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On Saturday, Bob Phillips and I played a 6mm Normandy game with my new Time Cast 
Chateau.   

 

 
 

The Germans had one platoon and one tripod mounted MG42 with which to defend the Chateau.  
The U.S. had two reinforced platoons that included two 60mm mortars, two light M1919 
machine guns and two bazooka teams.  The U.S. entered the board from two sides. 
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A quick pre-battle assessment revealed the Chateau itself was not very defensible.  Line of sight 
was obstructed on all sides by the high surrounding walls, and there were no windows on either 
flank.  Building four also created an obstructed view beyond 15º from the center road.  
Therefore, as the German player, I opted for supporting fields of fire outside the perimeter with 
dug-in infantry on both sides.  This proved to be the deciding factor. 

Turn 1–2 
As the game began, Bob's Americans were faced with a sniper somewhere in the upper right 
quadrant of the board.  The sniper harassed the platoon headquarters unit, causing it to lose two 
damage points before the supporting squads could find and eliminate the threat.  This delayed 
that U.S. flank momentarily, but the other flank moved hastily through the wheat field.  The 
approach was shielded from the Chateau by the bocage, and the U.S. moved into position 
quickly. 
 



The Chateau 

6mm Micro Melee Game AAR 

Ben Lacy & Bob Phillips 

 

 

Turn 3–4 
The Americans established 60mm mortar support in the wheat field and soon began lobbing high 
explosive on the Chateau.  The Germans holding positions within were shaken and spent  
most of the game suppressed.  The Chateau sustained quite a bit of damage, but eventually, the 
artillery was forced to lift, once the infantry moved into position for the final advance.  The 
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second U.S. mortar was positioned in the light woods in front of the river.  From this spot, the 
U.S. was able to drop smoke, which effectively screened the MG42 stationed on the second floor 
of the Chateau. 
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Turn 5–6 
Throughout these two turns, the U.S. and German forces engaged in several bitter firefights.  A 
veteran German squad, dug in on the edge of the woods to the right of the Chateau, exacted a 
heavy toll by eliminating two squads from the first platoon.  A few phases later, the second 
platoon HQ was also destroyed as it moved from the cover of the bocage.  Although these losses 
were irreplaceable, the U.S. remained undeterred. 
 

 



The Chateau 

6mm Micro Melee Game AAR 

Ben Lacy & Bob Phillips 

 
Turns 7–8 
In spite of heavy losses, the U.S. was poised to assault the Chateau.  But the Germans reinforced 
it with the veteran squad on the edge of the woods, and the Americans were forced to withdraw. 
 

Conclusion 
The U.S. was unable to capture the fortified Chateau with a reduced company.  Perhaps with 
another platoon, they might have been strong enough, in spite of their losses, to mount a serious 
assault on the Chateau.  However, the Germans took advantage of the flanking positions and 
responded to the American assault with mutually supporting fields of interlocking fire.  It proved 
to be A Chateau Too Far. 
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