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MONTYISGAMBLE : MARKET 'GARDEN 3.22 |IDENTIFIER: Each Area or Zone
m contains an Identifier, either a circle or a

square, which is divided into two halves. The

REVISED RULES, VERSION 1.21 W number in the top half (from 1 to 65) identifies

that Area. Areas with a square Identifier
1.0 INTRODUCTION contain Elevated Terrain. Areas with their circurefece
printed in blue, for example Area 24, contain Poldend

reclaimed from the sea).

Monty’'s Gamble: Market-Garden (MGM) is a continoatof
a game series featuring Area Movement and Impulsess 551 TEM: The black number in the lower half of the
Somewhat different than other series-style ganmesetare N0 o iifier (ranging from +1 to +4) is that Area'srfain Effects

series rules or specific rules per se. Ratherettige rules set Modifier (TEM) that is used in resolvin : :
. ' . g attacksaawst units
needed to play are included in a single booklettufe games in that Area (10.73B, 11.3A).

in the series may adopt the series/specific format.

3.23 BOUNDARIES: Areas are separated from each other by

2.00BJECT one of three types of boundary lines:

MONTY'S GAMBLE: MARKET-GARDEN is a two player = Solid gray line: Open Ground.
game simulating the Allied airborne landings andtlés in

The Netherlands between September 17 and Septed@her I

1944. One player commands the German forces defgfidie

Netherlands and the other Controls the attackingerean Wide blue boundary with a white

and British forces. The Allies win if they achieva shoreline: River.

Breakthrough or Control sufficient Victory Point éas by the The rivers on the map are the: Maas,
end of the September 20th Game Turn. The Germamswvi Waal, Rhine, and ljssel.

avoiding the Allied Victory Conditions.
R Narrow blue boundary with a gray
In reading these rules, if any capitalized termabbreviation R . shoreline: Canal.
confuses you, refer to the Index & Glossary (rslestion 24). i
The numerical rule references found therein andutiinout

these rules should be ignored during the firstirepend used o _
only later to refer to related sections for greatarity. NOTE: The Dommel River is also represented withasrow

blue boundary and is treated as a “canal” for athg purposes.
Very thin blue lines without a white or gray shamelare NOT
3.0THE MAP boundaries, and have no effect on game play.

3.1 SCALE: The mapsheet depicts portions of The Nether-The type of boundary affects movement, supply, emchbat

lands and the German frontier where the Market-&ard between Areas.

battles occurred. The map scale is approximatehch = 1.5

miles. 3.24 BRIDGES: Bridge symbols crossing River and Canal
boundaries represent road and railroad bridges degtwthe

3.2 AREAS: The mapsheet is divided into 65 numbered AreasAreas. Although some Area boundaries contain miaae bne

separated by gray and blue boundary lines. Areasdjacent  bridge symbol, only Bridge symbols with a yellowraté

to each other if they share a common bound&gte: Areas  beneath the bridge artwork affect game mechanite -ethers

15 and 17 are considered adjacent, as are 7 andArgéas 53  are merely decorative and have no effect on play.

and 57, and 54 and 58, are not considered adjacent.

, Two Bridge symbols exist
3.21 ROAD NET: Roads are white lines and affect move- \. 2:;’(;‘\?ethAechcta”§r'1:°::dt?g
ment and supply. Two Areas are connected by rbueir )\‘ci_,.f-'"\ o road (at right) and one on
common boundary is crossed by a Road. All arrafsom the railroad (at left). For
Zones contain roads. Gray lines with cross-hatchame \ Aeht i) all game purposes, only
railroads and have no effect on game plNote: the Ferry \ : Lhaesroa: br;i?liwbecg‘:csli It
Crossings between Areas 15 and 16, and Areas 12anare \\\ T beneath it, may be seized,
considered connected Road Net for purposes of o demolished, repaired,
regrouping Armored unitsut not for moving Depots. moved on, etc. The railroad bridge, since it hayellow circle beneath it, is

merely decorative.



3.25 VICTORY CONDITIONS: An Area whose name is
printed in red plays a role in determining Victd@pnditions
(21). Areas 13 (Arnhem) and 63 (Eindhoven) hav&”ao
indicate there are special rules applying onlyhose Areas.
See 21.31 and 21.32.

3.26 AIRBORNE OPERATIONAL SECTORS: Each
Allied Airborne division has an Operational Sechodicated
on the map. Each Operational Sector contains arfR&d
Devils, Screaming Eagle, or All American) also peihon the
counters of that Division's units. Airborne unitey never
enter an Area outside their Operational Sector6]9.6

3.261 AIRBORNE DROP AREAS: Only certain Areas may
be the recipients of Allied Airborne Reinforcemeifis.4).
These Areas have their Identifier color coded thdate those
units legally entitled to be placed there: redtfor British 1st
Airborne Division and Polish units, and green fdret
American 82nd Airborne Division and the Americanl4D
Airborne Division.

S0
DRIEL

3.262 AIRBORNE SUPPLY HEADS: Only certain Areas
may be the recipients of Allied Airborne Depots .422).
These Areas contain a black and white supply symbol

Airborne
Supply Head

3.3 ZONES: There are ten perimeter rectangular boxes with
white Identifier circles lettered “A” through “J” hich
represent off-map approaches. These Zones are tased
regulate strategic movement of units outside thenédiate
vicinity of the battle around the edges of the rfege 14).

3.4 UNITED KINGDOM BOX: The United Kingdom Box is
where Allied Airborne reinforcements are initialiylaced.
The UK box is also used to hold Allied Airborne tsnthat
failed to land during the preceding Turn.

3.5 AIR UNIT DISPLAYS: These boxes hold each side's air
markers. The Allies have two Air Bombardment maskand

an Air Supply marker, and the Germans have two Air
Interdiction markers.

3.6 TURN RECORD TRACK: The Turn Record Track is
used to note the current Game Turn date and theergur
weather. The game begins with the Turn markehénfirst
space (September 17, 1944) of the Turn Record Twétkthe
“Clear” side face-up. At the end of each Turn, adeathe
Turn marker one space on the Turn Record Track.

Advantage | | Advantage
gL
Q)

3.7 IMPULSE TRACK: The Impulse Track is used to record
the current Impulse of a Turn. The Advantage maikelaced

in the space corresponding to the current Impuléh, the side
of the marker that is face up indicating the holdérthe
Advantage (12).

L Victory || Victory
Syl Points Points
XS il X1 x10

3.8 SUPPLY TRACK: The Supply Track is used to record the
amount of supply in reserve (13.7) for each pldyemoving
his supply marker(s) along it. It is also usedkéep track of
Victory Points using the Victory Point markers.

RUCTION AVAILABILITY BOX: The Con-
struction Availability Box is used to hold the ctmstion
markers until they are placed on the map (19.21) tanhold
the used markers. Bridges may only be repairadGbnstruct
marker is available to be placed.

3.10 BOAT ASSAULT BOX: The Boat Assault Box is used to
hold the Allied “River Assault!"” marker. Once th&llied
player attempts Boat Assault movement (9.5), thekarais
flipped to its “used” side.

3.11 FERRY CROSSING BOX: The location of a Ferry
Crossing (9.63) is shown on the map by a blue airmide a
blue box.

4.0THE PLAYING PIECES

4.1 OVERVIEW: Included in the game are die-cut playing
pieces called units representing the various myjlifarmations
that fought the battle, as well as several markess assist in
game play.

4.111 UNIT COLOR CODES: German units are field gray
(Wehrmacht and Luftwaffe), and black (SS). U.Situmare



green. British Units are tan (Polish units and Ehéch RN
unit are considered British for game purposes).

4.112 UNIT TYPES: There are five types of units: Infantry, | |} j%?
Armor, Field Artillery, FLAK, and FLAK Towers. Eachnit | = 7 7 =
has two printed sides. The front (colored) sideresents a  4.117 FLAK: FLAK units comprise German Anti-Aircraft
Fresh unit while the back (white) side represergant unit. battalions. The Attack Factor of FLAK units is ged in
yellow to indicate that FLAK cannot be used as aP0nit in
an Assault Impulse and cannot enter an enemy-Qietdrdrea
without Point Unit accompaniment. Each Fresh FLA#t in
or adjacent to an Allied Airborne Drop Area add® do the
‘ Interdiction of Allied Airborne Reinforce-ments, rhibrne

_ JES Depots, Air Supply (13.5, 18.44), and to the D\itsfArea vs.
Infantry units comprise conventional an Air Bombardment (11.3B, 16.2).

]
4.113 INFANTRY:
ground infantry, parachute infantry, glider infanémd British
Glider Pilot (GP) units. These last three are atstled
Airborne units. Allied Airborne units have specimbvement
capabilities (18.4, 20.4).

4.118 FLAK TOWER: FLAK Towers represent fixed anti-
aircraft emplacements designed to interdict Allieticraft.
They may not move, retreat, or attack. They intdrdillied
airborne invasion forces, reinforcements, and suppheir

4.114 MECHANIZED INFANTRY: Mechanized infantry — defense factor represents an assortment of preptetethses,
units are also considered infantry units in the gatespite the ~20mm and/or 88mm anti-aircraft guns, and low-graeeurity
vehicle illustration on these units. Allied Mecized Infantry ~ forces. Each Fresh FLAK Tower adds one to the D\t
are the only type of infantry that may use Road btoent ~ Area vs. an Air Bombardment (11.3B, 16.2). FLAKviigs
(9.4). may never move, Regroup, retreat, or attack. EaebhH-LAK
Tower in or adjacent to an Allied Drop Area add® da the
Interdiction of Allied Airborne Reinforcements, Aiorne
Depots, and Air Supply (13.5, 18.44).

4.2 UNIT INFORMATION: All unit markers have the unit's
size and organization, strength/movement factard,teme and

4.115 ARMORED: Armored units comprise British tank and location of arrival.

armored reconnaissance forces, and German panzgr an )
armored reconnaissance forces. 421 UNIT SIZE AND ORGANIZATION: One of the

following symbols appears at the top center of each to
identify the size of that unit:

I Battalion
: : Il Regiment
et A X Brigade
4.116 FIELD ARTILLERY: Field Artillery units comprise xx Division
XXX Corps

independent, divisional, and corps artillery. Thtadk Factor

of Field Artillery is printed in yellow to indicat¢hat Field o i i
Artillery: Note: unit size has no impact on game play, witlte o

exception: Corps Atrtillery. Only Corps Artillenyay lead a

may not be used as a Point Unit (9.65) in an Assau Barrage (11.112).

Impulse . . e
In addition, each unit has an identifying numbename to the

may not enter an enemy-Controlled Area withounPbinit ~ Tight of the unit's symbol. Some units also haveirtiparent
accompaniment division listed on the left of the unit's type, whiis used to

determine Divisional Integrity (10.72D) and whethan
may not contribute to the AV of an Assault whileving  artillery unit may support an Assault (15.12). iédl Airborne
(10.72B)



units contain a divisional ID in the upper left dacorner that
matches the Areas within their Operational Se@®2q).

TR e,

4.22 STRENGTH/MOVEMENT FACTORS: On its Fresh
side, each unit has three numbers below its symitha. first
number is the unit's Attack Factor, followed by thefense
Factor, and the Movement Factor (MF). There is omhe
number (the Spent Defense Factor) on a unit's Spdatsince
a Spent unit can neither attack nor move duringvgrulse.

Ei _ o ._,[',
=4S || o v
=

3o || 183E
4.23 TURN OF ENTRY AND SETUP AREA: Each unit has
its Turn of Entry and/or its Setup Area on its Spsde. The
Turn of Entry is the date in September the unitobbees
available and is listed as a small number to tlie de the
Spent Defense Factor.

Reinforcements (18). Units with no date are plaoadthe
mapsheet at the start of the game.

The Area in which a unit begins play is its Setuga The
number of the Setup Area is printed in a circleht right of
the Spent Defense Factor. Those units that begig pl a
Zone have the letter of that Zone in a box to igéatrof the
Spent Defense Factor. Allied Airborne units thataite on D-
Day (September 17) have the number of the correkpgn
Drop Area to the right of the Spent Defense Factor.

4.3 AIR MARKERS: There are three different types of Air
Markers: Bombardment, Supply, and Interdictiorhe3e are
not units; they do not move on the map nor can tueyrol an
Area.

4.31 AIR BOMBARDMENT MARKERS: Allied Air Bom-

bardment markers are kept in their respective dispoxes
printed on the map and flipped to the “used” siflerause. An
Air Bombardment marker (16.2) only has an Attaclctba
that is used in a Bombardment Impulse. The revside

indicates that it has been used and is not availfaslanother
Bombardment in the current Turn.

4.32 AIR SUPPLY MARKERS: The Air Supply marker is
an Allied Depot with special placement capabilii{#83.424).

4.33 AIR INTERDICTION MARKERS: The German Air
Interdiction markers may each be placed in an dlkérborne
Drop Area or Supply Head (16.4, 18.2, 18.44).

show levels of disorganization of a unit as a restilcombat.
The face-up side of the Disruption marker showslével of
Disruption of the marked unit (level 1 or 2).

i R

4.5 CONTROL MARKERS: Control markers are placed in
Areas Controlled by the Allies; the Germans Conthokas
without a Control marker. When a unit belonging XX
Corps enters an Area controlled by Allied Airbornaits
(Linkup, see 7.21), flip the control marker frora Airborne to

These units are consideregts XXX Corps side.

Blown || Allied
==
5 | 'el
ridge ge ©

4.6 BRIDGE AND HELD MARKERS: Place a Destroyed
Bridge marker on a bridge symbol when that bridge i
destroyed (19.4). Remove it when the bridge isiredg19.2).
Place an Allied Bridge marker on any bridge sei@&#1, 19.3)
or repaired by the Allies, or both adjoining Arehscome
Allied-Controlled. Place a “Held!” marker on an hridged
Allied-Controlled canal or river boundary.

Ferry Ferry
) || S
Crossing | | Crossing

4.7 FERRY CROSSING MARKERS: These markers are
placed in the Ferry Crossing Boxes to indicate wHenited
movement over rivers is possible. When a unit wsé=rry
Crossing to move across a river, the marker ipdipto the
“X" side to indicate no other units may use thattigalar Ferry
during that Daylight or Regroup Phase (9.63). IfFarry
Crossing marker takes an Attrition Point as a testib Field
Artillery Bombardment (11.4) it is destroyed aneé tmarker is
removed from the map. Once destroyed neither sidg use
that Ferry Crossing for the rest of the game.
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4.8 TURN MARKER: The Turn marker indicates the current

Turn on the Turn Record Track. The face-up sidécatds the
Weather for the current Turn: Clear or Overcast.

