OVERLORD  1944
The first days of the Normandy landings.

Overlord -  6th of June 1944 simulates the first ten days of the Allied landings in Normandy, the operation designed to open a second front in Europe.  One of the players controls the German forces, the other the British Commonwealth and US forces.
Note : The system in this game is derived from that used in Ardennes 1944 published in VV 48, and which allows for a game of great fluidity.

A game by Eric TENG

Original system by Nicolas STRATIGOS 

Translated by Angus Clarke – Version 1, 8 August 2004.  All queries, suggestions, complaints etc. about this translation to gusclarke@beeb.net.

i. This is only Version 1.  I have sent a list of minor queries to Eric Teng, and there will no doubt be errata in VV 58, due out soon.  These will be incorporated as and when.

ii. In general, descriptions of the markers have not been given.  Please refer to the magazine for the relevant illustration.

iii. Notwithstanding (i) above, I have incorporated some errata which have already appeared on the French wargames site ‘Strategikon’.  These errata concern inf/armour bonuses, and a bonus for glider borne operations. 

iv. From memory (!) I have made only one alteration on my own initiative. On the Bombardment Table (8.1)  I changed the bottom right entry (L) to a ‘T’, as it seems to me this has just been a simple typo. I have asked Eric Teng for confirmation of this  - see (i) above. 

v. Further errata from Strategikon : Counter errors : KG1/275 & et KG2/275, should have 2 step losses instead of 3. 726 [sic]/709 should have 3 steps instead of 2.  21Pz Panzergrenadier Regts should be 125 and 192.

vi. Further errata from Strategikon : Initial Placements : St Lô 1522 = Caen 1501; S 0119= S 1620; DZV = CA1317

The game uses a 6 sided dice (abbreviated to 1d6).  The abbreviation hex is used for hexagon. All distances are given in hexagons.

0 – General Rules


0.1
Game scales

One game turn represents one day of real time.  One hex on the map represents approximately 3 km.  The unit counters represent regiments, brigades, battalions, Kampfgruppen, divisional HQs (QG) and corps HQs (EM).

0.2
Terrain

The map covers the Cotentin peninsula and the invasion beaches.  A hexagonal grid is printed on the map to regulate Movement (6.0) and Combat (7.0).  The effects of the different types of terrain on movement and combat are listed in the Terrain Effects Table.


0.3
Rounding up

When values are divided by two, the result is rounded up to the nearest whole number.  Ex. : 5 divided by 2 becomes 3.  Values are always added together before being divided.

1 - Units and organisation

1.1 
Units

Each unit possesses the following information : movement factor, degree of motorisation (column to be used for determining movement - infantry, motorised, mechanised), combat value, quality, identification (unit name, corps colour code, NATO symbol), and size (number of strength steps).

Action Points : each unit belongs to one of the following categories : ‘static’ German infantry, (units with a background square of a different colour) have 1 Action Point (AP), other infantry units 2 AP, corps and Div HQs, airborne, commandos, independent artillery and armoured units all have 3 AP.  Combat and movement is organised using these APs. 

Specific Units : Flak units and corps HQs can only defend (combat factor underlined). 


1.2 
Unit losses



Units possess several steps as indicated on their counter.  When a unit suffers its first step loss, a step loss marker is placed under it if it has more than two steps, otherwise it is turned over.  On the second step loss, the step loss marker is removed and the counter is turned over.  On the third step loss, the step loss marker is again placed under the unit. On the last step loss the unit is eliminated.


- units possessing only one step are eliminated on their first step loss : corps HQs, Div HQs and certain battalions.


- each step loss (each strength step lost) equals approximately 3 combat points less.

Note : American infantry regiments have a combat value of 10 points; they should therefore have had 4 steps.  We deliberately chose to limit this number to three to reflect firstly the more rapid wearing out of American troops in combat, and secondly their greater firepower (abundant stocks of ammunition).  Certain German units have a combat factor of 7 and three steps.  A reduced American unit with the same combat factor has 2 steps.




1.3
Corps HQs [EM]

The Corps HQ counters represent the staffs of the various army corps.  All the Corps HQs have 2 APs. The staff counters represent command and supply sources for units.  They have an intrinsic combat value of 1 which they can only use in defence, and one strength step (which does not count for stacking limits).  The reverse side of the counter indicates the HQ has been activated.

Corps HQs can only be destroyed if they are alone in a hex, or if all the units they are stacked with are destroyed.

Note : A destroyed Corps HQ returns the following turn in phase B of the sequence of play, and can be placed by the owning player where he wishes providing the hex is not in an enemy ZOC (see 4) and that it is in supply (see 11).  At the moment of its destruction the air or naval missions attributed to the Corps HQ (c.f.  2.1.A) are returned to the pool.  They are available again the following turn.

Special case of the Cherbourg Corps HQ : this HQ can take over from other Corps HQs in the activation of Out of Command units.  The Cherbourg HQ can activate up to 4 divisions or independent units which are ‘out of command’.  Of course the Cherbourg HQ must be able to trace an LoC to these units.

Example : should the Allied player succeed in cutting off the Cotentin peninsula, those German divisions which find themselves cut off from their original Corps HQ may be activated by the Cherbourg HQ.


1.4
Status

At all times units have a specific status according to circumstances : Normal, Isolated (11.3), Out of Supply [OOS](11.3), Out of Command [OOC] (9.2) Disorganised (3.3), in Prepared Defensive Positions [PDP] (13.1).

The effects of status on a unit’s performance are summarised in the Status Table, and are explained in the corresponding rules. The default status for each unit is ‘normal’.

Statuses are cumulative; a unit can be, for example, isolated, in PDP and Out of Command.  The effects are simply added up.

Example : a unit which is disorganised and OOS no longer has any APs : it has a base of 1 AP for a unit which is OOS, but –1 AP for being disorganised.

1.5
Organisation and Command

Each army corps consists of a staff/HQ (EM) and a certain number of units which are attached to it (divisions or independent units).  A colour code allows quick identification as to which army corps a unit belongs (exception, the Cherbourg HQ, c.f. 1.3).  Units can only be activated by a Corps HQ.

1.6
Divisional HQs (“QG”)

Each division has an HQ, identified on the counter by the letters “QG” followed by the division’s number / name. The unit ID is present in the coloured bar on each unit.  Example : 920/243 represents 920 regiment of the 243rd division.  The counter QG/243 represents the command elements along with the divisional artillery of the 243rd division.

Independent brigades, regiments and battalions are not attached to any Div HQ.  They do not have a unit ID in two parts separated by a /.  These units are attached directly to the Corps HQ of their colour code.

Exception : in addition to their organic regiments each Div HQ can command an independent unit of the same colour code.

