Normandy 1944

A game by Eric Teng

Translated by Charles Vasey

To celebrate the 55th anniversary of the invasion, Vae Victis offers a classic history game: the Battle of Normandy with a board game containing 3 scenarios from D-Day to the Cobra offensive

The first scenario of Normandy 1944 covers the drive to Cherbourg one of the first of the Allies’ objectives. Scenario two starts at the end of July and represents the great Cobra offensive, which was destined to break the German resistance that had contained the Allies in their bridgeheads until mid-July. Finally, the campaign game covers all of the operations up to the end of August with the reduction of the Falaise pocket.

Normandy 1944 is a relatively simple game, accessible to inexperienced historical games-players but which will also be enjoyed by regular players of board games in Vae Victis. We recommend each scenario is played at least once before attempting the campaign game. The game requires the use of a 6 sided dice (1d6). Each scenario covers between 6 weeks and two months. Each turn cover a week of real time, and a hexagon represents about 6 km. For ease of use the term hexagon is abbreviated to a hex in the text.

0 Game Contents

The game includes a map, the rules and the counters that must be cut and pasted. Counters are composed of units and markers.


Counter sheet: the counters situated on the top two-thirds of the sheet are double sided (combat units with 2 or 3 steps of losses and headquarters). The counter situated on the lower third are single sided only (combat units with a single loss step, units with three step losses of on their third loss, and markers).

0. Unit Counters

Each unit counter in Normandie 1944 represents

· Either a unit of command (division, regiment, brigade or battalion)

· Or a Headquarters (EM) of an army corps.

An army corps consists of an EM and several divisions or brigades. Because of the complexity of the attachments of units in the course of the Normandy campaign, in particular the German and English battle orders, the identification of units is a simplification and stylisation of the historical order of battle.

Headquarter counters (EM)

The EMs represents not only the commander of each corps, and also artillery, armour and logistic support, which is used to assist the combat units. 


An EM counter is turned over to indicate that has used its support abilities. At the end of each turn all of the headquarters counters are turned back face-up to indicate that they are once more operational.


The bonus indicated on the headquarters unit represents the tactical support that it may bring to a combat (see Rule 6.3).


In the rules, the EMs aare not consideredaaare not treated as a combat unit when that term is used. All other units (from battalion to division) are treated as combat units in the game.

Combat units

Each unit counter contains the following information:

· Attack and defence values

· Movement allowance

· Stacking value 

· Number of steps: losses suffered by the unit are indicated by turning the counters over and then by replacing them with another counter four the third loss.

Independent units

Independent units are those combat units that follow special rules of activation and stacking. They typically represent the many small units, dependant on army headquarters or not in divisions, such as the battalions of heavy German tanks, Flak units, and British brigades.


They are identified by a special symbol on the counter.

0.2 Markers

Normandie 1944 uses a number of markers, to indicate for example that a unit is not in supply or to represent tactical air support. They are described in the corresponding paragraphs of the rules. Such markers do not count for stacking.

1.0 Turn Sequence

Each turn is composed of different phases that are taken in the following order:

1 Weather phase

The Allied player determines the weather of that turn (see Rule 2.1).

2 Initiative phase

· Distribution of Offensive markers

· Determination of supported EMs

· Designation of the player with the initiative

The player with the initiative is called a player number one, and the leader without the initiative is called player number two (see Rules 2.2 were and 2.3)

3 Air Phase (Allies Only)

The Allied Player determines the number of air power counters that he may use for the different missions (see Rule 2.4).

4 Reinforcement Phase

Reinforcements that are entering this turn are placed in the strategic boxes by the German Player and on the turn chart by the Allied Player.

5 Offensive Phase [A]

· Activation of supported EMs by player number one. The units activated by these headquarters may move and fight.

· Activation of supported EMs by player number two. The units activated by these headquarters may move and fight.

5 Normal Phase [B]

· Normal activation by player number one. All his units may move and fight.

· Normal activation by player number two. All his units may move and fight.

6 Administrative Phase

· Determine the EMs units which or out of supply;

· Allocate replacements (campaign game only);

· End of turn: EMs are turned back over and the turn marker is a moved forward 1 box.

2.0 Details Of The Game Sequence

2.1 Weather Phase

The Allied player throws a dice to determine the weather for this turn on the Weather Condition Table. He then places the “Meteo” marker on the corresponding box on the map.


For each consecutive turn of overcast or adverse weather before the current turn deduct 1 to the dice. This adjustment is cumulative up to the first turn of good weather after which it stops.


Example: it has rained on turn 2 when determine weather for turn 3 one subtracts one from the dice. The Allied Player throws the dice and scores 6 this will give a total score of 5, which is overcast weather, in the following turn the adjustment will be -2.

