of the map to concentrate enemy fire (including mortars) so as to leave your other units relatively untouched. Shoot 
strategic fire onto the 2-storey house and if you get under mortar fire, sneak them through the field and then fire again. The Allied 
mortar team is normally located at the top right of the map behind a small hill. So don't run into them unprepared. Sneak your troops 
around the map to gain as much ground as possible. Try to avoid the enemy. Crucial for Day 2 is the centre of the map. Try to sneak 
into the three small houses ( the 2-storey house is normally defended). Then you can try to engage the enemy in the house.  
On Day 2 you will get a lot of points. Buy a Panther and a Panzer IV, and use the rest for Aufklärer, MGs, Sturmgrenadiere or 
Infantry.  
Depending on the ground you secured on Day 1, you have to stop the Allied attack first and then slowly crush the Allies with your 
tanks. Secure the walls surrounding the small pond and then take the 3-storey house. 
If you start on this map on Day 2, it will be a little bit more difficult as you have to advance through open ground. Again, buy tanks 
and if possible, a Flamethrower halftrack. Set the 2-storey house alight ASAP, or use your tanks to suppress any units in the house, 
and then advance slowly along the bottom of the map.   
 
------------------------------------------------------------------------------------ 
Map: Groesbeek Heights 

 
Playability: * 
An open map, with a wide expanse of trees but little else in the way of cover. The wooded areas 
allow for varied tank movements, and battles can centre around the two walled areas at the 
extreme left and right of the map. The road at the top of the map allows rapid armoured 
advances, but is open to anti-tank units hiding in the trees. One of the dullest maps in the game 
though. 
 
Allied tactics: 
The woods give good possibilities to sneak near a tank. Mind the elevations on this map and check out your LOS! Try to build up a 
first line of defense around the ruins in the top left and bottom middle. Even tanks or infantry can only see you at a very short 
distance in these two areas, so use this to your advantage. A second line of defense should be built-up in the woods. You have a very 
good chance here to bring your AT-teams into good positions. Infantry combat will be at close range with heavy losses on both sides. 
So set up ambushes. The wall at the bottom right is a good defense point against any attacks through the fields. If you have tanks, let 
the infantry lead the attack and advance carefully behind them, as you can easily lose all your tanks in the woods through the German 
infantry Panzerfausts. 
 
German tactics: 
First, you have to take the ruin at the top left of the map. Use suppression fire from your tanks and attack from several directions. 
This area is often heavily defended. Now attack the ruin at the bottom of the map. Again suppress with a tank, then move up one 
infantry team. Note that in this ruin you are in direct LOS of Allied mortars which often are placed behind the wall on the other side 
of the field. So once in the ruin use the 'hide' command. Now advance with your infantry slowly through the woods, followed by your 
tanks. The Allied resistance is normally split up into single units, so you shouldn't have any problems here. 
In the following days, the map will get boring as you have a lot of req. points to spend. You will end up with some 6 Panthers (try the 
flamethrower halftrack!) and lots of Sturmgrenadiere. You can change most of them after each day and still have req. points left. Even 
if XXX Corps arrives, how should they survive against a full force of 6 Panthers and the Panzerfausts of the 
Sturmgrenadiere/Aufklärer? You can even lose one or two Panthers each day. Boring. 
 
 
-------------------------------------------------------------------------------------------------- 

Operation:    Nijmegen Bridge 
Objectives: The American airborne troops must secure the Nijmegen Bridge, the last bridge that 
XXX Corps has to cross before Arnhem. 
 
18th to 21st Sept. 
 
Req. points: 
Allies start with:    54/15 
Allied daily rate:   60 



 
Germans start with:   30/10 
German daily rate:   80 
 
Time taken to progress from one map to next: All 1 hour. 
 
Allied reinforcement: 
Sept 19th: Daily rate changes to 80 per day from then on. 
 
German reinforcement: 
None. 
 
Bridge Timer: N/A 
Operation Win Conditions: Germans are all dead. 
XXX Corps arrival time (when played as a single Operation only): 1800 in 19th Sept. 
 
·  Once at the Nijmegen Bridge map, the Germans get an extra 100 req. points.  
·  If Arnhem Bridge and Nijmegen Bridge are German held, and if Nijmegen City is contested, 

the Germans in Nijmegen City will receive an extra 20 req. points per day plus access to 
heavy armour. 

 
 
Map: Nijmegen City 

 
Playability: * * * * * 
This map contains more houses than any other. Whole streets of similar houses are present, and 
this is another case of having to fight from house to house in order to progress. It's possible to use 
the cover of the houses to advance quickly across the map, but the open streets allow machine 
gunners to stop advances in their tracks. Not a great map for armour, but simply excellent for 
infantry moves. 
 
Allied tactics: 
You have to concentrate your forces! Attack along either the top or the bottom of the map and use a small number of your troops to 
secure the opposite side from whichever route you take against counter-attacks. 
The 3-storey houses at the top-right give you a good first goal. From here, you can control 2 important streets. Then secure the house 
block below. Use some troops to sneak along the top of the map. Then work your way down to the long line of 3-storey houses. 
Always use two or three units to work your way along houses, one to give suppression fire, the other to advance. Leave some troops to 
protect the bottom right house block. 
The enemy mortar is normally placed at the bottom left corner of the map. 
 
German tactics: 
You are usually outnumbered, so you have to set ambushes. The two main attacks will be directed against the victory locations at the 
bottom and top left, along the road in each case.  
To stop the attack at the bottom: Place a long range weapon (MG) on 'Defend' in the house at the T-junction to control the street along 
the bottom of the map. Place other units in the row of houses at the bottom (best ones: 3rd and 4th from the right) . If you have further 
units available, defend the houses on the opposite site of these defended houses as well. With this you can stop all attacks along the 
bottom.  
Use your other units to defend the houses on the right above the central park and the barracks at the top of the page. Place a long 
range weapon into the barracks to the right to control the street from the top to the bottom middle. Add another unit for protection. 
The other units should go into the houses below these barracks. Here you have a good LOS over the open street to stop all attacks.  
Be aware that the Allied will get a lot of reinforcements on Day 2 of this battle! So it's better to play more defensively on Day 2 and 
just buy some HMGs (no Allies will be able to cross a Heavy MG42-controlled street) and wait for them to come. 
Later in the game, when you have enough units available, deploy them along the street at the right side of the map and stop the Allied 
attack immediately. A mortar team might be hiding in the top right corner of the map, so check this out. Flame-throwers are very 



useful on this map when you have enough req. points. In the beginning, set-up your MG42 in such a way that you can control some 
important streets.  
 
------------------------------------------------------------------------------------ 
Map: Nijmegen Bridge 

 
Playability: * * * * * 
This is packed with a bridge section, ditches, trees, elevation changes, houses and buildings of 
different sizes and a wealth of attack and defense options. Battles are usually based around 
house to house fighting, although there are some large areas of open ground that need to be 
traversed. All of these contain cover of various types, be it trees, ditches or trenches. In addition, 
some of the streets themselves are very wide, which means that once you've cleared and secured 
one row of houses, there's then a patch of featureless terrain to cover. The lack of protection on 
these wide streets often results in bloodbaths. Awesome. 
 
Notes: At the time of Operation Market Garden, the Nijmegen Bridge was the largest in Europe. 
The scene in the film when the Germans try to detonate the bridge and fail is correct, although it 
was later found that a stray artillery shell (probably German) had actually cut the detonating wire.  
 
 
Allied tactics: 
Win this quickly or you get toasted. If you have won this map, this battle is over (and some headaches as well). When you advance to 
this map, the Germans get a lot of reinforcements (100 req. points!). Watch out for enemy armour. With luck you'll 'only' be facing an 
88 artillery gun, but it could be the Hetzer Flammen or some other heavy stuff. Therefore, try to win as fast as possible. Don't forget to 
take aa AT-team with you. 
The main German attack will be against your 3-storey house in the park at the bottom. Place at least 2 units in there.  Keep a reserve 
in the house in the bottom right corner. Deploy the other troops in the 3-storey houses at the middle right. Keep them on 'hide' as long 
as possible. A minor attack will be directed against these houses. If you can spare some units, sneak some troops along the top of the 
map to the house block on the top left (the enemy mortar is usually placed here), and then work your way down the map. Only very 
few men will survive the attacks in the houses at the bottom. If the German attack has come to a halt and you have weakened their 
troops, bring up your reserve from the 3 houses and clean the area in front of the bridge. Then move to the 4 houses next to the park. 
The last objective is to clean the houses on the left, working you way down from the top. The highest German resistance will be in the 
houses at the bottom around the fountain, so don't attack here directly (use suppression fire first to weaken resistance) 
 
German tactics: 
If you are thrown back onto this map, you will get a lot of req. points. If you can, buy the nasty/brilliant Hetzer flammen.  
Most of the fighting will take place at the bottom of the map. so defend this area well. Some MG's in the 3-storey houses around the 
fountain, coupled with some infantry/Reserve/Aufklärer units for protection, will be a bloody surprise for the attacking Allies. 
Defend the houses at the bottom of the map as the main attack will be against them. The second attack will come along the park just 
below the bridge entrance. Look for a good LOS onto this street. Use one or two other units to control the upper part of the map 
(watch for attacks at the very top). If you have the Hetzer, flame the 3-storey house and the park around it right at the beginning. A lot 
of Allied troops will start there, so toast them and keep an eye out for AT teams! Next 'toast goal' is the house at the bottom right. 
Beware of AT guns which might be placed in the 3 houses at the right side. If you play this battle on Day 2, place your tanks in such a 
way that you can control the streets. There will be a lot of enemy infantry units! 
 
 
-------------------------------------------------------------------------------------------------- 

Operation:    Nijmegen River Crossing 
Objectives: Having failed to dislodge the Germans from the Northern end of the bridge by direct 
attack across the bridge itself, the Allies are now attempting a daring river crossing in open boats 
to outflank the defenders stationed on the North side. 
 
20th Sept only. 



 
Req. points: 
Allies start with:    54/25 
Allied daily rate:   60 
 
Germans start with:   34/5 
German daily rate:   60 
 
Time taken to progress from one map to next: River Crossing to Riverfront is 2 hours. Riverfront 
to North Bridge is 1 hour. 
 
Allied reinforcement: 
None. 
 
German reinforcement: 
None. 
 
Bridge Timer: N/A 
Operation Win Conditions: Germans are all dead. 
XXX Corps arrival time (when played as a single Operation only): 1700 on 20th if North Bridge has 
not been secured. 
 
·  Once at the North Bridge map, the Germans receive an extra 10 req. points. 
·  The Nijmegen Crossing operation will start once XXX Corps have arrived at, and secured, the 

Nijmegen Bridge operation. It starts 2 hours after XXX Corp's arrival if they arrive before 
noon, or 1000 hours the next day if they arrive in the afternoon. 

 
 

 
Playability: * 
Dull, dull, dull. Another featureless map with no houses and practically no cover whatsoever. This 
is a machine gunners paradise, as troops can be mown down from a distance. The beach/mud 
area at the right side of the map is bordered by a bank which provides good protection from 
enemy fire. There is really only one tactic on this map; outflanking.  
 
Notes: Most books about WWII mention this crossing as one of the most heroic acts of the war. In 
some ways it really does seem beyond belief: crossing a wide river, in broad daylight, in open 
boats, and then landing on an enemy-held shore... 
 
Allied tactics:  
Ugly map. Deploy your troops along the beach and keep them on hide. There might be a German attack coming along the dried up 
river at the top of the map and the footpath at the bottom! So defend these areas well. Sneak some units along the very top of the map 
to the top left corner. Try to shoot from the beach in the direction of the trenches to get the attention of the defenders. Now move your 
units from the top left corner down to the beginning of the trenches and secure the first one. The German defenders from the bottom 
of the map will then head towards you. Now it's time to advance some of your remaining troops from the beach along the bottom of 
the map to surround the Germans in the middle of the map. 
 
OR 
You must outflank the enemy positions. Invariably the Germans are armed with machine guns and can stop any attempts to advance. 
You will have a real job trying to stop your troops from panicking on this map when they're pinned down by machine gun fire, with 
no cover and unable to move forward or back. Use mortar fire on the machine guns to try to weaken them or make them withdraw. 
Move troops across the very top of the map and approach the German trenches by moving down the track that runs just behind them. 
You can attempt to move a unit or two across the bottom of the map to try to reach the trees at the extreme left hand side, but be 



prepared to withdraw should you stumble across a machine gun position. The only other place to advance is via a small stream 
situated in a marshy area in the centre of the map. Sometimes it's possible to sneak a unit along here to fire upon the trench, but use 
this more as a diversion rather than the main assault. Oh, and watch out that you aren't outflanked yourself. You may need to commit 
a large force to outflank the Germans, but this can leave the beach area unguarded. 
 
German tactics: 
You are normally outnumbered on this map. You have a wide open terrain with a good, but limited LOS. You will need a long time to 
find the best MG positions. Use low quality units to protect your MG and also to scout the sneaking enemy. You need to especially 
secure the footpaths at the bottom and top of the map. Beware of outflanking. I try to spot them with some units, then sneak these 
away unseen, and then bring up the MG… 
Try to gain as much time as possible as you will get enough req. points on Day 2 to crush the Allies (a tank and/or several MG's will 
be unbeatable on this map). 
 
------------------------------------------------------------------------------------ 
Map: Nijmegen Riverfront 

 
Playability: * * * 
This map contains six long buildings and four wooden ones, plus a single, 3-storey house. 
Because there's only one building with more than one storey, it's not always beneficial to capture 
each and every building, since they only provide improved cover and no improvements in LOS. 
This is a map where it can pay to use the wide expanses of open terrain to make gains on the 
enemy and not get fixated on the buildings. The railway running through the map has been heavily 
bombed, and the craters can provide fairly good cover to hide in, and there are several wooded 
areas and hedges to aid 'sneaking'. Another so-so map, with nothing wrong, but nothing great 
either. 
 
Allied tactics: 
You shouldn't have much resistance after winning the Nijmegen River Crossing map. Deploy half of your troops at the bottom right 
in and around the barracks. Put the other troops (including mortars) in the top right corner. Crush the German troops between you 
which are defending the barracks in the middle. Move the troops at the top along the footpath and then attack the Germans from the 
back. Then advance to the bombed rail in the middle of he map. Advance the troops in the barracks along the bottom of the map, 
cross the field and advance until you reach the second hedgerow. Then attack the barrack in the woods from both sides. 
 
German tactics: 
This will be tough after losing the previous map. Inflict as many casualties as possible without losing your own units. A MG in the 3-
storey house will cut huge holes in the enemy lines. You have too few man to stop the Allies early, so try to defend the houses to 
middle left only. Be cautious about the hedgerows at the bottom which give good cover! 
Try to save yourself for Day 2. If you manage to survive until then, attack along the top of the map and don't attack the barracks 
directly, since you will suffer heavy losses.  
 
------------------------------------------------------------------------------------ 
Map: Nijmegen North Bridge 

 
Playability: * * 
This map contains two obvious defensive points. The first is the building towards the top right on 
the piece of land jutting into the river. This can sometimes be very difficult to assault, since the 
approach is quite open, and the only route to the house is over a narrow, exposed piece of land 
which is open to enemy fire from the building itself. The only weak point is that the building is 
constructed of wood, so mortars or shellfire can penetrate quite easily. The second defensive 



point is the 3-storey house just below the road on the right hand side. If the trees are defended as 
well as the house itself, then any attempts by an enemy to move towards the house will result in 
them having to move through a heavily wooded area where units could be hidden. This can be 
costly in troops. Attempts to skirt the woods and assault the house directly will come under the 
superior LOS of the house itself. The rest of the map is pretty ordinary, with an elevated road 
crossing from right to left, and the bridge itself is quite striking (it also offers excellent LOS onto 
practically the whole map). 
 
Notes: It was in this area that XXX Corps was ordered to stop and wait until their supporting 
infantry was brought up so that the area ahead could be cleared (the Allies recognised that the 
elevated, open road to Arnhem would be hazardous for tanks). The scene in the film when Robert 
Redford shouts at the British commander about '...drinking tea' has some basis in fact. There are 
photos showing British tank crews 'brewing up' alongside their tanks as they waited in this area. 
 
Allied tactics: 
Should be pretty easy. The Germans will get some reinforcements, but only a few. Avoid the woods. Leave some units in the two 
houses at the middle right ('Move fast' one unit to the 2-storey house) to secure against the German counter attack out of the woods. 
Secure the houses on the upper side of the road and then advance along behind the road before working your way down along the 
trees to the base of the bridge. After stopping the counterattack from the woods, move your units into the woods and search for 
remaining troops, and then advance in the direction of the bridge entrance to flush out any leftovers. 
 
