Bram’s War
a Holland is Burning variant for the London’s Burning game

By David Meyler

Bram (Bob) van der Stok was a D21 pilot based at De Kooy.  He participated in one of the largest dogfights of the campaign, with eight Fokker D21s taking on nine Bf109s (from the fighter unit designated to serve on the never completed German aircraft carrier Graf Zeppelin). The 109s, apparently not expecting resistance, were busy strafing the airfield when the Fokkers attacked. While slower than the Messerschmitt, the Fokker was more maneuverable. Time an again, a Fokker would out turn its opponent to get on its tail.  Five German aircraft were shot down including the squadron leader, for no Dutch losses.  Van der Stok had one victory and a share in a second, with a possible kill on a third.  He later escaped to Britain and flew Spitfires with the RAF, was shot down and held in Stalag Luft III.  In March 1944 he was one of three prisoners to successfully get away in the Great Escape.  He ended the war as commander of No. 322 Sqd RAF.

All usual rules for London’s Burning (LB) are used except as modified below. Most game markers and German units are used. New components include Dutch pilots, D21 and G1 fighters, two Dutch fighter hit record overlays, German Ju52 transports and hit record sheet, and a new map.

Day and Time: The game begins with a special 3:50 AM Dawn Strike phase, and then follows with a regular 7 AM turn. 

Dawn Strike: There is no sun (i.e. no diving out of the sun bonus). There are six raiders, at ground level. Each of the major Dutch airfields has a red number (1-5). Roll one die, the raid appears in the hex immediately to the NE of the airfield that matches the number rolled. The Dutch may scramble any fighters present, then the German raid moves to the airfield (no die roll for flight path is made, this move is automatic). Normal combat/bombing occurs.

If a 6 is rolled, re-roll the die until a result of 1-5 is obtained, but the raid appears directly over the target airfield and Dutch fighters cannot scramble until after the German has bombed.

Raids: German raids always get one free move (i.e. as if one Chain Home Radar Station was damaged in LB). (Note: The Dutch, as most other nations, relied a system of observation outposts to give air raid warnings. A radar system was being developed independently in the Netherlands, and three prototype sets were available in May 1940. These sets had a shorter range than the British system, but used smaller mobile antennae, which made them ideal for range-finding and targeting. On radar set did successfully track and target German aircraft, but it was not connected to any of the AA batteries. Two of the key researchers were successfully evacuated to Britain where they significantly aided British radar development.)  

Aside from the special Dawn Raid, German raids will move in a northwest, north or southwest direction depending on the starting hex. All raids return in a southeast direction. As in LB, this direction will not change for the duration of the game unless the board edge is reached. In this case follow the board edge until an eligible target is reached or until the raid enters the red All Raids Return hex (partial hexes, those less than half a hex, are not playable). If the return hex is reached and the raid has one or two movement points remaining, make a roll to determine the flight path these remaining MP will use. It is possible, but not likely, that a raid will not find a target at all. 

All German aircraft exit the southeast edge of the board. On May 10 and 11, German aircraft with engine damage must exit the map or they are considered to have crashed. For the remainder of the game, German aircraft must reach any hex within two hexes of a numbered entry hex.

Bail Out: There are no Sea hexes for the purposes of this game.  Hexes which are all water (where blue covers all six hexsides completely) are considered Offshore Sea hexes (with a +1 modifier for bail out). 

At start forces: All German aircraft are used. The Dutch have three G1 and four D21 crews available from the Koninklijke Luchvaartafdeling (Royal Air Force Division), with two G1 and two D21 fighters. Each G1 crew consists of a pilot and gunner. Set the three G1 gunners aside, and mix the G1 and D21 pilots. Randomly select two pilots. Pick two aircraft that match these pilots. These will be your starting forces. Then, pick two more pilots. These and the remaining two aircraft go into reserve. Pick a gunner to go with each G1 pilot selected (either at start or reserve). One Dutch pilot (Roos D21) is shown with the Bronzenkruis (bronze cross) medal. He is given ACE status (due to previous flying experience, while not technically an ace in terms of victories). Main airfields, shown by the solid yellow circle, may be selected as the base.  Half-yellow circles show auxiliary satellite airfields.  White circle airfields are also satellite bases with special rules that the Dutch player may use as usual.