Advantage | | Advantage
L
% L

4.9 ADVANTAGE MARKER: (12)

Sunset | | Sunset
drm+X | | drm-X
4.10 SUNSET DRM MARKER: (12.41)

P,

®5 D6

4.11 SUPPLY MARKERS: (13)

5. PREPARE FOR PLAY

5.1 PLACE MARKERS: Place the Turn marker on the
September 17 space of the Turn Record Track, with t
“Clear” side face-up. Place the Advantage markethe “0”
space of the Impulse Track with the star/rounde¢ $ace up
(to show Allied Control of the Advantage). Plate tSunset
DRM marker above the “0” space of the Impulse Treeddy
to move onto the Track if earned. Place the fowpf8y x 1”
and “Supply x 10" markers on the “0” space of thepfy
Track. Place the “x 1 VP” marker on the “1" spadetlme
Supply Track and the “x 10 VP” marker on the “O’asp of
the Supply Track. Place the Allied Air Bombardmerdrkers
in their respective Display Boxes on the map wikteit
colored sides face-up. Place the three Ferry @rgssarkers
in their boxes on the map.

Note: the Allies begin the game with one VictoninP for
Control of the Advantage (12.1, 21.3).

5.2 SETUP:Each player places his initial units on the map in
the Areas shown on his Setup Card. All units belggngame
with their Fresh sides face-up. Place any unitsgdesed as
reinforcements in the corresponding locations aheglayer's
Setup Card to await entry. Ignore all units enggrimfter
September 20 unless playing the Extended Game (22).

5.3 START OF PLAY: The game is now ready to begin with
the Allied airborne invasion on D-Day, September1944.

6.0 SEQUENCE OF PLAY

6.1 OVERVIEW: A game has four Turns (unless playing the
Extended Game; 22). Each Turn represents 24 hands
comprises four Phases and a variable number ofi‘tmins” or
Impulses. After all the Turn's Impulses end, boliyers are
able to Refit and Regroup their surviving units.tAé end of
the September 20th Game Turn, Victory Conditiong ar
checked to decide the winner. Each Turn has thiewaig
phases:

Dawn Phase (place Reinforcements, reset
markers, and make a Weather Die Roll if it is the
September 19th or 20th Turn)

Daylight Phase (players choose Assault,
Bombardment, Infiltration or Pass Impulses)

Refit Phase (Refit and place Supply Depots)
Regroup Phase (move any units into adjacent
Free Area).

6.2 DAWN PHASE: Both players consult their Setup Cards
for reinforcements. Any reinforcements scheduledatrive
that turn are placed as specified on the Setup.CAltied Air
Bombardment markers on the Bombardment Display$ wit
their “Used” side facing up are returned to theiegh side.
Construct markers in the Construction Availabilitysed) box
are moved to the (Available) box. Flip the Boas&slt marker
to its “available” side. Ferry Crossing markeipgdkd to their
used “X” side during the previous Regroup Phaseflggped
over.

6.21 WEATHER DIE ROLL: There is no Weather
determination to begin either the D-Day specialggisaor the
September 18th Dawn Phase; these Turns automathadiin
with Clear Weather. Beginning with the Septembeh I3awn
Phase, the Allied player makes a dr to determimestiarting
weather for that Turn:

dr Weather
1-3 Overcast
4-6 Clear

Flip the Weather marker to the appropriate sidettan Turn
Record Track, and flip the Allied Airborne DepotsdaGerman
Depots so that their Weather illustration matchies Turn
marker.

6.22 FIRST TURN: On the first Turn (September 17, 1944)
the Dawn Phase is replaced with four Invasion Phabe Air
Bombardment, Artillery Bombardment, Airborne Langlirand
XXX Corps Ground Assault Phases (see D-Day; 20).



6.3 DAYLIGHT PHASE: Each player may take one action
each Impulse before the Advantage marker is advhtéhe
next space on the Impulse Track (3.7, 8.1). Then@ae
player always goes first. The first Allied DR mafie any
purpose during an Allied Impulse also serves asStneset DR
(if the Allied player does not make a DR during higpulse,
he makes a Sunset DR at the end of his Impulsé)thel
Sunset DR is < the Impulse number, the Daylightsehends
once the Allied player has finished his Impulse thay still
declare a Double Impulse, see 12.3). If the Sunfeis equal
to the current Impulse number, the Weather chargethe
start of the next Impulse. If the Sunset DR ishe tmpulse
number, the Advantage marker advances to the padeson
the Impulse Track. If the Advantage marker movésttee
Impulse Track, the Daylight Phase ends. The SubRemay
be modified by the position of the Sunset DRM maidxe the
Impulse Track (either plus or minus-depending orctviside
of the Sunset DRM marker is face up; 12.41).

Note: under certain circumstances the player metvate a
second Area by declaring a Double Impulse (12.4)bgr
activating Zone F (14.5). The Advantage markemisved
only after both impulses of a Double Impulse amplete.

6.4 REFIT PHASE: Return the Advantage marker to the “0”
space of the Impulse Track and place the Sunset DRkker
above the “0” space of the Impulse Track. Ferry sSig
markers flipped to their used “X” side during theyght
Phase are returned to their available side. Then&e player
places his supply depots and refits his units, anay then
expend his available Reserves (if any) to advancetoact the
Advantage marker for the start of the next Turn dne
Impulse for each ten points of Reserves he expenls.
Allied player then places his supply depots, refits units,
and may then expend his available Reserves (if day)
advance or retract the Advantage marker for the sfathe
next day one Impulse space for each ten pointsesERes he
expends. Each isolated German or Airborne unit thap be
required to make a Surrender dr (13.9).

6.5 REGROUP PHASE: Each player may Regroup any or
all of his units, even if Spent/Disrupted, by mayithem one
Area into any adjacent Free Area or Zone. The Garphayer
Regroups first, followed by the Allied player. Aft both
players have regrouped, advance the Turn markéneiurn
Record Track.

6.51 REGROUP MOVEMENT RESTRICTIONS: Units
may not Regroup in violation of movement restrioci@resent
during the Daylight Phase. Specifically:

FLAK Tower units may never Regroup.

Non-infantry units and units in Polder may only
regroup following the Road Net (9.4).

Armored units must follow the Road Net, and must

Units may not Regroup from Area 64 to Zone F.
If two adjacent Areas each contain ten friendljtsyn
units may not switch places.

Additionally, German armored units may not Regrayer a
Ferry Crossing until the September 19th Regroug®ha

7.0STACKING AND CONTROL

7.1 STACKING: Each side may have a maximum of ten units
per Area. Units may not move into, Assault integRoup into,

or end a retreat in an Area already containingriendly units.
There is no limit to the number of units that magcupy a
Zone. Although some areas are large enough tdagisdl of
the units therein, stacking of all units of the sabivision, or
various levels of Spent/Disruption units in separptles, is
recommended to conserve space and markers. A plaggr
freely examine stacks of enemy units at any time.

7.2 CONTROL: Each Area is always Controlled by either the
Germans, the Allied Airborne, or XXX Corps. Initialall
Areas are Controlled by the Germans. Control chermgdy
when a side has a unit in a Vacant Area previoGsigtrolled
by the enemy. Control can be gained during moveméhbut
stopping to end an Impulse in an Area. However, dbst to
enter a Vacant, enemy Controlled Area remains twb M
throughout the Impulse even though the first frigngnit to
enter it gains Control of that Area. Control is who by
placing/removing an Allied Airborne/Corps Controlrker in
that Area.

7.21 ALLIED LINKUP: An Airborne-Controlled Area
becomes Corps-Controlled immediately when any ofkXX
Corps enters that Area (even if currently occupked an
Airborne unit). Areas controlled by XXX Corps remaso
unless recaptured by the Germans. If both Alligtks occupy
an Area when Control is gained, the Area is comsil€orps-
Controlled. Only Areas controlled by XXX Corps ctwhen
the Allied player is determining Victory Points (@Eeption:
21.32).

7.3 CONTESTED: An Area is Contested if it contains units of
both sides. Contesting an Area does not alter Gbofr that
Area.

7.4 VACANT: An Area is Vacant if it contains no enemy
units, regardless of the presence of friendly umitswho
currently Controls it.

7.5 FREE: An Area is Free if it is Vacant and under frigndl
Control. Regrouping units and most Supply Depoty maly
enter Free Areas.

use a bridge or Ferry Crossing to cross a canal or

river boundary.



8.0l MPULSES

8.1 OVERVIEW: The majority of the game is played during
the Daylight Phase in mini-turns called ImpulsesThe
German player performs one Impulse and then Alhyer
performs one Impulse. After both players haveqrenéd one
Impulse, the Advantage marker is advanced one spadhe
Impulse Track printed on the map. In his Impultiee
German player activates a single Area or Zone. Altied
player then has the same opportunity in his Imputsguding
the option to activate the United Kingdom Box. layer may
take two consecutive Impulses only by forfeitinge th
Advantage to declare a Double Impulse (12.3) or, tfe
Allied player only, by activating Zone F (14.5).hd active
player during an Impulse is the Attacker; his opgrdnis the
Defender.

8.2 TYPES OF IMPULSES: There are four types of
Impulses: Assault, Infiltration (German player only
Bombardment, and Pass.

8.21 ASSAULT IMPULSE: The Attacker selects any one
Area or Zone (or, for the Allied player, the Unit&ghgdom
Box) of his choice as the Active Area. An Assdutipulse
has the following steps:

1. If the Active Area is under friendly
Control, the Attacker may attempt to
repair bridges on the Active Area's
boundaries (19.2).

2. Any Fresh units that began the Impulse in
that Area may move, attempt to seize
bridges and/or Assault.

3. The Attacker may then attempt to destroy
any/all friendly-Controlled bridges on the
boundaries of the Active Area (19.4).

Note: a player may select an enemy-Controlled ontested
Area as the Active Area. In this situation stepantl 2 are
skipped, and the only actions the Attacker takes laidge
demolition attempts.

8.22 INFILTRATION IMPULSE: The German player
(only) may activate a Free Area (including a Freen&)

containing Fresh infantry or armor adjacent to alfied-

Controlled non-Contested Area with the intent ofving one

or more Fresh infantry or armor units into that iédl

Controlled Area without conducting a Mandatory Asdba
(10.2). Attempting Infiltration uses all of a usitMovement
Factors.

8.221 RESTRICTIONS: Infiltration may only be attempted

across an Open Ground boundary and the Area bein

Infiltrated may not contain either Elevated or Rwlderrain.
Infiltration may not be attempted in violation oformal
movement restrictions (9.6).

8.222 PROCEDURE: Each unit attempting Infiltration must
make a dr < the entered Area's TEM in Clear weathet the
TEM in Overcast weather. If the unit succeeds akimg the
Infiltration dr, it becomes Spent. Units failinigeir Infiltration
dr must Assault in one combined Mandatory Assaulhe end
of the Impulse. Units which pass their Infiltraticdr are
unaffected by any combat results occurring as semmence of
failed Infiltration. Infiltration attempts need nobe pre-
designated (i.e., the German player may see thétses each
Infiltration attempt before attempting another).

8.23 BOMBARDMENT IMPULSE: The Attacker may
activate any one Area to bombard with Field Artifleor Air

Bombardment (11). This Area is considered the daAyea
(11.1, see also 11.111).

8.24 PASS IMPULSE: The Attacker may elect to take no
action during this Impulse (although the Allied yda must still
make a Sunset DR to determine if the Daylight Plessks or if
the Weather changes). If both players declaress Rapulse
consecutively, the Daylight Phase immediately ends.

8.3 EXHAUSTION: Only Fresh units may be used in an
Impulse. Once a unit expends MF, Assaults, or gotsda
Barrage and finishes its Impulse, it is flippedt®oSpent side.
Consequently, a unit may move and/or attack in omhe
Impulse of each Daylight Phase. Exception: Aatil units
conducting a non-Barrage Bombardment, or supporting
Assault (10.72C) do not become Spent.

8.4 NATIONALITIES: The Allied player may use both
British and US units in the same Impulse withouttnietion
(Exception: Bombardments, 11.2).

8.5 ENEMY UNITS: No unit may move during an Enemy
Impulse except to retreat from an Assault.

8.6 LEGALITIES AND ERRORS: A player may not change
his move once a DR/dr has been made, or his oppdran
declared any action (including a Pass Impulse) fik take
during his Impulse. An illegal move/attack's reswdte valid if
the opposing player does not challenge them prior t
completing his own next Impulse.

9.0M OVEMENT

9.1 MECHANICS OF MOVEMENT: During an Assault or
Infiltration Impulse the Attacker may move all, sejmor none
of his Fresh units from the Active Area. Units raoene at a
time. A unit may move into an adjacent Area onglan arrow
to or from a Zone. At any point in an Assault Irggu(only),
d;resh units that began this Impulse in the ActiveaAmay
ssault enemy units within the same Area. EachaAmay be
assaulted only once per Impulse. If an Assaultltedn an
Overrun (10.5), Assaulting units with unused MF neaptinue
to move/Assault. When a unit completes either asalilt or



Infiltration Impulse, it is flipped to its Spentda. Other Fresh
units in the Active Area may then also move and¥ssault.

This continues until there are no Fresh units éAltive Area
with which the Attacker desires to perform actions.

Note: an Airborne reinforcement that fails an hatietion dr
(16.4) could block the movement of other Airborne
Reinforcements if it causes the Area to becomg $tdicked.

9.2 MF COSTS: Movement requires the expenditure of
Movement Factors (MF) during an Impulse. Units may
continue to move into adjacent Areas until it eithacks
enough MF to enter another Area, or it enters ameaAr
occupied by an enemy unit. Movement into an Amezuiis
the following MF costs:

1 MF Enter a Free Area

2 MF  Enter an enemy-Controlled Vacant Area

3 MF Enter an Area containingnly Spent and/or
Disrupted enemy units

Enter an Area containing a Fresh enemy unit
Cross a canal without using a bridge
(Infantry only)

Cross a river using the Allied Boat Assault
marker (Infantry only)

Cross a river at a Ferry Crossing

Exiting a Contested Area (if Infantry) as
long as the destination is a Free Area/zone
Exiting a Contested Area containing an
enemy Armor unit (if Armor) as long as
destination is a Free Area/Zone

Infiltration attempt (German units only)

4 MF
All MF

All MF

Note: Armor in a Contested Area containing no endémyor
may exit at normal MF costs, so long as the nexaAtone
entered is Free.

These cases are not cumulative; i.e., only the s@satre case
applies when entering an Area.

9.21 MINIMUM MOVE: If a unit has not yet expended MF
in the Impulse, and lacks sufficient MF to enter Ajacent
Area that it is not otherwise prohibited from eimgr it may
enter that Area by expending all of its MF (inchugli
Infiltration attempts).

9.22 SEIZING BRIDGES: Any Fresh Armor/Infantry unit
which began the Impulse in the Active Area maymfieto
take an enemy-held bridge bordering the Free Ahea it
currently occupies by spending one MF and makinly a 4.
The seizing unit need not attack across the briidigethe next
Area. See 19.3 for the applicable drm. Only onielge
seizure attempt may be made per bridge per Impul§eDay
Airborne Landing Phase. All other units crossindpradge
successfully seized in the same Impulse by thihhatkmust
pay the one extra MF expended for the seizure attem
Destroyed bridges, river boundaries, and canal teries
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may not be seized. River and canal boundaries baustossed
to gain Control of them.

9.221 UNCONTESTED MOVEMENT: If the Area to be
entered is Vacant, no bridge seizure roll is regplito allow
moving units to cross an enemy-Controlled briddene units
simply expend 2 MF to enter the enemy-Controlleccard
Area and the bridge becomes friendly-Controlledanatically.

