• Resolve air recon as per chart.

• Partisans may scout (even after attacking German units).
Roll on chart.

• Partisans not scouting that did not attack German units this turn may attempt sabotage by adding up all partisan strength in the area and rolling equal or less than this number on 1d10. Successful attempts add a +1 interdiction marker to the area.
(4)
 ALLIED BROADCAST:

• The allied player broadcasts one of the 15 allied phrases.

• A phrase may not be repeated on a different turn.

• The invasion warning phrase must be broadcast one turn before the planned 1st invasion takes place. This allows unlimited partisan attacks the following turn.

• The partisan trigger phrase may be broadcast on any turn prior to the invasion warning phrase. This allows ONE partisan attack on any following turn.
     GERMAN PLAYER TURN:

(5)
REINFORCEMENTS:

• Reinforcements are placed in any area in Germany (including any D+ units).

• Withdrawn units are placed under the corresponding D+1 marker or on the turn track, as required by the turn schedule.

(6)
MOVEMENT (up to 10 units per turn move) + COMBAT

(a) Army units have up to 4mps overland & unlimited stacking.
• Sea movement between Germany & Norway uses one move per unit.

• Army units may not leave an enemy area to move to another enemy area.

• Army units entering an area solely occupied by enemy units must undertake combat (otherwise combat is not mandatory).

(b) Agents use 1 move to be placed anywhere on the map. Roll for agents infiltrating UK / Eire & N. Africa.

(c) One static unit may use strategic redeployment to move anywhere on the continent (including Denmark) to an area containing either friendly or no units. This is in addition to the 10 limit.

(d) The only withdrawn static unit may also use strategic redeployment only on the turn it comes back. This is in addition to the 10 limit & the above (c) limit.

BODYGUARD – OVERLORD rules précis.

GAME SEQUENCE:


ALLIED PLAYER TURN:

(1) REINFORCEMENTS:

• Roll for each US unit arriving in the UK.

•  Announce any invasions (& whether aborted or not).

(2) MOVEMENT (up to 15 units per turn move) + COMBAT

(a) Army units have up to 4mps overland & unlimited stacking.

• Sea movement from invasion port to continental coast takes 1 full move.

• Sea movement from entry port to either Britain or Belfast takes 1 full move.

• Any port to N.Africa or vice versa takes 1 full move.

• Army units may not leave an enemy area to move to another enemy area (unless by paradrop).
• Army units entering an area solely occupied by enemy units must undertake combat (otherwise combat is not mandatory).

(b) Partisans move only to an adjacent areas, but are not restricted by the presence of enemy units. Partisan stacking limits are:
 1 in any coastal area containing German units; 2 in  any other area; 4 in Norway.
(c) Air units have unlimited range and are kept off the board until used. They may be used for the following operation:

(i) Recon – place aircraft in movement phase & resolve in allied intelligence phase.

(ii) Interdiction – place on an area boundary or river & remove after German movement (adds +1 to German moves over interdicted boundary).

(iii) Air attack – place during movement on top of German army units to be attacked & resolve during allied combat phase.

(iv) Partisan creation (within limits of turn record chart) – move air unit to area & roll on partisan table to resolve.

(v) Airborne drop – use 1 air unit plus 1 para unit together (consumes 2 moves) to:

• Drop into an area up to 3 areas away from any allied occupied area on the continent.

• Drop into a ‘+’ area on a second invasion turn.

• Drop into Norway only if an allied unit is in either Flensburg, Oldenburg or Denmark.

(d) Invasions.

1st INVASION:

• Unit(s) must begin movement on correct invasion port(s).

• Army units may move to a continental coastal area within the limits set by the first (leftmost) invasion number.

• Any ‘+’ sign allows unlimited para drops NOT requiring the use of an air unit.

• Rangers & commandos may ignore any limits imposed by a landing site.

• The allied player must invade with at least 1 non dummy army unit.

• The turn marker is NOT moved after the 1st invasion turn.

• There is no limit to the number of units that may be moved on a 1st invasion turn.

• Mark the area with the 1st invasion counter.

2nd INVASION:

• Unit(s) must begin movement on correct invasion port(s).
• Army units may move to a continental coastal area within the limits set by the first (leftmost) invasion number.