For this variant, a shaken crew member may be replaced by a reserve.  When the shaken crew recovers, put him in reserve. 

The Dutch players can place up to eight Heavy AA and ten Light AA on any targets (including ships). Historically these were located in/on: 

Hy AA: De Kooy, Bergen, Den Haag NE, Schiphol, Vlaardingen, Waalhaven, Amersfoort and Utrecht

Lt AA: Ruigenhoek, Den Haag SW, Ypenburg, Kornwerderzand, Dordrecht, Moerdijk, Betuwe Positie, Grebbeberg, Van Galen and IJsselmeer Flotilla (the Van Galen would normally rate a Hy AA, but its main AA battery was under repair) 

Ju52 Transport: During the normal raid times of May 10 (7 and 10 AM and 2 and 5 PM), replace any Do17 selected with the two appropriate Ju52s (example, is Do17 No. 18 was selected, it is replaced by Ju52 18a and 18b). Raids during these four times (call them Ju52 raids) move at a speed of 2 until it is revealed that no Ju52s are present. Roll for flight paths as usual, but only move the raid two hexes along the indicated path (in effect, rolls1 and 2 or 5 and 6 will result in the same moves). Ju52s will not “bomb” ship targets. If a Ju52 raid moves over a ship, check the raid for true altitude and aircraft. If any Do17 are present, switch them for Ju52s at this point, and continue moving the raid. If no Do17 are present, the raid will bomb the ship as usual.

Ju52s “bomb” appropriate targets (everything but ships) using airborne forces (as shown by the two parachute symbols). Other bombers bomb normally whether or not Ju52s are present. Ju52s automatically move to Ground Level. Damage due to parachutes is not doubled due to low altitude (the double symbol already takes this into effect). Mark damage done by parachutes as usual (and such damage can be repaired as usual during Night turns), but any AA in a target hex is permanently removed. 

Ju52s has three engines. To reflect this, Ju52s have two sides. The first time a Ju52 takes an Engine hit, flip the aircraft over to its damaged side (this hit does not force the Ju52 to jettison). Subsequent Engine hits are marked normally with the usual effects. All other hits are recorded as usual. The Ju52 has a rear gunner factor of 1. (While photographs show some Ju52s were equipped with a forward machine gun position most only had machine guns firing to the flank and rear.)

Fokker D21: The basic D21 has an attack of 4, but defends with 6. On its ACE side, it has attack of 5, but defense stays at 6. The D21 has a single burst of 4, but has six 3-second bursts. To show this, flip the ammo marker to its reverse side. When the first burst is fired flip the marker to its front, but leave it in the 15 Sec. Box. Move the marker as usual thereafter.

Fokker G1: The Fokker G1 has a rear gunner with a factor of 1. The gunner has unlimited ammunition in game terms. The G1 can fly without a gunner, but gets no rear fire factor of course. Wounded gunners roll for health just as pilots do (in this scenario, any result other than one means you’re out of the game). A wounded or shaken gunner can be replaced by a reserve gunner if you have one (i.e. pilot/gunners are not permanent teams).

Game length is from May 10 to May 14.

Weather:  Weather is clear, but on the 7 and 10 AM turns of May 12 and 14, there is Ground Fog. During Ground Fog, German bombers may not descend lower than 10,000’

Hidden airfields: The Dutch had two secret satellite airfields at Buiksloot and Middenmeer that the Germans never found.  If a German raid enters one of these hexes, roll a die.  A result of 1-5 is no effect, the raid keeps moving.  If a 6 is rolled, the Germans have found the airfield and bomb it.  The Germans also remained unaware of the existence of Ruigenhoek airfield although it was not a secret air base.
VP: The Dutch player scores VP as usual by shooting down German aircraft.  As well, on the Night turn of May 14, any non-shaken/wounded pilot with an operational aircraft (including reserves if any are left) may escape to Britain.  Eliminated aircraft can be repaired first, using a repair point as usual, and then flown off to Britain. Each such aircraft with crew earns 1 VP. A G1 with a gunner would earn 2VP.  Germans score 3VP for each major city damaged at the end of the game, 2 VP for each bridge or ship and 1 VP for every other target. 

