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Baraque de Fraiture

Listen up.

At Baraque de Fraiture, a handful of American soldiers planted themselves on a
frozen crossroads the Germans had to have. Major Arthur C. Parker III and the
battered men of the 589th Field Artillery Battalion knew exactly what was at stake.
Those roads led west toward Manhay, Hotton, and the Meuse. Parker scraped
together every man and gun he could find, dug in, and told the Germans in the only
language they understood: if you want this crossroads, come and take it.

The Germans finally took Parker’s Crossroads, but those American soldiers robbed
them of something more precious than ground: time. For several critical days, a
scratch force held up a much larger German formation while our defenses hardened
farther west. That’s how wars are won. You don’t always have to hold the ground.
Sometimes you make the enemy fight for it, bleed for it, waste his strength taking
it—and when he finally gets there, he’s too damn late.

~~ General Howitzer

6 VP’s

Card Balance:

Allies – 4

Axis – 5

Complexity:
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3

Conditions:

Winter Countryside

Location:

Belgium

Year: 
1944

Theater:

Western Front

Summary:

The asymmetrical starting pattern of this game makes for an interesting and
challenging battle for both sides.

Objectives: 5 Medals
The Allied player suffers a sudden death once the Axis forces occupy all three town
hexes at the crossroads.

Terrain: 
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Winter Countryside

Troops:

Allies – 5 Infantry, 3 Armor, 1 Artillery

Axis – 9 Infantry, 4 Armor, 1 Artillery

Special Rules:

1.  Winter Combat

2.  Special Weapons

3.  Sudden Death

� Winning as Allies
 

� Winning as Axis

Battle Reports

Author:
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Days of Wonder

Link:


