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Sword Beach

June 6th, 1944—Sword Beach. The British came in swinging on the eastern
flank of Normandy, and they made it count.

Under General Miles Dempsey,  the 3rd Infantry Division,  backed by tanks,
naval guns, and airborne troops, hit that beach like a battering ram. Their mission?
Take the beach, punch inland, link up with the Canadians on the left and
airborne boys on the right, and grab the city of Caen.

They  ran  headfirst  into  resistance  from the  German 716th Infantry,  dug  in  and
waiting.  But  it  didn’t  matter—Allied  firepower  and  planning  turned  those
bunkers into scrap. The Brits cleared the beach, pushed several miles inland, and
set up a strong foothold by nightfall.

They didn’t take Caen on Day One—but they owned Sword Beach, and that was
the damn prize. That success helped anchor the whole eastern flank of the invasion
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and gave us the momentum we needed to crack open Nazi-occupied France.

Sword Beach was no walk in the park—but it was a well-executed, hard-
hitting assault that helped open the gate to Western Europe.

~~ General Howitzer

5 VP’s

Card Balance:

Allies – 5

Axis – 4

Complexity:

2

Conditions:

Beach
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Location:

Normandy

Year:

June 5th, 1944

Theater:

Western Front

Campaign:

D-Day Invasion

Codename:

Overlord

Summary:

Like all Normandy beach invasions, this is a battle between well-defended but
overwhelmed Axis forces who are trying to slow down the Allied onslaught.

Objectives:

This is a five VP game with three town hexes as Objective Medals. The goal for the
Allies is to get to the town VP Objective hexes ASAP, and for the Axis it is all about
slowing down the Allied advance enough to get a few knockout Tactic cards against
them.

Battlefield:

Sword Beach has no hills or bluffs to slow the Allied advance off the beach
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Troops:

Axis –
6 Infantry,
1 well-placed artillery in the center of the field,
1 badly positioned armor unit stuck in the corner behind a forest.

The Allies –  9 Infantry,  3 Armor

Allied Strategy:

1.  As with all beach scenarios, the challenge is for the Allies to get off the beach as
quickly as possible.

2.  The three! objective medals in the towns against the back border represent a
clear and compelling goal for the Allies. If the Allies can maximize their movement
cards off the beach and blitz past the defenders for the town hexes, victory can be
had rather quickly.

3.  The Axis artillery in the center of the battlefield is very dangerous and unless the
Allies have an excellent set of cards, should not be attacked. The best strategy – as
indicated by Alexis Beuve in the Memoir 44 Tactics & Strategy Guide is to attack on
the flanks in order to avoid the devastating pounding from the centrally placed
artillery.

4.  You have three Elite Infantry which are capable of moving two hexes and still
attacking. This is imminently valuable for a beach assault. They all start way back in
the ocean hexes, but if you take the time in the early gameplay to get them moved
forward, they will help you to quickly approach and attack the enemy forces.

5.  Possible Attack Vector:  split your forces in a “V” formation, and send half to the
left, and half to the right, so that you can avoid the enemy Artillery in the center
sector.  It is set so far back from the beach that if you try to assault it with your
Infantry, they will get decimated before they get close to it, so unless you have a
Bombard or Airpower card, it is best to avoid it. 

Axis Strategy:
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1. The Axis armor in the corner is hidden away and of no use. Therefore, as early as
possible, the Axis needs to move the tank into the forest hex, where it will have to
stop for one turn. But from there it can make its way out to the battlefield. The
decision as to whether to place the armor in the center section or the right flank,
will depend in part on where the Allies choose to deploy their forces. But once this
armor gets out the Axis player should be able to score one or two VP’s, especially if
he catches the Allied forces while they still have their back to the water, resulting in
some no-retreat hits.

2. Use your artillery as much as possible, before the enemy takes it out with
Barrage or Air Power, or an Infantry Assault. This will be one of the Allies’ early
objectives. So use it well while you have it.

3. Should you pull your infantry from the back row where they are defending
Objective Medals? Early on, if you have the opportunity, they could bolster your
forces which are trying to prevent the Allies from coming off the beach. But once
the full scale Allied invasion begins to form, they will be sitting ducks in the open
terrain, and should be pulled back to guard a Medal Objective.

Battle Reports

(percentage of Allied victories):

46%

18
BR - Sword Beach

Allies Won

Axis Won

 See Results  Vote 

Author:
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Days of Wonder

Link

Please follow and like us:

https://api.follow.it/widgets/icon/aFBXK3NLa0p3cTcvQ2tJLy9zZFJMeVFNTk5KR3hqMkcvOHdlTUV1WTV6WnE3R0VIR0VPU1E4M1BMYUhiaG9EWkw3NFlLSVpMYzVXRzVFNlVVQ3YwM280SjZ2RVV4U0p1R1BOZzNzU2Q5dTdldEx2RGNvYWUzNnVtUGt2TWdrUVp8U0F0NHZ0NmttVHlXOGVodWdzaVN2dkFVb3ZVNFNpMDB5WUFNZmU0VEIycz0=/OA==/