Target List:

Only named locations are targets.  See special rules for ships and hidden airfields.

1 Wons Positie: infantry icon and trenches, trenches covering the Afsluitdijk 1VP

2 Kornwerderzand: main fortification defending the Afsluitdijk crossing 1VP

3 J.M. van Nassau:  ship icon, gun boat 2VP

4 De Kooy: solid yellow, aircraft icon, main airfield, based D21s 1VP

5 Middenmeer: solid white, aircraft icon, secret airfield 1VP

6 Friso: ship icon, gun boat 2VP

7 IJsselmeer Flotilla:  two ship icons, small squadron of motor-torpedo boats 2VP

8 Bergen: solid yellow, aircraft icon, main airfield, based G1s 1VP

9 Buiksloot: solid white, aircraft icon, secret airfield 1VP

10 Amsterdam NW: white star in red circle, major city hex  3VP

11 Amsterdam SE: white star in red circle, major city hex  3VP 

12 IJmuiden: buildings with storage drums icon, harbour, 1VP

13 Schiphol: solid yellow, aircraft icon, main airfield, based D21s 1VP

14 Hilversum: half yellow, aircraft icon, satellite airfield 1VP

15 Amersfoort: vehicles with storage drum icon, depot 1 VP

16 Grebbelinie: artillery icons, artillery park 1VP

17 Grebbeberg: grey fortress icon, reinforced trench line 1VP 

18 Ruigenhoek:  half yellow, aircraft icon, satellite airfield 1VP

19 Utrecht: white star in red circle, major city hex  3VP

20 Van Galen: ship icon, destroyer 2VP

21 Betuwe Positie: infantry icon and trenches, lightly fortified zone 1VP

22 Ockenburg: half yellow, aircraft icon, satellite airfield 1VP

23 Den Haag NE: white star in red circle, major city hex  3VP

24 Den Haag SW: white star in red circle, major city hex  3VP

25 Ypenburg: solid yellow, aircraft icon, main airfield, based D21s 1VP

26 Hoek van Holland: grey fortress icon, coastal fortress 1VP

27 Vlaardingen: oil derrick and storage drums, petroleum depot, 1VP

28 Rotterdam SW: white star in red circle, major city hex  3VP

29 Rotterdam NE: white star in red circle, major city hex  3VP

30 Waalhaven: solid yellow, aircraft icon, main airfield, based G1s 1VP

31 Dordrecht: bridge icon, bridge 2VP

32 Moerdijk: bridge icon, bridge 2VP

After Action Report

The following is brief report of a playtest game. If you don’t get a G1 or the D21 Ace, it will be  tough go to win.  

The Dutch get De Grave D21 and Bulwalda/Lindner G1 to start, based at Schiphol, with Roos D21 ACE and Van der Stok D21 in reserve.  The Ace makes a nice back up, as there are no replacement crew for the G1.

May 10

Dawn Raid 3:50 AM at Ypenburg, 1 Stuka, 1 Do17, 1 He111 and 3 Bf109, no interception, 7 Dmg (8 –1 for Lt AA) –looks like Ypenburg will be out for the duration.

7AM De Grave and Bulwalda patrol at 25 Angles over Schiphol.

6 raiders begin at 15 Angles in hex 1.  Intercepted out of the sun at 15 Angles, raid comprised four Ju52 (Do17 No. 18 and 19, switched to Ju52 18a, 18b, 19a and 19b), 1 He111, 1 Bf110 and 1 Bf109 and 1 Bf110 as top cover.  Bulwalda gets a Ju52 and a 109, but de Grave is wounded and shaken.  This works out for me as I get to bring on Roos as a replacement with the spare D21.  Ruigenhoek gets smashed with maximum damage of 10. VP, 2 to1 for the good guys (not counting bomb dmg).