9.3 MULTIPLE AREA DESTINATIONS: Units starting in
an Active Area may move to and/or Assault differ@n¢as in
the same Impulse. Assaults into different Areasdbhave to
be predesignated. The Attacker may wait for thaulte of a
move/Assault before announcing a later move/Assaith

another Area in the same Impulse by other Frests starting
in the Active Area. Once an Area is assaultedijtaahal units
may not move into that Area during the same ImpulEmits

that just assaulted and Overran an Area, and hafieisnt MF

remaining, may continue moving. Units that begiovement
in the same Area do not have to end their moverirethe

same Area. Nor do all moving units during an Ingpuhave to
move simultaneously.

9.4 ROAD MOVEMENT: Non-Infantry units must use a road
to enter or exit a Polder Area. Armored units nust a road
to enter or exitany Area. Allied armored, mechanized, and
artillery units that move along the Road Net trangelthrough
nothing but Free Areas for the entire Impulse spenly 1/2
MF per Area entered.

Note: a unit starting its Impulse in an Area magJe by any
road, regardless of the road used to enter the Alneaprevious
Turn. For example, an Armored unit could follove Road Net
from Area 33 to Area 34 on September19th, and tbiéow the

Road Net from Area 34 to Area 28 on September 28thunit

may not “switch” roads in mid-Impulse. Similarly unit

starting its Regroup Phase in an Area may also dehy any
road, regardless of the road used to enter the Aheang the

Daylight Phase.

9.5 BOAT ASSAULTS: If the “River Assault!!"” marker is
available, the Allied player may move any one noeelhbknized
Infantry unit across an unbridged River boundangl(iding a
River boundary where the bridge has been destroyEk¢ unit
making the Boat Assault mustcupy a Free Area with a XXX
Corps control marker at the start of the Impulse enust be
able to trace &upply Line back to Zone F (13.82). If the Area
entered is enemy-Controlled/Contested, and/or theerr
boundary does not have a “Held!” marker, the unistrmake a
Mandatory Assault (10.2). Boat Assault movementagbk
uses all the MF of the moving unit. Once the Alliplayer
declares Boat Assault movement, the “River AssHuitarker
is flipped to its “Used” side.

9.6 MOVEMENT RESTRICTIONS:
other situations restrict movement.

The following six



9.61 OVERSTACKING: Units may not move into a fully
stacked Area (See 7.1).

9.62 CROSSING BOUNDARIES: All canal boundaries,
Ferry Crossings, river boundaries, and bridges Geeman

held at the start of the game. A maximum of fivétai may

use a single bridge to cross a canal or river bagnduring a
single Impulse or Regroup Phase. Units may crosisoth

directions up to the limit of five and a unit thabsses in both
directions in the same Impulse counts as two \{Rixseption:

units that fail a Mandatory Assault may retreat haiit

exceeding bridge limits). A unit may cross a rib@undary
only by using a bridge, Boat Assault, or Ferry Giog.

9.621 CONTESTED AREA: A unit may not cross an
enemy-held bridge (or an enemy held river boundaomh a
Contested Area (unless it is an attacking uniteeding to the
Area which it entered after losing a Mandatory Adisacross
that bridge).

9.63 FERRY CROSSINGS: A maximum of one unit may
use a Ferry Crossing to move across a river boyndaany
Daylight Phase and a maximum of one unit may ueray
Crossing during a Regroup Phase. To keep tradkisfflip
the Ferry Crossing marker to its used “X” side omcenit
moves over the Ferry Crossing. Since the MF amst$ing a
Ferry Crossing is “All,” a unit may not otherwiseowe and
use a Ferry Crossing in the same Impulse. GermamoA
may not use a Ferry Crossing until September 1Be dne-
unit limit for using a Ferry Crossing is regardlesk the
direction traversed.

9.64 FLAK TOWERS:
retreat, or Regroup.

FLAK Towers may never move,

9.65 POINT UNITS: A Point Unit is a Fresh unit that enters a
non-Contested, enemy-Controlled Area. Only Infanényd
Armor units may serve as Point Units. Only Poinit§may
enter an Uncontested, Enemy-Controlled Area (whethe
Vacant or not). Once a Point Unit in an Impulse éatered an
Area, any type of unit may enter that Area for theation of
that Impulse. Artillery and FLAK units may not enta
Contested Area across a boundary requiring a Manylat
Assault (10.2) unless preceded by a Point Unit.

9.66 AIRBORNE OPERATIONAL SECTORS: Airborne
units may only enter an Area containing the symdothat
particular Airborne Division (3.26). Airborne Altéry may
bombard Areas outside their Operational Sector.

9.67 POLDER: Infantry units that enter a Polder Area with-
out using a Road must immediately stop.
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10.0ASSAULTS

10.1 RESOLVING ASSAULTS: Only Fresh units that begin
an Impulse in the Active Area may Assault. An Adsincurs
no additional MF cost beyond that for entering areray-
occupied Area unless the Active Area is contedtethis latter
case, the Assault costs one MF if the assaulte@ Aomtains
only Spent/Disrupted units, or two MF otherwisenitd of the
Attacker not participating in the Assault never e Spent or
Disrupted by the Assault, but they may have to espMF
(10.6). All Defending units in an Area being adtexli can
potentially be affected by that Assault. An Assasiltesolved
only after all units have entered the assaultedaAre that
Impulse. Other Fresh units starting in the Actieea not
involved in the Assault may move, but no additionaits may
enter the assaulted Area during the current Impafsse the
Assault is resolved.

10.2 MANDATORY ASSAULTS: A friendly unit must make
a Mandatory Assault whenever it:

enters an enemy-occupied Area that was
not Contested at the beginning of the
current Impulse (unless it is a German
unit that passes an Infiltration dr; 8.22);
or

enters a Contested Area by moving
across an enemy-Controlled canal or
river boundary, using a Ferry Crossing,
or moving across an enemy-Controlled
bridge.

After a Mandatory Assault is resolved, flip all nioyg units to
their Spent side. If a Mandatory Assault over matd®oundary
or enemy-Controlled bridge is a success or a Sttlem
(10.742) the canal boundary or bridge becomes dhen
Controlled and is marked with a “held” marker,H&tAllies are
the attackers. If a Mandatory Assault is a Failiii@.741), all
participating units must Retreat (10.91) alongrtheute from
the Active Area (8.1). If an Assault includes sribnducting a
Mandatory Assault and other units conducting anidDat
Assault, only those units making a Mandatory Agsaulst
retreat if the Assault fails.

10.3 OPTIONAL ASSAULTS: Unless required to conduct a
Mandatory Assault, the Attacker may Assault witingo all, or
none of his units that entered the Area. If heosks to
Assault, at least one Point Unit must Assault. dfimated units
starting in the Defending Area may not participate the
Assault and are unaffected by any results generbjedhe
Assault. Units entering the Area without Assaultibgcome
Spent when they finish their move. Units which Adsa
become Spent and/or Disrupted after their Assautesolved.
Units making an Optional Assault while entering/Atmea may
retreat or remain in the Defending Area if the Agdstails.



10.4 RIVER ASSAULTS: Units may only Assault across a
river without a bridge by using a Ferry Crossingiorthe case

of the Allied player, by declaring a Boat Assawdty). The
first Assault over a river boundary is a Mandatdssault. If
the Mandatory Assault succeeds or ends in a Stédema
(10.742) the river boundary becomes friendly-Cdigtband

is marked with a “held” marker in the same manngraa
successful crossing of a canal boundary.

10.5 OVERRUNS: If an Assault requires the Defender to
take more Casualty Points (10.8) than can be abddly the
Defending units that are in the assaulted Area,Atiacker
may continue moving the assaulting units with aeyaining
MF (and any supporting Artillery may continue topport
other assaults). Units in Elevated Terrain or Eglar that
crossed an unbridged canal boundary or Ferry Grodiis
Impulse, or that are making a Boat Assault, may@werrun
and must stop following resolution of their Assaultlf
Overruns are not allowed, the attacking unit's Ile@wends
after its attack; it may not use any remaining MFskize
bridges or move elsewhere. Overruns are also hmved
during the Airborne Landing Phase (20.4A).

10.6 ACTIVE CONTESTED AREA: If the Active Area is
Contested at the start of the Impulse, all, some&one of the
Fresh units starting in that Area may Assault beefbey begin
movement. If the Defenders are Overrun, the asegulinits
may continue moving. If no defending units remainthe
Area but the Defenders are not Overrun, the assgulinits
are Spent but other Fresh units in that Area mayemuathout
Contested Area Exit restrictions (9.2). If any aefeg unit
remains in that Area after the Assault has beealved, the
Assaulting units become Spent, and Contested Arga
restrictions apply to all other Fresh units moviimg that
Impulse. If the Attacker loses the Assault, theaaltgrg units
do not retreat and must remain in that Area. Alitiin the
Active Area (regardless of involvement in the Adgau
moving after the Assault resolution have alreadydus MF if
only Spent defenders were in that Area, or 2 M&ny Fresh
defender was in the Area prior to the Assault.

Note: if an Assault in the Active Area fails tarehate or
retreat all enemy units, Infantry units may nottdkie Area
that Impulse, nor may Armor units if the enemy auiritlude
Armor.

10.7 ASSAULT RESOLUTION: Assaults are resolved by
comparing the Attack Value of the Attacking uniti$)s a DR
(the Attack Total; AT) against the Defense Value thé
Defending unit(s) plus a DR (Defense Total, DT). dn
Assault, the Attacker selects the Point Unit (18)72nd all
Assaulting units, and then the Defender selectsFibvevard
Unit (10.73A).

10.71 DICE: When resolving combat, each player

simultaneously rolls the dice. The German playegsuthe
white dice; the Allied player uses the colored diteis
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suggested that each player roll both dice intorgaioer, and if
any dice end up outside the container only thenéd& or dice
be re-rolled.

10.72 ATTACK VALUE (AV): The AV is equal to the sum
of:

A. +x Attack Factor of any one Assaulting Infantryi#for
unit (the Point Unit) of the Attacker’s choice.

B. +1 Each additional Assaulting Unit

C. +1 Each supporting Field Artillery Unit (15.12)

D. +1 Divisional Integrity bonus for each Division
contributing three or more units to the attack
(including Supporting Field Artillery)

E. -1 SS and Wehrmacht units Assault together

Note: a moving artillery unit does not add +1 und®.72B if
entering an Area as part of an Assault.

10.73 DEFENSE VALUE (DV): The DV is equal to the sum
of:
A. +x The Defense Factor of any one Defending tihé (
Forward Unit) of the Defender's choice in the Area
being Assaulted. Reduce this unit's Defense Factor
by its Disruption Level (x may be negative due to
Disruption).

TEM of the Area being Assaulted.

if the attacking unit crossed a bridge whileking a
Mandatory Assault (10.2), an additiond! if that
bridge is Controlled by the defender, and/or an
additional+1 if the bridge spans a river boundary.

if the attacking unit crossed a canal withasihg a
bridge, or crossed a River using a Ferry Crossing,
made a Boat Assault. If another attacking unit
crosses a bridge, use the higher applicable modifie
of cases C and D, but not both.

for each additional Fresh Defending unit ottan

the Forward Unit. Airborne units that do not have
valid Supply Line to Zone F at the moment of attack
do not count towards this modifier.

+7?
+1

+2

+1

10.74 COMPUTING RESULTS: The result of the Assault
depends on the difference between the Attack T@t@) and
the Defense Total (DT).

10.741 FAILURE: If AT < DT, the Attacker has been
repulsed and there is no effect on the Defendenits.uAll
Assaulting units other than supporting Field Aetilf become
“Disrupt 1.” Assaulting units in a Mandatory Assauhust
retreat [EXCEPTION: newly-landed Airborne units ag$ing

a German-Controlled, non-Contested Drop Area (18.43
Assaulting units in an Optional Assault may retnealess they
started the Impulse in the Assaulted Area, or edt¢he Area
from the United Kingdom Box. Assaulting Allied usiin Zone
F do not retreat in the XXX Corps Ground Assaulagthof D-



Day or any subsequent Impulse. Assaulting unit$ tbteat
must do so into the Area/Zone from which they esder

10.742 STALEMATE: If AT = DT, the Assaulting units
become Spent and may retreat at the owning plagptien.

The Point Unit becomes “Disrupt 1.” Supporting I&ie
Artillery remain Fresh. There is no effect on dngfending

units.

10.743 SUCCESSIf AT > DT the Defender must remove
Casualty Points (10.8) equal to the difference betwthe AT
and the DT. All Assaulting units become Spent at ¢hnd of
the Impulse (unless an Overrun occurs; 10.5). Gudingy
Field Artillery remain Fresh.

10.8 CASUALTY POINTS (CP): In order to satisfy losses,
the Defender removes CP from his units in the Ddifemn
Area. CP may be taken in any combination, exceat the
Forward Unit must suffer the first CP loss. Casu#&tbints
may be removed as follows:

Airborne unit forced to retreat outside its Opearasil Sector
(9.66) is eliminated instead.

10.92 RETREAT PRIORITIES: If there is more than one
Area to which units may retreat, the units mustatbased on
the following priorities:

1. Free Area adjacent to the least number of en@ontrolled
Areas

2. Friendly-Controlled, Contested Area

3. Enemy-Controlled, Contested Area

4. Fully-stacked Area (10.91)

Units unable to retreat are eliminated instead. ltipla units

may retreat into different Areas so long as thevabariorities

are observed. If two Areas share the same pritiréyetreating
player may select which Area to retreat into. Aire units

may always retreat to an Area within their OperaicSector,
even if it means violating retreat priorityGerman units may
always retreat into an adjacent German-ControlledeZ even
if it means violating retreat priority.

Some or all of the
defenders in an Area being Assaulted may voluptasgtreat
after the Assault is resolved, even if the Attackeses. The
Forward Unit does not have to be among the unds rittreat.

A. Each Fresh unit that becomes Spent absorbs Bne C

B. Each Spent unit that becomes “Disrupt 1” absorbs10.93 VOLUNTARY RETREAT:
one CP.

C. Each “Disrupt 1" unit that increases its Disiaptto
“Disrupt 2" absorbs one CP.

D. Each “Disrupt 2" unit that is eliminated absoze Fresh units that voluntarily retreat become Spent.
CP.

E. Each Spent/Disrupted Defending unit that Redreat

(10.91) absorbs one CP.

The same unit may absorb more than one CP in anulss
until it is eliminated, but a unit cannot absorbsQR/ both
retreat and elimination. If a unit must absorb moFre than it
can fulfill by becoming “Disrupt 2” and retreatirigen it must
be eliminated without retreating. If the resultsaofy attack
require the Defender to take more CP than his unitthe
Area can sustain, additional casualties are ignobed an
Overrun may result.

10.81 DEFENSIVE TERRAIN: Defending units in Elevated
Terrain and Polder Areas always suffer one lesshaR the
difference between the Attack Total and the Defératal.

