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FRENCH MAQUISARDS DEFEND THE VERCORS PLATEAU

LONG LIVE FRANCE
After the fall of France there initially was little organised resistance. The 

Communists started to emerge in 1941 after the attack on the Soviet 

Union, and after the Allied landings in North Africa resistance started 

to harden. The German occupation of southern France and compulso-

ry labour radicalised many young men and women. Special Operations 

Executive and Office of Stragetic Services agents were dropped by the 

Allies from 1942 to coordinate the resistance and stir up their efforts.

By Mark Backhouse
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F
ormalised concentration of 
resistance troops was very dif-
ficult throughout the occupa-
tion. At the start of 1943, large 
numbers of young men start-

ed to gather in the alpine region of 
France. The largest concentration was 
in the Vercors Plateau in the French 
Alps, very close to the Swiss and Ital-
ian borders. Guarded by steep slopes 
and thick forests, it offered a vast 
area to hide away in. The gathering 
soon attracted many ex-soldiers and 
escaped prisoners of war, as well as 
drawing Allied attention. The arrival 
of Allied weapon drops, along with 
the use of French and Italian arms 

caches, helped to equip these dispa-
rate groups into a fighting force that 
felt capable of resistance.

After D-Day in June 1944, these 
groups of so-called Maquisards felt 
strong enough to declare themselves 
as the Maquis du Vercors. They could 
call on around 4,000 young men, 
most of whom were armed with Brit-
ish weapons: Stens, Lee-Enfield rifles, 
Brens, and even some bazookas. The 
Maquis were organised along tradi-
tional French regimental lines in the 
hope of gaining some legitimacy in 
the eyes of the Germans (though this 
was not forthcoming). 

The open declaration by the Maquis 
du Vercors after D-Day as a rallying 
point for anti-German sentiment pro-
vided too much for the German oc-
cupiers to ignore. A plan was devised 
to crush the resistance in the Vercors 
with a concerted military sweep, 
supported by airborne landings and 
air support, in July 1944. Consider-
ing that the Allies had just landed 
in Normandy, this was a significant 
commitment of troops that could 
have been better utilised elsewhere.

On 21 July the Germans landed glid-
ers on the plateau at Vassieux-en-
Vercors to seize and hold the village 
and nearby chateau. Gebirgsjäger 
units blocked each of the passes on 
to the plateau, and assaults were 
made against the main passes held 
by the Maquis. Counterattacks by the 
Maquis 11e Cuirassiers, intended to 
break up the glider landings, made lit-
tle headway against the German air-
borne troops, who were able to suc-
cessfully consolidate their position 
in the town, using machine guns and 
mortars to good effect.

Kampfgruppe Zabel attacked from the 
south of the plateau using troops from 
352. Division and 9. Panzer Division’s 
armoured infantry and easily broke 
through the Maquis’ defences. In the 
south-east of the plateau, the Gebirg-
sjäger of Kampfgruppe Schwehr had 
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Krokstrand, Norway in 1940. Germany's special mountain troops would 
play an important role in the assault on Vercors.
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the trickiest terrain to fight through 
– but the Maquis had only deployed 
150 men under Compagnie Andre to 
protect the passes, believing them to 
be impregnable from a serious attack. 
Two companies managed to force their 
way through the lightly guarded passes 
but were held up by a small clump of 
Maquis defending a cave network. The 
more stubborn passes were outflanked 
by German troops through the less 
heavily guarded passes, and eventu-
ally the defence was compromised. By 
23 July they had broken every form of 
organised resistance around the passes, 
but Compagnie Andre largely melted 
away into the forests; some even man-
aged to slip past the Gebirgsjäger to 
safety in the valley. For 60 hours they 

had held up the German attack, but 
they simply could not cope against the 
overwhelming superiority of the Ger-
mans, despite the favourable terrain.