1.7
Quality

Each unit possesses a rating for Quality which goes from 1 (worst) to 6 (best).  To carry out certain operations a quality test is sometimes required.  In this case a 1d6 throw is made.  The test is successful if the die roll is less than or equal to the unit’s quality rating.  A higher die roll has no other consequence for the unit than to prohibit the action for which the die roll was made, only for the present phase.  A unit’s quality may be improved by certain events (16), or downgraded by being disorganised (3.3).

2 - Sequence of play



Overlord is played in 10 turns, each turn comprising the following phases.

Note : phases A, B and C of the 6th of June are different.  Refer to chapter 18.1

2.1
Turn Phases



A – Weather and the allocation of air and naval support.

The Allied player rolls a dice, determines the weather, receives the number of air support missions (15.2), naval bombardment missions (always 8 US and 8 UK), as well as the “Div HQ isolated” markers (11.3.2).   The German player in his turn determines the number of isolated Div HQs.

Air and naval missions are allocated to the different Allied army corps on the Player Aid.  The ‘Carpet Bombing’ [Tapis de Bombes] markers already on the Player Aid are moved into the ‘available’ box. (c.f. 2.1) 

B – Supply and Command phase

Both players check their Lines of Supply [LoS] (see 11) and of Command [LoC] (see 9) of all their units.  Units which are OOS are given the corresponding markers.  Each player then places the supplementary ‘isolated’ markers on the Div HQ of his choice.  Those units belonging to the selected divisions will be isolated for this turn.  If an ‘isolated’ marker is placed upon a Div HQ which is already isolated, the HQ becomes OOS.  The corresponding effects are applied (11.3.2).  All other HQs and independent artillery units which are in supply are then turned over to their unactivated side.

C – Determination of Initiative

Each player rolls a 1d6 and adds to it the number of ‘isolated’ markers his opponent has.  The higher score wins the initiative.  In the case of an equal score, the dice is rethrown.

Note : the initiative on the 6th of June is always with the Allied player.

D – Operations Phase

- First player activation phase : the player with the initiative activates any or all of the units belonging to the same Corps HQ (including reinforcements due this turn (see 17).  These units may then spend their action points (AP), according to the rules of activation (see 3).  They can move, take up defensive positions and/or fight.

He then tries to activate those units which are OOC from their Corps HQ.  As soon as an attempt at activation fails, the Corps HQ is turned over to its activated side, and the game moves to the activation phase of the second player.

The player may also decide to pass, and not to activate any units.

Stacking limits are checked and corrected as necessary (see 5).

- Second player activation phase : the second player does the same with units of his choice.  Stacking limits are checked and corrected as required (see 5).

The players alternate the activation of their units in this way until :

- there are no more Corps HQs to activate

- both players pass one after the other

- the game turn finishes (see F below)

E – Adminstrative Phase

- Corps HQ markers are turned over

- victory conditions are checked

- the Turn Marker is advanced one box.

F – End of Turn

The Game Turn can end prematurely in the following case:

- if both players pass their activation phase successively.  One player may decide to pass his activation phase by not activating any of his units.  If the second player follows on by doing the same, the Game Turn ends automatically.

2.2
End of the Game

The game finishes either at the end of the 10th turn, or as soon as one of the conditions of automatic victory has been fulfilled. (c.f victory conditions for each scenario - 18)

3 – Activation

3.1
General

In order to move and fight, a unit must be activated.  The activation of a unit is done by the owning player during the Operations Phase, following on from the activation of that unit’s Corps HQ.  Each Corps HQ can only be activated once per game turn.  Those units commanded by the Corps HQ are activated automatically (see 9.1),  units which are OOC have to pass a quality test (see 1.7).

At the end of its activation the Corps HQ is turned over to its activated side.  If the Corps HQ is destroyed, all its subordinate units are considered to be OOC.

3.2
Activation Mechanism

The mechanism for activating units is relatively flexible, and allows players to carry out different combinations of movement and combat.

3.2.1
Actions

The Actions undertaken by a unit (movement, combat etc) during its Activation cost APs, which are deducted from its current potential, established according to its Category (1.1) and its Status (1.4).

A unit may choose a given Action dependant on the APs available to it.

A unit is not obliged to use all its APs during its Activation, but any unused APs are lost, and may not be saved for a later Activation Phase. (exception : c.f. 18.1, C.1)

The possible Actions are :

- Movement (costs 1 AP).  The unit or the stack can move the full extent of its movement allowance, depending on its movement rating, and paying the terrain costs according to unit type and status.

- Beach landing  (costs 1 AP).  Allied units arriving as reinforcements on a beach hex.

- Normal Attack (costs 1 AP).  The unit or the stack can any unit in its ZoC.

- Recovery from disorganisation (costs 1 AP per level of disorganisation).  A recovery from disorganisation (3.3.2) must be done as the first Action of the first Activation Phase of a disorganised unit.

- Prepared Attack (costs 2 AP).  The unit or the stack may attack any unit in its ZoC  with bonuses and with the possibility of a combined attack with adjacent units.

- Amphibious Assault (costs 2 AP, c.f. 7.3.3).

- Parachute / Glider landing (costs 1 AP).

- Airborne Assault ((costs 1 AP, c.f. 7.3.4).

- Taking up a PDP (costs 1 AP).  (See 13).

- Leaving a PDP (free) (See 13).

3.2.2
Freedom to combine Actions

During activation the player may move all or some of his activated units, attack with one or more of these units, then manoeuvre other activated units and engage them in combat in any possible combination, paying attention to the following rules :

- entering an enemy ZoC stops movement and the unit must engage in combat before the end of the Activation Phase of that formation (see 4.3).  The presence of a friendly unit does not cancel the effect of the enemy ZoC in this case.

- a unit can fight more than once per turn

- an enemy unit may be attacked more than once per turn.

3.2.3
Order of Actions



Each activated unit undertakes Actions individually or as part of a stack (see 5), in the desired order.  However no unit in a stack may expend more than its limit of APs.  Units with APs remaining may continue their activation, even if others in the stack have to stop.

A unit or a stack may expend some of its APs, then wait until another stack expends some of its APs, before resuming in turn : the only restrictions are the rules on ZoC, the requirement to attack and the number of APs available to the unit.

Markers for the number of APs left (1 AP, 2 APs) are provided to note the remaining APs of the different units within a formation.

3.3
Disorganisation




A unit which receives an unfavourable combat result may be disorganised on one of two different levels : D1 or D2.

Any unit which suffers a step loss or which retreats is disorganised. (7.7.1).  A retreat of several hexes, or the taking of a step loss results in level 1 Disorganisation, the loss of two or more steps results in level 2 Disorganisation.

A unit which is already in level 1 (D1), and which receives another level of disorganisation passes to level 2 (D2).  A D2 unit which receives another level of disorganisation remains at D2.  D2 is the maximum level of disorganisation.

3.3.1
Effects of Disorganisation

The unit loses 1 AP and sees its quality diminished by one point per level of disorganisation.  The result is applied immediately, and the unit’s remaining stock of APs is reduced accordingly.  A unit which no longer has enough APs (for example as the result of a bombardment) to carry out a movement or an attack will thus find itself pinned.

