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Tactical Combat Series INTRODUCTION the LOS to the trigger passes through a
. . bocage hexside. Overwatch fires caused by
Game Number 3 The Norman_dylnvasmnwas prOb'fire are allowed given the above. In all
Stock #2-03 ably the most dramatic event of World War._qes ignore bocage hexsides adjacent to
I, at least to western eyes. It was the Iargeﬁ%e firi’ng unit
Game DesignDavid A. Powell and most ambitious amphibious invasion Targets which are engaged
Series DesignDean N. Essig ever attempted. It renewed the Westerg . . hocage hexsides adjacent to them-
Graphic Design and ProductioDean N. Allies’s commitment to the land war in oo oo receive the modifiers for fire combat
Essig Europe. While attempts to simulate varnous, i they were in a Forest hex. Indirect fires,

Historical Research Assistanckames Festa a?fpetc:]s oféhis ca;mpaig(rj] aretr;]unf]_erf[)us, limfrtillery and mortars (which artfiring in
Playtesting: All of the above plus A.D. €llorthas been focused on the NirSt CruCiay, .. \netion with direct fire units), are not

Segers stage of this battle—th_e Iandlnnge_\ha modified because of bocage hexsides.
Computer Film Production:Aaron sncomp?ssisttlhef Ia:dlgg and ,the f'rtSt tV\;O Bocage hexsides cost +2 MP for
Lockwood ays onthe 1stinfantry DIVISION'S Seclor Oly, o -,y ement of all non-vehicle/carrier

Printing: Andromeda Printing & Graphic toh's mhargmotz a}rs;ault—the eastetr; half 9fiits. They are impassable to all vehicles
Arts Co. manha beach. The game Covers e Perag, 4 - riers. Roads (primary or secondary)

from 0640 6 June to 1700 8 June 1944. negate the movement point cost of bocage

Dedications (by D. Essig): . hexsides for units which are moving along
1. To my neighbor, Eldon Kincaid, who, adNote on the counters: For some reasoly, . .. They do not negate any of the other
a medic with the 1st ID, was there. many of the US Mortar units ended up with

P i . effects of bocage hexsides.
2. To those who laughed at us when told thidalf-arrow” symbols. Why this happened
game would be out on time. —Here it is. iSunknownto us, butwe’llbe onthe lookout

for it in the future to ensure it doesn’t reoc-
cur. At any rate, this symbol has no effect

See example, page 3

Page Item Design Note: The intent here is to allow
1 Introduction units alongside different bocage hexsides to
Terrain and Map Notes 1.0 TERRAIN AND MAP engage each other, but to allow moving
4 US Special Rules NOTES units tolu(sje botcage ]Eo providehcove(;ed _?:d
; concealed routes of approach and with-
12 Gonersl Special Rules 11 WoOS Hexes o,
P Woods hexes are those with even
13 Command & Control

. . a small amount of woods symbol within the] .4 Building Hexes
General Victory Conditions  hex border.

14 Set Up Notes Buildings are those building sym-

bols which are in black. Red buildings indi-

TCS A_ddenda . 1.2 Forest Hexes cate village or city hexes. Only one building
15 Teaching Scenarios Forest hexes are those with at leash a hex is needed to make the hex a building
16 Main Scenarios 50% of the hex filled with woods symbol. hex.
23 US Historical Landing Plan
24 TCS Line Entry Command 1.3 Bocage (Hedgerow) 1.5 Village Boundaries

Omaha Beach Club Hexsides In order to facilitate the decision
25 Organization of Forces Bocage (or Hedgerow) hexsides are darRS t© which hexes are part of a village, and
26 Player's Notes green hexside features. Direct fires may b&nich are not, Village Boundaries are sur-
27 Designer’s Notes fired upon units which are behind a bocag&Pund all multi-hex villages on the map.
29 Historical Notes hexside only if those units are adjacent to th&NY Nex containing a building or village/

hexside the fire must cross. Overwatch trigf'ty SYmbol within the boundary is consid-
gers caused hyovemenare not allowed if €red to be part of that village.
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1.6 Defensive Zone Hexes

These are marked with agrey sym-
bol and a negative modifier which is applied
directly to the Area and Point Fire Tables.
The modifier is a -2 in addition to the terrain
and dug in effects of each hex. Defensive
zone hexes are considered to face in all
directions—they may not be “flanked,” etc.

1.7 Historical Pill
O Box Locations

These are provided for
reference only. The player is
not obligated in any way to use these hexes,
although they may be used, if desired, to
speed set-up.

1.8 Map Edge Hexes

Hexes that contain at least half of
a hex are playable. Units forced off the map
edge are removed from play and are consid-
ered to be destroyed. No off map movement
is allowed.

1.9 CIiff Hexsides

These are marked with
a red cliff symbol. These
hexsides are completely im-
passible to all units and units forced to cross
them are destroyed.

"O.'E.".o'.%.u.-

1.10 Extreme Slope Hexsides

Extreme Slopes are marked with
a brown symbol. These are impassible to
Vehicles, Carriers, and Tow-Only units. If
any of these units are forced to move through
such a hexside, they are destroyed. Foot-
mobile units (infantry and weapons units
with their own movement allowances) may
move through these hexsides at the cost of
two (+2) additional movement points.

1.11 Sea Hexes

Sea hexes are those containing all
blue or are seaward of the current tidal line.
These hexes are impassible to all units ex-
cept when following a Sector Scatter line to
their landing sector. Units forced into sea
hexes are eliminated. Note that when land-
ing, units move from their Beach Box to the
appropriate sector hex which contains at
least a small amount of dry land. This isn’t
Tarawal!

Artillery bursts in all sea hexes
can be seen and used for artillery adjust-
ment. Such bursts are not lobit they
never affect enemy units.
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1.12 The Tide Lines 1.13 The Shingle 1.14 The Turn Record

These represent the incoming an %@5 The Shingle is a build The Turn Record Track and Day
outgoing tides along Omaha Beach, of whic up of small stones created byRecord are used to keep track of the current
the variation between high and low tide was the tidal action of the beach. It game day and time.

great. Each Tide Line is the position of thés impassible to all vehicles and carriers
edge of the beach during the hours listedxcept at “shingle breaches.” Other unitg] 15 The Hex Numbering
along the line. A given tide line is the edgemust pay a+2 MP costto crossthese heXSidﬁyStem
of all-sea hexes for the entire hour listed. Né\ny unit adjacent to the shingle that is fire o . ) o
unit may move into hexes further out fromon with area or point fires which cross any . This is used to identify the indi-
the land mass than the hex containing thehingle hexsides receives a -2 dice roll modiidual hexes on the game maps. The maps
current tide linegvenincluding DD tanks, fier. Artillery and other indirect fires armt ~ ar€ lettered A, B, C, and D and are marked as
which, if theydid manage to survive the modified by this (mortararemodifiedwhen SUCh- A hex number pertaining to a given
drive to the beach, willeverbe enthusiastic fired in conjunctionwith direct weapons Map Will begin with the map letter, such as
about repeating the experience!) which must fire across shingle hexsides f*10-10. The digits before the decimal point
1.12aEffects of Tide LineShe See Shingle Hexside Effects Diagram on thidentify the hexrow, reading along the hori-
hex containing a given hour's tide line is thdast page of this booklet. zontal dimension of the map from left to
last available land hex. Hexes beyond that 1.13aThe Shingle and Retreat 19ht: The digits after the decimal identify
tide line “outward” are all-sea hexes andVlovementHistorically, in any beach inva- the €xact hex along that particular hexrow,
impassible. Units which are in hexes thasion (Omaha included) the “sea wall” is thd ©ading along the vertical dimension from
become “all-sea” by tidal movement, maypoint all troops can make it to as a matter dfOttom to top. Not every hex is numbered.
advance one hex in the Command Planninsgfety. It is further advances that are diffi£ach fifth hex (xx.05, xx.10, xx.15) is num-
Phase in order to remain on land hexs®i  cult to obtain. The shingle is Omaha’s sef€red to create gridlines. For example, to
if suppressed or paralyzed.) Such movewall. Therefore, units required to retreafind N€x 29.17, follow the gridline for xx.15
ment doesiot draw overwatch fires. Tide when seaward of the shingle may retredfMtil you find the 29.xx hexrow, then count
line movement occurs upon the commenceeward or along it. Units may, however, UP WO hexes to0 29.17.
ment of the Command Planning Phase afevervoluntarily conduct SYR movement
each hour turn. Tow Only units which havetoward the shingle. Units already adjacenttd..16 The Beach Sector
no available carrier or vehicle unit in theirthe shingle which receive an required SYRBoyndaries
hex are destroyed if tidal movement causa®sult (or choose such aresult) become para-

. The beach is divided up into as
their hex to become all sea. lyzed and +1 to the company morale.

many as six hex “beach sectors” each being
considered a portion of the historical beach

Use of Hedgerow (Bocage) HexsideBLACK SIDE:

By direct fire, A can engage 1 and 3, but they are treated as if the
were in forest hexes.

By direct fire, B can engage 1 (with the forest modifier in effect),
but not 4 or 2.

Unit C can fire on 1, 4, and 2—but only 1 gets the forest he
modifier.

Unit D, if moving directly toward unit C, does not generate
overwatch fire from 2.

Mortar unit A can engage 2, if C or D spots.

Mortar unit B generates an overwatch trigger seen by 1 if it fires

If unit C fires on 1, it generates an overwatch trigger visible from
(naturally"),
4 and 2.

Unit A cannot see 4 or 2 directly.

Unit 5 cannot be seen, spotted or engaged by black ground units {o
matter what it does.

Units E and 1 can engage each other freely and both get the for¢st
modifier.

Note that no unit ever gets the forest modifier for being behind
hedgerow if it is engaged by indirect fire assets which are not i

conjunction with direct fire weapons.
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of which they are named. Boat landings ardecided on each hour turn thereafter. The

directed into the different beach sectors tplayer is free in transport landings to land LCA’s may be placed into boat
simulate the confusion of the landing. Alsoany remaining unit or units, to any mapdroupsofthree, two orone as desiredhe
beach sectors must be used as the plannieeach box as desired. On any turn thereaftBHrPose of a boat group is that these three
starting point of the American amphibioushe may decide to not land new units af§oats follow one another onto the beach and

attack when using op sheets. desired and may start up again whenever #and in the same beach sector. It facilitates
likes. Transport boats may not be saved uff}e landing of infantry companies into the
1.17 The Landing Beach only the number available may be useots,]ﬁme_belfljmh a”rear,]whk;ch genedra||||y ocli:urred
wasted or unused load point capacity is loshistorically. All other boats and all Dukw’s
Boxes and Sector Scatter land in ‘groups of one,” or individually.
Lines 2.1b Load Points.Each type of
These are used during the landinginit is assigned one or more load points per 2.1eDD TanksDD M4 Shermans

sequence only. Units landing in one of thestep. This represents the amount of spa@e outfitted to swim English ponds. On
three assault waves are placed into the apnd weight required of a given unit type’sJune 6th, they attempted, and failed, to take
propriate landing Beach Box. Then one distep on board a boat. The Load Point valud8 the sea. DD tanks do not count againstany
is rolled to determine which Scatter Line toof the different unit types are as follows: 0ad, class or boat limit—they are on their

use for each boat or boat group as explained own. While they give the player an ability to
in the American Landing Rules. 1 Step of... Unit Number of Load Points / Stepand tanks early in the assault waves—when
Infantry, Mortar, MG 1 they are desperately needed—they also give
2.0 AMERICAN ﬁ; (Gt(‘)‘vr;ed)’ Truck, Halftrack 25 the player an opportunlty to _Iose mo_st of_hls
’ Tank, FA (SP) 6 armor. Players interested in the historical
SPECIAL RULES invasion are free to use two companies of

; 2.1cLoad ClassedA “load class” DD tanks in the first wave, and are wished
2.1 The Landing System .is the division of units into three categoriegood luck! DD’s may be used in any of the
The general sequence of events iy, i oy esentthe loading/unloading requireassault waves but may never be landed as
the Landing System is as follows: Beforg, "o nq “pyikiness” of different units. DD tanks (under their own power that s) in
play begins the American player assigns hig, oo ang other carriers are rated on the transport wave. DD tanks are designated
units to boats in assault landing waves NUM - iy oad class (as well as load pointg)y a yellow highlight of their nomenclature.
b_ers 1 through 3 (remaining units are COnt'hey can handle. The four classes are |, Il,
sidered to be in the transport waves.) Thﬁl, and IV. Load Class I includes all infan- 2.1f Dukw’s. Like DD tanks,
max number and capacity of boats ava'la.lblﬁy, MG, mortar and AT steps. These ar®ukw’s (“ducks”) have a poor historical
is given on the US Landing Sheet WhiCh o v+ require little by way of ramps andecord of reaching the beach afloat. These
should be detached from Map C. Each boaf . generally foot powered. Load Class Iwere used to carry towed artillery in the
Is assigned to a Beach Box on the Landing,. o ges towed field artillery guns. landing—much of which was lost at sea.
Schematic (whichis the boat's planned landr 24 ¢35 11 contains halftracks, and trucksUnlike DD tanks, theseaust be used if the
ing beach.) On the turn the wave is scheds), oy, represents items which are so heayglayer wants to use LCT’s and Rhino’s in
uled to land, the player moves each Beacy ;o beyond the abilities of a Dukw, buthe second and third waves. All Dukw's
Box group from the Landing Schematic t, ;i the abilities of a Rhino Barge. Last,must be loaded with at least 4 load points
the appropriate Beach Box on the gamg, . o |y represents the heaviest items—{class | or Il)beforethe US player may use

map. The player then rols two dice for each, .o o Self-Propelled Artillery Guns. Aany LCT’s or Rhinos at all.

_boat to fjetgrmme if they survive the land oat capable of a given level of load class
ing. This dice roll depends on the type o

) ay transport lower load classes freely. 2.1gAvailabilities of Boat Types
boa_lt/_craft and the number of pill boxes re- and Wave Establishmeiitach of the three
maining n play on the bea(_:h. By b_oat groub. 2.1d Boats and Boat Groups. assaultwaves mustbe established before the
the survivors roll to see first which beachyp e o o re four types of boat available in th@ame begins. This set of decisions are some

sector they land in and then, individually, in ame in addition to Dukw's. These areof the mostimportant of the game for the US

which hex of the beach sector. Theyarethe%a”ed LCA, Rhino, LCT and LCI for playerand should be made only after careful
placed in the correct tide line hex in move

. simplicity’s sake. LCA’s (Landing Craft, consideration. The historical landing planis
mode. The above is repeated for each boﬁ\tssault) include both LCA and LCVP typesincluded in these rules only as a guide, it is
and boat group. with each “boat” representing 2-3 craft.notrequiredinanyway. The available boats
Rhino’s include both Rhino barges and théor each wave follows:
occasional LCT which would not be used
forarmored landing. LCT’s (Landing Craft, Wavel — Wavez  Wave3

2.1aThe Wave Structure: Assault
and TransportThe player has two available

types of Ia_nding: assa_ult and transport. ASTank) are those LCT's which were devote git 1((2)640) 2(5)740) 2([?940)
:E:élr: ls:(:'hneg%g:gugﬁgh;iz Vggxgsgg:?o heavy vehicle movemer_lt. LCI's (Land-Rhino 0 6 3

. qﬁg Craft, Infantry) are basically very largeLCT 4 0 3
turns. Assault landings mayot occur on LCA'’s. The qualities and abilities of thesePUkW 0 15 12
other turns. Once game play begins, thBoats are as follows:
composition, boat structure, beach, and wave ’ 2.1hSetting Up the Landing Sche-
assignment of assault wave units maybe 5. vax Load Class Max Points Per Boat Matic.Boats given above are the total avail-
changed. On any hour tuon or after 1000 ca 1 9 able for all beaches. The player must divide
6 June the US player may begin transportRhino 3 30 the assaultwaves into boat load stacks onthe
landings. Transport landings may be freel)kglT f gg Landing Schematic as desired following the

DUKW 2 5
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load class and load point rules above. Eachssume the first LCA did indeed sink. Now

stack on the schematic must equal the loathoose A company units at random (out of a 2.1m Transport LandingsThe

of one boat of some type. At this time it iscup, etc.) until 9 steps are lost. Say the firanajority of the US units land in transport
best to assign LCA’s into their three boattwo choices are infantry platoons: the firstlandings after the assault waves. These are
boat groups and segregate boats by typplatoon is completely eliminated, and thenuch more free-form than the assault land-
Any beach may be assigned to any unit isecond loses four steps (leaving it with oneipgs. Transport landing units and boats are
any wave (provided the unit's op sheefThe remaining units scatter to the beach. assigned théour turn beforethey are to
agrees) and the landing location (planned or Note that units may only be di- land and the use of a transport landing is
otherwise) of previous waves has no effectided among LCA’s. Other landing craftdecided at that time. Players may use all
on future assignments. Thus, a player catypes may only contain complete units. (Unsome or none of the transport capacity on
land wave one on eastern beaches, draw thess a single unit is so large as to requirany hourturn on or after 1000 6 June (clearly,
German units there and then land furthemore than one boat—such as artillery battato start on the 1000 turn, transpartastbe
west with later waves, or some other combitons—in these cases splitting is allowed buassigned on the 0900 turn—this is the cor-

nation. must be recorded on paper.) rect turn to do so and is allowed.) Unused
Take note of the US Landing capacity may not be saved. Once assigned to
Tables provided on the sheet to be detached 2.1k Effect of Pill Box Numbers the Transport Landing Box for abeachinthe

from Map C. This sheet contains the imporen Survival. As listed in the Survival Roll previous hour turn, the boats and units must
tant tables and charts included here for easyodifiers, German pill boxes affect the surattempt to land in the next hour turn. Two
reference, and explains some simple ways taval roll for incoming boats. This is, of types of transports are available: LCI and
set up units on the Landing Schematic sheeburse, a representation of the volume dfCT whose characteristics were given ear-
so as to show things like boat types and spliire the Germans can place on approachiniger. On any hour turn there is 1x LCl and
units. boats. While a simplification, it is an accu-5x LCT available to be used. The player is
rate and painless representation of the Genotrequired to begin transport landings at
2.liLanding Survival and Losses.man beach defenses, which, as a wholany particular time. He may not steatrlier
When attempting to “make the beach” fromwere fairly ineffective in dealing with the than 1000 6 June, however, it may be pru-
the Landing Beach Box, each boat (assauttargetrich environment”they were handeddentto waitlonger. The decisionis leftinthe
and transport) must check for survival. The player’s hands (as it was in real life), but he
Survival Roll is a two die roll based on the 2.1lLanding Placement: Scatter, should take care to make the decision to start
boat type and may be modified by the numBeach Sectors, and Boat Groupifter when he thinks the beach is cleared enough
ber of Pill Boxes remaining on the beachchecking for survival, remaining boats ando be safe for transport landings.
Boats which fail this check, and their loadsboat groups are then scattered into one of a Transport landings do not scatter
are removed permanently from play. Nonumber of beach sectors based ontheir Beaahdwill land at the designated beadle
other “fires” occur to the boats running forBox. These are shown as pathways to thglayer is free to choose which beach sector
the beach. This survival check includedeach from the Beach Box. For each boat @f the correct beach is to be used at the
German fires, rough seas, beach obstacldmat group, roll one die. The path with thainstant of landing, i.e. if Fox Green has been
and mines. Each boat in a LCA boat groupumber is the one used by that boat. Placesignated as the beach of landing when the
checks separately and no reorganization dfie boat (or boat group) adjacent to théransport landing was assigned (the hour

boat groups is allowed afterward. correct beach sector based on the pathwalyefore), then the player may choose any of
Repeat as needed for each boat (boat grouihle Fox Green sectors. This decision need
Boat Success Roll and Beach Box. Boat Groups always land inot be made until the instant the landing is to
LCA 212 the same beach sector. take place.
Rhino, LCI, LCT 2-11* .
Dukw After the sector has been deter- NO transportlanded unitmay have
wiclass Il load 25 mined for all landing boats, roll one die peran implemented op sheet.
D"gﬁr'zii I'load 22_;18 boat (those in boat groups roll separately
this time.) Counting from one edge of the 2.1n After The Landing..Land-
*Use Modifiers below beach sector, the number rolled is the heixgs are considered to be the first activity in

Pill Boxes Remaining: 0-5 6-13 14-20 21 or moreglong the current tide line in which the boaa given US Action Phase. Units which land

Dice Modifier 10 *2 Jands. All units land in Move Mode. Repeatmay then move during that Action Phase
2 1i Note on Landing L _as needed. The edge of the sector used is nsiing all of their available movement allow-

- : g Losses important as long as the same edge is usagice, with no deductions for having landed.