2.2 Allocation of Offensive Markers
Each of the players receives from none to two Offensive markers a turn.


The Allied player receives two markers a turn in good and overcast weather (“de beau temps ou temps couvert”). He does not receive any markers in bad weather “temps adverse”).


The German player receives none to two markers depending on the dice score. The number of markers received in shown on the “tableau de resources allemand”.

The available markers are placed on the map for each player in a depot hex. The markers may then be freely moved to another location. The markers provide support to one or more EMs (permitting their double activation).

2.3 Choice Of Supported EMs And Determination Of Initiative.

The two players, Allied first, choose which EMs they decide to support (these may be activated twice). The Offensive markers are placed on the chosen EMs, these EMs are described as “supported”. The supported EMs must be in supply from the depot from which they receive the Offensive marker (see Rule 8).

The Allied Player always begins the placement of markers. Unused markers from can be reclaimed on the map, stocked in depots to be used in following turns.

The player with the most supported EMs on the map receives the initiative for that turn. In the case of equality, the Allied player has the initiative.

2.4 Allied Air Power

During this phase the Allied Player consults the air mission allocation table and receives the corresponding number of air counters. These units represent the support and tactical interdiction missions as well as the action of the strategic bombers.


The Allied Player may use the counters on the following fashion:

1. Tactical Interdiction Mission: The fighter counters that operate the interdiction are placed on the tactical interdiction display.

2. Tactical Support Missions: the units of fighters undertaking tactical support are placed on an EM;

3. Strategic Interdiction Mission: the bomber units under taking this task are placed on the corresponding boxes of the Strategic German movement display.

4. “Carpet Bombing” missions: the Allied Player has the capability (depending on the scenario) to deploy a “Carpet Bombing” Mission before an attack. The bomber units undertaking this task are placed on the target hex.

2.5 Reinforcement Phase

German Reinforcements The German player checks the total number of units available on the reinforcement arrival table and places them on the German strategic movement chart in the corresponding boxes. Units marked with a star are placed in the starred box (for example, units arriving in Brittany* are placed in the Bretagne* box). These units may be moved in their own movement phase.

Allied reinforcements The Allied player checks the total number of units available on the reinforcement arrival table and places them on the turn chart. Units marked with a star are placed in the normal phase, the others in the offensive phase.). The Allied player also calculates his landing capacity for the turn and places the corresponding counter.

2.6 Activation Phase

One must distinguish between the offensive phase (phase A) and the normal phase (phase B). During phase A, only units activated by supplied headquarters may move and fight. During phase B all units may activate.


In each of phase the initiative player activates first, followed by his opponent. The Player whose phase this is, is called the active player.

A unit activated in phase A by an EM may be re activated freely in phase B (as may a headquarters).

Each activation phase consists of, for the active player:

1 Reinforcement Entry

The allied reinforcements are landed, that is placed on a beach box at the choice of the player or in a port hex. Each allied unit landed reduces the Allied Landing Capacity shown as stacking points.


The German reinforcements travel on the strategic movement chart. German units are placed on the strategic movement chart depending on their turn of entry.


All reinforcements are considered activated for this phase.

2 Movement

The activated units move all or part of their movement points.

Allied reinforcements landing on a beach must pay the cost of entry, those landing at a port start movement from the port hex.

The German reinforcements pay the entry cost for a road hex.

3 Combat

The active player may attack with the units that he selects, and which are adjacent to enemy units. The combat results are applied then the advances after combat.

When the active player has finished his phase, the mantle passes to his opponent who becomes the active player. At the end of Phase A the “marqueurs Offensive” are removed from the map.

2.7 End of the Turn

The end of turn phase has the following procedures, in order:

· Supply check: each player checks his units for supply, place “Non Ravitaille” markers

· Replacements: Permitted units may receive replacements (campaign scenario only0

· Reset: EMs are turned back to their front, air markers are removed from the map and the Turn marker (“Tour”) moved on one box

2.8 End of the Game

This occurs when the game has reached the end of the scenario or where automatic victory conditions have been triggered.

3 TERRAIN

The map represents Normandy. A hexagonal grid has been placed on the map to facilitate movement and combat. A hex represents about 6 km.

3.1 Stacking

Each unit costs a certain number of stacking points (“PE”). Each hex must contain no more than 6 stacking points, plus an EM, plus a unit with a zero PE.


This limit applies from the moment of initial placement to the end of each phase. It does not apply during the movement phase, that is to say units may move without considering stacking points, but they cannot exceed stacking limits at the end of the movement phase.

3.2 Terrain effects
The effects on combat and movement are detailed on the “table de terrain”

Note

· Road: A road can only be used if the unit moves from hex to hex along the road. The use of the road removes the cost in movement points of obstacles (rivers, bocage, forest etc), Movement along a road costs 0.5 PM a hex.

· Non motorised units have a movement of 6, all other units are mechanised or motorised.