3.3.2
Recovery from Disorganisation

To recover from disorganisation, the Corps HQ or unit must spend 1 AP per level of disorganisation at the moment of its first activation in a turn.  A unit which no longer has any APs may nonetheless recover a minimum of one level of disorganisation per turn.

If the unit is adjacent to an enemy unit, the expenditure of a second AP to recover a second level of disorganisation is only possible after a test of its quality.  Example : a unit from the British 6 AB Div with an initial quality rating of 5, is D2 and adjacent to an enemy unit.  It has to roll a 1d6 of 4 or less to be able to remove its D2 marker and to expend 2 APs.

4 – Zones of Control  (ZoC)

4.1
General

A unit’s ZoC affects movement and combat of enemy units. 

Most units exert a ZoC in their own hex and the six adjacent hexes, except across a river, even one spanned by a bridge. 

HQ units (corps and div) exert a ZoC only in their own hex which cannot be entered. 

4.2
ZoC Effects

- A unit which enters an enemy ZoC must stop its movement.  It then has to carry out an attack before the end of the formation’s Activation Phase, and pay the necessary APs.  If it does not have enough APs remaining to carry out the attack it may not enter the ZoC, unless the ZoC in question is in a town, bocage, village, or forest, fortified line or fort (see 4.3).

- A unit which starts its movement in an enemy ZoC may disengage from the ZoC by paying +1 MP.

- A unit may go directly from one enemy ZoC to another enemy ZoC by paying + 2 MP (do not count the +1 MP to leave the original ZoC in this case), if the second ZoC is not exerted by the same unit.

- A unit may not go directly from one ZoC to another ZoC exerted by the same unit (exceptions : 6.3 infiltration and 7.8 breakthrough).

- The presence of a friendly unit in an enemy ZoC negates it for retreat (see 7.7) and supply (see 11.1).  The ZoC is still in force for the other cases (stopping of movement, and compulsory attack).

- The  presence of a friendly ZoC does not negate the effect of an enemy ZoC.

4.3
ZoCs and Combat

- Combat is compulsory for a unit which, during its activation, finishes its movement in an enemy ZoC (see 3.4.2 and 4.2).

Exception :  a unit in a town, bocage, village, forest or PDP, fortified line or fort (see 12) does not have to fight those units which exert a ZoC on it.

- A unit which enters an enemy ZoC as a result of an advance after combat does not have to fight.

- A unit which starts its Activation Phase adjacent to an enemy unit exerting a ZoC on it is not  obliged to fight.   It may remain in position, disengage or recover from disorganisation.

- A unit, or a stack which retreat into an enemy ZoC following a combat result sustains one step loss for every hex of enemy ZoC crossed (see 7.7), unless there is a friendly unit present in the hex.

5 – Stacking

The maximum stacking allowed in a hex is 6 strength steps (or stacking points)

The stacking limit takes effect on the completion of a unit’s movement.  During each movement phase friendly units may move through each other without penalty.  Units which surpass the stacking limits at the end of the movement phase are eliminated at the owning player’s choice.  The various markers used in the game do not count for stacking purposes.

Important :  It is the actual size of a unit that counts for stacking purposes, and not its theoretical size.  Example : a unit with 4 strength steps which has suffered 2 step losses only counts as 2 steps for stacking purposes.

Reminder : Div HQs have one strength step, and therefore count as one stacking point.  Corps HQs do not count for stacking purposes.

6 – Movement

6.1 General

During a movement action a unit may move some or all of its movement potential, spending the movement points (MP) required for each type of terrain crossed.

Infantry units have a movement potential of 4 MPs per movement action, armoured/mechanised or special (commandos) 6 MPs and motorised units 8 MPs.

A unit is not obliged to spend all of its MPs during its movement action, but any MPs not used are lost for this movement action.

A unit which wishes to spend several consecutive movement actions may total the MPs of these actions.

Example : an armoured unit which spends one movement action and covers 5 hexes of clear terrain (5 MPs), then a hex of bocage (2 MPs)  can spend a second movement action in order to pay the missing MP, and then continue its movement with the remaining 5 MPs.

6.2 Terrain Effects

The effects of terrain upon movement and combat are given in the Terrain Effects Chart (TEC).

· Rivers : The cost of crossing a river (with or without a bridge) does not include the cost of entering the hex on the other side of the river.

· Roads : These negate terrain costs only when crossing a river, or when the movement is carried out along the road.

· Height Differences : The map for Overlord 1944  depicts terrain contours. These contours allow players to visualise the height differences between two hexes.  The height of  a hex is defined by the colour of the centre of the hex. Centre points have been superimposed on the map for greater clarity.  A difference in height may confer an advantage or a penalty depending on the relative positions of the attacker and the defender.  In particular, the presence of a crest (a hex edge higher than the highest point of the neighbouring hexes), or of a thalweg (hex edge lower than the lowest point of the neighbouring hexes) give an advantage to the defender (Terrain Effects 0.2)

Note : Movement is not affected by differences in height.

6.3 Infiltration by Special Units

Paratroop and commando units from both sides may carry out an infiltration manoeuvre during their movement phase if they are successful in passing a quality check made beforehand (1.7).

An infiltration manoeuvre, declared by the active player at the moment of entering the hex, allows the unit to ignore an enemy ZoC (one only) in that hex.  The hex is then treated as clear of ZoC.

7 – Combat

Combat takes place during an Attack Action carried out during the Activation Phase.  The units carrying out the attack are called the ‘Attackers’, and the units in the target hex/hexes, the ‘Defenders’.

7.1 General

A unit can attack any unit containing an adjacent enemy unit (the ‘target hex’), choosing from the different Attack Actions allowed (7.3).

- Combat is compulsory the moment a unit or a stack (5.0) enters an enemy ZoC (4.2 and 4.3).

- the number of stacked units which may attack from the same hex may not exceed the stacking limits (5.0).

- a unit may attack any adjacent unit;

- a unit must attack at least one hex containing a unit or stack which is exerting a ZoC on it, but it does not have to attack every hex exerting a ZoC on it.

- an enemy unit can be attacked by all the friendly units which may be adjacent to it.

Note : artillery units which are attacking either through support fire or through bombardment have to spend the APs required for the selected form of attack.

7.2 Multiple Attacks

All enemy units in a single hex must be attacked together, and all have to take part in the defence of the hex.  Their defence value is the sum of their combat points.

Different attacking units from the same hex (ie the same stack) may attack different enemy hexes.

If a unit or a stack of attacking units is adjacent to several hexes containing enemy units, it may attack them all simultaneously.  A unit or a stack of units may therefore attack several hexes.

A unit’s combat value may not be divided between several combats.

7.3 Attack Actions

The different types of attack are explained below, and summarised in Table 7.3

7.3.1  Normal Attack

The unit or stack expends 1 AP to engage in combat with a target hex.  Important : a Normal Attack may only be launched from one hex.  (To attack from several hexes a prepared attack must be launched.)