Random I__ossesl.nlts may be split between_ consistently for all landings.

o i oup, i osses ey eaUE™ ot it besch sectors Dog Recp 2 LCT(R)'s and Area C

. ep " (Tand Fox Red 8 have special boundaries fe«:

instances, players may _e_lther specify bemrl‘l'?‘]-sector scatter. The die rolls pertaining t Ires .

Qhese divisions are those printed on the maI% Along this part of the Omaha

; . "'n Dog Red 1, some of these “minor beact?€ach assault some nine LCT(R)'s were
LCA is sunk. Use the following example as, » have more than one hex assigned ysed. In this game the US player has four. A

; sectors ) i ; '
a guide: LCT(R)isamodified LCT fitted to fire 1000

. them. In this case, the US player may sele —= - -
A/1/16 is loaded aboard a boat);vhich hex of those in a “minor sector” in FOCKets. Because_ pfllmltatlor_15|nthe ability
of the LCT to position itself with any degree

group of two LCA’s. As the company has 17/ , .

. which to land. -
load points, 9 are on one boat and 8 on the Should a landing scatter roll from ©f certainty and the uncontrolled nature of
other. When rolling for boat survival, al- i)\ poy cayse units to be sent off maghe rocket's flight, they have the distinction
ways roll for the most fully laden boat flrst.these units are permanently removed from

play.

“
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Example of Landing Process
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In the Beach Box:

A-B, C-D, and H-I are two boat LCA boat groups. E and F are
LCT's. G, L, Jand K are minimally loaded Dukw’s. (Orientaion to
show boat type has been ommited in this example so as to improve
readability.

B o

Survival Rolls:

There are 20 pill boxes left on the beach—giving a modifier of +1
for LCA's and LCT's. Dukw’s have class | loads.

Survival rolls as follows:

A—3+1=4, survives G—9, destroyed
B—6+1=7, survives H—8+1=9, survives
C—3+1=4, survives 1—9+1=10, survives
D—12+1=13, destroyed J—9, destroyed

E—5+1=6, survives K—4, survives
\ F—6+1=7, survives L—9, destroyed

1

)
-900
1 009

050 0

Scatter to Beach Sector:

One roll is made per boat or boat group. The result is as follows:
A-B:2,C:6,E:6,F: 2 HI:2,K: 6

The below is followed for the boats going to other sectors
seperately. This example will concern itself with only those boats
going to the sector given for the die roll of two.

2

3
5
0700 A
/ 0 6

L/

0600

Scatter in the Beach Sector:
These second wave units are landing at 0740, so the 0700 tide line

is used. The hexes along that line are numbered here for the die roll
needed to place a boat in that hex.

Our boats distribute as follows. Note that boats in a boat group roll
independently this time.

A:4,B:3,F:4,H:5,and |: 2

Final Hex positions on Landing:

These second wave units are landing at 0740, so the 0700 tide line
is used. The hexes along that line are numbered here for the die roll
needed to place a boat in that hex.

Our boats distribute as follows. Note that boats in a boat group roll
independently this time.

A:4,B:3,F:4,H:5,and I: 2
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of being some of the least accurate prep fires Any Op sheet for a landing unit

ever used. The total number of launchermust designate the correct Beach Sector 2.3f Leaders.The last

available to the beach has been reduced te.g. Fox Green 2.) Note that units must start historically valid method for

create a better average accuracy, and in the Beach Box related to their correci| S getting off the beach was the

order to avoid overemphasizing their effecBeach Sector—in other words, the unitabowv: %‘3) result of vigorous leadership

tiveness. would have to start its landing scatter fron A of a few battalion and regi-
2.2a Description and Use of the Fox Green Beach Box, and from no mental officers. A few units

LCT(R)’'s.The four LCT(R)’s may be fired other. No unit with a landing Op sheet mayried the lateral duck-walk above, and many
at any desired target hex in the pattern Gtart carrying out its assigned tasks until it isnore were content to fight their war from the

described below on the very first game turmmn the correct Beach Sector. shingle, but a few brave souls decided that
(and never later.) Target hex assignment is Units landing in transport land- the beach meant death and getting inland
made before play begins. Target hexes s@gs never arrive with Op sheets in any formwas the first priority.

lected must be at or within 15 of a beacfThey must start the implementation proce- Leader SelectionContained in
obstacle hex. These firamannot be ad- dure from scratch after landing. this game are all of the battalion and regi-
justed, fire the designator round (with the mental commanders of the 1st ID’s infantry
distance roll x 3) and then execute a 1000 2.3bOp sheets or NoGiven the as well as the Assistant Division Com-

FFE based on that hex. LCT(R) fires are already time consuming task of laying oumander After creating his landing plan (or
“battery 1” of 1000 rounds and each LCT(R}he landing schematic, the US player mayses the historical one given), the US player
may only fire once in the game. The firewant to forego the development of potenselectsthose leaders whose subordinate units
generates a limited number of smoke marktially useless op sheets. If desired, it idand in the assault landings or in the first
ers due to the pre-game nature of the fires-suggested that players agree to not create W@&nsport landing. Platkeseleaders into a
most have dissipated before play beginsp sheets until after the landing. All US unitcup. Roll two dice on the table below and
The US player should check the hexes of higre then assumed to have landed on tlselect atrandom that number of leaders from
choice for smoke using the Miller Table rollwrong beach and the lateral movement tthe cup. Leaders do not use load points. The
itself. Subtract from the 10 markers anythe correct beach is not possible. The U&ader then lands with that boat. If the boat
used by the impact of rounds in attacks. Thplayer must rely on the Shingle rule and hisloes not survive the landing, neither does
US player may continue checking hexes foleaders to get in a position in order to issuthe leader(s) on it.
smoke until he runs out of smoke markersnew op sheets from scratch. The choice is up Leader Lossed.eaders are not
2.2bArea C Fire For Effect Con- to the players, but it can work either way. affected in any way due to the normal fires
centration Area C consists of all hexes at or into their hex. At the beginning of every
within 10 of the designator hekach fire 2.3cThree Methods of Commandfriendly action phase in which an enemy
generates 10 smokeJhe Miller Table for After LandingThere exist three methods ofunit has a clear LOS within visibility and its
this fire is as follows (the same table is usedontrolling the American forces after land-weapon range to the hex the leader is in roll
for all hexes at or within 10 of the designatoing on the beach (presumably the wrondwo dice for the leader. If the roll is 12 the

round’s impact): beach.) These are: the seaward side of tiheader is killed and no longer affects play.
shingle rule, lateral movement, and leader®oll for all leaders filling the above condi-
Rounds Impacting Hex tions separately. Only one roll is made per

0 1 2 3 4 5 6 7

12 21 33 45 55 o3 65 66 _ 2.3d _The Seaward Side of_ theleader, regardlt_ess of_the number of enemy
11...66 Dice Roll Shingle. The first method of controlling units which can conceivably
landed (and mixed up) American units is the fire on the leader’s hex. Flip
Each Rocket attacks as a 155mm HE roundseaward side of the shingle rule:” any US dead leaders to their “Grave”
unit may move and fight as desired on the & side and leave them in the hex
2.3 US Command Confusion side of the shingle closest to the sea. Thel~ where they were killed.
are no command restrictions on the use of Leader EffectsLead-
and Leaders units on the hexes seaward of the shingleers have only one effect. All friendly unés
The player’sinitial op sheets must Units which find themselves land- or within three hexesf the leader at the start

be based on the planned beach of landingard of the shingle (due to the action obfthe Action Phase (provided the leader did
using the beach sector limits as a guide. Naders below) and do not currently possesot die above) may move and fight any-
op sheet can be followed normally unit unitssy op sheet sending them there, are able wehere on the map freely, without reference
assigned to it arrive at the correct beachire and execute voluntary SYR’s (towardto op sheets or orders. Leaders themselves
Historically, this problem was immediately the sea) but may never move in regulahave no combat ability and are always in

inflicted on the US troops, who had beer,g|untary movement. move mode with 8 MP’s. Leader movement
heavily trained on what to do on THEIR never causes overwatch fires. Leader effects
beach, but nowhere else. 2.3e Lateral Movement to Cor- are not constrained by their actual unit as-

rect BeachThe second method is to marchsignment. Leader units may observe artil-
2.3aGeneral US Op Sheet Re-the troops laterally to the correct beach (alongry and mortar fires.
strictions. The US player may not havethe shingle and on the seaward side) and
more than 12 implemented Op sheets at aifen begin the original op sheet. A corollary_egder Selection Table
one time. of this would be to implement a new op sheet Dice
Units moving under the direction for where the units are (as opposed towheges 56 7-8 910 11 12
of a leader may never accumulate weighteﬂl]eywere supposedtobe.) Neitherplanistd 4 5 7 8 9
turns (for Op sheetimplementation) at a ratge recommended as either way, the US units ~ -63¢¢'s Available
other than 1 per turn—despite the lack ognd up like ducks in a shooting gallery for an
enemy fire, etc. extended period.
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Leader Removalll leaders are 2.4cWire Only Hexes.
automaticallyremoved from play at the be- %@ These hexes require the ex- 2.5¢ Germans and Shingle
ginning of the 1300 6 June turn. Only penditure of 1/2 the move- BreachesGerman units are free to use an

ment allowance of the first established shingle breach as they desire

2.3g Unassigned Units and the crossing unit to clear. These MP’s are exand are able to force their way through to
BeachUnits with no Op sheets to follow arepended independently of any movemengne—US shingle breaches are the only way
considered to be unassigned (TCS—6.9)oint costs for terrain. Only infantry units Tiger tanks can get on the seaward side of
and are required to retreat after a defense B7ay clear wire only hexes. Mark the cleareghe shingle to drive up and down the beach
no more than 3 turns (TCS—6.5¢.) Whilehex with a step loss or blank counter.  upon US infantry unitéthe ultimate desire
this is applied most of the time, units sea- of all panzer commanders!)
ward of the Shingle arfeee from all condi- 2.4d Clear Hexes.These are
tions listed in section 6.5. treated as normal clear terrain during th@ g Naval Gunfire

Thus, an attack by a determinednext turn. Mark them with a step loss or
pill box squactannotsend the Big Red One blank counter.
swimming back to England.

For Omaha Beach, no less than
two battleships, three cruisers and eleven
destroyers were acting as naval support. The

Al 2.5 Shingle battleships tended to pound the flanks of the

2.4 The Beach & | Breaches beach—Point du Hoc and Port Bessin spe-
p

Obstacle Hexes A shingle breach is a cifically—and the cruisers seem to have had

Along the edge of the bulldozed section of shingle alimited shore fire supp_o_rt role. A couple of
beach, in a continuous line, that allows the passage of vehicles and caheavy cruisers (the British Glasgow, and
are beach obstacle hexes. Each is marké&@rsat the rate of one unit (counter) per turnFrench Georges Leygudspkas if they are
with a wire and mine symbol. These hexeger breach—see also the special rule condiring on the beach (in fire diagrams) but
do notrepresent the anti-landing craft beaci§erning artillery battalions in 4.5. Bulldoz- these vessels are actually firimyer the
obstacles which littered the beach from th€rs are not included in the game as thejéachtosealthatird flank—the landward
low to high tide line—these are taken care ovould draw abnormal amounts of fire—edge—of the beach. The destroyers, how-
by the survival roll required of landing Since the German player knows what theifVer, attempted to take an active partin the
craft—but are, instead, the wire and minaise is—and would serve no other gamé&nd battle. | say “attempted” because poor
areas designed to entrap the landing force d#inction. Potential shingle breach hexside§ommunications (wetand lostradios), safety
the beach. These defenses are, howevéfe marked on the map and none of thefPnsiderations (friendly troops being too
incomplete and each hex may or may naixist prior to the following of the below close), and poor visibility conspired against

actually contain a barrier. rules. active firing. Thus, the quantity of fires
available is much less than a first glance

2.4a Testing Beach Obstacle 2.5a Conditions and Require- Would presume.
Hexes.To determine if a particular beachments.In order to open a printed shingle o
obstacle hex contains mines, wire or both, #reach hexside to traffic, all of the following _ 2.6a Availability of Naval Gun-
is necessary to “test” the hex. In order to testonditions must be met at one time: fire. On each turn on or after 0940 6 Jung
a hex, an infantry type unit (of either mode) 1. No pill box exists within range the US player may firene destroyer fire
must cease all movement adjacent to thend LOS (visibility has no effect) of the mission. Destroyer ammunition expendi-
obstacle hex. Atthe end of a friendly Actionpotential breach hexside. ture is not recorded.
Phase, if the unit is not suppressed or para- 2. US units (of any type) occupy o _ _
lyzed, it may tesbnehex. A given unitmay each ofthe “Breach Security Hexes” marked 2.6b Composition of Fire Mis-

only test one hex in a turn and no hex may ben the map (with yellow circles) which areSions.Each destroyer fire mission is called

tested more than once to get a “better” resulgonnected to the desired breach hexsid&r in the same manner as regular artillery
Only one test roll is made, regardless of th&he connections are for reference only angnissions. Each mission consists of 30x 5”
number of units adjacent to the hex. The rofeed not “be followed” to the breach secuHE rounds (same effect as 155 HE.) The

results are as follows: rity hex. mission is called, adjusted, and fired nor-
3. AUS Tank, of any type, is at or mally, except that the designator distance

One Die within 3 hexes of the breach hexside. roll is x2 (x3 at night.) Fires always land in

1-4: Mines and Wire (Mark with regular 4. No German unit, of any type, isan Area A concentration. Destroyers cannot

Mine Marker) at or within 5 hexes of the breach hexsidemake use of any of the TRP rules.

5: Wire Only (Mark with Wire-Only Marker) - .

6: No Obstacle (Clear, mark with a step loss 2.5b Effects of a BreachOnce 2.6cConditions and Restrictions

or blank marker) established, a breach hexside allows vehicn Naval Gunfire Supporin order to fire a

and carrier traffic to move through the shinglélestroyer mission against a given target, the

Mmes 2 4b Mine and Wire (at the rate of one counter per turn pefollowing conditions must be met:

Nose®|| Hexes.In these hexes, the breach.) Other units may use the shingle 1. Nofriendly units are at or within
[:) usual TCS method of mine breach to cross the shingle without the usu& hexes of the intended target.

breaching (15.3 only, units movement point penalty. Shingle breaches 2. The potential target hex must
may not force such hexes, as per TCS 15.pave no effect on the fire protective effect€ in view of the Naval Gunfire Observer,
This breaching action is done at the end d#f the shingle. Upon passing the breaciho is considered to be just off the north
the next friendly Action Phase. Afterward,hexside into the opposite hex, a unit is conMap edge (Maps A& B) on ship. Since naval
mark with a breach marker as is done in 15.gidered to have “road moved” to get there—fire in this case is considered to be direct fire
TCS. with the required fire modifiers for that Only andis fired based on what 8tépscan
reason in effect.
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see, the target hex must be visible to 2nd assault waves for Dog Red and EasVhere is no limit to the amount of ammuni-
nominal observer at 10 meters elevation @reen beaches. The 115th RCT must lantipn the US player may have in his pool,
any pointalong the north map edge—the U8 a strictly historical game, in either thegiven the theoretical maximum imposed

player selects where. third assault wave or the first transport landabove.
ing.
The observation of naval fires by 2.7b29th ID Unit Map Exit Re- 2 .10 US Airpower
ground units is ignored in this game—theyuirementlin any game version, all 29th ID Each turn in which the weather is

few Naval Fire Support Teams to survive orroopsmustexit the game map via the WeStclear, the US player rolls two dice, and on a
the beach had no ability to communicatenap edgeno later than 1200 7 JuneNo ) of 8 or more, he has two A-20 aircraft
during the first, critical hours. The follow- particular penalty is attached to this ruley, ziable for use. However, the dice roll for
ing is provided as an optional rule, for thos@among players of integrity, if the US playerenemy use of the sortie has been changed.
who really want NFST’s! is not “dependable” in this sense, he forfeit%low’ the German player may use the sortie

_ the game?itself. How’s that for draconiany, 4 roll of 8 or moreEurthermore, add
~ 2.6d Naval Fire Support Teams measures? one to this roll on any turn of June 6th.
(Optional)Each landing battalionis assumed 2 10a Characteristics of the A-

to have one NFST. Before play, the U 8 US Battery Composition  20: The A-20 may be specified as either
player must assign this team to anylnfantr¥at full strength) and Called “bomb laden” or “gunship” by the US

unit of that b_attalion. O_nce assigned, it car;%_re Dela player—the choice is made before the above
not be reassigned and it shares whatever f y “ownership” roll. These two types may cho-

befalls its assigned parent. The NFST adds There are no US called fire de-gop, in any combination, with each of the
nothing to the parent, except the ability tdays. The battery composition of available ¢ aircraft being separate.

observe naval gunfire as if it were regulabatteries (after landing them) follows.
artillery (given the “friendlies within 8”

limitation above. Battery Guns Batteries Bomb Laden:

Now the catch, for each NFSTCannon/16RCT  6x 105mm 1 Strafe three targets with a firepower of 5 and
landing on the beach, roll one die. O a Sixeamon 20 nCT ok 10mm : bomb one target with a firepower of 36 (or a
the radio works and the unit may observ€annon /115 RCT ~ 6x 105mm 1 hit roll of 8 or more, with automatic kill.)
fires. Any other result and the NFST’s radid®2 A'm FA Bn 16x 155mm (sp) 2 (AB) Gunship:
doesn't work and the team is ignored forthé ,Eﬁ SE gi ﬁgmm g 2238 Strafe four targets with a firepower of 15.
rest of the game. 32FABN 12x 105mm 3(AB,C)

e ZdEm skB9 211 US Overdraft

2._7_T_he 29th Infantry i Reinforcements
Division TRP’s are allowed but must be assigned On the 1200 7 June turn, the US

A few elements of the 29th ID are before any units are placed on the mMaB. player may add up to 5 steps of infantry to
included in the game. These are: a part of thERP’s are not active and may notbe used each line company of 16/1 (A, B, C, E, F, G,

116th RCT and the 115th RCT. The 116ttuntil 0100 7 June. I, K, L.) No unit may be made greater than its
troops are units which were in the assault full strength in steps. Excess steps are lost
waves but drifted onto the 1st ID’s beache2 .9 Artillery Ammunition and not used in the future.