10.9 RETREATS: The Attacker or Defender may be called
upon to retreat as a result of combat. Attackingsumay only
retreat into the Area/Zone from which they enteri
attacked Area [EXCEPTION: Fully-stacked Areas; $891].
Defending units must follow a list of Retreat Pities (10.92)
to determine which Area/Zone they retreat to.

10.91 RETREAT PROCEDURE: Units must retreat one unit
at a time to determine if the Area becomes fulbcked. If it
does, subsequent units must continue their retceanother
Area that is not fully-stacked. In this event, béttackers and
Defenders must follow the Retreat Priorities toed®ine the
second (or more) Areas to which they must retre#tn
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11.0BOMBARDMENT

11.1 BOMBARDMENT IMPULSE: In a Bombardment
Impulse, the Attacker activates an Area to be thegat Area.
Unlike an Assault Impulse, neither movement nordBei
Repair/Demolition are allowed.

11.11 BOMBARDMENT DECLARATION: The Allied
player may bombard with Field Artillery units or frAi
Bombardment markers (16.2). The German player may
bombard with Field Artillery units.

11.111 ARTILLERY RANGE: Attacking Field Artillery

must occupy or be adjacent to the Active Area. efpkion:

Corps artillery units may be two spaces away from Target
Area. Field Artillery remain Fresh after bombardhenless a
Barrage (11.112) is declared.

11.112 BARRAGE: Only Corps Attillery (15.13) may lead a
Barrage. In a Barrage the AV of the Lead Artillenyit (11.2)
is doubled. After resolving a bombardment where aar&ye
was declared, the Lead Artillery unit and all suping
Artillery are flipped to their Spent side.

11.12 PRIMARY TARGET: The Attacker chooses one unit
in the Target Area as the Primary Target. A Disipnitmay
be chosen as the Primary Target. Field Artillergynrmot be
selected as the Primary Target if there are othefeming



types in the Target Area. A Construct marker orrye
Crossing can be chosen as the Primary Target ofl Fie
Artillery Bombardment only if the Bridge or Ferryr@sing
occupies a boundary of the Area containing the Lésdidlery
unit (11.2).

11.2 ATTACK VALUE (AV): In an Air Bombardment, the
AV is the Attack Factor of the Attacking Air Bomizament
marker. In a Field Artillery Bombardment, the A¥ the
Attack Factor of one Field Artillery unit of the tatker's
choice (the “Lead Artillery unit”) plus one for gaadditional
Field Artillery supporting the Bombardment. If Qar
Artillery is leading a Barrage (11.112), the AttaElctor of
the lead artillery unit is doubled. British artife may not
support U.S. artillery or vice versa. If SS andiGan Army
artillery participate in the same Bombardment, #igack
Value is reduced by one.

11.3 DEFENSE VALUE (DV): The DV is the sum of:

A. 2X Double the TEM of the Target Area

B. +1 Each Fresh enemy FLAK unit or FLAK
Tower in the Target Area (vs. Air
Bombardment only)

C. +1 Each Fresh enemy Field Artillery unit in the
Target Area (vs Field Atrtillery
Bombardment only)

Note: The Defense Factor of the Defending uniigshot

relevant to Bombardment resolution.

11.4 BOMBARDMENT RESOLUTION: To resolve a
Bombardment, the Attacker makes a DR, which is ddde
the AV to form the Attack Total (AT), and the deflem makes
a DR, which is added to the DV to form the Defefiggal

(DT). If the Attack Total > the Defense Total, tBefender
must remove Attrition Points (AP) equal to the @iffnce
between the Attack Total and the Defense Totale Phimary
Target must take the first Attrition Point inflicteif any. If

the Primary Target is already Disrupt 2 any AtbritiPoints
inflicted “slide off” and must be applied to othenits in the
Area that are not yet Disrupt 2Bombarding Field Artillery
neither retreat nor do they become SpeBarragingField

Artillery units suffer neither retreat nor Disrugnti.

11.41 ATTRITION POINTS: The Defender removes AP as
follows:

3 AP Fresh Armored Unit becomes Spent

2 AP Spent Armored Unit becomes “Disrupt 1”

2 AP Armored Unit at “Disrupt 1” becomes “Disrugit

2 AP Fresh non-Armored Unit becomes Spent

1 AP Spent non-Armored Unit becomes “Disrupt 1”

1 AP Non-Armored Unit at “Disrupt 1" becomes "Dipt

211
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1 AP  Construct marker reduced one level (19.22Fenry
Crossing destroyed only if designated as the Pgimar
Target (11.12)

AP are applied to the Primary Target until it beesm
Spent/Disrupted and then no more AP can be apfdigd Any
additional AP are then assigned by the Defendercaose
additional units to become Spent/Disrupted. If pues all AP
must be used to cause units to become Spent/Destupinlike

an Assault, each Defending unit in a Bombardmentardy be
reduced a maximum of one level per Impulse. A waih
absorb fewer than its listed AP without being affec Excess
AP are ignored. Units that are already D2 are unaffected by
Attrition Points; units may never be eliminated hy
bombardment.

11.5 RETREAT: Units are not allowed to retreat as a result of
Bombardment.

12.0THE ADVANTAGE CHIT

Advantage | | Advantage
_BL
@i\f Sl

12.1 OVERVIEW: The Advantage abstractly reflects an edge
that one side will temporarily have based on weathmrale,
position, surprise, leadership, intercepted comreation, or
fate. At the start of each Impulse one player gbvhas
possession of the Advantage as symbolized by pleceof the
Advantage marker with the side of the controllingyer face-

up on the Impulse Track. The Allies start the gametrolling

the Advantage. The Advantage is worth one VictBgint
(21.3). Control of the Advantage can change in ohéwo
ways: voluntary use, or involuntary loss.

12.2 VOLUNTARY USE: The Advantage can be used to
force a re-roll of any DR/dr. If used to re-roll @mbat
resolution, all four dice are re-rolled. Whenevére
Controlling player uses the Advantage, it shiftshie opponent
at the end of the current Impulse (or Phase, dutiegD-Day
preliminary Phases). Flip the Advantage markeitgoother
side on the Impulse Track whenever the Advantagngbs
possession. If the Advantage is used to re-roll@R that had
served as the Allied Sunset DR, the re-rolled DRob&es the
effective Sunset DR. The second Impulse of a Dsupulse
has no Sunset DR.

12.3 DOUBLE IMPULSE: The Advantage may be spent by
the Attacker to declare two active Areas during Inigpulse
instead of one, or to activate the same Area twiik.normal
rules apply (the Attacker may still not enter are@ipreviously
attacked in the same Impulse). A Double Impulsent® as
only one Impulse on the Impulse Track. A playerrobserve
the results of his first Impulse before decidingdeclare a



Double Impulse, or he may declare them simultarigac as
to combine forces from two active Areas into thamea
Assault.

12.4 INVOLUNTARY LOSS: If three or more German units
are eliminated in a single Impulse, the Germangldyses the
Advantage if he has it, and it will belong to th#ié&d player
at the end of the current Impulse. He may useAtiheantage
to re-roll the combat where the losses occurretidpes of
reducing the loss, but the Advantage will be losainy case.
If the Allied player loses a single unit he loske Advantage
if he has it, with the same re-roll option.

& . .
Sunset | | Sunset

drm+X || drm-X

12.41 SUNSET DIE ROLL MODIFIER: If the German
player loses four or more units in a single Impuisenot only
loses the Advantage. The Allied player may alsoventhe
Sunset Die Roll Modifier (DRM) marker one space éach
unit above three that the German player loseghdfGerman
player does not have the Advantage, the Allied glayay
move the marker one space for each unit above abadre
lost. Similarly, if the Allied player loses two amore units in
a single Impulse, he not only loses the Advantage ihas it,

involuntary loss of the Advantage and uses the Athge to
force a re-roll does not have the Advantage forppses of
determining any Sunset DRM marker movement after rdt
roll is resolved.

13.0DISRUPTION AND SUPPLY

13.1 OVERVIEW: Only units that begin the Impulse with

their Fresh side face-up may move, Assault, BoniBamage,
or provide Artillery support. Units participatingn ithose
activities are flipped to their Spent side at thd ef the current

Impulse. Exception: Artillery supporting an Assault (10.72C

15.12), or making or supporting a Bombardment (L1.@nits
can become Disrupted through combat results. Thefliaped
to their Spent side and marked with an appropBaseupt (1 or
2) marker. During the Refit Phase units recovemfrthe
exhaustion of movement and combat.

13.2 BECOMING SPENT/DISRUPTED: Fresh units that

move become Spent. German units that successhiilyrate
(8.22) become Spent. Units that make an Assauibrbe
Spent if AT > DT, or “Disrupt 1" if AT < DT. If arAssault

the German player may move the Sunset DRM marker on results in AT = DT, the Point Unit (only) suffer®isrupt 1”

space for each additional unit lost. If the Allipthyer does
not have the Advantage, the German player may ntbee
marker once space for each unit that is lost. Wheméhe
Sunset DRM marker is moved onto the Impulse Tratk,
modifies all subsequent Allied player Sunset DR @anset
Purposes only) by an amount corresponding to tmeben of
the space it occupies. The “Sun +" side is plafsgk-up
when the marker has been advanced past zero aranitent
will be added to the Sunset DR. The “Moon -" sisi@laced
face-up when the marker has been retracted below aed
that amount will be subtracted from the Sunset DRhe
Sunset DRM does not affect Weather Changdste: if the
Sunset DRM is negative, no weather change is pessiince
any roll that would normally change the Weather ®rilde
Daylight Phase because of the negative modifier.

12.5 ADVANTAGE SHIFT:
action during an Impulse, but each action is carsid “his”
Impulse. So the Advantage can change hands duheg
“German” half of the impulse and then change hashai$ng
the “Allied” half of the impulse. After the Advantage is used
for a re-roll or Double Impulse, it belongs to heit player
until the end of the curremtiayer’'sImpulse, at which time it
becomes the property of the player who did notius&hus, if
a DR or dr is re-rolled, it may not be re-rolledaagsince
neither player has the Advantage. Similarly, ay@tamay not
use the Advantage and regain it immediately by iekting

Each player gets to take an

and the remaining Assaulting units become Spenmitoding
units become Spent after their Bombardment is veslanly if
a Barrage was declared. A Fresh Defending unit thiees
Casualty Points must become Spent for its first @Runit can
absorb CP/AP by becoming Spent and/or increasiisg
Disruption level.

13.3 REFIT PHASE: The Germans conduct their Refit Phase

first, followed by the Allies. A Refit Phase hdgetfollowing
steps:

1. Supply Depots are placed and move to
eligible Areas on the map.

2. Units use supply points to Refit. After all
units have finished refitting Impulse
advances/retractions may be purchased
with Reserve Supply.

3. Isolated units may have
Surrender dr.

to make a

13.4 SUPPLY DEPOTS: Supply Depots are placed on the

map during each player's Refit Phase and removex dhe
player is finished using their supply points to iRefits.

T ———

S,

enemy units, since the player whose units have beer

eliminated does not yet possess it. A player vghiad¢ed with

M5 6
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13.41 GERMAN DEPOT PLACEMENT: Five German
Depots may be placed in any Zone. If the Zoneastlled

by the Germans and Uncontested, its Depots may deadn
from the Zone over the Road Net through Free Ateasny

German Controlled Free Area. Each German Depabith

five Supply Points if the Turn began with Clear \Weat or six
Supply Points if the Turn began with Overcast Wea(i7.1,
see also 6.21).

13.411 GERMAN ZONE | SPECIAL REFIT: German
units in Zone | (Oss) may automatically refit withausing a
Supply Depot, so long as Zone | is German-Contiolle

13.42 ALLIED DEPOT PLACEMENT: The Allied player
has five depots that supply XXX Corps, three depbis
supply Airborne units, and an Air Supply marker.

13.421 ZONE F DEPOTS: Five Allied Depots marked
“Zone F" must be placed in that Zone. If Zone Emntested
(regardless of who Controls it), its Depots mayyoslipply
Allied units in that Zone. If Zone F is Controllbg the Allies
and Uncontested, its Depots may be moved from Zooeer
the Road Net through Free Areas to any Allied Guled
Free Area. Zone F Depots are always worth five pBup
Points each, regardless of Weather.

s e
13.422 AIRBORNE DEPOT
Depots marked “1st Airborne,” “82nd Airborne,” atitio1st
Airborne” must be placed in the UK Box. An Airbern
Supply Depot may be moved to an Allied-Controlled o
Contested Airborne Supply Head (3.262) of the appate
division. If none are available that Depot may hetplaced
and all its Supply Points are lost. Airborne Sypplepots
may not move once placed in a Supply Head. Eachofie
Depot is worth ten Supply Points if the Turn begaih Clear
Weather or five Supply Points if the Turn begarhvitvercast
Weather (17.1, see also 6.21).
Interdiction (13.5) modify these values.

3.4-23 ALLIED ZONE | SPECIAL REFIT: Allied units in

Zone | (Oss) may automatically refit without usiagSupply
Depot, even if Zone | is German Controlled. If Zohis
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Both FLAK and Air

Allied-Controlled and Uncontested, the Allied playeceives
an additional Supply Depot marked “Oss”. The Ospy
Depot may be moved from Zone | over the Road Netuthh
Free Areas to any Allied Controlled Free Area. Tss Depot
is always worth ten Supply Points, regardless oaiver.

13.424 AIR SUPPLY: The Allies have a single Air Supply
marker. The marker may be moved from its holdiog to any
Allied-Controlled Area or Zone with a TEM of +1 @2. The
Air Supply marker is worth five Supply Points. tHe Turn
begins Clear, the Air Supply marker is availableimy the
Refit Phase; otherwise it is not available thatrifuilhe value
of the Air Supply marker is modified by FLAK and rAi
Interdiction (16.4).

13.5 INTERDICTION: The supply value of Allied Airborne
Depots and the Air Supply marker is reduced by famesach
Fresh FLAK unit or FLAK Tower in or adjacent to tiheea
that the Depot marker was placed in. Since then@es refit
first, they may restore Spent FLAK Towers and FLAKits in
time to interdict depots placed during the Alliddyer's Refit
Phase. The supply value of Allied Airborne Depantsl the Air
Supply marker is further reduced by one for eachn@a Air
Interdiction marker in or adjacent to the Area fhepot was
placed in.

13.6 REFIT COSTS: To refit, a unit must “draw supply” from
a Supply Depot. A refit requires the following nipen of
Supply Points:

+1
+1
+1

point per refitting unit in the same Area as thepbt
additional point for a Disrupted unit

additional point for each boundary crossed by pat¢h
between the refitting unit and the Depot

additional point for each friendly-Controlled, Qested
Area between the refitting unit and the Depot
Regardless of available supply, a Disrupted uniy mat refit
more than one level per Turn (i.e., Disrupt 2 caly oefit to a
Disrupt 1; Disrupt 1 can only refit to Spent).

+1

The Depot owner chooses his most advantageousystmge.
Units in an enemy Controlled Area may trace supgiyno
additional cost. However, supply may not be trattedugh or
into an enemy-Controlled Area. A unit drawing sypfilom
more than one Depot must pay a total supply costleg that
of the furthest Supply Depot from which it will dvasupply.
There is no limit to the number of Supply Depotswaéd in an
Area.