 4.0 ZONE OF CONTROL

Definition

Each combat unit exercises a ZOC on the six adjacent hexes (except for those with impassible terrain). This ZOC represents the terrain with the unit can control by means of its fire. A unit must halt upon entering an EZOC.


A unit may not move directly from one EZOC to another, whether of the same or other units. It is possible to leave an EZOC for a free hex and then to re-enter an EZOC in the same phase. Leaving an EZOC costs 3 PM. All units may avoid the cost of disengagement by suffering a step loss.

5.0 MOVEMENT

5.1 General Rule

In the movement phase, the active player may move his units up to their maximum. The movement of each unit must be completed before another commences.


In the Offensive phase (A), the units must move in the order of activation of their EMs. In the Normal Phase units may be moved in any order.


A unit pays a number of PM corresponding to the cost of the hex to enter it. The cost of moving through each kind of terrain is given on the “table de terrains”. PM cannot be accumulated from one turn to another.


A unit must stop its movement on entering an EZOC. Whatever the cost of terrain a unit may always move one hex (but not into impassable terrain or EZOC to EZOC).


It is prohibited to enter a hex occupied by an enemy unit, unless it is an EM only (see Rule 5.2).

5.2 Movement on an Enemy EM

It costs 2 PM in addition to the terrain cost to enter a hex occupied by an enemy EM that is unstacked. In this case the EM is eliminated (the unit is captured!).

5.3 Strategic movement

All units that commence the movement phase not adjacent to an enemy unit may use strategic movement. They may double their movement allowance during the phase. Such a unit must not enter an EZOC during this movement. Strategic movement is not permitted for Allied troops on the turn of landing (either at port of on a beach).

6.0 HEADQUARTERS AND SUPPORT

Each headquarters (EM) represents the command functions of an army corps.The EM can provide three types of support: logistic, offensive and tactical.

6.1 Logistic support
To be in supply, a unit must have a line of supply, free of EZOCs, to its EM (see Rule 8).

6.2 Offensive support
During Phase A a supported EM may activate up to the equivalent of 5 divisions plus three independent units of its choice. To be activated these units must be supplied by the EM and within 5 hexes range of it. The units and EM may activate normally during this phase. A unit can only be activated by one EM during the Offensive Phase (and may only activate once within the phase).


During Phase B, all units may activate without considering their headquarters.

Divisions and regiments: divisions, usually infantry formations, are represented with the XX symbol on the counters, and regiments with the symbol X. This is important in the Offensive Phase because a division of infantry is represented by a single counter, but an American tank division by three…..

6.3 Tactical support

Once a turn, an EM may give a combat bonus to a unit within one or 2 hexes of itself. This bonus acts on the odds ratio in favour of the supported units by one or two columns (in attack or defence).


The EM support is declared before the throw of the dice. The EM is turned over to show that it has used its support.


The German player alone may accumulate the support of several corps for the same combat.

6.4 Destruction of EMs

An EM cannot engage in combat and is vulnerable to enemy attack if alone in the hex. If attacked in the combat phase while alone by an enemy unit, an EM is automatically destroyed (the attacker must declare an attack with at least one of his adjacent units).


If an EM is stacked with at least one friendly unit, and this unit is destroyed by combat result, the EM is destroyed. Otherwise it is not effected, even in the case of retreat.


When an EM is destroyed it is removed from the game and placed on the turn chart two turns after the current one (example: destroyed in Turn One, replaced in Turn Three). At the end of the indicated turn, the EM is replaced on the map at the choice of the player (it must be in supply).

7.0 COMBAT

7.1 General Rules

During the Combat Phase the active player may attack enemy units with his adjacent units.


A unit may only attack once a phase, and an enemy unit may only be attacked once a phase. An attack on an isolated EM, even though the result is automatic, counts as an attack by the unit in question. All adjacent units may combine their strength for an attack.


It is forbidden to attack more than one hex at a time (each hex must be attacked independently).


All the enemy units situated in a hex must be attacked together. Each attack is declared and resolved independently. This is no particular order of attack.


Attacking is never obligatory.

7.2 Combat Resolution

Combat resolution must occur in the following order (which must be strictly adhered to)

1 Calculation of odds Each player adds together his combat factor (attack or defence) the Allied Player may use his tactical aviation. These totals are then reduced to odds of Attack to Defence (rounding in favour of the defender). This final odds is modified by terrain and the type of units engaged. Example: two units of British infantry (4 attack points each) attack a German unit (3 on defence). The odds are 8 to 3, reduced to 2:1.
2 Naval Support The Allied Player may proceed with a naval bombardment.

3 EM Support The active player, then the inactive, applies the support of EMs to alter the column used in combat.

4 Determine Result Finally, the active player throws the dice and reads the results off the “table de combat”.

Note: Odds of less that 1:4 are treated as 1:4 and in excess of 8:1 as 8:1.