The 115th was a follow-on unit which, be-|nitial:

cause of the mess on the 29th’s beaches, was Each battery/battalion is consid-3.0 GERMAN SPECIAL
released to land in the 1st ID area of operasyed to land with 20 rounds of HE and 3R

tions. No extra command confusion is inyounds of smokper gun. To determine the ULES

IﬂiCtded becaused of these unitsl—the entirgmount of battery fires landed with eact3.1 German Release System
anding was under 1st ID control anyway—attery, multiply the rounds per gun by th i ;

butthey mustbe returned to the 29th’s sect@jumper of guns surviving the landing. Di_eand Vai:igL?Jgiﬁ;nsigggsegﬁ:é:ttle

by the time listed below. At that point, theyjde this number by either 4 (for 5, 7, 32, 33 ; !
29th ID became activated as a unit and it§r 186 FA Bns), 8 (for 62 FA Bn), or 6 (for German reactions will be slowed by the lack

RCT's went to its divisional control and off the cannon companies) to produce the exa%I acceptance that this 'S !ndeed, THE inva-
the map. Also, the 175th RCT (29th) didgmount of battery fires landed. Round al lon. The following restrictions are designed
historically land on these game maps, butactions down. In addition to the above,© "éflect this hesitation.

has been omitted as they did an immediaigach battery that lands with at least one gup In each scenario, German starting
right face and marched off the map follow-adds one illum round to the pool. orces are defined as being in one of two
ing the shingle and in no way participated in conditions: Released or Unrelgased. Ofthese,
the combat on these maps. Later Additions: released forces move and fight normally.
Units from the 29th ID are marked ot 0600 7 June, add the following to theUnreIeased forces can only be used once
\f/_vith_a khaki stripe to facilitate their identi- ammunition pool: :)f:%/t:a:gﬁ 2?&2‘1?;;2&?;’;%?;22 22?1;0'
ication. 105mm: HE:50, Smoke: 10, lllum:5 : _ _
2.7a29th ID Unit Requirements. 155mm: HE:35, Smoke:7, lllum:2 Table ofthatscen_arlo.The rollis made inthe
The player is not required to land the 29th ID Command Planning Phase.
units at any particular time except in gamegt 0600 8 June, add the following: _ Eachturn, the German playerrolls
following the historical sequence of events3 05mm: HE:75, Smoke:15, lllum'5 either one or two dice (as called for by the
In strictly historical games, the 116th RCT155mm: HE:50, Smoke:10, lllum:2 table) and consults the table. If the result is
units must be scheduled to land in the 1stand a company or battery release, the German
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player may release an on-map ground unit drhe point fire ability is that of an AT gun.
off-map artillery battery of his choice. Off- The area ability is that of the numerous Never use this table when making
map batteries to be released may be freeMG’s in the complex. These MG'’s have aa voluntary conversion as above listed, only
selected from the German Battery Compolonger range due to pristine fields of firewhen a forced conversion happens because
sition Chart below. Note that artillery iswith range stakes and abundant tripods araf the destruction of a pill box unit. When
released by battery, not battalion, it wouldelescopes. They have a higher than normé&rcibly converted, the replacement squad
require three releases to release an entifieepower due to the ammunition supplyappears suppressed and is never attacked
battalion. Batteries within a battalion maystockpiled with each gun. They are formi-again separately by the fires that destroyed
be released separately. dable defense emplacements. the pill box and cannot be fired on by other
Note that in the two one-map sce- 3.3bAbilities. A pill box may fire  US units that phase. Conversion itself does
narios, there are no on-map units to releasits two weapons as if they were two units—hot trigger overwatch fires.
Instead a smaller table is provided to detelagainst different targets, the same target 3.3gPositioning of Pill Boxes—
mine which company is available. The recombined, overwatch and overwatch marldistorical and Free Set UpMarked on the
leased company enters as a reinforcemerindependently of each other. game map are the “historical” positions of
If the result on the Variable Rein- 3.3cRestrictionsPill boxes may the available pill box units. As an abstrac-
forcement Table calls for a Variable Rein-never move. They have no morale. The pilion, these are, of course, approximations. In
forcement, the player may treat it as a conbox itself is a one step unit (see below fonormal game play, the historical positions
pany/battery release, or instead roll on theonversions) Pill boxeare affected by the are for reference only, the player may set up

second table to determine what unit is avaiimproved positions they may inhabit. his pill boxes freely. The following are the
able for entry. If the unit so determined is 3.3d Pill Box's as TargetsPill  only restrictions on set up:
already in play, the release is lost. boxes are point targets and have a defense A. No pill box may ever be set up

All German reinforcements en- rating. They may only be destroyed by 1peaward of the beach obstacle hex line, all
ter from anywhere along the south edge pointweapon fires, 2) AT Rolls made withinmust be south of that line of hexes. A variant

of the maps in play. the pill box’s hex, or 3) the Artillery and would be to allow them anywhere south of
Automatic Release. Any Mortars Point Fire Table (only by artillery the highest tide line.
unreleased German company is automatiounds, never mortars.) As mentioned above, B. No pill box may befurther

cally released if any US ground unit move®nly those AT Rolls made by attackers whahan 5 hexes inland from the beach obstacle
to or within 5 hexes of any of its componengrewithin the pill box’s hex may destroy the hex line.
units. Only individual companies are re-pill box. AT Rolls made at range one or two

leased in this manner, such a release doage of no effect. While pill boxes have two 3.4 Rocket Pits
not trigger an entire battalion, etc. fire abilities, these may never be targeter Behind the German
X ; : .
Reinforcements and Op Sheetsseparately by enemy fires. Pill boxes may et beach defenses were some 40

German reinforcements may enter witltake advantage of any available improvec g1} “rocket pits” containing 320

implemented Op sheetsly if those op position modifier. Pill boxes are never con- mm rockets. These are repre-
sheets were drawn up before the game. Othidered to be dug in and are always in firganted in the game with 10 rocket pit units
erwise, German reinforcements may entenode. Pill boxes may never be destroyed béfn order to increase the hit probability of

the map and move fdwo turns, but then aircraft. each by eliminating a certain number of

must halt and implement op sheets. German 3.3eConversion of Pill guaranteed misses.) Rocket pit units may be
on-map unreleased forces should be consi = Boxes.At the beginning of St up in any hex which is no further than 10
ered tohav_eop sheets and be in a reservi 5% i any Mode Determination povas from a beach obstacle hex in the
status, which may attempt to be remove: 2[6]7 Phase, the German pIayerma)fnland direction.
after they are released. These op sheews voluntarily convert any of his 3.4a Rocket Pit Mechanics.
should be drawn up before play. pill boxes into “pill box” infantry squads. Rocket pits may only be used once each.
These squads are two step, fairly poorinfanryey fire as do mortar units, with all the
3.2 German General Op try units which, at least, are mobile. Thesame apilities and restrictions. They are,
Sheet Restriction trade may be a poor one, but that is for thﬁowever, subject to the “targeting roll” be-

player to decide. Once converted, a pill DOX,\, can never fire smoke. and are elimi-
The German player may Nevel(ang jis AT gun) may never be regainedy aieq upon firing (regardle’ss of their hit or

have more than 6 implemented Op sheets ; ; ; ;
p p Adbuilt or otherwise brought back into eXistyyiss ) Rocket pits cannot move and are one

one time. ence. When converted for any reason, thse(ep point type targets. Rocket pits are al-
: : pillbox squad may be placed on the map intg,ays'in fire mode. Rocket pits get the Mor-
i 3.3 Pill Box Units either mode in the same hex. tar Fire modifier on the Morale Table.
Piues[gz]ﬁmm To represent the (_Ber- _3.3f Pill Box Des_tructior_1 and 3.4bTargeting RollWhenever a
577 © man beach defense units (aConversion RollWhen a pill box is de- ;yet pitfires its one shot, roll a die. On a 1-

battalion of the 726th Infantry stroyed by one of the enemy fire methods, a8 i; hits its intended target and may be
Regiment) pill box units exist. These repreautomatic conversion occurs. Roll one die;ympbined with other fires against that target
sentmore than one emp_lace‘r‘n_ent and do not just like a mortar. Afterward, remove the
represent the stereotypical “pill box, con-on a... used rocket pit from play. On a 4-6, the
crete” of West Wall and movie fame. Somel-2: Replace the pill box with a full strength - at pit misses. Conduct the original fire
are, to be sure, but most are open pit ensquad

) - . . . combat (if other units were able to fire upon
placements surrounded with a lot of dirt an@-4: Replace the pill box with a squad minus, target) to conclusion. Then, roll one die

sandbags. _ ) one step (half strength) _ _ for direction and one for distance (like a
3.3aPill Box Fires.Each pill box 5-6: The squad is destroyed with the pill boxdesignator round) from the original target

unit has two fire abilities: point and area.or surrenders), no conversion is made.
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hex to see where the rockets did land. Attac’ 3.7 Infantry Guns eral pool each time another battery of the
any unit on which they happen to fall. This Téfsfssz Infantry Guns—repre- correct type is released.

erratic attack is made regardless if the targ( 4f14j0 sented by the up-side-down T

has been attacked earlier in the phase, it mi., symbol—are basically close per battery of 150’s: HE:50, Smoke:7,

not be combined with other fires, and doesn'$upport cannon. They fire direct fires onlylllum:2

“use up” the target such that other uniteind are only effective on the Area Firgper battery of French 155's: HE:60,

which have notfired yet cannot shoot attheiTable. While technically capable of indirectSmoke:7, lllum:2

desired target. Regardless of the method @ifes, the equipment and training did not

resolution or its results, the firing rocket pitexist for this mode of use. 105mm ammunition is added to

is removed from play after firing and never 3.7alnfantry guns are always Both the general pool at specified times. In sce-

returned. type targets (just like AT guns.) narios which encompass one or more listed
3.4cDestroying Rocket PitAside 3.7bInfantry guns are handled for times, add the new ammunition to the pool at

from their one-time use, the US player maynorale purposes in the same way as Athe beginning of the named turn. Additions

decide to try to destroy a rocket pit onguns. They move andfire like any other unitare made on the following turns:

purpose or accidentally. These rules are then 1300 6 June

in eff_ect: rocket pits ca_lmeverbe destroyed , 3.8 Bicycle Infantry 0700 7 June

by direct (area or point) or regular (area . 1300 7 June

mortar fires. Only overrun, assault, or the Cg:%) Units _ )

Artillery and Mortar Point Fire Table can Certain German infan- Each addition consists of:
destroy them. They can be destroyed by AT try units are mounted on bi- 105mm: HE:50, Smoke:10, Illum:3
Rolls. cycles for speedier transportation. While the

true merit of such a mode of transporta-

tion—especially in a tactical sense—is SUbFz.ll Historical German

588’ ial Rul ject to doubt, as a factor in operationa .
3.5'88 Slpde((:j a hi uies | movement it must be included. Such unitprder of Arrival
) ”f‘C ude '”It kls game ar:e a1ar9%, re marked with a bicycle symbol. This historical order of arrival
number of 88mm Flak guns. These units 3.8aln all primary and secondary should only be used inwhatis to be a strictly

mﬁfjﬁg;ﬁ:gi%: ﬁg\t,:,t:\r,]:rﬁtrﬁj iz\clzi‘snreoad hexes, when considered to be movingistoricalgame. Usually, German reinforce-
abundance of HE a’mmo availablz For thiglong aroad, bicycle units pay 1/2 the usuanents should b_e obtained via a Variable

) . movement cost for foot units (1/4 on pri-Release and Reinforcement Table.
reason, these weapons ai “x1/2 at all

ranges” like normal AT quns. buse the mary roads and secondary roads.) This move- In a strictly historical game, the
g | 9uns, . ment benefit magnly be used in hexes that German player rolls normally for Company/
usual range effects like tank gunsPill

Box 88 | bi he ab are 6 or more hexes from any enemy unitBattery Release. Any company of 2/916
0x 88's are also subject to the above. must roll for off-map removal once released,

_ as described in scenario 1. Ignore any roll of

3.6 Panzer Lehr Hummels 3.9 _Qerman Battery C(.)m 11 or 12, signifying a variable reinforce-

These vehicles are provided WithpOSItIOI’]S and Called Fire ment—nor should this roll be used for addi-
the optional Panzer Lehr units. They repreDe|ay tional company/battery release.
sent the cannon support battery attachethe following represent the available Ger- Instead, the only German rein-
directly to the 901st PG. As such they shouléhan batteries: forcements received are the ones listed be-
be represented as “on map” artillery, but low. They are subject to all normal rules—
because of extensive experience, unususéttery Guns Batteries including order status—for entering Ger-
deployment doctrine, and close support ca352 Bn 12x 150mm 3(1.23) man reinforcements.

et . . 0/1716 4x 155mngFrench) 1
pabilities, these units deserve special rule%,1352 Bn 12% 105mm 3(1,2.3)

3.6aConduct of FiresGenerally, 3/1352 Bn 12x 105mm 3(1,2,3) Time Units

the Hummels function exactly as do mortar 10206 Jun 1; 352 Panze'fJager , .
units (andhnot like on map artillery.) This ©Optional for Scenario © only: B s 2 eun

. o T X > 1/130 Arty/Lehr 12x 150mm 3(1.2,3) from 13/ 915, 2x Truck/915
gives them their historical quick reaction 1700 6 Jun  Ersatz Bn/ 352

ili i . X 2300 6 Jun 3/ 352 Panzer Jager
ability, as they are then able to direCtlyrnqre i5 5 called fire delay of two for all 4/5700 7 Jun 513/ 30 Mopie Bos

support other unit fires. As *mortar” units, 355 anq 10/1716 guns. Other German guns
th_ey flre_lndlrectly (with an observ_er) inthepave no called fire delay. Design Note: As you can see, this is really a
Direct Fire Segment. They may fire smoke German TRP’s may be assignedrather pathetic force to stop the US hordes.
and overwatch fires just as do mortar unit, ;¢ myst e established before play begingdditionally, some troops had a transient

More than one Hummel may fire in the samey,, TRp's may be assigned seaward of thexistence on the map (most notably 517/ 30
attack. lgnore the on map artillery direct f'reShingk%- Mob) but had little effect on the battle. These
rules (TCS—3.7epxceptfor direct point units were all committed to fighting against

flrets be|OV\(Ij. Humme:js, like mo_{_tar units, do3_10 German Artillery the British to the east, or against the bulk of
not expend or record ammunition. the 29th ID to the west.

3.6bPoint Fires.Unlike in regu- Ammunition
lar area fires above, Hummels may fire Each scenario specifies the bat, . .
direct point fires as do on map artillery teries available at start and the starting amg':l'2 German MII’]OI’ Variant
(TCS—3.7e.) Indirect point fires are handlednunition pool. Ammunition for 1550mm and Less Effective Use of Panzer Lehr.
on the Artillery and Mortar Point Fire Table 155fmm French guns is added as specifie@n any turn after 1800 6 June, the German
(with Hummels counting as artillery.) below, with the addition made into the genPlayer, having made a successful roll for
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variable reinforcement (not a company/bat4.3aWeather Table not considered to all be in the same hex so as
tery release), may elect to substitute th@mel  0100-0600 0700-1200 1300-1900 2000-2400 to invite multiple rolls.) Each step loss in-
[ 2

entire 1/901/Lehr for the actual reinforce-Mst 23 23 2 flicted on the battalion marker counts as one

lear 4-9 412 39 3-8 .

ment. Onthe turn of the roll, one company of; rain  10-11 13 10-11 910 gun system lost. Fires have no effect on the
1/901 may enter the map. On each subs@vy Rain 12 14 12 11-12  level of transportation available to the bat-
guenthour turn, one more company may o ) ) talion, i.e. the battalion always has enough

ter (treat battalion troops as a compan g, (0 dice if weather is currently Lt. Rain transport to move normally. The Battalion
en . p . Pany1Qk 1 gice if weather is currently Hvy. Rain p e Y- _
this purpose) until all 1/901 units have en- Marker can fire its guns as on map artillery
tered, or the scenario ends—whichever odiote: The weather on 0640 and the 0700 hour 6 Junejin the direct fire mode as if all guns were
curs first. These units may be used in an§&s cear: located in the same hex as the marker.

scenario that allows German variable rein-

forcements, except scenario 9. When thi -3bWeather Effects

4.5c Landing Restrictions and

optionis used, shiftthe level of victory attheM)i/St V'TS"'W Requirements for the US PlayBecause of
end of the game one level in favor of the USlear 75 its size, an Artillery Battalion Marker will
player in addition to any other applicable-t: Rain 5 involve a number of landing craft of, possi-
level shifts. Hvy Rain 2 bly, different types. Simply make a note of
Air sorties are only available in ClearWhat egch boat is carrying_. I_Eac_h bpat rolls
4.0 GENERAL SPECIAL weather. for sur\(lval separately and if it fails, its Ioaq
is considered destroyed. Problems of mobil-
RULES ity induced by, say, the trucks of a battalion

4.4 Trafficability ) ~_ being destroyed on landing, are ignored as
In all scenarios, trafficability is the guns can be considered to find more
transportation available from other units on

4.1 Company/Battalion
Assigned Vehicles and Units  good.

Certain vehicles and units of both the beach. All boats required to land the
sides are assigned directly to company, bat 5 Artillery Battalion battalion are considered a boat group and all
talion, or higher commands. These unit arkers will land in the same hex, an exception to the
may be used as any other and are counted usual landing scatter rules. Therefore, only

; In order to save on uselessly ex- . -
are AT guns when calculating Command
. M(?difiers (eee 6.66‘CS£):J T Mbended counters and a rear area nightmal%ne roll is made for the battalion for beach

halftracks and wagons never count for siz@'tillery battalions markers were used in thgéctor and only one for exact hex.
i place of the numerous guns and trucks/ .
modifiers. halftracks the units contained. Listed onaII ways ‘tlhsedt,:g ?é?gﬁ?;::g:‘% T\?tllr:)g]s as
4.2 Battalion Weapons ﬁ%cr:]t S?E[Jr? éeL:r:ist_tglea;lglrssflﬁgg;?eejﬁtzspf e units it represents (see On-Map Artil-
Companies with this abstraction may readily replaceery’ TCS3.7)
Infantry battalions on both sidesthese counters with hand made units for the .
are comprised of line companies and heavsted on-map guns and vehicles. | find the_ . 4.5e Shingle Brea_ches and Bat-
weapons support companies (line and weagpbstraction easy to live with and frees théallon Markers.To move artillery battal!on
ons, hereafter.) In US battalions, companieglayer to attend to the fighting instead O]markers through a shlngle breach, simply
D, H, & M are weapons companies for themoving the rear area around. place the marker adjacent to the breach.
1st, 2nd, and 3rd Battalions, respectively. After a_nurr_lber oftu_rns equal tp the number
German companies numbered 4, 8, and 4.5a Use. The Battalion marker of carriers |_nthe unit (or guns in the case of
(sometimes) 12 are weapons companies foepresents the rough area occupied by tﬁge SP artillery) have _elapsed, plac_e the
their 1st, 2nd and 3rd Battalions. Any unit inartillery battalion it represents (or, in special arker on th_e ther side of the §h|ngle
a given battalion may spot for a mortar unitases, a cannon company battery.) It go each. Starting in the next tum, 't. may
in that unit’s battalion weapons company. into and out of battery just like on map gunénove n_ormally_. Note that no ot_her unit may
Additionally, the US player (only) (3.7 TCS.) Movementis handled normally—.use agwen shl_ngle breach du_rmg the _penod
may group all threeegimentalweapons the marker has a move and fire modes likd" which an artillery battalion is crossing.
companies mortars together (stacked or a@ny other unit. The transportation assigned 4.5f Fire Coordination. A posi-
jacent to each other) to form a “massethe battalion (trucks or halftracks) may never. o . A po
battery.” Such a massed battery may fir®e used for any other purpose than thetrang\-/e effect_ oft_hlsgroupln_g of batter_les_lsthat
together at targets spotted by any unit frorportation of the battalion, i.e. a player canEJIII batt_erles Ina battal_lon may fire in the
that regiment. Any or all massed mortarsot “take advantage of” extra truck capacit ame fire mission agalnst_ one target hex.
may fire at one target. in a battalion to move an infantry unit. ! hen expending ammunltlt_)n fo_r such a
fire, subtract one battery fire (times the

number of battery fires used by each battery)
for each battery firing. Thus, it is possible

Each hour turn, during the Com- . o . © " for a battalion to join in together to create a
mand Planning Phase, one player rolls origracted artilery battalion is handied in theyg e t0 effect. No additional re-

die and compares the result to the Weathé?”t(tmll_ing V]:I?E]/ Fires (()jr_]ly (iognttaga!ntst ttr;]equirements or called fire delays are caused
Table printed below and on the game magpattalion if they are directed at or into %y this usage. The use of a battery in a
I

hex containing the marker. Otherwise, fire ttalion fire d teliminate that battery’
are handled normally (only one area fire ro attaiionfire does not eiminate tnatbattery's
bility to fire other missions in the same

is made against the marker—the units arg . - . .
turn—provided its total of eight battery fires

has not be used up.

