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On May 28th a Japanese force comprised of two sepa-

rate battle groups from the 23rd Infantry Division set

out to capture the bridges spanning the Halha River

just north of its confluence with the Holsten River. The

Japanese plan was complex: The unit assigned to the

mission—designated the Yamagata Detachment—was

split into two distinct columns. The first, the Recon

Regiment of the 23rd Infantry Division, commanded by

Colonel Azuma Yaozo, was to drive south along the

eastern bank of the Halha, establish a blocking position

near the bridges, and cut off any Soviet retreat.

Meanwhile, the second column, centered around the

2nd Battalion of the 64th Regiment under Colonel

Yamagata Takemitsu, was to drive through Soviet

forces on the eastern bank of the Halha and link up

with the Azuma unit. Any Soviet forces caught between

them were to be destroyed.

The Japanese forces, however, were in for a rude sur-

prise. Instead of encountering only lightly armed

Mongolian cavalry as they had two weeks before, now

they were opposed by Soviet forces reinforced with

motorized infantry, armoured cars, tanks, and field

artillery. Although the Azuma unit was initially able to

penetrate the Soviet positions, it was stopped short of

the Halha bridges and surrounded on three sides by the

elements of the 149th Motorized Infantry Regiment. 

At the same time, the remainder of the Yamagata

Detachment—having itself split up into two separate

columns—was having a difficult time forcing its way

through to the Halha River. Col. Azuma, understanding

his orders were to advance to the Halha bridges, was

reluctant to abandon his positions despite being under

intense fire form Soviet artillery coming from the

Halha’s west bank, as well as infantry guns, mortars,

and armoured vehicles surrounding his positions. Out

of radio contact with  Col. Yamagata, Azuma was deter-

mined to stand his ground until ordered to retreat or

relieved by Yamagata’s battalion.

Victory conditionS

a. The Japanese player must exit off the north or

east edge of the map with 4 or more Azuma Unit

armed stands (the truck does not count) by the end

of turn 15. These stands may be suppressed and/or

disorganized.

or

b. The Japanese player must have 2 or more Azuma

Unit armed stands (not counting trucks) remaining

and link up with 6 or more armed stands of the

Japanese Reinforcements.

to link up: By the end of the Movement Phase

there must be 1 Reinforcement stand and 1 Azuma

Unit stand in base-to-base contact. The other 5

required reinforcement stands may be no more

than 5 inches from the contacted Azuma stand.

Suppressed and/or disorganized stands may be

used to achieve the link-up.

If the Japanese player does not achieve one of the

above conditions, the Soviet player is the victor.

KhoLKin goL—May 28th, 1939
“Saving colonel azuma”

A  Micro Armour: The Game—WWII Scenario reprinted from the November–December 2001 Tac News.

Scenario Length: 15 turns
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JapaneSe ForceS
elements, 
23rd infantry division

initial Forces
Colonel Azuma’s Unit, Reconnaissance Regiment

Battalion HQ: 1 x HQ/Truck, 1 x Type 97 Te-Ke Type II

#1 Company: 4 x Cavalry, 1 x infantry Support

#2 Company: 2 x Sumida 25/93 Armored Cars

5 x Light improved Positions

reinforcements
Arrive on Turn 1 as shown on the map.

Group 1—2nd Battalion, 64th Infantry Regiment

#1 Company: 3 x Infantry, 3 x Trucks, 

1 x Infantry Support

#2 Company: 2 x Infantry, 2 x Trucks, 

1 x Infantry Support

#3 Company: 2 x Infantry, 2 x Trucks, 1 x 37mm ATG

Group 2—2nd Battalion, 64th Infantry Regiment

Battalion HQ: 1 x HQ (+1) (FO), 1 x Truck

#1 Company: 3 x Infantry, 3 Trucks, 

1 x Infantry Support

#2 Company: 2 x Infantry, 2 x Trucks, 

1 x 70mm Howitzer[1]

Regt. Gun Co.: 1 x 75mm Howitzer[2], 1 x Truck, 

1 x Forward Observer (assigned by player)

Group 3—Elements, 1st Manchukuon Cavalry Regiment:

3 x Cavalry

SoViet ForceS
elements, 
149th Motorized infantry regiment 

Group A—Elements,  149th Motorized Infantry Regt.

Battalion HQ: 1 x GHQ(+0)(FO), 5 x Infantry ‘39–41, 

2 x Infantry Support, 

1 x 76mm Infantry Gun [2], 

1 x 45mm ATG, 1 x 82mm Mortar [2], 

2 x BA-10 Armored Car, 

1 x Forward Observer (assigned by the player)

Group B—Elements, 149th Motorized Infantry Regt.

4 x Infantry ‘39–41, 

2 x Infantry Support, 

1 x BA-10 Armored Car, 1 x 45mm ATG

Group C—Elements, 149th Motorized Infantry Regt.

2 x Infantry ‘39–41, 

1 x Infantry Support, 2 x Heavy Trucks

Group D—Elements, 6th Mongolian Cavalry Regiment

9 x Cavalry, 2 x Cavalry Support, 

1 x Mounted HQ, 2 x BA-10 Arm. Cars

Off-Map Artillery—Located off the west edge of the map

1 x 122mm Howitzer [2]

Soviet Fieldworks—Shared by Soviet Groups A and B.

11 x Light Improved Positions

reinforcements
Arrive on turn 8, on the road at the south edge of the map.