7.3 Combat Results

The results given of the “table de combat” give, as a function of dice score and odds, the losses to be suffered by the attacker and defender.


The resulting figure is a combination of step losses and hexes retreated, the player being free to select the number of losses taken and hexes retreated by all the units of the defender. The rules for this are:

· Each step loss is suffered by one unit only,

· Each hex of retreat is applied to all units on defence.

· E signifies that all units are destroyed.

Example: 0/2 indicates a result of no losses for the attacker and 2 for the defender. He may choose between

· Taking two steps losses for a unit

· Taking a loss step from two different units

· Taking a step loss from a unit and retreating all defenders one hex

· Retreating all defenders two hexes.

In all cases, the enemy player is free to choose the units he wishes to suffer the losses (except in specific cases on the “tableau d’effet des terrains”).

Taking losses: When a unit takes its first loss the counter is turned upside down to reveal its reduced values. A unit already flipped over is replaced with a third step counter (if it has one), or destroyed if it only has two steps, or if it is the third step of a unit.

7.4 Retreat after combat

During retreats resulting from a combat result the following rules apply:

· A stack which cannot retreat must suffer losses;

· It is possible to combine the two types of loss. Example, a result of 0/3 may be met with a hex retreated and two step losses. (Trans note: how many more times……)

· A retreat in an EZOC is possible but each unit suffers a step loss.

Over-stacking during a retreat

During a retreat, if the stacking capacity of a hex is exceeded the units involved must continue their retreat to another hex, If this is not possible, the excess stacking points are eliminated at the choice of the player retreating.

Air interdiction

Air interdiction effects German units in retreat in an interdiction zone (see the “tableau de resolution des combats).

Limits to advance after combat

After an assault, the active player may advance a maximum of one hex with the units that participated in the combat. The hex of advance must be that which has been vacated by the retreat or elimination of the enemy. The cost of the terrain and EZOCs do not influence this advance, it is free. The stacking rules do apply.

8.0 SUPPLY

8.1 General Rule
The supply rules cover the ammunition, POL and food needs of a unit. To be in supply a combat unit must be able to trace a line of supply to an EM, which in turn must be supplied from a depot.

8.2 Supply lines
To be in supply, a unit must be able to trace a line of hexes free of EZOCs to a supplied EM or a depot. The length of the line is not limited. A friendly unit in a hex will cancel the effect of an EZOC. A unit which is unable to trace a line of supply is “unsupplied” (“non ravitaillee”).

Supply of EMs

The EMs must themselves be able to trace supply to a depot in the same manner as the unit traces supply to the EM. The length of the line is not limited.


The Allied depots are the landing beaches, the artificial ports and the ports that the Allies control and have been put in working order (and have a Depot marker). The German depots are represented on the map.

8.3 Unsupplied units and EMs

The unsupplied units have their combat values (attack and defence) halved (rounding up). Their movement allowance is halved (but not rounded up), except for non-motorised units which retain their movement allowance. An unsupplied unit may not use strategic movement or attack.


An unsupplied EM may not receive support of give tactical support.

8.4 Checking Supply

The supply status of each unit is checked at the end of each turn. The “non ravitaillee” markers are placed on each EM or unit concerned.


An unsupplied unit or EM loses the status at the end of the following turn if it can trace a viable line of supply at that time.

8.5 Allied Aerial Supply

The Allied player has the capacity of aerial supply of a division (or equivalent). To simulate this in clear or overcast weather all the “non ravitaillee” markers on one division may be removed.

9.0 INTER-ALLIED CO-ORDINATION

The game differentiates between British and American units by limiting their joint use. French troops are considered lickspittles of the yankees. Canadian and Polish troops are considered English.


A supported EM cannot activate units of another nationality, nor give tactical support to another nation. Similarly it is forbidden to combine an attack by British and American troops, this applies equally to naval and air support.


However, no penalty is incurred on the defence if our British Heroes are stacked with the Americans when attacked. But no support may be given (naval, air or EM).


An Allied EM may supply units of both armies.

10.0 ALLIED AIRPOWER

During the air phase of the Allied player, the number of tactical and strategic air counters available for that turn is determined and the their different tasks assigned  (tactical interdiction, strategic, ground support or carpet bombing).


The number of air units available according to type (fighter or bomber) is given in the “table d’aviation alliee”. Each counter may only be used on one mission a turn.

10.0 Tactical Support

During the air phase the tactical air counters which are providing ground support are placed by the Allied player on the EMs of his choice (but respecting nationality). In the Combat Phase (for attack or defence and in phases A or B) the units may intervene in combats within 5 hexes. The air unit adds its own combat value (the figure in brackets) to the total strength for the combat. Tactical support may not be given for attacks on towns or in forests.


Once used in combat the counters are removed from the map.