4.3 Weather 4.5b Fire Combat and Battalion
Markers. Fire resolution against an ab-
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4.6 Overwatch Fires their designation, these unitee notexempt  § ) GENERAL

Playmustuse the new Overwatch from the L_Jsual prov_ision against mortars
Permission to Fire Rule. TCS 2nd Ed. 8.9b€ing carried by vehicles. VICTORY
page 15. See also the TCS Addendainthis ~ Should atow-only unit (whichis CONDITIONS
rule book. not being carried) receive any type of mo- e o

Players should note that this rule'@le retreat result, the unit is destroyed. 6.1 German “Simple” Victory
only affects overwatch fires triggered by (Sudden Death)
movement, those triggered by fire need 5.0 COMMAND AND This one is easy: if at any time
not secure “permission to fire.” after the first turn, no American units remain

CONTROL on the mapboard, the German player auto-

4.7 AA Ratings 5.1 US Command Prep matically wins a massive victory. This would

Ratings given are the same forRatings signal the failure of the invasion. Roll two
both sides as defined by unit type. From the start of the game until9iC&: On @ 2-5, Eisenhower calls off the
Infantry, MG, 88mm Flak and Pioneers: 1200 7 June, the US Command Prep Ratingf©!® thing and returns to England with the
11+ out to normal range. is 5. Starting with the 1220 7 June turn, th£&St f the invading army to sit out two long
Quad50's, Bofors, 20mm & 37mm Towed, Command Prep Rating for units of the 1sYS2'S 8Waiting another opportunity. On a 6
and Wirblewinds: Infantry Division drops to 3, while the rating °" /> '€ Pulls out and the armies are sent to
10+ out to normal range. for any units of the 29th Division still in play the Mediterranean or, pos_smly, the Balk_ans.
All Others (must have a weapan) drops to 4. In any case where units from botfp" 2" 8 of more, he decides to tough it out
12+ out to 4 hexes, inclusive. divisions are on the same op sheet, trghd not call off the rest of the invasion

higher rating (4) is used because of Omaha’s failure. Regardless of

4.8 Restrictions for a Purely Design Note: The initial rating ‘haerﬁgf‘t’sétgzt&ﬂ;fﬁ player has done his
Historical Game (optional) for the US player stems from the incredibld’

In order to play along strictly his- confusion the landings created. In 24 ho_urs§ 2 Victory Conditions
torical lines, the following conditions mustaImOSt 50,000 troops and 20’.000 yehlcle ' y . . .
be met: ’ were put ashore on Omaha, with units often Eaph scenario has its own speC|_f|c
: A Use the Historical Landing arriving on the wrong beaches. After 1200 wictory conditions, presented in descending
Schedule for all American arrivals June, the two ratings reflect the fact that th@rder from the largest US victory to the
B. Use the German Hi.storical 1st ID was the veteran of both combat andargest German victory. The following vic-
i amphibious landings, whereas the 29thtory conditions and rules apply to all sce-
Order of Arrival. Roll for release normally, ~ . - . ' narios:
but ignore any references to variable rein\fvh”e well trained and motivated, was still o _
forcements. green.On the_whole, once acrossthe beaches, _V_Vhen _d(_etermlnmg \_/l_ctory, all of
C. Landing Delaygoptional) In the advance inland was held up as much biie specified minimum conditions must be
’ this confusion as by the initial German re-met. If neither side fulfills its conditions, the

order to better simulate the mess of thgistance. result is a draw.

landings, impose the following delays on In some situations. shifts are
US units arriving on the wrang beach: 5 2 German Command Prep awarded to one side or the other (sometimes

_ ~.Rightbeach, wrong sector (when—-= both) for meeting specific requirements or
using orders)—one turn delay of landing. Ratings using options. For example, if the US won a

~.Wrong beach, but adjacent to The German Command Prep Ratyaw major victory (before adjustment), and
correct one—two turn delay of landing. ing is always 3. is given one shift, while the Germans have

..Two or more beaches from cor- earned two shifts, the final result would be a

rect one—three trn delay of landing. 5 3 Js Higher Commander’s single shift, in favor of the Germans. The
Example: A unitscheduledtoland

!ptent level would be dropped one, to a US minor
at 0640 on Fox Green scatters to a Fox Re victory

sector—this unit will come ashore on Fox The original invasion plan called : - - .
Red at 0720. for all four of our maps to be in US hands by Restrictions on Eliminated Units

Delays for landing on the wrong 2400 6 June. Failing this objective, securin nd Vlcto'&y Beterm!natlﬁnl:ﬁ ks. truck
sector of the right beach are only used if op Safe “maintenance” zone around the ons.) ec\)/ecrarcrl)eurn(tsaasraec‘:nsé":]lqji(i]:téd
sheets are used which determine the corregaches is essential. 9

unit.
sector in which to land for a unit, otherwise ] B. Units forced to leave the map(s)
this delay would be ignored. 5.4 German ngher in play are never counted as eliminated

This rule will create quite a bit of commander’s Intent units.

_extra rdek(;or(rj] keeplng, and n:ﬁy _be fffreely The German defense is based on C. Atrtillery units count each lost
ignored by those notinterested In its effectsy , . q1's stated desire to “stop the invadgun individually. For instance, if Cannon/
| . ers on the water’s edge.” Zeiglemann, secl6/1 is eliminated, it counts as six units lost.
4.9 Tow C():nyil\_/lortartUnlt;s both sid ond in command to the 352nd, felt thisThe attached transport (three halftracks in

: ertain Mortars Tor o SIAES are,  ective was too ambitious. German victhis case) is not counted (as per A above.)
considered “tow-only.” This designation

tory hinges on two things: the failure of the D. Units eliminated prior to the

means that tbhety ma:/ not move_untder thell)s'to reach its objectives and the amount ¢ftart of the scenario when required step
own power, but must use a carrier to move, ... -qicted on the US force. losses are subtracted, never count towards
These mortars are, however, conS|dere8

) the total units eliminated count.
passengers and do not use up the towing

capability of the carrier. In addition, despite
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Restrictions on Exited or Loca- according to the village boundary atthe time

tion Specific Units: control is being decided. 7.0a Losses are removed from
A. Carriers never count as exited B. His forcesalone occupy that units in any manner the owning player
or location-specific units. Example: a Ger-art of the villagevhich is not empty. chooses. Losses for given units are listed
man truck would not count as one of the five C. Thevillage is entirely empty of immediately following the unit’s hex loca-
units within 10 hexes of the shingle in sceunits and his forces were the last to padsoninterms of numbers of differentkinds of
nario 3. through any of its hexes. steps. Such as “A/1/16 B23.02 (51, 1M)”
B. Step losses within a unit do not When a number of different units set up with
detract from its ability to fulfill a victory In all other cases, the village isthe same instructions, the loss expression is
condition. either contested or in enemy hands. placed just after the unit it affects to avoid
confusion.
6.3 Defining Lines of 6.5 “Open” Shingle Breaches _ 7.0b Company Morales, unless
Communication To be considered open forvictorySpeC'f'Ca"y stated otherwise, begin all sce-

i - purposes, a shingle breach must be open8@"ios at 0.
Some scenarios call for exitedPUrP g p 7 OcGerman unitsiwaysset up

: by the US player using the rules regarding )
units to be able to trace a “line of communi-
cation” (LOC) from their exit hex, usually a Shingle breaches above and the US p|ayép_ctonchnd cannotset ggljacento any Us
' unit.

road. This LOC must be traced from the exif"ust be irpossessioof the breach. 7 0dOn the 0640 6 June turn. all

hex to a landing beach via an open shingle German units listed under Beach Defenses

breach. o o doxcl 7.0 SET UP NOTES should be considered dug in. The German
A.The LOC mustbe traced exc ”'Deflnltlons:

velv al . d gt player may not move, roll for unit release/
Slvely along a primary or secondary roadto, . = i ithi reinforcement or call for fire. In effect. the
at or within 5 hexes of a open shingle breac /i X ¥ = Set up units within X hexes of Y

ocati turn starts with the US LCT(R) fires, and
B. No enemy unit may be placedlocat'on' ®)

= then proceeds with the US Action Phase.
in such a way as to be able to plaiect AT=AT Gun p

= i Once completed, the turn is over.
fires upon this LOC. Mortars and otherC=Carmer p

L - = Infantry

indirect fire weapons do not negate a Loc:.G: Infantry Gun
« " . M=Mortar

6.4 “Control” of Villages MG=Machine Gun

Control of a village is given to a pg= pijll Box
player who can demonstrate that at least ore- Tiger
of the below conditions is true: V=Vehicle

A. His units occupy all building/ any(##)= an “any” of size ##
village hexes considered part of the village

TCS Addenda—Errata
26 Jun 91

Oops! The Mortar and AT gun symbols are still switched iftovement. Such units may change mode at a 1/2 cost of their
the Weapon Unit types diagram on the top of page 3. You-know-wiit9vement allowance. This mode change may be made at any point
forgot to switch them when the 2nd Ed went to press... in their movement as long as the required movement points are still
available. Units that are overwatch marked and switch mode have
the marker automatically removed. Mode change during the Mode

8.9 Overwatich Fires Determination Phase is unchanged.

(Simplification addenda, Optional)

To simplify the die roll procedure, add the following to th«%3 89 Minor Weapons DifferencegOptional)

given rules... Thi le g life to th ; ; f
...Aroll for Permission to Fires as follows. On a 5, overwatch fire is IS rule gves fite 10 the minor Steps of weapons
@‘erence between +2 and -2 on the Point Fire Table. It is not

allowed by units which are not overwatch marked as desired. On Q ,

roll another die. This roll is the number of overwatch marked units tﬁg{:ommended for play, unless a given player is particularly con-

may fire in addition to any non-marked units the player desires to ﬁpgrned aboutsuch things. This rule has no effect on Point Fire Table
IHmns other than +2 to -2.

When automatic permission is granted (range 3 or less) a permis§|‘8
roll of 5 can be assumed, but a die must still be rolled and a 6 hit to fire

marked units. All other overwatch rules are in effect. The additionlglllCe Attack - Defense

NS . Mod +2 +1 0 -1 -2
roll per overwatch marked unit is dispensed with. don.. ) ) 1 1-2 1-4
. Oon..... 1-2 1-4 2-5 3-6 5-6
12.5 Mode Change in Movement +1on. 3.6 5-6 6 - -
(Addenda, Optional) One Die

Vehicle and carrier units (only) may change mode during
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8.0 Teaching Scenarios

The following scenarios are not
historical situations. Instead, they are
hypothetical and designed to illustrate
specific rules concepts in order to assist

players in learning the game system. Eaclb

should take no more than an hour or two
to play. Each scenario lists the rules
sections it highlights. If a given rules
section is mentioned, such as 12.0, all
sections of 12 are in use, not just the
introduction, 12.0.

All teaching scenarios require
the following sections: 1.0 to 1.3h, 3.0 to
3.6b, 4.0t0 4.2,5.0to 5.1d, 8.0 to 8.8e,
12.0 to 12.1f. None of them require the
command rules (6.0) and it is recom-
mended that these rules not be used at
first, so that new players can concentrate
on the game’s mechanical aspects.

Weather is clear and
trafficability good in all these scenarios.

1. Armor Fight

Map Area: C35.35 to C35.20 to C49.20
to C49.35, inclusive.

Start: 0800

End: 1000 (7 turns)

Artillery: None

Set Up:
US: A/ 745 w/i 3 C35.26

German: 1/1/ 352 PJ, 2/T 130/ Pz Lehr
east of C37.xx, inclusive.

Reinforcements:None
Rules lllustrated: 8.9, 14.0 (if desired)

Victory:

US: Exit 9 or more tanks via C49.26
German: Avoid the above and lose no
more than 5 vehicles.

2. Infantry Fight

Map Area: C1.35 to C1.20 to C20.20 to
C20.35, inclusive.

Start: 0800

End: 1100 (10 turns)

Artillery: None

Set Up:
US: 3/26 w/i 5 C16.34 or C20.20

German: 5/2/916 w/i 3 C6.25

Reinforcements:None
Rules lllustrated: 9.0, 13.0 (if desired)

Victory:

US: Occupy all red village hexes of
Formigny.

raw: Neither side fills its conditions
German: Occupy all red village hexes of
Formigny.

Shift: Shift victory one level in favor of
the Germans if 3 or more US units
eliminated.

3. Armor Overrun Assault
Map Area: Same as #2

Start: 0800

End: 0900 (4 turns)

Artillery: None

Set Up:
US: | &R/16 (one platoon) C15.30

German: 2/T 130/ Pz Lehr w/i 4 of C6.25

Reinforcements:None
Rules lllustrated: 8.9, 8.10, 9.0, 14.0

Victory:

make the German company morale exceed
10.
German: Avoid the above.

5. Minefield Assault

Map Area: A47.25 to A47.15 to A41.15
to A47.25, inclusive.

Start: 0700

End: 1100 (13 turns)

Artillery: None (as an option, give each
side one battery (6x105mm) with 10—
HE, 3—Smoke and no called fire delays.)

Set Up:
US: E/2/16, F/2/16, 1xM(81) from H/2/
16: all north of the Shingle.

German: 2 xPB(75), 2x PB Sqd, 3x

Rocket Pit, 1x M(120) from 4/1/726: PB’s
in designated PB hexes, all others south of
the xx.19 hex line, inclusive.

Note: All hexes of the obstacle line have
been probed and have been found to be
real minefields.

Reinforcements:None
Rules lllustrated: 9.0, 13.0, 15.0

Victory:

US: Avoid the German conditions and kill US: Create at least 2 minefield breaches.

at least one tank.
Draw: Neither side fills its conditions.
German: Destroy the US unit.

4. Forward Observer

Map Area: D31.35 to D31.25 to D51.25
to D31.35, inclusive.

Start: 0800

End: 0900 (4 turns)

Artillery:

US: 1/62 Arm FA Bn (8 x155mm)
Ammo: 15—HE No called fire delay.
German: None

Set Up:

US: An unseen spotter (not physically on
the map) is in hex D40.30

German: 1/1/915 w/i 1 D35.27

Reinforcements:None
Rules lllustrated: 9.0, 10.0, 11.0

Victory:
US: Destroy 6 or more German steps or

Draw: Neither side fulfills its conditions.
German: Avoid the US conditions and
destroy at least 10 US steps.

6. Jabos !'!

Map Area: All of Map C.
Start: 0800

End: 1000 (7 turns)
Artillery: None

Set Up:
US: None. The US Player gets 3x A-20’'s
per turn armed as desired. See 2.10

German: 1/130/ Pz Lehr: in any clear or
village hex on Map C.

Reinforcements:None
Rules lllustrated: 17.0 (also take note of
air rules in 2.10.

Victory:
US: Destroy 7 or more tanks
German: Avoid the above.
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i Historical Note: Optional historical set up: company is removed from play immedi-
1' The SIXth Of June 3/1/726 wli 10 Colleville, 4/1/726 w/i 10 ate|y_ In the latter case, the unit is

one oftheBr;iltz)isr]tC(jer;i:-nlatic ‘ fthPOFt en Bessin. considered to have moved off-map to fight
aspects otthe the landings of the 29th ID near Vierville.

Normandy invasion was the drama playeginer Units (not yet released)—
out on the beaches themselves. The forcas; 1 Flak: wii 5 C10.15

coming ashore at Omaha met the fierces$;3; 1 Flak: wii 5 C29.04 VICt_O_I’y

initial resistance of all five landings and 4/3/ 1 Flak: w/i 5 D11.03 Conditions

suffered from the most disorganized landing 91 ¢ 1XIG(75) of 13/916, Recn/9186, Massive US:Control all red village hexes
also. With battalions and companies hopeyyaT(75): w/i 10 C11.33. on maps A & B, and the villages of

lessly intermingled, the US troops still man- Formigny, Surrain, La Chateau Rouge, La
aged to retain enough initiative and effecajjjery: Ville, Bellefontaine. All shingle breaches

tiveness to start the drive inland—thoughy /1352 and 3/1352 are available at start, must be open. No German unit is within
the “success” on June 6th still appearedyther patteries must be released via the 20 hexes of the Shingle.

quite precarious. Variable Reinforcement Table.
Major US: Control all red village hexes
First Turn: 0640 6 June Ammo, at start: 105mm: 100—HE, on maps A & B. All shingle breaches
Last Turn: 2200 6 June (47 turns) 10—Smoke, 5—Illum must be open. No German units can be
Maps in Play: Al Additional ammo is added as batteries ara/ithin 15 hexes of the shingle west of the
released. B36.xx hexrow.
US Information
Set Up: Reinforcements: Minor US: Control at least 5 of the
The US player follows the landing All German reinforcements are from the following: St. Laurent, Les Moulins, Le
procedures described in this book to lay following Variable Reinforcement Table. Bray, Colleville, Le Grande Hameau, St.
out his waves. These then land at the Honerine des Pertes, Cabourg 2, Chateau
times given. The forces chosen by the  Variable Reinforcement Table D'Eau, or Huppain. No German units can
player constitute the troops he has and Dice  Result be within 10 of the shingle west of hexrow
will have available. He may use the 2-8 No Effect B36.xx. At least 4 shingle breaches must
historical landing plan or devise his own, 9-10 Company/Battery Release be open.
as desired. 11-12  Variable Reinforcement, see
below Draw: No US or German conditions have
Attillery: been met.
LCT(R)—Four LCT(R) fires are available Reinforcements
for use in the 0640 game turn. Dice  Result Minor German: The Germans hold at
Naval Gunfire—Auvailable as per the 2 KG Meyer (915 (all), Fus/352) least 5 of the villages listed in the US
Naval Gunfire rules in this booklet. 3-4 1/916 Minor conditions above.
Regular Artillery—As landed, these units 5-6 1/ 352 PJ
become available. Ammunition is 7 Ersatz/352 Major German: The Germans hold at
calculated as per rule 2.9 in this book.  8-9 1/915 least 6 of the villages named above. No
10 Pio/352 more than 3 shingle breaches are open.
Reinforcements: 11 517/30 Mob
US reinforcements are based on the 12 30 Mob (all) Massive German:No US troops are
player's own landing plan in the initial south of the shingle.
waves and the follow-on transport Implemented Op Sheets¥es
landings. Shifts:
Historical Orders (optional) 1 shift in favor of the Germans if 110 to
Implemented Op Sheets¥es, if player  All units listed under beach defenses are 199 US units are eliminated.
chooses to do so, must be tied to a specific a prepared defense of the beach, excep? shifts in favor of the Germans if 200 or
beach sector and drawn before the game.3/1/726 and 4/1/726 which are in reserve more US units are eliminated.
with instructions to counterattack to
US Special Rules: recapture lost pill box positions. All 2. The Landings
The leader rules are in effect for this unreleased on-map forces are in reserve, Balance: 0
scenario. but may never roll for commitment until

This scenario focuses exclusively on

they are released. the landings of the 1st Infantry Division,

German Information ) covering the landings themselves and the
Set Up: German Special Rules: initial scramble to get off the beaches on
Beach Defenses (all are released)— Release of 2/916—Whenever the Germany e gih,
15 xPB(50), 8 xPB(75), 4 xPB(88)n player uses a company release on 2/916
fortified zone hexes, max one per hex (t.reat the battalion We.apons (8/2/916) as First Turn: 0640 6 June
10 x Rocket Pit, 4/1/726, 3/1/726: single company for this purpose) he must) 55¢ Tyrn: 1800 6 June (35 turns)

anywhere w/i 10 Shingle (landward side) roII.one further die. On a 1-3, the unitis
1/1352:w/i 10 C28.19 activated normally. On a 4-6, that

3/1352:w/i 10 D9.27.

Maps in Play: A and B, only.

Page 16



The Gamers, Inc.

US Information
See scenario 1.

German Information
Set Up:
Beach defense units: as per scenariodl.
not use those units listed as “Other
units (not yet released)”

Artillery:
Same as scenario 1, except no lllum
rounds are available.

Reinforcements:
All German reinforcements are from the
following Variable Reinforcement Table.

