Coupe Deta

Important Locations

London Sector

London: 

Buckingham Palace 

British Army Central Command – Alpha Command Post

Parliament

Crown Jewels

Treasury

Industrial & commercial center

Southern England Sector

Southhampton:



Supply Port – Combine mainland forces

Dover:



Chunnel


Primary Secure Communications center for Combine mainland forces

Bourmemouth:



Supply Port – Combine mainland forces

Northern England Sector:

Birmingham:



Industrial center

Manchester:



Industrial center

Liverpool:



Combine North American entry port

Newcastle:



Naval Base

Scotland Sector

Edinburgh:


Capital of Scotland

COMBINE – BRITISH UNITS

British High Command 


Alpha Command Post
- London

2 INF Platoons 
- London


1 Arty Battery 
- London


1 Engineer Platoon 
- London
British High Command Reserves

2 Arty Companies 
– London


1 Mbl Arty Company 
– London

British Home Guard Command


Alpha Command Post – Leichester


1 INF Platoon 

– Leichester


1 Arty Battery 
– Leichester


1 Lt. GEV Platoon 
– Leichester


1 Hv. Tank Platoon 
– Leichester

Home Guard – London Garrison

Militia Battalion

1 INF Company


1 Archaic Arty Company


Home Guard – Bristol Garrison


Militia Battalion
Home Guard – Birmingham Garrison


Archaic Armor Company
Home Guard – New Castle Garrison


Archaic Armor Company
Home Guard – Edinburgh Garrison


Archaic Mech Infantry
British 5th Mech Division


Alpha Command Post
– Reading


1 INF Platoon 

– Reading


1 Arty Platoon 
– Reading

British 11th Mech Infantry Battalion


Beta Command Post 

- Southhampton


1 Mech Infantry Company 
- Southhampton


1 Mech Infantry Company 
- Bourmemouth

1 Armored Company 

- Dover


1 GEV Company

- Plymouth

British 34th Cavalry Battalion


Beta Command Post 

- Swidon


1 Missile Tank Company 
- Swidon


1 Mech Infantry Company 
- Cardiff


1 GEV Company 

- Oxford


1 GEV Company 

- Coventry

British 43rd Infantry Battalion


Beta Command Post 
- London


2 INF Companies
- London


1 INF Company 
- Luton

1 Arty Company 
- London


1 Arty Company 
- Southend on the Sea 

British 8th Armored Division


Alpha Command Post
– New Castle

1 INF Platoon 

--New Castle

1 GEV Platoon 
– New Castle
British 19th Cavalry Battalion


Beta Command Post 
-- Edinburgh

1 GEV Company 
– Glassglow

1 GEV Company (Platoon strength) –  Aberdeen

1 Mech Infantry Company (only 1 platoon has transport) -- Edinburgh
British 76th Armored Battalion


Beta Command Post 


– Manchester

1 Armored Company (-2 Hv. Tanks) – Manchester

1 Armored Company (-1 Hv. Tank, 4 Lt. Tanks) – Leeds
British 2nd Shock Battalion


1 Ogre Mark II 


– Bradford
British Miscellaneous Formations
Sheffield Garrison (under Combine Command)


1 Missile Tank Company
Royal Guard (under British High Command)


1 Marine Company – London


1 Marine Company – Windsor


1 GEV Company – Church Stretton (Welsh Country estate)

Royal Marines (under British High Command)


1 Marine Company – New Castle
Combine Central Command

Alpha Command Post – Liverpool
1 INF Platoon 

– Liverpool
Combine Sheffield Garrison


1 INF Company

Ogre Mark I

Combine 3rd Armored Division


Alpha Command Post – Stroke on Trent

1 INF Platoon 

– Liverpool
21st Mech Infantry Company


Beta Command Post 



-- Birmingham

1 Armored Company (-2 Hv. Tanks) 

– Stroke on Trent

1 Mech Infantry Company (no Transports) 
-- Birmingham

1 Mbl Arty Company 



– Stroke on Trent

FORTIFICATIONS

London – 

British High Command:  60 Structure points. 6 Antipersonnel, 1 2nd Battery

Buckingham Palace:
30 Structure points: 2 Antipersonnel

Bank of England: 100 structure points: 2 Antipersonnel

Plymouth: Beach Defenses 6 Antipersonnel, 1 2nd Battery

Bourmouth: Beach Defenses 6 Antipersonnel, 1 2nd Battery

Southhampton: Beach Defenses 6 Antipersonnel, 1 2nd Battery

Dover: Beach Defenses 6 Antipersonnel, 1 2nd Battery

Windsor: 30 structure points 3 antipersonnel
Shefield

Factory:  100 structure points 2 antipersonnel

Fortification: 25 structure points 1 antipersonnel, Howitzer 

Fortification: 25 structure points 1 antipersonnel, Howitzer 

PANEUROPEAN UNITS

1st Infiltration Group (Sheffield)