The unit or stack may move and/or fight again after its first attack, if it has enough APs remaining.

7.3.2 Prepared Attack

The unit or stack expends 2 APs to engage in combat with a target hex.  The active player notes the APs expended and may then activate other units or stacks according to their available APs (3.2.1) so as to attack the same target hex.  He then notes the APs spent by these new attacking units in moving into position and in declaring the Prepared Attack.  Only this type of attack may take advantage of the air or sea strikes available on the Player Aid.

Important : a Prepared Attack may therefore be launched from several hexes at once.

Units may re-engage in combat with any units adjacent to them subsequent to advance after combat (see 7.7.2) or move, if they have any remaining APs.

7.3.3 Amphibious Assault

A maximum of 4 steps may take part in an assault on a beach hex, and must expend 2 APs.  Additional units which are not taking part in the assault only spend 1 PA to land if the beach is clear.  All the units in the stack (whether taking part in the assault or not) undergo the results of the combat.  Otherwise an Amphibious Assault is treated as a Normal Attack.

7.3.4 Airborne Assault

This assault takes place when an airborne unit lands on a hex occupied by the enemy.  This attack costs 1 AP with an adjustment of –1 col.  The attack is resolved after the landing and any losses occasioned by that have been determined (c.f Landing Table [Table de Saut] 18.1).  In the event of an unfavourable combat result, the airborne unit retreats towards its initial DZ.

7.4 Modifiers

The modifiers are cumulative and are given in Table 7.4.

7.5 Combat Resolution

Combat takes place as follows :

- The attacker declares the type of attack he is carrying out, and against which hex.

- The attacker and the defender carry out any bombardments

- The attacker adds up those combat points engaged after modifications, including any artillery support points which were not used in bombardment.

- The defender does the same.

- The ratio between the attacker’s and the defender’s points is calculated to give a simplified force ratio.  This force ratio is always rounded to the nearest whole number, and not in favour of the defender!  (Example : 1.49 against 1 equals 1 against 1 ; 1.5 against 1 equals 2 against 1.)

- Column modifiers are then applied to obtain the final strength ratio column.

- The attacker consults the Combat Results Table (CRT), indexing the strength ratio column with the modified 1d6 roll, to obtain the combat result.

7.6 Combat Results

The results are given in the form of figures which can affect both the attacker and the defender.  These figures indicate the number of steps which the force must lose and/or the number of hexes to retreat.

The owning player decides to allocate the step losses among the stack as he sees fit (note that the unit whose quality rating was used as the modifier must take the first loss) and the number of retreat hexes, always starting with the losses (compulsory or not) and then the optional retreats.  The defender allocates his losses first, and then the attacker. (note that in the case of a Prepared Attack the attacker must always suffer one loss in the event of an unfavourable result.  The results in bold type indicate the compulsory loss of at least one step by either the defender or the attacker before any retreat is possible, no matter the type of attack.

Units may become disorganised following a retreat or the taking of step losses (c.f. 3.3).  If armoured or mechanised units are present on either side then the first step loss or the second, (in the event that the unit which contributed its quality rating was not one of these) must be taken by an armoured or a mechanised unit.  

7.7 Retreat and Advance after Combat

These movements do not cost any APs.

7.7.1
Retreat

The owning player may decide to retreat instead of losing combat steps.  The stack retreats as many hexes as the number of step losses which were to be taken.  Any unit which retreats incurs one level of disorganisation.

A unit or stack which retreats may not enter a hex occupied by an enemy unit.  It/they may not retreat into a hex which is impassable for the unit type (for example an un-bridged river is impassable to  armoured units).

As far as possible units must retreat following the list of priorities :

- towards a hex outwith an enemy ZoC;

- in the general direction of the friendly board edge;

- towards the hex the furthest away from an enemy unit;

- choosing the least expensive terrain in terms of MPs.

A unit or stack may retreat into an enemy ZoC, losing one step from the entire stack for each hex with an enemy ZoC crossed, unless the hex is occupied by a friendly unit.

A unit cannot retreat into a hex in violation of the stacking rules.  In this case it must take the combat result in step losses.

Units from a retreating stack may retreat into different hexes as long as they all retreat the same number of hexes.

A unit which retreats into a hex with another friendly unit may participate in combat if the latter is attacked the same turn ( with half of its combat value ) and may be allocated step losses (at the player’s choice) and must undergo any compulsory retreats.

A unit which has to retreat off the map is eliminated.   

Note : the sea is impassable to all units.

7.7.2 Advance

When a unit or a stack retreats or is destroyed, it leaves the hex in which it was located vacant, as well as a retreat path whose length will vary according to the number of hexes retreated.

At least one of the victorious units which took part in the combat must enter the vacated hex and advance along the defeated unit’s retreat path, paying consideration to terrain restrictions (for example an un-bridged river is impassable to  armoured units).

Exception : armoured and mechanised units do not have to follow the retreat path beyond the first hex.  However they may not advance any further than the number of   hexes retreated by the enemy unit.

This movement stops upon entering an enemy ZoC, with the exception of the initial vacant hex.

This movement also stops after crossing a river, even if the enemy has retreated further.

Advance after combat is compulsory for at least one attacking unit.

In the event of a shared result the attacker must convert all of his adverse result into step losses if he wishes to advance after combat or remain in position.  Only the attacker may advance after combat.

Example : The result 1/2 indicates that the defender must : lose 2 steps and remain in position or lose 1 step and retreat all his units 1 hex or retreat all his units 2 hexes.  The attacker must retreat 1 hex or lose one step.  If he chooses the second option he may then advance into the hex left vacant by the defender if he has retreated.  If the defender retreats 3 hexes the attacker may follow the defender along his retreat path as long as an enemy ZoC does not prevent him from entering the third hex left vacant by the retreat  (exception : breakthrough, see 7.8, or infiltration 6.4).  If the result is 1/2 the defender must take one step loss before deciding whether to take another step loss or to retreat one hex.

Restrictions on Advancing

- if an enemy unit is eliminated before fulfilling all the requirements of the CRT, the attacker may convert the remaining requirements into hexes of advance.

Example : a result of -/3 eliminates a unit which had only one step.  In this case the attacker may advance 2 hexes.

- Disorganised units may advance after combat as normal.

7.8
Breakthrough



If the attacker’s result is printed in bold on the CRT, there has been a ‘breakthrough’ in the enemy’s front line.  A Breakthrough marker [Percée] is placed on the hex previously occupied by the retreated or eliminated enemy unit.  This marker nullifies all enemy ZoCs in the hex it occupies and in the 6 adjacent hexes (it does not nullify the ZoC a unit exerts within its own hex).  Units advancing after combat and friendly units activated in the same operations phase may therefore pass through the Breakthrough hex, or the 6 adjacent hexes without being stopped by enemy ZoCs.