Note: Players will often lack sufficient supply Refit all of
their units.

13.61 CONTESTED SUPPLY: A Depot placed in a Con-
tested Area may not be used to refit units outdidé Area or to
add excess supply to its reserves on the SupplgkTraAny
surplus from that Depot is lost.



13.7 RESERVES: All unused Supply Points of a Depot in a
Free Area (including the Allied Air Supply markene added
to that player's Reserves by moving his supply earkn the
Supply Track. Each space on the Supply Track oecupiy
the large “Reserves” marker is worth 10 Supply Botimes
the value of that space. Each space on the SupmgkT
occupied by the small “Reserves” marker is wortSupply
Point times the value of that space. Either playay expend
his Supply Reserves to buy Impulse Advances oraRetms
for the following Turn at a cost of ten points eathhe end of
his current Refit Phase. The maximum daily Impulse
Advance or Retraction purchase is three per playeerefore,

if the German player were to purchase an ImpulseaAde to
set the Impulse marker at “1”, the most the Allkesild do is
purchase three Impulse Retractions and reset thmilsm
marker to “B”. Neither player may use reservesatgment
the value of his on-map Supply Depots (EXCEPTIOBI42

13.8 ISOLATION: Supply Lines are traced from a Supply
Source to a unit’'s Area (13.81, 13.82). A valigpfly Line is

a contiguous route of any length through any frignd
Controlled (Free or Contested) Areas. A suppig Inay not
cross an unbridged river boundary unless it coataim intact
Ferry Crossing. It may not cross an unbridged Icamandary
unless it is the last boundary crossed by the supm. Units
without a valid Supply Line are Isolated. ExceptioAllied
units during the 17th and September 18th Game Taras
never Isolated.

13.81 GERMAN SUPPLY SOURCES: German Controlled
Zones are German Supply Sources.

13.82 ALLIED SUPPLY SOURCES: Zone F is the Supply
Source of ALL Allied units.

13.9 SURRENDER: Players must make a dr for each
Isolated unit at the end of the Refit Phase. Tlaee four
levels of Isolation: Fresh units are Isolation €kt; Spent
units are Isolation Level 2; Disrupt 1 units areldsion Level

3; Disrupt 2 units are Isolation Level 4. If theid less than
the current Isolation Level of the unit, the urtdliminated.

If the dr equals the Isolation Level of the unitetunit's
Isolation Level is increased by one (or the uniliminated if
the unit is already Disrupt 2). If the dr is gredtean the unit's
Isolation Level, the unit is unaffected.

14.0 ZONES

14.1 OVERVIEW: A Zone represents much more terrain
than an Area. All rules for Areas apply equally to Zones
unless otherwise stated.

14.2 ASSAULT IMPULSE MOVEMENT: A Zone can
only be entered by a unit that begins its Impufsari adjacent
Zone or Area, and the unit must end its movemerinup
entering that Zone. A unit beginning an ImpulseairZone
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may move to an adjacent Area by paying the entransés of
that Area and may continue movement normally teotkreas
using its available MF. There are no movement igi&ins due
to beginning an Impulse in a Contested Zone (9.3).

Note: Movement into and out of Zones is restriddthe
arrows printed on the map — no other options exidtor
example, units in Zone F may only enter Area 64 Ateas 56
or 63.

14.3 OCCUPATION LIMITS: An unlimited number of units
of both sides may occupy a Zone.

14.4 COMBAT: Artillery units occupying a Zone may only
attack enemy units in that Zone. A Zone may noattecked by
Field Artillery outside the Zone. This applies tocaking or
supporting a Bombardment as well as to supportingssault.
Otherwise, an Assault can be conducted in a Zomenaity.
Allied Air Bombardment markers may attack any Zone
adjacent to Allied units, or adjacent to an Areanttalled by
the Allies.

14.5 ZONE F: Zone F may be activated every Allied Impulse
as in a Double Impulse. The only restrictions ta it must
come after the Allied player has activated any otAeea,
Zone, or the UK Box, and after all actions haverbeempleted
for the first activation, including the Sunset D&RR31). Zone F
units activated under this rule may not combinecdsr with
other units in an Assault. All other Double Imputsiles are in
effect (12.3). The Advantage need not be spentewan
possessed, to activate this Zone. If Zone F iwated in this
manner during an Impulse, the Allied player may as¢ the
Advantage to activate a third Area. Zone F mayabgvated
simultaneously with another Area, Zone, or the UKxBoy
spending the Advantage to declare a Double Impulse.
Exception: Air Bombardment (16.2). If the Allieplayer
chooses any Area on the map, including Zone Fhads arget
Area of an Air Bombardment, that is the only actioe may
take that Impulse.

14.51 REENTRY: Once units have exited Zone F into Area
64 they may not reenter enter Zone F except whdre&eg
(10.9). They may not move or Regroup back intoeZbn

15.0ARTILLERY

15.1 FIELD ARTILLERY: Field Artillery may make or
support a Bombardment or support an Assault. [DRifgn
Field Artillery in an Area being attacked absorbsses like any
other unit except that it may not be designatethasPrimary
Target or Forward Unit in any Area that has othefddding
unit types.

15.11 BOMBARDMENT: Field Artillery may Bombard
enemy units in the same or adjacent Area as thleastion of
an Impulse. Field Artillery in a Contested Areayntaly make
a Bombardment in its own Area. Field ArtilleryanFree Area



may Bombard any adjacent Area. As discussed i, there
is one “Lead Atrtillery unit,” with each additionphrticipating
Artillery unit adding one to the Attack Value. Eaéhesh
Defending Field Artillery unit in the Target Areads one to
the DV (11.3).

15.12: ASSAULT SUPPORT: Each Fresh Field Artillery
unit can add one to the AV of an Assault it is Sanipg
(10.72C). Artillery that supports an Assault per rule 10.72C
does not become SpenEield Artillery in a Contested Area
may only Support an Assault in its own Area. FiAldillery
in a Free Area may Support an Assault in any adjadeea,
even if it does not occupy the Active Area. Co#psllery in

a Free Area may Support an Assault up to two Ameay.
Divisional Artillery may support an Assault onlythe Assault
includes at least one non-Atrtillery unit of its owivision. If
the attacker loses the Assault, the supportingdFhetillery
does not become Disrupted or retredNote: four German
Artillery units do not belong to a Division. Thesee
independent units and thus may never Support aaultss

15.13 CORPS ARTILLERY: To aid in recognition, the
Corps ID is highlighted in an oval background. @or
Artillery occupying a Free Area may Bombard up teot
Areas away, and may Support an Assault up to tweasr
away. The XXX Corps Artillery may support an Assault only
if at least one British unit originating in Zondd-participating
in that Assault. Corps Artillery may also lead a Barrage
(11.112).

16.0AIRPOWER

16.1 OVERVIEW: The Allies have two markers for Air
Bombardment: RAF 2 Group and RAF 83 Group. Eath A
Bombardment marker is flipped when used and autioaibt
becomes Fresh during the Dawn Phase. The Allgs lzve
one Air Supply Marker (US 8th Air). The Germanyé&awo
markers for Air Interdiction.

16.2 AIR BOMBARDMENT: Each Air Bombardment
marker can make an Air Bombardment during Clear th&ra
as the sole activity of an Allied Impulse. The kaarshould
be placed in the Target Area prior to resolving the
bombardment. Air Bombardments are resolved indime
manner as Field Artillery Bombardments except thath
Fresh FLAK Tower or FLAK unit in the Target Areadsdone
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to the DV (instead of each Fresh Field Artilleryityn After

the Air Bombardment has been resolved the markéipised
and returned to the bombardment display with theetii side

up to show that the marker cannot bombard agathdrcurrent
turn. Unlike other Impulses/actions, Air Bombardment does
not advance the Impulse marker, although the résallDR is
still a Sunset DR to determine if the Daylight Rhasds or the
Weather changes.

16.21 RESTRICTIONS: During an Air Bombardment
Impulse the Allied player may not take a Double uise either
by activating Zone F (14.5) or surrendering the @&utage to
declare a Double Impulse (12.4). An Air Bombardmeray
not be supported by Field Artillery or another Air
Bombardment marker.

16.21 TARGET AREAS: Air Bombardment is permitted if an
Allied unit is in or adjacent to the Target Area,ifothe Target
Area is adjacent to an Area controlled by the Allie

16.22 MISTAKEN ATTACK: If the Target Area of an Air
Bombardment is Contested, Allied casualties ocdutthe

original (unmodified) Attacker and Defender DRs agual.

The Allied Attrition Points are half (fractions noded up) of
the Attacker's original DR. The German may seltwt

unintentional Allied “Primary Target” after the atk is

resolved. German losses are taken normally.

16.3 AIR SUPPLY: The Allied Air Supply marker can place
its Supply Depot in any +1 or +2 TEM Area or Zotmattis
Allied-Controlled (13.424).

16.4 AIR INTERDICTION: A German Air Interdiction
marker may be placed in any Area containing an eAlli
Airborne Drop Area or Airborne Supply Head. If a&ir
Interdiction marker is placed on the map, no otmions may
be taken by the German player that Impulse (he wstily
declare a Double Impulse). The Interdiction Va{ii8.44) of
the Area is raised by one if an Air Interdictionnkex is present
in it. Once placed, the Air Interdiction marker r&ms in the
Area until the end of the Refit Phase, at whichetiinis placed
Fresh side up in the German Air display box. If bhatir
Interdiction markers are available, two separatpulses are
required to place them both. There may never beitian one
Interdiction marker in the same Area.

17.0WEATHER

17.1 DAWN: Beginning with the September 19th Turn, and
each Turn thereafter, determine the Weather (6.ttip),the
Weather marker to their appropriate side, and piaca that
date. Flip German Depot markers and Allied Airkeorn
markers to the side matching the current Weatherhe
September 17th and 18th Turns both begin with Géeather.



17.2 CLEAR WEATHER: Play proceeds normally. Air
bombardment and Airborne Reinforcement are avalaily
during Clear Weather Impulses. The Allied Air Supplarker
is only available if the Turn begins with Clear Whesx. If the
Turn begins with Clear Weather, German depots ang¢hwb
points each during the Refit Phase, while Alliedrb&ine
depots are worth 10 points each.

Interdiction markers are placed in one of the hwjdboxes
printed on the map.

18.3 XXX CORPS UNITS: Units of the British XXX Corps
are placed in Zone F, Fresh side up. Reinforcesrstteduled
to appear in Zone F on September 18th and Septeftierare
placed in Zone F at the instant the conditionstpdnon the
Allied Reinforcement Card are fulfiled. These tsniare

17.3 OVERCAST: German units have their MF increased by eligible for immediate activation under rule 14.5.

one during Overcast Impulses.
Airborne Reinforcement are not available during @ast
Impulses. If the Turn begins with Overcast WeatkBarman
depots are worth 6 points each during the RefitsBhavhile
Airborne depots are worth 5 points each.

Note: German Air Interdiction markers may alwaye b
placed, regardless of whether or not the Turn bggivith
Overcast Weather, or if there is a Weather Change t
Overcast.

17.4 WEATHER CHANGES: If the Allied Player's Sunset
DR (6.3) equals the current Impulse number, the ti\éza
changes (from Clear to Overcast or vice versandutie next
German Impulse. Record the Weather Change byirfigpghe
Turn marker on the Turn Record Track. The new \Werat
status remains in effect until the Dawn Phase efrigaxt Turn,
or until the Allied player's Sunset DR again equhés current
Impulse number. In the latter case, record the Weeathange
by flipping the Turn marker on the Turn Record krac
Should a Weather Change occur during an Air Bontbard
Impulse, the Weather Change is recorded on the Record

Air Bombardment and

18.4 ALLIED AIRBORNE UNITS: Allied Airborne unit
reinforcements are initially placed in the Unitethgdom (UK)
box. The United Kingdom box may be activated ag pha
normal Assault Impulse except that no bridge régamolition
attempts are possible.

18.41 RESTRICTIONS: Airborne units may initially land
only in the Drop Areas indicated on the back ofreadividual

unit (18.5). The number of landing reinforcemeats Allied

units already in the Drop Area may never exceeddierng

each landing Impulse. A maximum of three units |pgpulse

may move from the UK Box to Areas on the map. eMlli
Artillery units may not land in a German Controllexon-

Contested Area unless accompanied by at least bieel Roint

Unit.

18.42 PROCEDURE: The Allied player declares he is
activating the UK box. Units may land in a sin§fleop Area,
or multiple Drop Areas, so long as the limit ofelrunits is not
exceeded, and the units land in the Drop Areasifspon the
Allied Setup Card. If there are Fresh German FLAKAK

Track even though the Advantage marker has not yetTowers, or Air Interdiction markers in or adjacémtthe Drop

advanced on the Impulse Track.

Note: Weather Changes that occur as a result efShnset
DR do not change the value of either player's Syippots
or the availability of the Allied Air Supply markduring the
Refit Phase.

17.41 SUPPLY CONSEQUENCES: See 13.41, 13.422, and
13.424.

18.0REINFORCEMENTS
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18.1 OVERVIEW: Reinforcements are placed during the

Dawn Phase.

Area, the German player must roll for Interdictid®.44). An
Airborne unit not hit by Interdiction has one ofawptions:

Remain Fresh in the Drop Area,
available to be activated in a future
Impulse. No MF are expended moving
from the UK to the map if choosing this
option.

Immediately move and/or Assault. The
newly landing reinforcements may not
combine to move and/or Assault with
units in the Drop Area, unless the
Allied player has used the Advantage to
activate both the UK box and the Drop
Area  simultaneously. If the
reinforcement chooses to move and/or
Assault normal MF costs for entering
the Drop Area must be paid.

18.43 MANDATORY ASSAULT: Airborne reinforcements
landing in a German-Controlled, uncontested DropeaAr

18.2 GERMAN: German Reinforcements are placed in the containing at least one German unit must condudaadatory

Zone(s) specified, Fresh Side up (Exception:
Placement is made even if the Zone is Controlledthsy
Allies, and even if the Zone is Uncontested. Gernédr

19

22.2) Assault (10.2). If the Assault fails, those Airberunits do not

retreat (10.741). They are instead treated dwif began their
Impulse in the Assaulted Area (10.6).
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18.44 INTERDICTION: Fresh German FLAK Towers,
FLAK units, and Air Interdiction markers may Inté&tAllied
Airborne Reinforcements, Airborne Supply, and Ineas
units. The Interdiction value of a Drop Area is afto the
number of Fresh German FLAK Towers, FLAK units, aid
Interdiction markers in/adjacent to the Drop AreaEach
Allied Airborne unit landing in a Drop Area must Heclared
before any Interdiction is resolved. The Germaayet then
makes an Interdiction dr for each landing unitthé dr is = to
the Drop Area’s Interdiction Value, the unit becanspent in
the Drop Area in which it landed and cannot attacknove
farther during that Turn. If the Interdiction dr ssthan the
Drop Area's Interdiction Value, the unit become®r@pand
Disrupt 1. If the Interdiction dr is > than the dpr Area’s
Interdiction Value, the unit is unaffected. If tB¥op Area
becomes fully stacked, no further units may larat tmpulse.