Variable Reinforcement Table

Dice Result

2-9 No Effect

9-10 Table 1 below

11-12  Table 2 below

Table 1

Die Result

1-3 Any one battery may be
released

4 Any one company of 2/916

5 4/3/ 1 Flak

6 No effect.

Table 2

Die Result

1-2 Ersatz/ 352

3 Pio/ 352

4 1/ 352 PJ

5-6 1/915

Note: Units listed on these tables not
available for on-map release, enter as
reinforcements.

Historical Orders (optional) see
scenario 1.

German Special RulesNone

Victory

Conditions
Massive US:Control St. Laurent,
Colleville, Le Bray, Chateau D’Eau,
Huppain, Villers sur Port, Le Grand

Hameau, and Cabourg 2. No German unitgpino
can be within 10 hexes of the shingle wes} o1

of hexrow B36.xx. At least 6 shingle
breaches must be open.

Major US: Control at least 6 of the 8
towns above. No German unit can be
within 5 hexes of the shingle west of
hexrow B36.xx. At least 5 shingle
breaches must be open.

Minor US: Control at least 4 of the above Using the above boat allowances. Do not
villages. At least 4 shingle breaches mustset up forces in map A beach boxes in an

be open and no German unit is at or
within 5 hexes of any of the breaches
counted as open.

Draw: Neither the German nor American
conditions have been met.

Minor German: US player controls 4 or

attempt to get them to scatter onto the
map—it is not going to happen unless
playing with the historical variant below.

Alternatively, the player may elect to use
the historical landing plan and deploy the
forces listed for Fox Green. When using
this variant, roll for scatter for units on

less of the above villages. No more than 3Easy Red (even though they are not on the

shingle breaches may be open.

Major German: US player controls 3 or
less villages. No more than 2 shingle
breaches are open.

Massive German:No US units are south
of the shingle.

Shifts:

1 shift in the German player’s favor if 80
to 124 US units are eliminated.

2 shifts in the German player’s favor if
125 or more US units elimi
nated.

3. D-Day:

The Eastern Beaches

Balance: +2
(with historical landing: 0)

map) to see if they accidently land in play.
If such units do so, scatter them on
landing like any other unit, and they
remain in play from that point. Units
which drift off map B are still removed
from play.

Artillery:

LCT(R)—The US player is allowed one
LCT(R) fire on the first game turn.

Naval Gunfire—Starting with the 1000
turn, one destroyer fire mission is
available on every other game turn—
1000, 1040, 1120, 1200, etc.

Regular Artillery—Must be landed in the
assault waves above. Consult the rules in
this booklet concerning their ammuntion
available.

Reinforcements:
All US troops not landing in the assualt

This one map scenario, along with itsVaves arrive via transport landings. On
companion covering the central beaches, i§'® 1000 turn, the US player has 3 x LCT
presented to allow players to examine th@vailable. On the 1100 turn, he has 1 x
landings in less time than the full versiond-C! and 2 x LCT. No transports are
would require. Still, one should not forget@vailable on the 1200 turn.
these are unit-intensive scenarios and will

still take time to play.

First Turn: 0640 6 June
Last Turn: 1200 6 June (17 turns)
Maps in Play: Map B, only

US Information
Set Up:
The US player sets up his forces accord-
ing to the US Landing rules with the
following landing craft avaialble for the
three waves:

Boat Wave 1l Wave 2 Wave 3
LCA 6 14 12

0 3 1

2 0 1
Dukw 0 7 6

All units that scatter off map B are
removed from play and may not return.
Such units areot considered eliminated

When using the historical variant, only
those units listed as transport landings
may enter as transport landings.

Implemented Op Sheets¥Xes, if player
chooses to do so, must be tied to a specific
beach sector and drawn before the game.

US Special Rules:
US leader rules are in effect for the entire
scenario.

German Information
Set Up:
Beach Defenses (all released)—
7 x PB(50), 3 x PB(75), 1 x PB(88jn
any fortified zone hex, max one per hex.
5 x Rocket Pits, 3 x PB Sqd, 4/1/726:
anywhere w/i 10 the shingle, landward
side only.

Artillery:

for victory purposes. Ignore any concerns 3/1352 is released. Other batteries require
about units scattering onto map B, as suckelease via the Variable Reinforcement

drift has been taken into account when

Table.

Page 17



Tactical Combat Series: Omaha
|

Ammo, at start: 105mm:50—HE, 5— open. No German units are within 10

Naval Gunfire—Starting with the 1020
turn, one destroyer fire mission is
available every other turn—1020, 1100,

Smoke hexes of the shingle west of 30.xx.
Additional ammo is added as batteries are
released. Draw: No US or German conditions have and 1140.

been met.
Reinforcements:
All German reinforcements are from the
following Variable Reinforcement Table.

Minor German: At least 5 units are
within 10 hexes of the shingle west of
30.xx hexrow.

Variable Reinforcement Table

Regular Artillery—see scenario 3

Reinforcements:Same as scenario 3

except:
Turn
1000
1100

LClI's LCT's
1 2
0 3

Implemented Op SheetsXes, if player
chooses to do so, must be tied to a specific
beach sector and drawn before the game.

US Special Rules:
US leader rules are in effect for the entire

scenario.

German Information

Set Up:

1 shift in the German favor if 35 t0 49 USgoach Defenses (all released)—
8 x PB(50), 5 x PB(75), 3 x PB(88any

Dice Result Major German: Control 2 of the villages

2-9 No Effect named above and at least 5 units are

10 Table 1 below within 10 hexes of the shingle west of

11-12  Table 2 below 30.xx hexrow.

Table 1 Massive German:Control all of the

Die Result villages named above and no more than

1-3 Any one battery may be one shingle breach is open.

released

4 Any one company of 2/916 Shifts:

5 4/3/ 1 Flak 1 shift in the US favor if using the

6 No effect. historical landing plan.

Table 2 units eliminated

Die Result

1-2 Pio/ 352 US units eliminated

3 1/ 352 PJ

46 1915 4. D:Day:

Implemented Op Sheets¥es. The Central Beaches
Balance: +2

Historical Orders (optional)

2 shifts in the German favor if 50 or MOrefyrtified zone hex, max one per hex

5 x Rocket Pit, 3/1/ 726anywhere w/i 10
the shingle, landward side.

Artillery:

1/1352 is released. Other batteries require
release via the Variable Reinforcement

This is a companion scenario to #3,Taple.

All units listed under beach defenses are focusing on the central beach sectors of
in a prepared defense of the beach, exce@maha. Historically, these beaches (Easpymmo, at start: 105mm: 50—HE, 5—
PB Sqd’s and 4/1/726 which are in reserv®ed, Easy Green, and Dog Red) were th§moke

with instructions to counterattack to
recapture lost pill box positions. All

unreleased on-map forces are in reserve, occurred here in support of that drive. Play-

but may never roll for commitment until
they are released.

scene of the major advance inland on Dadgditional ammo is added as batteries are
Day, and most of the transport landingseleased.

ers should especially note the differencefeinforcements:
between the historical landing plan herea|| German reinforcements are from the

and that used for the beaches in scenario $gllowing Variable Reinforcement Table.

First Turn: 0640 6 June
Last Turn: 1200 6 June (17 turns)
Maps in Play: Map A, only.

German Special RulesNone

Victory

Conditions _
Massive US:All red village hexes US Information ]
controlled, inculding all of Villers sur Port S€t Up: Use the rules presented in
and Chateau D’Eau. The US player must Scénario 3 plus the changes due to the
exit at least 10 infantry or mortar platoonsPeaches and maps used here (Dog Red,
via route D 97 or D 206 maintain a Line E@sy Red, Easy Green and map A, as
of Communication to them. All shingle ~ OPPossed to Fox Green and map B) and

breaches must be open and no German following for scenario 4.
unit is within 10 hexes of the shingle.

Boat Wavel Wave?2 Wave 3
Major US: Control Le Grand Hameau, St.LCA 6 15 12
Honerine Des Pertes, and Huppain. Al Rhino 0 3 2
shingle breaches must be open. No LCT 2 0 2
German units are within 10 hexes of the DUkw 0 8 6
shingle west of 30.xx. ]

Artillery:

Minor US: Control 2 of the above LCT(R)—Three LCT(R) fires are
villages and 3 shingle breaches must be 2availabel for use on the first turn.

Variable Reinforcement Table

Dice
2-9
10
11-12

Table 1
Die
1-3

4
5
6

Table 2
Die

1-2

3

4-6

Result

No Effect
Table 1 below
Table 2 below

Result

Any one battery may be
released

Any one company of 2/916
4/3/ 1 Flak

No effect.

Result
Ersatz/ 352
1/ 352 PJ
1/ 915

Implemented Op Sheets¥es.
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Historical Orders (optional)

tinue being dumped on the beach if the/2/115:A48.23

All units listed under beach defenses are were still under direct or indirect German H/2/115: A24.27

in a prepared defense of the beach, excegires. Players who wish to bypass the land-

3/1/726 which is in reserve with instruc-  ings may wish to pick up the action here, jusB/635 TD: B5.24 (2C, 4AT, 3l, CM=6)
tions to counterattack to recapture lost pillafterwards. This scenario can be ended a4/81 Chem: A46.23 (2M, 1C)

box positions. All unreleased on-map

either nightfall on June 6th or be continuedC/81 Chem:B3.24 (1M, 1C)

forces are in reserve, but may never roll as an alternate start for the campaign gamez FA Bn: A41.24 (6 guns)

for commitment until they are released.
First Turn: 1000 6 June

Last Turn: 2200 6 June (37 turns) or

1200 8 June (119 turns)
Maps in Play: All

German Special RulesNone

Victory

Conditions
Massive US:Clear map A of German
units and exit 30 or more infantry/mortar
units via routes D 208 and/or D 517. All
exited units must have a line of communi-
cations.

US Information
hexes of the listed hex.
16 RCT—

(CM)=6)
B/1/16: A37.24 (21, 1M, CM=3)

Major US: Control Colleville, Le Bray, 11116+ A26.26 (4], CM=2)

and St. Laurent. All shingle breaches musp
be open. No German unit can be closer

than 10 hexes of the shingle. E/2/16:A31.26 (51, CM=3)

F/2/16: A34.24 (61, 1M, CM=8)

Minor US: Control either Colleville or St. G/2/16: A30.20 (41, CM=2)

Laurent. At least 2 shingle breaches must
be open. No more than 10 German units
may be closer than 10 hexes of the
shingle.

1/3/16: A34.20 (41, 1M, CM=2)
K/3/16: A46.19 (51, 2M, CM=2)
L/3/16: A44.20 (41, CM=1)
M/3/16: A48.22 (4MG, 2M, 2AT,
CM=10)

I&R/16: B7.24 (4l)

2x 16AT(57):B1.24

3x 16AT(57):A27.26

d 5x 16Truck: A30.26

Draw: Neither side meets one of its
conditions.

Minor German: 11 or more German
units within 10 hexes of the shingle an

no more than 1 shingle breach open.
116 RCT—

E/2/116:A28.24 (51, 2M,CM=7)
F/2/116:A17.25 (61, 1M, CM=6)
G/2/116:A14.28 (41, 1M, CM=4)
H/2/116: A11.29 (4AMG, 2M, 2AT,
CM=7)

1/3/116: A17.28 (1, CM=1)
K/3/116: A21.27 (11, CM=1)
L/3/116: A19.25 (21, 1M, CM=3)
Shifts: M/3/116: A23.27 (IMG, 1M, 1AT,

1 shift in the German favor if 55 to 74 US CM=5)
units eliminated.

2 shifts in the German favor if 75 or more
US units eliminated.

Major German: Control both Colleville
and St. Laurent as well as meeting the
conditions for a German minor victory.

Massive German:No more than 15 US
units of any type south of the obstacle
line.

18 RCT—
E/2/18: A31.27
F/2/18: A43.24

. G/2/18: A40.24
5. Getting Inland: H/2/18: Ad44.23

The Afternoon of D-Day &R/18: B2.24

Balance: +1
. . . . 115 RCT—
This scenario covers the period dI'A/1/115:A29.27

rectly following the landings, as US troops :

started to make headway off the beachegﬁﬁig'_ﬁizéi
The initial penetrations were critical to the D/1/115:A35.25
overall success of the operation becausE/Z/llS"AZG.Z?

reinforcements and supplies couldn’t CONE /5115 B13.24

Set Up: All units set up at or within 2

A/1/16: A30.25 (51, Company Morale

D/1/16: A28.26 (2MG, 1M, 3AT, CM=8)

H/2/16: A40.23 (3MG, 1M, 1AT, CM=6)

A/197 AA: A22.27 (3V)
B/197 AA: A41.23 (4V)
C/197 AA: B12.23 (3V)
AI467 AA: Ad2.24 (3V)

Al741 Tk Bn: w/i 5 A33.25 (7V)
B/741 Tk Bn: w/i 2 A24.26 (14V)
C/741 Tk Bn: w/i 3 A46.22 (13V)

The following leaders set up with any unit
of their command:

LTC Horner, LTC Hicks, BG Wyman,
COL Taylor, LTC Meeks

Gaps in the Obstacle Line: (all are
inclusive of end hexes)

Al15.24 to A21.25

A27.24 to A34.22

A43.21 to A49.30

Artillery:

Naval Gunfire—Normal one fire mission
per turn.

Regular Artillery—7th FA is ready to fire,
other batteries may be landed via further
transport landings.

Ammo: 105mm: 30—HE, 4—Smoke,
1—Illum

Further ammo added according to the US
Special rules in this booklet.

Reinforcements:

All reinforcements are brought on by
transport landings with the first at 1000 6
June. Units and landing location for this
first transport landing must be designated
before the game.

Implemented Op SheetsNone

US Special Rules:
The leader rules are in effect until 1200 6
June.

German Information
Set Up:
Beach Defenses (all released)—
PB(88): A6.25, B2.21, and B45.22
PB(75): A8.27, A11.24, A24.21, B8.21,
B19.22
PB(50): A12.26, A40.20, B4.21, B10.21,
B16.21, B23.20, B31.22, B48.22
PB Sqd’s:A22.24, A27.23, A49.16
4/1/726:wl/i 15 B40.15
3/1/726:w/i 5 A39.10 (3lI)
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1/1352 Arty: w/i 10 C28.19
3/1352 Arty: w/i 10 D9.27

Other Forces (not yet released)—
5/2/916, 6/2/916, 1x 1G/13/916, 1x AT/
14/916:w/i 10 C6.25

AT/1 Flak: w/i 5 C10.15 (2AT, 1C)
4/3/1 Flak: w/i 5 D11.03 (2 guns)

5/3/1 Flak: w/i 5 C29.04 (1 gun, 1C)

Artillery: Batteries released to fire: all/1/
1352, all/3/1352, 10/1716

Ammo:

105mm: 50—HE, 10—Smoke, 3—Illum
155fmm: 60—HE, 7—Smoke, 2—Illum

Ammo added during the game as per the shifts. In version C, this will put a heavy

German Special Rules in this booklet.
Reinforcements:All German reinforce-
ments are from the following Variable
Reinforcement Table.

Variable Reinforcement Table

Dice Result

2-8 No Effect

9-10 Company/Battery Release
11-12 Variable Reinforcement, see

below

Reinforcements

Dice Result

2 KG Meyer (915 (all), Fus/352)
3-4 1/916

5-6 1/ 352 PJ

7 Ersatz/352

8-9 1/915

10 Pio/352

11 517/30 Mob

12 30 Mob (all)

Implemented Op Sheets?Xes.

Historical Orders (optional) see
scenario 1.

German Special Rulessee scenario 1.

Victory

Conditions
Same as scenario 1. 95 US units have
been eliminated prior to the game, and
theydo count for German victory level
shifts.

Alternative Situations:

B. Two Map version 2/116, 3/116w/i 5 A14.20, on or west of
Use only maps A & B. Ignore D517

any set ups listed for maps C & D. Use the

Variable Reinforcement Table and victory

conditions from scenario 2. This version

of the scenario ends at 1800 6 June.

2/116—(341, 5M(60), 3MG,
3M(81), 3AT)

3/116—(231, 4M(60), 4MG,
2M(81), 3AT)

C. One Map version B/745:w/i 5 A26.15 (3V)

Use only map A. Ignore set ups 741 Tank Bn (less D Co.)w/i 5 A18.18
and information for maps B, C, & D. (42v)
Reinforcements and victory conditions are
those from scenario 4. Cannon/18:w/i 5 A29.20

62 FA Bn: w/i 5 A25.23 (2 guns)

Note: Even in these cases, the 95 dead US FA Bn: w/i 5 A 20.20
unitsstill count toward German victory 7 FA Bn: w/i 5 A30.25 (6 guns)
32 FA Bn:w/i 5 A18.15 (2 guns)
burden on the US player to achieve any
sort of victory.

6. The Seventh of

June 81 Chem (3M, 2C), 2 x 16 Rgt Trucks,
Balance: +4 197 AA (17V), 18 Rgt Trucks, AT &

Following the landings the day before, &R, 26 Rgt Trucks, AT & Cannon Co.,
the Americans prepared to drive inland in745 Tank Bn (less B/745), B/635 TD (3C,
order to secure objectives which were t®AT, 3l), D/741 Tank Bn, 115 Rgt AT &
have been secured by follow-up forces dut&R, A/467 AA (4V)
ing D-Day itself. By the morning of D+1,
most of the 1st ID was ashore and a massivatillery:  The batteries listed in the set up
traffic jam filled the beaches. This day longare availabe to fire. Further batteries may
scenario covers the efforts to seize the Dde landed in furture transport landings and

The following may set up on any Easy
Red or Fox Green beach sector, seaward
of the shingle:

Day objectives in the face of a disorganizeavill become availabe as they do.

German resistance.

First Turn: 0600 7 June
Last Turn: 2200 7 June (48 turns)
Maps in Play: all

US Information
Set Up:
1/16: wli 4 C36.35 (231,4M(60), 3MG,
2M(81), 3AT)
2/16 (less G/2/16)w/i 3 A37.09 (271,
3M(60), 3MG, 1M(81), 1AT)
G/2/16:wli 2 A42.02 (111, 1M)
3/16: wli 4B7.15 (28I, 4M(60), 3MG,
2M(81), 2AT)
AT/16, I&R/16: with any of the above
(41, 6AT)

1/18: w/i 3 A23.11 (91, IM(60), 1MG)
2/18: w/i 3 A46.06 (111, 2MG)
3/18:w/i 2 A30.08 (71, IMG)

1/26, I&R/26: wli 3 A41.18

A. Extended Play (A shortened version of 2/26:w/i 2 A30.17

the campaign game)

All of the scenario 5 rules are in

effect except the victory conditions. Use
the victory conditions from scenario 8
instead.

3/26:wli 2 A27.14

1/115:w/i 2 A12.08 (41, 1M(60), 2MG)
2/115:w/i 2 A16.14 (51, IMG)
3/115:w/i 2 A22.16

Ammo:

105mm: 145—HE, 30—Smoke, 10—
lllum

155mm: 58—HE, 8—Smoke, 4—Illum
Additional ammo is provided as batteries
land and on the first turn (0600) add the
0600 7 June allotment to the US pool.

Reinforcements:

The following are available to land in
future transport landings. Other units, not
listed here or in the set up are considered
destroyed and may not be used.

4042 QM Truck Co

33 FA BN

186 FA Bn

115 Rgt Trucks, and Cannon Co./115

Implemented Op SheetsNone

US Special Rules:

All units attached to the 29th ID
must exit the map along the west edge of
either maps A or C by 1200 7 June, or the
US player forfiets the game.

The US Overdraft replacements
show up at 1200 7 June, see the rules
regarding them in this booklet.
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German Information
Set Up: (all are released)
AT/ 1 Flak (2AT, 1C), Ersatz/ 352:
Anywhere on map C, west of the C30.xx
hexrow.
6/2/916, 1x AT/14/916, 1x IG/13/916: w/i
3 A5.15 (61)
5/2/916: w/i 5 C6.25
2x PB Sqd: w/i 5 A4.25
4/1/726, 2x PB Sqd: w/i 5 B19.15 (5MG)
3/1/726, 2x PB Sqd: w/i 3 A41.11 or
A45.12 (81, CM=4)
2/915, 1/352 PJ: w/i 10 D9.33 (8I)
3/352 PJ: w/i 10 C28.20
5/3/1 Flak: w/i 10 C43.20 (1 gun, 1C)
4/3/1 Flak: w/i 10 D14.30 (2 guns)
1/1352: w/i 10 C28.19
3/1352: wii 10 D9.27
1x PB(88): A6.25
1x PB(88), 1x PB(75), 4x PB(50): 1 each
in hexes B48.22, B45.22, B31.22, B23.22
B19.22, B16.21.