The Breakthrough marker is removed at the end of the operations phase in which it was placed.

7.9
German Counterattack

The German Army’s command and its tactical doctrine laid down local counter attacks in order to regain immediately any ground lost to the enemy.  Therefore it is possible for the German player to attack one or several Allied hexes which took part in an attack, when the CRT allows it (result on the CRT marked by an asterisk).  A counterattack is not compulsory, but once the German player has decided upon it, he must carry it out.  The German stack which was attacked, as well as any German unit within a radius of 3 hexes of the attacked unit may be activated ‘for free’ (ie without expending any APs) and take part in the counter attack.  The defending German stack is automatically activated, the other units must pass a quality check.  Only the artillery which took part in the defence may take part in the counterattack.  The results are applied as normal, except that there can be no breakthrough.

Note : The German counterattack is only possible if there is at least one Allied unit remaining on the map which took part in the attack.

8 – Artillery / Bombardment 

A Div HQ, a naval bombardment marker, an aerial bombardment marker or an independent artillery unit may support an attack or help in the defence of a stack.  Each Div HQ or artillery unit has a range expressed in hexagons, hex of the firing unit excluded, target hex included.  Naval bombardment may be carried out up to 3 hexes,  or up to 6 hexes maximum, from a sea hex (c.f. 8.1.2).  Aerial bombardment takes place in the hex where the marker is placed.

Artillery units have two sides, one side with the unit’s full potential, the other with a reduced potential.

An artillery unit may : 

- for a Prepared Attack use its full potential once per turn.  In that event, it is turned over once it has fired.

- for an attack which is not prepared, or in defence, it may use its reduced value (therefore several times per turn).

The markers for naval or air support do not have a reduced value, and therefore may only be used once per turn.

8.1 Bombardment

8.1.1
Artillery Bombardment

One or more units which have a bombardment capacity (value between square or round brackets) may, during any combat during a friendly or enemy phase, bombard a hex in defence, or one of the hexes being attacked.  The player totals the artillery points allocated to the bombardment, and rolls a die.  The result indicated on Table 8.1 is applied immediately before the force ratios for the attack are calculated.

8.1.2 Naval or Air Bombardment


Naval Bombardment may have one of two ranges – 3 or 6 hexes.  The range is calculated from any sea hex, the hex itself not being included.  Aerial Bombardments may be carried out on any hex on the map without restriction.  In both cases the target hex must be adjacent to a friendly unit (considered to be target spotting), whether in defence or attack (exception : interdiction bombardment, 15.3.2).  In the case of defensive supporting fire, the bombardment may be carried out on any adjacent hex to the defending unit.  When supporting an attack, the bombardment must be carried out on the defending hex.

Only the ‘air strike’ or ‘naval bombardment’ markers which are in the relevant Corps HQ box of the Allied player aid may be used by that Corps HQ for attack or defence.

Note : An aerial bombardment may not be combined with any other type of bombardment.  Naval bombardment may be combined with an artillery bombardment.

8.2
Support Fire

Artillery units which have their bombardment value in brackets may take part in a combat by adding their bombardment value to the attacker’s or the defender’s total, depending on the case.

- Supporting Fire in the attack

In order to take part in an attack, the artillery unit must be within range or in contact with the targeted unit, and it must be activated.  Its bombardment value is added to the attacker’s total.

An artillery unit firing from a distance never suffers an unfavourable combat result.

The range is measured from the artillery unit to the unit being attacked.

- Supporting Fire in defence

An artillery unit which is not in an enemy ZoC may take part in a defensive combat to support a unit being attacked by adding its bombardment value to the defender’s total.

The defending unit must be in range of the artillery unit concerned.

An artillery unit giving defensive fire support and which is not in contact cannot suffer any unfavourable results on the CRT.

8.3
Restrictions in use

· Artillery in contact

An artillery unit which is in an enemy ZoC suffers the following penalties :

- it may not use its bombardment value to support a friendly unit in defence.

- if it engages in combat while in contact it divides its bombardment value by 2 for combat or bombardment.

Note : Nebelwerfer units have a combat value of 1 when in contact with the enemy.

- it suffers unfavourable results from the CRT.

· Divisional Integrity

Div HQs may only bombard enemy units which are adjacent to a unit from their own division.  Independent artillery units may carry out fire missions for any unit from their own corps.

· Naval and Air Bombardment

The bombardment markers are allocated at the start of each turn to the various army corps using the player aid ‘allocation of air and naval strike missions’ [affectation des missions aériennes et navales].  The markers can only be allocated to Corps HQs of the same nationality.

An aerial bombardment cannot be combined with any other kind of bombardment.

A maximum of two markers (either naval or air) may be allocated per bombardment.  The bombardments are carried out once the Corps HQ concerned has been activated.

9 – Command

9.1
 Command Radius

Each Corps HQ has a command radius specific to each nationality (see Doctrine 10.2 and 10.3) (hex of the Corps HQ excluded, hex of the unit / Div HQ concerned included).

In order to be in command, a unit must be able to trace a Line of Command (LoC) towards its Corps HQ.  An independent unit must trace an LoC directly to its Corps HQ or to a Div HQ belonging to the same corps (one unit per Div HQ).  A unit which depends on a Div HQ must be able to trace a LoC to its Div HQ, and the Div HQ must in its turn be able to trace a LoC to its Corps HQ.  This LoC may cross all kinds of terrain or EZoCs, but may not cross a hex occupied by an enemy unit.

At the beginning of each turn the players check the command status of all their units.  A unit which cannot trace a LoC to its Corps HQ or its Div HQ at the beginning of the turn receives an OOC [ Non commandée] marker.

9.2 Consequences of being OOC

A unit which is out of command (OOC) cannot be activated automatically during the activation of an army corps, but can only be activated after a quality check.  A Div HQ out of range of its Corps HQ  can try to activate those of its subordinate units which are within its command radius by undergoing a quality check (c.f. 1.6).  The Div HQ can then command its subordinate units as normal.  Those units which cannot trace a LoC to their Div HQ may in their turn try a quality check.

10 - Doctrine

10.1
General

The doctrines of the various combatants are reflected in certain changes to the rules.

10.2
Allies

Command radius from Corps HQ to Div HQ : 15 hexes

Command radius from Div HQ to divisional unit or non-divisional unit of the same corps : 4 hexes.

10.3 Germans

Command radius from Corps HQ to Div HQ : 10 hexes

Command radius from Div HQ to divisional unit or non-divisional unit of the same corps : 4 hexes.

10.4
Units OOC

Units or Div HQs which are out of command have to take a quality check in order to be activated.  If the test is passed, the unit is activated normally, if it fails the test the current operations phase is ended, and the opposing player starts an activation phase. 

11 – Supply

The proper supply of units on the map depends on two kinds of factors : 

- general factors (the weather, interdiction)

- those specific to each unit  (Line of Supply; LoS)

11.1
General Factors

Allied interdiction and the weather influence the proper supply of units on the map.

