SCOTLAND THE BRAVE
Among the different modules produced by Critical Hit, Scotland the Brave is a module which can be enjoyable by player who wish to play a not very long and complex Campaign game but would like to be able to use different types of units and different tactics during the game.
We, Daniele Dal Bello, Massimiliano Tuzzi and Sergio Puzziello, have played two of the three CG; precisely the CG I, from StB I and the CG II from StB II.
The experience with the CG I has been particularly negative because playing the German has been impossible for me or for Massimiliano to came out from the very little entry area, where the SS troops have been pinned in both case by the British.
Myself and Sergio have decided to try the CG II. In this case the situation is different because even if the German is still attacking the possibilities to be able to cause some problems to the British are enhanced by the chance of use two smoke mission that will give some protection at the beginning.
Let now see in detail what happens and what suggestion could be given for the players.
Thank to my friend Sergio Puzziello for the contribution and the translation. 

STB 2 - CG2 - FORGED IN FIRE
The historical situation of the CG2 is simple: the British are in the defensive against the Germans who tries to push back the British to the invasion’s beaches. Both German and British have different type of tanks, OBA, Guns, etc.
The peculiarity of the situation is given by the limitation of the set-up area for the British and their movement restrictions.
The British side is divided in three different groups that cannot move away from their initial set-up area, so being unable to support each other if the German decides to attack only one set-up area. Also, they are unable to escape the attacked area.

Moreover, the three British OBAs are restricted to the corresponding set-up zone and the unavailability of long range MG together with terrain obstacles, such as grain and orchard, limits the possibility of mutual support between the set-up zones.
These SSRs are correlated to the British troops characteristics such as low experience and fraternity between the troops of the same Battalion; also the OBA was normally assigned to every Battalion and in most cases used to defend it.
On the other hand, perhaps the spirit of the designer was to facilitate the division of the OB between players; in fact the number of British units in play is more than the number available with a single set of "WoA" so suggesting the necessity to play in more than one against one in the CG.
This fact is certainly the weak point of the CG, because playing one against one the decision made by the German are different. But let see, before coming to the conclusion, the advantage and disadvantage of both sides.
GERMAN
Advantage:       Lot of OBA to choose from, better troop quality.
Disadvantage   Necessity to attack in open ground and defend the conquered position
The best tactic for the German is to attack and obliterate one set-up area at time; the attack on more than one zone is a bad gambit because means to divide the attacking troops and the OBA, that is a necessity to have a smoke cover for the attack in the open ground hexes. Only with two OBA modules used together is possible to cover all the German units available.
The tactic, playing one against one, is simple: to advance with three German squads for hex covered by smoke to reach the British troops, normally under a foxhole, and obliterate them in CC with the advantage of having 658 against 457, so the ratio is 3 to 2.
In this way the German plan is simple: to attack one zone at every scenario, and if you do not lose the conquered positions in the third scenario, having gained 9 of the 10 LVP necessary to win the campaign, the conquest of one of the remaining six is very simple.
The best zone to start the attack in the first scenario is the British set-up zone B3, for a lot of reasons. First of all is possible to attack it being not too much bothered by the other two British set-up area. Moreover the presence of a gully and of a sunken railroad permits the possibility to infiltrate behind and between the British zone to prevent the rout of British units that is the only way that the British can move to another set-up area.
Regarding what to buy as a German, is imperative to buy all the possible OBA, which in this case can go up to three OBA modules with off-board observer. The best use is to produce smoke to cover the attack, but OBA could be used against a British counter attack or, which is the last solution, as normal fire on the entrenched British.
Other suggestion is to buy for each scenario an infantry company, because the necessity to prevent a British counter attack from one side will block some units to defend the conquered positions limiting the infantry movement.
Regarding the other type of units, very useful are the SPW 251/16, with the two lateral flamethrowers that, even if vulnerable to PIAT and AT guns, can be extremely useful in some situations.

A must buy are the SPW 250/sMG and the SPW 250/7. Both have to enter when the situation in the first scenario is secure, so on the last turn, and then, during rephit phase, dismount the corresponding weapons. Obtaining two 81mm Mtr very useful for the ROF and the possibility to place smoke, and especially two HMG; these with a 9-2 are the classic way to solve problems as every ASL player knows.
The Panthers (Pz V G ) even if expensive, are a must buy at the third scenario as the only way to stop the Crocodiles. Even if they can be used only in the entry zone G1 were no infantry can enter so making impossible a concerted attack between infantry and armour. The other obvious choice for the tank are the StuG IIIG, able to compete with the British tanks, especially for their possibility to place smoke, the 75L gun and the small target figure.

For both sides the tanks are evacuated at the end of the scenario so they do not cost much as a comparison to infantry and could be used in a more free way instead of the infantry. Anyway, they must go out, so it’s possible to spend them in risky actions.

As a German is a necessity to kill the British crews, because they cannot be replaced, while German receive two crews with every infantry company, so at the third scenario there are good possibility to have the English AT gun manned by infantry HS with the non qualified use (A21.13). While the German could use their crew to man the ordnance that the British have to leave; useful are both the 76 Mtr and the AT 57L but the possibility to conquer a AT 76LL is very useful for the following scenario as anti Crocodiles.
The only drawback for the German is the necessity to stop British counter attack; a not very difficult task due to the attack by British along open fields and without the OBA support, but in any case limits the possibility for the German to place all his units for the attack and lead to the necessity, during each scenario, to spent some time digging some foxholes to extend the following set-up area, especially in up-slope hex that permit to see above the grain hexes.
Also is imperative for the German to move forward the ordnance, captured or not, during the scenario, to the next operation zone taking into account the limit related to the redeployment phase.

