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1. INTRODUCTION

D-Day at Omaha Beaclis a solitaire game simulating the
twelve momentous hours on June 6, 1944, when US
amphibious forces assaulted a stretch of sandbhef@erman
forces on the Calvados coast of France — a shatewtbuld
ever after be known by its code name: Omaha Beatlhe
five beaches assaulted by the Allies on D-Day, Canahs the
bloodiest and the hardest-won. For several hourthanJune
day, the fate of the invasion hung in the balatdémately,
despite the failure of the Allied invasion plane theroism and
initiative of the US soldier prevailed and a vialbleachhead
was established.

In D-Day at Omaha Beacghyou control the US forces
assaulting the beach and struggling to gain a @dtlon
French soil against unexpectedly strong Germarstagsie.
The game system controls the German forces thatsepyou.

D-Day at Omaha Beach features several unique game
mechanics to ...
control the German forces in an unpredictable lmitecent

strategy,
create varying situations every time you play,
portray the differing battle conditions on the Heaad inland
countryside.
At the start of play, each turn of the game represéfteen
minutes of real time. Then, when the focus shiftanf the
battle for the beach to the US move inland, theetisoale
expands to 30 minutes per turn and rules are inted to
allow for additional US and German tactics.

DDOB for two players: D-Day at Omaha Beach also
provides an engaging cooperative simulation for players.
Each player directs the units of one US divisiome T
Division landing on the eastern half of the beacHt the 28
Division assaulting the western half.

2. GAME COMPONENTS

D-Day at Omaha Beacimcludes the following components:
¢« Game map

« 352 playing pieces

* One deck of 55 cards

« Charts and play aid cards

* Rules booklet

¢ Color example booklet

e Historical Study Booklet
No dice are used iBDOB.

If your game has any missing or damaged items @leas
contact: Decision Games, Customer Service, PO B®H02
Bakersfield CA 93390 or online at www.decisiongaroes..
For rules questions send an SASE to Game Questiimaha
Beach at the above address. We also post errdtautes
updates on our website.

2.1 The Map

The game map portrays Omaha Beach, a nine-kilometer
stretch of the Calvados coast of France, where bitle
occurred on June 6, 1944. The map portrays thé liekach,
the pavilion (a hard-ground shelf) running along thp edge

of the beach, bluffs separating the pavilion frone thigh
ground, four draws (valleys) penetrating the blaifigl leading
inland, and the interior high ground of villagesddgarmland.
The beach, pavilion and draws are collectively nrefé to as
the low ground. Much of the high ground is distiisined by
bocageancient berms with high hedges dividing the region
into small farm fields and providing excellent deive
terrain, to the disadvantage of the American invede

The map is presented from the perspective of thadimg
US forces with north at the bottom edge. A boundarg
divides the map into east and west sectors — thminad
operational areas of the US and 24 divisions.

A hexagonal grid is superimposed over the terrain
features to regulate the placement and movemeldSofinits.
Each hex represents an area 250 meters acrossmap's
terrain is identified in the map’s Terrain Key.

German Positions Many hexes contain German positions.
There are two general types of German positions:
Widerstandsnegpositions andeinforcementpositions. Every
German position appears in one of six colors —usét
German fire cards to determine which German paossitifire
each turn. German units are placed only in thegesh@unless
you are playing with the optional variant rul§erman
Armor).

German Widerstandnests(WN). These prepared defensive
positions are occupied by German WN units at tlaet sif
play. Each WN position has an historical identifica
number.

» Some of the WNs occupy two hexes (for example WN 62
in hexes 0812 and 0912), separately identifiedrbi ar
Swith their ID number.

* WN positions with an artillery symbol or an “88"rapol
receive WN units capable of artillery fire at thars of
play.

e Most WNs are located along the bluffs and slopes
overlooking the beach. Exceptions include WNs 6@ an
69 located inland in the village of St-Laurent; atireless
they operate as WN positions and not as reinforoéme
positions.

German Reinforcement Positions These positions may be
occupied by German reinforcement units enteringnduplay.
Most reinforcement positions have db letter/number
consisting of a Zone Letter (from A to G) and arRR@icement
Priority Number (from 1 to 11), used to determinkeew and
where German reinforcements appear.



Blank reinforcement positions Some reinforcement
positions have no ID (for example, hex 1014). Such
positions may be occupied by a German unit whextical
reinforcement is triggered (9.4) or, by a Germatioacin
the extended game.

Direction of Advance Some reinforcement positions have
an arrow used for thadvanceaction (only in the extended
game).

Unoccupied German positions possess no inheresmgitr.
However, in the extended game, an unoccupied German
reinforcement position magmbushUS units.

German Fire Dots and Fields of Fire The hexes
surrounding each German position contain fire adoggching

the position’s color. All the fire dots emanatingrh a single
German position are collectively referred to ad psition’s

field of fire The fire dots represent three levels of fire agai
US units:

US Beach Landing BoxesA row of boxes facing the beach
hold US units about to land at Omaha Beach. Eachi®o
identified with the initials of its historical beflaaccode name
and a unique number (such B8V1, for Dog White 1 US
units in Beach Landing Boxes are committed to landhe
beach hex each box points toward.

Exit Hexes. Map-edge hexes with roads leading off the map
are identified with a letter from A to G. Germansjtimns
trace communication to exit hexes. You may earriowc
points by moving your units off the map throught éréxes.

The Turn Track. You record the passage of turns, and of
time, by moving the turn marker along the turn kratthe end

of each turn. The track also indicates game evaruk as tidal
changes and event deck shuffles. You place US onitthe
space of the track corresponding to their turnrafye until it

is time for them to enter play.

Time Scale The turn track covers a twelve hour period
beginning at 0615 hours on June 6 1944. The fiéstutns
each represent 15 minutes of time. Beginning wiitm t17,
each turn represents 30 minutes.

The Card/Phase Track.As you draw cards during each turn,
place each card in the box matching the card’'stfongfor
reference during the turn. At the end of each ttemove all
cards from the track and place them in a discde] pff-map.
The order of the track outlines the sequence of fila both
the basic and extended game.

Other Tracks and Boxes

German Artillery boxes hold artillery units in positions off
the map but within range of Omaha Beach. Each box
identifies the on-map German positions that obsdore
each unit.

German reinforcement boxeshold German reinforcement

units of three types — tactical, division akampfgruppe
Meyer— for selection as called for by game events. étfo
reinforcement box — German Armor — is used only if
playing with the optional German Armor rules.

German depth boxeshold German depth markers of three
types — WN, building, and mobile — for selectionridg
play.

The US Infantry Loss Boxesfor the £' and 24" divisions
hold US regular infantry units eliminated duringul

The US Command Post Trackholds markers showing the
command range of US regimental command posts (umsed
the extended game only).

The US Engineer Track holds markers showing the
operational range of US engineer bases (used in the
extended game only).

2.2 The Playing Pieces

The 352 playing pieces consist uiits, representing specific
US and German military forces, andhrkers, placed on units,
tracks or the map to denote information or stafiee features
of US and German units differ. For example, only W$ts
have steps and only German units have an unreveiaged

2.21 US Units
Sample US Infantry Unit

Sample US Tank Unit

Division. Every US unit is attached to either th® dr 29"
division. Units with the 29 Division are a lighter green color
than those with the™1

Designation The military designation of the unit identifideet
unit’s formation and parent formations, includedarily for
historical interest.

Steps Each US unit possesses one to four steps, indicttm
unit's overall manpower. US units lose steps assult of

combat losses. Units representing regular infaoctmypanies
start the game with three steps, units represerditiery

battalions start with four steps, while all othermations start
with just one or two steps. A unit with one or tweteps has
one counter with one or two printed sides. A urithwhree or
four steps has two counters, with two printed sidasone
counter and one or two printed sides on a replaneowinter,
distinguished by a dark green band. Only one couiuiea

given unit is in play at one time.

Attack Strength. A quantification of the unit’s fire power in
combat, used when attacking German units. A usirsngth
is reduced as it loses steps.

Weapons US units possess various weapons and equipment
used when attacking German units.
The US Weapons Chart lists all the weapons andpetgrit



possessed by dllll-strengthinfantry units, and by all other
US units regardless of strength. Weapons for thaege are
not shown on the unit’s counter.

An infantry unit that has lost steps loses somisofveapons
and possesses only those listed on its counter.

Range US units capable of attacking German units from-non
adjacent hexes have a numerical range, represetiiag
maximum number of hexes from which the unit mag fit a
German unit. A range of U indicates unlimited rargbe unit
may fire at German units anywhere on the map (withie
restrictions of 8.12).

e [1 A Target Symbol A selector used to randomly
determine which US units are hit by German fireace the
subject of an event or other game function. A bléalget
symbol indicates the unit can control adjacent bexe unit
with a white target symbol controls only the hexodcupies
(see 12.1).

Arrival Turn and Location . The turn in which the US unit
enters play is shown along with the Beach Landimx B
which to place the unit on its turn of entry. Unitithout a
turn of entry are placed in beach landing boxegdwset-up.

2.22 German Units.
Sample German WN Unit

Sample German Reinforcement Unit

Division. German reinforcement units belong to one of two
divisions, differentiated by the color of the ursymbol;
yellow for the 718 division and grey/brown for the 3%2
division. Units in the 35% division may also be recognized by
their regiment (the rightmost number in the unit's
designation). Units designated 916, 915 or 354ratiee 352¢
division. Units in regiment 726 are in the PMdivision.

Strength. A quantification of the unit's ability to defend
against US attacks.

US weapon requirements A representation of the defensive
tactics of the German unit, expressed in termfefweapons
that, if possessed by US units attacking the Germaih
increase the liklihood of US success. See the U3pites
Chart for explanation of abbreviations.

Artillery Caliber . The largest artillery piece possessed by a
WN unit (88, 75 or none), used when conducting ritleay
fire check.

Reinforcement Type (T, D, M, A). Identifies the
reinforcement pool in which the unit starts the gantactical,
division, Kampgruppe Meyeor armor.

2.23 Unit Types
US units:

*Tank, self-propelled artillery and self-propelledti-air
units arearmored.
German units:

2.24 German Depth Markers Depth markers are placed
beneath German units on the map. Together, a uxitits
depth marker represent a formation at its full regth and
fully deployed. A unit without a depth marker isdenstrength
or is not yet positioned to maximize its combatefiveness.
Depth markers are placed face down (unrevealedpsndnly
revealed as required by US actions against thewittitwhich
it is stacked. When the depth marker is reveaksdstrength
and attributes are added to the unit. German deptlkers are
never placed on the map on their own, they onlyeappvith
German units.

Depth Type. Identifies the type of German unit with which

the depth marker is placed:

*  WN —-WN units

» Building —reinforcement units in building positions

» Mobile — reinforcement units in non-building positions

e Armor - armor reinforcement unitdn the optional
variant only

2.25 Other Markers

2.3 The Cards

Every card in the 54-card deck is divided into ¢heections.
A 55th card summarizes US actions and should beveth
from the deck for reference during play.