During Phase A of each turn (except Turn 1 c.f. 18.1) the players determine how many ‘isolated’ markers they receive with the aid of the Supply Tables (11.3.2)

During Phase B these ‘isolated’ markers are placed on Div HQs and if necessary on Allied artillery groups (US Arty Group 142, 187, 188, 190, 406; UK 4th 
AGRA and 9th AGRA).  The choice is up to the player of each side (these units may be units unable to trace a LoS, see below).

Note : The Allied artillery groups represent around a hundred guns each and are therefore difficult to keep supplied.

11.2 Line of Supply

During Phase B and after the consideration of general supply factors, the Lines of Supply are checked.

To be in supply each Div HQ must be able to trace a Line of Supply (LoS) towards a Corps HQ which must be in supply itself.  For those units belonging to a division with a Div HQ their LoS must pass through the Div HQ.

An LoS can cross any type of terrain but may not pass through a hex occupied by an enemy unit or through an EzoC, unless that hex is controlled by a friendly unit, or an impassable hex such as a river without a bridge.

There is no limit to the length of the LoS.

- to be in supply a Corps HQ must be able to trace an LoS towards a road no more than 1 hex away, the road itself being connected to a friendly hex or map edge, without limit of distance.

- friendly German map edges : the south-west and east map edges, as well as the Cherbourg port hexes.

- friendly Allied map edges : the beach hexes and captured port hexes.

The friendly hex / map edge must be outwith the control of the enemy or EZoCs.

11.3        Consequences

11.3.1
Isolated

In the case where a unit, a Div HQ or a Corps HQ cannot trace a LoS at the beginning of a turn, the unit receives an isolated marker.  The consequences are as follows :

- an armoured or mechanised unit or a Corps HQ now has only 2 APs available.

- all units can attack normally, but may not undertake a prepared attack.

- units defend normally

- an isolated Div HQ is not turned over to its full value face during the Supply Phase.  Units subordinate to an ‘isolated’ Div HQ are considered to be ‘isolated’ in their turn.

11.3.2 Out of Supply

An ‘isolated’ unit, Div HQ or Corps HQ which cannot trace an LoS at the beginning of the turn receives an ‘out of supply’ marker.  The consequences are as follows :

- An armoured, mechanised or infantry unit or a Corps HQ now has only 1 AP available.

- All units attack with half their combat value, and cannot launch a prepared attack.

- Units defend with half their combat value.

- An unsupplied Div HQ is not turned onto its full potential face during the Supply Phase. Units subordinate to an OOS Div HQ are considered to be OOS in their turn.

12 – ‘Fog of War’

In order to limit player knowledge of the position and strength of enemy units the following rules are used.

12.1
Stack Inspection 

It is only possible to examine the units in an enemy stack under the following conditions :

- the stack is engaged in combat by friendly units (at the moment of declaring the type of attack).

- if a friendly unit is exerting a ZoC into the stack.

12.2 Stacking Order

The player may organise his stacks in any way he desires, for example by putting the weakest unit on top in order to conceal more powerful units.

Note : the players may decide by common accord to use the game markers (OOS, APs, Disorganised etc) to hide the top unit in a stack.


13 – Defence Works

13.1

General

Any unit may adopt a defensive posture and install itself in a Prepared Defensive Position (PDP). at any moment during its activation.  To do this it must spend 1 AP, and not be in an EzoC.  

A PDP cannot be passed from one unit to another.  If a stack of units wishes to place itself in a PDP, each unit in the stack must pay the required cost in APs.  If some units in a hex are in a PDP and others are not, the PDP bonus does not apply for combat.  Moving from PDP to a normal posture (ie able to move again during a new activation) is free.

13.3

Effects

The effects of a PDP are as follows :

- the unit or stack benefit from a combat modifier (see TRC)

- a unit in a PDP does not have to attack enemy units which are exerting a ZoC onto it.

13.3

StP & WN (Stützpünkte & Widerstandsneste)

These German counters represent fortified ‘strong-points’ and ‘resistance nests’ spread along the Atlantic Wall.  They have a variable combat value, from 1-6, and are static.  Their quality rating is 3.  They have no stacking value, but are all considered as having one step.  They exert a ZoC, but cannot attack (defence value only).  When attacking a a StP or Wn terrain effects are ignored, apart from height differences, or the presence of a crest or thalweg on a hex border.  StP and Wn apply their bonuses to any friendly stack present in the hex.

In a free set up (see scenarios) a single StP or Wn may be placed per hex.  They may be placed on any unfortified hex at a maximum of three hexes from the sea (sea hex not included).

13.4

Forts and Fortified Line

Contrary to the StP and Wn, fortified lines and forts do not have any intrinsic combat value.  They give a combat bonus to the German units (and only German units) which are in them (c.f. Terrain Effects Table, 0.2)

14 – Bridges and River Crossing

14.1

General

The cost to cross a bridge is indicated in the Terrain Effects Table.  The rivers downstream from Caen are considered impassable (hexes Ca1114, Ca1215, Ca1315).

Note : The higher crossing costs for the Germans represents the greater use of artificial bridging by the Allies.  In addition German armour was appreciably heavier than the Allied armour and crossing bridges was often problematical.

14.2

Bridge Building / Demolition

A Div HQ or a Corps HQ may try to destroy a bridge during its activation by expending 1 AP.  Each Corps HQ or Div HQ may destroy as many bridges as there are  in their command radius.  The Corps HQ, Div HQ or in command infantry unit (of the same corps or division) must be adjacent to the bridge.  The bridge is destroyed if the unit passes a quality check.  An adjustment of –1 to the die roll is made for each adjacent hex occupied by the enemy.

Any Allied Corps HQ may attempt to replace a demolished bridge.  To do this it must expend 3 APs and have an in-command unit adjacent to the hex side of the destroyed bridge.  The bridge must not be adjacent to an enemy unit.  The unit undergoes a quality check, if the test is successful the destroyed bridge marker is removed.


15 – Aviation

15.1

General

The Allied player has a certain number of air strikes, determined by the weather.  The air strikes can be used for bombardment (c.f. 8.1.2) or for interdiction (15.2).

The number of air strikes available each turn is determined by rolling 1d6 and consulting the corresponding table.  Table (15.2).  There are two different kinds of markers : fighters and medium/light bombers (see counter).

15.2

Interdiction

During the first phase of each turn (2.1) the Allied player determines how many air markers he will allocate to interdiction.  There are two kinds of interdiction : supply interdiction and movement interdiction.  Markers for movement interdiction are placed directly on the map, those for supply interdiction are placed in the relevant box on the player aid.

15.3.1
Supply Interdiction

The number of interdiction points is totalled and the dice is rolled.  The result on the Supply Table [table de ravitaillement] (table 11.3.2) gives the number of ‘isolated’ markers the German player must place on the map during the Supply Phase.