VERCORS 1944 CAMPAIGN
The following ideas allow you to carry 
out an abstracted and hopefully chal-
lenging campaign based around the 
Vercors campaign of July 1944, or 
similar operations. You can choose the 
rules set in which you wish to play out 
the actions. For the sake of simplicity 
I’ve gone with Bolt Action as my start-
ing point, but the scenario could just as 
easily be used for Chain of Command, 
Battlegroup, Poor Bloody Infantry, 
Memoir ’44, or Flames of War, to name 
just a few of the multitude of rules 

available. I’m hoping that, as we are 
all intelligent and resourceful gamers, 
we can adapt the generic rules ideas to 
the rulesets of our choice and the scale 
of the resources we have to hand! The 
games are intended to be fairly small 
affairs, easily completed in an evening.

Set up
You will need at least one player to play 
the Germans and one for the Maquis. 
More fun might be had if you divide 
these commands between different 
players in a club. Each player will need 
to have a map on which they record 
their movements and the number of 
troops available. These are recorded 
in multiples of 250 points. Feel free to 
adapt to your collection or desires.

MODELLING THE VERCORS
The tables for the mountain passes for the steep slopes at positions A-E can be a challenge to model for a one-off game. I rec-
ommend use of a mat and a huge amount of books and bits of polystyrene to create the imposing slopes and escarpments. 
The rocky ledges surrounding the plateau can be modelled with bark from a pet shop; with lichen squeezed in the gaps they 
make rather satisfying cliff sides. The paths should zig-zag up the hillside rather than running straight, and a large number of 
evergreen trees and small bits of railway grit or gravel will help to break up the look of the landscape from a simple cloth. Make 
sure you discuss with your opponent about lines of sight and dead ground to avoid confusion before you play any games! The 

steep slopes should be classed as difficult going, or, in places, very difficult going. They should be strong defensible areas 
that will give the Maquis a considerable defensive advantage to compensate for their lack of men. If your rules will make 
these impossible to take, you will need to consider strengthening the initial German starting forces so that they have 
a better balance for play; however, they should be a significant challenge for the German player to take.

The plateau locations can be represented by flatter terrain, although it is no bowling green! Each of them 
is loosely centred around a small village. Buildings tend to be simple stone structures with slate rooves. 
Open meadows, fields, and thick forests break up the plateau, with small tracks and paths suitable for 

movement on foot and occasionally a single vehicle at a time. Dry stone walls are commonplace around 
enclosures. You should also include the main pathways and roads that criss-cross the plateau.

The forest location represents thick untamed forests. Try to fil the whole table with as many trees as 
you can and add small clearings and pathways to suit.

A Fallschirmjäger sniper team lies in wait for Maquisards.Fallschirmjäger collect much needed supplies from a remote supply drop.
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Though not all capture the militarised and more uniformed 
look of the Maquis du Vecors well, quite a few appropri-
ate figures are available. Westwind, Warlord, Foundry, Arti-
zan, Black Tree, and Crusader offer such figures in partisan 
ranges. Gorgon Studios makes several nice packs of French 
Foreign Legion troops with berets and jackets for the Norway 
campaign in 1940, which are not too far from the look many 
of the more uniformed troops present. Perry Miniatures also 
has some useful packs in its French Foreign Legion range 
with the requisite shorts, but these would need their kepis 
and helmets replacing. Luckily berets are probably one of 
the easier forms of headgear to sculpt! Indeed, any 1940s 
French figures in berets will fit the bill. In 20 mm, ranges 
are available from SHQ and Lancashire Models. In 15 mm, 
resistance troops are available from Peter Pig and Battlefront. 
Most Maquis officers were ex-soldiers and tended to keep 
their old army uniforms, so these need little or no conver-
sion work. The OSS agents dropped in teams of three and 
can be represented by normal American infantry with M41 
jackets and woollen trousers with gaiters. In photographs 
they are seen wearing US army side caps. There was even 
a platoon of Tirailleurs sénégalais, escaped POWs, fighting 
with the Maquis in their old uniforms! Eastern partisan packs 
are possible too, although such figures are often equipped 
with Russian weapons and may look out of place! Civilian, 
Spanish Civil War militia, and Very British Civil War ranges 
can also be useful, so keep your eyes peeled – with a bit of 
searching you can get some characterful and unique units!