During play, draw cards from the deck and look la¢ t

appropriate section:

The Landing Results section determines how US uami¢s
affected by amphibious landings.

The Event section generates an event based onuthent
game turn.

The Fire section is used primarily during the Gemnkire
Phase to determine which German positions fire lathv
US units or perform other actions. In addition, German
Fire section is sometimes referred to during USoast
when resolving infiltration moves and barrages asfai
German units.

A single card draw is foonly one of these three purposes —

ignore the other sections of the card. The rulderr® the

cards by the purpose for which they are dralanding cards,
eventcards andire cards.

2.4 Charts and Tables

The following charts and tables are included onygiaaid
cards:
*  Amphibious Landing Tables



* German Fire Chart

* Terrain Effects Chart

» US Weapons Chart

* US Attack Chart

« US Barrage Table

» Summaries of Key Priorities and Procedures
» German Action Summary (extended game)
e German Armor Movement Map (optional)

3. SETTING UP FOR PLAY

Lay out the map so you are sitting along the neitke, with
the beach landing boxes near you.
Choose a scenario to play:

Easy Fox is an introductory scenario recommended for new
players, using just the east half of the game nmaefer to
the special set-up and rules on the back covehisfrtiles
book.

The First Waves covers the first four hours of the invasion
across all of Omaha Beach (Turns 1-16) and take=eth
hours to play. Use only rules sections 1-13.

D-Day at Omaha Beach covers the first twelve hours of the
invasion (Turns 1-32). Turns 1-16 are played wiité tules
in sections 1-13 only. Then, turns 17-32 utilizee th
additional rules in sections 14-20. Playing timeges from
Six to eight hours.

Beyond the Beach covers the 8-hour period beginning at
1000 hours on D-Day (Turns 17-32), when the US devs.
are already ashore and beginning their move inl&isk
sections 1-20, and the set-up rules in sectionP24ying
time is four to five hours.

After you have played through the game a few tinyes
may wish to explore the optional rules and set-ofifsred
in sections 22 and 23.

4. SEQUENCE OF PLAY

DDOB is played in turns. Each turn consists of sevghalses,
conducted in the following sequence. Move the Pmaaker
along the Card/Phase track to keep track of theentiphase.
During the course of the turn you will draw severatds, each
for a different function. As you draw each cardqd it in the
appropriate box of the Card/Phase track, for refeze

I. US Amphibious Operations Phase

e Draw a landing card and apply its results to USsuimi
Beach Landing boxes in the East Sector. Then draw a
second landing card and apply its results to uniBeach
Landing Boxes the West Sector.

 Land all units remaining in Beach Landing Boxes by
moving each to the corresponding waterline/beach he

» Take units in the current turn of the Turn Trackl atace
them in the Beach Landing Boxes listed on the units

II. Event Phase (skip on Turn 1)

Draw an event card and implement the event listedttie
current turn.

lll. German Fire Phase

Draw a fire card and conduct German fire againstudiss in

the East sector, then draw a second fire card anduct fire

in the West Sector. Conduct fire in each sectdoimsws:

* Occupied German positions that match the colorsveho
on the fire card fire at US units in the positiofield of
fire. Check to see which US units are hit by fing apply
disruption, step losses or elimination as called fo

e Beginning Turn 4: If the fire card includes a Gemma
artillery value, check to see if a US unit in tleeter is hit
by artillery fire.

« Remove Disruption markers from eligible German
positions.

IV. US Engineer Phase (skip on Turn 1)
PlaceClearedmarkers in beach hexes with obstacles, to show
that the obstacles there have been cleared by dBems
(10.2).

V. US Action Phase

Perform actions with US units. Actions include mment,

attack and barragén each US division, two units or stacks

may perform actions. In addition, the following units may

perform actions “for free”:

* infantry performing greservation movaction,

* ranger infantry,

» units with any of the following markerstero, inspired,
climb or disrupted,

 An HQ unit or General,

e units in command of an HQ unit or General.

VI. End of Turn

Move all cards from the card track to the discaile, pand
move the Phase marker back to the beginning ofctrd
track. If the turn track indicates that the cards & be
shuffled, shuffle all discards back into the dddkve the turn
marker one turn ahead on the Turn Track.

Keep playing turns until either US division suffers
catastrophic losgending the game) or until the end of the
scenario, at which time you calculate victory psita find if
you have won or lost.

Beginning with Turn 17, when the time scale shiftsn
15 to 30 minutes per turn, additional activities artroduced
to the sequence of play, as described in section 14

5. US AMPHIBIOUS OPERATIONS

All US units enter play via amphibious landing, idgrthe US
Amphibious Operations phase. Each turn, conductlitan
checks for units already in Beach Landing Boxesntmove
units in the boxes to the beach. Finally, place Iperiving



units in the Beach Landing Boxes (they will lanctirn).
5.1 Landing Checks

Conduct a landing check in each sector in whichsuaie in

beach landing boxes, beginning with the East seckbis

check determines if units in Beach Landing Boxesadfected
by hazards representing cross currents, rough sgagment
failure, navigational errors and German mined atleta

Procedure Draw a landing card and apply the results of
this single draw to all units in Beach Landing Bsxe the
sector. The card shows the three US target syn{bpls,e ),
each with a Landing Result letter (A, B, C or DprFeach
unit, refer to the Landing Table for the currentntucross
referencing the unit’s type with the Landing Resuditter for
the unit’s target symbol to determine the landieguit for the
unit. Units may drift east or west of their inteddending
location, be delayed, lose steps or be eliminated anding
result. Apply the result to the unit immediately.

Example: On Turn 2, four infantry units are in Bbac

Landing Boxes in the West sector. You draw a catd w

results of JB e A AD. Referring to the Landing Table for

Turn 2, you find that the infantry unit with tiié selector

drifts two boxes east (result B), the two infaninjts with

the @ selector drift four boxes east (result A), and timét

with the A selector is not affected (result D).

5.11 Drift Results If a unit drifts, move the unit the indicated

number of boxes to the left (east) or to the rigiest) along

the row of Beach Landing Boxes. A unit that driftgl land
on the beach from the box it drifts to.

A unit that drifts beyond the easternmost or westest
Beach Landing Box on the map is delayed. Place ithe
Turn track, two turns after the current turn.

A unit that drifts to a landing box duringhégh tideturn that
does not point toward a high tide beach hex isydela

5.12 HQ units and Generals are not checked for landing
results, but an HQ may be affected by a submerged m
explosion (5.14). If an HQ or General is stackethva unit
that drifts, the HQ or General may drift with theituor may
stay in its landing box, at your option.

5.13 Ranger Infantry Landing Options. As noted on the
Landing Table, a ranger infantry unit that receiaes'No
Effect” landing result on turn 4 or later may vdlarily drift
one to four hexes east, at your option. This dadsapply to
the ranger infantry unit designated C/R2 schedtdeldnd on
Turn 2.

5.14D

landing card you draw includes an Exploding Minenbyl,

apply all other landing results, then check toieae of your
units in a beach landing box detonates submergedsras it
lands in a beach hex that has not been clearebstddes. All
beach obstacles are uncleared at the start of atel/pbecome
cleared as you perform engineer operations (10.1).

Submerged Mine ExplosiongTurn 7-22). If the

During Low Tide (Turns 1-6 and 28-32), mines ard no
submerged and are not a hazard; no check is relquire

During Mid Tide (Turns 7-15), if any units in thecor will
land in a mid-tide waterline hex with uncleared diea
obstacles, you must remove a step from one sudhofini
your choice. All beach obstacles are consideredrete
beginning on Turn 23 of the extended game, anchscks
are not required during mid-tide turns 23-27.

During high tide (Turns 16-22), if any units wilags through
hexes with uncleared beach obstacles to reach hingir-
tide waterline landing hex, you must remove a $tem
one such unit of your choice.

Leader Exception If an HQ unit is the only unit
available to suffer loss due to a mine explosion, i
does not lose a step. Instead it is delayed; plage
HQ two turns after the current turn on the turrckra
A General is not affected by a mine explosion.

5.15 As noted on the Landing Tables, landing resultsy va
with the unit type and the turn. Some units aremgtefrom
landing checks later in the game. For example,atacanduct
landing checks for infantry units after turn 14.iver, if
such units are landing in or through uncleared bhedxstacle
hexes prior to turn 23, a landing check is stitjuieed, to see
if the unit hits submerged mines. If no landing atee are
required in a given sector, do not draw a landiagl dor that
sector.

5.2 Landing US Units

After determining all landing results, all unitslisin Beach
Landing Boxes land on Omaha Beach. Move every funiih
its Beach Landing Box to the waterline hex matchthg
current tide level, in the direction the box points

Example: Units in Beach Landing Box ER1 land in hex

0513 on a low-tide turn, hex 0613 on a mid-tidenfwor in

hex 0714 on a high-tide turn.
5.21 Water line hexes Omaha Beach has three tidal
waterlines, one of which is used at a time to iat#icthe
current level of the sea, as noted on the TurnKIrAt low
tide, all waterline hexes are above the sea and bmay
occupied by units. At mid tide, hexes to the seke @if the
mid-tide waterline are underwater and may not lipied by
units. At high tide, hexes to the seaside of thghhiide
waterline are underwater. Units that are underwaitéhe end
of a turn are removed from play. Thus, any unit$oin tide
beach hexes at the end of Turn 7, when mid-tidénsegre
eliminated.

5.22Landing across the sector boundaryA unit landing in
a hex outside its assigned sector comes undeothenand of
the other division for the remainder of the ganw.tle unit's
designation on a piece of scrap paper or placzommand
Transfermarker on the unit, as a reminder.



5.3 Placing Units in Beach Landing Boxes

After landing all units from the Beach Landing Bexéake all
units in the current turn space of the Turn trac#t place each
in the Beach landing Box listed on the unit.

If the unit lists a specific beach box, such as Eit&ce the
unit in that box.

If the unit lists a beach but not a specific boucfs as ER),
you may place the unit in any Beach Landing Boxhwit
those letters.

If the unit lists a division number Slor 29" instead of a
Beach, you may place the unit in any lettered Beach
Landing Box in the unit's sector (east fSt west for 28).

5.310ne or two units may be placed in a beach landmg b
Generals and HQ units do not count against thist.lida
general may not be placed alone in a Beach LanBmg if
there are any units scheduled to arrive on the damewith
which he could be placed.

5.32 You may not place a unit in a Beach Landing Box
without ID letters; such boxes may only be enteasd result
of drift.

5.33 Only ranger infantry units may be placed in theadib
Beach Landing Boxes (CH), although other units may
involuntarily drift there.