German tactics: 
If you are still on Day 1, you will get a few reinforcements. You must hold this map otherwise this battle is over and your troops in 
Nijmegen will be isolated. 
You can play it either offensively or more defensively.  
First, try to get a unit into the 2-storey house and place another into the house to the left of the woods. From the 2-storey house you 
have a great LOS and can control the open ground. Be warned that this house is in handgrenade range of the L-shaped building. Add 
a unit in the woods to spot advancing enemies. This should give you enough time to go for a ceasefires to save yourself for Day 2 
when you get new troops. 
If you have few units, put one in the house at the top of the map, and fire on the Allies. The only way to get you will be via mortar 
fire, since this position is very good defensibly. The rest of your troops should defend the bridge. Again, try to get a ceasefire to save 
yourself to the next day. 
 
 
-------------------------------------------------------------------------------------------------- 

Operation:    The Island 
Objectives: XXX Corps' final obstacle before Arnhem is the elevated road near the town of Elst, 
just North of Nijmegen. The road is surrounded by the polder (marshy, boggy ground), which is 
impassable to tanks, so the Allies must push forward along a narrow, exposed road that can be 
easily defended by the Germans. 
 
21st to 23rd Sept. 
 
Req. points: 
Allies start with:    XXX Corps supply rate. 
Allied daily rate:   XXX Corps supply rate. 
 
Germans start with:   30/100 
German daily rate:   80 
 
Time taken to progress from one map to next: All 2 hours. 
 
Allied reinforcement: 
None. 
 
German reinforcement: 
None. 
 



 
Bridge Timer: N/A 
Operation Win Conditions: Germans are all dead. 
XXX Corps arrival time (when played as a single Operation only): Operation starts with XXX 
Corps present. 
 
·  If Arnhem Bridge is German held, the Germans in The Island get an extra 20 req. points per 

day plus access to heavy armour. 
 
 
Map: The Tulip Fields 

 
Playability: * * * * 
Open fields surrounded by ditches with houses dotted about. The road through the middle of this 
map is elevated and tanks can be picked off from a distance. The ditches aren't as deep as they 
look, and infantry can still be taken out when using these to advance. This map is an unusual mix 
of house to house and open terrain fighting. The high ground across the top of the map is ideal for 
artillery placements. The mix of fields, houses, ditches and elevations makes this one of CC2's 
better maps. 
 
Notes: In one pre-1940 paper test exercise set annually at the Dutch Army College, students 
were required to send a force north from Nijmegen to capture the Arnhem road bridge. The 
college's solution was to feint an attack along the main road whilst moving the bulk of the forces 
along minor roads and attacking the bridge from along the southern edge of the Rhine. Any 
student moving his force up the main road instantly failed the test... 
 
Allied tactics: 
This is a difficult map on which to advance. You will play this map with the units of XXX Corps. If possible advance as fast as 
possible through this operation. You will face German armor and your own armor is always in range of the very potent German 
Panzerfausts. First rule, try to get at least 80m between you and the German infantry, or you'll have to use heavy suppression fire on 
this units to stop them from firing on your tanks. Try to 'hide' your armor around the 2-storey house, especially out of LOS from 
German infantry in the area above the road. Use a Vickers and one or two other infantry units in the house below the road to stop all 
enemy infantry attacks (and to attract the German tanks) from the nearby woods. Wait for the German tanks to attack the houses, then 
go for the kill with your tanks. At the beginning, 'Move fast' some units into the 3-storey house above the road to control the area 
around the ditches. After destroying the German tanks and stopping the first German attack against the 3-storey house, you can think 
of advancing through the woods to the long building in the middle of the map. Be prepared for German counteroffensives from the 
top of the map. A Vickers in the 3-storey house above the street can do wonders against these! The next attacking points from the 
long house are the 2- and 3-storey houses. Once you have secured these, you can shoot down the last resistance in the houses at the 
bottom left with your remaining tanks. 
 
German tactics: 
Find the spots with a wide LOS (some positions at the top of the map have a very good LOS). The 2-and 3-storey houses in the 
middle of the map are of the utmost importantance to occupy in order to stop the enemy infantry. Deploy a MG here and you can stop 
all attacks. A tank is also good when positioned here. Do not be on the offensive with your tanks; wait for the Allied tanks to drive 
into your LOS and stop the Allied infantry for the time being. The area around the top of the map is easily defendable, as long as you 
know the LOS. Take some minutes to find out the best LOS positions as it's really worth it. Stop any enemy infantry here, but 
withdraw if you come under fire from the Allied tanks.   
 
------------------------------------------------------------------------------------ 
Map: The Island 



 
Rating: * * * 
Description: Similar in many ways to 'The Tulip Fields', again we have an elevated road 
surrounded by soft, marshy ground. Tanks will find it difficult (if not impossible) to move on this 
map anywhere but on the road. With most of the houses situated in the bottom right of the map, 
most of the fighting tends to centre in this area. Again, as with 'The Tulip Fields', we find ditches of 
varying depth. Although of similar design, this scores a star less than 'The Tulip Fields' due to the 
lack of features towards the left hand side. 
 
Notes: 'The Island' gets it's name from the way in which the Waal and Lower Rhine form an island 
of land between them. After Market Garden was over, troops stationed in this area had to endure 
one of the wettest winters on record through 1944/45. Remember, this is muddy, boggy, marshy 
ground already, without the addition of rain... 
 
Allied tactics: 
When you advance onto this map, the Germans will get a lot of reinforcements (tanks in particular!). This map is very dangerous for 
your tanks, so 'Hide' them behind houses or place all of them (I'm not kidding) in the top right corner (at least 80m away from 
German infantry in houses) so that you can control the road. If you place them on the road itself, or at the bottom right corner, their 
chances of survival are very low. After winning 'The Tulip Fields', your troops will be somewhat reduced. So concentrate your forces 
wisely. Put two low cost units in the house in the bottom right corner and 'hide' them. Ambush the advancing infantry when they are 
out in the open. It's a stone house, so it provides good cover! The rest of your infantry should defend the 2 houses on the right side. 
BARs and Vickers can stop any German infantry advance over the road. The concentrating of your tanks in one spot at top right also 
gives you a chance to destroy the German tanks. When the tanks are destroyed, concentrate your tank fire on the 3-storey houses, but 
look out for German infantry; keep your tanks well back. Only move them onto the road when you have secured the 3-storey houses 
and the area below the road, otherwise it's too dangerous. Your first-counter offensive should be against the 3-storey houses at the 
bottom. Then move them behind the road until you reach the 3-storey house at the top of the map. Then take it and look for remaining 
German infantry. 
 
German tactics: 
Your last chance to stop the Allies before Arnhem. Put an AT gun into the building at the top right and add a Reserve. They will take 
out most of the Allied tanks. Put some MGs in the 3-storey house at the top and in the left 3-story house below the road. Check 
carefully that you have good LOS. Most Allied tanks will be placed on the road and around the house at the bottom right. You can 
place one heavy armored tank (something like a Jagd- or Köningstiger, although a Hetzer is also good) at the very top left corner to 
dominate the road. Make sure you get the best LOS to avoid being taken out by an Allied tank. Tanks on the elevated road are always 
open to enemy fire from the surrounding fields. Put some infantry into the 3-storey house towards the bottom right (add a 
Panzerschreck) and take out some tanks, before then stopping the Allied infantry. Note that if you have to withdraw from these 
houses you will have to cross an area that is a very open field with a very good LOS, so make sure you can withdraw safely. After 
killing the tanks, try to secure the area at the bottom right, then move up your tanks and take the last houses above the road. The small 
hut on the triangle just above the road is normally very hard to defend at the beginning, so do not bother to try and defend it. 
 
 
================================================= 

Sector:    Eindhoven 
================================================= 
 
-------------------------------------------------------------------------------------------------- 

Operation:    Veghel 
Objectives: Veghel is the second river that XXX Corps needs to cross. They need to continue the 
push forward to Arnhem, so the airborne troops are expected to have this area secure by the time 
of XXX Corps' arrival. 
 
17th to 26th Sept. 
 



Req. points: 
Allies start with:    54/15 
Allied daily rate:   60 
 
Germans start with:   30/5 
German daily rate:   40 
 
Time taken to progress from one map to next: All 1 hour. 
 
Allied reinforcement: 
Sept 23rd: 100 plus daily rate changes to 80 per day from then on. 
 
German reinforcement: 
Sept 22nd:  70 plus daily rate changes to 80 per day from then on. 
Sept 23rd: 50 plus daily rate changes to 60 per day from then on. 
 
 
Bridge Timer: 8 minutes. XXX Corps will take 14 hours to replace the bridge if it is blown. 
Operation Win Conditions: Germans are all dead once reinforcement on 23rd has taken place. 
XXX Corps arrival time (when played as a single Operation only): 1100 on 19th Sept. 
 
·  Note that once the Veghel North map has been secured, this operation will not be contested 

again until the German reinforcements on the 22nd and 23rd. 
 
 
 
Map: Veghel Bridge 

 
 
Playability: * * * 
It can be very difficult to progress on this map, and once the bridge has blown, access to the 
opposite bank is not possible. There are lots of hedges and trees providing good cover for infantry 
advances, and it's another map where it's very easy to find yourself practically on top of an enemy 
unit before you can see them. If the bridge is intact and the battle spreads out into the upper, 
larger portion of land, then again there are hedges for infantry to hide behind and open fields in 
between which can be tricky to progress over. A single, well placed artillery or armour unit on 
either side can hold up any attempts to move across the bridge by the enemy. 
 
Notes: This map illustrates perfectly the problems faced by the advancing XXX Corps. The road is 
narrow and bordered by hedges, and the bridge itself is small. This almost minor road was the 
one along which XXX Corps had to 'race' north to meet the airborne troops. 
 
Allied tactics:  
Main goal, occupy the bridge! There will be normally two strongholds in your way. The first is at the bottom of the page in the lower 
part of the avenue, the second stronghold is directly on the other side of the bridge. One or two units might be in the woods at the top 
right, so leave one unit above the road to protect you from those. Don't worry too much about your losses as you have to win this map. 
Leave two units opposite to the avenue. The rest of the units should advance along the road. If you have resistance from the avenue, 
you can now fire on them from two directions. Don't approach the bridge directly. Advance from both sides (top and bottom) and 
destroy the enemies on the other side. Direct your mortar fire on them. Then bring one unit onto the bridge to secure it. Move half of 
your troops on the other side of the river. Now you can start to search for the remainder of the Germans. A mortar is normally located 
on the left side of the map. 



Advance to the next maps on the same day (1h ceasefire). Practically nothing is left over for the Germans from the defense of this 
map. 
 
OR 
This map is one where the AI doesn't always follow the same pattern. Sometimes it'll leave the smaller of the two river banks 
completely unguarded, despite having two victory locations on that side of the bridge. At other times it'll place units at the end of the 
tree lined road (these can be removed by sneaking troops along the very bottom of the map where the tree lined road goes off the map 
and then firing up the road) and under the trees in the field just to the right of the bridge. This last position can be tricky to take, as 
the hedge to the right of this field provides no protection against enemy fire from this position. The best tactic I've found is to move a 
unit or two across the top portion of the smaller land mass towards the top right of the map and then move down to attack this tree 
area from the top (hope that's clear). 
  You'll need to pour mortar fire down onto the area just on the other side of the bridge, on the 'lower' side, but next to the road. The 
AI usually places a unit or two here to cover the bridge itself. Move units across from the tree lined road and fire across the river 
bank. Don't move into the field on the 'upper' side of the smaller land mass where the line of trees is. Not only will you come under 
fire from any units positioned to cover the bridge, but this area is also within LOS of the farm buildings, and the AI nearly always 
guards this area well. 
  If by some chance you do manage to make it across the river, move along the road and when you reach the junction, move up the 
road that runs alongside the farm. Attack from this direction, taking each building in turn. Use covering fire from the bridge road to 
suppress any enemy units. Once this area is secure, you can either race up to the remaining victory location at top left and go for a 
ceasefire, or instead move down towards the bottom left to try and weed out every last remaining enemy unit. There's usually the 
German mortar team down here somewhere. 
 
German tactics:  
You are totally outnumbered and may have only 2 or 3 units. Your goal is to destroy the bridge. Put the MG into the stone building 
with LOS onto the bridge. Shoot on every unit trying to cross the bridge, but look after your ammo. Put the infantry units into the 
field below the road to finish off troops who get over the bridge, e.g. put one behind the hedge in the middle of the field, from there 
you can fire onto the bridge as well. A third unit can hide next to the bridge and act as a target for the mortar. 
 
OR 
Remember your objective on this map. All (!) you have to do is to stop the Allies from crossing the bridge. You'll have to wait for 
several minutes before the facility to blow up the bridge is available, so you should make every effort to keep them back from the 
bridge whilst the counter ticks down. Above all, don't make it obvious where your units are. Use the 'hide' command so that the Allies 
will have to work it out for themselves where you are. This will make it difficult and time comsuming for them to flush your forces 
out. Keep any armour well back from the bridge so that they can provide covering fire without being threatened themselves. Once the 
majority of the enemy has been defeated, you can think about moving them up nearer the bridge so as to provide a formidable force 
for the weakened Allied forces to combat.  
   Specific placement of units is recommended as follows: Place a machine gun under the trees in the field to the right-and-up of the 
bridge. Not only are units here difficult to attack, but they can also defend any direct assaults on the bridge by firing across the road. 
Support it with another infantry unit in the copse (wood) near the top of the Allied side of the river. Not only can this unit fire down 
across the field but they will also prevent against any outflanking moves by the Allies on the machine gun. Place rifle or other infantry 
units behind the hedges on the road on the German side of the bridge, with LOS onto the bridge approach. The farm also has good 
LOS onto both the bridge approach and the fields on the opposite bank, so place another machine gun here, supported by other 
infantry units. The Allies will try to attack via the field below the bridge, so hide another unit here to hold up any advance along this 
route. Place your mortar team back towards the bottom left of the map, but don't be in too much of a hurry to start using it. If your 
units on the other side of the bridge fail to stop the advance and the Allies are nearing the bridge, you'll need to pour fire down onto 
the bridge approach so as to slow them up as much as possible. Don't bother to defend the tree-lined road on the opposite bank. It's 
poor defensively, and it's the bridge you need to worry about. 
   The secret is to spread your units out so that the Allies aren't sure exactly how many troops they are dealing with at any one time. 
And if you employ a staggered series of defenses that must be taken in turn, this will use up the maximum amount of time thus 
allowing you to eventually blow up the bridge. Make the Allies do all the work; they're the ones who are running out of time. 
 
 
------------------------------------------------------------------------------------ 
Map: Veghel Town 

 
Playability: * * * * * 
Another 'mix' map with a section of closely grouped houses and open areas to the left. 
Outflanking moves on this map are well catered for, not only due to the thin left-to-right line of the 
houses, but also because both flanks are well covered with ruined buildings, hedges and trees. 
The narrow roads and small bridges can make armour movement difficult. Certainly one of CC2's 



better maps, with buildings of different sizes, shape and construction, and plenty of other terrain 
for different tactics. 
 
Allied tactics: 
Secure first the row of houses. A German counterattack might come from the church ruin at the top. You outnumber the enemy, but 
be careful not be caught in the open from the Germans sitting in the prominent 3-storey houses. 
 
German tactics: 
You don't have enough troops to defeat the Allies here, so you have two choices. You can either give them a bloody nose and fight to 
the last man, or retreat and conserve your req. points. If you fancy having a go, this will be a short, sharp battle. You need to get your 
troops into position quickly, so 'Move Fast' your units into the the building at the end of the row with the Doctor's House victory 
location in it, another one into the building just below this one (with two-storeys) and a third into the lower of the two large buildings 
below the ruined church. Click all units onto 'Defend' once they're in position and then just sit back and watch. You'll lose, but you 
should inflict some casualties. 
 
If you get the chance to fight back onto this map, there are a couple of key locations. Place a MG into the building at the top left of 
the map. This has good LOS onto the road running alongside. Sneak another unit across the field at top left and into the small hut just 
to the left of the top bridge. Move another unit across the ploughed field at the bottom of the map, and be prepared to encounter units 
hidden in this field and behind the small wall to the right of here. If you've got tanks, keep these back to start with so that you can try 
and locate the anti-tank teams. When you're confident that you can move them up safely, position one at the fork in the road where 
the roads from the lower and middle bridges meet. Move another one up to the bridge at the top (watch out for anti-tank teams in the 
buildings to the right of here). 
Don't be in too much of a hurry to advance. If the enemy takes enough of a pounding they should agree to a ceasefire. 
Watch that you don't block the bridges with destroyed enemy tanks. 
 