If you really want to convert some figures, it is relatively easy 
to get the right look in 28 mm by mixing and matching parts 
from different plastic sets. Many of the photographs show the 
use of US military equipment such as the M41 jacket along 

MODELLING THE MAQUIS DU VERCORS

with the trademark beret. I recommend the older-style US in-
fantryman bodies from Warlord to base your conversion on, 
as the newer figures have the Garand ammunition pouches 
cast on. Carefully remove extra pockets on the trousers and 
add Green Stuff over the gaiters to make regular trousers, or 
replace them with shorts and socks and boots cut off from 
the new British Eighth Army sprues. Use British weapons 
from the British infantry set and heads with berets from the 
British para set, in which you get an absolute abundance 
of spares (both the baggier Polish and smaller British berets 
work, just make sure to remove the para wings!) The men 
who joined the Maquis tended to be young and the distinc-
tive para moustache wasn’t very fashionable judging by the 
photographs, so I’d tend to reserve them for the slightly more 
experienced leaders and use the clean-shaven heads for the 
majority of the Maquis instead. Enfield bandoliers can also 
be found on the British para sprue to complete the look.

Maquis figures created by the author. They were made by combining heav-
ily modified plastic kit parts with plenty of Green Stuff. 

The Germans start with 750 points of 
infantry located at each of the German 
starting points numbered 1-5. They 
may use any sensible choices from the 
1944 German lists available to the Ge-
birgsjäger or Grenadiers. Only MMGs, 
mortars, and light mountain guns may 
be purchased. One of the groups may 
have armoured half-tracks, and one 
other group may have armoured cars. 
They may also land a Fallschirmjäger 

force of 750 points anywhere 
on the plateau starting 
points G, H, or I in turn 1. 

These should in theory 
arrive by glider, 
so support should 

be sensibly limited.
You do not need 
to write down an 
army list for each 

group of sol-
diers, but 
you cannot 

swap around where your half-tracks 
and armoured car assets are. This rep-
resents he Germans having reasonable 
reserves and can swap out the troops in 
the front lines with troops further back.

The Maquis start with 500 points of 
infantry at locations A, B, C, D, and E 
covering the mountain passes. They 
may reinforce any one of these passes 
secretly with an additional 250 points 
of infantry. These should only be al-
lowed rifles, SMGs, LMGs, or bazoo-
kas. Nothing heavier than this was 
available historically, so unfortunately 
even MMGs and mortars are out. Unar-
moured trucks and cars are available in 
small numbers to transport these troops 
if so desired. One area of mines and a 
barricade may be established in any 
defensive battle. Again, exact force lists 
don’t need to be recorded, and you can 
swap between battles regarding the ex-
act composition; it’s just the total points 

available in multiples of 250 that needs 
to be kept recorded.

In addition, the Maquis have 750 
points in reserve to allocate secretly in 
the plateau amongst positions G, H, or 
I. These can be concentrated in one lo-
cation or spread around in 250-point 
chunks amongst the different locations.
 
Turn sequence
Each turn represents a day. Before each 
day, both commanders secretly decide 
where they wish to move with their 
forces. They may move one location 
per day. The German player then states 
his first move. If this a space contains 
Maquis troops, the Maquis player has 
an option to hold and fight or to retreat 
to the nearest friendly location. If a fight 
takes place, then a battle can be fought 
on the table top with a suitable attack-
and-defence scenario and appropriate 
terrain and points. The Maquis player 
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may then make one 
move. Each side 

takes it in turn to 
carry out their moves. If two 
friendly forces combine on 
the same location, they may 

combine points. If several 
forces attack a location 
from different direc-

tions, then this can be 
modelled on the table top 

with forces arriving from differing entry 
points, although I’d encourage you to 
dice for the arrival of the second force 
so perfect coordination isn't automatic.