5.34 Voluntary Delay Beginning on Turn 7, you are not

required to place a unit in a beach landing boxhenturn it is

scheduled to arrive. If you choose to delay a andtfrival,
place it on the turn track, in the space for argrlaurn. The
unit will arrive on that turn (unless you delaydgain).

« A unit delayed voluntarily or involuntarily that
subsequently enters on or before turn 10 mustdmedlin
its assigned beach landing box.

* A unit delayed voluntarily or involuntarily unit &aring
after turn 10 may be placed in any beach landing bo
either sector.

* You may not voluntarily delay the arrival of a upitior
toturn 7.

6. GERMAN FIRE

During the German Fire Phase, draw one fire cardhi® East
sector to determine which German positions in seator fire
at US units, then draw a second fire card for thestéector
and resolve all fires there. US units in the fieldfire of a
German unit may be hit by fire and suffer disruptiar step
loss. Place the two fire cards in the appropriateeb of the
Card/phase track for reference.

All  undisrupted occupied German positions may
potentially fire — whether the units there are edgd or
unrevealed. Firing does not cause a German urlitttmme
revealed.

6.1 Reading the Fire Cards

Each fire card identifies German Positions in tlexter

eligible to fire and US units likely to be hit. Badire card

includes:

Three German Position colors — every non-disrupted

German-occupied position matching a color symboltioa

card may be eligible to fire at US units in theitior’s field

of fire.

» A single symbol indicates that positions of thalocdire
if occupied by any German unit, with or without epth
marker.

* A double symbol indicates that positions of thdbcdire
only if occupied by a uniand a depth marker.

 Some position colors on the fire card have a star,
indicating that a US Hero, HQ or General in thet@ec
may be hit by fire from a position of that colotd(4).

* Some position colors on the fire card includefamor
Hit Bonus, indicating that fire from positions of that color
is more likely to hit US armored units (see 6.36).

Many position colors on the fire card have Actiettdrs, used

only during Turns 17-32. Disregard letters in Tutr%6.

A US target symbol — US units with the target symbol
indicated on the fire card are more likely to bely German
fire.

Some fire cards have a German artillery value cititaig
that a US unit on the beach or in a Beach Landiog iB the
sector may be hit by German artillery fire, in dafi to fire
from German Positions (6.5).

6.2 German Fields of Fire

The hexes around a German position contain firg dbtthe
position’s color. These make up the position’sdielf fire.
WN positions have fields of fire extending as farfi@e hexes
distant along the beach, while most reinforcementitjpns
have fields of fire extending only one or two hexasthe
dense terrain of the high ground. Three types @ @iots
represent different quantities of fire: Intensee fiGteady fire
and Sporadic fire. US units in a hex with one orerfire dots
are susceptible to German fire.

6.21 WN positions in two hexes (such as WN62) are
considered one position and have one field of fiveether
one or both hexes of the position are occupied.

6.22 German positions near the east/west sector boyimaiay
have fields of fire extending across the boundangl may fire
across the boundary.

6.23 In a few places on the map, the proximity of German
positions causes fields of fire from positions lué same color
to abut, but fields of fire of a single color newarerlap. If
there is a question as to which position projectgvan fire
dot into a hex, note that dots appear on the sfdieo hex



nearest to the projecting position.

See the color section for examples and illustrations of
German fields of fire.

6.3 Resolving German Fire

Upon drawing a fire card for a sector, resolve Garrfire for

all positions matching any of the three colors apipg on the

card.

* A non-disrupted position occupied by a umith or
without a depth marker fires if its color appears on the
fire card as a single color symbol.

* A non-disrupted position occupied by a umith a depth

marker fires if its color appears on the fire card as a
double color symbol. In the case of a two-hex WN

position, at least one unit occupying the positionst

have a depth marker in order for a double colortsyino

trigger its fire.
For each German position firing, check each hexsifield of
fire occupied by US units and refer to the Germaa Ehart.
Use the row of the chart for the type of fire dadjpcted into
the hex by the German Position. Read across thataahe
column for the type of German position firing: a VWin
revealed reinforcement unit, or an unrevealed oeggiment
unit. Read the result in the box to determine if BI$ units in
the hex are hit by fire. Factors determining if 8 Unit is hit
include the type of fire dot in the hex (intens&gasly or
sporadic), the US unit's target symbel (0 or A), and the
US unit's type (armored or non-armored). Units It fire
lose steps and/or become disrupted, as noted arhtre

6.31 Hit Limits of German Positions In a single fire, a
German position may hit a number of US units upthe
number of German units and depth markers in théipos
For example, a lone unit in a position may hit joise US unit
in a single turn, while a WN with two unit markesad one
depth marker may hit up to three US units. If thnber of
US units eligible to be hit exceeds this limit,eszlthe units to
take hits in the following priority order.

Priority 1: Units in hexes with Intense fire dots If after
checking all Intense fire hexes, the German positias not
reached its hit limit proceed to priority 2.

Priority 2: Units in hexes with Steady fire dots If after
checking all Steady fire hexes, the German poshias not
reached its hit limit, proceed to priority 3.

Priority 3:Units in hexes with Sporadic fire dots

If you need to select from among units within orfetlese
priorities, select the US unit closer to the firipgsition, then
the unit with the most steps. If a choice still eéns, you
choose which units receive the hits.

6.32 Step loss as a result of German Firéd US unit hit by
fire may suffer a one-step loss, as noted on then@e Fire
Chart; flip the unit over to its reduced strengites The next

time the unit is hit, replace it with a reducecesfth unit. If
the unit has only one step, remove it from play.

6.33 Disruption as a result of German Fire A US unit hit
by fire may become disrupted instead of or in additto
losing a step; place a disrupted marker on the Anitalready
disrupted unit that incurs another disruption ressl not
further affected. A unit may be disrupted by firerh one
position and lose a step as a result of fire fronotlaer
position in the same Fire Phase.

6.34 Step Loss Limitation A given US unit may not lose
more than one step in a single German Fire Phase, i€ hit
by fire from multiple German positions. Apply thecess hits
to other targeted US units if available; if notdge the excess
hits. However, you must attempt to hit the most Wsts
possible when assigning hits from multiple posisioror
example, if German position A is limited to hittitgyo units
and three units are eligible to be hit, one of whgalso hit by
position B, assume that position B hits that uaitd Position
A hits the other two.

6.35 A hex occupied by US units with a total of five more

steps is aconcentrated target increasing the units’
susceptibility to German fire. The units in a camtcated

target are considered to have the target symbalistan the
German Fire card, regardless of the actual symbolghe

units’ counters.

6.36 When a position color on the fire card includesaamor
symbol, firing positions of that color receive themor hit
bonus. All US armored units the position is firingon are
considered non-armored when determining hits. Nuaé per
the German Fire Chart, US armored units in a hetk a&n
intense fire dot are hit even if the firing Germ@osition does
not have the armor bonus.

6.37 Hits are against units, not stacks. One unit stagk may
be hit while the other is not. If both units in @ack are hit,
both may lose a step.

See the color section for examples and illustrations of
German fire.

6.4 Disrupted German Units

A German unit with a disrupted marker does not dinel does
not project a field of fire. A German unit remaidisrupted
until its position color appears on a fire Cardvdnafor its
sector. After resolving all fire in the German FiRhase,
remove disruption markers from every disrupted Garmanit
in a position matching a color appearing on the fiard.
Remove disruption from a German unit if its colppaars on
the fire card as a single or double symbol, whetranot the
unit has a depth marker.

6.41If a two-hex WN position has units in both hexed ane
of those units is disrupted, the unit in the othex of the
position still has a field of fire and may fire. Wever, the



disrupted unit and its depth marker do not contebin
determining if the position is eligible to fire afbw many
units it can hit.

6.5 German Artillery Fire (beginning Turn 4)

If you draw a fire card with an artillery resulirst resolve all
fire by German positions in the sector, then checlsee if
German artillery fire hits a US unit in the sect@erman
artillery fire does not occur on Turns 1-3.

Procedure The number on the left of the artillery resulthe
artillery value. Count the number of undisruptetilary units
in the sector, in both WN positions and the Sedédillery

Box. Count only those having the calibers listedtmncard. If
the number of eligible German artillery units eguair

exceeds the valugne US unit in that sector with the target

symbol shown on the fire card is hit.

Artillery value examples:

If there are three or more undisrupted German uimtthe
sector with 75, 88 or 105 caliber artillery, a USiuis hit
by artillery fire.

If there are two or more undisrupted German unitshe
sector with 88 or 105 caliber artillery, a US uiist hit by
artillery fire. German units with 75 caliber artdly do not
contribute in this case.
Choose a US unit with the target symbol shown enctird to
lose a step, in the following priority:
1. An infantry unit of your choice in a beach lamgibox.
2. A non-infantry unit in a beach hex.
3. A non-infantry unit in a beach landing box.
4. An infantry unit in a beach hex.
If you need to select from among units within orfettese
priorities, select units with the most steps. Ithice still
remains, you choose which unit is hit. If no UStsinvith a
target symbol matching the card are in a beachdnebeach
landing box in the sector, no unit is hit by aetill fire.

6.51 Knocking Out German artillery units. When you
eliminate a WN unit with artillery, it no longer ewibutes to
German atrtillery fire. Artillery units in the Germa&Artillery

boxes cannot be eliminated directly, but they araden
inactive by gaining control of the German positieesving as

observersfor each artillery unit. The German Artillery baxe

list several German Positions for each artillerit imthe box
— these are the artillery unit's potential obsesvdf all the
observer positions listed for a given artillery tuaie in your
control, flip the artillery unit to its inactived® — it no longer
contributes to German artillery fire. However, ifyaof those
positions subsequently becomes occupied by a Geamiaor
in German communication, the artillery unit for fhithe
position is spotting becomes active again.

6.52 WN positions with artillery symbols have fields fafe

like all other positions. They may conduct fire anthy
contribute their artillery capability to artillerfire checks in
the same German Fire Phase, if called for by a @erRkire
card draw.

6.53 The rocket artillery battery in WN69 does not cidnite
to German artillery fire checks. This unit fires rbckets when
specifically called for by an event.

7. US ACTIONS

During the US Action Phase you may conduct actieitis US
units. Each turn, you may select two US units aclst in each
division, each of which may conduct one actionatiition,
US units meeting certain requirements may conduatibras
for free.
US units may conduct any of the following actioifs,

eligible:

Move one hex (all units)

Climb a Bluff (infantry, generals and HQs only)

Climb a CIiff (infantry only)

Remove disruption (any unit withdisruptedmarker)

Attack (all units)

Barrage (tank units only)

Naval artillery barrage (naval fire marker only)

7.1 Free Actions

Units may conduct free actions which do not cowntard
your limit of two actions per division per turn. ttever, a unit
may only perform one action per turn, even if thation is
free. Units may conduct free actions in the follogi
situations:

Ranger infantry units. Ranger infantry units always perform
actions for free. This ability does not extend tmimanger
units stacked with a ranger unit.

