[image: image1.png]


From the Halls of Montezuma

This scenario was designed prior to the releases of Marines, to test the concept, and allow a switch of Blue forces as soon as Marines was issued. Hence there has been no play testing with Marine equipment and so balance is questionable.

To be played as Blue against AI.

The amphibious assault element requires a degree of acceptance/imagination, in order to overcome the lack of water in the current engine. If you don’t like the compromises made I suggest you play a different scenario. 

Marsh tiles have an amended texture to represent “Sea”. In order to allow vehicles to move in the “Sea” sunken lanes have been created using the stock gravel texture. Also included are textures to alter building facade 8 to oil tanks, and changing the blue plastic barrels to brown.

I suggest that all vehicles in the “Sea” move at slow pace only, in order to represent the slow water speed of the vehicles.

If hit while in the “Sea” vehicles will not sink, and so remain in place. Passengers and crew that bail out need to be moved either to the beach or back to the offshore holding box. Other vehicles will reverse while still in the sea lanes. Live with it or play another scenario ;-)

The Blue bunker offshore represents on offshore spotter for Naval Gunfire. As noted by BF this starts floating in the air, however it will start in its correct location once the mission clock starts.

I’ve also noted the victory screen show as Red on Red.

Enjoy and feedback always welcome

Pete

petewenman@btinternet.com