Gamma Command Post


2 INF Companies


1 GEV Company (Captured)

2nd Infiltration Group (London)


Beta Command Post


3 INF Companies

1 Engineer Company (no Transport)

3rd Infiltration Group (Southern England)


Beta Command Post


2 INF Companies

1 Marine Company (no Transport)

1 Engineer Company (1 GEV-PC) 


1 GEV Company (Captured)

4th Infiltration Group (Northern England)


Gamma Command Post


1 INF Company

1 Marine Company (1 GEV-PC)

1 Lt. GEV Company

Relief Group (Cross English Channel Day 2 or 3)

Beta Command Post

3 GEV Companies

1 Marine Company

Setup:

All Combine (non-British) units and all British Miscellaneous units are under the control of the Combine player. 

The Paneuropean player has several companies of Infiltration units. 

Selected units of the British army immediately picked a side to support. These units are available at the start of the campaign. The Combine player gets 3 Companies; the Paneuropean player gets 1 Company. 
Players may pick any neutral unit, alternate picking companies, with the Combine player picking first.

All unpicked British units are neutral. They will not move or attack, however they will defend themselves if attacked.

All Combine units have a starting position. That cannot be changed. The Paneuropean player can see the starting locations of all Combine units).

All Paneuropean units are setup next (Hidden deployment)

Special Rules:

These rules are used to simulate the Paneuropean covert tactics of computer attacks, kidnappings and organizing strikes. 

Computer Hacking attacks: - 

The Ogre at Sheffield as been “shut down”. It cannot move or attack until 12:00 am of first day.
Communications black outs. All Alpha Command Posts cannot issue orders to any units for 3 days. Beta Command Posts cannot issue orders until 3:00pm on the first day.

Decoy orders. The Paneuropean player may issue orders to two (2) Combine units. These may not be attack orders, only movement orders. The Paneuropean play can, once on only once, issue orders to Units under the control of the Combine player. This can only be done on the first day. Once the Combine learn what the Paneuropeans are up to they will change their security codes.

Kidnappings: -

The British Commander of the British High command has been captured. This prevents the British High Command Alpha Command post from issuing any orders for 3 days.

To prevent the Royal Family from being kidnapped the Combine player must move the royal family from Windsor to a Combine controlled port.

Organized Strikes: -

1. Three major cites of the Paneuropean player’s choice are having labor strikes.

2. Each city must have 2 formations stationed there for the duration of the scenario to control the riots. These units cannot participate in any action.

3. No Military unit can move through the city for the duration of the scenario.

4. If Liverpool (the Combine main port of entry) is picked, the city may be used as a port and military formations can move through the city if 6 formations are permanently assigned to riot control.

Combine Unit Allegiance

Most of the British units stayed out of the coupe. The British public and even many in the military were unaware of the Paneuropean involvement in the coupe, so the hesitated to act until it was too late. These rules will reflect this.

1. All Combine (non-British) units and British Miscellaneous units are under the control of the Combine player. 

2. The Combine player gets 3 Companies; the Paneuropean player gets 1 Company.

a. Player alternate picking a company, with the Combine player picking first.

3. At the start of each day, roll 1d6 for Every British unit, On a 1-2 it is Combine, on a 6 it is Paneuropean. Subtract 1 from the die roll if Infiltration units have attacked the unit. Subtract 2 from the die roll if Relief forces have attacked the unit.

a. Player alternate picking a company, with the Combine player picking first.

4. Any British units attacked by British troops controlled by the Paneuropean player automatically become Combine controlled. 

5. British units attacked by standard Paneuropean troops do not automatically become Combine controlled.

Relief Group Entry

The Relief group will invade on day 2 if either Plymouth, Bournemouth, Southhampton, Portsmouth or Briton is in Paneuropean control, if not they will invade 

Artillery use in urban areas

Due to the complete surprise and lack of communication Combine artillery may not attack during the first day. Artillery units may only fire at units in overrun. During the second day artillery may attack as normal.

Paneuropean Command Posts
Paneuropean Command Posts are setup covertly. Each time a command post issue an order there is a 1 in 6 chance the Combine player will detect it. 

Command and Control

Each unit can defend itself if attacked. No unit can move out of its town unless a command post issues an order. Beta & Gamma Command posts can give orders only to the units under its command. Alpha Command posts can give orders to any unit. One exception to this is Combine command posts cannot give orders to British units and vice-versa. Also see special rules about British command and control disruptions.