A unit with a Hero or Inspired marker.

A unit with a climb, climb cliff or disrupted marker.

Headquarters units and Generals

A unit in command of an HQ unit or General. A unit that is
stacked with or adjacent to an HQ unit or Genetaha
start of the Action Phase iis commandand may conduct a
free action. Units that are conducting free actibesause
they are in command of an HQ unit or General madaaot
different actions. The leaders are ordering anderaging
each unit separately.

An infantry unit conducting a self-preservation move An
infantry unit in abeachhex may conduct a self-preservation
move as a free action, consisting of moving thd from
the beach hex it occupies to an adjadssdchhex that is
closer to a protective hexside. If the destinatier is not a
beach hex, or is equidistant or further from a gctive
hexside, the move does not qualify as a self-pvasen
move. Shingle, seawall, slope, bluff and scaleadiff
hexsides are protective hexsides. Sheer cliffaate



7.2 Conducting Actions

You may have your units perform actions in any orde

sequencing your two allowed actions and your fre®as as

you choose. A given unit may perform no more thae o

action per turn whether that action is free or ntdu must

complete all actions for one division before perforg
actions with the other.

e You may placeAction Takenmarkers on units that
perform actions using the divisional allotment efot
actions, to help you keep track of the expenditure.
Remove the markers at the end of the Action Phase.

7.21 Two units in a stack may perform an action togetite
the cost of one action, as long as they perfornmstime exact
action; for example, moving into the same hex tacking the
same German position. If you want the units in aclstto

move in different directions or perform differerdtians, you

must use two actions.

7.22 A unit that youmoveacross the east/west sector boundary
(as opposed tolanding across the boundary) may be
considered part of either division when performiagtions.
You may spend an action from either division’s tfent to
have the unit perform an action, if an expenditanequired.
When playing with two players, a unit that movestjone
hex across the boundary remains in its originalstin’s
control. A unit that moves more than one hex beythal
boundary comes under the control of the other iris

7.3 Action: Move One Hex
Conduct this action to move a unit of any type beg in any
direction.

The Terrain Effects Chart lists terrain that ressrior
prohibits movement for certain unit types. Unithest than
infantry, HQs and Generals are very restrictedhim tierrain
they can enter or cross. In effect, your armorj-aintand
artillery units are stuck on the beach through tuén In the
extended game, your engineers can clear routethefbeach
for these units, enabling them to move inland (§&8).

7.31You may not move a US unit into a hex occupiedaby
German unit. A US unit may enter an empty Germasition.

7.32 Infiltration Move. If you are moving a US unit from a
hex adjacent to and in the field of fire of an qued and non-
disrupted German position, to a hex that is algacat to and
in the field of fire of the same position, the USituis
attempting to infiltrate past the German positiord anay be
immediately fired upon. Upon attempting the movekm a
special draw of a fire card. If it shows both tha@oc of the
German position and the target symbol of the nafilhng US
unit, you must remove a step from the US unithé German
position has no depth marker the color symbol nhesta
single symbol in order to affect the infiltratingiti

« If the infiltrating US unit loses a step, you mayose to

complete the move or keep the unit in the hex framich
it started the move. In either case, the unit leafopmed
an action.

e A unit infiltrating to a hex occupied by a US umitust
check for German fire, but is not considered a
concentrated target, even if the move puts fivenore
steps in the hex.

 HQ’'s and generals may not attempt an infiltratioaven
on their own, but may move with a regular unit dpso.

« If infiltrating past two German positions draw ocerd. If
unit's target symbol and either position color awpenit
loses a step. No penalty if both colors appear.

In this example, a US unit is adjacent to an ocedpi

orange WN position. Arrows indicate possible irdiiton

moves by the US unit. Moves into other hexes ate no

infiltration. If the unit attempts to infiltratef would lose a

step if the ensuing fire card draw showed a sirgknge

color symbol and the O target symbol.
7.33 Once you move an HQ unit or General, it no longer
provides free actions to units in its command Fer test of the
Action Phase. Plan the sequencing of your unitdioas
accordingly.

7.4 Action: Climb a Bluff (infantry, HQs and
Generals only)

A US infantry or ranger infantry unit in a hex with bluff
hexside may move into an adjacent hex across tiné toy
conducting two actions over the course of two tutluff
must be climbed whether going “up” or “down.” Inetffirst
turn of the climb, move the unit across the bluffiglace a
Climb marker on the unit. In the next turn, condacfree
action to remove the climb marker. A unit that lmsgihe US
Action Phase with a climb marker may conduct onheo
action — the free action to remove the climb markeunit
with a climb marker and a disruption marker may ciart
only one action — the free action to remove theugigon
marker.

7.41HQ units and Generals may cross a bluff in one;tdo
not place a climb marker on an HQ unit or Generaving
across a bluff.

7.5 Action: Climb a Cliff (infantry only)

A US infantry or ranger infantry unit in a hex wighscalable
cliff hexside may scale the cliff by conducting ébractions
over the course of three turns. In the first tufrthee climb,
conduct an action to placeGliimb Cliff marker on the unit —
do not move it. In the next turn, conduct a frettoacto move
the unit into the hex across the scalable cliffdigs, and flip
the marker to th€limb side. In the third turn, conduct a free
action to remove the climb marker.



7.51A unit that begins the US Action Phase withlianb cliff
marker may conduct an action for free, but may augduct
one of two actions: continue the climb as describkedve, or
remove the marker and stay put.

7.6 Stacking Limits

One or two US units may occupy a hex at the end ofS
Action Phase. Stacking limits apply only at the efdhe US
Action Phase. You may exceed stacking during theAdt®n
Phase and during other phases of the turn.

7.61 HQ units, Generals and Heroes do not count toward
stacking limits.

7.62 There is no limit per se to the number of stepd thay
occupy a hex. However, units in a hex occupied ilsg br
more steps are considered c@ncentrated targetduring
German fire (6.35).

7.631If US units are in violation of the stacking limiat the
end of the US Action Phase, you must eliminatesumitil the
limits are met.

7.7 Disrupted US Units

A US unit with a disrupted marker may not performy a
action, except the “free” action of removing thesrdption
marker. You may want to wait until all other unitsave
performed their actions before removing disruptioarkers
from US units, so that you do not inadvertentlyfpen other
actions with those units.

It is possible for a US unit to become disruptedrduthe
US Action Phase, as a result of an unsuccessfubitigk.
Such a disruption may not be removed from the imithe
Action Phase in which it was incurred, since it l@eady
performed an action. To aid you in differentiatingits
disrupted in the Action Phase from units disrugtedr to the
phase, US disruption markers are provided in tvaalsb.

8. US COMBAT ACTIONS

During the US Action Phase, your units may attetaptisrupt

and destroy German units via two types of actions:

Attack a German-occupied hex. An attack must include at
least one infantry unit adjacent to the German-pzi
hex. Other units may participate from adjacent beawd, if
capable of ranged fire, from non-adjacent hexes.

Barrage a German-occupied hex exclusively from non-
adjacent hexes. Tank units may barrage a Germaupszt
hex in range of but not adjacent to the tank itself

8.1 Units Eligible to Attack

An attack must include at least one infantry orgeaninfantry
unit attacking a German-occupied hex from an adjabex.
As long as this requirement is met, any units nwy jn the
attack against the same German-occupied hex withée
following conditions:

Infantry units must be in a hex adjacent to the German-
occupied hex.

Heavy infantry units (those with a printed range of 2)
must be adjacent or one hex away from the German-
occupied hex.

Tank, anti-tank andanti-air units must be within range

and one or more of the following must be true:

» the unit is adjacent to the target hex, or

» the unit is adjacent to an attacking infantry uoit,

e the unit is in command of any HQ or General, or

» at least one attacking infantry unit is in commanfd
any HQ or General.

Artillery units (including SP artillery) must be ...

* inrange but not adjacent to the target; and

* in command of an HQ (not a General) that is also
commanding at least one infantry unit attacking the
position (You will find this condition difficult to
meet until late in the game); and

« if the artillery unit is not armored, it may not lvethe
field of fire of an undisrupted German unit.

Naval fire may be included in the attack if you have a
naval fire marker to expend, and at least one kittgc
infantry unit has a radio or is in command of an.HQ

8.11 Determining RangeA hex is in range of a US unit if the
distance in hexes between them (counting the tdrgrtbut
not the firing unit's hex) is equal to or less théme firing
unit’s range.

8.12 High Ground Ranged Fire Restriction A US unitin a
beach or pavilion/draw hex may not conduct ranged f
against a German-occupied position on the high rgtou
unless that position projects a field of fire irdb least one
beachhex (meaning the position is on the bluff overliogk
the beach). This restriction applies to attack censti and
barrage actions.

» The high ground ranged fire restriction does ngilapo

naval fire.

8.13 Each unit participating in an attack against aglgin
German-occupied hex must conduct an action in otder
participate in the attack. A unit unable to condantaction
may not attack.

8.14 HQ units and Generals do not directly participatean
attack, and are not affected by the results oftt@tla

8.15As noted on the Terrain Effects Chart, a unit loa low
ground (beach or pavilion) may not attack acrodsuéf or
cliff hexside, unless capable of conducting ranfied A unit
on the high ground may attack across a bluff hexdidit not
across a cliff hexside.

« A heavy infantry unit (range of 2) may attack asradluff
or cliff hexside, but only if another infantry unis



attacking the German position from an adjacent hex
through an allowed hexside

8.16 A German position may only be attacked once in any
given US Action Phase.

8.2 Attack Weapons

Design Note: In most wargames, a successful atteguires
greater numerical strength than the enemy. Thisais
important factor in US attacks irDDOB, but equally
important is employing the right weapons and tactic

Every US unit possesses one or more weapons, asisho
on the US Weapons Chart. Every German unit andhdept
marker listsweapon requirement$JS units with the required
weapons attack the German unit more effectivelyn this
units without.

8.21 Reduced-Strength US Infantry WeaponsThe weapons
possessed by reduced-strength infantry units argedr on
their counter instead of on the Weapons Chart. Waapons
possessed by reduced-strength infantry vary frointarunit;
to reflect differences in equipment lost and abawedo as
casualties mount.

8.22 Flanking Some German reinforcement units and depth
markers list flanking KL) as a weapon requirement. This
weapon (actually a tactic) is not possessed byoaeyUsS unit.

In order to meet the flanking requirement in araekt US

units must be attacking the German-occupied hex fableast

two hexes that are adjacent to the target butmeacth other.

If both the German unit and its depth marker l& flanking
requirement, the US units must be attacking fronheast
three hexes adjacent to the German hex to sathsfy t
requirement. The three hexes may be adjacent toather.

8.23 Heroes and Weapons/Vhen a unit with a hero attacks

from an adjacent hex, the hero provides a weapald ‘tard.”

The hero may stand in for any one weapon requireraen

your choice, after all German weapon requirements a

revealed.