• Any ‘+’ sign allows unlimited para drops BUT requiring the use of an air unit.

• Rangers & commandos may ignore any limits imposed by a landing site.

• The allied player must invade with at least 1 non dummy army unit.

• The turn marker IS moved after the 2nd invasion turn.

• The usual limit is adhered to for the number of units that may be moved on a 2nd invasion turn.
• Mark the area with the 2nd invasion counter.

(e) Continental reinforcement:
• Unit(s) must begin movement on correct invasion port(s).

• Army units may move to a continental coastal area within the limits set by the second (rightmost) invasion number.

• Each unit landed requires a successful weather roll – if unsuccessful then do not move unit from invasion port.
COMBAT (retreated units may not combat).

• Resolve air attacks – 1d10 < number of air committed = 1 randomly chosen German army unit eliminated.

• Resolve partisan attacks as per army combat (partisans are doubled in attack & defence in mountain areas).

• No more than 1 German unit may ever be lost to a partisan attack; however, a +2 interdict marker may be added in the area if such a loss takes place.

• Resolve army combats:

---------------------------------------------------------

3:1 or more

looser eliminates 3 units

2:1 or more

looser eliminates 2 units

More than 1:1

looser eliminates 1 unit

Exactly 1:1

both loose 1 unit

----------------------------------------------------------

• If the active player does not loose any units, he may require the opponent to eliminate any number of additional units, but must match them on a one for one basis from his own units. The opponent may refuse these additional losses by retreating to any single adjacent area that does not contain enemy units & is in supply. These units are marked with a retreat marker. They may not move or participate in combat during their next turn. In addition, the active player may move victorious units into any adjacent areas not occupied by enemy units.

(a) Resolving losses:

   Each player chooses his opponents losses from the face     down units attacked or committed to combat.

(b) Allied continental supply check:

• Units must trace supply to a continental coastal area (always supplied by sea from either GB or N.Africa).

• Allied units may trace supply through any empty area.

• Allied units may trace supply through areas containing enemy units if friendly army units are also present.

• Any unit(s) not able to trace supply as above are eliminated.

• Remove any retreated markers.

(3) 
INTELLIGENCE & SABOTAGE:

• Draw an intelligence card & carry out any actions it may require.

• Allied player may draw 1 intelligence chit for any amount of double agents in play.(Optional play balance rule – allow the allied player to draw up to as many chits as there are double agents in play).

• Static units may not move from partisan interdicted areas or over enemy air interdicted boundaries.
(e) Invasions:
• The German player has unlimited movement during the allied 1st invasion turn and also during the 2nd invasion turn if the 1st invasion is aborted for any reason.

COMBAT (retreated units may not combat).

• Resolve army combats as shown on the allied similar phase.
• Resolve losses as shown on the allied similar phase.


(b) German continental supply check:

• Army units must trace supply to any area in Germany.

• German units may trace supply through any empty area.

• German units may trace supply through areas containing enemy units if friendly army units are also present.

• Any unit(s) not able to trace supply as above are eliminated.

• Remove any retreated markers.

(7) 
INTELLIGENCE & RECON:
• Draw an intelligence card & carry out any actions it may require. Note the following rule changes (for play balance purposes) – the first time the German player draws a card marked with an (*) the allied player reveals only the SEA AREA of the invasion. The next card marked similarly, forces the allied player to reveal the LAND AREA of the invasion.

• Draw a number of intelligence chits as follows:

(i)   For each NON double agent in in GB / Eire & N.Africa, draw 2 chits.
(ii)  Draw 1 chit for any number of other than the above agents in play.

(iii) Draw 1 chit for any number of double agents in play.

• ALL agents may now scout. Resolve using the agent table.

(8)
END OF TURN:

• Move turn marker unless on 1st invasion turn.

• If on 1st invasion turn, conduct another (normal) turn & deploy German D+1 reinforcements. On conclusion of this extra turn, move the turn marker.

Note on limited Intelligence – All units scouted by agents, partisans and aircraft are left face up until they move out of the area they were scouted in.
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ITALY is a bottle
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