Victory Objectives
Paneuropean:

Success or failure of the coupe is beyond the scope of this campaign. The purpose of this campaign to reflect actual “historical” events, the coupe will succeed. Paneuropean success will be determined based on the following criteria.

1. Capture of Sheffield Ogre factory intact 100 pts

2. Capture of Sheffield Ogre factory with minor damage 75 pts

3. Capture of Sheffield Ogre factory with major damage 0 pts

4. Capture of a member of the Royal family 5 pts.

5. Capture of the Queen 50 pts.

6. Capture of British High Command Alpha Command post; am day 1 = 100 pts, pm day 1 = 75 pts; am day 2 = 50 pts; pm day 2 = 10 pts.

7. Capture of Combine Central Command Alpha Command post; am day 1 = 100 pts, pm day 1 = 75 pts; am day 2 = 50 pts; pm day 2 = 10 pts.

8. Capture of British Home Guard Alpha Command post; am day 1 = 50 pts, pm day 1 = 10 pts.

9. Capture of British 5th Mech Division Alpha Command post; am day 1 = 75 pts, pm day 1 = 50 pts; day 2 = 10 pts.

10. Capture of British 8th Armored Division Alpha Command post; am day 1 = 50 pts, pm day 1 = 10 pts.

11. Capture of Combine 3rd Armored Division Alpha Command post; am day 1 = 50 pts, pm day 1 = 10 pts.

12. Capture of Combine supply ports Southhampton, Dover, Bourmemouth 20 points each.

13. Capture of Liverpool 50 points.

Combine:

1. Destruction of Sheffield Ogre factory 100 pts

2. Evacuate member of the Royal family 5 pts.

3. Evacuate the Queen 50 pts.

4. Recover and evacuate the Crown Jewels.

5. Evacuate Combine Central command, day 1 = -100 pts (cowards), am day 2 = 0 pts, pm day 2 = 10 pts, day 3 =50 pts.

6. Evacuate British High command, day 1 = -1000 pts, day 2 = -500 pts, am day 3 = -200 pts, pm day 3 = +10pts.

7. Each individual non-archaic armored or artillery unit evacuated after day 2 = 5 pts.

8. Each individual infantry/engineer or marine unit evacuated after day 2 = 1 pt.

9. Each Alpha command post (not listed above) evacuated after day 2 = 15 pts.

10. Each Beta/Gamma command post evacuated after day 2 = 10 pts.

Introduction

In 2079 the British Isles fell to a Paneuroupean incited coupe. Exploiting British dissatisfaction with Combine domination, agents fomented a series of strikes, sabotage actions and mini-revolts. Carefully inserted special ops teams, aided by moles within the British services, engineered a wave of kidnappings, assassinations and computer intrusions. The United Kingdom was conquered from within, falling in but a few days.

This campaign is set during the first few critical days of the coupe. Success or failure of the coupe is beyond the scope of this campaign, what matters is how successful the players are at capturing/defending strategic objectives quickly.

For more information about Britain in the Ogre universe, go to the Official Steve Jackson web site.  http://www.sjgames.com/ogre/lastwar/britain.html
Setup

Special Rules

Combine Order of Battle 

Paneuropean Order of Battle

Victory Conditions 

COMBINE – BRITISH UNITS

British High Command 


Alpha Command Post
- London



2 INF Platoons
- London



1 Arty Battery 
- London



1 Engineer Platoon – London



British High Command Reserves


2 Arty Companies 
– London



1 Mbl Arty Company 
– London







British Home Guard Command


Alpha Command Post 
– Leichester



1 INF Platoon 
– Leichester



1 Arty Battery 
– Leichester



1 Lt. GEV Platoon 
– Leichester



1 Hv. Tank Platoon 
– Leichester


Home Guard – London Garrison


Militia Battalion
- London



1 INF Company
- London



1 Archaic Arty Company
- London


Home Guard – Bristol Garrison


Militia Battalion
- Bristol


Home Guard – Birmingham Garrison


Archaic Armor Company
- Birmingham


Home Guard – New Castle Garrison


Archaic Armor Company
- New Castle


Home Guard – Edinburgh Garrison


Archaic Mech Infantry
- Edinburgh


British 5th Mech Division


Alpha Command Post
– Reading



1 INF Platoon 
– Reading



1 Arty Platoon 
– Reading


British 11th Mech Infantry Battalion


Beta Command Post 
- Southhampton



1 Mech Infantry Company 
- Southhampton



1 Mech Infantry Company 
- Bourmemouth



1 Armored Company 
- Dover



1 GEV Company
- Plymouth


British 34th Cavalry Battalion


Beta Command Post 
- Swidon



1 Missile Tank Company 
- Swidon



1 Mech Infantry Company 
- Cardiff



1 GEV Company 
- Oxford



1 GEV Company 
- Coventry


British 43rd Infantry Battalion



Beta Command Post 
- London



2 INF Companies
- London



1 INF Company 
- 



1 Arty Company 
- London



1 Arty Company 
- Luton 







British 8th Armored Division


Alpha Command Post
– 



1 INF Platoon 
-
 


1 GEV Platoon 
– 


British 19th Cavalry Battalion


Beta Command Post -




1 GEV Company –




1 GEV Company–

(Platoon strength)