If the Maquis player moves any units to 
the forest location, they may choose to 
disperse. This completely removes the 
Maquis force from the game but means 
they do not suffer a loss of morale if 
they are defeated; it allows the Maquis 
player to wear down the Germans be-
fore making a strategic withdrawal. 
Note that Maquis players do not have 
to disperse in the forest location; they 
may choose to stay and fight. If the 
forest location has been used for dis-
persal during the campaign and is not 
currently occupied by a Maquis force, 
a German force may sweep it. Roll 
1d6. On a roll of 1 they have been am-
bushed and lose 250 points of troops 
and suffer -2 to their army morale. On 
a roll of 5-6, a small number of strag-
glers have been caught and the Maquis 
player suffers a -2 to their army morale.

Game losses and impact on morale
Both sides start with sixteen army mo-
rale points. If a force voluntarily retires 
without fighting a battle, their side 
loses an army morale point. If they suf-
fer a minor defeat in a table-top bat-
tle, they lose 250 points and two army 
morale points. If they suffer a major 
defeat, they are eliminated and lose 
four army morale points. If one side’s 
army morale drops to ten points or 
lower, all troops involved in table-top 
battles suffer from a -1 modifier to their 
leadership. In other game systems this 
should be a light modifier to morale 
or command and control as appropri-
ate. If one side’s army morale drops 
below five, they fight in table-top bat-
tles with a -2 modifier to their leader-
ship. This should be a more significant 
modifier in other game systems. If an 
amalgamated force, made up of sev-

eral combined  groups, 
is defeated, then their 
impact on army mo-
rale is doubled. If one 
side gets to 0 army mo-
rale then it either ca-
pitulates (in the case of 
the Maquis) or it breaks 
off the offensive (in the 
case of the Germans). 
The game also ceases 
if one side loses all of 
its forces in play.

Random events
At the start of each day 
after turn one, before 
any moves or battles, 
dice for a random 
event. Roll 2d6 and 
consult the random 
events table below.

CONCLUSION
After the war, the Al-
pine  became a nation-
ally celebrated symbol of resistance 
for the French. It was a huge moral 
victory and helped mask some other 
aspects of the occupation. Though the 
Maquis had been soundly defeated, 
the harsh reprisals and the inability of 

the Germans to hold the ground after 
it had been taken at Vercors, weakened 
the German position in the Alps and 
fuelled more resistance. WS&S

The title of this article comes from 
the final radio message of Lieuten-
ant Abel Chabal, 23 July 1944.

2-3 Maquis support. Previously dispersed Maquis troops and additional local villagers join one 
Maquis force of their choice. Add 250 points to this force and allow +1 leadership for their 
next table-top battle.

4 Maquis spies. Local sympathisers allow the Maquis player to choose one enemy force 
and discover how many points they have on that location and whether they have any 
half-tracks or armoured cars.

5 Arms drop. Allied equipment and ammunition has been dropped to reinforce one 
Maquis force. Add 250 points to any one force on the plateau on locations G, H, or I.

6 Holdup. One location chosen by the Maquis player has been made impassable for 
one day by a roadblock, controlled explosion of a pass, or determined resistance of 
a small group of Maquis fighters. It will take an additional day for the German player 
to move through this location.

7 Nothing unusual.

8 Communications breakdown. Poor communications on the plateau and confused signals 
between the different Maquis forces means they do not support each other properly. The 
Germans may cancel one movement by a Maquis force this turn.

9 Aerial supremacy. German planes attack one randomly determined Maquis force and 
cause it 250 points of damage, OR you can use this to reveal the strength of one Maquis 
force on the map.

10 Ostbatallion and Fallschirmjäger savagery. Harsh reprisals are carried out against local vil-
lages and potential Maquis sympathisers. The Maquis player loses one point of army morale.

11-12 German reinforcements. Another 500 points of German reinforcements may be added to 
any of the German starting positions 1-5, OR 250 points of reinforcements may be landed 
by air to locations G, H, or I.

RANDOM EVENTS TABLE
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Campaign map with starting points and potential battle sites.