As a summary, for the German the most dangerous threat are the Crocodiles and the British OBA. Regarding the OBA as previously said the limitation for the use in the set-up  area, together with the smoke from German are a very limiting factor for it use; moreover if the British player set up too advanced the observer, it will be covered by the smoke and afterwards obliterated. If the observer will be set up in the rear it will not be able to play a constructive role due to LOS problem and the smoke.
In any case, for the German, to locate the observer is not too difficult because he have to be inside the British set up area, and when found it will be easy to neutralize.
Regarding the Crocodiles they are so slow that due to the fact that they have to enter from B1 they have almost no impact if used during the second scenario because of the road they have to make. Also for this reason is better for the German to attack first of all the British set-up zone B3.
Moreover the Crocodiles cannot cross wall or hedge (C10.4). So even if there are very scarce possibilities to kill it using a AT 75L or the StuGs it is possible to immobilize it or at least, if they show the side or the rear, take out the trailer that have an AF of 6 with a +3 to hit. And without the trailer no flamethrower.
Last suggest is to place smoke on it both with the StuG or the AT 75L; that with a depletion number increased of 1, due to the fact that the Germans are Elite, can be very useful because smoke counts as modifier for the flame thrower.
BRITISH
Advantages      
Entrenchment, ATG, possibility to counterattack from off-board
Disadvantages 
Very limited possibility to shift troops except AFVs, no MMG and HMG. 
The British situation is very peculiar. They have a numeric superiority of more than 3:2 squads and three plentiful 88mm OBA modules; but they can only look at the destruction of one third of the troops scenario after scenario attacked by a double number of squads such as German 658.
Seems that the British doesn't have many possibilities if you look at the campaign; but there are some opportunities that cold be used. First of all let's have a look to what to buy.
The first thing is certainly the 76mm Mortar Sections, because they can fire at long range from set-up zone not directly hit by the Germans, moreover they can be set-up in foxholes, as a protection against OBA, and they can only be bought in the first scenario.
In the played games these represented the worst problem for the German for they high ROF (3) that MC after MC can reduce the 658 too. Buy all mortars sections that is possible. 
Another purchase could be the ATG section with the 76LL,  with the possibility to bring in it from off board instead than set up emplaced, to counter the movements from the Germans. Do not lose them for the third scenario, when the Pahthers will enter, they could be fundamental.

Of no use are the Carriers, because from them only an LMG can be dismounted, the only possibility is to use them to bring in, in the third scenario, troops to attack not particularly well defended Victory Location. In any case take into account that the German player has certainly gained some British 57L AT, that are very useful against a Carrier.
A must buy for the British is the AGRA mission that enhance the OBA from 88mm to 120mm or to 200mm. This is very useful if the OBA is transformed as Harassing Fire that even if decrease the OBA power extend it on a larger zone and on the border of the set-up area can cause the German some problem. German smoke is not a cover for OBA. The only difficulty is to get and maintain the Radio contact. 

After the begin of the scenario, the British have to shift the troops in the not attacked zone in a way to be able to help the attacked zone. Use the 51 mm mtr together especially on the woods, where it is possible.
Sometimes the German player can became careless and also the British LMGs with a 9-2 can inflict some damage in the range up to 14 hexes.
A counter attack by the British has to be considered but a flaw in the Platoon Leader 2.5  rules is evident: if the British do not have a MLR in their lost set-up zone can they only advance towards their MLR or can they attack previously lost Victory Location?
We have played that the British could attack a previously held zone even if there is no MLR, but a clarification from Critical Hit will be useful.
For the British player is very important to place a foxhole under the AT guns to be able to protect the crew from the OBA; this foxhole will not give any advantage to the German player because by itself the emplaced Gun is a Strategic Location. Mortars instead can be placed under the foxhole.
A detail that the British has to remember is that the bridge on the sunken railroad is a one lane bridge, so if one of the British returnable tank, became a wreck on the bridge the bridge is blocked except for infantry, motorcycle and vehicles with a -2 modifier such as jeep or Bren Carriers.
Moreover, during the rephit phase (PL 2.5 - 3.2102) the German cannot move wreck, so he has to do it during the following scenario and, if the wreck is from a Churchill which weight almost 40 ton only a Panther can move it and not the Stug IIIG or the Pz IV.
Remember that the Panther can enter only in the third scenario, and the bridge is the only way from zone B3, the first to be attacked, to zone B2. 
Someone can say that this is not a problem, because you can always enter with a new Platoon of tanks from off board, but in this case you cannot move the gained British AT guns and, if you have bought the SPW 250/sMG and the SPW 250/7 in the first scenario, they will be stuck in an area that will see no more action or very little.

CONCLUSIONS
We played the CG II two times even if the first has been closed at the first scenario due to an attack by the German on two set up zone without all the OBA that have caused a lot of loss for the Germans.
This CG is interesting but there are at least two problems.
First the Platoon Leader 2.5 rules, even in the simplified way that are used in the StB CG games, have a lot of gaps especially for the Rephit phase in relation to the SSR that cause discussion between the players. But this is not a major problem, if players will reach an agreement before play.
Second, and this is very important, the CG is unbalanced if played one against one because if played two against two the German will attack two different zone simultaneously and so they have to divide their forces and this will enhance the possibility for the British.
While one against one the German will attack only one zone for scenario, because it is the most reasonable way, and the British have an hard job.

It’s a interesting situation, after all, but It could be very useful a greater care with SSR and balance.

