The Falklands War
A MilSim Scenario by:

Cpl Dom “Sharp” Beaudoin
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Forces:
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UK Royal Marines

Argentine Amphibious Commando Group

Background: The Falklands War (French: La guerre des Malouines), was fought in 1982 between Argentina and the United Kingdom over the disputed Falkland Islands.

The war was triggered by occupation by Argentina on 19 March 1982 followed by the occupation of the Falklands, and ended with Argentine surrender on 14 June 1982.  The initial invasion was considered by Argentina as the re-occupation of its own territory, and by Britain as an invasion of a British overseas territory.
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The Argentine military government, headed by General Leopoldo Galtieri, sought to maintain power by diverting public attention playing off long-standing feelings of the Argentines towards the islands, although they never thought that the United Kingdom would respond militarily.  After ongoing tension between the two countries over the islands increased, the Argentine Military, suspecting that the UK would reinforce its South Atlantic Forces, ordered the invasion of the Falkland Islands on April 2, triggering the Falklands War.
Teams:

UK Royal Marines (Infanterie de marine)

Argentine Amphibious Commando Group (Groupe de Commando Amphibie)

Game Objectives:

[image: image8.wmf]United Kingdom: To re-take the Falkland Islands and defeat the Argentinean Amphibious Commando Group.

[image: image9.wmf]Argentine: To defend and hold the Falkland Islands and defeat the Royal Marines.

Game play:

STARTING LOCATIONS: The Argentine Commandos will begin at point A located at A-2, they must rush to fortify their defensive positions, defending them at all costs.

The Royal Marines will begin at point B located at E-6 and will assault Bosnian buildings and take control of the Argentine Commando’s posts.

OBJECTIVES: The Falklands will have control marker flags located on key buildings located at A-2, B-2, B-3 and A-5 that will indicate which forces control those particular buildings.  Every thirty minutes, United Nations observers will take note of what control flag flies over each building.  If Argentinean forces are found in the defense of a building and that their flag is raised they will be awarded 20 points for this control.  If United Kingdom forces have liberated a building, they will raise their flag to show their control of it and will be awarded 20 points by U.N. observers during control-marker check times.  If the U.N. sees that no forces control an abandoned building, they will lower both flags and no points will be awarded to any team.  A neutral building will remain neutral until one of the fighting forces raises their own flag.

REINSERTIONS: Reinforcements will be introduced into the game at a rate of every twenty minutes by United Nations observers.  U.N. forces will take care to ensure that the conflict is not imbalanced by ensuring that new forces aren’t positioned in an area that is already saturated by same-force troops.  The reinforcements must be placed in an area that is either free of or only slightly populated by friendly forces and must be divided equally.  Example: ten Argentinean fighters are ready for insertion and only two building are controlled by UK troops, therefore five fighters will be reinserted at each of the two controlled buildings.

SPECIAL PLAYERS: Both teams will have a general which cannot be defeated and only captured.  Each general must be equipped with a special identifying marker which will distinguish him or her from other players.  A “hit” general will not leave the playing field as normal ones will, but must report to the POW camp located at C-2.  The general will be detained until two reinsertion times have elapsed. (Example: UK General is hit at 11H10, he arrives at the POW camp at 11H15, reinsertion time 11H20 passes and he is released at 11H40).  A team will score 17 points if their enemy general is within the POW camp during a control-marker check time.

Reinsertion points for Argentine fighters: Any building populated by friendly forces, or if none are available at point Z located at C-0.  Only if there are no available buildings will Argentine forces be deployed from point Z.

Reinsertion points for United Kingdom fighters: Any building populated by friendly forces, or point B located at E-6.

Wounds: A wounded player can be treated in different ways, depending on the type of wound received.

· Limb shot (arms and legs): A medic player or; any Red Cross facilities (U.N. Hospital or Field Hospital) located at B-1 and C-5

· Head shot: United Nations Red Cross hospital located at B-1.  This means that all head-shots MUST be treated at the U.N. Hospital with NO exception.

· Any shot on a general: Player MUST go to POW camp at C-2 with NO exception.

Hospital: 

The U.N. Hospital treats all wounds and will release patients during one of the designated reinsertion times.

The Field Hospital will treat only limb shot wounds and will release patients during one of the designated reinsertion times

Medics will have FOUR white brassards, two on each arm.  A medic may give one of their brassards to a player injured with a limb shot to revive him/her ON THE SPOT.  A medic MAY NOT treat a head shot wound and MAY NOT treat another medic.  Once medics have given away all four of their brassards, they will become a regular fighting unit and they may no longer heal wounded units.

Schedule:

1. 10H00 Game Start

2. 10H20 1st Reinsertions

3. 10H30 1st Control-marker verification

4. 10H40 2nd Reinsertions

5. 11H00 2nd Control-marker verification & 3rd Reinsertions

6. 11H20 4th Reinsertions

7. 11H30 3rd Control-marker verification

8. 11H40 5th Reinsertions

9. 12H00 4th Control-marker verification & 6th Reinsertions

10. 12H20 7th Reinsertions

11. 12H30 5th Control-marker verification

12. 12H40 8th Reinsertions

13. 13H00 6th Control-marker verification & 9th Reinsertions

14. 13H20 10th Reinsertions

15. 13H30 7th Control-marker verification

16. 13H40 11th Reinsertions

17. 14H00 8th Control-marker verification & 12th Reinsertions

18. 14H20 13th Reinsertions

19. 14H30 9th Control-marker verification

20. 14H40 14th Reinsertions

21. 15H00 10th Control-marker verification & 15th Reinsertions 

22. 15H20 16th Reinsertions 

23. 15H30 11th Control-marker verification

24. 16H00 12th Control-marker verification & 17th Reinsertions
25. 16H20 18th Reinsertions (final)

26. 16H30 13th Control-marker verification

27. 17H00 14th Control-marker verification (final)