------------------------------------------------------------------------------------ 
Map: Veghel North 

 
Playability: * * * * * 
Another varied map that's one of CC2's best. The built up area is more tactical than it first 
appears, since some houses are more useful than others. In particular, there are two 3-storey 
houses that can overlook all of the wooden buildings in the very heart of the housing area, so 
these two are naturally more useful than the others. In addition, the line of three 2-storey houses 
along the upper edge of this area also have useful defensive properties, and the open area to the 
back of these allows for rapid retreat should the need arise. As the buildings move along to the 
right, there are more 3-storey houses and then a group slightly seperated from the rest. This area 
in particular is excellent defensively, and can form a great place to make a stand. Towards the 
bottom of the map there's a series of wooden buildings at a 45' angle, and the relatively wide 
spacing of these can make this area difficult to advance across. Finally, there are open areas at 
the bottom left of the map, with trees and hedges. If one side occupies the four tallest buildings 
surrounding this area, the battle may not progress beyond this small section of the map. Across 
the top of the map we get more great terrain to play over, with a wooded area, two small buildings 
with walled surrounds, and then five buildings forming a hamlet that's surrounded by open terrain. 
The more you look, the more you see... 
 
Allied tactics: 
The resistance will be very weak. Advance slowly as you can't afford high losses. Leave units back to secure the houses on the bottom 
right. Move the other troops along the top of the map to the left side and then clean the city from left to the right. 1h ceasefire 
 
German tactics: 
With just infantry this is just about impossible, so withdraw and wait for reinforcements. If you really want to try and stop the Allies, 
the plan is much the same as Veghel Town. Move units quickly into position along the buildings at the crossroads at the bottom right. 
Keep another unit back in the first building above the road to the right of the crossroads. Put all units on 'Defend', but don't expect to 
win. 



Once you have tanks you should be able to manage a ceasefire. Don't get caught out spending too much on just tanks. Try taking four 
Sturmgrenadier units plus two medium tanks. Position these in the buildings to the far left in the built up area, except for one in the 
buildings at the top left. Keep your tanks in the open area at the top left. Move the infantry up here into a position where they can fire 
across the open space below. The Allies will advance across the town under the covering fire of mortars and smoke. The plan is to 
wait for them to come to you. Inflict as much damage as you can in the town, and then retreat to the houses at the top left. The open 
ground around these makes assault difficult. 
   Use either the Panzerfausts to take out the Allied tanks or use your own tanks.You must make sure you take these out, so target each 
tank with two units at a time. Once the enemy has lost it's tanks, it usually agrees to a ceasefire. If not, keep putting fire across the 
open space into the houses below, and whilst keeping a unit behind to keep this up, move other units across to the woods to the right. 
Move these down and attack the enemy infantry from two sides. Once the Allied anti-tank teams are destroyed, use the MGs on the 
tanks to support your infantry advance. 
 
-------------------------------------------------------------------------------------------------- 

Operation:    Son 
Objectives: The Son bridge crosses the first major river/canal that XXX Corps needs to traverse. 
They need to secure it quickly so as to be able to continue the race north to Arnhem. 
 
17th to 21st Sept. 
 
Req. points: 
Allies start with:    54/15 
Allied daily rate:   60 
 
Germans start with:   28/5 
German daily rate:   40 
 
Time taken to progress from one map to next: All 1 hour. 
 
Allied reinforcement: 
Sept 18th: 20 plus daily rate changes to 80 per day from then on. 
Sept 20th: 100 (at 1300) 
 
German reinforcement: 
Sept 20th:  100 plus daily rate changes to 80 per day from then on. 
 
Bridge Timer: 5 minutes. XXX Corps will take 14 hours to replace the bridge if it is blown. 
Operation Win Conditions: None. 
XXX Corps arrival time (when played as a single Operation only): 0800 on 18th. 
 
·  The Germans get one 88 artillery gun on Son Town map, and two 88 artillery guns on the Son 

Bridge map.  
·  These cannot be traded for other units, and can only be placed on preset positions on the 

each map. 
·  Note that once the Son South map has been secured, this operation will not be contested 

again until the German reinforcement on the 20th. 
 
 
 
Map: Son Town 

 
 
Playability: * * * * * 



This is a great map! CC2 seems to be at it's best when there's a variety of different terrain present 
on a map, and the Son Town map contains a small built-up area, open fields, hedges, trees, 
scattered houses, ruined buildings, streams and roads. The town contains different heights and 
sizes of building, and the line of scattered houses leading down the road to the right side is great 
for 'house-hopping'. The town is bordered by different types of cover, with trees, tall grass and 
open fields on various sides. Probably the thing that makes this map great is the different lines of 
attack. There's a field at top left with a hedge, a tree lined road running down the middle of the 
map, a street with houses leading in from the right hand side, a ditch running downwards on the 
extreme right, and finally grass and trees across most of the bottom left of the map. Any one of 
these allows for a fairly rapid advance on the town. Quite possibly the best CC2 map. 
 
Notes: The Son operation is slightly odd in that the advance is south rather than north. The 
American troops have to move south from their landing zone, through the town and then further 
south again to the bridge.  
 
Allied tactics:  
Deploy one or two units next to the bridge and attract the enemy fire. Sneak two teams along the very bottom of the map to the 
bottom left corner, then upwards and secure the 2-storey house on the left of the map. Deploy a BAR or MG in the 2-storey house at 
the top right for suppression fire. The rest of the troops should sneak along the top of the map and secure the Broom Factory victory 
location. Send a Recon in advance to check if they are empty!  Then sneak a part of them to the top left corner, then down into the 
houses at the left hand side of the town. Then work your way back to the right. 
 
OR 
So many choices of attack! One approach is via the road running from right to left. Use the ditch as cover and keep some of your men 
back. Try to take the first house along this road. The AI sometimes leaves this completely empty, but use the 'sneak' command and 
covering fire from one of the units in the ditch to assault it. Once you've captured this house, you'll find the next house along on the 
opposite side of the road quite tricky to take. Not only does a three storey house further along the road usually have line of sight onto 
the house where your troops now are, but the road itself (and the vegetable patch under the tree opposite) are in the line of sight of an 
88 flak gun in the town. Add to this the possibility of Germans in the house and it all makes for a tricky assault not long after the 
battle has started. You have several options. Either try to suppress the 88 gun with mortar fire or target the house and suppress any 
troops inside. Try to sneak a unit or two along in the tall grass at the very bottom of the map and approach the house from the back. If 
you do manage to reach the house, you may find that the 88 opens up and targets this house. If this happens, prepare to lose men as 
the 88 gun has good penetration into buildings. If you do come under fire, you can either attempt an assault onto the house opposite, 
or retreat out the way you came, into the tall grass. The line of houses on the 'top' side of the road aren't in the direct line of fire of the 
88 flak gun, so these are relatively safe. Also, from the very first house you took, it's sometimes possible to sneak units to the next 
house along on the same side of the road. Whichever way you take these first couple of houses, once you have progressed into the 
second house on the top side, you should be able to then work your way along until you can fire directly onto the 88. This gun is your 
initial aim on this map. It's always situated on the inside where the road from the right splits into two when it meets the town. It has 
excellent line of sight along this road. You simply must take it out or it can destroy whole units with ease. You may find that you'll 
need to move into houses directly overlooking the gun before you can fire upon it, so don't worry about getting in close. The L-shaped 
building is an excellent place to assault the gun, but you have to cross the road in full view of it first. You can attempt to sneak up 
into this building from the rear, but enemy units stationed in buildings to the left sometimes prevent this. The best way I've ever 
witnessed of taking out this gun was when I successfully managed to get a flamethrower into the L-shaped building and let her rip. 
One blast later and the gun crew were toast and the gun was finished. 
    If you get bogged down with the 'road' line of attack, then the Broom Factory affords a different tactic. The AI is very inconsistant 
about defending this victory location, sometimes placing machine guns and infantry here, and yet other times leaving it totally 
unguarded. Use caution and/or covering fire and you should be able to take the Factory. One here, you then have two approaches to 
the town. The first is via the tree lined road which leads directly into the middle of the town. If you manage to get into the first houses 
you come across, this will then allow you to fire directly onto the 88 gun. The second, longer, route is to carry on across the top of the 
map from the Broom Factory into the field at top left. The only potential problem with this tactic is that there is then an expanse of 
open ground that must be traversed, and it's overlooked by three storey houses. You can use this route as a diversionary tactic, or as a 
second front if the route along either of the roads gets bogged down. 
 
German tactics: 
You have to stop them before getting into the town because you are totally outnumbered.  
Deploy a MG in the 3-storey house on the bottom right. Engage everything you see. Add an infantry unit for protection. Put a second 
MG in the 2-storey house on the other side of the street to support the other MG and stop attacks over the field. If you can spare it, 
add an infantry unit for protection. Later, when you have some units left, deploy one in the field at the top right and in the battle, take 
out the enemy MG or the mortar which is placed in or next to the 2-storey house at the top right corner. 
The 8.8 in the middle of the town is a key success factor in the early battles, when you have only few units available. Hide the gun at 
the beginning (unless you get under mortar fire), and when the Allies get into your LOS or next to it, engage. Shoot more area fire as 
the LOS is very narrow and the 8.8 might stop firing if the Allies get out of the LOS. Area fire will still have a destructive effect on 
the attackers. 



The first Allied attack will head from the small river beside the bridge against the house on the very right of the map. Stop with your 
MG all attempts to advance along the very bottom of the map. The Allied advance will then head for the right 3-storey house at the 
bottom. Shoot area fire with your 8.8 onto the street and in front of the 3-storey house to protect it.. It will be very hard for the Allies 
to pass through this intense fire. Side-fire from the 2-storey house will cut big holes into the Allied lines! At the same time a second 
thrust will come along the hut through the field against the 2-storey house. Use the 8.8 here as well for area fire onto the field. Their 
morale will decrease very fast with their high losses. The MG and infantry unit must stop them here at all costs. Try to get a ceasefire 
if you lose the first 3-storey house, but only go for 1 h ceasefires. Have a look if they try to flank you along the top of the map.  
You can afford to lose the first 3-story house, but you have to defend all the others. 
When you get reinforcements, buy another MG and 2 Panzerschrecks, as well as Aufklärer.  
Again, defend the houses at the bottom at all costs. Don't let the infantry into the town! Use the full firepower of the 8.8 for area fire 
to protect the critical areas. Put a Panzerschreck into the right 3-storey house and the Allied tanks will find it difficult to progress 
along the bottom of the map. Put the second Schreck into the ruin and deploy some Aufklärer in the field. Don't forget the infantry in 
the field at the top of the map. Try to make the tank kills immediately. Then move your troops back into the houses, sneak the 
Panzerschrecks to secure locations way back from the battle line, and stop the infantry attack. 
When you can buy armor, buy Panthers and the small Hetzer tank destroyers. Deploy a Panther on the street between the 3- and 2-
storey houses at the bottom so that he controls the street and the bridge at the bottom. Other good locations are in the row of trees left 
of the road in the middle of the map and next to the ruin to control the other roads.  
 
------------------------------------------------------------------------------------ 
Map: Son Bridge 

 
Playability: * * * 
A bridge flanked by a built-up area, with open fields to the right. The bridge itself is exposed to fire 
from the buildings on both sides of the river, and can be tricky to attack or defend. The approach 
to the town from the right is very open, and battles may be fought totally in this area and not reach 
the town at all.  
 
Notes: The Son bridge was, of course, the one that held up XXX Corps for around 14 hours. The 
Germans managed to blow the bridge literally in the faces of the advancing Americans. Once XXX 
Corps arrived a Bailey bridge was built and XXX Corps were able to proceed.  
 
Allied tactics: 
Leave a BAR/Vickers in the 2-storey building at the left of the map and add another unit for protection against attacks. Put the Sniper 
into the 3-storey house, accompanied by another unit if you can spare it. Be warned that some parts of this house are in a very tight 
LOS of the 8.8 on the other side of the river. Slight repositioning of your units in the house can move them out of the 8.8's LOS, so 
move them around if they come under fire (or move them out, wait for the fire to stop, and then move back in again). Put 3 or 4 units 
at the top of the map. One unit should go for the 8.8 at the top of the map. Move fast and take them out. Sneak the rest of the units 
through the woods until you come to the first house at the river. Sneak then down until you have reached the 2-storey house next to 
the bridge. Don't worry about other infantry in the houses to the right for the moment. Try to divert them away with the BAR/Vickers 
or sniper unit. You have to secure the bridge! Move fast over the bridge and take out the 8.8. Use the mortar to lay a heavy smoke 
screen around the 8.8s before your infantry attacks them. After taking out the 8.8 move one/two unit into the 2-storey house below the 
8.8 on the other side of the road. From here you have a good LOS on the bridge itself and on the area around it. 
A second attack should go along the very bottom of the map (you can use your mortar team for this) and then work the way up until 
you have secured the 3-storey house next to the bridge. The Germans will try to capture it back, so defend it well. Mind the mortar 
team which is located on the top left side of the map. They might try to attack the bridge! After stopping the German attacks, you now 
have to search for the remainder of the German troops. 
 
German tactics: 
Give them a fight, and then run as fast as you can. Place a MG in the first 2-storey building below the road as it goes from the right 
into the town. This has excellent LOS onto the square 2-storey building at the right and can hold up the Allied advance for ages. Place 
another MG (or infantry unit) in the middle of the three ruins at the bottom of the map. This will stop any attempts at outflanking. If 
you've got units left, place them in the right hand L-shaped building above the road. Their job is to stop Allied attacks through the 
trees.  
   Let the Allies get out in the open and then let rip with the machine gun. You'll find that you can hold your positions for a long time 
and do a lot of damage. However, sooner or later you'll start losing men due to mortar fire or morale problems, so now you need to 
start thinking about withdrawal. Remember that your job on this map is to prevent the capture of the bridge. Use your forces to hold 
up the advance and let the timer go down. Once you've got about a 45 seconds left, you can withdraw. This can either be a 'sneak' 



back across the bridge, or 'Move Fast'. You may have to give units a move order so that they are standing in the middle of the road to 
ensure that they get across the bridge (you can end up with stray soldiers moving up and down the bank trying to find a way across. 
so move them so that they are standing right  in front of the bridge and then move them across). If the Allies are moving up fast, keep 
a unit in one of the two buildings overlooking the North Approach victory location. Use them to hold up the advance just that bit 
longer to allow you to get all your other units across the bridge (and be prepared to leave this unit behind and sacrifice it). 
  Once you've got as many units as you can across the river, blow the bridge. Don't hesitate. 
 
 
------------------------------------------------------------------------------------ 
Map: Son South 

 
Playability: * * * 
A really unusual map in CC2, this is a very  open map with only hedges and ditches for cover. 
There are only two houses, one at each side of the map, and open fields with a few trees in 
between. There are a couple of dusty tracks for armour to move around on, although they'll have 
no trouble moving across the open fields. The ditches provide good cover for infantry movements, 
and you can sometimes find yourself moving right past hidden enemy units without knowing it. 
Surprisingly, despite the open terrain, battles on this map can employ quite a few different tactics. 
        Take a look at the field at the extreme top left of the map - are those dead cows? Hmmm, 
when an infantry unit walks past them they look like the smallest cows you've ever seen... 
 
Allied tactics: 
Day 1 (no armor). Should be very easy as you have only a few enemy units to combat. Advance carefully along the river at the bottom 
and at the top and find the remainders of the German defense. Watch out for a MG nest in the house to the very left as you can only 
advance through the open. German resistance is normally located in the trees in the middle of the map and in the small river at the 
bottom middle. 
From day 2 onwards, this will be tricky as the map has few possibilities to hide or for protection for the AT guns or your tanks. If you 
don't hold this map, the bridge is in big danger of being blown. Destroy the infantry first if possible in order to concentrate on the 
tanks. 
Buy at least three PIAT teams. The streams and the hedgerows provide good cover to sneak near a tank. Deploy one behind the 
hedges at the very top. Put one into the stream next to the trees and the next one to the far right or into one of the fields. Stop the 
infantry. You have good, wide, open LOS. So let them come into point blank range and stop them. Don't let them get into the streams! 
Deploy the guns/tanks in such a way that the Germans have to move to see you. This gives you the possibility for the first and maybe 
a second shot before they can react. Build up your LOS so that you can dominate the road running through the middle of the map. 
Destroy them when they cross the bridge in the middle left or at the bottom. Some German tanks that start at the bottom left might 
move  upwards towards the trees/bridge. Be prepared for this (get a PIAT into position). If they get through, try to sneak up other 
PIATs. Note that due to the open terrain you need to use cover when you approach! You will face Panthers here, so keep this in mind 
when you choose your tanks. It is very hard to outflank on this map, so you will have to penetrate the front armor!  
The hut to the right can protect your AT gun for some time against mortar fire and has a good LOS. The field left to it gives good 
protection for PIAT teams. The trees on the right can hide your tanks as well.  
 