10.2 Tactical Interdiction

In the air phase the Allied player may place in a “mega-zone” of the map (of which there are four) a unit (and one unit only) of fighters. A counter in the zone doubles the terrain costs of that zone (for the Germans only). The zone edges are shown on the map with a red dotted line. Tactical interdiction does not apply in forests or towns, but does apply to a unit using a road in a forest or town.

10.3 Carpet Bombing

Each bomber unit may be used for carpet bombing once a game (if authorised by the scenario)


During the Air Phase, if the player declares a strategic bombing he places the units on the target hex. The bombardment occurs before land combat in Phase A and as a single attack. The hex must be adjacent to an allied unit. It can be a town or forest hex.


The bombardment attacks each unit present in the hex at 3:2. The dice are thrown for each target unit. Retreat is not possible, the losses must be taken in steps. Unfavourable results for the attacker are disregarded. One does not consider terrain adjustments.


Once the attack is resolved the bomber unit stays on the map, it will be once again available in the next Allied air phase. All units moving through the hex with the bombers add a cost of +2 to reflect the state of the ground and advance after combat into the hex is not allowed.

10.4 Strategic Interdiction
The Allied player may delay the arrival of the German reinforcements on the map. To do this it must place, during the Air Phase, one or two bomber counters on each box of the “table de mouvement strategique allemand”. Each unit attempting to leave these boxes adds one to the interdiction dice per bomber in the box.

11.0 REINFORCEMENTS

11.1 German Reinforcements

During the reinforcement phase the German player receives the reinforcements noted on the reinforcement table. The reinforcements are placed on the “table de mouvement strategique allemand” on their entry phase. In each movement phase thereafter (phases a and B) the German player may try to move each unit one box to the left (to enter the map).


Each box contains an interdiction number (6 or 7) representing the action of the Resistance. For each unit trying to move one box the German player throws one dice. If the result is greater or equal to the interdiction number in the box it occupies the unit is blocked and may not advance for that phase. Allied bombers may modify this dice score.

11.2 Allied Reinforcements

During the Reinforcement Phase the Allied player receives the reinforcements shown on on the Turn record. In the following movement phase the Allied player may land as many PE as his “capacite de debarquement” permits. Each unit landed reduces this capacity by its stacking cost for the rest of the turn. Example: landing an infantry division costs 3PE, reduce the “capacite de debarquement” by three.


Units unable to land are kept on the “reserve strategique Alliee” on the map. These units may enter when the Allied landing capacity so allows (and they may enter in Phase A as if independently activated).


American units may choose to land at Utah or Omaha, British units at Gold, Sword or Juno. The units may also chose to land at any Mulberry or port.

12.0 NAVAL BOMBARDMENT

In each combat phase, on defence as well as attack, the Allied player may make naval bombardments. To do so, he uses the points of cruisers and destroyers which have a range of 3 and 2 hexes respectively (the range is noted on each counter). The hexes are counted as coming from any sea hex except the hexes adjacent to Cherbourg [Trans. Note: Totally muddled here!}.


In order to bombard a hex before land combat, the player uses the number of bombardment points he wishes: for each point spent the US Marine or Royal Navy markers are moved one box to the left.


The player then throws a dice on the “table de bombardment”. The fortifications (beaches and fortified lines) modify the dice score.


A favourable result affects the target hex giving a one-column shift in favour of the Allies in the following combat. In attack the bombardment is made on the attacked hex, in defence on the hex occupied by the Allied defender.


At the end of each turn, the naval markers are reset to the flag boxes.

13.0 REPLACEMENTS

Units which have lost one or more combat steps may recover them up to a maximum of one a turn. To do this they must be in supply, more than two hexes from enemy units, and not have activated (moved or fought) that turn. Units that have been destroyed cannot be reconstructed.


The allied player is not limited in the number of steps he can recover, but each replacement uses up 1 PE of the Allied landing capacity.


The German player has available, per turn, one step of armoured or motorised units and two steps for non-motorised infantry units.

Destroyed Allied Units

The Allied player may reconstruct entirely destroyed units. Reconstruction costs double the PE of the unit from the Allied landing capacity (for example: reconstructing an Armoured Combat Command costs 2 PE, reconstructing an infantry division costs 6 PE). For units with a PE of 0, the cost is 2.


Reconstructed units enter the game as normal reinforcements in Phase B.


Destroyed EMs that reappear two turns after their destruction do not count against the Allied landing capacity.

14.0 LANDING CAPACITY

To use his reinforcements and replacements the Allied Player must calculate landing capacity that is a function of the ports that he occupies.


At the beginning of the game, each beach hex has a landing capacity of 3 PE on the first two turns. This capacity becomes zero on the following turns.


The Allied Player may count artifical ports and ports which he controls to increase his landing capacity. These ports may accept units of any nationality.