Note: if a unit has at least 2 MF remaining (or nsoving
during the Airborne Landing Phase) it may crossoirgn
enemy-Controlled Vacant Area, automatically gainguntrol
of the bridge without a seizure dr as it does so.

19.2 BRIDGE REPAIR: Destroyed Bridges can be repaired.
If the Active Area is friendly-Controlled and naoilated, repair
attempts may be made at the start of an Assaultlsago any
bridges on its boundaries. If the Allies are afténg bridge
repair, the active Area must additionally contaik>@&X Corps
control marker and be able to trace a Supply Lm&dne F
(13.82). Only one repair attempt per bridge pepulse or
Refit Phase may be made. The Attacker makes adimdds
the appropriate drm (19.5) for each repair attenipthe final
Repair dr is_>7, the bridge is repaired and the Destroyed
Bridge marker is removed or flipped to its Alliedidye side.

A maximum of two bridges may be repaired per Tuynthe
Allies and one by the Germans. Bridges may notbbit
across boundaries that did not have a bridge liyitia

19.21 CONSTRUCTION: For each Bridge Repair attempt, a

FLAK Towers and FLAK units do not become Spent as aConstruct marker belonging to that side must bélahle in the

result of Interdiction, and may interdict all adgat Drop
Areas during the same Impulse. Similarly Air Inietan
markers are unaffected by Interdiction.

18.5 SEPTEMBER 18 AND 19 REINFORCEMENTS:
Allied Airborne Reinforcements moving from the UkoBto

the map on September 18 or September 19 must bedpia
the Drop Areas shown on the backs of the units.
Reinforcement units entering after September 18néfithey
were originally scheduled for September 18 or Saptr 19,
may land in any of their color-coded divisional préreas
(3.261).

19.BRIDGES

19.1 OVERVIEW: Bridges are always in one of three states: |

German-held, Allied-held (marked by a “Allied Briglg
marker), or Destroyed (indicated by a “Blown Britige
marker). At the start of play, all bridges are Gan-held.
Bridges can change hands in four different ways:

Repair of a Destroyed Bridge (19.2)
Successful  seizure  attempt
movement (9.22, 19.3)

Crossed during a successful or Stalemated
Mandatory Assault (10.742, 10.743)

Both connecting Areas become friendly-
Controlled (7.2)

during

A maximum of five units may use a bridge duringlaapulse
or Regroup Phase (although they may move acrosidgeb
during an Impulse and retreat back across it in shme
Impulse if the Assault is a Failure) regardlesshef direction
moved.
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Construction Availability Box or already on the dige to be
repaired. If a player does not have a Constructkena
available a Bridge Repair attempt cannot be made.

If the repair attempt is successful turn the BldBvidge marker
over to its Allied Bridge side if the Allied playavas making
the repair attempt. If the German player was nmkive repair
attempt remove the Blown Bridge marker from the mape
Construct marker is placed in the Construction Aalality
(Used) box.

Note: It is possible for both players to attemptrépair the
same bridge simultaneously. As soon as one player
successfully repairs the bridge, the construct reestof BOTH
players are removed from the map, and placed in the
Construction Availability (Used) box.

If the repair attempt is not successful place asBoot +1
marker on the Blown Bridge marker, or flip the Coust +1
marker on the bridge to its +2 side. If a Congtrtt marker is
already on the bridge, the +2 modifier remains dods not
increase.Once placed on the map, a Construct marker may not
be removed until the bridge is repaired.

19.22 PRIMARY TARGET: If a Construct marker is chosen
as the Primary Target (11.12) of a Bombardmentilltaksorb
one AP and be reduced one level (e.g., a +2 Candttarker
is flipped to a +1 Construct Marker; a +1 ConstriMarker is
removed from the map and placed in the Used Cartgiru



Availability box). Any additional AP inflicted wil affect water boundary (canal or river), and the naturghef action

other units in the Target Area normally. being attempted (demolition or repair).

19.23 EVENING CONSTRUCTION: A player may attempt  Areas: +3Free

bridge repair during his Refit Phase by using sy@d if the +2 Contested, Friendly-Controlled

bridge site were a Spent unit. In the case ofAltied player +1 Contested, Enemy-Controlled

supply must be provided by a Zone F Depot, not @& A River: -1 Bridge spans a River Boundary

Supply marker or an Airborne supply depot. The Igew

repaired bridge may be used to aid the movemerutioér Repairs: -1 Any Repair attempt

Allied depots during the same Refit Phase. +1 Repair dr made with a “+1” Construct

marker on the destroyed bridge OR

A“j,ed +2 Repair dr made with a “+2” Construct

marker on the destroyed bridge

Note: Total the drm for BOTH Areas. If the bridigeover a
river boundary the modifier is always —1. The maxin

19.3 BRIDGE SEIZURE: A moving Armor/infantry unitin ~ Modifier for a construct marker is +2, no mattervhanany
a Free Area can attempt to seize an enemy-heldgérid repair attempts the player makes.

bordering its Area at any time during its movemernthe

attempt costs one MF and is successful on_adr > 20.0D-DAY

The dr is subject to the following modifications:
) g 20.1 OVERVIEW: The Turn sequence for the first Turn is

changed from the normal sequence by replacing thevrD

+1 Adjacent (bordering) Area is Vacant .

1 Per Fresh enemy unit in Adjacent Phase with four temporary Phases as follows:
(bordering) Area .

-1 Bridge spans a River Boundary Air Bombardment Phase

Artillery Bombardment Phase
Airborne Landing Phase

Each bridge is subject to only one seizure att tmpulse
g J y qrapiimp XXX Corps Ground Assault Phase

or D-Day Airborne Landing Phase. If successful, aher
units must pay one additional MF when crossing sbized
bridge during the Impulse it was seizedote: After a failed
bridge seizure attempt, any other unit besides uhi that
attempted the seizure may cross the bridge withauing to
spend an extra MF.

PN PRE

20.2 AIR BOMBARDMENT PHASE: The Allies make Air
BI.“-PV“ Bombardment attacks against every Area on the nespsh
containing a German FLAK Tower.If there are additional
=k units in the Target Area, the FLAK Tower must be Brimary
rrage Target. These are resolved normally with full Attack Stréng

19.4 BRIDGE DEMOLITION: A demolition attempt for ~ (16-2) and then the American 8th Air marker is dgl,
each bridge on any or all boundaries of the Acfivea may becoming the _All|ed Air Supply marker fpr the resk the
be made at the end of an Assault Impulse by the #idt game. The British 2nd and 83rd TAC Air markers au
Controls those bridges if the enemy Contests ortrGtnat flipped.

least one of the bridge's two Areas. ContestingAasa
momentarily during a failed Mandatory Assault istno
sufficient to allow a Bridge Demolition attempt.h& attempt
is successful on a dr. > and is subject to Bridge
Demolition/Repair Modifiers. If the attempt is sessful, the
bridge is covered with a Blown Bridge marker. A d®ye
Demolition attempt may be made regardless of teeguce or
absence of friendly units in the Active Area.

20.3 ARTILLERY BOMBARDMENT PHASE: The British
XXX Corps Artillery counter conducts a Barrage (@12) in
Zone F and is flipped to its Spent side. The Gsi@bision’s
artillery may not Support this Barrage.

19.5 BRIDGE DEMOLITION/REPAIR MODIFIERS: A
Demolition/Repair dr is modified depending on thatiss of
the two Areas on either side of the bridge, theurgabf the
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20.4 AIRBORNE LANDING PHASE: First, the Allied
player places all the initial Allied Airborne uniitsdicated on
the Allied Setup Card in their Drop Areas, Frestiesup.
Second, the German player resolves any Air Intéofic
(18.41). Third, the Allied player may activate eddtop Area
containing at least one Fresh Allied unit and de a@f the
following:

A. Assault: The Drop Area must be Contested. Qne o
more Allied Airborne units may perform one
combined assault in the Drop Area. There is no
retreat if the Assault is a Failure. Overruns are
prohibited.

B. Seize Bridges: The Drop Area must be Unconteste
A single unit may be activated to make bridge
seizure attempts.

C. Move: The Drop Area must be Uncontested. Units
may expend ALL their MF to enter adjacent Vacant
Area(s).

D. Do Nothing: The unit(s) in the Area remain Fres
and are available for activation during future
Impulses.

Any unit performing options A, B, or C becomes Spen
regardless of the outcomes of those actions (osrtpit 1" if
an Assault is a Failure).

20.5 XXX CORPS GROUND ASSAULT PHASE:At least
one Guards Armor Division unit set up in Zone F trAssault
the German units in that Zone.

20.6 DAYLIGHT IMPULSES: A normal Turn now starts
with German Impulse 0.

20.61 D-DAY MOVEMENT RESTRICTIONS: German
units are restricted as follows on the Septembd#r Tiérn:

Impulse 0: German units may not move/attack, but
an Area may be activated and Bridge Demolition

attempts made.

Thereafter, German units have only one Movement

21.0VICTORY CONDITIONS

21.1 BREAKTHROUGH: The Allies win immediately if they
achieve a Breakthrough by having a supplied Fresh in
Apeldoorn (Zone A) at the end of the Daylight Phaseny
Game Turn.

21.2 SEPTEMBER 20TH VICTORY CHECK: The Allies
win by having ten or more Victory Points at the emfdthe
September 20th turn. The Germans win by preventirg
Allies from fulfilling their Victory Conditions.

21.3 VICTORY POINTS: The Germans do not receive
Victory Points. Victory depends solely on the Adli&/ictory
Point total unless a Breakthrough (21.1) is achieveThe
Allies receive Victory Points for all Victory PoinfAreas
Controlled by XXX Corps units and having a validpply Line

to Zone F regardless of the presence of Germans unit
Contesting an Area (EXCEPTIONS: Eindhoven and Amhe
The Allies receive one Victory Point if they possethe
Advantage (12).

21.31 EINDHOVEN: The Allies receive one additional
Victory Point if any unit of XXX Corps Contests @ontrols
Eindhoven at the end of September 17th. They doeurive
any VP for controlling it on September20

21.32 ARNHEM: The Allies receive two VP if Arnhem is
Controlled by 1st Airborne, regardless of the pneseof a
supply line. The Allies receive four VP if Arnhens
Controlled by XXX Corps and can trace a supply lioeZone
F.

21.4 PENALTY FOR GERMAN-CONTESTED VIC-
TORY POINT AREAS: The Allies forfeit one Victory Point
if the German player Contests (not Controls) sugabliAllied-
Controlled Victory Point areas worth at least sixt@ry Points
at game end. Arnhem counts as four Victory Pdimigard this
total regardless of how many Victory Points it isrth to the
Allies.

Factor during any Clear Weather Impulses of 22 OTHE EXTENDED GAME

September 17 (they may still attempt Infiltration).

During Overcast Weather Impulses they have their

full Movement Factors, plus one additional MF as pe
17.3.

Note: whenever the September 17th Weather conditio
change to Overcast and then later changes bacKeaar(Cthe
D-Day movement restrictions resume.

20.7 REFIT AND REGROUP PHASES: These Phases
follow in the same manner as in a normal Turn.
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Those wishing to extend play beyond the Septem®#r Rurn
may agree beforehand to the following variations.

22.1 CONTINUING VICTORY CHECK: Check the Allied
Victory Conditions at the end of each of the follogr Game
Turns: September 20 (10 VP), 24 (15 VP), and 26\(RL. If
the Allies exceed the required Victory Points foattdate, they
win. If they have less than the required Victonjres for that
date, they lose. If they have exactly the requinethber of
Victory Points, play continues until the next daféhe required
Victory Points are printed to the right of the TiRecord Track
for each date. Meeting the Breakthrough conditi@is1) still
ends the game with an immediate Allied Victory.
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22.2 DEELEN AIRFIELD REINFORCEMENTS: The
British 52nd Light Division (Air-Portable) becomeawvailable

as an Airborne Reinforcement during any Dawn Phase

beginning September 21 in which Deelen (Area Alied-

Controlled, non-Contested, and occupied by at leastFresh
Allied unit. Unlike other Airborne units, the 52ndght

Division must appear at Deelen. Otherwise it may enter
play. Similarly, the German Pioneer Lehr battaliomst
appear at Deelen, and only may do so if that Ase@erman-
Controlled and non-Contested. Otherwise it may eoter

play.

Note: Allied and German counters eligible to appesa
Deelen have “Sp” printed on their Spent side instezf a
numerical Turn of Entry (4.23).

23.00PTIONAL RULES

23.1 OVERVIEW: Up to this point, the game has been
presented so as to create the most competitiveatgpossible.
These rules may be added only by the consent bffidayers.

23.2 OPTIONAL D-DAY LANDINGS: Instead of landing
in the Areas indicated on the Allied Setup Card]iefl
Airborne units may land in any of the Areas withimat
division's Operational Sector, subject to the felleg
restrictions:

The Area must have a +1 or +2 TEM, or be an dllie
Supply Drop Zone.

The Area must be able to trace a Supply Linerto a
Allied Supply Drop Zone (Area 24 does not qualify).
A maximum of four units may drop in any one Area,
except Area 54 where a maximum of six units may
drop.

Areas containing Polder have an increased Inter-
diction value during the initial drop to reflecteth
difficulty landing in this terrain. The Interdiotn
value is increased by +2 for Glider and Glider Pilo
units (all units that are normally placed in Areard
D-Day), and Artillery units. It is increased by #dr

all other units.

23.3 DOUBLE LIFTS: Instead of being available as
indicated on the Allied Setup Card, Allied Reinfentents
placed in the UK Box are available as follows:

23.4 RESERVE DEPOT AUGMENTATION: During the

Refit Phases when Allied Airborne Depath have a value of
less than 10, the Allied player may spend Rese({8s7) to

augment the value of each of his Airborne Depotaibyequal
amount (not to exceed 10 per Depot). The avail&dserve
mustbe split equally among all Airborne Depots. Amspent

Supply is again returned to Reserve.

23.5 SIDE DETERMINATION: If both players want to play
the same side, this rule is used to decide whidh sach player
commands and to compensate for either player'sepgons
regarding the relative chances of each side.

23.51 BIDS: If both players want to play the same side, they
bid for the right to play that side. Each playeites down a
secret bid. The bids are revealed simultaneousiytiae player
with the larger bid plays the preferred side. Tiieer player
puts Supply Points on the Supply Track equal taopjgonent’s
bid. If both bids are the same, determine sidadamly, with
the tie bid serving as the number of Reserve Suppigts that
is used. Reserve Supply points marked on the $upzck
may be spent to purchase Impulse Advances or Rietnador
September 17 per the Reserve rule (13.7). Germdayp
movement restrictions still apply; treat the fiistpulse as
Impulse “0”.

EXAMPLE: John and Bob both wish to play the Gersnan
John bids 10 and Bob bids 15. Bob is the highalnid gets the
Germans, while John gets the Allies and beginggirae with
15 points of Reserve Supply marked on the SupjalgkTwith
his x10 and x1 markers.