German tactics: 
Day one (practically no units left). Protect as much ground as possible for the counterattack. For the time being, protect the house to 
the left. This should be easy as you have a nice wide open area in front of you, a MG paradise. Be sure to protect the streams below 
and above the house. Use the cow area at the top left for an ambush and wait for the ceasefire. 
Once you have armour you can start attacking. At the very start of the battle you may find the AI has put tanks all around the house at 
the left of the map, so kill them fast. Then clean the bridge area. A powerful tank below the house can control the road/track running 
from the left to right. Advance carefully with your infantry as the streams and the fields helps the Allies to hide. When you have 
control of the bridge area with your tanks, try to spot the remaining enemy tanks and any AT guns. Destroy these next, and after that 
it should be easy to win this map. Advance with your infantry. Let them find the enemy, then engage them with the tanks. It is vital to 
find the hidden PIAT teams in the fields and streams so as not to get a bad surprise. The main Allied infantry deployment areas are 
around the trees in the middle, in the field at the bottom left and the field in front of the house to the right. 
 
-------------------------------------------------------------------------------------------------- 

Operation:    Schijndel 



Objectives: Schijndel is the chief source of resupply from the air for the Eindhoven sector until 
XXX Corps arrives. However, XXX Corps don't have time to secure the area themselves, so the 
airborne troops are expected to have this area clear by the time XXX Corps arrives. 
 
17th to 26th Sept. 
 
Req. points: 
Allies start with:    54/15 
Allied daily rate:   60 
 
Germans start with:   30/5 
German daily rate:   40 
 
Time taken to progress from one map to next: All 1 hour. 
 
Allied reinforcement: 
Sept 19th: 80 
Sept 24th: 100 
 
German reinforcement: 
Sept 19th:  80 plus daily rate changes to 80 per day from then on. 
Sept 22nd: 60 
 
Bridge Timer: N/A 
Operation Win Conditions: None. 
XXX Corps arrival time (when played as a single Operation only): 1000 on 19th. 
 
·  Note that once the Schinjdel Dunes map has been secured, this operation will not be 

contested again until the German reinforcements on the 19th and 22nd. 
 
 
Map: Schijndel Road 

 
Playability: * * * * 
(this map is included in the demo version of CC2). A wide variety of terrain is present on this map, 
including fields, trees, hedges, roads, rivers, bridges and houses. The battle usually centres 
around the granary and the line of houses through the village, and in the fields to the immediate 
north and south of the village. A good map for practising both infantry and armour moves in both 
open terrain and through streets. 
 
Allied tactics: 
The best way to attack is at the bottom of the map, although usually this area is heavy defended. Expect enemies in the river around 
the bridge, in the crater and in the houses. Make sure you commit enough units to this attack. Once you have secured this area, 
move/sneak along the river and try to sneak into the big 2-storey house next to the graveyard unseen. Set-up a firing point here and 
work your way along the line of houses.  
On the other parts of the map, be prepared for a German counterattack out of the small river at the bottom right. Hide a unit behind a 
hedgerow here to watch for any advances in this area. All houses in the middle are normally occupied by German troops. So leave a 
unit in the hut at the crossroads to protect this area against any enemy units advancing out of the houses. 
 
German tactics: 
You are outnumbered. As this map has a lot of hedges, trees, etc, which allow unseen movements, you should find a good ambush 
site. There are a lot of possibilities. My tip: Deploy all of your troops around the junction in the middle left. Here you have good 



protection and the enemy has to cross open ground. Deploy one MG on hide in the 2-storey house to the right of the Granary. The hut 
on the other side of the street is made out of wood (no protection). You will be able to stop all attacks from this direction. Try to get 
them quickly when they leave the hedgerow to approach the hut. Wait (Hide) until they are in the open and then open fire. You have 
also a good LOS on the houses below you too. A second MG should go into the 2-storey house below the Granary. From here you 
have still a street between you and the next house and you can control the field below the houses. Put an infantry unit in the Granary 
for additional suppression fire and to act as a counterattacking force later on. Deploy two units in the two 3- storey houses. If you still 
have something to spare, employ MG units... and then wait for them to come.   
To attack the 3-storey houses, the enemy has to advance through the hut which will soon be bloody from attacks. When you have lost 
the first 3-storey house, open fire with your MGs and the infantry units. It will be very costly for the enemy to advance further. If he is 
able to take the next 3-storey house, only a few men will be left and he will also have to face heavy MG fire from the front and the 
side. You can than throw your reserves from the Granary on him and win back the houses. Try then to kill his mortar teams which are 
normally located at the bottom right around the river. In the later stages, when you have killed most of his infantry, they might attack 
as well. 
Instead of waiting for the enemy, you can also deploy at the beginning a MG in the 3-storey house in the middle of the map and make 
some kills. From here you have a good LOS on the right side of the map. When the Allies approach, move the MG back along the 
houses to one of the positions mentioned above. 
Later in the battle, buy some armor. Take out any enemy anti-tank teams and finish the rest. In this case, deploy your troops along the 
open area on the bottom right and around the hedgerows near the curve of the street in the middle right. One enemy stronghold will be 
in the area around the river in the bottom right, another will be along the street at the middle right. It is easy food for your tanks! 
 
------------------------------------------------------------------------------------ 
Map: Schijndel Dunes 

 
 
Playability: * * * * 
This map includes the sand dunes (unique to this map) and also a variety of houses and 
buildings. The open area to the right of the map in between the houses causes some headaches, 
and the battle can ebb and flow in the centre of the town with attack and counterattack following 
one another. The sand dunes present an interesting challenge in that they provide good cover 
from left to right, but are poor running up an down the map. The battles in the centre of the town 
have been likened to chess matches by some CC2 players. 
 
Allied tactics: 
Day 1 (no armor). Protect the houses next to the bridge well. The German counterattack will come from there. Keep two units below 
to attack later in the battle through the woods. Best way to attack is to start at the bottom, and then work your way down along the 
line of 3-storey houses to the HQ in the middle of the map. Then advance at the bottom. 
Day 2 (armor). Buy some PIAT teams and an AT gun. Deploy the AT gun in one of the houses at the bottom left corner (to control the 
dunes) or in the 3-storey houses right from the bridge at the bottom middle (to control the street). Choose houses with the best 
possibility for laying ambushes. Let the German tanks advance into the town. Here you can take them out. Good strongholds to stop 
the infantry are the 2-storey house at the top middle of the map, the 3-storey houses around the HQ and alos the 3-storey house right 
from the bridge. Here you can catch them in the open. 
 
German tactics: 
On the defense (only a few units left). Play for time and build small strongholds.  Try to get a ceasefire and protect the areas which 
you will need for a successful counterattack later. It's important to defend the bottom left corner of the map. This area is hard to attack 
and will hold you off for a long time if you have to replay the map with this area in enemy hands. Use the line of 3-storey houses in 
the middle of the map for ambushes. Another last line of defense is the 2-storey house at the top left.  
 
On the offensive (counterattack with tanks) assuming you have lost the map.  You have to quickly get a foothold into the town. Set-
up a MG nest in the 2-storey house at the top. Move another team into the ruin nextdoor. From here you can control a vital street in 
the town. Be aware that a counterattack may come from the barracks at the top! Use your tanks for suppression fire and attack with 
your infantry the two 2-storey houses in the middle, next to the dunes. If you have enough tanks, use one to engage the houses at the 
bottom left. Now take the barrack and the 3-storey house next to it in the middle left. Move a tank near the barrack in the middle so 
that you can control the street to the right. Another tank can now enter the town at the top next to the ruin. Use the MGs or the tanks 
to control the streets and clean house-by-house, blocking with your tanks/MGs any counterattacks from the defenders.  
The next goals are the 3-storey houses in the middle of the map. Use suppression fire from the top, then move in. You can now 
continue with your attack at the bottom of the map. Leave one unit to stop the Allies leaving the bottom left corner over the bridge to 
support the fighting in the middle of the map. Move your other troops from the middle to the top along the line of 3-storey houses. 



Bring up a tank to control the bridge area to the right. Then clean the last remaining houses of the map by working your way down 
from the top right. 
 
 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"I asked the Polish officer if the British tanks would arrive. His reply was 'Yes, I believe so, soon'. 

Years after the war I met him again during a rememberance service in Driel. It was only then that I 
was able to reveal to him that the moment he had said it, I could see in his eyes that even he 

didn't really believe it would happen" 
(Driel resident recalling the events of 1944) 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
 
 
5: Winning the Game:  
 
The win conditions for the game are quite complicated for the Allies, but simple for the Germans. 
Certain operations have to be won to determine the scale of the Allied victory, namely the Arnhem 
Bridge, Arnhem Rail Bridge, Oosterbeek and Driel operations. For the Germans, the point along 
the corridor that XXX Corps are stopped determines the scale of the victory. The sooner the Allies 
are stopped, the greater the victory. 
 
Allied victories:  
·  Overwhelming  victory if Arnhem Bridge is held and XXX Corps arrive before or on the 20th 

Sept. 
·  Decisive  victory if Arnhem Bridge is held and XXX Corps arrive after 20th Sept. 
·  Major  victory if Arnhem Bridge is lost, the Arnhem Rail Bridge is intact, the Oosterbeek 

operation is still going and the Driel operation is won. The British have to be fighting on at 
least one Oosterbeek map and the Rail Bridge has to be intact (in other words, it's not 
sufficient to simply win this map. You have to win the Arnhem Rail Bridge map and not let the 
Germans blow the bridge). 

·  Minor  victory if Arnhem Bridge is lost, Arnhem Rail Bridge is lost (blown), but Driel is won and 
the Oosterbeek operation is still going. 

 
Draw conditions:  
·  Arnhem Bridge is lost, Arnhem Rail Bridge is lost (blown), Oosterbeek is lost, Driel is lost, but 

The Island is won. 
 
German victories:  
·  Overwhelming  victory if Allies are stopped at Son. 
·  Decisive  victory if Allies are stopped at Veghel. 
·  Major  victory if Allies are stopped at Nijmegen. 
·  Minor  victory if Allies are stopped at The Island. 
 
 
Analysis of the Allied win conditions:  
The Arnhem Rail Bridge is often the cause of some confusion. Remember that this is the 
secondary  objective at Arnhem. If you manage to secure and hold the Arnhem Bridge until XXX 
Corps arrives, then the results at the rail bridge have no effect. XXX Corps are able to cross the 
Rhine via the road bridge and don't need to use the rail bridge. If you can't secure and hold the 
road bridge, then in order to be able to get a Major victory, the Rail Bridge must be held. It's 
important to note that simply winning the Arnhem Rail Bridge map is not sufficient. The map must 
be won with the bridge still intact.  
 



The Allied goal is to have the road bridge secure. If they can't manage that, then they can cross 
via the rail bridge. If they can't cross via either bridge, then the next goal is to keep a foothold on 
the northern side in Oosterbeek, whilst supporting this by having the Driel area secure.  
 
For the Allies to get beyond The Island but no further is a draw. The main goal has not been 
reached, but the Allies have managed to secure several key bridges and create a sizable hole in 
the German lines.  
 
 
Analysis of the German win conditions:  
For the Germans the goals are much simpler: they must stop the Allies from securing any bridges. 
As each bridge is secured, the scale of the German victory is reduced. If XXX Corps cannot get 
beyond the Son area, then all of the airborne landings ahead will be unsupported and will be 
forced to surrender (the airborne troops would simply run out of food and ammunition in a matter 
of days). If XXX Corps are stopped at Veghel, then the airborne landings at Arnhem and 
Nijmegen will still be unsupported. If stopped at Nijmegen, XXX Corps will be unable to support 
the Arnhem troops, so the primary objective of the Allies will have been denied to them. Finally, if 
XXX Corps manages to secure Nijmegen and secure The Island, but loses all the operations in 
and around Arnhem (road bridge, rail bridge, Oosterbeek and Driel), then the primary objective 
has still not been reached. 
 
To 'stop' XXX Corps is to simply prevent them from progressing any further along the road to 
Arnhem. You don't  have to stop them on any particular map on each operation. So to stop XXX 
Corps at Veghel, for example, you simply have to be fighting on one map in the Veghel operation 
at the end of the 10 day period over which the Grand Campaign is fought. So even if you lose the 
bridge at Veghel to the Allies, stopping them at Veghel Town or Veghel North would still be 
enough to 'stop' the progress of XXX Corps. 
 
 
So what can the player reasonably hope to achieve?  
The Allies will find it difficult to secure the Arnhem Rail Bridge. The Arnhem Bridge (road) isn't too 
difficult to secure, but subsequent battles on this map will be decided by the smallest of margins, 
and are very finely balanced. If you are forced off the Arnhem Bridge map, then fighting back and 
retaking it will be just about impossible. On top of that, managing to take every bridge that XXX 
Corps comes to on the first attempt each time is also quite tricky, so it's easy to see that 
managing to achieve an Overwhelming victory for the Allies is extremely tough. A Decisive victory 
is slightly easier, in that XXX Corps have more time to secure their objectives, but again you'll 
have to work hard to keep the Arnhem Bridge in Allied hands. The conditions for the Major victory 
allow you to leave the Arnhem Bridge to the Germans, but you'll still have had to capture the rail 
bridge intact, which is difficult. In addition, you have to still be fighting on at least one map of the 
Oosterbeek sector, and you have to secure all three Driel maps. For the Minor victory, both 
Arnhem bridges can be lost, but you'll still need a foothold in Oosterbeek and you'll have to secure 
the Driel operation. To keep on the Oosterbeek maps is a war of atttrition (and you'll have to give 
ground) so you just need to hang on for as long as possible whilst progressing XXX Corps as fast 
as you can. Finally the Driel operation is one of the easier operations in the game, so the Allies 
should be able to secure this area. 
   So viewing this as a whole, an average player should be able to achieve a Minor victory. 
 
With regard to the progress of XXX Corps, the Son Bridge can be tricky to capture intact. It's quite 
likely that the bridge will be blown and you'll have to wait whilst a bailey bridge is built. Veghel 
Bridge isn't too much of a problem, but Veghel Town and Veghel North can be quite expensive in 
units. The Schijndel operation can get bogged down on the Schijndel Dunes map, and it can take 
a few attempts to secure this area. 
 
Groesbeek Heights is generally seen as the 'bogey' operation of the whole game. It's very difficult 
for both sides to win, as the maps are open and the rate of attrition is high. The significance of this 



operation is that failure to secure the area results in the Germans being stronger at Nijmegen 
Bridge, so if the Allies do lose Groesbeek, then they'll almost certainly be unable to secure the 
Nijmegen Bridge without help from XXX Corps. However, don't be too worried about losing 
Groesbeek, since even if you win, taking Nijmegen with just the airborne troops is difficult. Once 
XXX Corps arrive, the Nijmegen Crossing operation slightly favours the Allies. 
 
The Island operation is the final hurdle for XXX Corps. Here the Germans have the advantage of 
terrain, and can inflict heavy casualties on the Allies. It may take several attempts by the Allies to 
secure this area. If you manage to win here and keep the Oosterbeek operation going whilst 
winning Driel, then you'll achieve the Minor victory. 
 
 
On the German side, you should be able to blow the Arnhem Rail Bridge. The map is quite easy to 
defend. Stopping the Allies getting to the Arnhem Bridge is difficult, but don't worry as once they 
are dug in at the bridge their supplies go down while your's increase, so eventually you should be 
able to throw them off the bridge (remember that you have access to tanks, the airborne troops 
don't). The Oosterbeek operation is initially difficult, but again the tide turns as your resources 
increase while the Allies remain static or diminish. You'll take heavy casualties and it maybe too 
much to force the Allies off unless you are bold. Driel is pretty difficult and favours the Allies. 
 