3 x T-26s, 2 x Infantry ‘39–41, 

1 x Infantry Support, 2 Heavy Trucks

Japanese Forces: 

All Azuma Unit stands deploy within 4 inches of

Point Z. Five light improved positions are provided

for the Azuma Unit.

Soviet Forces:

All Group A units deploy within 8 inches of Point A.

All Group B units deploy within 8 inches of Point B.

All Group C units deploy within 4 inches of Point C.

All Group D units deploy within 8 inches of Point D.

initiaL depLoyMent: The Japanese player deploys his units first.

SpeciaL ruLeS

• Colonel Azuma was doggedly determined to hold his

ground despite the failure of the remainder of the Yamagata

Detachment to link up with him. 

Therefore: No Azuma Unit stand may move further than 4

inches from Point Z until Col. Azuma decides to save his com-

mand from annihilation (in the Marker Removal Phase)!

At the end of each Marker Removal Phase, the Japanese

player must roll 1D20. If the result is 1, all movement restric-

tions on the Azuma Unit stands are lifted for the remainder

of the game.

• Optional rules to be used from Micro Armour: The Game—

WWII, 2nd Edition: The Hot Shot (rule 12.2.1) and the

Communications Breakdown (rule 12.2.3).

cohesion Level: 14 cohesion Level: 13
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SpeciaL to&es

SaVing coLoneL azuMa Map

terrain SuggeStionS

• The map should be about 60 inches x 40 inches. Each hex is 4 inches from top to bottom.

• Map scale: 1 inch = 100 meters

• The road is a “good road”.

• The terrain is “open”; maximum sighting distance is 35 inches.

Soviet

Reinforcements

Japanese

Group 1

Japanese

Group 2

Japanese

Group 3

Japanese Infantry Division Reconnaissance Regiment (1939)

Battalion HQ: 1 x HQ, 1 x Truck

Mounted Company: 4 x Cavalry

Armored Car Company: 2 x Sumida 25/93 Armored Cars

In reality, this unit is no bigger than a small battalion.

Although configured for reconnaissance duties it was fre-

quently used to hold ground or conduct offensive combat

missions. When doing so, the parent division would normally

reinforce it with any or all of the following: infantry; heavy

weapons; and light artillery. In some divisions, the Armoured

Car company would consist of two platoons of tankettes (Type

94 or Type 97 Te-Ke Type I, or II) in place of armored cars.

Note: Type 97 Te-Ke Type I has the identical weapons data as

the Type 94 tankette. 

Soviet Machinegun Battalion (1939)

Battalion HQ: 1 x HQ, 1 x Truck,

Armored Car Platoon: 1 x BA-10 Armored Car

Anti-tank Company: 2 x 45mm ATGs, 2 x Trucks

AA Machinegun Platoon: 1 x AAMG

Machinegun Company: 3 x Infantry Support

Machinegun Battalion: 1 x Battalion HQ, 3 x Machinegun

Companies, 1 x Anti-Tank Company, 1 x Armored Car Platoon,

1 x Anti-Aircraft Machinegun Platoon. 

This unit was found in Soviet Tank Brigades and Motorized

Infantry Brigades. Each contained one Machinegun Battalion.
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Now Available

Coming Soon

1/285th (6mm) Scale Unpainted

WWII Micro Armour

M1937 ML-20

R78  5/pk  $13.99

152mm towed howitzer; a rugged,

reliable artillery piece.

BMP-2D

W132  5/pk  $13.99

Up-armored version of

the standard BMP-2.

1/285th (6mm) Scale

Unpainted Modern

Micro Armour

KTO Rosomak

N655  5/pk  $13.99

Polish manufactured version of

the Finnish Patria APC. 

1/285th (6mm) Scale Unpainted

Modern Micro Armour

BTS-5B ARV

W134  2/pk  $13.99

Armoured recovery vehicle based on the T-72

chassis with hydraulic crane, dozer blade, and

towing/recovery equipment. 

1:2400 Scale Unpainted

Modern Micronauts

DDG Kee Lung Class

HTW2  1/pk  $13.99

Originally a Kidd class destroyer; class of 4 ships

transferred from the U.S. to Taiwan in 2003.

DD Rosolino Class

GWT7  4/pk  $12.50

Lead ship of an eight-ship class; they saw active

service during the First World War.

1/285th (6mm) Scale Unpainted

Modern Micro Armour

T-62 w/KMT-5 

Mineroller

W133  4/pk  

$13.99

Soviet mine-clearing device developed in the '60s.
1/285th (6mm) Scale

Unpainted Modern

Micro Armour

1:2400 Scale Unpainted

Great War Micronauts

Photos not

to scale

US127 LVT(A)4, waterline model $13.99

N656 152mm SpGH DANA vz.77 $13.99

MJ9 Type 99 155mm Howitzer $13.99

SK11 K239 Chunmoo MLRS $13.99

T5 CM-23 81mm Mortar $13.99

AC143 MiG 31 $19.99

FRN15 DD Bourrasque Class $12.50

HTW3 FFG Chi Yang Class $13.99

www.ghqmodels.com: subscribe to receive e-mails about web-only specials, new products, sales, and more!

1:2400 Scale WWII Micronauts

FRN15

DD Bourrasque Class

1:285/6mm Scale Modern Micro Armour

N656—152mm

SpGH DANA vz.77

UK Individual Heavy Weapons #2

UK123  50+/pk  $13.99

50+ men operating 10 each Vickers

MGs and 3" mortars, and 5 each RPGs

and Polsten 20mm guns.

1/285th (6mm) Scale Unpainted WWII Micro Armour