Artillery:

All batteries are available at start. On mapmone of his objectives on maps C and D.

A, germans may only choose as TRP’s
hexes which are either major road
interesections (two major roads joining in
the hex) or red village hexes.

Ammo:

105mm: 100—HE, 10—Smoke

150mm: 50—HE, 25—Smoke

155fmm: 20—HE, 5—Smoke

No further ammunition will become
available.

Reinforcements:

Roll two dice every hour turn—on a roll

of 10 or more, one battalion of the 30th
Mob enters as reinforcements (German
player’s choice of Bn.) On the second
successful one of these rolls, the 30 Mob
units entern additionto a battalion. Once
all three 30 Mob battalions enter the map,
no further reinforcements are available.

Reinforcement Order©ptiona)—The
above units may enter the game with an
implemented Op sheet to proceed to a
player-specified village on map C or D

and enter a hasty defense. One Op sheetthe day's advance had been halted early.
per battalion is used in this case. These Opjans were conceived for a night attack with
sheets automatically fail if, on approach tsjements of 1/18 and B/745 Tank attackin

the village, it is found to be occupied by
any US units—in other words, these Op
sheets do not allow the battalionatback
to take its defensive area.

Implemented Op SheetsXes
Historical Orders (optional)

German units are in hasty defenses with
orders to defend in place.

C1.15. Any unit forced outside this area
may not return, but does not count for
victory purposes.

Victory

Conditions
Massive US:Control all of the following:
Trevieres, Mosles, Tour en Bessin, and
Formigny. There can be no German units
within 25 hexes of the shingle on beach Set Up:
sectors of Dog Red to Fox Green, 3/26:wii 5 C16.34 (5I)
inclusive. B & D/1/18 (less AT/D/1/18) (3I), B/745

Tank Bn (5V): w/i 5 C19.18

US Information

Major US: Same as above, except only

two villages need be captured. Artillery:

5 FA Bn (only) is availabel to fire. It is at
Minor US: There are no German units on full strength.
map A and B. The US player has control Ammo: 105mm:50—HE, 15—Smoke,
of Formigny or has at least 35 steps of ~ 7—lllum
infantry south of the L’Aure River. No other batteries or ammunition will
become available.
Draw: Neither side meets one of its
conditions. Reinforcements:None
Implemented Op SheetsNone (yes, that
means they need to spend quite a while
getting ready!)

Minor German: Control Formigny and
no US infantry is south of the L'Aure.

Major German: The US player controls

German Information
Set Up:
1/Ersatz (3l), 5/Ersatz (2M), 2x AT(88)
AT/1 Flak, 1x Truck AT/ 1Flak, 5/2/916
(41): wli5C6.25

The Germans have at least 10 infantry
units on maps A or B.

Massive German:Same as Major
German, except the Germans have 20

infantry units on maps A or B. Artillery:

1/4/352 and 2/3/1352 are available to fire.

Shifts: _ Note the called fire delay in the German
1 shiftin the German favor if 35 to 74 US gpecial rules in this booklet for 4/352

units eliminated. (CFD=2.)
2 shifts in the German favor if 75 or more Ammo:

US units eliminated. 105mm: 25—HE, 7—Smoke, 5—lllum
150mm: 15—HE, 5—Smoke, 1—Illum
No other batteries or ammunition will
become available.

Do not count losses prior to the begin-
ing of this scenario.

7. Night Assault

on Formlgny Implemented Op Sheets¥es, but no
Balance: 0 prepareddefenses.
By the end of June 7th, most of the D-
Day objectives were in American handsHistorical Orders (optional)
Still, a few scattered pockets of resistancelasty defense of Formigny.
proved troublesome to eliminate. Most no-
table among them was Formigny—where

Reinforcements:None

Victory

Conditions
ajor US: Control Formigny and hex

from the southeast while 3/26 attacked dugla22 by 0600 8 June.

south. Coordination difficulties resulted in
a piecemeal effort from both pincers andVlinor US: same as above except by 1200
Formigny remained in enemy hands untiB June.
the morning of June 8th.

Draw: Neither sides’s conditions are met.
First Turn: 2300 7 June
Last Turn: 1200 8 June (26 turns)
Maps in Play: Map C only—in the
boundaries: C1.35 to C20.35 to C20.15 to

Minor German: Control either Formigny
or hex C6.22 at the end of the game.
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Major German: Possible only thorugh ~ Tour en Bessin

9. Panzer Truppen:

shifts, see below. Le Calvaire
La Ville Panzer Lehr and the
Shifts: Etreham
1 shift in the US favor if 6 or more US Belle Fontaine Rommel Plan
Balance: -1

units eliminated.
1 shift in the german favor if 10 or more (21 villages in all)
US units eliminated.

When Erwin Rommel assumed com-
mand in France, he at once set about revis-
ing the previous defensive planning—he
found much to be dissatisfied about. One of
the Field Marshal’s most controversial pro-
posals involved the breakup of the central
panzer reserves and station these powerful
divisions close to potential invasion beaches.
This flew in the face of conventional wis-
dom—since scattering the central reserves
would make a rapid, powerful counterat-
tack impossible. Rommel argued that allied
airpower would void this plan anyway and
wanted to station at least one mobile unit in
each zone to provide the forces needed to
stop the enemy at the water’s edge.

Ultimately, Hitler compromised be-
tween the two camps and sent some panzers
to the coast, moved others up a few miles,

Last Turn: 1200 8 June (129 turns) Minor German: Control 9 villages. At and provided a smaller central reserve.

Maps in Play: all least 15 German units are within 15 hexed0mmel was proved correct by the Allied
of the shingle. Meet conditions at the end airpower—OKW seriously miscalculated its
US Information of the game. effect on the movement of forces toward the

] invasion site—and the Germans never did
Follow the same rules as scenario 1. manage to launch a strong counterattack
within the first critical month of the land-
ings.

Massive US:Control 19 or more villages.

8. The Campaign Game: Allshingle breaches are open. No Germa
' . " units within 25 hexes of the shingle.
The Big Red One

ConbiTions MusT BE MET BY 0600 7 UNE.
Balance: +1

This scenario covers the first threeMajor US: Same as above, except
days of the Normandy invasion on the 1gtonditions met by 2200 7 June.
ID’s sector of Omaha Beach. Players can
follow a strictly historical version or mix the Minor US: Control 15 or more villages.
various options to suite their taste. Feel frell shingle breaches open. No German
to experiment. This is truly a monster gam&nits within 25 hexes of the shingle.
and one we hope conveys some of the feelifgnditions are met by the end of the
of hitting the beach in June of 1944. Goo@ame.

luck, oh brave souls who play this one all the
way through! Draw: Neither side fills one of its
conditions.

First Turn: 0640 6 June

Major German: Control 12 villages. At
least 20 German units are within 15 hexe

German Information of the shingle. Meet conditions at the end

Follow the same rules as scenario 1. of the game. But what if Rommel had gotten his
way? The “Desert Fox’s” plan calls for

Victory Massive German:Control 15 villages. At Panzer Lehr to deploy right behind Omaha
Conditions least 30 German units are within 15 hexe@eaﬁh'th_ ant el Sof P Leh

o . of the shingle. Meet conditions at the end nthisvariant, €lements ofFanzer Lenr

The following villages are used for victory ., gam?e. are available to commit to this sector of the
determination: American landings. Other Lehr

MapA— Shifts: Kampfgruppen are assumed to be on their

Colleville sur Mer :

1 shift in the US favor if 54 to 107 US way to Vierville and Utah and are not in-

Le Bray
St. Laurent sur Mer
St. Clair

Map B—
Port en Bessin
Huppain

infantry or mortar units exit off cluded here. Naturally, the availability of
the south edge of maps C & D these extra forces would have greatly
via any major road hex by the changed the deployment of the 352nd Divi-
end of the game and these units sion—especially the detachment of the 915th
maintain a line of communica  R€diment to act as Corps reserve.

tions. )
First Turn: 0640 6 June

Villers sur Port
St. Honorine des Portes
Le Grand Hameau

2 shifts in the US favor if 108 US infantry Last Turn: 12.00 8 June (129 turns)
or mortar units or more exit off Maps in Play: all (Panzer divisions

the south edge of maps C & D require beaucoup maneuver room!)

Cabourg #1 via any major road hex by the i
Map C— end of the game and these units US Information
i maintain a line of communica  Same as scenario 1.
Formigny fions
Trevieres . i
Surrain German Information

1 shift in the German favor if 135 to 219 Set Up:

La Beufrerie US units eliminated.

Le Chateau Rouge Same as scenario 1, except:

1. Delete all 916 units (2/916 and some
regimental units) from the set up.

2. Add the following, all are “yet to be

released:”

2 shifts in the German favor if 220 or

Map D— more US units eliminated.

Mosles
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1/915: w/i 10 D34.25 Historical American Landing Plan

2/915: wli 10 C25.25 . . . . . . . .

- - This landing planis provided as a reference to assist the US player in setting up his own
All remaining 915 units: w/i 10 D14.10 . ; S ; .

landing plan or for those who wish to recreate the historical landings—or simply do not

dNant to bother setting up a landing plan. To use this plan to avoid setting one up before play,
place the units listed in the beach boxes named on the turn of the wave in question. Boat
groups are those LCA'’s listed as carrying the same company. Once in the beach box, land
normally. This method will avoid extensive pre-game set up as would be required of the
player who wants to establish his own landing plan—at the cost of a good bit of surprise.
Its your choice...

Artillery: Same as scenario 1, except ad
the following:

Also available for release: 1/ 130 Arty/
Lehr—12 x 105mm (batteries 1,2,3) no
called fire delay.

Whenever a battery of Lehr artillery is

released add the following ammo: First Wave (0640) Third Wave (1000)
105mm: 25—HE, 5—Smoke, 2—lllum ~ Fox Green— Basy Red—
2 LCA: I/3/16 2 LCA: E/2/18
. . . 2 LCA: L/3/16 2 LCA: F/2/18
Reinforcements:All Germgn relnf_orce- C/ 741 landing as DD’s 5 LCA: G/2/18
ments are from the following Variable Easy Red— 2 LCA: H/2/18
Reinforcement Table. 2 LCA: E/2/16 1 Rhino: 2x Trks/16, 4x B/635 TD Halftrks
2 LCA: F2/16 1 Rhino: Trucks/ 7 FA Bn
Variable Reinforcement Table 1 LCT: 4x M4 from A/741 12 Dukw: Guns/ 7 FA Bn
Dice Result 1 LCT: 4x M4 from A/741 1LCT: 5x A/197 AA
2-6 No Effect 1 LCT: 4x M4 from A/741 1 LCT: 4x A/197 AA
7-9 Company/Battery Release 1LCT: 4x M4 from N741 1 LCT: A/81 Chem, 1&R/18
- . B/ 741 landing as DD’s Easy Green—
10-12  Variable Reinforcement, see Easy Green— 2 LCA: A/1/115
below 2 LCA: E/2/116 2 LCA: B/1/115
Dog Red— 2 LCA: C/1/115
Reinforcements 2 LCA: F/2/116 2 LCA: D/1/115
Dice Result 2 LCA: E/2/115
2-3 Pio/ 352 Second Wave (0740) 2 LCA: F/2/115
4 Ersatz/ 352 Fox Green— 2 LCA: G//2//115
2 LCA: C/1/16 2 LCA: H/2/115
> 352 PJ (all) 2 LCA: K/3/16 1 Rhino: 3x A/467 AA
6-7  Fus/352 2 LCA: M/3/16
8 2/ 916 3 LCA: B/635 TD (less carriers) Historical Transport Landings
9 any one company 901/Lehr, Rgt 1 Dukw: 1&R/16 Time Units
troops count as one company. 1 Dukw: 2x AT/16 1000 6 Jun3/115
10 any one company 130/Lehr 1 Dukw: 1x AT/16 1100 1/18, Rgt trps/115 (less trks and
11 Recon/ Lehr 1 Rhino: C/81 Chem, 2x Trucks/16 Can/115)
12 901/Lehr (all remaining) or 130/ i 22:28 gi gﬁg; ﬁﬁ 3x B/197 AA 1288 :Ii/;tstroopslls 5FABn
Lehr (all remaining)—German . ‘coy 1400  A/745 Tank Bn
player's choice 2 LCA: A/1/16 1500 62 Arm FABn
2 LCA: B/1/16 1600 B/745 Tank Bn, 1 Platoon/D/745
Implemented Op SheetsBee sceanrio 1. 2 LCA: D/1/16 1700 C/745 Tank Bn, 1 Platoon/D/745
2 LCA: G/2/16 1800 1/26, rest of D/745
Historical Orders (optional) See 1 Dukw: 3x MG-H/2/16, 1x AT-H/2/16 1900 2/26
sceanrio 1. 1 Dukw: 2x M(81)-H/2/16, 1x MG-H/2/16 2000 3/26
1 Dukw: 2x AT-H/2/16 2100 Rgt troops/26, 32 FA Bn

6 Dukw: Cannon/16 (less all carriers)

German Special RulesNone 1 Rhino: Carriers for Can/16, 3x Trks/16 Remaining units appear in any desired order in

. 1 Rhino: 6x B/197 AA transport landings on June 7th:
Victory 1 Dukw: 2x AT/16 4042 QM Truck Co
it 1 Dukw: 2x AT/16 33 FABn
Co_ndltlons 1 Dukw: 2x AT/16 186 FA Bn
Same as sceanrio 8. Easy Green— Rgt troops/115
2 LCA: L/3/116 Cannon/115
2 LCA: G/2/116 Recn/1 ID
1 Rhino: 6x A/467 AA D/741 Tank Bn
Dog Red—

2 LCA: 1/3/116

2 LCA: H/2/116
2 LCA: M/3/116
2 LCA: K/3/116
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TCS Line Entry Command System—a The Omaha Beach Club—Join Today!

Quick Variant
by Dean N. Essig

One of the problems of tH& Ssystem is that even the player who . o
is careful about creating only the op sheets he needs will still end up with The Omaha Beach Club (OBC) Is a“just for the fun

quite a bit of paperwork to keep track of. While the existing system is @hit" organization which has no dues, no agenda, no plans, no
excellent simulation of the way things work in real life, the number gheetings, no committees. Allitis is a badge of recognition to

commands under the player's control can quickly overload the play hc,ose who have been through the maelstrom of Ianding ona

ability to keep up—especially so without a staff of experts to do parts of the .. . . L
jobfor him. This is especially true in monsters sucBamha, so I'll offer ostile beach underintense fire and reached down deep inside

a solution to the problem here—the line entry command system. For the fi-stick to it.
effect of the command system, | prefer to use the standard version and not

this abbreviated one. Some players may want to use this all the time, otlwré promise you High Surf. Hostile Natives. and No Beer!
might when games require the control of many units. ' ' )

To be fair, this system was based on a system | saw Dave Powell o )
using in hisDmahaplaytests. Requirements here, other than an understand- To join the OBC simply play the game as the
ing of the original system, are: a sheet of lined paper per side, a pencil, Amdericans until 1200 6 June against an opponent. Write to us
a little honesty. We all have the first two items, players without the Iatt@[\/ing a short narrative of the action (a battle history) and a

should reconsider the type of games they are attempting to play.
This system is vaguely reminiscent of the one used igwig ~ Statementto the effect that we have your word that you played

series. Basically, one line on the paper is devoted to each battalion task fBi¢ethe rules, you were still in France at 1200, that your

and assets assigned there. So, the sheet can be filled out before play (limgponent didn’t pull any punches, and that you feel you have

line) so that less set up work is involved in the game itself. The first entr'@amed your way into the OBC. We will read your letter and
a

on the line should be: Base Organization, attached units, size of force. llf h lection b d hichasl h |
game ofOmaha it would be best (for the Americans) to make each lin you pass the selection boara—whicieal tough, let me

correspond to an infantry battalion and assign attached units/figure size &k you—you're in. That'’s all there is to it.
the landing occurs. Otherwise you will spend forever trying to get your task

forces together. The rules for attachment and detachment of units remain the For your efforts you'II geta lifetime membership in

same—just switch line entries as needed. . -
The line looks as follows so far: the OBC anc_i a membgrsmp certificate. In the futurg we hqpe
to add otheritemsto this listand current members will receive
1/16/1 w/ 1 Plt A/741 Tnk Size 5 anything we come up with.

Next comes the honesty part. After the size, on the line, write a . . .
very quick statement of the mission of the task force (when, that is, you want Names O_f members will be posted In our magazine
to give it one.) Something like: Attack to capture village A. The details ofthi@ the order they joined.
operation should be keptin mind (or jotted down somewhere if thatisn’t what

you like.) If you need more precision in your orders (so you can follow them Anyone who was actually on Omaha Beach. June

or prove to your opponent that you were...) you probably should use %ﬁ] . . . . “
original system and avoid this simplification. Make the order statement pdrt 1944 is automatically entitied to membership as an “I

of the line when you wish to assign the mission, such as: was there” member (IWT) (the highest honor we can give!)

and need not bother to play the game.
1/16/1 w/ 1 Plt A/741 Tnk Size 5: Attack to capture village A.

During following Command Phases, add up weighted points to
the right of the order and make rolls normally. When the order becomes
implemented, erase the weighted turns and place a chycéfter the
mission to show this. Conduct the mission as you planned it. .
Using this system, an army the siz€&wohaha'scan be managed H I g h S u rf
with a minimum of paperwork—leaving you to fight your battle and have
fun. This system, while a simplification of the original, contains many of the

most important features while cutting down on “paper sheet confusion.”