For fighting against XXX Corps, you should be able to blow the Son and possibly the Veghel 
bridges. Actually stopping XXX Corps on these maps though is another matter, and in much the 
same way as securing all the Allied objectives required for an Overwhelming victory is really tricky, 
to stop XXX Corps at Son is excellent work (as of this writing I'm unaware of anyone who has 
actually managed this, although undoubtedly there are fewer people who have played through the 
campaign as the Germans than have played as the Allies). The Schijndel operation can be used 
to inflict heavy casualties, but ultimately you'll have to work hard to win here. Veghel again gives 
you an opportunity to deplete the Allied forces, but Nijmegen presents the first real chance the 
Germans have of stopping XXX Corps in their tracks. Both the Nijmegen Crossing and Nijmegen 
Bridge maps present good opportunites to do this, and if you managed to secure Groesbeek too, 
then you'll be even stronger. If you do manage to stop the Allied advance at this point, then you'll 
achieve a Major victory.  
 
Stopping XXX Corps at The Island presents your last chance of securing any kind of victory for 
the Germans. As already recounted, the terrain favours the Germans, so this is your second 
chance of success. Keeping The Island maps in German hands results in a Minor victory. 
  An average player should be able to achieve this, and possibly a Major victory if they play well at 
Nijmegen. 
 
 
So, as we can see, the Germans probably have a slightly better chance of securing a Major 
victory than the Allies. Overall, if you manage a Minor victory for either side then you've done well. 
Remember that this is also better than what the real commanders achieved. 
 
 
So the draw conditions represent the actual outcome  of the battle?  
Yes. The story of Operation Market Garden is too complex to recount in detail here, and there are 
many books which can tell you all you need to know, but here's a very brief account of what 
actually happened: 
 
The Arnhem Rail Bridge was blown just as the troops reached it. This prevented the troops from 
crossing the Rhine and taking the Arnhem Road Bridge from both ends at once. The troops 
progressed through Arnhem itself to the northern end of the road bridge and were able to secure 
it, but two attempts to cross over and secure the southern end failed. The Germans cut off the 
bridge defenders and pinned down the rest of the British troops in Oosterbeek. After four days at 
the bridge, the troops there surrended. Once it was clear that the Oosterbeek troops were not 



going to be relieved by XXX Corps in time, they withdrew over the Rhine. The Polish drop had 
originally been planned as a supporting move to help secure the southern end of the road bridge, 
but once the British were unable to secure the southern end, the Polish drop was moved to Driel 
with the objective of supporting the Oosterbeek troops. After securing Driel, some Polish troops 
did manage to cross over to Oosterbeek but in too small a number to affect the outcome. The 
Oosterbeek and Driel troops withdrew on the 25th of September. 
 
The American drops had managed to secure Eindhoven, but the Son bridge was blown just as the 
troops reached it. Once XXX Corps arrived, a temporary bridge was built and XXX Corps were 
able to continue. The American drop at Nijmegen was able to secure the Grave bridge, but not the 
Nijmegen bridge, and it was only once XXX Corps had arrived that this bridge was secured. At 
this point XXX Corps was forced to wait whilst it's own supporting infantry was brought up to the 
front. 
  By this time the Germans had strengthened the approach to Arnhem and XXX Corps were 
unable to progress any further in force. They did manage to secure Elst, but beyond lay an easily 
defended area packed with heavily armed SS units. The troops at Arnhem couldn't be reached 
and the order to withdraw was given. 
    XXX Corps at this time were only around 4 miles from Arnhem. 
 
 
For the rest of World War II, Arnhem was a virtual backwater. It wasn't until some seven months 
after Operation Market Garden, on April 1945, that the Canadians who were at that time guarding 
Nijmegen broke out and secured Arnhem on April 15th, after three days of intense fighting.  
 
 
 
How well do the battles in CC2 reproduce the proble ms experienced in the actual 
operation?  
From reading several books about Operation Market Garden, it would appear that the problems 
that the airborne troops and XXX Corps had to deal with are quite well presented in the game. For 
example, at the Arnhem Rail Bridge the British have a very short period in which to capture the 
bridge before it blows, which mimics the actual event in that the bridge was blown right in front of 
the approaching soldiers. The trip to the Arnhem Road bridge across the suburbs of Arnhem is 
quite easy, and then the subsequent fierce fighting at the bridge itself plus the German push to 
drive the British back into Oosterbeek are all well represented. The American landings are also 
quite accurate. Nijmegen Bridge wasn't taken until XXX Corps arrived, and the game makes it 
tricky to capture the bridge with just the airborne troops. The Groesbeek Heights operation is a 
hard fought campaign which swings to one side and then the other, and this is another example of 
how the game follows the real battle (this area was still in dispute right up to the end of the whole 
operation and even for several months afterwards). Further south, the Son Bridge was also blown 
just as the troops reached it, and again the game gives the Allies only a short time in which to 
secure the bridge before it blows. 
   Just about the only significant omission from the game is the Grave bridge. This lies to the south 
of Nijmegen. The Grave bridge is the fifth bridge in the 'five bridges' statement usually talked 
about with regard to Market Garden (the five are the Son, Veghel, Grave, Nijmegen and Arnhem 
bridges). John Anderson mentions that there were about 15 maps that Atomic wanted to add to 
the game but never did, so it can be reasonably assumed that the Grave bridge operation would 
have been represented in these missing 15 maps. Since the bridge was actually taken intact, and 
without any significant problems, it's not that great an omission from the game. 
  One other problem is with the actual game engine itself. You'll notice that most of the maps start 
with both the German and Allied lines being exactly straight up and down the map. This does 
sometimes go against the areas that each side occupied on each map in the real battle. For 
example, there are no German attacks across the Arnhem Bridge itself, and there were several of 
these during the fighting at the bridge. The directions from which the German attacks come on the 
Driel operation is also in doubt. The initial German attack should be from the right hand side of the 



Driel Landing Zone map (although it did occur from the left later in the battle). But these are all 
minor problems and certainly don't detract from the game. 
 So most of the problems that the real operation threw up are all in the game. The short time in 
which to capture the bridges, the narrow road that XXX Corps had to traverse, the Nijmegen 
Bridge operation, the tricky holding of the landing zones against advancing Germans troops; the 
player has to contend with all of these.  
 

 
-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 

"In years to come everyone will remember Arnhem, but no one will remember that the two 
American divisions fought their hearts out in the Dutch canal country and whipped hell out of the 

Germans" 
(American airborne officer) 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
 
6: General Tactics:  
 
 
These are general tactics for all maps, and can be applied to any battle, operation or campaign, 
including those created with Battlemaker. These 22 tips are basically a 'Guidebook for the 
Battlefield': 
 
 
1. Take your time! 
 Undoubtedly the number one tactic. Quite simply, don't rush into things. 
 
2. Don't lose sight of your objectives. 
 If a map requires you to hold a particular area, then hold it; don't get sidetracked by trying 
to take out that enemy artillery on the other side of the map. If you've secured the victory locations 
on a map, think about going for a ceasefire. Although you can win a map by taking out all the 
enemy units, once all the key points are in your hands, don't risk losing any of your own units by 
seeking out and destroying any enemy leftovers. Remember why  you are fighting on a map. 
 
3. Have a plan of attack/defence - but be prepared to change it. 
 Study the maps prior to starting the fight. Draw up a plan of attack (or defence). What are 
the key buildings or areas on the map? How will you capture that particular victory location? Will 
you go for the victory locations, or try to take out the enemy units, or both? If you're fighting in a 
town, how will you fan out your men into the houses and buildings? In the more open maps, 
where's the best cover? What about armour? Where will the enemy move it? Can you set up 
defenses against this? Where are the best places to use your own armour? 
 Once you've got an idea of how you are going to proceed, you may want to think about 
alternative plans. What if that building you want to launch your outflanking move from turns out to 
contain an enemy machine gun? Will this stop your advance? What if you guess wrong and the 
attack comes from the other direction, and your defenses are in the wrong place? Have more than 
one idea, and be prepared to switch from one to another (and even back again) if the plan isn't 
working. Fall back into a more defensive position if you need to. If a sudden opportunity arises to 
seize a particular area or building, then alter your plans accordingly if it's beneficial.  
 Have a plan, but be flexible; you may have to alter it in the thick of battle. 
 
4. Those are real men out there. 
 Sure, it's just a game, but it's a game simulating a real event, and when you see infantry 
running across open fields as a machine gun cuts them down, try to remember that they are 
people. What would you do in their situation? If there's mortar fire raining down, is it a good idea to 
ask your troops to move into that open field in front of them? Will that soldier want to attack that 
tank when he's surrounding by dead bodies? It may be useful to get your flamethrower to fire on 
that house, but when there's rifles looking out of every window, is it really fair to ask him to crawl 



across the street towards it? Treat those pixels like real people and you'll stand a much better 
chance of winning. 
 
5. Sneaking - it's the only way to move. 
 Only use the 'Move Fast' or 'Move' commands when you're absolutely sure your units 
won't be fired upon, or when you're not bothered if the enemy sees you. Although using the 
'Sneak' command means that you'll have to wait longer to get your troops into position, there's the 
chance that they won't get spotted, and you can gain real advantages over your enemy by 
maintaining the element of surprise. The only place where the 'Move' and 'Move Fast' commands 
can be used with effect is in street fighting, where moving from house to house quickly can be 
really beneficial.  
 
6. Use the terrain. 
 If there's a ditch or hedge, then use it. It's far more risky to crawl across an open field than 
to move along a hedge line. Use whatever cover is available, even if it's just a field of wheat or tall 
grass. Although trees don't provide much protection, they are still excellent cover to move infantry 
or armour around in. 
 
7. Think 3D. 
 CC2's overhead view can sometimes make it difficult to work out what the elevations are 
over a particular area. For example, is that line of darker grass an incline or just a different type of 
grass? By using the 'Fire' command and the line of sight, you can work out which. On many of the 
maps you'll find roads are elevated, so although they may be excellent routes for moving armour 
along, using these routes will make your armour easy targets for any enemy units (but, it should 
be said, will also improve your own LOS). Learn about using elevations in terrain to hide behind 
and to gain LOS, and to use as cover for advancing units.  
 
8. Make the enemy do the work. 
 Units which have had to move are less able to carry out their duties than ones which have 
stayed in one place. Fatigue takes it's toll on infantry units, so don't be too keen on moving them 
around or driving them forward all of the time. It can sometimes be beneficial to stay put and let 
the enemy come to you, particularly if they've had to 'move' or 'move fast' in order to get to your 
position. They will be less accurate with their fire through fatigue, whilst your troops will be fresh 
and operating at 100%.  
 
9. The hidden mortar advantage. 
 One thing which the CC2 manual doesn't mention is the small arms benefit of the mortar 
teams. Generally, you need to place your mortar teams back from the front line so that they can 
arc their fire over the heads of your frontline troops onto the enemy beyond, and do all this safely 
out of reach of the enemy infantry units. Since the mortar team is kept out of the front line fighting, 
they are nearly always fresh and rested. Once the mortar itself has run out of ammo, the men will 
start using small arms (and if during the battle they come under direct fire, they will stop using the 
mortar temporarily and use their small arms even earlier). What this results in is that towards the 
end of a battle with most of your other units fatigued and low on ammo (and the enemy units as 
well), the mortar team is now a potent force, since they are fresh and fully armed. This means that 
they can be brought forward to where the fighting is and used as a normal unit, ideal for assaults 
and outflanking. So if your mortar unit reports in that they are out of ammo, don't write them off. 
They could still win the battle for you. 
 
10. Guarding victory locations. 
 Once you've captured a victory location, what are you going to do with it? It may only be 
along the route to the main prize on the map, but it's still an area of importance. As such, the 
enemy may try to recapture it later in the battle. If you leave it unguarded, this can mean that you 
have to attempt another assault later in the battle, so think about leaving a unit behind to guard 
the victory location. This isn't always necessary, since you may be driving the enemy across the 
map infront of you, and they may have to break through your front line to get to the victory 



location, but if you are attacking along a narrow front, can the enemy outflank you and recapture 
it? So although you may have to adjust this tactic according to each map and the current situation, 
it's worth bearing in mind that you may have to guard victory locations to prevent recapture. This 
will mean leaving a unit or two behind, so you will need to plan for this. 
 
11. Outflanking 
 You can proceed across the battlefield taking on each enemy unit in turn, but sooner or 
later you're going to reach a situation where the enemy is in an excellent defensive position and 
you just cannot get at them. The attack stalls and you find yourself in a slugging match where no 
progress is made and your forces are slowly depleted. It's at times like this that you need to start 
outflanking your opponent. It's a simple idea, and it's really one of the best ways of winning maps. 
Put simply, instead of attacking the enemy from the front, start another attack from the side or 
rear. It's important to note that simply withdrawing from your current placement and then attacking 
from the side won't work. What you need to do is to maintain the frontal assault and move 
additional  units around to the sides or rear. Try and take as wide a route as possible. Outflanking 
is much more effective if the enemy can't see you attempting it. Sneak units along hedges, behind 
walls, along the next street, or through that wooded area so that you can fire onto the enemy from 
more than one direction. Not only will you often find that your new position offers a better LOS 
onto the enemy, but if the opposing forces are weak or inexperienced, they may surrender when 
confronted with superior numbers and not bother to put up much of a fight. Outflanking applies to 
any map, and any terrain. Once you've learnt how to outflank enemy positions effectively, you will 
find that your progress across maps is much easier. Not necessarily faster, but definitely more 
effective. 
   There aren't any foolproof plans to defend against being outflanked yourself, you just need to be 
aware of any opportunies for the enemy to carry it out. Try keeping your units in a rough triangle 
formation, with the point facing the direction of attack. If you are outflanked, you'll have units on 
either side which can repel and suppress the counterattack quickly. With outflanking, prevention is 
better than cure. Once you've been outflanked you're at a significant disadvantage, so stopping it 
from occuring is easier than trying to dig yourself out of a hole once it's started. 
 
12. Narrow or broad front? 
 Should you attack along a narrow salient, using all your forces in one big push in one 
area, or advance across the map with your units spread out? There's no hard and fast rule, as the 
terrain, available units and enemy strength are all factors in this decision. But as a guide, the 
narrow front generally works better. By concentrating your firepower, you should be able to punch 
a hole through the enemy lines and keep up the momentum of an attack (if one unit is destroyed, 
there's another one right behind to continue the fight). The only time that a broad front can be 
useful is on maps where you're unsure where the enemy will be. Both open and densely housed 
maps can fall into this category, but for some maps it's obvious where the concentration of forces 
will be, particularly if there are fewer victory locations, and perhaps if you've played the map 
before. The advantage of the broad front is that if a unit does stumble across a pocket of enemy 
resistance, you can quickly adapt your plans to fit the changing situation, as you haven't commited 
all your forces to a particular approach. And if the enemy appears to be particularly strong at a 
certain point, you have plenty of units elsewhere to maintain the attack. Of course, the best 
method is to have several narrow fronts attacking at different places. This gives you the 
advantage of concentrated firepower, but with units spread out you can quickly adapt your plans 
should one approach meet stiff resistance. However, keeping an eye on more than one attack can 
be tricky, and for support units such as artillery, armour and espcially mortars, you may not be 
able to press home any of the attacks since these units will have to spread themselves over more 
than one area, and may be unable to adequatly support any single, one attack. 
 
13. House hopping 
 Move a unit into a house and tell them to defend. Move another unit past them into the 
next house along and now order them to defend. Now go back to the first unit and move them to 
the third house along, and click on defend. Keep overlapping your units this way and progress 
along lines of houses. If the enemy suddenly opens fire, you should be in a position whereby one 



unit can instantly provide suppression fire, and another will be in the position of securing an area 
for launching suppression fire from another direction. You can use the 'sneak' command to 
advance slowly and possibly unseen, but in this case use of the 'move' or 'move fast' command 
will mean that your units are in the open for the shortest possible time. 
    Three infantry units used this way if extremely effective in clearing lines of houses. Always have 
two defending whilst you move the third. 
 
14. Teams with limited ammo 
 The mortar and flamethrower units are particularly short of ammo, so use these two 
wisely. Although the mortar can be useful for providing suppression fire, you can find that towards 
the end of a battle when you have a clear LOS onto an enemy unit that the team is out of ammo 
due to the suppression fire used earlier. The mortar's high rate of fire means that it can deplete it's 
ammo quicker than you think. 
    The flamethrower needs to be in really close for it to work, as the range is quite small. Again it 
only carries limited ammo, so you really need to use it carefully. The flamethrowers best use is 
against enemy emplacements where attacks are getting bogged down. A particularly well 
defended house, an artillery gun, or sometimes a tank are all things that the flamethrower is ideal 
for. It's not at it's best in the open battlefield, where the short range of the flamethrower itself is a 
bit of a handicap, but in houses and streets he can be a really useful asset. Just try and save him 
for when you find yourself up against a really tricky obstacle and your infantry are not making any 
progress. 
 