* A hero cannot stand in for tllanking requirement.

* A hero can increase your attack strength by orseau
of providing a weapon wild card, at your option.

» This benefit is not cumulative. If more than onedchis
involved in an attack, you may only name one widdc
weapon.

8.24 HQ Radios US HQ units possess radios, a weapon
requirement for defeating certain German units. 8 Uhit
attacking a German position from an adjacent herrwim
command of an HQ may include the radio among itapsea
capabilities.

8.25 The naval fire weapon requirement can be met by
expending a naval fire marker as a part of the ti&la (see
8.5). In addition, a hero’s wild card can satidfg thaval fire
requirement.

8.26 Heavy Infantry Weapons Certain infantry units have a
printed range of 2. When such a unit is attackirgnf an
adjacent hex, it has all the weapon capabiliteted for heavy
infantry on the US Weapons Chart. When patrticifgatim an
attack from a non-adjacent hex, or across a bluffcldgf
hexside, a full strength heavy infantry unit camgrfewer of
its weapons to bear, as noted on the chart. Onbeaay
infantry company loses a step, it loses its rarfigedcapability
and is like any other regular US infantry unit.

8.27 Tank Weapons As noted on the US Weapon Chart, the
weapon capabilities of a US tank unit depends srrange
from the target hex. At a range of 1-5 hexes, #nk ffulfills
the requirement for artillery (AR) and a bazook&)Band at

a range of 1-3 hexes, the tank also fulfills thguieement for

a browning automatic rifle (BR) and a machine gMiG].

8.3 Resolving an Attack

An attack is resolved by comparing the strength weedpons

of the attacking US units to the strength and weapo
requirements of the units and markers in the Gerowanpied

hex under attack. The German defenders may become
disrupted, lose their depth marker, gain a depthrkema
become unrevealed, or be defeated as a resuleddtthck. A
defeated German unit is removed from play, temjgrair
permanently. US units may become disrupted as @tres
attacking, and sometimes lose a step.

Once you have declared an attack action against a
German-occupied hex and selected all the US units
performing actions to participate in the attackclinling
expenditure of a naval fire marker if you have omeyolve
the attack as follows:

1. Reveal the German unit, if not revealed. If e has an
unrevealed depth marker, dotreveal it yet.

2. Add up the total strength of your attacking unitsda
compare it to the strength total of the revealedn@aa units
and markers in the hex. The German strength may be
increased by the terrain in the German positioe’s, las noted
on the Terrain Effects Chart.

3. Check to see if your attacking units possesthallweapons
required to defeat the revealed German units andtergin
the hex. If a hero is participating, he may standdr one
required weapon.

4. Refer to the US Attack Table. Use the upperisedif the
table if you do not possess the required weaposs; the
lower section if you do. Locate the line corresgogdo the
numerical comparison of your attack strength to @@man
defense strength. Locate the column correspondinghé
disposition of the German units in the target haxit alone,
unit with unrevealed depth marker, or unit witheaked depth
marker. Cross-index row with column to find theaalt result.
Attack results are explained on the Attack Table.

5. Apply the attack result to the German unit aradkar in the



target hex, and to US units if called for. If therget hex
includes an unrevealed depth marker, the attacktresay
direct you to immediately reveal the marker, reclte the
weapon and strength comparison, and consult treclkifable
again.

8.31 An attack by more than one unit against a German-
occupied hex is resolved as a single attack. Aedstrengths
of all your participating units together to acqumesingle
strength total, and utilize all the weapons of yparticipating
units. If attacking through multiple hexsides, ddes the
attack happening through the hexside terrain tbateast
advantageous to the German defenddtsr example, if
attacking across a slope and shingle, use shirgléetermine
the German defensive advantage.

8.32 When attacking a WN position occupying two adjdcen
hexes, you attack only one hex at a time. The Genmits in
the other hex do not aid the defense in any wayardnot
affected by the outcome of the attack.

8.33 German Withdrawal. When a US attack defeats a
German reinforcement unit of the 3%2Division the unit
withdrawsinstead of being eliminated, if it can trace Gemma
communication at the moment of attack (see 12.21&n#3).
Place the withdrawn unit face down in the Division
Reinforcement Box (regardless of reinforcement Yype
Defeated units not eligible to withdraw are removeam
play. The following units are not eligible to wittaav:

 aWN unit,

« areinforcement unit in the 74@livision,

e aunit not in German communication.

8.34There is no “advance after combat” when a German un
is defeated — do not move your attacking units theovacated
hex.

See the color section for examples and illustrations of US
attacks.

8.4 Conducting a Barrage Action

A tank unit may conduct an action to barrage a G@&rm

occupied hex, if the tank unit is in range of bat adjacent to

the target hex, and either of the following arestru

e The tank unit occupies a hex in the field of firetloe
target hex.

* An undisrupted infantry unit occupies a hex in fied of
fire of the target hex. The infantry unit is coresield to be
observing for the tank unit. Observing is not cdesed
an action. If an infantry unit is observing for ttaek unit,
either the tank unit or the observing unit must ibe
command of an HQ or General.

If these conditions are met, draw a fire card agférrto the

US Barrage table to determine how the German posis

affected by the barrage. If the fire card does statw the

German position’s color or the barraging unit'gersymbol,

the barrage has no effect.

8.41 A barrage may be conducted by only one unit. Yay m
not combine the strengths of units into one barr&yaw a
separate fire card for every barrage you conductnét refer
to the fire cards drawn during the German Fire Phas
German-occupied hex may be the target of more than
barrage in a single US action phase, but may ndttaeked
and barraged in the same phase. A barrage agaimest & a
two-hex WN position affects only the units in tlaeget hex.

8.42 Barrage actions against German occupied hexef®n t
high ground are subject to the restrictions of ral&2. An
unrevealedeinforcement unit may not be barraged.

8.5 Naval Fire Markers

You receive naval fire markers as a result of egand draws.
You may expend a naval fire marker to conduct néivalas
part of a US attack, or to conduct a separate Nawdlery

Barrage.

8.51 Naval Fire in US attacks You may expend a naval fire

marker to include naval fire in any US attack if iafantry

unit participating in the attack has a radio onisommand of

an HQ (thus having access to the HQ's radio). I th

requirement is met, naval fire contributes to yattack in two

ways;

» the strength of the naval fire marker (9) is adtegiour
attack strength,

 the weapon requirements for naval fire, artillemyda
demolitions are met.

8.52 Naval Fire Barrage You may expend a nhaval fire
marker to conduct a naval artillery barrage agaiasy
German WN position (revealed or unrevealed) orrangaled
reinforcement position on the map, as long as astlene
undisrupted US infantry unit with a radio or in amend of an
HQ is in the target’s field of fire. If these regpments are
met, the German-occupied hex is barraged: placesrapted
marker on the unit in the hex. If a depth markenighe hex,
remove it from play. German units are not elimidabg naval
barrage. A reinforcement position with an unrevedierman
unit may not be the target of a naval barrage.

8.53 A naval artillery barrage is considered a fregoacand
may be performed at any time during the US Actidade.
However, a single German-occupied hex may not bgstuto
a barrage and an attack in the same US action phase

8.54 You may use a naval fire marker in the turn yotenee
it, or you may save it to use in a subsequent tGmce you
use the marker to conduct naval fire, discard theker.

9. GERMAN UNITS, DEPTH AND
REINFORCEMENTS

German units occupy German position hexes. A urdly m
occupy a German position hex alone, or with a depgnker



stacked beneath it. A unit and its depth markeresgnt a

single German force at the position.

At the start of play the only German units on thapnare
WN units, occupying WN positions; some WN unitgistéth
depth markers beneath them, some without. Duriray pl
additional German units and depth markers entey pta
several ways:

*  WN units without depth markers may gain them akedal
for by an event card draw or as the result of an
unsuccessful US attack.

* Reinforcement units may appear in reinforcement
positions, usually as a result of an event cardwdra
Initially, reinforcements are taken from the Taatic
Reinforcement Pool and placed without a depth nrarke
When the Tactical Reinforcement pool is empty,
reinforcements are taken from the Division
Reinforcement pool and are placgith a depth marker.

» Reinforcement units on the map without depth marker
may gain them as called for by an event card doavas
the result of an unsuccessful US attack.

9.1 Revealing German Units and Depth

Markers

German units and depth markers are initially plaocadthe
map face down (unrevealed). The general type of ani
marker is identified on the back of the counter. kmevealed
unit exerts a field of fire and may fire.

A German unit is revealed as the result of US astie
usually an attack (see Section 8). When a Germanisin
revealed, its depth marker remains unrevealed sath time
as the unit is subject to a sufficiently strong attack. At that
time the unit’s depth marker is revealed to addhi® unit’s
defense. Once a German unit or depth marker isatedgit
remains revealed until removed from the map, orl umt
combat result directs the unit to become unrevealed

9.2 Adding Depth to German Units

Depth markers are added to German units during ptayn
result of event card draws, and sometimes as dt recan
unsuccessful US attack (see the US Attack ResutigstC An
event may call for one depth marker to be added tmit
anywhere on the map, or for a depth marker to leddo a
unit in one sector, or for depth markers to be dddeunits in
both sectors.

Upon drawing a depth marker event, choose one Germa
unit without a depth marker and place a depth mdrkaeath
it. If there is more than one German unit withoutigpth
marker (on the map or in the sector indicated m ¢kent),
choose a unit based on the following priorities:

1. Choose the German unit closest in hexes to anitS
2. If two or more units are equidistant chooseuthi&

a. In a single-hex WN position;

b. Then in a two-hex WN position;

c. Then in a reinforcement position.

3. If there is more than one eligible unit of aegivposition
type, place the depth marker in the position witle t
lowest ID number. A German reinforcement position
without an ID number is considered to have a nundber
“0” for this purpose. If two or more positions hathee
same number, place the marker in the position thith
lowest letter.

A German unit must be icommunicatiorin order to receive a
depth marker (see 12.2). Disrupted units may recaidepth
marker. If a sector named in the event has no Geromét
eligible to receive a depth marker, place the depdker with

a unit in the other sector. If neither sector haglégible unit,
no depth marker is placed. A depth marker may belplaced
in a German position occupied by a German unit. tBep
markers never occupy a hex on their own.

9.21 Placing depth markers Upon selecting a German unit

to receive a depth marker, randomly draw a depttkendrom

the appropriate depth marker pool and place it &n¢he

unit, unrevealed.

For a WN unit, draw from the WN depth pool;

For a reinforcement unit in a building hex, drawnfr the
building depth pool;

For a reinforcement unit in any other type of hdsgw from
the mobile depth pool.

9.22 A depth marker may be placed with a German umit th
previously lost its depth marker due to US attackarrage.
There is no limit to the number of times a Germait may
lose a depth marker and receive another, as long iasin
German communication.