For detailed battle plans, ones in which the player has some exact O m ah a
idea of how he wants the fight to go (as well as how he wants it done) or in =
multiple player games, the line entry system is not the right way to do it— BeaCh H OStI I e

in these occasions use the original system. Certainly, a mix of the two

Eﬁeemgdbsegt? Vflaal;etgc:)\l/:;tage of the benefits of both) can be done and WN O B e e r CI u b N at i V e S

The variant I'm proposing here is an aid to speed up play and to
make big games more manageable. Players who p@gahawith the full
command system are brave souls indeed and should be congratulated. The
line entry system will make that game accessible to others (myself included,
suffering as | do from fits of laziness when playing games.)
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German Organization of Forces

84th Corps
1 Flak Corps
4/3/1 Flak (10x 20mm AA, 5x Truck)
5/3/1 Flak (10x 37mm AA, 5x Truck)
AT/ 1 Flak (12x AT(88), 6x Truck)
30 Mobile Brigade
Brigade Troops (2x Wagons)
513/30 (9x Inf, 3x 81mm Mort)
517/30 (9x Inf, 3x 81mm Mort, 5x R35)
518/30 (9x Inf, 3x 81mm Mort)
352 Infantry Division (partial)
915 Infantry Regiment
Rgt Troops (2x Inf, 3x AT, 6x IG, 5x Trucks)
1/915 (9x Inf, 5x 81mm Mort, 6x MG)
2/915 (same as 1/915)
916 Infantry Regiment
Rgt Troops (2x Inf, 3x AT, 6x IG, 5x Trucks)
1/916 (9x Inf, 5x 81mm Mort, 6x MG)
2/916 (same as 1/916)
352 Fusilier Bn(9x Inf, 5x 81mm Mort, 6x MG)
352 Pioneer Bn(9x Inf, 3x 81mm Mort)
352 Ersatz Bn(12x Inf, 2x 81mm Mort)
352 PanzerJager Bn
1/352 PJ (14x Marder Il1)
2/352 PJ (10x StuG Il
3/352 PJ (8x 37mm AA, 4x Truck)
1352 Atrtillery Regiment
1/1352 (1x Battalion marker)
3/1352 (1x Battalion marker)
726 Infantry Regiment (partial)
Beach Defenses (15x PB(50), 8x PB(75),

4x PB(88), 10x Rocket Pit, 27x Sqd)

3/1/726 (3x Inf, 1x 81mm Mort)
4/1/726 (6x MG, 1x 120mm Mort)
Panzer Lehr Division (partial)
901 Panzer Grenadier Regiment (partial)

Rgt Troops (2x Inf, 3x AT, 6x Hummel, 3x Halftrack,

12x Wirblewind)
1/1/901 (3x Inf, 1x 81mm Mort, 2x 1G(150),
3x IG(75), 4x Halftracks)
2/1/901 (same as 1/1/901)
3/1/901 (same as 1/1/901)
130 Panzer Regiment (partial)
1/1/130 (13x Panther)
1/2/130 (12x Jagdtiger)
1/T/130 (10x King Tiger)
130 Recon Bn (partial)

American Organization of Forces

5th Corps
4042 QM Truck Co (9x Truck)

1st Infantry Division—The Big Red One
Recon Co (2x Inf)
16 Regimental Combat Team
Rgt Troops (1x Inf, 9x AT, 7x Truck, 1x Cannon Co)
A & C/ 81 Chem Mortar Bn (6x 4.2" Mortar, 4x Truck)
741 Tank Bn
A Co. (16x M4)
B Co. (16x M4DD)
C Co. (16x M4DD)
D Co. (16x M3)
1/16 (9x Inf, 2x 81mm Mort, 3x 60mm Mort, 4x MG,
3x AT)
2/16 (same as 1/16)
3/16 (same as 1/16)
7 FA Bn (1x Battalion marker)
62 Arm FA Bn (1x Battalion marker)
197 AA Bn
A Co. (6x Quad 50, 3x Bofors)
B Co. (same as A Co.)
C Co. (same as A Co.)
B/635 TD Bn (8x AT, 2x Inf, 4x Halftrack)
18 Regimental Combat Team
Rgt Troops (1x Inf, 9x AT, 7x Truck, 1x Cannon Co)
745 Tank Bn
A Co. (16x M4)
B Co. (same as A Co.)
C Co. (same as A Co.)
D Co. (16x M3)
1/18 (9x Inf, 2x 81mm Mort, 3x 60mm Mort, 4x MG,
3x AT)
2/18 (same as 1/18)
3/18 (same as 1/18)
5 FA Bn (1x Battalion marker)
32 FA Bn (1x Battalion marker)
26 Regimental Combat Team
Rgt Troops (1x Inf, 9x AT, 7x Truck, 1x Cannon Co)
1/26 (9x Inf, 2x 81mm Mort, 3x 60mm Mort, 4x MG,
3x AT)
2/26 (same as 1/18)
3/26 (same as 1/18)
33 FA Bn (1x Battalion marker)
186 FA Bn (1x Battalion marker)

29th Infantry Division—The Blue and Grey (partial)

3/Rec (3x Inf, 1x 81mm Mort, 3x IG(75), 4x Halftrack)15 Regimental Combat Team

5/Rec (1x Inf, 2x AT, 1x Halftrack)

Rgt Troops (1x Inf, 9x AT, 7x Truck, 1x Cannon Co)

1/115 (9x Inf, 2x 81mm Mort, 3x 60mm Mort, 4x MG,
3x AT)

2/115 (same as 1/115)

3/115 (same as 1/115)

116 Regimental Combat Team (partial)

2/116 (9x Inf, 2x 81mm Mort, 3x 60mm Mort, 4x MG,
3x AT)

3/116 (same as 2/116)

467 AA Bn (partial)
A Co. (6x Quad 50, 3x Bofors)
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Players Notes inland atalmostany cost. Thidl cause heavy German
casualties, but so will cowering behind the Boy, look at all those olive-drab

shingle. Room for the following waves 10 .ounters. There’s a lot of ‘em and what's

American disperse will be critical to the overall SUCCeS§ orse. they never seem to stop coming.
The U.S. player may set up one ofof the U.S. effort. ) _ Well, perhaps things aren’t as bad
the landing scenarios or the campaign game, Allbutthe luckiestU.S. playerswill ¢ they seem. With a bit of luck and some well

and, comparing his landing forces to the thiffXPerience atime lag in their drive inland. The, .o {nits you can kill a lot of invaders on 6
German line on the ground, proceed to laj-6aders leave the game by noon, and all bY{, o y,5¢ remember, keep shooting!

plans for a cake-walk. If so, he will be in for alnfantry and light weapons units will be re- First, pay careful attention to unit
shock. The first few turns of landing are goingtricted by the limited effectiveness of the .o ment. The beach defenses are powerful
to generate enormous losses in men and vélingle breaches. A few units should have OB+, 1timately doomed. Before they go, they
hicles. Five or six turns into the game arPN€ets by midday, but most of the American oo tg jnfiict as many U.S. losses as possible.
opposite reaction may set in, the down side dfOWer will be stranded on the sand. Wherpo pillboxes are the most critical forces to
earlier overconfidence. To those of you whdMPlementing Op sheets, remember thatone g, o 'qince they are immobile. An even distri-
may declare, at 0840 6 June, that the invasid/0 companies inland are better than full batp, ;. js needed, with each unit sited so as to
is impossible and the Allies should have triedlions stuck on the tideline. . seeasmuch ofthe beach as possible. Also, lend
the Med., | say wait a bit longer. Watch the Effective Op sheet planning will be o0\ hat greater importance to the center of
reaction your own forces are having on youPne of the mostimportant tasks the U.S. playef, maps, as the drift lines will tend to place
opponent. has_. While still on the beach, start early Most U.S. forces here.

The truth of the matter is that, in thelaying the groundwork for future advances. The minute the Americans are
full 2 1/2 day scenario at least, the Americandlt all the troops will be needed to breach th?lshore, start using your most potent weapon:
bring some decided advantages to the fightlifial defensive German crust. Any Veh'C|eSarti|Iery. Fire at least two missions per turn,
The Allied planners expected a hard fightMovinginland on 6 June willrequire plenty of 5y 5 hotential breakthrough points should
They allocated plenty of forces to bludgeorfiMe. both for planning and moving past the ;e continuous attention. The most critical
their way through the Atlantic Wall, if neces-Shingle breach bottlenecks. U.S. forces willgqo e releases you make will be artillery
sary. Over time, the Germans will be subjectelfke @ long time toimplement orders due to thBatteries, in order to ensure adequate ammuni-
to an attrition ratio they cannot afford since, th&iz€ of the force and the overall Op sheef "since observers for all these missions are

initial beach defense line is but a shell witimitations. vital, now previous placement of forces can
little strength behind it. Onceinland, the U.S. player should

. ! ay off.
For those of you who wish to ex- €Xercise a more cautious approach. By ther[i), With any luck, the American wil

periment with your own landing plans, you@tillery should be ashore and more ConSiSt_e'Hevelop shell shock from the bombardment
will find yourself on the homns of a dilemma, for supporting operations than is naval gunfir, 4 it 4azzled while you batter him into sub-
You need armor and heavy AT guns early t@" @irpower. Now is the time for the American, ;.o Barring that unlikely event, you now

bust open the German defenses. Of course, tH heed his earlier losses, and proceed Wiflo 15 prepare for the inland phase as well.
earlier these forces arrive, the less ruptured tRPerations only at a sustainable loss rate. Beg, o1y at least one battalion size element
German defenses, thus hastening U.S. losses'fi" Of throwing away the game by recklessyy arrive via the Variable reinforcement Table,

exactly those heavy weapons categories need&t§Ss on the 7th and 8th. _and be ready by mid-afternoon to take up
For instance, using the two DD tank compa- Itis unlikely that the Germans, with ., ing hositions on the first two maps. Once

nies as DD’s will mean losing heavily, Ieavingthe" variable reinforcements, will be able toyou lose effective observation of the beach,

you with only 4-6 extra tanks of the 32 avail-Put together a powerful counterattack forcey, o your artillery for blunting the American
able. On the other hand, holding them back'stead., The American troops will usually have.pe, heads inland. There may even be room
guarantees that they won't be there to helfp meet and defeat enemy forces piecemegl, . snai| counterattack or two while the U.S.
destroy German pillboxes at all. | do recom- Nis placesthe burden of attack squarely onthe i\ \veak. The afternoon of the 6th is espe-
mend getting some artillery ashore early. Ait)-S- player. Of course, sometimes the Geljaly favorable for offensive action since U.S.
unorthodox but very effective use of the gun&ans are going to get lucky, and hit you with yrtillery strength should still be very limited,

is in direct fire against pillboxes. However, be'oundhouse punch just when you least expech,j oy .S, troops may be inland without
prepared to lose them when the German redl- adequate implemented Op sheets. Justa couple

izes their significance. Other scenarios will introduce SOMe ¢ 1\ of attack may send whole U.S. battal-

By the late morning, U.S. forces Variation into the basic broad outlines Présons scuttling back to the beach.

should have opened several holes in the Ge?ented above, but for the most part, this advice The Germans are destined to fight a
man line, and begun moving inland. The lead?ill stand you in good stead. Scenario Nine 'i0lding action in most of the scenarios. Do not
ers will help open the way. But, for solid "€ one exception to this. It gives the Germagqqinate your forces in bloody attacks that will

advances on 6 June you will need troops Witﬁwuch greater power to hit back with, especiall imply make the U.S. job easier. However, on
implemented Op sheets. Units of the first andf they get Panzer Lehr troops on the boarg, o occasion, the Variable Reinforcement
second waves will probably be bled white an@aly- ! think this situationis nearly balanced ok 0.5 i conspire to place in German hands
of limited use in the afternoon. Third wave andited slightly in the German favor. Here, U.S. o, power for a change. Use it to hit hard. This
transport landed forces should begin WOfkinfsseS are going to be heavy. Even once off the,"\ye|| catch an overconfident American

on Op sheets right away, even while under fir@¢ach, you will no doubt have to contend with, v otf palance. In Scenario Nine, with

on the beach. a defense in depth supported by Panzers. Panzer Lehr, the likelihood of assembling such

Variable German reinforcements
willinvalidate any set strategies, other than the
obvious (and most important) one: Get off the
beach! While seaward of the shingle, U.S.
troops are crowded into a narrow, ready made
killing zone where German artillery will have
free rein. The U.S. player must smash his way

strength is greater, and the German playing this
scenario should not be afraid to use attacks
early and often.

The overall key to German victory
is un-yielding, tenacious defense, coupled with
aggressive play in the initial stages. Bleed the
Americans white, and use your artillery when-
ever possible.
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Desig ner’s Notes e_mploythe_m as extrainfantry, aterrible distorhad a 3 or 4 to 1 advantgge in LM_G’s. Fortu-
tion of reality. These troops were far to valu-nately, accurate information on equipment lev-

The design of this game differed ;e 1 waste in such a fashion. els for all involved German units was avail-
somewhat from previous efforts in that it was By eliminating a truly frightening able.

more of a collaborat_ive effort betwggn _Dea’hmount of game-play bean counting through

and r’nyself, necessitated by the injuries tgyoqe apstractions, the players can now copd-Hoc Forces

Dean’s hands. Dean had made significanteirate on the combat action. Harbor no illu- s G Sl

progress on the game SO | found mu_ch of thgions: this is a bloody, violent slugfest rightt ; ome merman art etr_ymegihor;_cit
initial effort done. My job was to bring the oy 0540 June 6th, and both sides must gird}i’{car‘.”c’”swerﬁ g or re
projectto completionandin as timely amannef,emgelves for no-holds barred contact. Th8I lvarloFljsbslmaTharms scr(t)uhn?e or preV|-I
as possible. critical planning element still exists, however,muss¥ i::lr\:s:):sit?fe tericstr:qaeﬁt ac;rizss?zr: 2;

Omahahas another unique aspect: ;
and each commander must orchestrate his rer .
iti i . . N rmament. At the same time, the number 4
itis the largest design we have yet attemptedy, e and will experience significant dela

i iti Y2ompany of the 352nd Field Replacement Bat-
With four maps and 1680 counters, itis clearly, jynlementing them. Thus he canill afford to, . pany ; Iy P
amonster game. Our publishing philosophy ig ; talion was an artillery training company, whose
y by the seat of his pants. b itted as inf b
to try and put out games that range the spec- ) ; . members were not committed as infantry but
; X . . Now that I've laid out our rationale . o .
trum, including the occasional foray into they instead initially replaced losses in the gun
! or the broad scope of the game, | want t Gi th two facts. | mad imol
large game field. Rest assured, however, thag, rews. Given these two facts, | maae a simple
. dress a number of s de. The ol has th fth ber 4
we will not abandon smaller one and two map,ioh raise questions in rade. The player has the use of the number
games either. 9 q company along with the rest of its battalion,
Despite its sizeDmaha has a spe- . ) ] and need not worry about exchanging artillery
cific focus; recreating the initial IandingsintheunIt Strengths and Ratings: crews for weak infantry units or step replace-
16th Infantry Regiment's sector of Omaha U.S. infantry platoons display fire- ments. | feel that this abstraction produces
beach. Though Normandy has been the subjeR@Wer ratings ranging from 3 to 5. The lowethistorically accurate results with a minimum
of many games, none have examined that critfigure represents a standard TO&E platoonof fuss.
cal initial period in any detail. Amphibious while the higher numbers represent varying By the same token, several groups
operations are among the most difficult of aldegrees of augmented firepower. Veteran U.®f U.S. troops, having lost their heavy equip-
types of combat actions, with their own mix of{r00pPs tended to accumulate extra weapomsent in the landing, became infantrymen by
problems and needs. This game portrays tH€specially BAR's and MG's) whenever pos-default. The largest of these was Cannon Co. of
first two phases—getting ashore, and gettin§ible, recognizing that their German oppothe 16th, all of whose guns were lost or ren-
inland—and succeeds quite well in recreatin@ems were superior in this regard. Hencelered inoperable while still in the water. How-
those two specific tasks. troops of the 16th, 18th and 26th regimentgver, these provisional infantry forces did little
Omaha is a large-scale infantry Were raised to 4 to reflect this accumulationmore than pull HQ security and track down the
battle, with armor on both sides restricted bﬁince they were the first wave, troops of theccasional sniper, and including them would
terrain and availability. The game is usually al6th and 116th were specifically augmentegjive the U.S. player a completely unrealistic
bloody affair as was the battle itself. Ulti- with extra weapons and demolition gear for thextra assault element. Going a step further, |
mately the U.S. player has at his disposd@ssault so, these units got another point, todiminated numerous towed anti-aircraft units
almost five regiments of infantry, plus numer-2nd 4, respectively. completely, which actually landed to provide
ous supporting forces. Despite this strength, In a further effort to increase fire- overhead cover for HQ's and beach activities.
his task is a daunting one, made worse by tHeOWer, the U.S. company mortar units in thélhe reasons are simple: many of these awk-
sense of confusion generated by the initigl6th and 116th each had one of their threward towed weapons never madeitthroughthe
landings. 60mm mortars replaced with an 81mm tubesurf, and there wasn’t and Luftwaffe to shoot at
Itwas decided early onin the designincreasing these units’ ratings to 4 also. Howanyway. None of these units were used in an
that, in order to succee@mahamust not be €Ver, the mortar units were not given the extraffective ground role on D-Day. (Later in the
burdened with the other two major aspects dignge an 81mm provides. Evidence suggestmmpaign the U.S. Army reached the same
the operation. These were the enormous enghat only the larger tubes themselves wereonclusion. Thousands of AA Artillerymen
neering and logistical efforts that went hand ifPresent, not the extra fire control equipmenspent the Fall of ‘44 going through re-training
hand with the shooting. The Engineer brigadéhat would have made controlled long rang@rograms to become infantry replacements.)

supporting the Omaha Beach operation nunfire possible.

bered over 12,000 men, larger than the German In addition to the above augmenta-Ajrpower

352nd Infantry Division defending the site. Totions, the U.S. assault companies were as- The U.S. Player will now have air-
accurately simulate this effort would have cresigned extra manpower, to replace the €X:raft available about every other turn. Players
ated a game of staggeringly unplayable praRected landing losses. Generally, these ovegy,, 4 notice that there is a much greater than
portions. Players may notice that there are n@rafts were approximately platoon strength, 3¢, ) ik in using these sorties. The allies
engineers in the game, even though their funénen and 1-2 officers. The overdraft didn'ty 4 o vet developed good ground support
tion was critical to the success of the landinggiccompany the initial force, but instead JO'”e‘Techniques, Furthermore, the damage to radios
Some actions, such as breaching gaps aMf@€ir units the next day. In the game, the OV€3uring the landings rendered any communica-
minefields, and destroying enemy pillboxesdraft replacements only affect the line compag o "\ ith off-map elements chancy at best.
have been abstracted into the infantry (wh@i€s, since these extra troops did not also b”r@?emember, the 30th Infantry Division took to
were equipped for some of this anyway). Otheflong extra mortars and MG's to fill out thecalling the Army Air Corps the “American
functions, like stevedoring and road-buildinghard-hit heavy weapons companies. Luftwaffe” after numerous unfortunate inci-
(the U.S. troops built the equivalent of a tem- German units' fire strengths WereEents later in the year.) In short, U.S. airplanes

pecific points Whicq
player's minds.

porary four-lane highway directly on the beachfimost exclusively based on the number of. ;v 4 limitedactical role on D-Day. Of
were bypassed completely. Having taken thi¥/G’s present. MG's were the centerpiece b, <o “they were of immense strategic value
step, the engineers themselves must not §ge'man small unittactics. In fact, the Germang\ tre;nendouslydelayed the arrival of distant
included in the game directly. With all their Were much better organized for modern warg .~ o einforcements.

tasks abstracted, the U.S. player would simplfare than their U.S. opponents, and often they
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Artillery TRP’s disarray rather than slavishly recreating therders. | rejected this course for fear of overly
The U.S. Player assigns TRP's be_exactdrift and touchdown points of most landdamaging playability, but those so inclined

fore set up begins, but cannot use them untftg units. . . . should feel free to experiment.

