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1. History 

At the direction of the Combined Chiefs of Staff, British and American planners concluded that an invasion of Western Europe could not be undertaken until 1942 due to a shortage of landing craft and priorities in other theatres of war. An alternative invasion of North Africa was decided upon for the fall of 1942, while British Commando raids continued to jab at the German-held coastline of Europe.

One such raid took place on August 19, 1942, when 1,000 British Commandos, and 5,000 Canadians and U.S. Rangers engaged in a surprise assault on Dieppe. Winston Churchill later described the action as a rehearsal for the invasion of Normandy, which not only tested the strength of the enemy, but also that of Allied landing tactics and support.

The attack force was made up of 252 ships, including 8 destroyers assigned to escort duty; 60 fighter squadrons and 7 bomber squadrons of the RAF provided air cover. It was not enough. An encounter in the English Channel alerted the German defences and the Allied forces were slaughtered. Of the approximately 6,000 troops taking part in the raid, casualties numbered 3,829; thousands were taken prisoner. Other losses included 550 naval men killed or wounded; 30 tanks destroyed; and one destroyer and 33 landing craft sunk. The German Commander Field Marshal Von Runstedt, announced to the world that "no armed Englishman remains on the continent."

Although the operation failed, the lessons learned were important: preliminary air and naval bombardments were preferred to a surprise attack; and new and special types of craft and ordinance were necessary to ensure success.

The raid served to hold an important number of German troops and resources in occupied France and to take some of the pressure of Russia in the East. The lessons learned saved many Allied invaders at the landings in North Africa, Sicily, Italy, and finally, Normandy on June 6, 1944.

Taken from: http://www.fortunecity.com/meltingpot/oxford/285/dieppe3.htm
2. Scenario
The scenario name is Dieppe Raid v1.0 and should be unzipped to the Userscen folder. It can only be played with the Adlekorps Equipment 2.23 (2.22 is also OK) and the appropriate DatUp and SoundUp patches. You will also have to download the Dieppe map from Builder's Paradise and follow the installation instructions.
The scenario includes naval engagement, coastal engagement, fixed positions, mobile ground battle and I expect a heavy air battle. I hope I haven't put in too many things, but not enough of each. Unfortuantely no airborne forces took part in the battle.
a) Map 
The battle took place on a strip of the French coast about 15 miles long. The map however covers a much larger area to the north-west of Dieppe. Therefore I could not guarantee the correct placement of different locations, but I did the best I could. 
b) Alteration of History
The raid was a fiasco but in the scenario it is not only possible to break the beach defences but to achieve many of the objectives. 
Since this is my first ''real'' scenario, I've had trouble converting real battle figures to units so they are preety inaccurate (especially Canadian Infantry, all airforces, while I had no actual numbers for the German 10th Panzer Division), but some are very exact (Churchills, some coastal and field batteries, destroyers). I will also try to balance the scenario for PBEM through these discrepancies. 
c) Objectives (IMPORTANT!!!) and Strategy Tips
i. Allied – They must prevent the Germans from overrunning White, Red and Blue Beaches and push inland. The immediate objectives are to secure the beaches and allow the follow-up forces to disembark. Next up is the destruction and seisure of 4 major coastal batteries and the Radar Station. Then of course is the town of Dieppe itself and the heavilly fortified Quatre Vents Farm. At the end you have to establish a defensive perimeter by taking the rest of the Victory hexes (yellow VH) which form a kind of semi-circle. 

ii. German - !!! The Germans must take both WHITE Beach VHs, RED Beach, BLUE Beach and hold on to the VH in Dieppe (see Objectives). The other beaches are allied objectives, but are already in their hands at the beginning. 
d) Important Special Features of the Adlerkorps Equipment File 
i. Sea mines – These units are Submarine class. They can only be attacked by Destroyer and Tactical Bomber class units. HOWEVER it is not necessary that any hits will be scored as the mines can dive and suffer no damage at all. They can be hit with another unit even after they have dived. You should therefore try to attack them with your heaviest surface ships to make more chances for a quick destruction. BEWARE because mines can also attack and are extremely devastating against landing craft! 

ii. Coastal Batteries – They are special fortifications with a high Ship Attack but low Hard, Soft and Air attack. It is advised that you don't engage them with ships but destroy them easily with infantry. They also exact heavy losses on landing craft and other ships. Leaving landing craft next to other fortifications (Festungs have 2 hex range!) can be costly as well.
iii. Radar Bunker – This unit is also a fortification. It's special feature is the 25 hex visibility range. It should be destroyed soon to make the enemy blind.
3. Internet Resources
Here's where I got most of the info and combined it to make the scenario:
http://www.warships1.com/W-hist/HSII_Dieppe.htm
http://www.warships1.com/W-hist/HSII_Dieppe2.htm
http://www.warships1.com/W-hist/HSII_Dieppe3.htm
http://www.warships1.com/W-hist/HSII_Dieppe4.htm
http://www.fortunecity.com/meltingpot/oxford/285/dieppe3.htm
http://www.mairie-dieppe.fr/canada-gb/raid-gb/history/canaraid-gb.html
http://www.vac-acc.gc.ca/general/sub.cfm?source=history/secondwar/dieppe/dieppe2/raid
http://british-forces.com/world_war2/Campaigns/dieppe.html
http://www.thehistorynet.com/WorldWarII/articles/1998/02983_text.htm
4. Credits
I made the scenario alone but some people were vital for contributing the very essentials without which it could not be done.
I got the Dieppe map from Lasse Jensen's Builder's Paradise, but I do not know who drew the map. Many thanks to the unknown soldier.
The Adlerkorps Equipment File was essential because it provided me with some very specialised unit. Thanks to Mikael Anteskog Adler for putting together such a great equipment file (with DatUp and SoundUp). For installation procedure check the Equipment section at his website at www.adlerkorps.cjb.net or enclosed installation instructions.

To Bill Guevremont for suggesting the reverse player order and thorough playtesting.

Thanks also to Toby Goldfinger who provided me the maps of the area and moral support. 

To Tim Henne for taking his time and writing down the complete installation instructions.

All the play testers:
Leoš Absatz aka Leos
Mikael Anteskog Adler aka Adlerkorps
Giorgio Chini aka T-Rex
Bill Guevremont aka Sapper 1-6
Charlie Helm aka Raoul
Tim Henne aka TWittmannH
Quay Jones aka Beast-6
Tony Latta aka Panzer 'G'
Robert MacPherson aka Hook
David Tingsgard aka D-Dave
AND TO ALL YOU PG2 PEOPLE OUT THERE THAT ARE READING THIS AND WILL AT LEAST LOOK AT THE SCENARIO! THANKS
RESEARCH AND SCENARIO DESIGN BY
Matej Sedej aka Wittmann at Freedom Fighter's War Game Club for PG2 PBEM