23.6  REORGANIZATION: Only infantry, armor, and
artilery may Reorganize. To be eligible for remmgation,
two units of the same type (Infantry, Armar, Artillery) must
occupy the same Area (even if Isolated). Reorgdioia takes
place at the end of the Refit Phase, after alttiedj via supply
depots and rolls for Surrender are complete. AnSpe D1
unit may recover a level by eliminating another @1D2 unit
of the same type in that same Area. A unit may liefitand
Reorganize in the same Refit Phase. A unit couldlyhrecover
two levels in a single Refit Phase, but only asrdwmult of the
elimination of a D1 or D2 unit.

23.7 ALTERNATE COMBAT RESOLUTION: Players who
feel that the luck element is too strong may stitsticards for
dice when resolving attacks. Although this does elohinate
the luck element, it does lessen it and ensurdshtita players
will have an “average” DR of 7 for every 36 combat
resolutions. Dice still must be used for all pusg® other than
combat resolution.

23.71 THE DECK: Four ordinary card decks are required,
two each with the same decorative sides. Two apdeicks of

Reinforcements available on September 18 becomesg cards each are selected from those decks with ea

available on Impulse 7 of D-Day.

containing one 2, two 3's, three 4's, four 5'se fis, six 7's,

Reinforcements available on September 19 becomsijyve 8's, four 9's, three 10's, two Jacks, and Queen. The

available on Impulse 7 of September 18.
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Jacks are considered an 11 DR; the Queen is coadidel2
DR. Instead of rolling dice, both players turn ogee card at
a time from their respective decks to resolve &tadnce all
36 cards have been used, the decks are reshufibrdwn

cards negated by the use of the Advantage areeturned to
their respective decks until both decks are exlegustnd
reshuffled. Players may wish to insert additionakld to
make card counting more difficult.

24.0INDEX AND GLOSSARY

Active Area: The Area or Zone which the attackexsh
specified from which he will use units in an Assduabpulse
(8.21), or in which he will repair/destroy bridgé9.2/19.4),
or which will be the target of a Bombardment Impgu(8.23).

Adjacent: Areas that share a common boundary @jecent
(3.2).

Advantage: The temporary advantage one side hestbe
other, vyielding certain benefits to its owner. ([Zictory
Points: 21.3)

Air Bombardment: 16.2

Air Markers: 4.3

Air Supply: 13.424 (Placement: 16.3)

Airborne: Parachute, Glider, and Glider Pilot htfy. 4.113
Air Unit Display: 3.5

Airborne Landing Phase: 20.4

Airborne Supply Heads: 3.262 (Depots: 13.422)

Alternate Combat Resolution: 23.7

Area: An irregular shaped space on the mapsheseq to
regulate movement and combat. 3.2

Armor: A type of unit, usually part of an armored panzer
division, equipped with tanks and other armoredialeh.
4.115. Armor is noteworthy for its ability to leeContested
Areas and continue movement (9.2) and for its isrgie
against bombardments. 11.41

Artillery: see Field Artillery 4.116

Artillery Bombardment Phase: 20.3

Artillery Support: 15.12

Assault Impulse: A declared impulse during whidhe t

attacker may move and attack with Fresh units, aamair,
seize and destroy bridges. 8.21
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Assault Resolution: 10.7

Attacker: The active player resolving the currémpulse,
whether attacking or not. 8.1

Attack Factor: The first (leftmost) number belothet unit
symbol on the Fresh side of units, or the numbéneoFresh
side of an Air Bombardment marker. It is used wh#acking
as the Point Unit of a Ground Assault, or when mgkéa
Bombardment. 4.22

Attack Total: The sum of the Attack Value and anbat
resolution DR. 10.7

Attack Value (AV): 10.72
Attrition Points (AP): 11.41
Barrage: 11.112

Bids: 23.5, 23.51

Boat Assault: 9.5

Boat Assault Box: 3.10

Bombardment Impulse:
Artillery or Aircraft. 11

An attack made solely by driel

Boundary: The gray lines, canals, or rivers sepayatwo
adjacent Areas. 3.23

Breakthrough: An immediate Allied victory achieveay
having a supplied, Fresh Allied unit in Zone Alz £nd of any
Daylight Phase. 21.1

Bridge: A symbol (with a yellow circle beneath d@h a canal
or river boundary that permits units to either erothat
boundary or to do so with fewer movement/combatajiess.
3.24 (Movement Limits: 9.62) (D-Day: 20.4) (Rapail9.2)
(Seizure 19.3) (Demolition: 19.4).

Casualty Points (CP): The difference between ttiack Total
and the Defense Total in an Assault, which musglbgorbed
by defending units becoming Spent, increasing theiel of
disruption, retreating, or being eliminated. 10.8

Clear Weather: 17.2

Construction: 19.21 (during Refit Phase 19.23)

Construction Availability Box: 9.3

Contested: Any Area containing both friendly andemy
units. 7.4 (Contested Refit 13.61)



Control: The last side to be the sole occupanarmfArea
Controls it. The Germans Control all Areas at thart of
play. 7.2 (VP for Control by XXX Corps after Lingu 21.3)
Corps Artillery: 15.13

Dawn Phase: 6.2,17.1

Daylight Phase: The alternating movement/combatuiges
of each day. 6.3

D-Day: 6.22, 20 (Movement Restrictions: 20.61)
Defender: 8.1

Defense Factor: The second of the three numbédosviibe

unit symbol on the Fresh side of a unit, or theyanimber on
the Spent side of a unit beneath its symbol. Wiesolving

an Assault, the Defense Factor of the Forward Beitves as
the basis for the Defense Value. 4.22

Defense Total: The sum of the Defense Value andmbat
resolution DR. 10.7

Defense Value (DV): The total defensive strengthao
defending group before the addition of a combabltg®n
DR. 10.73

Demolition: 19.4

Depots: Markers from which supply is drawn to Refi3.4
Disruption: An increased state of disorganizatodna unit,
suffered in combat and signified by a “Disrupt ¥"“®@isrupt
2" marker. 4.4,13.2

Divisional Artillery Support Limits: 15.12

Divisional Integrity: A +1 modifier added to theVAof any
attack if three or more of the attacking units begldo the
same division. 10.72D

Double Impulse: An impulse activated by the useths
Advantage so that the Attacker may declare twovachireas
(or the same Area twice) in the current Impuls2.31

Double Lifts: 23.3

dr (die roll): Aroll of one die.

DR (dice roll): A roll of two dice added togethier form one
combined result.

drm (die roll modifier): A number added to an amig die
roll to produce a final result.
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DRM (Dice Roll Modifier): A number added to an ginal
dice roll to produce a final result.

Drop Areas: The Areas where Allied Airborne undése
initially placed during either the Airborne Landifdhase of D-
Day (20.4) or during an Assault Impulse where theitéd
Kingdom Box is activated. 3.4

Elevated Terrain: An Area whose terrain is donedaby a hill
or hills. It has a square rather than a round tifilensymbol.
3.22 (Infiltration NA: 8.221) (Overrun NA: 10.%Assault CP:
10.81).

Entrance of Enemy-Occupied Area: 9.65

Errors: 8.6

Exhaustion: 8.3 (Refit Phase: 13.1)

Exit of Enemy-Occupied Area: 9.2, 10.6

Extended Game: 22

Ferry Crossings: 9.63 (Box: 3.11) (Marker: 4.7)

Field Artillery: A type of unit having mobile gunkowitzers,
mortars, or rockets. 4.116 (Bombardment Declamatibl.11)

First turn (D-Day): 6.22, 20

FLAK (Flieger Abwehr Kanonen.e. Anti-Aircraft guns): A
German unit having 20mm and 88mm anti-aircraft veeap
4.117,16.2

FLAK Towers: A stationary unit consisting of fixeainti-
aircraft guns, along with miscellaneous securitytaun 4.118,
16.2

Forward Unit: The defending unit chosen by the dbefkr
whose Defense Factor is used in computing the D&nofArea
against an Assault. 10.7, 10.73A

Free: An Uncontested, friendly-Controlled Area5 7

Fresh: The colored (front) side of a unit. 4.Zhly Fresh
units may move or attack except to Regroup or Retr8.3)

Glider Pilot (GP): A type of Infantry/Airborne Uni4.113

Identifier:
3.22

The circles or squares within each @m Zone.
Impulse: One of the alternating move/attack “mimias” that
make up the Daylight Phase of a turn. 8.1

Impulse Track: The seventeen-box display readiognf‘A” to
“13" used to record the current Impulse for each d&7



Infantry:  All units not otherwise defined as Armdfield
Artillery, FLAK or FLAK Tower. 4.113

Infiltration: 8.22 (Restrictions: 8.221) (Procedu 8.222)
Interdiction: 16.4 (Airborne Reinforcements: 18.4supply
13.5)

Isolation: 13.8

Mandatory Assault: An Assault into a previouslyddntested
Area or across an enemy-Controlled bridge, canahary,

Ferry Crossing, or river boundary during a BoataAds 10.2
(Infiltration failure: 8.222)

Map (alt: Mapsheet, Mapboard): 3

Mechanized Infantry: 4.114

Minimum Move: 9.21

Mistaken Attack: 16.22

Movement Factor (MF): The third (rightmost) numlibeiow
the unit symbol on the Fresh side of a unit. this number of
movement points a unit may expend in one impufe2, 9.2
(Germans +1 if Overcast: 17.3)

Movement: 9

NA: Not allowed.

Optional Assault: 10.3
Optional D-Day Landings: 23.2

Operational Sectors: Areas (identified by a divisil ID) that
may be entered by specific Allied Airborne division 3.26,
9.66

Overcast: 17.3

Overrun: An Assault generating more Casualty Bothan
the Defender can absorb thereby allowing the Agado
continue moving in/from the attacked Area. Ovesrunay
not occur during the Airborne Landing Phase of Dr[20.4)
or within Elevated or Polder Areas (3.22). 10.5

Pass Impulse:
performs no action. 8.24

Point Unit: 9.65
Polder: A tract of low land reclaimed from the s&a22
Prepare to Play: 5

Primary Target: The Attacker's pre-selected choiafea
defending unit that takes the first Attrition Poiim a

An Impulse during which the Attacker

bombardment. 11.12 (Cannot be Field Artillerytifier options
exist).

Range: 11.111

Refit: 13.3 (Refit Phase: 6.4) (Refit within ar@ested Area
13.61)

Reinforcements: 18

Reorganization: 23.6

Reserves: 13.7 (Reserve Depot Augmentation: 23.4)
Retreats: 10.9

Road Net: 3.21 (Allied bonus movement: 9.4)

Seizing Bridges: 8.22 (Modifiers: 19.3)

Sequence of Play: 6

Setup Area: 4.23

Spent: The first step of unit exhaustion causethbyement or
combat. This is shown by flipping the unit to ithite (back)
side. 4.22,13.1

Stacking: 7.1

Sunset DR: 6.3, 8.24 (Advantage: 12.2) (Modifié2.41)

Supply Line: The Areas traced from a Supply Souwen
unit's Area. 13.8

Supply Source: German 13.81; Allied 13.82

Supply Track: 3.8

Support of Assaults: 15.112

Surrender: 13.9

Target Area: The Area selected by the Attackerinduma
Bombardment Impulse to attack with Field Artilleoy an Air
marker. 11.1,11.12

TEM (Terrain Effects Modifier): The black numben the
lower half of each Identifier. This is the defersimodifier
added to the DV against all attacks in a given Area22,
10.73B, 11.3A

Turn: All the phases and impulses of a single dat¢éhe Turn
Record Track. 3.6, 6.1

Turn of Entry: 4.23

Turn Record Track: 3.6



Unit: Any piece that can Control an Area. Thiglimes
Infantry, Armor, FLAK, Field Artillery, and FLAK Twers. It
excludes Air Markers. 4.1

United Kingdom Box: 3.4, 8.1, 18.4

Vacant: An Area containing no enemy units. An d@&n
contain friendly units and still be considered Maca7.5

Victory Conditions: 21

Weather: 17 (Change 17.4) (Dawn dr: 6.21)

XXX Corps Ground Assault Phase: 20.5

Zones: 3.3, 14 (Zone F Allied Activation: 14.%ofe F

Allied Supply 13.421) (Zone | Allied Supply: 133@(Zone |
German Supply: 13.411)
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25.0EXAMPLES OF PLAY

1. AIR BOMBARDMENT PHASE: The game always
begins with the Air Bombardment Phase of D-Day. e Th
Allied player conducts an Air Bombardment againgerg
Area on the mapsheet containing a German FLAK Tpwer
using the American VIII Air marker. In the examméove
the Son FLAK Tower is attacked. The VIII Air markeas an
AV of 8 [the Attack Factor of the VIII Air Marker].The DV
of the Target Area, St. Oedenrode, iB152x the +2 TEM of
the Area) + 1 Son FLAK Tower = 5]If the German DR is at
least three more than the Allied DR, there willnmeeffect. If
the German DR is two greater than the Allied DReréhwill
be one AP but since it takes two APs to renderesh-FLAK
Tower Spent, there will also be no effect. If herman DR is
one greater than the Allied DR, the Germans take ARs,
which must be absorbed by the Primary Target —aeng the
Son FLAK Tower Spent. Any additional APs gainedthis
attack are ignored since a unit may not lose ntoaa bne step
in a bombardment. Regardless of the result, theerfran
VIII Air marker is flipped at the end of the Air Babardment
Phase and becomes the Allied Air Supply marker4@48). for
the rest of the game.

2. ARTILLERY BOMBARDMENT PHASE: The Allied
player now conducts a Barrage Bombardment (11.Wif?)
the XXX Corps Artillery unit in Zone F. Zone F #tacked
with an AV of 14 [2x the Attack Factor of the XXXo@ps
Artillery] and the Target Area, Zone F, defendshwat DV of
4 [2x the +2 TEM of the Area = 4]. The Allied p&ychooses
the 9SS 2/20 Panzer Grenadier Battalion as the aPyim
Target. The possible results depend on the differdetween
the Attack Total (AV + DR) and the Defense TotalM(B
DR). If the German DR beats the Allied DR by t#rere is
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no effect. If the German DR beats the Allied DRrige, the
bombardment inflicts one AP. Since it takes twosA® render
a Fresh Infantry unit Spent, there also no effé@@therwise, at
least the Primary Target will become Spent, anthef Allied
DR at least ties the German DR, all five Germantsumiill
become Spent.

3. AIRBORNE LANDING PHASE: The Allied player
places his Airborne units in their designated DAspas, Fresh
side up. In the example below, the German playestmake
an Interdiction dr for each of the six American baime
battalions due to the Fresh FLAK Tower in Area 9. (
Oedenrode). A “1” is rolled for the 1/502, so mimediately
becomes Spent and is unable to do anything unid Refit.
Since the Drop Area is Contested, the Allied plales the
option of either Assaulting with one or more Frastits, or
doing nothing and remaining Fresh for activation firiure
impulses. The Allied player decided to Assaulthwiite 2/502
and 3/502. The AV is §4 (Attack Value of the Point unit) +1
(one other attacking unit) = 5] The German DV is 31
(Defense Factor of the Son FLAK Tower) +2 (TEM of S
Odenrode) = 3]



Assume the Allied DR is 3 more than the German DR. remainder of his losses with 7/16 Parachute Batiadind the
This generates five CPs which is more than the @Rs the  6th Penal Battalion. Both units become “Disruptf@’ a total
Fresh Son FLAK Tower can absorb. The Son FLAK Tioise  of four CPs absorbed. The German then retreats /@ to
eliminated but there is no Overrun because it ésAlrborne absorb the final CP. The only Area it may retrain this
Landing Phase, not an Impulse. If the German D& bee situation is Valkenswaard (Area 56).