15.3.2 Movement Interdiction

The Allied player places the air strike markers on the hexes he wishes to interdict movement in.  No more than 8 air markers may be allocated to movement interdiction.

Effect : Within a radius of two hexes (interdiction marker hex not included) the movement cost of roads is doubled and bridges are nullified.  Bridges adjacent to town and forest hexes are not affected.

Interdiction Bombardment

When a German unit/stack moves within the radius of the air strike marker, the latter may carry out an interdiction bombardment.  The Allied player declares the bombardment as soon as the unit enters the hex declared as the target, and the marker is then positioned on the unit/stack.  The bombardment is carried out with a bonus of –1 on the dice for the Allied player (c.f. 8.1).  The air strike marker is then removed at the end of the attack and returned to the pool.  The marker cannot carry out any more interdictions on that turn. 

16 - Events

Each side possesses historic Event Markers, which he may use in the course of the game.

16.1

When and how to play them

Once played each Event Marker may be either replayed, replaced in the pool or removed from the game once and for all, depending on the specific case.

The Event Markers introduce historic references to the Normandy Campaign.  The two players should come to an agreement as to which markers will be played.

16.2

List of German Events (3)

- Tank ace, Lt Wittmann [black counter with illustration of Wittmann, name printed white on red]

The marker may be played at any moment, in defence, attack or counterattack.  When the marker is played, every combat against enemy armour carried out by 101SS SchPzAbt receives a bonus of +1 col.  During combat resolution, on an unmodified die roll of 1 or 2  Lt Wittmann is killed and the marker is removed.  Otherwise the counter may be reused the following turn.

- infiltration [green marker, German soldier, ‘infiltration’ printed white on red]

During the movement of a German unit, any German infantry unit, other than paras, may use infiltration movement (6.4).  On a throw of 1 or 2 the marker is removed, otherwise it may be used in the next movement phase for any German unit.

- Esquive (slipping away) [red marker, flying forts bombarding, German AFV and red arrow]

The German player may, before undergoing a prepared Allied attack, carry out a defensive fall back in order to avoid an allied bombardment (and only a bombardment, this bonus does not apply to support fire).  To simulate this action the German player carries out a quality check for each unit in the stack.  If the test succeeds, the bombardment suffers a –1 on the die roll.  The marker is eliminated on a throw of 4,5 or 6 as the bombardment is being resolved.


16.3

List of Allied Events (5)

- Tapis de bombes [blue marker, USAF Liberator bombing, ‘Carpet Bombing’ in white]

An Allied Corps HQ (and only one at any one time) may during each Phase A request a carpet bombing attack.  The two ‘carpet bombing’ markers are placed in the J-1 [D-1] box on the player aid, for the relevant corps.  The Allied player secretly notes the coordinates of the two target hexes.  The markers become available on the following turn, if the weather for that turn is ‘clear’.  The bombardment is carried out like a standard bombardment, but can only take place before a prepared attack.  If no prepared attack can be carried out, the carpet bombing is lost.

Unfortunately carpet bombing attacks caused collateral damage.  One stack adjacent to the target hex suffers a bombardment of 8 strength points, no matter what its nationality.  The determination of which stack to target is carried out using the Airborne Assault Drift chart, printed on the ‘Cherbourg’ map.

- Ravitaillement par air (air re-supply) [blue marker, USAF Dakota dropping supplies by parachute, ‘Air Supply’ in white]

Any Allied unit which is ‘isolated’ or ‘OOS’ may be supplied by air as soon as the weather is clear.  The marker is placed on the stack during the Supply Phase of the game turn sequence.  The stack in question becomes re-supplied, as well as all the units which have a LoS of two hexes (see 11.1) to the stack.  This marker disappears upon a die roll of 6 (German flak). otherwise it can be replayed the following turn given favourable weather conditions.

- Tank Dozer [blue marker, tank dozer picture and ‘Tank Dozer’ printed in white]

The Norman bocage was a difficult obstacle for armoured vehicles to penetrate.  Confined to the roads, these were much more vulnerable.  The Americans experimented with several techniques, amongst which was the tank dozer which managed to clear a path through the bocage.

Using this marker nullifies the effect of the bocage in the defender’s hex during an attack.  The marker is removed on a die roll of 3 or less during the combat resolution.

- Piper Bill Millin [khaki counter, piper, ‘William Mac Millin’ (sic) printed in white]

This marker is in recognition of the bagpipes of Lord Lovat’s personal piper, Bill Millin at Pegasus Bridge.  It gives a quality bonus of +1 point to all the airborne units in one stack, in defence only.  It can only be played in the German combat phase.  The marker can only be played once.

- Funnies de la 79th Armoured. [blue counter, Churchill AVRE, ‘79th’s Funnies’ printed in white.]

The British troops enjoyed the support of specialist armoured vehicles for the landings and special missions such as crossing obstacles, attacking blockhouses or mine clearance.  The British player may therefore play the marker ‘Funnies’ during the assault phase of the 6th of June or during an attack on a town or a fort.  The effect of the marker is a one column shift to the right on the CRT.  The marker may be played an unlimited number of times per combat phase.  After the 6th of June, and upon a 5 or 6 during the combat resolution, the marker is destroyed.

-  Coup de Main de Major Howard (Major Howard’s Raid) [khaki counter, commando dagger, NATO symbol for glider company, ‘Major Howard’ in white on green]

The ‘raid’ marker simulates the attack on Bénouville Bridge (today known as Pegasus Bridge).   It must be placed on the map during the airborne phase of the 6th of June on LZ X/Y.  The Allied player throws a 1d6.  If he throws a 6 the mission fails, the bridge is destroyed and the marker is turned over to show the destroyed bridge side.  The Bénouville Bridge is thereafter unusable.  In the event of a successful throw the marker remains in place (it has no movement potential).  It is removed as soon as a friendly unit passes through the hex.  Its combat value is 1 point and its quality rating 5. 


17 - Reinforcements

The reinforcements are listed to indicate their entry turn and entry hex (shown on the map by a symbol and a letter, or by the name of the landing beach).  On their entry turn reinforcements are considered to be appearing on the map on a Movement Action (cost 1 AP), and must pay the movement cost of the entry hex, +1 MP per unit which has already entered by that hex in the present activation sequence.  Reinforcements are automatically in command and in supply on their arrival turn.  They may enter the game when their formation is activated.  Allied reinforcements land on the nominated beaches.  Landing is considered as an action in itself, and costs 1 AP.

Each beach or port hex may handle up to 6 steps per turn.  In the event of the Allied player being unable to land the totality of his reinforcements for that turn, the remaining units may land the following turn on any beach of the same nationality.

German reinforcements enter the map through the designated hex.  If that hex should be occupied by an Allied unit, the German player selects another entry hex of his choice, by choosing the nearest free entry hex (measured in hexes).