9.23 Some events call for the placement of a US Herban
German depth marker. Place the depth marker instmee
sector as the hero, if possible.

9.24 Depth marker depletion Later in the game, one or more

depth marker pools may become empty.

» If the WN depth pool is empty when a WN depth marke
is called for, chose a unit in a reinforcement posi
instead.

» If the Building depth pool is empty when a buildidgpth
marker is called for, take a mobile depth markstdad.

e If the mobile depth pool is empty when mobile depth
markers are called for, take no depth marker — the
Germans have run out of depth.

e If only one depth marker is available when two eated
for, apply the placement priorities to the entirapnnot
just one sector, to place the marker.

9.3 German Reinforcements Triggered by
Events

German reinforcement units enter play when an ecend
draw directs you to place German reinforcementspiecific



German zones. For each reinforcement called farbgvent,
draw a German reinforcement unit at random from the
Tactical Reinforcement pool. Place the unit facemaithout
a depth markem an empty German reinforcement position in
communicationin the zone listed in the event. Select the
specific position within the zone using the follogipriorities:
a position adjacent to a US unit. Place in the kwe
numbered position if two or more are adjacent.
a position within two hexes of a US unit. Placé¢ha lowest
numbered position if two or more qualify.
The lowest numbered position.

9.311f the Tactical Reinforcement pool is empty, drawrat

from the Division Reinforcement pool instea®ivision

reinforcement units enter play with a depth marker Once
you have determined the reinforcement unit's positdraw a
depth marker from the appropriate depth pool (lgdor
mobile) and place it beneath the reinforcement unit

9.32Reinforcement units entering play via an evenidnzay
not be placed on German reinforcement positionbowit an
ID number. WN positions do not receive reinforcemeamits.
A reinforcement unit may not be placed in a positidready
occupied by a German unit.

9.33A German position must be in communication in otde
receive a reinforcement unit (see 12.2). Note that
unoccupied German position may be adjacent to USS and
still be in communication, and thus eligible to ere a
reinforcement. If no positions in a given zone daace
communication, the reinforcement unit for that zaloes not
appear.

9.34 If the Tactical Reinforcement pool and Division
reinforcement pool are empty when a reinforcemenit is
called for, the reinforcement does not enter playou run
out of reinforcements during a multiple-reinforcemhevent,
apply the priorities of 9.3 to the entire map ttedmine which
zones receive the available reinforcement units.

9.4 German Tactical Reinforcements

triggered by a WN Depth Marker

A German reinforcement unit enters play when yoteat a

WN depth marker readingactical ReinforcementAt the

moment this happens, immediately conduct the falgw

* Remove the depth marker from play.

« Draw a reinforcement unit from the Tactical
Reinforcement pool and place it in the unoccupied
German reinforcement position nearest to the WN
position from which you removed the depth markegre
if that reinforcement position has no ID number.

« If two or more positions are equidistant, place the
reinforcement in the position closest to a US unistill
equidistant, place the reinforcement in the lower
numbered position.

9.41 For purposes of placing a reinforcement triggengda
WN, a reinforcement position without an ID numbéor (
example, in hex 0828) is considered to have anubber of
0. The restrictions of 9.33 apply to reinforcemdritggered by
a WN.

9.42 A reinforcement triggered by a WN may only be take
from the Tactical reinforcement pool and is plaggthout a
depth marker. If the pool is empty, the reinforcatmdoes not
enter play.

9.5 Releasing Kampfgruppe Meyer

The Kampfgruppe Meyer box holds German units thetew
historically available for commitment to Omaha Beduut
were diverted elsewhere by 352nd Infantry Division
command. These units are available to be taken as
reinforcements only if you draw the Kampfgruppe ey
event. Each time you draw the event, randomly $eflamer
units and two depth markers from KG Meyer. Plaa uhits

in the Division Reinforcement pool and the depthkaes in
the Mobile Depth box. Those units are subsequetityble to
enter play as called for by events and actionall Ieight KG
Meyer units are released, subsequent KG Meyer svaire
ignored.

10. US ENGINEER BEACH
OBSTACLE DEMOLITION

Engineer Demolition teams land with the first wavies
destroy beach obstacles and mines that might gmweltS
forces landing later in the morning during mid drigh tide.
These teams are not represented by counters igatine, but
their vital mission to clear the beach is. Most +tidd
waterline beach hexes contain beach obstacle sgmblaitil
engineers clear the obstacles, units landing isettiexes may
suffer loss due to mine explosions (5.14).

10.1 Clearing Beach Obstacles

During the Engineer Phase of each turn beginnirtg Wurn
2, you mayclear obstacles in one or two beach obstacle hexes
in each sector, but only in hexes that are nobénfield of fire
of any non-disrupted German positions whose copgrears
on the fire card you drew for the sector for therent turn.
Example: The colors on the fire card drawn for tBast
sector this turn are red, purple and blue, and n&N W
positions are eliminated or disrupted during thegireer
Phase. You may clear obstacles from hex 0612 -erthe
beach obstacle hex in the East sector without divés of
those colors. If the same card were drawn when WN 6
(purple) has been eliminated or is disrupted, yauld be
able to clear any two hexes from hex 0606 to O612ach
obstacles
10.11 Cleared Markers Place a cleared marker to indicate
that the obstacles in a beach hex have been cleArethe
game progresses and you clear several hexes iw,ayou



may avoid “counter clutter” by using just two markeo
indicate an uninterrupted row of cleared hexescelthe two
markers in the hexes at either end of the row arehbthem
so their arrows point toward each other, as showrthie
diagram. This indicates that those two hexes anth@alhexes
between them have been cleared.

10.12 Tidal Limits. During low-tide turns (2-6) engineers
may clear up to two hexes per sector per turn.igumid-tide
turns (7-15) engineers may clear just one hex petos per
turn. During high tide turns (16-22), no hexes rhaycleared.

11. US HEROES, HEADQUARTERS
AND GENERALS

Key US individuals and command formations are regnéed
by hero markers, HQ units and General countersoéseHQs
and Generals are collectively referred tolesders Leaders
do not count against stacking limits and do notspes steps.
Any number may occupy a given hex.

11.1 Heroes

Heroes are individual soldiers and low level officavho
performed above and beyond the call of duty, insgitheir
fellow soldiers with initiative and courage in tHace of
overwhelming danger. The story of Omaha Beach desu
numerous instances where an individual or smalugrof
soldiers turned the tide. By the actions of sudtisrs, the US
forces prevailedDDOB includes counters naming some of
these men in each division. The names on the Heuoters
are included for historical interest only. All hemzarkers are
identical in capability.

11.11 Hero Entry. A hero enters play each time you draw the
Hero event. Place a hero marker on a US unit of youiceho
in the division listed in the event. A hero is calesed part of
the unit to which you assign him and may not besfarred to
another unit and may not be alone in a hex. Kedyera’'s
marker directly on top of his assigned unit. Whamé with a
hero is eliminated, the hero (or inspired markes) ailso
removed from play.

11.12 Hero Free Action A unit with a hero may perform an
action for free in the US action phase. The fregoacis
conferred only on the individual unit, not all it the hex.

11.13 Hero Attack Wild Card. A hero with a unit attacking a
German unit from an adjacent hex provides the lattaith
one of the following benefits:

When checking to see if you have the weapons reduio
defeat the German position the hero counts as enéred
weapon of your choice, other th#ianking or

When calculating and comparing your Attack strergtihe
German defense strength, you may use the heratease
your strength by 1.

11.14 Hero Sacrifice A hero may be killed by German fire

(see 11.4). You may also voluntarily sacrifice aoha the
following circumstances to save a unit: If a hexavith aone-
step unit that must take a step loss as a result om@erfire,
you may choose to sacrifice the hero instead ofiekiting the
unit.

11.15 Inspired Units When a hero is killed by German Fire
or voluntary sacrifice, his marker is flipped over the
inspiredside and remains with his unit as long as the iariit
play. A unit with an inspired marker may perform agtion
for free in each US action phase. An inspired aioies not
receive the hero’s attack wild card bonus.

11.2 Headquarters

The headquarters for each of four infantry regirmeate

represented by HQ units, each comprising the regfise

commander, his staff and equipment.

Each HQ unit has the following capabilities:

 An HQ may move one hex during the US action phase a
a free action, within the restrictions of the tarraffects
chart (see 7.5).

* An HQ commands all US units in the HQ unit's hexlan
all adjacent hexes at the start of the US actioaseh
regardless of the units’ designations.

e A unitin command of an HQ may perform an action fo
free.

* A unit that attacks a German position from an agljc
hex while in command of an HQ is considered to psss
a radio.

« An HQ may enable tank, anti-tank, anti-air or &t}
units in its command to conduct ranged fire (sé¢. 8.

e Starting with Turn 17, an HQ may establish a comunan
post to increase the range of its command.

11.3 Generals

Two US Generals landed at Omaha Beach on the ngpmwiin
D-Day, leading, motivating and inspiring units tcowe and
attack their way off the beach. Brigadier Generabridan

“Dutch” Cota, assistant commander of the "23ivision

landed at 0730 hours followed an hour later by ifglivision

counterpart, Brigadier General Willard Wyman.
Each of these leaders and their aides are repezsbyta
counter with the following capabilities:

* A general may move one hex during the US actiors@ha
as a free action, within the restrictions of theraim
effects chart.

« A general commands all US units in his hex and all
adjacent hexes at the start of the US action phase,
regardless of the unit’'s designation.

* A unit in command of a general may perform an actio
for free.

* A general may enable a tank, anti-tank or antidait in
his command to conduct ranged fire (but not arlenyi



unit, see 8.1).

11.31A general may be in a hex by himself, or may staitk
any US units. The presence of a General alonehaxadoes
not inhibit German fire or communication in any wdf a
General is the sole occupant of a German positibenwa
German unit is called to be placed there, placeuthie and
remove the General from play — he has been captured

11.4 German Fire against Leaders
A hero, general or HQ may be hit by German fireiryr
the German Fire phase. If a fire card includes araa
position color with a star, a position of that goio the
sector may hit a leader in its intense or steadid fof
fire.

If a hero is hit, he is killed; flip his marker tbe inspired
side.

If an HQ is hit, it is disorganized and will takense time to
re-establish command. Remove the HQ from the mabp an
place it two turns later on the turn track. Thet il re-
enter play via beach landing.

If a General is hit, he is lightly wounded; flipshtounter
over. Being lightly wounded does not affect a Gatier
capabilities.

If a lightly wounded General is hit, he is killeBRemove his
counter from play.

11.41Select a leader to take a hit only after assigiig to
other eligible US units, regardless of the typefiod in the
leader's hex. If the number of other units eligildde be hit
equals or exceeds the German position’s hit lithg, leader is
not hit.