To be operational, ports cannot be in a German ZOC and must be functional. The procedure to make a port functional is as follows: once a port is outside a German ZOC and occupied by an Allied unit the corresponding depot marker is placed on the turn chart, following the delays specified for each port (see below). Any enemy unit entering such a hex destroys the depot. All EZOCs halt the process of construction. A port may always be reconstructed with the same delays.

14.1 Mulberry
The Allied player has two artificial ports at the beginning of the campaign with which to supply the landed forces. Once the beaches of St Laurent or of Arromanches are controlled by the Allies and not in German ZOCs, the player places the Mulberry marker on the Turn Chart to enter the game two turns later during the Reinforcements Phase. They are immediately operational.


Each Mulberry augments the landing capacity by 9 PE (a damaged Mulberry by 5 PE only).


Mulberries may be damaged by storms. During the weather phase in each “averse” turn, the player rolls a dice for the Mulberry. A result of 6 damages a Mulberry. A damaged Mulberry is destroyed completely by a further turn of “averse” weather and cannot be reconstructed.

14.2 The Minor ports

These are ports (marked with an anchor on the map) which can be captured, the depot counter corresponding to the port is available as a reinforcement two turns after the capture. They must not be within a German ZOC. The ports of Isigny and Saint-Vaast have a landing capacity of 3PE each.

14.3 Cherbourg

The port of Cherbourg constitutes one of the major objectives of the campaign. The port is considered liberated when its two hexes are free of German ZOCs.


Three turns after its liberation the Cherbourg 9 Depot is operational (9PE of landing); six turns after its liberation, the Cherbourg 18 Depot becomes operational. A German combat unit present in the port during a turn will remove 9 points of capacity from it.

15.0 THE LANDING

Before the first turn of the game, there is a special Turn 0, called D-Day.

It has two phases:

Phase 1 Allied Landing

The airborne divisions are dropped on their respective “drop-zones” (marked DZ on the map). For each unit dropped, a die roll is made (the American paratroops have a +1 on the dice). A result of 1-4 is favourable and the unit has landed on its DZ. On a score of 5, dice again and consult the scatter diagram printed on the map. If a 6 is scored the same procedure is followed but the unit suffers a loss of one step.


If the parachute unit has landed on a German unit the attack is resolved normally, with a modification of one column in favour of the Germans. If the paratroops do not capture the hex they are placed in any adjacent non-enemy occupied hex by the Allied player.


The divisions of the amphibious assault waves land as shown on the map. A maximum of 3 PE may attack a beach. The defence value of the beaches is shown on the map. The units landing may not retreat and take all their losses on the beaches. The Allied navies may bombard the beach hexes to support the assault with the corresponding modifier but no air support may be used. The victorious units must advance onto the beach hex.


The British commandos of the Special Service Brigade (1SSB and 4SSB) may land in any hex between Arromanche and Ouistreham inclusive, and participate in the attack on a beach in excess of the authorised three PE. The two counters of the 79th Armoured may land on any English beach at the choice of the Allied Player.


Any other movement is not permitted.

Phase 2 German reaction

The German Player may activate all units situated within one or two hexes of an Allied unit. All the units are considered as supplied for this phase. Their movement is limited to one hex maximum. Attacks are made normally.


One now moves to the first turn of the game.

SCENARIOS

1. The Drive On Cherbourg

This scenario simulates the battles fought by the american troops landed at Utah Beach to capture Cherbourg. The Scenario starts on 6th June (Turn One), just after the landing (Turn 0 is not played). It ends 4 turns later on 3rd July. The map used is the section west of column xx17 inclusive.

Initial German Placement

German troops are placed following the campaign scenario. All troops to the east of column 17 are ignored. Exception: LXXXIV corps starts the game at Marigny (1218)

Initial American Placement

[as given]

Naval support: none is available

Air: A fighter counter in good weather (“clair”)

German Reinforcements

[as given]

These reinforcements enter following the reinforcements table and progress normally on the “table de mouvement strategique allemand”. Even without Allied bombers the reinforcements may be delayed by the Resistance and must test to advance from box to box.


The Von Schlieben Headquarters appears at Cherbourg if the toewn is isolated from the east or southern map edges.

American Reinforcements

[as given]

Victory Conditions

The American player scores a victory:

· Strategic: if he controls both hexes of Cherbourg at the end of Turn 2 (the historical objective)

· Operational: if he controls both hexes of Cherbourg at the end of Turn 3

· Marginal: if he controls both hexes of Cherbourg at the end of Turn 4 (the historical result)

The German player scores a victory:

· Strategic: if he manages to get a unit into 0617 (Utah beach is destroyed) and retains control of Cherbourg and St-Vaaast-La-Hogue

· Operational: if he controls both hexes of Cherbourg at the end of Turn 4 and two divisions (one of which must be 17SS) are in supply to the south map edge.

· Marginal: if he controls both hexes of Cherbourg at the end of Turn 4

2.0 OPERATION COBRA

This scenario simulates the breakout of the American Third Army under Patton, the fighting for St Lo, and the attempts by Montgomery to break out to the south of Caen (Operation Goodwood).