1 Mech Infantry Company 

(only 1 platoon has transport)

British 76th Armored Battalion


Beta Command Post 
-



1 Armored Company

(-2 Hv. Tanks)


1 Armored Company 

(-1 Hv. Tank, 3 Lt. Tanks)

British 2nd Shock Battalion


1 Ogre Mark II








British Miscellaneous Formations

Sheffield Garrison (under Combine Command)


1 Missile Tank Company
- Sheffield


Royal Guard (under British High Command)


1 Marine Company 
– London



1 Marine Company 
– Windsor



1 GEV Company 
– (Country estate)


Royal Marines (under British High Command)


1 Marine Company – 








Combine Central Command


Alpha Command Post 
- Manchester



1 INF Platoon 
- Manchester


Combine Sheffield Garrison


1 INF Company
- Sheffield



Ogre Mark I
- Sheffield


Combine 3rd Armored Division


Alpha Command Post 
-



1 INF Platoon 
-


21st Mech Infantry Company


1 Armored Company 

(-2 Hv. Tanks)


1 Mech Infantry Company 

(no Transports)


1 Mbl Arty Company –



1st Infiltration Group (Sheffield)


Gamma Command Post


1 INF Company


1 INF Company


1 GEV Company (Captured Equipment)

2nd Infiltration Group (London)


Beta Command Post


1 INF Company


1 INF Company


1 INF Company


1 Engineer Company (no Transport GEV-PCs)

3rd Infiltration Group (Southern England)


Beta Command Post


1 INF Company


1 INF Company


1 Marine Company (no Transport GEV-PCs)


1 Engineer Company (1 GEV-PC) 


1 GEV Company (Captured Equipment)

4th Infiltration Group (Northern England)


Gamma Command Post


1 INF Company


1 Marine Company (1 GEV-PC)


1 Lt. GEV Company (Smuggled in disassembled)

Relief Group (Cross English Channel Day 2 or 3)


Beta Command Post


1 GEV Company


1 GEV Company


1 GEV Company


1 Marine Company

Victory Objectives

Paneuropean:

Success or failure of the coupe is beyond the scope of this campaign. The purpose of this campaign to reflect actual “historical” events, the coupe will succeed. Paneuropean success will be determined based on the following criteria.

Capture of Sheffield Ogre Factory

No Damage = 100 pts
Minor Damage = 75 pts
Major Damage = 0 pts



Capture of a member of the Royal family 
= 5 pts.

Capture of the Queen 
= 50 pts.



Capture of British High Command Alpha Command post

AM day 1 = 100
PM day 1 = 75
AM day 2 = 50 
PM day 2 = 10



Capture of Combine Central Command Alpha Command post

AM day 1 = 100 
PM day 1 = 75 
AM day 2 = 50
PM day 2 = 10 






Capture of British Home Guard Alpha Command post

Am day 1 = 50 pts 
PM day 1 = 10 pts.




Capture of British 5th Mech Division Alpha Command post

AM day 1 = 75 
PM day 1 = 50 
day 2 = 10 



Capture of British 8th Armored Division Alpha Command post

AM day 1 = 50 pts, 
PM day 1 = 10 pts.



Capture of Combine 3rd Armored Division Alpha Command post

AM day 1 = 50 pts 
PM day 1 = 10 pts.

Capture of Combine supply ports Southhampton, Dover, Bourmemouth 20 pts each.

Capture of Liverpool 50 points.



Combine:

Destruction of Sheffield Ogre factory 100 pts

Evacuate member of the Royal family 5 pts.

Evacuate the Queen 50 pts.

Recover and evacuate the Crown Jewels.



Evacuate Combine Central command

Day 1 = -100 (cowards)  
AM day 2 = 0 pts.
PM day 2 = 10 pts
Day 3 =50 pts.



Evacuate British High command

Day 1 = -1000 pts 
Day 2 = -500 pts
Am day 3 = -200 
Pm day 3 = +10 



Each individual non-archaic armored/artillery unit evacuated after day 2 = 5 pts.

Each individual infantry/engineer or marine unit evacuated after day 2 = 1 pt.

Each Alpha command post (not listed above) evacuated after day 2 = 15 pts.

Each Beta/Gamma command post evacuated after day 2 = 10 pts.