15. Initial placement of units 
 Some people prefer to just dive straight into the battle and not bother to use the initial 
deployment screen at all. Certainly this can provide more of a challenge since your opponent has 
time to start their attack or strengthen their defenses whilst you are still getting the right units to 
the right places. However, for the majority of people, it's worth spending some time placing your 
units carefully. You'll need to have some sort of plan in your head so that you can place your units 
with a view to how you are going to use them in the ensuing battle. If you're going to make that 
armoured thrust across the top of the map, then place your units at the top of the map, as you'll 
lose valuable time moving them across. Okay, so this is obvious, but when it comes to some of 
the more specialised units, you really do need to have a think first. Keep anti-tank teams back 
from the front so that you can wait and see where the enemy tanks are before using these teams 
(once they're lost, you have no way of eleminating enemy tanks). Mortar units should also be 
placed well back, but not so far out of range that their shells are useless. You might also want to 
keep flamethrowers back until your frontline infantry come up against a problem. Keep these and 
your anti-tank teams hidden, and if you can in buildings (but not the only building on a map; don't 
make it obvious where they are!). Place machine guns where they can see over a wide area, or 
where they can support any initial attacks you want to make. Think about placement of tanks, 
particularly if you're playing as the Allies, since the German tanks are generally stronger, so you 
won't want to lose all your tanks in the first few seconds. It might be worthwhile placing them 
where they can ambush the enemy from the side or rear.  
     One unit you really should think long and hard about is artillery. You can't move these, so you 
absolutely must get their placement right. One 'cheat' is to put them inside buildings, where they'll 
be fairly well protected (put a low quality infantry team in the building as well to protect against 
direct assault), but above all you need to try and keep them out of direct fire of enemy units. 
Remember, artillery men have no small arms to protect themselves. Try and place them where 
they have good LOS over a large area, or where they can pin down enemy assaults. 
     Finally, keep an eye on the greyed out neutral territory. Quite often you may find the corner of a 
building just  protruding into your occupied territory. You may find that you can place a unit inside 
the building if you click them onto the corner. You can then get them to 'sneak' further into the 
building as their first order. 
 
 
16. Using machine guns 



 Machine guns don't like being moved around. Their effectiveness is diminished if they are 
used as an assault force, so keep them in one place as long as possible and only move them 
once they can no longer provide any useful firepower from their current position. The machine gun 
is one of the most devasting weapons on the CC2 battlefield, able to take out whole units with 
ease, and stop advances in their tracks. Although useless against tanks, it is very effective against 
halftracks, and in particular against troops in open terrain. Support your infantry advances by 
using machine guns for suppression fire. Two machine guns placed apart can provide an arc of 
fire that most enemy units will find nearly impossible to penetrate. 
     If you come under fire from a machine gun, your only hope is to either retreat, or to bring 
superior fire power to bear on it. Even rifle units can put up some resistance against machine gun 
fire, although they may complain of being pinned down. With machine gun positions, you can 
either use smoke and then assault the position directly, or try to outflank it and fire onto it from 
more than one direction. Alternatively, use mortar fire or bazooka-type units to try and take them 
out. Remember also that machine gun units are made up of men just like other infantry units, so 
they are just as prone to boughts of panic if they come under overpowering enemy fire. 
 
17. Using mortars 
 As already discussed, mortar teams are quite short of ammo, so when should you use 
them? Mortars are best in open terrain, as your mortar team will work best if they can see the 
target they are aiming for. They have their uses in house to house fighting, but you may find their 
fire less accurate if they are firing blind onto an area (which they usually will be in house to house, 
since the buildings prevent direct LOS). Mortars are useless against tanks, but can take out 
halftracks and sometimes armoured cars if they get a direct hit (and you'll have to be lucky to get 
this). Generally, stick to using mortars on infantry and you'll be getting the best out of them.  
      Mortars have good penetration into wooden buildings, but are not quite so effective against 
stone. They are good at sapping enemy morale, so if you are getting bogged down and finding it 
difficult to assault a particular position, concentrated mortar fire can be very effective in breaking 
the morale of enemy units. Another use of using your mortar teams is against the enemy's own 
mortar units. The AI is particularly fond of using it's mortar teams this way. 
      One area where mortars are very useful is with the use of smoke. It can take a moment for the 
smoke to start working, and once you've got two or three in the right place that should be enough 
(there's more on the use of smoke below). As with shell fire, the accuracy of the smoke is 
dependant on both the distance from the mortar team and also if they have LOS onto the area you 
want it placed. At extreme range, you may find the smoke landing all around the area you 
requested, but none in the actual spot you highlighted with the mouse. Try moving the mortar 
team nearer or using smoke from your infantry units. 
   On the subject of moving the mortar team, the general rule is 'don't'. You really need to set them 
up initially in a good place. Think about siting them behind buildings where they'll be out of LOS of 
enemy units. In ditches or trees is also good, but always place them back from the frontline. Any 
good, concealed place is ideal, but not inside buildings. Shooting out through the roof doesn't 
work too well with a mortar team, and although they can still operate, their effectiveness is 
noticably reduced. In maps with lots of buildings, you'll have to try and find a suitable open area 
where the mortar team can set up. 
   Two mortar teams can really concentrate fire onto an area, so although the teams are quite 
expensive, it can give you a real advantage if you choose to have two teams on the battlefield. 
Place them well apart, not only to provide more range over a greater portion of the map, but also 
to prevent against you losing both teams in an enemy mortar, artillery or armour attack. 
    If you can find no specific targets for your mortar team, the 'defend' order is generally the best 
state to leave them in whilst you concentrate elsewhere. They will only fire on targets that they 
have a good chance of hitting (orange target dot or better), and they can fire upon units that they 
can see, but you may not have spotted yet (in other words, the enemy might start an outflanking 
move which you might miss if you're concentrating elsewhere. The mortar team can slow up or 
suppress this attack if you leave them with the 'defend' order) 
 
 
18. Using Anti-tank teams 



 The German anti-tank teams have greater range than the Allied versions, and are very 
effective against Allied tanks. With German teams you can attack from nearly any side of the tank, 
including a frontal attack. The Allied versions, namely the Bazooka and PIAT units, have both 
limited range and reduced effectiveness when compared with the German units. Attacks to the 
front of many of the German tanks is impossible, so you'll need to attack from the side or rear. 
Since the AI has a habit of rotating tanks on the spot, you may find the targetting dot changing 
colour from second to second. Wait until you get a 'green', and then order the unit(s) to attack. 
You may find that if the tank has moved slightly so that it's rear or side armour is no longer facing 
the anti-tank unit (so they are now being asked to fire upon the tank's much thicker frontal 
armour), you'll get the '"You're mad!" or "You're crazy!" sound effect, with the 'We can't hurt that!' 
entry in the message log. Despite this, the team will fire as ordered, and if the tank continues to 
rotate or move slightly, you should be able to take it out (and be rewarded with the "Target 
eliminated" or "Scratch one" shout).  
     Even if you manage to get the green target dot to indicate that the team is in range and that 
they can penetrate the tank's armour, they can still need two or three shots before they score a 
direct hit, so you'll need to have your team in a good position. Tanks react very quickly to anti-tank 
attacks, and will forget about any previous targets and concentrate on the anti-tank team, so you 
need to be able to get your teams into positions where they can get off two or three shots before 
they'll be attacked themselves. In built-up areas you should be able to sneak into a nearby 
building which will provide suitable cover from the tank main gun, and usually for just enough time 
for you to take the tank out. In open terrain the situation is somewhat different, and you may have 
to sacrifice your anti-tank teams in order to be able to take out enemy tanks. Although they are 
somewhat effective against infantry, you really need to keep them for anti-tank duties, so that may 
mean sending the unit on a suicide mission to take out a tank from which they'll be unable to 
return. 
    If you are going into a battle where you know you'll be facing enemy armour but you have no 
tanks or artillery yourself, then always take an anti-tank unit with you. This may sound obvious but 
there's nothing worse than carefully placing all your infantry units, preparing a plan of attack, and 
then clicking on the 'Begin!' button to see the enemy bearing down with tanks and you have no 
way of destroying them. If you can afford it, take two units. As the saying goes, "Don't put all your 
eggs in one basket"... 
   Two last things to remember about anti-tank teams: Once the crew of a destroyed or 
abandoned tank have bailed out, they become targets themselves, and the anti-tank team will 
continue to waste ammo on them. So once the tank has been eliminated, you need to either 
evacuate the unit to a safer place, or order them to 'hide' (the enemy crew will eventually just exit 
the map by running off it). Finally, although they are called anti-tank units, they are equally as 
effective against artillery positions, and since these don't have anywhere near as much armour, 
you can attack them from any angle and you should nearly always get a green target dot. 
 
19. Smoke and suppression fire 
 Smoke is carried in very small quantities by infantry teams, but mainly by your mortar 
units. Use it to mask infantry movements, or for when you need to withdraw when under enemy 
fire. The manual states that you should use the 'Move Fast' command once you have put down a 
smoke screen. I've found that your troops will still be very vunerable to attack even if there is a 
concentrated smoke screen when they use this method of moving. However, if you use the sneak 
command, I've found that with the smoke in place, your units will nearly always be able to reach 
their destination, even if they are sneaking directly past an enemy position. 
   The actual smoke itself seems to have a wider field than what is shown on the screen. The 
smoke graphic itself is quite small, but from experience it would appear that the actual smoke 
screen is much larger than this, something like 4 or 6 times as large. With this in mind, two smoke 
grenades are nearly always sufficient to mask any movements. 
   Another use for smoke is if you are moving through open terrain and come under superior 
enemy fire. Place smoke between you and the enemy unit and withdraw (again using the sneak 
command) to a safer place. Watch the AI as it nearly always uses it's smoke in this way. 
 



Suppression fire is excellent at both preventing enemy units from firing and sapping their morale. 
A unit which has been under suppression fire for some time (say, 30 seconds) will nearly always 
start to panic. Use suppression fire when you know the location of an enemy unit and need to 
prevent it from firing as you move up infantry, or when you suspect a house or position contains 
an enemy unit and it would halt your attack if it was to contain one. Use suppression fire carefully 
however as it uses up ammo quite fast. Try to rotate suppression fire between units (ie, don't use 
the same unit every time unless they are expendable). Finally, tanks are excellent at suppression 
fire, since not only will they rake the area with machine gun fire, they will also shoot their main 
gun. This can have serious effects against enemy morale, particularly if they are caught inside a 
building. 
 
 
20. Keeping something in reserve 
 Two short tactics next: Don't commit all your units at once. Your plans may need to be 
adapted, and if you lose vital units in the first few seconds of the battle, your plans may fall apart 
altogether. Keep something back if you can spare it. Don't be in too much of a hurry to start using 
that mortar (wait until you have a definite target). Keep a tank back, as your frontline tanks may 
get ambushed. A strong attack is a good tactic, but committing all your units to a single line of 
attack invites the enemy to concentrate their firepower into one spot. Keep something back to use 
as a reserve to support lines of attack (or defence) that are failing. Where this will happen is not 
always obvious. It takes time to move units around the map, so having to move units around from 
one spot to another to support a weak point in your plan may take longer than you have time for. 
The reserve force is your lifeline. 
 
 
21. Support your units with each other 
 The second short tactic: Isolated units are weaker than a group of units together. Morale 
suffers if units are alone and under fire. Try to keep units within sight of each other.  
 
 
22. The sniper wears boxing gloves 
 A strange quirk of the game is the performance of the sniper in hand-to-hand combat. It's 
been known for both the Allied and German sniper to take out entire infantry units of four or five 
men when engaged in this type of fighting. Because of this, the sniper is actually one of the most 
useful units on the CC2 battlefield. Place him where he has good lines of fire, and not only will he 
be able to pin down enemy advances (and the AI seems to concentrate huge resources into 
taking him out), but he can usually fend off the first one or two direct assaults onto his position. 
Two snipers can hold up an enemy advance for minutes, allowing you precious time to re-
organise your plans. And they are amongst the cheapest units in the game... 
 

 
-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 

"We were sitting on some rubble waiting to be moved. The SS were standing over us, some with 
guns trained on us, but others had them slung over their shoulders. I was watching one of them 

get something out of his pocket. He turned away, I thought, to stop me from seeing what he had. I 
started thinking about my chances of jumping up and grabbing his gun and taking a few of them 
out, hopefully giving some of the other lads enough time to grab some more weapons. As I was 

thinking all this the SS soldier turned back around and held out some chocolate for me. The 
British officer sitting a few feet away gave me a strange look. I couldn't quite tell if he was looking 
at me to say 'no' or just out of curiosity to see if I would take it. Not wishing to get a tongue lashing 

I shaked my head at the SS soldier. He looked slightly offended and put it away again, before 
lighting up a cigarette and moving off to talk to one of his colleagues. Looking back now, I really 
wish I'd taken that chocolate. I guess it was his way of saying 'You did your job well'. I've wished 

so many times to go back and do that moment again" 
(British soldier after the surrender of the Arnhem Bridge) 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 



 
7: FAQ:  
Some of the most commonly asked questions about CC2 answered (in no particular order): 
 
 
 
The AI - it's got a few hidden advantages, hasn't i t? 
 
Yep, it sure has. There's no doubt that the AI seems to get certain advantages over the player, 
although it's difficult to determine what specific advantages the AI actually has (without tearing 
apart the CC2 code). Some advantages that have been witnessed by CC2 players include faster 
reloading times on tanks and artillery, infantry units not running out of ammo (even if the soldier 
monitor indicates that the unit is indeed out of ammo), and also improved 'hide' abilities for it's 
own units. However, John Anderson did remark on the possibility of this last effect being a false 
impression: "This is because the AI generally gets better experienced troops unless you are 
playing at a low difficulty level. The higher the experience, the harder to be spotted and the easier 
to spot the enemy". The question remaining is why the AI was given improved abilities over the 
player? Probably to make the AI a more formidable and/or worthy opponent. 
 
 
I saw an entire building blow up! What happened? 
 
This is the famous 'red box' effect. Certain buildings in CC2 contain a red box which is in fact an 
ammo store. The easiest place to see one is on the Son Bridge map. Look at the top of the map, 
on the right side of the river, just above the gun circle (this is actually the only map where you'll 
find the red box out in the open. On all other maps the box is inside a building).  
 

 
 
    If you manage to hit this red box with a mortar, tank or artillery shell, flamethrower or hand 
grenade then the box explodes the entire building reducing it to rubble. The effect this actually has 
on the units nearby is open to question. I've seen an enemy unit walk out of such a building 
unscathed after being inside when it went up. At other times units nearby the building (but not 
actually in it) have been killed by the blast, so clearly there are some problems with what exactly is 
supposed to happen when the boxes are hit. The boxes are always in the same place on each 
map, so they can be both an aid and a hindrance. If you see an enemy unit in a building that you 
know from experience contains a red box, try to hit it with one of the items listed above. Although 
there's no guarantee that you'll kill the unit inside, it's always worth a try (a word of warning 
though: the game is quite strict on the red box phenomenon. You have to score a direct hit on the 
box itself, not just on the building). If you find yourself inside a building with a red box, then think 
about getting out fast! The 'AI advantage' effect usually means that although the enemy may get 
out unscathed from these ammo store explosions, the player's chances are much less, so 
particularly if there's mortar fire coming down, it may be a good idea to vacate the building quickly. 
 
 
 
Are those tanks being driven by drunks? 
 



Quite possibly. The CC2 tanks have a bit of a problem moving in a straight line, often rotating or 
moving around really  quickly on the spot (that is, the graphics for the tank facing different 
directions are switched really quickly giving an almost comical effect). This problem is at it's worst 
when you send a tank between two houses (and even more bizarrely, seems to occur on the 
Schijndel Dunes map more than most). There's no fix for it (Atomic claimed the patch would fix it, 
but clearly it didn't) so you just have to take it into account. Send the tank around the houses 
rather than between them, or give the tank short move orders (long move orders seem to worsen 
the effect). Hopefully this will be one of the first things fixed in Close Combat 3. 
 
 
How can I tell if a buildings is made of wood or st one? 
 
Even though the manual doesn't mention it, there are also buildings made of brick as well (these 
fall between wood and stone in terms of protection). A very general rule is to assume that 
buildings with brown roofs or floors are made of wood, and those with a grey floor or roof are 
stone (there doesn't appear to be a definite colour for brick). Another way to know for sure is to 
fire an artillery or tank round at the building in question (making sure you've no infantry in there, of 
course). The gunner will report back via the message box what the building is made of. 
 