The game uses the entire map. The game starts at 18th July (turn 7), the weather is clear on the first turn. The game goes through to the end of August (Turn 12)

Initial German Placement

[as given] (note: [-1] indicates a unit that already has suffered a step loss)

Initial Allied Placement

[as given]

Naval air power: as normal

Carpet bombing must occur for the British on Turn 7, and for the American on Turn 8. [Trans. Or do they mean “by”]

German and Allied Reinforcements

As in the Arrival Chart for reinforcements on and after Turn 7

Victory Conditions

Automatic victory for the Allied Player if he exits two divisions (one of which must be armoured) from hex L, two divisions (one of which must be armoured) off the east edge of the map, and he controls Avranches, Alençon, Caen (both hexes) and Lisieux. 

Automatic victory for the German Player if he retains control of Avranches and Caen at the end of Turn 10.


Exiting a division consists of taking off the map three PE of the same division. These units may not re-enter the map.


If no automatic victory is scored, check the objectives at the end of Turn 12.

The allied player scores a victory:

· Strategic: if he controls Avranches, Alençon, and Lisieux and exits two divisions (one of which must be armoured) from the east or south map edges.

· Operational: if he controls if he controls Avranches, Alençon, and Lisieux

· Marginal: if he controls two of these town including Avranches.

The German player scores a victory:

· Strategic: if the Allied player does not control any of the three towns.

· Operational: if he controls two of the towns including Avranches.

· Marginal: if he controls Alençon and Lisieux

3.0 CAMPAIGN

This campaign permits the entire battle of Normandy to be fought.

Initial German Placement

[as given]

Initial Allied Placement

Follow the Arrival Chart

Allied and German Reinforcements 

As on the Arrival Chart

Victory Conditions

Automatic victory for the Allied Player if he exits two divisions (one of which must be armoured) from hex L, two divisions (one of which must be armoured) off the east edge of the map, and he controls Avranches, Alençon, Caen (both hexes), Cherbourg (both hexes) and Lisieux. 

Automatic victory for the German Player if he controls more than half of the landing beaches.

If no automatic victory is scored, check the objectives at the last end.

The allied player scores a victory:

· Strategic: if he controls Avranches, Alençon, Caen (both hexes), Cherbourg (both hexes) and Lisieux and exits two divisions (one of which must be armoured) from the east or south map edges.

· Operational: if he controls if he controls Avranches, Alençon, Caen (both hexes), Cherbourg (both hexes)and Lisieux

· Marginal: if he controls Caen (both hexes), Cherbourg (both hexes) plus two of these town including Avranches.

The German player scores a victory:

· Strategic: if the Allied player does not control any of the three towns noted above.

· Operational: if he controls two of the towns including Avranches.

· Marginal: if he controls Alençon and Lisieux

CHARTS

Tableau des resolutions des combats

Possible Adjustments

Note 1CG = move one column to the left, 1 CD one column to the right.

· Terrain (see table des terrains)

· EM support (the modifier is on the counter 

· Attack by armour and infantry against infantry alone = 1CD. Note the American Combat Commands (CCA, CCB, CCR) include infantry ands benefit from this advantage. However, due to the British army’s poor coordination between tanks and infantry British units may not benefit from this.

· Tanks attacking against infantry alone other than in open terrain = 1CG

· Attack by a unit of 79th Armoured Division: 1 CD (except in open terrain, non cumulative with others).

· Paradrop: 1CG

Losses, special situations

· The first loss from a Flak 88 counter should be from armour if there is any

· A German stack in retreat in a megazone covered by aerial interdiction must dice: 5 or 6, the stack loses one step (choice of units belongs to the German player).

TABLEAU DES TERRAINS (remarks)

Bocage
No penalty leaving an EZOC

Plage
The hex defends with the Garrison shown on the map; -1 for bombarding the garrison. A maximum of three PE may attack a beach from a sea hex.

Marais
Forbidden to mechanised units

Foret
No penalty leaving an EZOC. Tactical air has no effect

Riviere mineure
Take an additional step loss for a mechanised unit retreating across this.

Riviere majeure
ZOCs do not extend across. Take an additional step loss for retreating across this

Ligne fortifiee
-1 on bombardment dice

Ville 
Tactical air has no effect

Agglomeration
Ditto

The effects of terrain are not cumulative (except for rivers). Use the most advantageous terrain for the defender.

Renforts Allies

Allied reinforcements marked with a star (*) arrive in Phase B (normal activation0, the reinforcements without a star arrive in the Offensive Phase.

Renforts Allemands

German reinforcements arrive either directly on the map (12 SS and LXXXVI Corps only) or via the “table de mouvement strategique allemand”. The units marked with a star arrive in the corresponding starred box. Example: 331 ID* (Pas de Calais) signifies that the unit may be placed in the Reinforcement Phase in the Pas de Calais* box.