11.42 Leaders do not become disrupted by German fire,
although the units they are stacked with may.

12. CONTROL AND
COMMUNICATION

Each US unitontrolsthe hex it occupies and some US units
control adjacent hexes. German units do not cohieges per
se; they affect nearby hexes through their fieltigire. US
control affects whether German communication catrdeed

to a German position or hex. German fields of fiféect
whether US communication can be traced to a USaurhiex.

12.1 US Control
A US unit of any of the following types controlsetthex it
occupies.

« Infantry with one step

e Artillery, anti-tank, and anti-air units

e Headquarters
Command posts and engineer bases (in the extesdeel) g
A US unit of either of the following types contrdlse hex it
occupies and the adjacent hexes around it, e\digriipted:

e Infantry with two or three steps

e Armor (of any step level).
Generals and Heroes do not control hexes.

12.11 A US unit in a beach, pavilion or draw hex does$ no
control adjacent hexes on the high ground. Thersevis not
true; a US unit on the high ground capable of alirig
adjacent hexes controls adjacent beach, paviliah cdnaw
hexes.

12.2 German Communication
A German position must be in communication in ottder

* receive a reinforcement unit;

* receive a depth marker;

e withdraw after being defeated by a US attack;

« perform certain actions in the extended game.
A German position is in communication if you caace a path
of hexes of any length from the position to anyt dxx (A
through G). The path may not pass through any hexes
occupied or controlled by US units. FurthermoreG@man
communication path may not pass through a beachohex
pavilion hex adjacent to a beach hex. Furthermar@&erman
communication path may not pass through a roughdnex
pavilion hexes adjacent to a beach hex.

12.21 A German unit in a hex adjacent to a US unit negat
US control of that hex for purposes of tracing Gamm
communication through the hex, including tracing
communication for the German unit itself.

12.22When tracing communication to an unoccupied German
position (for example, to determine if a Germamfia@icement
may be placed there), the position’s hex itself banin US
control and still be in German communication, if a
communication path can be traced.

12.23 German Bocage Communicatian A German
reinforcement position occupied by a German uniy tmace
communication throughone bocage hex adjacent to the
position, even if that hex is controlled (but netopied by) a
US unit. This special ability applies only to onechge hex
adjacent to the tracing position; thereafter, comication for
the position must be traced normally. This abilityespecially
helpful to units of the 389 division attempting to withdraw
after being defeated by US attack. This abilitysioet apply
to WN positions or to unoccupied reinforcement poss.

Example: Although the German reinforcement unithwét
strength of 4 is surrounded by hexes in US conitds, still

in communication because it can trace bocage
communication through 1316 (out through 1416). The
strength German unit cannot trace communicatiohe-tivo
bocage hexes adjacent to it are themselves surmeifny
US control, preventing tracing of communication dey
the first bocage hex.

12.24 Communication status of German positions is



established at the beginning of the German Fires®tend
does not change throughout the phase. A positianobu
communication at the start of the phase remains ajut
communication throughout the phase, even if Gerrfign
reduces or eliminates US wunits that were blocking
communication. During a US attack, German commuigina
status is determined at the moment of attack.

12.3 US Communication

US units are not affected by being in or out of cwmication
during the game. At the end of a scenario, US conication
is required in order to control hexes for victoryrjposes.

« A hex is in US communication if you can trace ahpat
hexes of any length from the hex to any beach hex.
The path may not pass through any hexes occupied ioy
the field of fire of a German unit.

The path may not be traced through a rough heraatbor
a bluff or cliff hexside.

12.31US communication may not be traced into or throagh
hex in the field of fire of a German unit even lifat hex is
occupied by a US unit. A German position’s field foke
extends into all hexes with fire dots emanatingmrthat
position, even if the German unit occupying theitpms is
disrupted. An empty German position has no fieldimef for
purposes of tracing US communication.

13. WINNING AND LOSING THE
FIRST WAVES

Play of theFirst WavesScenario continues until one of your
US divisions sufferscatastrophic loss— ending the game
immediately — or until Turn 16, at which point yaonsult
these victory conditions to determine if you winlase.

13.1 Catastrophic Loss
Catastrophic loss represents a level of casuakiegreat that
the division’s fighting capability has been effeety
destroyed. Historically, as D-Day unfolded on Omd&weach,
the US high command struggled to gather reliabferimation
on US losses (lots of news) and US successes (étls), and
came close to closing the beach to further landihg$DOB,
catastrophic loss is the threshold at which sucldezision
might have been made.
If either US Division suffers Catastrophic loss, yo lose the
game. Catastrophic loss is defined as eight regulamfantry
units of the division reduced to one-step or elimiated.
During play, each time one of your regular infantnjts
loses its second step and is replaced with a apetstit, place
the counter for the full-strength unit in the InfignLoss box
for the unit’s original division. If the number offantry units
in a division’s loss box reaches eight units, théstbn suffers
catastrophic loss.

13.11Eliminated ranger infantry units and non-infantnyits

are not placed in the loss box and do not countatdw
catastrophic loss.

13.12Later in the game, certain event card draws ailowto

add steps to reduced infantry units in play byrtgka counter
from an Infantry Loss box. This event reduces ymsses
toward suffering catastrophic loss.

13.2 Determining Victory

If neither US division has suffered catastrophislby the end
of Turn 16, determine if you have wdrhe First Wavedy
adding up Victory Points.

You earn Victory Points for the following:

« 1 VP for each WN position you control. A WN
position occupying two hexes is worth 2 VP (but is
worth no points until you control both hexes).

e 1VP for each German reinforcement position you
control (including positionaot marked “VP”).

* 5 VPs for each draw under your control.

You win the game if you have 19 or more Victory Paits.

13.21 Controlling Draws There are four draws — or small
valleys — leading inland from Omaha Beach. Condfdhese
draws was vital to the US ability to move vehictesl heavy
equipment off the beach. You control a draw if itdl draw
hexes south (inland) of the anti-tank barrier atrtiouth of the
draw are in US control.

13.22 A hex is considered in US control for victory pbin

purposes if the hex is occupied or controlled tySunit, and

is in US communication, and is not in the fieldfoé of a

German unit, including disrupted German units (524 and

12.3). Occupation or control of the hex by a USt uminot

enough for victory point purposes—the hex must alssafe

from German fire.

e A hex is also considered in US control for victory
purposes if US communication can be traced to @& an
German communication cannot, and the hex is na in
German field of fire — basically, the hex is behs&ture
US lines.

14. INTRODUCTION TO THE
EXTENDED GAME

If you are playing the scenario D-Day at Omaha Beac
Beyond the Beach, use the rules for the extendedega
(sections 14-20) beginning on Turn 17. The rulesentions
1-13 remain in force, unless specifically superdedg the
extended game rules.

In the extended game the time scale shifts from 15
minutes to 30 minutes per turn, affecting severamg
functions:

* You draw two event cards per turn.
» German units may hit more targets when they fire.
*  You may perform three actions per division per turn



instead of two.

e US infantry and armor units may sometimes move more

than one hex in a single action.
* You may eliminate a German unit and its depth nrairke
a single US attack.
German and US forces gain additional capabilitiegirming
on Turn 17, to reflect the shift in battle from theach and
bluffs to the villages and bocage of the high gahun
» German positions may perform actions other thandfiat
US units.

* Unoccupied WN positions may be re-occupied by

German units.
e US artillery units may conduct the barrage action.

* US headquarters units may establish command posts t

increase the range of their command.

e You may place engineer bases on the beach to clear

obstacles to non-infantry movement and to direaffitr
off the beach.

14.1 Changes to German Fire

14.11 German hit limit doubled when firing The limits of
6.31 are doubled in the extended game. For exartipehit
limit of a German position occupied by a singletunthout a
depth marker is two US units, and the hit limiteoposition
with a unit and a depth marker is four.

14.12 No US step loss limitA US unit may lose more than
one step in a single German Fire Phase when Hirdyrom
more than one German position. The limits of 6.34 rmbt
apply in the extended game. However, a US unit lnsg no
more than one step by fire from a single positioraisingle
phase.

14.2 Optional Early Implementation of
German Actions
Experienced players may wish to implement the foihg
rule adjustment to increase the realism and chgdiesf the
game. This adjustment is recommended only for ptayého
have won the extended game.

Implement the rules foGerman Actions (all of Section
16) beginning on Turn 12. All other extended gam&es
commence on Turn 17.

15. EXTENDED GAME SEQUENCE OF
PLAY

The sequence of play in the extended game folltvsbasic
structure of the sequence of play in rules secBpwith the
modifications and additions noted below.

I. US Amphibious Operations Phase

As in the basic sequence of play.

II. First Event Phase
Draw an event card and implement the event listedttie

current turn. Skip on Turn 32.

lll. German Fire Phase

As in the basic sequence of play, with the addittbat
German positions may perform actions other thaimdiras
indicated by German action letters on the fire sard

IV. Second Event Phase

Draw another event card and implement the evetddi$or
the current turn. Skip on Turn 32.

V. US Engineer and HQ Phase

Place engineer bases in eligible beach hexes aneaise the
operational range of previously placed engineeredasee
19.1). Place garrison markers (19.3).

Convert HQ units to command posts and increase the
command range of previously established commants gsse
18.1).

VI. US Action Phase

As in the basic sequence of play, except each idiviss

allowed three actions per turn. In addition, the situations in

which US units may perform actions for free is exgred to

include the following:

e units within the command range of an HQ Command
Post,

» units performing a movement action in beach, pawilr
draw hexes within the operational range of a USraey
base.

VII. End of Turn
As in the basic sequence of play.

16. GERMAN ACTIONS

In the extended game, German positions may coraktiitins
other than firing, as called for by action lettappearing with
the position colors on the German Fire cards. Actimay be
performed by German-occupied positions with ancheuit
US units in their fields of fire. In some casesgrunoccupied
German positions may perform actions. Action Isttstand
for a variety of actions, depending on the situataf the
German position.

Procedure When you draw a fire card, check all the

following types of German positions in the sectoatching

the colors on the fire card to determine if eactesfior

conducts some other action:

e every occupied WN and reinforcement position,

e every unoccupied WN position in German
communication,

e every unoccupied reinforcement position within two
hexes of a US unit and in German communication.

For each position, refer to the German Action sunyynaoss-

referencing the type of position with the symbdatée on the



fire card to determine if the position conducts thetion

represented by the letter, or if it fires normally; if it

conducts no action. If a check results in fire atiam,
implement its effects immediately, before checkimg the
next position. You may check the positions withiseztor in

any order you wish. To make sure you miss no positi a

methodical approach is suggested, such as cheokitgpied

positions in one sector from left to right, thenoooupied
positions.

German Positions that do not perform actions. The

following German positions do not conduct any tgpection,

and so are not listed on the German Action Summary:

* An unoccupied position not in German communication;

* An unoccupied reinforcement position more than two
hexes from a US unit;

» A position occupied by a disrupted German unitthié
position’s color appears on the fire card, theujition is
removed after resolving German actions.

