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“When I went to school my history lessons were all about learning the names of kings and endless lists of dates. Yawn. But exciting history asks: How did people live and how did they die? How did they feel? Were they just like us or more like aliens from another planet? Those are the questions that Battle Books explore. I wish Gary Smailes and his books had been around when I went to school.”

— Terry Deary, author of Horrible Histories



BATTLE BOOKS

Prepare to fight your own battle…



Start the story, then choose which numbered paragraph to follow. Go to that paragraph to continue on and see if you can accomplish your mission by making it to Arnhem, and capturing and holding the bridge there.
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YOU are a Lieutenant in the 2nd Parachute Battalion and command a platoon of men. Your platoon consists of three rifle sections, each containing ten men; that is thirty soldiers in total. These sections are each lead by a different Corporal, who is under your command.



CHAIN OF COMMAND
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1st Parachute Brigade (Brigadier Lathbury)
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2nd Parachute Battalion (Lieutenant Colonel Frost)
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A Company (Major Tatham-Warter)



4 Platoon (Lieutenant YOU)
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1 Section: 10 men (Corporal Revie)
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2 Section: 10 men (Corporal Venables)
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3 Section: 10 men (Corporal Ramsey)



WEAPONS
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Rifles

Most of your men are armed with Lee Enfield bolt action rifles, which use. 303 bullets carried in magazines of ten. These are accurate and dependable rifles.
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Machine guns

Some of your men have Sten (top) and Thompson (middle) sub-machineguns. But the most powerful machine gun you have available is the Bren gun (bottom). You have two of these MGs, which fire .303 bullets at a rapid rate of fire. They can be lethal when used correctly.


Anti-tank

If you come across German armoured vehicles then you might be able order your men to use a PIAT anti-tank weapon (below). This is fired by a single man, but needs two to operate effectively, and has only a very short range.
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If tanks become a real problem then you might be able to call up the 6-pounder (below), which is a cannon designed to destroy tanks. It is very good at its job.
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2-inch mortar (not shown)

Infantry attacks are often supported by 2-inch mortars. This weapon is a long tube that fires mortar bombs. It takes two men to fire and is effective against infantry in the open or in cover.

It is 1944, and Hitler’s Nazi German forces occupy most of Europe. On 6th June, in a carefully planned attack to recapture France called Operation Overlord (D-Day), thousands of Allied troops attacked the French shores in Normandy. It was a success and the German forces were pushed back to The Netherlands.

It was hoped that after the attack Hitler’s men would give up, but in the months after D-Day it has become clear they are still ready for a fight.

British leaders have now come up with a daring plan, called Operation Market Garden. It aims to defeat the Germans and end the war by Christmas 1944. British and American troops will avoid the strong Nazi defences on the German border and attack through The Netherlands instead.

If this plan is to succeed, several bridges across important rivers and canals must be secured. If the Germans are able to blow up just one of these bridges, the whole attack could fail.
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The bridges are all deep in enemy territory and the only way to get near them is to use paratroopers. The job of capturing and holding the bridges has been handed to three groups. The American 101st Screaming Eagles are to capture the bridges around Eindhoven. The American 82nd are to capture the bridges at Grave and Nijmegen, whilst the 1st Parachute Brigade British Red Devils have been tasked with taking the last bridge at Arnhem. They must hold the bridge until 30 Corp, a collection of tanks and infantry, can fight their way up the narrow road which runs all the way from the border of Belgium to Arnhem.

You command a platoon of British paratroopers who form part of 1st British Airborne Division. You will parachute into a field ten kilometres from Arnhem at Landing Zone X. You must fight your way through German troops, capture the bridge at Arnhem and then hold it until 30 Corp arrive to support you…

Now go to section 1.


1 Sunday, 2 p.m. – 6 hours to sunset…

The drone of the plane’s two wing-mounted engines makes it almost impossible for you to think. You are standing in a line of paratroopers, the men behind you chatter nervously, pushing close. Your pack and weapons are weighing you down. The smell of aviation fuel is overwhelming and you fight the urge to be sick.

Suddenly the side door in the fuselage is pushed open. You glance out of the rectangular window to your right; the camouflaged wing of the plane blocks most of your view, but you can make out the patchwork of light green fields and dark green wooded areas below. Snaking between them is a thin silver line that is the River Rhine.

The red jump light by the door blinks on – five minutes to the jump. The men surrounding you fall silent. The droning engines seem louder now. Everyone shuffles forward, pushing you towards the open doorway.

Suddenly the green light comes on and a bell rings out.

The dispatcher screams “GO!” and the first paratrooper in the line is thrust from the plane into the open space beyond. One by one paratroopers are dispatched. Then it is your turn. You pause, letting the cold wind whip at your face.

“GO!”
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A hand pushes you firmly in the back and you are out. The noise of the rushing air deafens you and before you can react your parachute is pulled open with a jolt. Suddenly all is calm. You look up to see your chute is open, its huge dirty yellow canopy floating high above you.