ERRATA

Route A ou B
Pas de Calais

7
Pas de Calais*

Benelux

7
Benelux*

7

Route C, D ou E
Paris

6
Paris*

7
Sud France

6
Sud France*

7

Route E, F ou G
Le Mans

7
Le Mans*

7
Gascogne

6
Gascogne*

7

Route G, H, I, J, K ou L
Bretagne

6
Bretagne*

7

Some clarifications are necessary following a right royal rollicking from our readers. We haope that the game is now playable and thank everyone for their comments.

The Map

The table de mouvement strategique allemand lacks the interdiction numbers. These are used to simulate the activity of the Resistance in the different regions of France. The corrected table is given above, we note that the figure 7 indicates that unless the Allied player place a bomber unit here, German movement is automatic (only one dice is used).


Two errors in the names of towns: One should have St Mere Eglise and not St Mere l’Eglise as shown, also it is Villers Bocage and not Villiers Bocage.

Counters:

Stacking points (points d’empilement)

The majority of the stacking values are incorrect. These are too long to enumerate, but the following represents the general rules, use the following values:

· Divisions cost 3 points, reduced divisions cost 2 points (and just one step before elimination??)

· Brigades cost 2 points, and reduced brigades cost 1 point. Exceptions: CCA/CCB/CCR of 4th, 5th, 6th, 7th US Armoured divisions and 2nd French Armoured Division have a value of one.

· Regiments, battalions (and their reduced versions) cost 1 point.

Other cock-ups

· The 503 Schwere Panzer Abteilung was equipped with Tigers I and not with King Tigers. The illustration is incorrect

· The heavy battalion of Panzer Lehr (130 Schw Pz) must be corrected as follows: its distinction colour should be pale rose with white writing, its stacking value should be in a red circle.

· The 90th US appears twice with only one step loss, the 80th has been forgotten. Replace a 9 with an 8 on one counter.

· The 2nd Canadian infantry division is a division of infantry only, and the half-track is not representative of anything.

· The 17 Lw.Fel.Div is a division and not a regiment.

· The EM of LVIII Panzer Korps lacks a [+1] 12 [or perhaps the counters itself is missing?]

Rules

2. Detail of the game sequence
2.2 Allocation of Offensive Markers

The bonus used by the German player to determine the number of Offensive Markers is applicable even if only one unit of a panzer division moves on to the map. The bonus is only available once for each division.

3 Terrain

3.2 Terrain Effects

A bridge has no effect on ZOCs. However, it removes the effect of a major river for retreat or advance after combat.


EMs with a movement allowance over six are considered mechanised.

6 EMs and support

6.2 Offensive support

Units of reinforcements are automatically supported. In Phase A these units do not count against the 5 divisions plus 3 independent units already on the map activated by a supported EM.

7.0 Combats

Mechanised infantry are treated as infantry in the CRT.


The units of German flak and the specialised tanks of the British 79th Armoured Division has one combat step

8.0 Supply
8.2 Supply lines

Lines of supply are only broken by major rivers. Bridges permit the lines to cross these rivers. Minor rivers are ignored for these purposes.

15.0 Landings

Landings may only be made over the red arrows shown on the map. Thus, the American units landing at Omaha can only attack hexes 0714 and 0713. An exception, the units of British commandos nay also land at Ouistreham. All the German beach units are fixed and affect the defence of that beach hex. These units only have on combat step and may not attack. In addition, if one of the units must suffer a loss it is eliminated. In this case all the Allied units  in the landing-craft (the sea boxes connected to the beaches) and which joined in the combat may debark on the liberated hex. 

Scenarios

Arrival of Allied Reinforcements

We have made an error introducing the American 45th Infantry Division that was landed in France on 15 August but at Ste Maxime! It should be removed from the order of battle. It can be used for a “what if” scenario. One notes that the same error appeared in the AH game The Longest Error.

Arrival of German Reinforcements

The 130 S.pz represents a unit of heavy tanks (Tiger II and Tiger I) of Panzer Lehr. This unit appears with Panzer Lehr on Turn One at Le Mans

The 17Lw-Fel-Div appears on turn 11 instead of the 16Lw-Fel-Div

The EM of II Fall.Korps enters on Turn One in Bretagne, is is 2 Fall.Div that enters on Turn 9 in Bretagne.

The EM of Von Schlieben appears in the campaig game exactly as in the Cherbourg scenario. It has all the usual features of an EM including being supported for Offensives. It may use its tactical support.

The EM LXXXVI appears on Turn One but in the Golfe of Gascony (??Gascogne *??)

The EM of XVIII Panzer Korps (missing piece) arrives on Turn 7 instead of the LXXXI which arrives on Turn 9 in the Pas de Calais.  