10 AM no raid

2 PM  Both Dutch crew patrol at 25 Angels over Utrecht.

5 raiders reported at 20 Angles in starting hex 3, revealed as a Stuka, 1 He111 and 2 Bf110 at 15 Angels, with the 109 ACE as top cover.  It’s a good chance to nail the German ace, and Bulwalda does just that.  Roos dives down and nails the Stuka.  Hilversum gets hit for 2 damage.

11 May

All fatigue is rested and Hilversum is repaired.  De Grave recovers and goes into reserve.

7AM Bulwalda patrols at 25 Angels over Amsterdam and Roos is over Amersfoort.  Four raiders in hex 6 at 25 Angels.  It’s 2 Stukas with a 109 and 110 as top cover. Betuwe Positie is hit for 3 damage and then the Dutch fighters dive down to get the Stukas while the German top cover is out of the action.  Bulwalda picks up another victory and so does Roos, but the rear gunner hits his D21 in the engine.  Luckily, Roos bails out OK.

10AM no raid

2PM Both fighters patrol over Utrecht at 25 Angels.

6 raiders appear at 10 Angels in hex 2.  It’s 3 109, 2 Do17 and a He111 over De Kooy.  The Dutch attack and Roos in the spare D21 gets a 109, then disaster, as Bulwalda is shot down.  Lindner gets the 109, but it’s an exchange I can’t afford as I lose my only G1 crew and I have no replacements.

5PM  Roos scrambles on his own against four raiders in 1 at 20 Angels, but it turns out to be a waste of fatigue as Roos declines to intercept against two fighters.  The Germans hit Den Haag SW for 3 damage – this will be priority repair after getting the lost D21 back in action.

12 May

7AM De Grave (back in action) and Roos scramble against 5 raiders at 10 Angels in hex 4. Roos gets a 109 and the Germans fail to find  target and fly back to base.

10PM no raid

2PM Dutch patrol but there is no raid.

5PM no raid

13 May 

7AM no raid 

10AM De Grave and Roos patrol over Amsterdam at 25 Angels.  Six raiders reported at 15 Angels in hex 6.   Grebbelinie takes 5 damage and De Grave gets hit and dies of his wounds after landing safely. Roos comes up empty handed this time.

2PM Van der Stok comes out of reserve and takes over De Grave’s machine.  Both machines patrol, but there is no raid.

5PM Patrolling again, but again no enemy machines spotted.

14 May

7AM Patrol at 25 Angels over Amsterdam meets a German force of 2 Bf110, a Bf109, 2 He111 and 1 Do17.  Van der Stok makes a brilliant entrance and scores three victories (a 110, 109 and 111), but Roos gets hit and is severely wounded. Bergen takes 3 damage.

10AM no raid

2PM  Four raiders in hex 4 at 10 Angels, including the Bf110 dive bomber, 2 He111 and a Do17.  Van der Stok kills the Bf110, but the IJsselmeer Flotilla takes 7 hits.

5PM It’s the last gasp, as Amersfoort is hit for 1 damage by a He111, 3 109 and a 110.  Van der Stok declined to intercept, but flew off for Britain as the Dutch army in Holland capitulates.

Altogether, the Dutch claimed 14 German aircraft, and with Van der Stok’s escape to Britain, that makes 15 VP.  The Germans scored 10 VP, for a Dutch win.  The German total appears somewhat typical.  The Dutch were lucky in having both their Ace and a G1 in action together.  In an earlier game, the Dutch just had D21s, and ended up with only  3 victories (plus two escapes to Britain for 5 VP).  It usually should prove pretty tough for the Dutch to beat the game.

Map Notes: The map has been produced to be printable on four standard 8.5x11” sheets.  Carefully trim the edges where necessary on one section and paste on the overlap of another section so they align properly.  Do this will all four sections. The section with De Kooy airfield is the top left, Hoek van Holland is bottom left, Betuwe Positie bottom right and IJsselmeer Flotilla top right.