 
 
Just how accurate are the maps in CC2? 
 
Having seen some maps in books, it appears that the maps are pretty close to the real thing.  
 
John Anderson reports "They're about as accurate as you can get. We paid one of our testers to 
visit the battlefields and museums in the area (he lives in Sweden, so it was a short flight). He 
sent back a huge scrapbook filled with pictures he took, and some he bought from the museums. 
Quite a piece of work. Most all of the maps were taken from aerial photos of the regions, but we 
had to play with the scale in some".  
 
 
I've seen gunners report back that they fired at a bunker, but I don't see one on the map. 
 
The game refers to the building shown below as a bunker. There aren't any bunkers as such in 
CC2 (or pill boxes as they are sometimes known). John Anderson again: "We had them in [the 
original] Close Combat where appropriate. We just had no battles in CC2 where they played a 
part". 
 

 
 
No minefields either? 
 
Nope. Again, John points out that the actual Market Garden battle didn't feature any: "We can add 
minefields, but we designed CC2 for the battles we were portraying, which had few if any 
minefields". 
 
 
What happened to the 'Replay' feature from the firs t Close Combat? The folder is added 
during installation of CC2, but there's no such opt ion in the actual game. 
 



John Anderson: "It was pure economics. It would have taken a few months more testing (with no 
guarantee it would ever work right). Because we changed networking schemes from peer-to-peer 
to client-host, it was not longer worthwhile to do the testing required to make that feature work. In 
CC1, the networking depended on it as each player was playing the same game, with just the user 
inputs being relayed to each other, then generating the next few seconds of events based on 
those inputs. With CC2, the host generates all the events and has to send every change to the 
client. We simply could not afford 2-3 months worth of salaries for this feature". 
 
 
 
Why can't soldiers who've run out of ammo pick up w hat's left behind by wounded or dead 
soldiers? Also, in teams with mixed weapons (for ex ample, machine guns and anti-tank) if 
the soldier carrying the anti-tank weapon is killed , the team loses it's anti-tank capabilities. 
Why can't one of the remaining soldiers in the unit  pick it up?  
 
John Anderson again: "The ammo and transferring weapons thing are sort of the same beast. We 
didn't want to burden the player and the interface with information about how much ammo is lying 
where and where is that support weapon. We also felt that the player knew too much about the 
enemy teams as it was, so having the support weapon "miraculously" appear elsewhere was not 
that great a leap in the context of [the] fog of war.We also didn't want the game to degrade into a 
"everybody stay in cover and shoot till they're dead" game so the ammo limitation was to make 
players find a better way to defeat the enemy. We will try to do something better with the out-of-
ammo situation in CC3" 
 
 
In Battlemaker, there are three squares (five on so me maps) at each side that cannot be 
changed. The Allies always have squares on the righ t, and the Germans squares on the 
left. Can this limitation be removed anyhow? 
 
Yes. Although you can do it yourself, you may as well simply download all the maps with this 
limitation removed since someone's already done the hard work for you (thanks mick). This 
'Editted Deployment' file is available from http://cc2.gamestats.com . It contains all the CC2 
maps with these squares at each side removed (they are set to neutral). John Anderson had 
some comments regarding the problem of the set squares at each side: "We had to keep them 
there to keep the AI sane. The AI is designed to expect that area to be "safe"". Having used the 
maps with the squares removed in Battlemaker to make scenarios, I can confirm that there are 
some problems with the AI not having these set squares present. If a soldier needs to depart the 
battlefield (if he has paniced, or his tank or artillery has been destroyed), then he may move in 
unusual ways. With 'normal' CC2 maps, if an Allied soldier needs to leave the map, he will run 
straight towards the right hand side of the map and then exit the screen. With the set squares 
removed, the soldier will still eventually exit via the right side of the map, but is more likely to take 
an indirect route. There's an additional problem in that if you switch around the deployment areas 
so that the Allies are attacking from the left and the Germans from the right, soldiers leaving the 
map run straight towards the enemy lines instead of retreating to their own side. However, this is 
more than offset by the ability to fight over maps in different directions, and in different ways, so 
this set of maps is a useful download as an extension of the Battlemaker utility. 
 
 
 
There are two patches currently out for CC2. Are th ere any plans for any more? What about 
map packs containing new maps or units? 
 
As of this writing, Atomic currently have no plans for a third patch for CC2. As for additional maps, 
John Anderson was dismissive of producing a map pack because of time contraints: "The maps 
[take] the longest to do. Even with 3 artists working on it full time, we can average at best 1 map 
every 4 days". John was also asked about the possibility of releasing maps that were dropped 



during development: "We had one test map early on, but the format changed so it is no longer 
usable. In fact we had to drop 15 or so maps from our original design".  
 
The CC2 manual gives us some clues as to what those extra maps might have been. Page 26 
shows a different Grand Campaign map to that in the game. On the map in the manual there is 
(going from bottom to top): 
 
An operation prior to Eindhoven. 
An operation between Eindhoven and Son. 
No Schijndel operation. 
No Veghel operation. 
An extra operation around the Groesbeek Heights. 
No Island operation. 
Plus different areas in the Arnhem and Nijmegen sectors. 
 
You may also want to take a close look at the text on the left side of this screenshot. It details an 
alternative Son battle, the 'Son Road Battle', with the fun-sounding battle description of "Watch 
your tanks explode on the road" ! 
 
Atomic's web site also has a screenshot in their preview of CC2 with an operation title as 
'Eindhoven: Hell's Highway' (this was probably the title of the operation prior to Eindhoven on the 
map on page 26 of the manual) 
 
 
The elements in CC2 don't appear to be on the same scale. The soldiers appear to be too 
big for the houses and tanks. Why is this? 
 
The problem is one of clarity. If the infantry was depicted at the correct scale, they would be tiny 
and difficult to see on the screen. John highlighted this in a response to this question: "We tried at 
real scale, and you had to get down to only 40 meters of the map to be able to see the men. 
Fighting battles with the screen only showing 100 to 200 meters would be nigh impossible to 
control. Going the other way [increasing the screen so it showed 500 to 600 meters], you'd have 
men that are specks on the screen".  
 
 
 
What tools were used to create the CC2 maps?  
 
John Anderson: "World Construct Set to create the elevation map (shows the terrain contours). 
This is exported to a greyscale elevation bitmap that is converted by an internal tool into the 
elevation data used in the game. Lightwave to render the buildings and different terrain types. It 
then exports a color bitmap of element data that we use an internal tool to create the game data 
file. (See the Map## file in the Data/Maps folder (open it with Excel). The entries are element data 
that can be found in Data/Base/Elements file. A fractal tree designer to generate the trees and 
their shadows. Photoshop to extract the roofs, add detail to the terrain, etc. Then, an internal tool 
[within Atomic] to generate the line of sight file (takes 30min to an hour) for approximating line of 
sight for infantry and vehicle teams from each megatile to each other megatile. The internals are 
much like they were in CC1, only the quality has changed". 
 
 
 
The AI doesn't always appear to put up a good fight . Just how good is it? 
 
Opinions vary as to the abilties of the AI. One thing that most agree on is that it's one of the better 
attempts at a decent AI in a computer game. It loses a few points for having unfair advantages 
over the player (see earlier), but generally the AI makes for a pretty worthy opponent. One thing to 



bear in mind is that the AI will adapt to the side it's playing. When playing as the Allies, the AI 
becomes quite focused on capturing the victory locations on the map, and may end up being too 
centred on this objective to think about outflanking moves, or simply destroying the enemy as a 
means to win. When playing as the Germans, the AI will quite happily sit tight and wait for the 
player to come to it, and not attempt to capture any victory locations unless they present 
themselves as unmissable opportunities. As the Germans, the AI appears to think better, and will 
outflank and probe in some areas, and try brute force in others. It's also much more aware that it 
can win by destroying all opposing forces (it's open to question if this was an effort on Atomic's 
part to guess that most people would play as the Allies so the German AI needed to be strong. If 
this was the case, then it overlooked the fact that having won as the Allies, most players would 
then play as the Germans but have more experience of playing. So, if anything, the AI when 
playing as the Allies needed to be stronger. This is just conjecture though). It's some testiment to 
the AI that it's actually quite difficult to make it carry out mistakes or errors. It appears to make 
reasonable attempts to clear areas prior to assault (by using recon teams), makes good use of 
smoke to hide advances (or to help withdrawals), and will nearly always position machine guns in 
areas that have good LOS over wide areas. It's not so good at artillery placement, sometimes 
placing it in hopelessly exposed positions (although it has been known for it to place artillery in 
buildings), and it's initial tank deployment sometimes leaves something to be desired. Another 
aspect is the AI's use of it's available forces. I've played across a map and destroyed the AI's 
forces bit by bit and found myself left with a meagre force of units all low on ammo, and with many 
injuries. It comes as something of a shock to then discover the AI has a tank hidden away, with 
which it then proceeds to mop up my remaining forces and thus win the map! Hmmm... not so 
dumb after all... 
 
 
I've had a 'conga' of captured enemy soldiers trail ing behind some of my units. How can I 
prevent this? 
 
In short, you can't. What you can do is to move a unit of lower 'rank' up to where the prisoners 
are, and they will then attach themselves to this unit and follow that around. For example, if an 
enemy unit surrenders to your Bren team, move up a Rifle team to where the Bren team is and 
the prisoners will transfer to this Rifle unit and follow that around from then on. The 
annoying/excellent feature about the prisoners is that they give away the position of the unit they 
are following. Great if it's your boys captured, as you can see where the enemy unit is moving, but 
not so good when it's the enemy following you around! The AI doesn't appear to take this into 
account, so when playing solo simply use this 'feature' to track enemy movements. However, 
when playing against another human this aspect is very  important as you don't want to give away 
your movements by trailing a line of prisoners around. Clever players will attach the prisoners to a 
lower ranked unit and then use this as a ploy to mislead the opponent. Simply switch the prisoners 
over undetected (use a building or suitable cover) and then suggest an attack from a certain 
direction with this unit whilst secretly advancing from another direction. Not exactly true-to-life, but 
an interesting way of misleading an opponent... 
 
 
 
My unit is chasing the prisoners all around the map  and I can hear the sound of fisticuffs 
all the time. What's going on? 
 
This seems to occur because of a slight fault in the way the game treats prisoners. Once a soldier 
surrenders, he follows the unit he surrender to around the map (or transfers to a lower ranked unit 
as detailed above). However, he can be released if the capturing unit is killed or if it itself 
surrenders. When this happens the prisoner makes his way to the corresponding side of the map 
(left for Germans, right for Allies) and exits. During this period when he is making his way off the 
map, the prisoner won't attack any enemy units, but is still a legitimate target (in the same way 
that artillery or vehicle crew are when they abandon their gun/vehicle). What can happen is that 
the fleeing soldier stumbles across another enemy unit who then attempts to recapture him. With 



soldiers moving off the map the game engine appears to employ a simple method of moving 
around obstacles. If the fleeing soldier meets an obstacle (like a river or burning tank), the game 
will simply send him off in another direction to try that route. So in our case the fleeing soldier has 
run into an enemy soldier who won't move (he's trying to recapture him). The game engine turns 
the escaping prisoner and sends him off in another direction but the enemy soldier runs over and 
punches him (The game notices the man is unarmed and (for some reason) tells the other soldier 
to recapture him using fists only). Once the fleeing soldier gets a punch, it now thinks it's hit 
another obstacle and so turns and tries another direction. Once more the enemy soldier catches 
up and gives him another punch. So the fleeing soldier tries another direction, and the enemy 
soldier gives him another punch... and so on. What happens is that the fleeing soldier gets a 
punch every second or so and keeps trying a different direction thinking that he's hit an obstacle, 
whereupon the enemy notices that he still hasn't captured him so he runs over and gives him 
another punch. Every punch gives the player the sound effect, and on the map you'll see a fleeing 
prisoner being chased by an enemy determined to capturing him by giving him a punch every time 
he attempts to move away. Thus, you get the non-stop punching sound effect. 
   How do you stop it? I've yet to find out. I usually just let them get on with it and concentrate on 
the rest of the battle... 
 
 
 
I've destroyed all the AI's units but it won't agre e to a ceasefire. Why not?  
 
This seems to occur for one of three reasons. The first is to do with a stray paniced soldier, or an 
escaped prisoner. I've already explained the simple method by which the game rotates soldiers 
around and sends them off in an alternative direction when they hit an obstacle, and it's this 
simple method that sometimes causes problems.  What can happen is that one of these soldiers 
gets caught in the uneven edge of a river, or between two knocked out tanks. Despite the best 
efforts of the game engine, the soldier is unable to find his way off the map, as no matter which 
way he turns, he meets an obstacle. I'll come back to this in a minute. 
 
The second reason that you can't get a ceasefire is when a tank is knocked out. In most cases the 
crew will leave the vehicle and exit the map. At the moment a tank is knocked out, the crew are 
'ejected' and become visible on the map, and the tank becomes a new, unmovable obstacle. The 
problem seems to occur if this happens when a tank is moving. If a tank is moving along and is 
knocked out, the crew are immediately ejected from the vehicle, but the tank will take a tiny bit 
longer to come to a stop. When this happens the crew is somehow caught underneath the tank 
and is trapped. They are unable to move off the map since whichever way they turn, they meet an 
obstacle. Again, I'll return to this shortly. 
 
The third reason is when an artillery gun runs out of ammunition. Due to (oh dear) another flaw in 
the game engine, the crew will only leave their gun if it is destroyed or if they panic, but not  if the 
gun runs out of ammo. If the ammo does run out, they will carry on manning the gun and will 
report in that they are out of ammo should the player try and use them.  
 
In all three cases the problem is that these men are still considered to be legitmate targets on the 
CC2 battlefield. Even when a soldier is exiting the map (having paniced or escaped from captivity, 
or when he is abandoning his tank or gun) he is still considered to be playing an active part in the 
battle, even though he is unarmed. In the case of the artillery crew, they also have no hand guns, 
but the game engine simply registers that they are manning the gun and so must therefore be 
playing a part in the battle.  
  So, why doesn't the AI agree to a ceasefire? Quite simply, it looks at what units it has, sees that 
it's got some active soldiers on the map, and thinks "I must still have a chance of winning this map 
as I've still got active soldiers, so I'm not agreeing to a ceasefire". Even though it's remaining units 
may only be a soldier who's paniced, the crew of a knocked out tank, and an artillery crew 
manning a gun with no ammo, the AI still considers that it has active units and so still has a 
chance of winning the map! 



  So how can you convince the AI that it needs to agree to a ceasefire? Well, you can't. The player 
is forced into seeking out the stray units and destroying them. Even if you've only got some weak 
troops left, remember that these stray enemies are unarmed so they won't put up a fight. 
 
 
 
My tank won't move. The gun works but the tank won' t budge, why? 
 
This usually happens on three maps, The Tulip Fields, The Island and Driel Farmland. On the first 
two examples the areas above and below the elevated road are marshy and will cause a tank to 
bog down. On the Driel Farmland map the large muddy area at bottom left will also cause a tank 
to become bogged. How can you check if you're tank is going to get bogged down? The vehicle 
monitor has a 'Mobility' bar which registers how much mobility the tank currently has. The more 
red the bar, the less is has. Once the bar has turned completely red, the tank will be unable to 
move and will remain in that position on the map for the rest of the battle (although it is removed 
should you get a ceasefire and have to replay the map). The tank will still be able to fire it's gun 
though. 
  Other causes of 'bogging' are rivers and streams and also the sand dunes on the Schijndel 
Dunes map (although the dunes aren't able to bog a tank completely).  
  Note that the mobility bar is a 'real-time' monitor. It indicates the mobility of the vehicle 
at that moment, and will change back from red to green if the vehicle moves from boggy 
ground to a road. 
 
These two examples show a tank crossing one of the smaller streams in CC2. Note how the 
'Mobility' monitor is all green when the tank is on the grass, but starts turning red as the tank 
crosses the river:  
 

  
 
 
 
I've seen a tank shoot straight through a building.  Is this a problem with the game? 
 
No, not really. The game takes into account that it's possible to see through windows and 
doorways of houses, so don't think that your tanks are safe if they are behind a building. It's worth 
pointing out though that the LOS through doors and windows is quite small, and a tank has to be 
in exactly  the right place before it can shoot through. So although buildings provide good cover to 
hide tanks behind, don't consider them to be 100% safe. The only question mark over this 
'feature' is that clearly the game doesn't consider the internal walls of a building (take a look at the 
front of your house - can you see straight through from the front to the back?!). 
 