Below you can see the Landing Zone, just like on the maps you studied last night. A rectangle of farmland is your target and you can already see other parachutes and gliders on the ground.

You fumble with the catch on your kitbag, release it and then lower it down on its long rope. Your training kicks in. Head down, shoulders round, feet together… The ground rushes closer and you land hard, knocking the wind from your lungs. You lie motionless for a second, eyes closed. No pain, you are OK! Then you are up on your feet, fumbling with your chute harness and collecting your kitbag.

Your orders are to join up with your men at the south-east side of the Landing Zone. It is supposed to be marked by yellow smoke. Yet, as you scan the chaotic scene of thousands of paratroopers, you can only see yellow smoke to the north.

• If you want to head north towards the yellow smoke, go to 59.

• If you want to head south-east to the prearranged meeting point, go to 46.



2 Sunday, night…

You find Major Tatham-Warter, surrounded by paratroopers, positioned under Arnhem Bridge. The road section stretches out high above your head. The Major turns as you approach.

“Ah, just the man. I need you to capture this end of the bridge.” As he speaks he points to the road above your heads. You explain that you only have a section of men with you, but the Major insists there will be little German resistance.

• If you wish to carry out the Major’s orders, go to 15.

• If you wish to try to explain you need more men, go to 67.



3 Tuesday, morning…

You point in the direction you last saw a tank, which was destroying the platoon house to the north. Frank nods, and you both bob down the street in that direction, ducking from doorway to doorway. The wide, cobbled street is flanked by large town houses. At the end is a line of trees, and behind these, the wide river.

Frank stops at the junction of two streets and tucks in against a wall. You do the same.

“Tank,” he whispers, “just around the corner.”

• To attack the tank, go to 45.

• If you don’t want to risk an attack, go to 93.



4 Sunday, night...

You spring to your feet and shout for your men to retreat. In the middle of the road you are exposed and bullets slice through the air around you. The German machine gun continues to fire. 2 Section are slow to react. You kick Corporal Venables, the nearest man, into action. He jumps to his feet – ordering his men off the bridge.

You sprint across to 1 Section on your left, but they are already moving back along the bridge. The machine gun fire is now more random – the darkness protecting your retreat. As you jog away from the pillbox you see at least six paratrooper bodies on the ground – one of them is Corporal Ramsey. You are the last man off the bridge.
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The Major is waiting on the road below the bridge. You explain that the attack failed and he just nods and thanks you. You tell him that there are bodies of paratroopers on the bridge and ask his permission to mount another attack to return the bodies. The Major looks you in the eye and simply says no, ordering you back to your platoon house.

• If you wish to disobey the order and take your men to get the bodies, go to 96.

• If you wish to do as you are told and return to the house, go to 88.



5 Monday, morning…

The German attack speeds onto the bridge, pushing past the burned-out trucks. At the front are fast motorcycles, then about twenty armoured cars and behind these are half-tracks packed full of German troops. You are surprised to see British artillery shells dropping onto the bridge. They are accurate, blasting the motorcycles but they have little effect on the armoured vehicles. The column snakes along the road, past the blackened framework. The house is almost level with the bridge road, and the German vehicles are no more than 100 metres away. You wait until the first few armoured cars are level before you fire.

Rifles, machine guns and anti-tank weapons fire onto the bridge from all around. The lead armoured car explodes and the second car rams into it, blocking the road. You are lying on the floor with the PIAT pointing out of the hole in the wall. You line up the sights on the third armoured car in the line and squeeze the large, square trigger. The anti-tank weapon shudders as the projectile is launched and the barrel pushes violently back against your body. You watch as the bomb loops out of the window and towards the bridge. Your aim is poor and the charge drops short, thudding into the road with a small explosion.
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Luckily the armoured cars are hit by other PIAT teams, and the road is soon filled with burning vehicles, dead German soldiers and immobile armoured cars. But the Germans just keep coming. Half-tracks now try to push their way past the wrecks. You can see that these are packed with German infantrymen, who start to jump out and deploy on the road.

• To fire on the German infantry, go to 65.

• To fire on the half-tracks, go to 32.



6 Sunday, 7:30 p.m. – ½ hour to sunset…

You slowly move round to face the other direction, being careful not to expose yourself to the machine gunner’s fire. You crawl and sprint between walls, houses and trees to get back to Major Tatham-Warter. He is standing outside the three houses near the underpass. Beside him is Lt. Col. John Frost, the battalion commander. Frost has a magnificently bushy moustache, shrugged shoulders and seems small next to the lanky Major.

You jog up to the officers and explain the situation ahead. Frost listens, carefully stroking his moustache as you speak. When you have finished he thanks you and turns to B Company commander Major Crawley who is standing close by. Frost simply points in the direction of the German machine gun and says, “Deal with it.” Crawley salutes and quickly disappears. Frost and Major Tatham-Warter soon head off after him.

In the distance you can still hear the splutter of the German machine gun. About 15 minutes later, gunfire breaks out to your left. It appears B Company are attacking along the railway line.
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