June 7th. Before D-Day the U.S. guns were F|n§1IIy_, an optional _rule |ntroduce_s . . .

stillin England and therefore couldn’t registerone other missing element into the Iandlng]'he Historical PerSpethe
TRP’s. As batteries landed and set up, the ch_eme, the significant _delays some units ex- It is and unlucky German player
registered TRP’s as a matter of course, b erienced before reaching the beach, mOSthﬁdeed who is limited only to his historical

allowing the U.S. player to do this in the ueto g_ettmg lO.St on the run-ln,etc..Thls rUIEFeinforcements. Upon examining the actual
was omitted at first due to the excessive book: <o of events. | felt that the German re-

middle of play would be a particularly devas- S . :
keeping it required, but then | decided to anov‘?}onse was a ‘best case’ scenario from the U.S.

tating inaccuracy. | lov i desired. S
The German player is prohibited people to employ it as desired. Some 93aMEIShint of view. It was beset with confusion and

from placing TRP’s seaward of the beach Obr_naytbg |;1t?r(_astcled dl'n e)i‘;m'c;"?g thleblalr)dlngtshl elay that allowed the invaders, once through
stacle line for more abstract reasons. Once ﬂ%fa} etal ’|mf$utmg Ie ‘e ay_. . elleve Ghe tough beach crust, to move inland with
Germans could no longer place observed firg!'€ 'S actual efiect on play is minimal. little real resistance from the enemy. The vari-

onthe beach, German artillery became more of able reinforcement tables in the scenarios will
a nuisance than a threat. in the game, tHe€aders all produce more effective German responses,
Germans could theoretically pump deadly ac- For the first time in a TCS game, on average, than the historical one. Clearly,

curate fire onto the beach long after the battllndividual leaders are present. The normasome actions were mistakes (notably the frit-
moved inland by placing all of his TRP’s on thesystem handles command and leadership withiering away of the reinforced 915th Regiment)

beach. This effect isn't justified. the confines of the Op Sheet system. On thend the German should not be doomed always
morning of the 6th, however, all traditionalto repeat them. My aim was to achieve a
The Landing Plan command lines broke down. The initial movemidpoint response, better than the abysmal

inland was finally accomplished by scratchhistorical showing but not a guaranteed full
forces lead by individual officers and NCO’sactivation of all available troops. Both ex-
an approximate representation of the actu xercising the finest gualities of individualtremes are now possible, but not likely. _
invasion timetable. Actual landing plans hac];a_xamp_le and Ieaders_hlp. Of_course, one of the The U.S. player maywellwc_)nde_r if
troops landing in a series of carefully timed st thlngs these officers did was begin rethe losses he has sustained are historically
arrivals to ensure a continuous flow of forcesestabllshmg the command system (the onlgccurate as well. To thatlcan‘only say that not
over the beach, with from three minutes to tWénethod Whe_reby larger forces could be emevery step loss repr_esents killed or wounded
hours between touch-downs. A Completel)ployed).So,ln effect, the Leaders phase thenmen. In the confusion of the battle, many
éelves out at 1200 June 6th. thousands of troops became separated from
their commands or lost their equipment. Once
either of these things happened, they were no

The historical landing organization
(and, for that matter, the wave structure) is onl

historical schedule would have various unit
arriving every turn, with varying movement
point penalties to pinpoint their exact landing! N€ Bocage )
time. Keeping track of all this would be quite The Normandy hedgerows are alonger com_bat effective, no matter what the
burdensome. The Allies did envision threemuch celebrated aspect of the campaign.ﬁt.a.te of their hea!th. It took some d_ays for the
wave groupings, and we simplified that intofound them quite easy to simulate. The primarI itial assault regiments tp reorganize and_ re-
three distinct landing times. The landing assetsffect of the bocage was to channel combat a pply, and stragglers d”ﬂ?d in all the while.
available were reduced to reflect the omissioprevent extensive fields of fire. The blocking In the f'na_ll analysis, Ohacovers
of all of the above discussed engineering andf opportunity fires will present both sides? lot of grou_nd. This game, or any game, can
support troops. with avenues of approach and retreat free &_nly approxmate the invasion. It was a mas-
Additionally, the landing elements enemy interference. Combat between oppo?—'ve undertaking and succeeded only through
ofthe 116th Regiment, 29th Division are someing hedgerows was violent and bloody, and que efforts of many brave men.
what abstracted, since most of these forcamits can still fire at a target through an adja-
were actually scheduled off-map to the westcent hedgerow hexside during direct fire. The
There was a severe eastward drift. Hence, motal result is a series of running fights as units
of these units found themselves on 16th Infarleapfrog from one defensive position to an-
try beaches anyway. We will possibly publishother, with the various fields difficult to take
a companion piece t®@maha, covering the frontally but vulnerable to maneuver.
rest of the 29th’s landings. We will then pro- One aspect of hedgerow fighting
vide a complete historical landing schedule fothat was difficult to recapture was the U.S.
the 29th as well. tendency to avoid this type of maneuvering, at
The landing pattern itself, with its least initially. Time and again German troops
various die rolls and scatter patterns, is desoticed that U.S. advances could be halted
signed to recreate the confusion U.S. troopmerely by placing some small force directly in
underwent when they discovered that theyhe path of attack. The Americans would go to
weren’tin the right place. The pattern tends tground and call for fire, prepare frontal attacks,
exaggerate the spread of the landings sometc., rather than move to a flank. Over time, the
what. This deters the probability-countingU.S. troops got better. Simulating this rigidity
gamer who has the advantage of the entingithout completely hamstringing freedom of
pattern being laid out before him, and whdJ.S. action is difficult. As an option, the play-
would try to ‘beat the system’ by figuring out ers might require that U.S. Op sheets get quite
which beach sectors would be best to landpecific about routes of advance, etc.. This
troops on for desired Op sheets. We deemediitould, of course, limit American freedom of
more important to emphasize the U.S. initiabction and make for more work in drawing up
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Historical Notes In response, the GermanMarders of the 352nd PanzerJager Bn,
Army’s plans called for the invasion torepresented Marcks’ only rapid response
The story of the Normandy beI haltedf ?n trr]]e beaclhd, met|V\(/j|th aeserl\</e in tlmedoff crisis. I\II,O ?oubt
Invasion has been the subject of count0'ume ]? | w(;e that vvlouh pcr)ec uh € adMarIc S ar\]per?ve 0 dqume slp anto
less popular and serious historical acs_ucc;a]ssGu a vangg.z ndtlef ma ;;e heF)tc))y ¢ he a_lr_ﬁer |V||sc|jorr:s closer :]O
counts which have done a far betterjobc_)r't € erman d hn nkar_mrtrzy 32/;;;. egc es. L |hsv|;ou . avghputhF €
thanIcanaccomplishinthesefewpageﬁ'.on was assigned the task. The ehtire Panzer Lehr Division within his
; R ad beenraised in January of 1944, buigtector, just a few miles from the tidal
Instead, | will remain within the scope :
from the cadre of the 321st Infantry, dlats. Fortunately for the Allies, Rommel

of the game itself. | will try to present a
clear og\]/erview ofthe Omgha E’;\nding 0fmit badly ravaged in Russia. Unlike thelid not win his point.

the First Infantry Division. Details of 700 series coastal divisions deployed .
the 29th’s landings on the western thir@long most bea<_:h se.ctor_s, t.he 352nd. Omaha was not assigned any
of Omaha (Vierville) and Pointe DeWas a good quallty u_nlt, with its heavyalrbqrne forces to_support the _ground
Hoc (the Rangers) are left for COVerag];;1‘\/eapons left mobile instead of permalandings, but benefitted from their drops
nently placed in defensive positions. Imonetheless. The two U.S. parachute
March, the 352nd was moved forwardlivisions, 82nd and 101st, were both
The Firstwas the U.S. Army’s to the coast and assigned the defensil@nding behind Utah beach, well within
most experienced unit in the ETO bysector north of Bayeaux. the German 84th qups’ sector. The
June of ‘44. They were veterans of - paratroops were widely sgattered.
landings in North Africa and Sicily, as The sector_was originally held Groups landed betyveen Isigny and
well as extensive combat service sincBy the 726th Regiment of the 716thCarentan, towns which controlled the
November of '42. Hence, it was seDivision, a static unit with numerouscrossings over the Vire and Douve Riv-
lected to spearhead the landing A?olish and Russian troops. When ther_s., respectively.. The crossing; were
Omaha, the critical linchpin beachlink—352nd moved. for\./vard. (a movement:rmcal to both S|d_es: the Americans
ing the Cotentin peninsula bridgehea&q'ssed by Allied intelligence, which needed them to unite Omaha and Utah,
with the British sector on the east. Thgontinuedto believe the division was 2@vhile the Germans required them to
29th Infantry Division, a green—butm"‘?s away at St. Lo) the 725th re—rapidly shift forces within the 84th Corps
exhaustivelytrained—unit,wasteamedma'ne_d in place, now subordinate teector.
up with the 1st ID. Tactical control of and reinforced by the forces of the 352nd.
the landings themselves was under th wo of the 352nd Grenadier Regiments, The 84th Corps reaction was a
firm control of Clarence Heubner, com-the 914th and 916th, took up coastahistake. Upon being informed of land-
mander of the Big Red One. positions, while the 915th was retainedngs by paratroops, General Marcks re-
by the 84th Corps HQ as Corps reservéeased the reserve to move west from
The objective of the landing _ Bayea_uxand engagethe airborne forces.
was three-fold: secure a deep lodge- The end result of this depon-Why did he assume that the paratroops
ment in order to allow supplies to pdnent was to concentrate greater firewould have landed without a seaborne
Joower on the beach. Before the arrivahssault? Alternatively, assuming he was
the 352nd, the 716th Division wasexpecting a seaborne follow-up, why
alone responsible for over 53 miles oflid he rate the paratroops a greater

in a later game.

landed without interference over th
beaches, secure enough room inland
allow for the rapid arrival of reinforce-

ments (the Allied Chiefs recognized thé:oastline. Now any landing at Omahahreat? Finally, 84 Corps reports indi-

critical importance of building Allied would be met in force. catgd that both Cagn and .Ste. Mare
numerical superiority before German Eg_llse were focal pomts of airdrop ac-
reserves arrived), and link up with the On the other hand, Germanuvny_. If Marcks did expect seabqrne
British on the east and the Americari€Serves were lacking. The 84th Corpkndings in those sectors, why did he
Airborne troops to the northwest so a ould onIy_ callo_nthet_hree battalion_s okxpect that the Allies Would_land intwo
to present a unified, mutually support: Oth_ Mobile Brlg_ade in the h_ours im-separate beachhead; 20 miles away and
ing front against expected German Cour{pedlately following any landing, and make no attempt to link them via land-
terattacks. In a nutshell, the Omahé.his brigade (a bicycle mounted comings in-between?
troops needed to get off the beaches Q%and lacking in artillery or heavy_sup— .
quickly as possible, and drive deepI)P(_)rt weapons, though well equipped At any rate, Marcks commit-
with mortars and small arms) was alted the Corps reserve at 0400, well

inland on the first day. The overall plan ) ) )
Y b most 30 miles away. This was the reabefore any reports were received de-

called for a lodgement three to five o o .
miles deep by the end of June 6th. (Iﬁon General Marcks, the 84th comscrlblrjg amphibious landings. The three

.Smander, removed the 915th and thbattalions began to march west across
>352nd Fusilier Battalion from divisional the length of the imminent Omaha land-
control. This three battalion force, auging site towards Carentan. Despite hin-

mented by some of the StuG llls andirances by uncooperative French truck

game terms, the objective for the U
forces was to capture all four maps b
nightfall on the first day.)
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drivers, Kampfgruppe Meyer (915 ancheavy. if the troops already ashore could be
352 Fusilier, named for the commander At 0740, The second set ofevacuated. Finally, the decision was
of the 915th) was well on its way bywaveswas due to begin, bringing ashonmade not to give up yet, and so the first
0700. supporting weaponry and more troops.eserves were released for the beach.
Both 1st Division and 16th RCT com-The 115th was diverted from the still
At 0640, the first wave was mand were anxious about the situatiowell defended 116th sector and came
scheduled to touch down. At 0635, th@n the beach but had no real communashore at Easy Red. There it collided
DD Shermans were supposed to comeation with the men ashore. Occasionatith the 18th Regiment beginning their
ashore and provide covering fire for thdirst-hand impressions filtered back fromown landings. The first troops began
landing craft. However, the first stagdanding craft coxswains and the like Janding just before 1000 and continued
of the Allied plan had already gonewho conveyed an impression of confuuntil midday.
awry. In the 16th RCT sector (the leadion and failure.
assault element of the 1st ID) two full The volume of fire on Easy
companies of Shermans, 32 tanks from The second waves touchedRed had slackened due to the successes
the 741st Tank Battalion, were almostiown amid chaos. Dead and woundedf the assault groups. So, the men of
all sunk on the drive in, inundated bylittered the beach, and many casualtidsoth regiments had an easier landing
heavy surf. Five DD tanks made itfloated in the surf-line, drowned by thethan their early-morning counterparts.
ashore, only two under their own powerrising tide. Wrecked equipmentand disBy midday, several multi-company
Fortunately, Allied planners had hedgedarded weapons were scattered evergized forays had moved inland, and
their bets, and A company of the 741stvhere. German fire continued seemthere was some room for the new arriv-
was landed normally in the first wave.ingly unabated. The follow-up troopsals to assemble in relative safety. The
Without even the reduced armor supalso made the mad dash for the shinglgarious commanders on the beach ea-
port provided by those tanks that did gatingling with the first wave compa- gerly seized upon these new troops,
ashore, the going would have been everies. Formal command structures brokerdering them to move inland. The 18th
harder than it was for the assault troopslown, and rarely could company andnfantry was re-assigned to the objec-
battalion officers locate their troops. tives of the now fought-out 16th and

The first wave suffered from ordered to get going.
the dual shock of fierce German defen- The Americans had not aban-
sive fire and badly scattered landingsdoned the fight. As men regained their The German response contin-

Most of the air and naval bombardwind, many set to cleaning their fouledued to be poor. Early German reports
ments had overshot the beaches comweapons. Officers and NCO's, despairhad also claimed that the invasion was
pletely, and the German defenses weiag of completing original missions, halted. Attention was directed toward

quite intact. The rocket armed LCT’'sassembled scratch forces and preparéide more successful British landings

that slammed into the beaches just mine move inland. Slowly, position by east of Bayeaux. Finally, KG Meyer

utes before touch-down, pouring athouposition, the attackers began to reducsas diverted and sent against the land-
sand rockets apiece inland, also faile@erman strongpoints. The firstadvanceisigs, being ordered to counterattack
to inflict serious German loss but didwere not made up the draws, as exsold Beach around 10 am It started to
manage to provide cover for the troopgected, but directly up the bluffs, beretrace its steps immediately but would
by starting some grass ablaze and obween E-1 and E-3, and later near F-flake several hoursto getin position. The

scuring German positions. Such coveand east of St. Laurent. 30th Mobile Brigade was ordered for-
proved spotty at best, however. Finally, ward also. Some companies of the 916th
many of the troops had drifted well to At 0940, the third wave beganstationed at Formigny were moved over

the east, and instead of evenly distribto land. These troops experienced mudio counterattack towards Vierville (and
uted assault forces along both regimerof the same thing on landing, but als@romptly moved off the game map).
tal sectors, most men found themselvdsund some progress being made. The
on 16th RCT beaches. E-1/E-3 penetration was movinginland, The afternoon of the 6th was a
with a patrol of G/16 pushing on toperiod of consolidation and reduction
As a result, the first wave wasColleville. 3/16 opened up the F-1 Drawof the German forward defenses. Fol-
almost completely unsuccessful. Thend was sending patrols south as wellow up troops and equipment poured
best they could manage was to advance ashore, with the beaches still under spo-
to the shingle (a large rockpile washed Paradoxically, justas progresgadic (but mostly ineffective) German
up at the high-tide line) and promptlywas finally being made on the beachartillery fire. By nightfall, only a couple
became pinned down behind its covescattered reports were making their wagf German pockets remained in the im-
Communications with commanders stilback to the commanders afloat, paintmediate beach area, most notably at
afloat proved impossible, as most raing a picture of disaster. There wagolleville and on the west end of St.
dios failed to survive their initial sub- some debate about even sending 18 ahdurent. By 2400, 2/18th had slipped
mergence. Casualties were extremely15 Regiments ashore. Many wonderesiouth of Colleville to isolate the Ger-
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mans there. Also, the 26th Infantry wasoss greatly curtailed the 352 Division’sSt. Lo as a mere Kampfgruppe.
ashore, inland between the D-3 and E-8bility to mount any sort of a defense in
draws. depth. Late on the 7th, scratch forces While the U.S. did bring very
still held Formigny and Trevieres, butpowerful forces to bear, the German
German efforts continued toGerman troops could only hold most otommanders made two critical mistakes
be futile. 2/915 was detached from K&he map area with skirmish strengttwhich greatly weakened their own re-

Meyer and, augmented with a companynits. sponse to the invasion. As previously
of Marders from 352 PJ Battalion, was discussed, the abortive commitment of
ordered to attack towards the beaches That evening the final GermanKG Meyer against the paratroopers

east of Colleville. Their advance wageserves were brought into play. Thgained the 84th Corps nothing and
halted about 3/4 of a mile south. (The80th Mobile Brigade (after an exhaustmoved that command completely out of
352 Division telephone log indicatesing 90 kilometer bicycle ride under con-position when the sea landings came.
that at least some of the 2/915th enterestant air harassment) was fed into th&his precluded any rapid counterattack
Colleville and became surroundedight. One battalion, 513/30 Mobile, against the invaders while they were
there.) The 352nd Engineer Battaliorwas ordered to Formigny but probablymost vulnerable. Second, repeated ef-
was committed towards Vierville asnever gotthatfar, joining the defense ofort to launch a counterattack from
well, further impeding the progress ofTrevieres instead. The other two battalBayeux towards Gold Beach resulted in
the U.S. 29th Division. Elements of 35Zons were again committed to the eastlisaster. KG Meyer’s first attempt re-
Field Replacement Battalion were sentrying to renew the fruitless counteratsulted in its own destruction with only
forward around Formigny to form atack northeast of Bayeux. 90 men and six assault guns surviving
defensive line. out of the two full battalions and com-
Also by evening, the U.S. 2ndpany of StuG Ills committed. This de-
June 7th was to prove disasiD was starting to land but would not bestruction took little more than a couple
trous for the German defenders. Virtusent into action until late on the 8th oiof hours and hints at some very poor
ally all of the available forces were9th of June. Free of enemy interferenceactical decisions by Meyer (who was
committed, and the U.S. troops hadhe U.S. 5th Corps was coming shore ikilled in the attack). Renewed commit-

begun to sortthemselves out. 29th Diviforce. ments to this strategy only repeated the
sion HQ was activated. (1st Div. HQ so initial outcome. Most of the 30 Mobile
far had complete tactical control of the The morning of the 8th contin- Brigade was killed or captured there in

landings.) The 115, 116 & 175 Regi-ued in the same vein. All three battalturn. The British had faced much less
ments were moved west to the Viervilldons of the 26th RCT moved east andevere resistance, and so their troops
Area. southeast to capture Tour-en-Bessiwere in good shape compared to the
This created a large pocket around the.S. forces on Omaha. What might have

Now numerous battalions be-remnants of KG Meyer, the 30 Mobilehappened ifthe Germans had reinforced
ganto move inland. 1st Division’s mainBrigade and the last elements of théheir initial success at the waterline,
effort was made by the 18 and 26 Regif26th Regiment. Caught between thenoved only blocking forces against the
ments. This allowed the bulk of the26th and two British brigades, few ofBritish, and sent KG Meyer against the
badly hurt 16th RCT to recuperate anthese forces escaped in fighting condit6th RCT?
collect stragglers. 1/18 and 3/26 movetion and many prisoners were taken.
to capture Formigny, but German resis- The critical difference for the
tance held out. These two battalions After repelling a night attack, Americans was the leadership present
settled for bypassing and isolating thé&ormigny finally fell and was reportedon the beaches. Both the 1st and 29th
town by evening. 3/18 took Surrain, andecure by 1300 hours 8 June. The bulkssistant Division Commanders, BGs
then advanced to Mandeville (due easif 18th RCT continued a broad frontWyman and Cota, did much to bring
of Trevieres) by dark. 2/26 and 2/18dvance due south between Trevieremder out of chaos, and the various regi-
advanced to the southeast, and capturadd Mosles. They secured a number afental and battalion officers made he-
Mosles. 1/26, supported by 3/16, aderossings over the Aure River but failedoic efforts to move inland despite the
vanced east towards Huppain and Porte take Trevieres itself. The 29th Divi-confusion. Their efforts paid off in vic-
en-Bessin to link up with the British 47sion made similar advances to the westory.
Commando.

At this point, the 352nd Divi-

Overall resistance was light,sion was almost finished as an effective
with the Germans mostly giving groundunit. It would continue to hold the line
rather than risk destruction. KG Meyeras U.S. troops advanced simply because
and 1/916 were virtually destroyed inno other German troops could arrive for
ineffective counterattacks against theeveral days to replace it. By the end of
British off-map to the east. This sever¢he month, it would be fighting around
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Rules Question? Problem? Now Open!
Give us a ring—We're Here The Gamer, Inc. Fax Line!

to Help! Fax to (217) 896-2880 24 hours a day with you
Call (217) 896-2145 to let us help or question, order, or problem. Give us your fax
alert us to any problem. I'm here number and we’ll respond as soon as we get

during most business hours and then your messege. Why wait? Almost instant help ig
some available!

Shingle Hexsides

Unit A is protected by the shingle (i.e. the modifier is used) from
direct fires from any of the numbered units.

Unit B, however, is unprotected against direct fires from any of the
numbered units here.

Not in a rush?

Mail us your questions, etc.
We answer all our mail personally and

promptly. While not as fast as the above

@_hp @ amprﬁ methods, your response will be on its wa

in a day or two.

Write:

The Gamers, Inc.
500 W. 4th Street
Homer, IL 61849
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