18 – Scenarios

Overlord -  6th of June 1944 can be played in two scenarios and the campaign.


18.1

First Game Turn, 6th of June 44

The first game turn is special in that it covers the landings themselves.

A. Weather and allocation of naval and air resources.

The weather is clear and the initiative belongs to the Allies.  LoCs are not checked, and all Allied and German units are considered in command for this turn.

The rest of Phase A is as normal.

B. 
Airborne Operations Phase.

The Allied airborne units are activated by army corps.

The various airborne units are landed on the relevant DZs, indicated in each scenario.  Each unit spends 1 AP for the jump or the glider landing.  The landing drift is calculated for each unit by using the Landing Table (18.1) and the Airborne Assault Drift Table printed on the Cherbourg map.

If the hex is occupied by an enemy unit, an airborne assault must take place (cost of 1 extra AP).

The German player does not take part in this phase.

C. 
Naval Operations Phase


C1 – Assault Wave
The assault waves are placed in the relevant boxes during initial setup.

The Allied army corps are again activated one by one and the landings are carried out beach by beach (by moving from the with the beach name, to the beach hex itself).  Each stack in the assault wave must carry out an amphibious assault on the beach opposite it (cost 2 APs).  Ranger and Commando units may if need be choose to land on a beach adjacent to the one designated in the initial setup.

The DD tanks were unreliable and many of them sank in the swell.  Each DD tank unit must carry out a test prior to landing no matter which phase (the test is also applied in C2), (c.f. table 18.1, DD Tank Foundering Table).

The Allied player when landing (attacking a beach hex) may not retreat and his units must take all CRT results as step losses.  In the event of a successful result, the attacker may advance into the hex.  A breakthrough result is not possible.   Should the landing fail, the stack remains in the relevant sea hex.


C2 – Follow up Wave

When all the Corps HQs have activated their assault waves, the follow up phase may begin.

The follow up units (c.f. 18.1, Initial Setup) are placed in the relevant boxes and are then landed.  The Allied Corps HQs are again activated one by one.  Where a beach hex has been cleared in the initial assault then the landing costs 1 AP for each unit in the follow up wave.

If the units in the assault wave were not able to clear the beach, the units of both waves are combined in the same stack, but only the follow up units may attack, and they must still attack with no more than 4 steps, paying 2 APs.  The attacking stack may only consist of a maximum of 6 step losses, any excess must disembark the following turn.

As soon as the defenders have been eliminated up to 6 steps may be landed.  In the case of an unfavourable result ( the defender has not been eliminated) 3 steps may be saved, re-embarked and may be landed on a beach of the same nationality on the following turn.  The remainder are eliminated.  The beach hex is lost for good, and no further landing may be attempted on it.

D.
German Operations Phase

The German player activates his Corps HQs and brings on his reinforcements as for a normal turn. 


18.2

Scenario 1 – Pegasus Bridge

The scenario only takes account of the Anglo-Canadian landings on Gold, Juno and Sword beaches.

· Map : Caen (Ca)

· Victory Conditions :

Differential in Victory Points (VPs) :

+ than 50 : major victory

+ than 20 : marginal victory

- than 20 : draw

- Allied Player

The 6th of June
- Destroy the Wn in Merville and Bénouville, take the Bénouville Bridge intact.

- Destroy the Troan Bridge

- Take Port en Bessin and Ouistreham

- Capture all the beaches

If all the above conditions are met at the end of the first turn : 10 VP

Automatic Victory

- Exit at least 2 divisions through the German reinforcement hexes A, B or C.

The 15th of June

- Caen or Carpiquet Fort (Ca0910, Ca0911) : 10 VP per hex.

- For each controlled hex beyond the historical limit of advance (dotted red line on the map) : +1 VP
- Every German step loss : 3 VP
- Every German armoured step loss : 5 VP

- German Player

Automatic Victory

- Destroy 4 beach hexes.

The 15th of June

- For each controlled hex beyond the historical limit of advance (dotted red line on the map) : +1 VP
- Destruction of a beach hex (at least one unit passes through the hex) : +10 VP
- Every Allied step loss : 4 VP
- Every Allied armoured step loss : + 4 VP

- Per Carpet Bombing marker used by the Allied player : 5 VP

· Initial German Placement  [all placements/reinforcements etc. as per p33]

· German reinforcements 

Game option : All of 3/2Pz arrives with the rest of the division on 12/06

· British initial placement

Airborne Landings

Beach Landings
· British reinforcements

18.3 Scenario 2 – St Mère Église

This scenario only takes into account the American landings on Utah and Omaha beaches.  It lasts 10 game turns.

· Maps : Cherbourg (Ch), St Lô (S) and Caen (Ca) up to and including row xx01.

· Victory Conditions :

Differential in Victory Points (VPs) :

+ than 50 : major victory

+ than 20 : marginal victory

- than 20 : draw

- Allied Player

Automatic Victory

Capture of St Lô and Cherbourg

The 6th of June
- Take control of the bridges on the Merderet east of row xx16, clear inland at least 3 hexes from each beach hex.

If all the above conditions are met at the end of the first turn : 10 VP

The 15th of June

- St Lô : 10 VP per hex.

- Cherbourg : 10 VP 

- For each controlled hex beyond the historical limit of advance (dotted red line on the map) : +1 VP
- Every German step loss : 3 VP
- Every German armoured step loss : 5 VP

- German Player

Automatic Victory

- Destroy 4 beach hexes.

The 15th of June

- For each controlled hex beyond the historical limit of advance (dotted red line on the map) : +1 VP
- Destruction of a beach hex (at least one unit passes through the hex) : +10 VP
- Every Allied step loss : 3 VP
- Every Allied armoured step loss : + 4 VP

- Per Carpet Bombing marker used by the Allied player : 5 VP

· Initial German Placement  [all placements/reinforcements etc. as per p33]

· German reinforcements 

· American initial placement

Airborne Landings

Beach Landings

· American reinforcements
· Special rule for Cherbourg : The Cherbourg Corps HQ, as well as the units Cher fest 1 and 2 may not leave the fortified perimeter of Cherbourg.

18.4

Campaign

The campaign scenario combines the two previous scenarios.  It is played on all three maps over 10 turns.

Victory Conditions, Initial Setup and Reinforcements : one or other of the Automatic Victory Conditions. The rest remains unchanged.

Translator’s notes : it may be worth pointing out one or two details in the inset of counter illustrations on p32.





blindé = armoured


taille = size


units whose counters are in two colours split diagonally are independent units


the white band for infantry indicates the units has suffered (a) step loss(es)


the white band for an état-major (Corps HQ) indicates that the EM has already been activated


the white band for a QG (DivHQ) indicates that it has used its arty support value


the arty value in brackets is its fire support value …


… and the smaller figure to the right of that value is the unit’s range


the white spot on the Flak 88 counter indicates a bonus against armour.  The underlined value (3) is only for defence (as for Corps HQs)