 
 
How do I determine the elevation of a map? 
 
Yep, this is a bit of a problem. The easiest way is to study the map in question. It's not always 
clear where the rises and dips are, but on a map such as Nijmegen North Bridge, it's easy to spot 
that the road running left to right is elevated above the surrounding fields. If you're unsure what 



the elevation of an area is, then your only option is to use a unit's fire command and drag the LOS 
over the area in question. If the line goes red, you know it's higher than the unit's current position. 
In addition, streams and trenches are usually lower than the surrounding area for obvious 
reasons, although the seemingly deep ditches on The Island map appear to be nearly flush with 
the surrounding fields, so clearly there are exceptions. This has been highlighted as one of the 
main problems with CC2, so hopefully Atomic can come up with something suitable for CC3. 
 
 
Why aren't dead tanks left over from previous battl es? 
 
If you go for a ceasefire and then battle over the same map later on, you'll notice that damage to 
buildings is carried over, but all the knocked out tanks and artillery pieces are magically removed. 
Although at first this seems like a major oversight when it comes to realism, it terms of playability 
this is a major plus point. The often narrow streets depicted in CC2 maps can be easily blocked by 
a single tank, and when it comes to bridges, if a tank was knocked out on the bridge itself then it 
would be impassable. To have this happen on the map as you are playing is bad enough, but for it 
to still be there when you try again to secure the area would be a major headache (imagine if the 
blocked tank forced you into a ceasefire when your superior forces could have easily overrun the 
enemy. Now imagine you've got to play the same map again, with the same tank blocking the 
way, knowing that you've still got no way of winning the map. Sounds like fun? Not to me...). In 
addition, the entire map in CC2 is stored as a single file, so as additional elements such as 
knocked out tanks are added, these cannot be simply 'added to' the map file. They would need to 
be drawn as units on the map, thus slowing down the scrolling of the map. In some cases, you 
could end up with effectively double the number of units on the map (one set left over from the 
previous battle, the other currently 'active'). So for the sake of game speed and playability, this 
feature was left out. 
 
 
I tried to save my Battlemaker map but it came up w ith the error "You must have at least 
one area on the map for each Allied team". Why?  
 
For every unit assigned, you must allocate one square. So if you give the Germans six units and 
the Allies four, there must be six German deployment squares and four Allied ones. You can 
slightly get round this problem by having squares over water as allocated to one side, but the 
game has been known to crash (that is, exit to the Windows 95 desktop) with an 'Unable to 
deploy' error (in other words, the game can't find enough land on which to place all the units). One 
problem to note with this error message; due to an oversight, Battlemaker doesn't have an error 
box for when you have too few German  deployment zones, so when the game reports back that 
there aren't enough Allied squares, it can in fact be that you haven't assigned enough German 
squares. Count up the number of units assigned to each side and the corresponding squares to 
check which side is short. 
 
 
 
What's the strange glowing box that appears sometim es on the screen?  
 

 
 
This denotes an area that is currently under intense fire. As you put more firepower into a 
particular area, the red colour will get more intense. This is a quick way of determining which 



areas and/or units are under the most threat. If the red colour is really  intense, then you may even 
have trouble moving units safely out of the area without getting hit. However, if you decide to sit 
tight, it's a certainty that morale will take a dive, and any units within that area will start to panic 
and may eventually run away. So the only answer is to either withdraw and expect to take 
casualties, or use other units to attack the enemy who are pouring firepower into the area. 
Whichever you choose, you'll need to act fast to prevent panic setting into the units caught in the 
glowing box. 
 
 
So this is Close Combat 2. What was the original Cl ose Combat like? 
 
The first Close Combat game (also by Atomic and released by Microsoft) was based on the 
Normandy landings. I've only played the demo, and my impressions were that it is a bit crude in 
comparison with CC2; the maps were quite square and 'blocky', and the overall presentation 
wasn't as good. However, for it's time the game was heralded as a minor classic (it won PC 
Gamer's award for best wargame) and it did serve as a springboard for CC2. There are quite a 
few sites that detail Close Combat, so my best advice would be to visit one of those if you are 
seriously interested in finding out more.  
 
 
 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"We stayed in the cellar, as the fighting around us was by now very heavy. Eventually the cellar 

was kicked open and a German threw an object on the cellar floor. We jumped to the other side, 
expecting a grenade to explode. After several minutes I looked and saw that it was a house brick. 

He was, indeed, the finest German that I never met. We were then taken prisoner". 
(British officer on the second day at Arnhem) 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
 
8: Battlemaker:  
 
So, what does make a good Battlemaker (BM) map? There are no hard and fast rules, and in 
many cases you'll find that your own preferences will come into play (for example, if you like tank 
battles, you may make a BM map with nothing but tanks. This would be a great map for you, but 
someone else may find it dull). From my own personal experinces in creating my own BM maps 
and through playing other people's, here are my Top Ten Tips for creating great Battlemaker 
maps: 
 
 
1) Think of a story behind the battle you are trying to create. It's more interesting for others to play 
if they know why  they are fighting, and it will make it easier to understand why the victory 
locations are important on the map. 
Take a good look at some of the maps and what's on them. The Oosterbeek North map has a 
train crash with just one carriage left unscathed; is it carrying something important? Son South 
has a canal with a tow path running across the bottom of the map; could this represent a landing 
beach? and Arnhem Suburbs has a large building to the left that could be used for any number of 
purposes. Close examination of the maps can reveal items that you may not have noticed in the 
heat of battle, many of which can provide background stories. 
 
2) Choose a map suitable for what you are trying to achieve. Sounds obvious, but re-creating D-
Day isn't very realistic on the Nijmegen City map... 
 
3) Have a particular feature that makes the battle interesting to play. No one wants to play a new 
BM map which is just the same as one of the built-in CC2 maps, so try and add a 'twist' or novel 
feature that makes it different from what the game already offers. Have one side on the defensive, 
or surrounded by the enemy. Perhaps there are several victory locations to win, none of which are 



easy to defend (such as fields or tree lines). Or maybe the attack has to come over a bridge or via 
some other narrow approach. Try to give the player new problems from those already presented 
in the game and also think of different types  of battle. Assaulting buildings via open terrain, 
moving tanks through city streets, attacking on more than one front; these all present new 
challenges. You could also introduce new ways of playing by altering the units available. Try pitting 
7 or 8 snipers against just a couple of infantry units, or have a convoy of halftracks ambushed by 
machine guns. Six mortar teams against infantry is another suggestion (you'll have to locate each 
team and destroy it, whilst being constantly pounded by mortar fire), or just have nothing but tanks 
or armoured cars facing each other. With several different flamethrowing units in the game, a BM 
map employing nothing but these units would also make for a new and different battle. 
 
4) Get your history right. Choose weapons that are suitable for the period you are trying to 
recreate. Having a Konistiger tank running around in 1940 isn't very realisitic (plus you will need to 
equip the opposing side with a counter-weapon capable of destroying it, thus further damaging the 
realism). Having said that, you could make some interesting 'what-if?' scenarios with weapons 
from later in the war being developed and introduced earlier... 
   CC2 contains weapons from as far back as 1939, so many of the important battles prior to 
Market Garden can be recreated with reasonable accuracy. In addition, battles after Arnhem are 
also possible (and naturally easier since it can be assumed that any of the units in the game were 
employed in operations after CC2's timeframe).  
   I should point out that this can be put down to personal preference, however. If you're not 
bothered about historical accuracy, then by all means choose whatever weapons you wish. You 
may find that CC2 doesn't have the correct unit for your particular battle, so you'll have to 
substitute another. Equally, to improve gameplay you may have to include a unit that wasn't 
actually in the historical battle, but which makes for a better BM scenario. 
 
5) Switch around victory locations. Again, you could make 'what-if?' scenarios, perhaps 
suggesting what might have happened if XXX Corps had reached and battled through Arnhem, 
but playing for the same objectives as CC2 with just different units may not always make for an 
interesting BM map. The most basic type of battle is to capture the enemy's victory locations 
whilst stopping him from capturing your's. One overlooked feature is that you don't have to give 
each side a victory location. Place a victory location deep inside one sides deployment area, but 
don't give the other side any victory locations at all. This will force the one side into playing a 
certain way. If they control the side with the victory location, then they will play very defensively, 
since they have no enemy victory locations to attack. If you give them the side without any victory 
locations, then they will go for the all-out attack, since they have nothing to defend. Extend this to 
have no victory locations at all. This will alter the way the map has to be played, since the 
objective now becomes to simply destroy all the enemy units. Even with victory locations on both 
sides you can still make the battle tactically interesting. Maybe one side has their locations all 
together, whilst the other's are spread out.  
 
6) Incorporate some of the little-used units. Playing CC2 can be frustrating at times as you can 
see some of the units on offer, but you don't have the requisition points to buy them. Battlemaker 
gives you access to all the units in the game, so give the player weapons they aren't used to. Not 
only will this present new challenges (since the player may be unsure of the best tactical uses of 
these weapons), but using units such as the flamethrowing Crocodile is great fun! Battlemaker 
also gives you the opportunity to present the player with a certain number of requisition points, so 
you can leave the choice of unit entirely up to the player if you wish. Simply describe the battle 
situation and then present an additional challenge to the player by leaving it to them to decide 
what units will be most suitable for the operation (and if they choose wrong, they can play the map 
again with different units, further increasing the longevity of the scenario). 
 
7) Unless you are diliberatly trying to make one side lose a battle (to recreate the heavy odds that 
were experienced in the actual battle you are recreating, for example), balance out the sides to 
some degree  (or assign roughly equal requisition points). Having exactly equal units may not be 
interesting, but if you give one side tanks, then it's reasonable to give the other side some anti-



tank capabilities. Having to face an enemy that you have no chance of beating simply because 
you haven't been given the weapons to do the job isn't much fun, so give each side a reasonable 
chance of success, even if its just one anti-tank unit against five tanks. You may find that you 
have to play through the battle from both sides several times to get the distribution of weaponary 
right, but take notes and tweak the units accordingly until you're happy.  
 
8) Make the battle interesting from both sides. It can be easy to create a BM map with only one 
side in mind, but you're missing out on a second way to play the map; from the enemy's point of 
view. Even if you create a map that gives one side an objective to achieve, you can still make it 
interesting to play the other way by adding unusual units, or by giving them limited deployment 
options. Nearly every battle throughout history involves one side on the attack, and another 
defending. Both of these present different challenges, and also require different tactics to be 
employed. So, for example, even if you create a map that is interesting from the German side by 
presenting them with the objective of capturing a particular building, you can give the Allies 
interesting weapons to use, or only give them deployment zones away from the building, so that 
they have to move and set up a defensive position before doing anything else. 
 
9) Re-arrange the deployment zones available to each side. Give the Germans a line of houses 
that they don't usually have access to, or make a crucial area neutral ground, so that each side 
has to race to occupy it before the other, or put the Allies into a defensive pocket that forces them 
to fight their way out. Perhaps one side has a forward command post, so give them a single 
deployment square over a building and surround it with neutral territory. For a map I created for a 
mission involving an Allied attack on some flak guns, I gave the Allies just the minimum amount of 
squares that the game allows (you must have one square per unit), and then gave the Germans 
eight squares spread individually across the map. This means that every time you play the map, 
the opposition can place the flak guns in any one of the squares, and as the Allies you have no 
idea exactly where the guns will be everytime you play. So by just varying the number and the way 
in which deployment squares are handed out, you can create new ways of playing the game. 
   As a general rule, leave at least one neutral deployment zone/square between each side. This is 
espcially important when there are houses on the map. What can happen is that a house 
straddles both sides' deployment square, and each side can place an infantry unit in the same 
house. Once the battle starts there will be an instant firefight in this house and unit(s) will be lost 
before the battle has really even begun. Obviously this maybe what you were after anyway, since 
you can drop the player straight in at the deep end by giving them command just as the battle is 
joined, or even present it as a battle that's been going on for some time. In open terrain it isn't 
quite so important to leave the seperating neutral square, but in my opinion it's a good habit to get 
into. 
 
10) Big is not always beautiful. Although it's tempting to create a big battle that uses all the 
available unit slots and roams across the whole map, it's perfectly possible to create an excellent 
BM map that only uses a portion of a map, or one that has just a handful of units. Infact, it can be 
argued that a smaller number of units results in a more challenging battle, since the number of 
tactical options is limited, and the number of losses that can be sustained by one side is smaller, 
so greater caution must be used. You can limit the amount of space over which a battle is played 
by grouping the deployment zones close together in one particular area of the map (and making 
the rest of the map neutral), or by simply placing all the victory locations huddled together. 
    
 
 
Summary: The Ten Criteria For A Great Battlemaker Scenario: 
 
Have a story behind the battle. 
 
Choose the map that best suits what you are trying to do. 
 
Offer something new. 



 
If recreating a battle prior to Arnhem, choose your weapons from a historical viewpoint, but be 
prepared to add inaccurate units if it improves gameplay. 
 
Give the map new victory locations from those in CC2. 
 
Think about employing some of the little-used units, or just assign a large number of requisition 
points and leave the choice of units to the player. 
 
Give each side somewhat equal forces, or at least equip them with the weapons to do the job, 
unless you have set out to create a no-win situation on purpose. 
 
Make the battle interesting from both sides' point of view. 
 
Redistribute the areas of the map to give each side new areas to attack or defend. Leave at least 
one neutral square between each side so as to avoid instant fighting (unless this is what you 
want). 
 
A tight, house by house or hedge by hedge battle can be just as tactically interesting as a large 
army trying to capture multiple victory locations. You don't have to use all the unit slots, or even 
the whole map. 
 
 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"We were marched out and found that there were other groups of prisoners being rounded up 

from the fighting nearby, all being marched away with their hands clasped on their heads. It was at 
this moment that I realised that things had gone badly wrong; it wasn't going to be a forty-eight-

hour job after all". 
(British medic on being captured by the Germans in Arnhem) 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
 

 
9: Places to visit (www sites), books to read, and the film:  
 
 
 

The Unofficial CC2 site:  
http://cc2.gamestats.com  

 
 
 
Microsoft CC2 site:  http://www.microsoft.com/products/games  
Atomic Games site: http://www.atomic.com 
Microsoft's Internet Gaming Zone (to play multiplayer games) : http://www.zone.com  
 
If you want more information about Operation Market Garden, an excellent starting place is here: 
http://www.pin/nl/mg/pega5b.htm.  
The author of this site has collected an impressive amount of information about the operation, with 
maps, soldier's memories and sound files. 
 
 
Every book that chronicles the whole of WWII that I've read includes a section on Operation 
Market Garden. Three books which are really worth reading are... 
 



Arnhem 1944, by Martin Middlebrook ISBN 0-14-014342-4, tells the story of the British 
Airborne at Arnhem. 
A Bridge Too Far, by Cornelius Ryan ISBN 0684803305, is the book of the film of the game. 
The definitive account of the whole operation. 
Poles Apart ISBN 1-85367-165-7, is the story of the Polish Brigade operations in Market 
Garden. 
 
And of course there's also the film by Sir Richard Attenborough, 'A Bridge Too Far'. Filmed at 
many of the locations from the actual battle, this film is authentic in nearly every way. A host of 
famous actors bring the characters to life, and it gives you some idea of the problems the men 
had to face. The scenes during the planning stages are particularly fascinating to watch. 
Personally I always find the scene when the officers are studying an aerial photo of the Arnhem 
Bridge and the surrounding area one of the best. It's when one of them asks where the dropping 
and landing zones are that the almost ludicrous airdrop plan for Arnhem hits home. The photo 
shows quite a large area, and the officer standing next to it points to an area off the photo and on 
the wall behind to indicate the distance from the bridge that the men will land... 
 
 

-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
"It was worth doing. I have never met anyone who has regrets. We had been together for three 

years. Most were killed, the lucky ones were wounded. I was one who didn't get a serious wound. 
They were all good lads, and I count them all as my friends". 

(British 1st Airborne soldier who was evacuated from Arnhem) 
-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 
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-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 

"You don't forget. Little things trigger it off. You wake in the night and think 'If I'd done this, then 
that wouldn't have happened'. Even after fifty years it's so clear.  

 
We're all old men now. The lads I've spoken of died young. They'll always be young. But us... we 
become a burden to society in the end. One day it's going to be all over, and strangely you don't 

resent the fact. You'll welcome it when it comes" 
 

(A soldier who fought in, and survived, WWII) 
-----x-----x-----x-----x-----x-----x-----x-----x-----x-----x----- 

 
 

The End. 


