Operation Sealion
Saturday 20th September
09:00-17:00
Denewell Ave. URC Hall


Join us for our latest Big Battle Saturday – Operation Sealion on Saturday 20th Sept. ’25.

Operation Sealion: The invasion of Great Britain that never happened (September 1940).

24 players across four tables representing different aspects of the would be battle. 1250pt forces per player.


Event schedule

08:50			Door Open

08:55			Refreshments

09:10			Setup for the start of all four games

09:30			All games commence.

End of turn 2		Lunch
16:30			Games end, tidy up.
16:50			Awards, pictures
17:00			Event finishes

General Force selection guidelines: 
1250pts for all players
All forces from early war selectors (pre-1941). No units are banned.
No maximum dice cap on your force.  
Three players per table.
1-2 Dice bags per table (depending on total table players and number of dice).
All forward air observers from both sides suffer a -1 penalty to the roll on the turn they potentially arrive. [The British lave just lost the battle of Britain and don’t have as many planes to spare]. [The Germans haven’t secured any British airfields and are working at the extent of their range from France].
Beach assault. 
German assault boats try to storm the beaches of the south coast of England. 
The army and local defence volunteers try to throw them back into the sea.

Setup: Long Edges. Meeting Engagement. No German infiltrators. No outflanking allowed.

Germany
Forces: 1250pts (early war only)
Players: Sven, Andy L, James, David G
Support: automatic preparatory bombardment of any “on table” defenders before turn 1 begins.

British
Forces: 1250pts (early war only)
Players: Matt L, Michael, Sam
Support: Prepared artillery positions - 1st round of any Indirect fire ranges in on a 5+. Sandbags, plenty of sand on the beach gives the defenders plenty of prepared sandbag positions.

Victory conditions: 1 VP for each unit destroyed. Germans receive 3 VPs for each unit making it off the British table edge and 1 VP for each unit in the British deployment zone at the end of the game. To win one side must be two VPs clear of their opponent.


Defend the village.

The village has been razed by marauding Germans, and the local cricket team are not happy. Can they and the British army take it back?

Setup: Quarters, Meeting Engagement. Infiltrators allowed. Outflanking allowed.

Germany
Forces: 1250pts (early war only)
Players: Stewart B, Own Atkinson, Jaina
Support: automatic preparatory bombardment of any “on table” defenders before turn 1 begins.


British
Forces: 1250pts (early war only)
Players: Chris B, Stiff, Ryan K
Support: British receive a free (inexperienced) infantry section (in cricket whites) in reserve, and a single pillbox with MMG team on table.

Victory conditions: The five elements of the Village are non-sticky objectives [Cricket pavilion, Post box, telephone box, pillbox and bridge. Holding the most objectives at the end of the game determines the winner. Usual taking and contention of objectives applies.


Airfield assault

Fallschirmjager try to capture key airfields in Kent ahead of the main German advance. They are supported by local BUF fascists. The British must keep hold of the airfields!
Airfield, hangers and tower. Wood at one edge of the airfield.

Setup: Long Edges. Point defence (with 5 objectives). Only German Infiltrators allowed. Outflanking allowed.

Germany
Forces: 1250pts (early war only)
Players: Tom B, Gary W, Ian Dows
Support: No preparatory bombardment. Surprise! - Germans receive the 1st dice on turn 1.

British
Forces: 1250pts (early war only)
Players: Jamie, Tony, John G
Support: Free (inexperienced) Bofors AA gun team setup next to the airfield.

Victory conditions: The five elements of the airfield are (non sticky) objectives. Holding the most objectives at the end of the game determines the winner. Usual taking and contention of objectives applies.


Couterattack!

The British army with some Free French support plans a counterattack to stop the German advance.
Rolling fields with plenty of open spaces, perfect for tank battles?

Setup: Long Edges, Meeting Engagement. Infiltrators allowed. Outflanking allowed.

Germany
Forces: 1250pts (early war only)
Players: Dom, Darren A, Stephen H
Support: 1 reroll.

British
Forces: 1250pts (early war only)
Players: Jake, Peter H, Tom C
Support: 1 reroll.

Victory conditions: Victory conditions: 1 VP for each unit destroyed. To win one side must be two VPs clear of their opponent.

Awards for:
	
Most cinematic moment
Most sporting player
Best presented force