Allied DR by exactly two (Stalemate) the Point unibuld The German had several other choices to satisfysihe
become “Disrupt 1", but the second assaulting umitild be CPs required by outcome of the assault. For iestame could
Spent and the other U.S. Airborne units in the Aseald not have simply eliminated the Fresh 10SS 2/20 for 0B, and
be effected, nor would they have to retreat, bezaus the reduce one of the four Spent units to “Disrupt Zlternately,
Airborne Landing Phase. If the German DR beatsAtfied he could have taken three CPs to render the 15 Risrupt
DR by more than two (Failure) then both the Assaglunits 2" and then retreat any three units to Valkenswaard

would become “Disrupt 1” but the other units wouldt be

effected, nor would they have to retreat, for thmes reason.

4. XXX CORPS GROUND ASSAULT PHASE: At least
one unit belonging to the Guards Armored Divisiomsin
Assault the German units in Zone F. In the exanng®w,

the Artillery Bombardment phase has succeededijpifig _ i
four of the five German units to Spent. The Allipthyer ~ 5- BRIDGE DEMOLITION: ~ The German player starts his

chooses to Assault with the 1st and 2nd Grenadiear@s,  MPulse by declaring St. Oedenrode as the Activeafof an
supported by the Guards Divisional Artillery. Hi¥ is 11[8  Assault Impulse and attempts to destroy the thretgés that
(Attack Factor of the Point Unit) +1 (one otheratking unity ~ Porder this Area (19.4). Each demolition attemptds a final
+1 (Supporting Field Artillery) +1 (Divisional Ingrity dr of at least y to succeed. The final drm for thdge
Bonus) = 11] The Germans choose the Fresh 10SS 2/20 a®eétween St. Oedenrode and Eerde is[+2 (one Contested
their Forward Unit and defend with a DV of[3 (Defense ~ Friendly Area) = +2]. Had this been a river boundary the
Factor of the Forward Unit) +2 (TEM of Zone F) = 5] modifier would have been +}+2 (one Contested Friendly
Assume the respective DRs are equal. This gemesate Aréa) —1 (River Boundary) = +1] The drm for the bridge
CPs. The first CP must be taken from the Forwanid &b the ~ Petween St. Oedenrode and Breugel attempt ig+25(one
10SS 2/20 becomes Spent. The German choosesababe ~ Contested Friendly Area) +3 (one Free adjacent Area+S].
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The drm for the bridge between St. Oedenrode andnaal is
also +5 [+2 (one Contested Friendly Area) +3 (orreeF
adjacent Area) = +5].

6. BRIDGE REPAIR: The Allied player starts his impulse

by declaring Overasselt as the Active Area of arsadut
Impulse. Both the Allied Construct markers are tire
“Available” portion of the Construction Availabijit Box
printed on the mapsheet, so he may attempt to rrepa or
both blown canal bridges (19.2). Each repair gtteneeds a
final dr of at least 7 to succeed. The final dion the repair
attempt of the blown bridge between Overasseltattrt is
+3[+3 (one Friendly Area) +1 (one Contested Enemyédire

1 (Repair attempt) = +3] The final drm for the repair attempt

of the blown bridge between Overasselt and Malder?i+3
(one Friendly Area) —1 (Repair attempt) = +2]
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7. OVERRUN AND BRIDGE SEIZURE: The Allied player
activates Nijmegen for an Assault Impulse. SindgenBigen is
Allied-Contested, and since the Nijmegen FLAK Towisr
Spent, only one Movement Factor is expended to nihke
attack. Had the Nijmegen FLAK Tower been Fresho tw
Movement Factors would have been required to mdie t
attack. The Assault in the example below is maidk an AV

of 11 against a German DV of 5. The DRs are equdlthis
results in six CPs which are three more than thenSpLAK
Tower can absorb. Consequently the Nijmegen FLAKvar

is eliminated and an Overrun (10.5) has occurrElis allows
the assaulting units to continue moving until tleeypend their
remaining MFs. The Allied player attempts to sdtxe bridge
between Nijmegen and Oosterhout, and will succeed dr of
at least 4. The drm for the attempt is[-2(River boundary) —
1 (one Fresh unit in Oosterhout) = -2]



8. MANDATORY ASSAULT/BOAT ASSAULT/DOUBLE
IMPULSE: It is the Allied player’'s impulse. The Nijmegen
bridge is already Allied-held. Nijmegen is actedtand the
Allied player declares it to be an Assault Impulsén the
example below the Allied player moves the 1st Cioédsn
Guards over the Nijmegen bridge into Oosterhoute AV of
this assault is 88 (Attack Factor of the Point Unit) = 8] The
DV is also 8[3 (Defense Factor of the Forward Unit) +1 (one
Fresh Defender other than the Forward Unit) +1 (@ni
crossing a bridge during a Mandatory Assault) +ZYidige is
over a River boundary) +2 (TEM of Oosterhout) = 8Not
wishing to risk this assault, the Allied player Bees a
Double Impulse and flips the Advantage marker oe th
Impulse Track. He declares that both Nijmegen Biatert
will be activated simultaneously. The airbornetuniHatert
does not have the necessary MF to move throughegigm to
assault Oosterhout. The “River Assault!!!” markieowever,
is unused so the Allied player declares a Boat éissad flips
the “River Assault!ll” marker to its “Used” side ithe
mapsheet display box. The AV of the new, combimsgault
is 12 [8 (Attack Factor of Point Unit) +1 (one additional
assaulting unit) +2 (two supporting Field Artillery-1 (one
Divisional Integrity bonus) = 12] The DV is unchanged.
Note: had the bridge between Nijmegen and Oosteiheen
German-controlled when the Assault took place, D¢
would have been increased by +1.
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9. EXITING A CONTESTING AREA: The Weather is cur-
rently Overcast and the Germans have activated ekmnhnd

declared an Assault Impulse. The attack is camigdwith all

their SS units, including supporting fire from tHeSS Corps
Artillery in Lichtenbeek. The AV is 1]5 (Attack Factor of the
Point Unit) +4 (four additional units) +1 (Artilley support) +1

(Divisional Integrity Bonus) = 11) The DV is 7[3 (Defense
Factor of the Forward Unit) +4 (TEM of Arnhem) =.4)

If the Allies win the battle, the five assaultingits become
“Disrupt 1,” but do not retreat since they startbd impulse
already contesting Arnhem. The Il SS Corps Amyllevould
remain Fresh because it only supported the attBek2) The
Panzer Battalion Knaust may still move in this ingey but it
cannot attack in Arnhem since that Area was alrestthcked
during this impulse. It may not enter Elden to thauth
because the bridge between Arnhem and Elden isdAllion-
trolled. Knaust may not enter Oosterbeek to thetwecause
this Area is Allied Controlled and a unit may natitea
contested Area directly into an enemy Controlle@&r The
movement options open to Panzer Battalion Knaugt ar
Lichtenbeek to the north, Velp to the northeastf Bannerden
to the southeast. If there were an Allied Armongtt in
Arnhem, any German Armored unit exiting Arnhem vebul
have to immediately stop, Spent, in the first Aesdered after
exiting Arnhem. Since there are no Allied Armongaits in
Arnhem, however, any German Armored unit exitingnlAem



may continue moving, but would have used one MF in move the 10SS 2/20 during the turn’s Regroup Ph&¥eTE:
Arnhem before it left (10.6). German armor may not use a Ferry Crossing until the
Suppose the Allies are forced to absorb two CPhe T September 19th turn (9.62).
British 2nd Parachute Battalion can either beconsrupt 2
and remain in the Arnhem, or become Disrupt 1 atckat. If
the unit retreats, the retreat priority (10.92)talies that the
unit must retreat to Oosterbeek because it is thlg Bree
Area adjacent to Arnhem.
If the 2nd Battalion retreats (or is eliminated heitit an
Overrun), the assaulting units become Spent andrea® no
further. The Panzer Battalion Knaust can move madignthis
impulse, but with one less MF due to the attackten Spent
unit in their Area. It could even enter Oosterbeaekl attack
the just-retreated British unit.
Suppose that the"®Battalion in Arnhem is required to
take more than three CPs, eliminating the unitr@sdlting in
an Overrun (10.5). All German units in Arnhem ntayptinue
moving normally, having already expended one MF to
conduct the attack within Arnhem. The Il SS Co#fpsllery
in Lichtenbeek that supported the Overrun in Arnleam now
support an assault in other Area in this impul€e12). Since
Artillery remain Fresh unless they move, or condu&arrage
Bombardment, the Il SS Corps Atrtillery remains HRredter
the Overrun attack, and any later attacks.

11. BOMBARDMENT OF FERRY CROSSING: The Allies
declare a Bombardment Impulse and designate Hussehe
Target Area. The Ferry Crossing bordering Huisgsethosen
as the Primary Target (11.12). The bombardmentif\¥ 6,
while the DV is 4 (2x the TEM of Huissen). If tli&ermans
win the DR by at least two, there will be no effectthe Ferry
Crossing. If they do not, the Allies will infliabne Attrition

Point on the Ferry Crossing, and the Ferry Crossiilgbe

destroyed. The Ferry Crossing marker is liftechfrthe map
and is permanently out of the game. Note thatthadce been
other German units in the Target Area, Attritiorir®® after the
first that destroyed the Ferry Crossing would beliad to

those German units.

10. FERRY CROSSING: The German player has activated
Pannerden and declared an Assault Impulse. Th& 108
may use the Ferry between Pannerden and Huisseross
the River boundary between these two Areas. TheyFe
marker is flipped so that its “used” (red “X") side face up.
The 10SS 1/10 must immediately stop and becometSpen
Huissen because a unit must expend all its MF éoauEerry
Crossing. The 10SS 2/20 may not move to Huisseause a
maximum of one unit may use a Ferry Crossing to enov
across a River boundary each Phase. The Germger ptay
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12.
during the Dawn Phase was Clear the German Depityler
is worth five supply points and is able to refityaaf the
Spent/Disrupted German units shown, but lacks defit
supply to refit them all.

REFIT PHASE: Since the Weather as determined points by advancing the “x 1" marker upwards twacgs on
the Supply Track.

13. REGROUP PHASE: It is the Allied player's Regroup
Phase (6.5). He decides the Spent glider unit aifgze is in

The Refit costs are as follows:

3 Supply Points to refit the infantry unit and
FLAK Tower in Wyler, at a cost of one supply
point for the FLAK Tower and two supply points
for the Disrupted “Fuerst.” infantry battalion.

2 Supply Points to refit the infantry battalion
“Greschick” in Groesbeek.

3 Supply Points to refit the infantry battalion
“Stargaard” back to “Disrupt 1” (one for being in
an adjacent Area, and two for refitting from
“Disrupt 2” to “Disrupt 17).

4 Supply Points to refit the Nijmegen FLAK
Tower through Beek [1 (Wyler) +2 (Beek) +1
(Nijmegen) = 4]. See 13.6.

Faced with these difficult choices, the Germanygia

decides to Refit the FLAK Tower in Wyler at a cagtone

supply point and the infantry battalion in Groedbae a cost

of two supply points. He “banks” his remaining twopply
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danger, so he moves it to Oosterbeek.

He could not regroup the glider unit to the Areataining the
German unit “Knaust” because that Area is Germanti©ted.

He also wants to reinforce Oosterbeek with the 48&fdntry

Division in Driel, but because the railroad bridzgtween Driel
and Oosterbeek is destroyed, regroup movement twer
Lower Rhine is prohibited. He can, however, use Eerry
Crossing to regroup a single unit from Driel to @okeek. He
selects the 129th Infantry Brigade, and regroupgd thit to

Oosterbeek. Had the railroad bridge been intagttaufive

units could have moved across it during the Regrtugse.

14. INFILTRATION IMPULSE: The Weather is currently
Overcast. The German player activates Area 36dmuthres
an Infiltration Impulse. The two infantry battaii® “Becker”
and “Hermann” attempt to infiltrate into the Alliebntrolled
Area 35. Both battalions must make a dr. Sineevibather is
Overcast the dr must be the TEM (had the Weather been
Clear the dr would have needed to have been <HEM)T The
German player rolls a “5” for battalion “Becker”da “2” for
battalion “Hermann”. Battalion “Herman has sucéelbs
Infiltrated into Area 35 so it flips Spent and it®vement is



finished. Battalion “Becker” has failed to Infiftre and must
make a Mandatory Assault. The corps artillery dRieldt”
may support the Assault and does so. The AV is[@ 3
(Attack Factor of the Point Unit) +1 (Supporting efi
Artillery) = 3]. The DV is 5[3 (Defense Value of the
Forward Defender)+2 (the TEM of the Area) = 5]If the
result of the assault is either a success or arstak battalion
“Becker” will remain in Area 35, but if it losesdhassault it
will have to retreat back to Area 36. Battalion€efirhann”
will be completely unaffected by the result of tesault. In
the unlikely event that the assault by battalioe¢Ber” results
in an Overrun the unit would have one MF factor aanmg (3
MF for entering an Area containing only Spent enamits,
but +1 MF because of the Overcast Weather).
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26.0COUNTER ERRATA

25.1 INCORRECT SETUP INFORMATION

25.11 GERMAN BATTALION “RINK”:  This unit sets up
in Area 55, not Zone G.

25.12 Il SS CORPS ARTILLERY: The Il SS Corps
Artillery sets up in Zone B. It is not a Septembisth
reinforcement.

25.13 GERMAN 180TH DIVISION REINFORCE-

25.3 INCORRECT UNIT SIZE

25.31 15/19 KING'S ROYAL HUSSARS: This unit was
really a battalion-sized formation.

25.41 44TH ROYAL TANK REGIMENT: This unit was
really a battalion-sized formation. In additionwias equipped
with Shermans, not Cromwells.

25.5 MISSING COUNTER INFORMATION

25.51 1ST AIRBORNE DIVISION: The 1/156 of First
Airborne Division is missing the divisional “Pegaslnsignia

MENTS: The German 180/1221 and 180/1223, which areon the Spent side.
September 23reinforcements, may appear in Zones D-E, not

Zones C-D.

25.2 INCORRECT COMBAT VALUES

25.21 GERMAN BATTALION “MARCH”:  This unit has a
Spent value of “2” not “0”.

25.22 BRITISH 50TH DIVISION: The British 50/61
armored car unit has a Spent value of “3” not “1”".
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25.51 AIR INTERDICTION MARKERS: The German Air
Interdiction markers are reinforcements that appesr
September I8and 2%. They are placed in the holding boxes
printed above the Impulse Track on the mapshe¢tZooes J
and E as the German Reinforcement card implies.
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