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Cauldron over Maastricht 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Setting 
Date:  September 18, 1944, ~1730 hours 
Location:  Maastricht, Holland  
History:  In reaction to the Allied airborne landings at Nijmegen and 

Arnhem, the Luftwaffe mounted a maximum effort and managed 
to briefly seize numerical superiority over the battle area.  A 
swirling furball beneath heavy cloud cover developed between 
the Luftwaffe and the Allied escorts as the Germans attempted 
to break through to the transports.  This is the scene that  
greeted the Mustang pilots of the 357th Fighter Group when they 
arrived to reinforce the Allied escort. 

Conditions:  Max/Auto Visibility: 15/7  Sun:  none 
CAB: Medium 
Clouds:  Table Clouds:  none        Cloud Border: Top, East 
Allied  Orders:  Achieve more victory points than the opponent.   
German Orders: Achieve more victory points than the opponent.  
Score + 8 VP for any German FW-190 or +4 VP for any Bf-109 able 
to dive out of the bottom of the CAB with no Allied aircraft within 15 
hexes (these aircraft have broken through to attack the transports).  
Aircraft must be undamaged and have ammunition remaining. 
Game Length:  no limit  
 

Scenario Rules 
1. A wall of storm clouds blocks the east edge of the battle 

area.  All aircraft treat the east table edge as Unfriendly. 
2. This scenario is designed for a variable number of players.  

Each player should fly two aircraft chosen from the pairs 
listed.  Half of the Allied players (round down) must fly 
Mustangs of the 357th Fighter Group.  Less than half of the  
German players may choose to fly FW-190s.  If an uneven 
number of players are available, extra players should fly 
Allied aircraft. 

3. All Aircraft listed as beginning on the table will dice for 
deployment order.  Roll 2d6 and add the skill level of the 
element leader.  Lowest total score deploys first.  The first 
group deploys at TAL 3, any speed, anywhere on the table 
at least 10 hexes from the edge.  Each subsequent group 
deploys in order from lowest to highest.  Each group may 
deploy 1 TAL above and 3-5 hexes from any group that 
scored more than 3 points lower than them and at the 
same TAL and  5-10 hexes from any group that scored 1-3 
points lower.  The Germans win all ties.  Aircraft may have 
any facing and wingmen must deploy in formation with 
their leader. 

                 

Aftermath 
Despite their temporary superiority, the German formations over 
Maastricht and Arnhem were never able to break through the Allied 
fighter screen and reach the transport formations delivering supplies 
and reinforcements to the British paratroopers in Arnhem.  The 
Mustangs of 357th Fighter Group claimed 25 German aircraft shot 
down at a cost of 5 of their own, including one squadron leader. 

Scenario Set-Up 

 

Allied Air Forces 
Elements of Fighter Command and Eighth Air Force 
Half of players each choose 1 of: 

2x Spitfire IXC  w/ Skilled (+1) aircrew 
or 

2x P-51D Mustang  w/ skilled (+1) aircrew 
Set up on table as described above 

 
Upgrade one Skilled pilot starting on table to Veteran (+2) 

 
357th Fighter Group 
Remaining Allied players each receive: 

2x P-51D Mustang  w/ skilled (+1) aircrew 
Move onto table from South Edge on turn 1.  TAL 5, Any Speed 

 
Upgrade one 357th Skilled pilot to Veteran (+2) 

 
Variable Rules 

1-3 Late to the show.  357th Fighter Group Mustangs enter 
delayed 1d3 turns.  Roll separately for each element. 

4-7 Lessons Learned. Upgrade one random skilled aircrew  to  
by Veteran (+2). 

8-10 Tactical awareness.   One random element of aircraft 
starting on table may add +3 to their roll to determine  
starting position. 

 

German Luftwaffe 
Elements of II Jagdkorps 
Each player chooses 1 of: 
 

1x FW-190 A-8  w/ Skilled (+1) aircrew   
1x FW-190 A-8  w/ Green (+0 aircrew  

or   
1x Bf-109 G-6   w/ Skilled (+1) aircrew   
1x Bf-109 G-6   w/ Green (+0) aircrew   

Set up on table as described above 
 

Upgrade one Skilled German aircrew to Veteran (+2) 
 

Variable Rules 
 

1-3 You fight until they get you.  Upgrade one random skilled 
or veteran aircrew to Ace (+3).  This aircraft may not exit 
the table unless damaged or out of ammunition. 

4-6 Bounce from the clouds.   Two German FW-190 A-8 or 
Bf 109-G6 with one Skilled (+1) and one Green (+0) 
aircrew dive in from the clouds.  Aircraft enters on turn 
1d6+1 at TAL 6, Speed 5 at least 10 hexes from the table 
edge.  Randomly determine which sector the aircraft 
deploy in. 

7-10 Ruestsaetze 4 or Umruest-Bausatze 4.  Choose two FW-
190 fighters to receive the R4 field modification kit 
providing nitrous oxide boost or one Bf-109 to receive U4 
factory modification mounting the 30mm cannon.  Aircraft  
equipped with R4 kits may ignore the usual limitation for 
speed  change if at maximum speed (i.e. speed changes 
surrounded by an octagon).  Roll a d6 each time the boost 
is used.  On a score of 4-6 the nitrous oxide tank is empty.  
Aircraft equipped with U4 modification replace 1x MC with 
1x LVHC.  


