Shadows

Sébastien de Peyret

City of Gelnhausen, 15 February 1985, 2300 hrs

Captain Bolden, wounded on the
previous day, has resumed command
of the remnants of his unit. He knows
his area of operations perfectly. With
the ad hoc platoons he has left, he is a
real threat for the soft targets establi-
shed in downtown Bad Kissingen. The
captain decides to infilirate with 3
elements in order to strike the Soviet

has noticed some patrols and a secu-
rity element in its barracks and knows
his objectives are spread between the
train station and the city hall, but has
no more details. He decides to use
the underground routes to approach
the objectives and then exfiltrate his
men. There is a need to surprise,
strike hard and, if possible, return with
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