As explained in 6.3, a single color symbol on tive tard

indicates that positions of that color perform asticm if

occupied by a German unit, with or without a deptrker. A

double color symbol indicates that positions ofttlalor

perform an action only if occupied by a unit anddepth

marker (Exception: 16.21).

An unoccupied position may perform an action allowe it

by the German Action Summary, regardless of whether

the color symbol is single or double.

See the color rules sections for examples of German Action

Determination.

Sequencing Actionsln the rare event that the sequencing of
German Actions affects play, conduct the actiontlier higher
numbered position first. If the same number, conhdhe
action for the higher lettered position firBbr example, if two
positions are eligible to perform the Reinforce ide} and
only one reinforcement unit is available, the highambered
position would receive the reinforcement.

16.1 Re-Occupy Action
Eligible position: Unoccupied WN position in German
communication.

If a WN position selected to perform this action is
unoccupied by US and German units and can tracen&er
communication, randomly draw a previously elimimai&/N
unit without artillery and place it on the positiéace up If
there are no such units available, the unit do¢sppear. The
WN does not fire in the Fire Phase it is re-occdpie

16.11 Only one hex of a two-hex WN position need be
occupied by a US unit to protect the position froe
occupation. If both hexes of a two-hex WN positiare
eligible for re-occupation, place re-occupying gnih both
hexes.

16.12If there are more WN positions eligible for reopation
than available WN units, place the units in thedsethat are

closest to US units.

16.2 Re-Supply Action
Eligible position: Occupied reinforcement positiaiith US
units in its field of fire.

If the position is in communication and the Gernuenit
there has no depth marker, draw a depth marketh®unit.
Then conduct fire. Include the depth marker wheterdgning
whether the position is eligible to fire.

If the position is not in communication or alrealdlys a
depth marker, conduct fire.

16.21 A position with a lone German unit conducts the Re
Supply action even if the action card shows a douddlor
symbol for the position.

16.3 Redeploy Action
Eligible position: Occupied reinforcement positionGerman
communication with no US units in its field of fire

The German unit in the position redeploys if an
unoccupied reinforcement position in the same sdws US
units in its field of fire and is in German commeation. If
these conditions are met, move the unit and itshdeyarker
(if any) to the empty reinforcement position. If ele
conditions are not met, the position conducts rimac

If more than one empty reinforcement position méets
requirements, move to a VP position, then to theelo
numbered position, then to the position with mof dtrength
points in its field of fire. A position with no IDumber is
considered to be numbered “0” for this purpose.

16.31 A German unit in a VP position may only redeploy t
another VP position. If no such position is avdialo not
redeploy from a VP position.

16.32A German unit that redeploys does not fire in $hene
German Fire Phase.

16.33In the rare event that two German units would péuie
to the same position in the same Fire Phase, thieiruthe
higher numbered position redeploys first.

16.34 If a unit with a mobile depth marker redeploysao
position with buildings, or if a unit with a buildyj depth
marker redeploys to a position without buildingsjap its
depth marker for the other type, if available ia gool.

16.4 Reinforce Action
Eligible position: Unoccupied reinforcement positioin
German communication and within two hexes of a U u

If the position is a VP position, place a reinfarant unit
with a depth marker in the position.

If the position is not a VP position, and has U8auim its
intense or steady field of fire, place a reinforestunit with
a depth marker. If a non-VP position only has U8suim its
sporadic field of fire or has no units in its fiedd fire at all,
conduct no action.



The unit does not fire in the German Fire Phasehith
it is placed.

16.5 Mortar Action
Eligible position: Occupied position with no US tmin its
field of fire.

The German unit fires mortar shells at US unitsopelyits
field of fire but within the position’snortar range
Reinforcement Position Mortar Range all hexes within
three hexes of the position may be hit by morta. fi
WN Position Mortar Range: all beach hexes and pavilion
hexes adjacent to beach hexes witfie hexes of the WN
position; all draw and high ground hexes withiro hexes of
the WN position.

Treat all hexes within the position’s mortar rarageif in
the position’ssteadyfield of fire. US units (including armor)
with the target symbol indicated on the fire card hit and
lose a step, but are not disrupted.

* Mortar fire from a German position with a depth kear
may hit up to two US units.
* Mortar fire from a position without a depth markets just
one unit.
o If the number of eligible US target units exceeds
the mortar fire limit, choose units with the most
steps. If steps are equal, you choose the target.

16.51 If no US units with the target symbol shown on the
German fire card are within mortar range of theitpmg the
position conducts no action.

16.6 Patrol Action

Eligible position: Occupied reinforcement position.

The position does not fire. Instead it conductsbpsoand
quick attacks to scout and harass the enemy. Rliscepted
markers on every US unit, regardless of target symin
hexes in the position’s intense and steady fieldiref(not in
hexes with sporadic fire dots).

* If there are no US units in the position’s intensesteady
field of fire, place a disrupted marker on just @@ unit
within three hexes of the position. If more thare duS
unit is within this range, disrupt the closest uttien the
unit with the target symbol shown on the fire caftn
with the greater attack strength. Your choice iésgths
are equal.

* If no US units are within three hexes of the German
position, the position conducts no action.

16.61 HQ units and generals are not disrupted by patrol
actions.

16.7 Artillery Fire Action
Eligible Position: Occupied WN position with no Ufits in
its field of fire.

If the WN position has artillery (88 or 75 calibeone US
unit is hit. Choose a US unit in either sector witle target

symbol shown on the fire card to lose a step, nfdtlowing
priority:

1. An infantry unit of your choice in a beach lamglibox.

2. A non-infantry unit in a beach hex.

3. A non-infantry unit in a beach landing box.

4. An infantry unit in a beach hex.
If you need to select from among units within orfettese
priorities, select a unit in the WN position’s s&ctthen select
the unit with the most steps. If a choice still eéns, you
choose which unit is hit. If there are no US ueligible to be
hit, the position conducts no action.

A WN position need not be in communication to cortdu
this action, but must possess 88 or 75 calibelemsti The
rocket artillery unit in WN 69 is not eligible.

16.8 Advance Action

Eligible position: Occupied reinforcement position.

Under certain circumstances a German unit may attem
to move from the position it occupies to the positpointed to
by the directional arrow in the unit's position,eevif the
destination is occupied by US units.

» If an occupied German position has advance arrow
pointing toward a position that is not occupied hy
German unit, check to see if the ualitemptso advance.

» If an occupied German Position does have an advance
arrow, or if it has an arrow pointing to a positialneady
occupied by a German unit, the position fires ndyr(#
US units are in its field of fire) or conducts nctian (if
no US units are in its field of fire).

16.81 Advance Attempt Check

The unit attempts to advance if any of the follogvapply:

* No US units are in the unit’s field of fire; or

« The unit is revealed, and is from the ¥b@ivision, and
has a depth marker; or

* The unitis unrevealed and has a depth marker.

The unit fires if US units are in its field of firend either of

the following apply:

« The unitis from the 738division, or;

e The unit has no depth marker.

16.82 Advance Procedurelf the conditions for attempting to
advance are met, determine if the German unit Is &b
advance from its current position to its destinafiosition.

1. Determine the route of advance. Choose the aiadgrom
among these three that corresponds to the relitoation of
the unit's position and the destination positiontsfadvance.
All the hexes in the selected diagram make up teer@n
unit's route of advance

2.1f no US units are in the route of advance (im.amny of the
hexes in the selected diagram), the German unitrambs;
move it (and its depth marker) to the destinatiasigon.



Otherwise, if there are any US units in the routadvance,

proceed to step 3.

3. Disrupt US defenders. Place disrupted markersthen

following US units in the route of advance:

e All units other than infantry and tank units;

« All infantry and tank units with a target symbol tectsing
the current fire card.

4. Determine the effective US defense. Add up tihength

ratings of all non-disrupted US units in the roofeadvance.

Double the strength of US units in building and dgpe hexes

when doing this calculation.

» If the US strength is seven or more, the Germamacky
is repulsed. The German unit stays in its curresitjpn
and does not fire.

» If the US strength is less than seven, the Gerrdaaree
is successful. Remove one step from a US unit of yo
choice in the route of advance and move the Gemumén
and its depth marker to the destination positidnthé
destination position is occupied by US units, mtheUS
units to an adjacent hex of your choice that isindhe
route of advance. Any other US units in the roufe o
advance are not moved.

16.83 If a unit with a mobile depth marker advances to a
position with buildings, or if a unit with a buildy depth
marker advances to a position without buildingsapwts
depth marker for the other type, if available ia gool.

16.84If a US unit defending against a German advanseaha
hero marker, increase the strength of the unitri®; after any
adjustments for terrain.

16.85Advance actions are considered to occur afteotakr
German actions in the Action Phase. The advananitggains
the benefit of any disruption or step loss inflitten US units
in its route of advance by other German units enghase.
See the color rules sections for an example of the German
Advance Action.

16.9 Ambush Action

Eligible position type: Unoccupied reinforcementsipion in
German communication and with US unit in its fiefdire.

The ambush action is conducted by anoccupied
German position and represents fire from a recdaring
force or small resistance nest. An ambush is reslobsing the
Ambushcolumn of the German Fire Chart. An ambush hits
one US unit with the indicated target symbol inex lin the
position’s intense field of fire; the US unit losestep. If there
are no such units, the ambush disrupts one USwitiit the
indicated target symbol in a hex in the positiosteady or
sporadic field of fire.

16.91 No more than one US unit may be affected by an
Ambush from a single position. If more than onet with the
indicated target symbol is eligible to be hit, seléhe unit

closest to the German position, then the unit witbre steps.
If steps are equal, you choose.

17. ADDITIONS TO US ACTIONS

The extended game introduces several enhancenenis t
capabilities:
Each division may perform three actions per US dicti
Phase, instead of two.
US infantry, leaders and tank units may be abladoe more
than one hex when conducting a movement action.
US artillery units may barrage German positions.

17.1 Infantry and Leader Two-Hex
Movement
US infantry and ranger infantry units, HQs and Galse
performing a movement action may move two hexes. An
infantry/ranger unit may move two hexes as long dees not
enter:
» a Bocage hex, unless the hex is entered by a notdilp
or
* a hex in thentenseor steadyfield of fire of an occupied
and undisrupted German position.
In other words, an infantry/ranger unit enteringatage hex
(not by road/trail), or a hex in intense or stefidy may only
move one hex. An HQ or general may move two hexes
without restriction, but may not enter or cross hibided
terrain.

17.11 An infantry/ranger unit conducting the climb actito
cross a bluff hexside does not receive a climb erark
However the unit may only move that one hex. A &rad
crossing a bluff may move two hexes.

17.12When an infantry/ranger unit conducts the climbaoac
to climb a cliff, initiate the action by moving thenit across
the cliff hexside and placing a climb marker on tineit
(instead of aclimb cliff marker). In the next turn, conduct a
free action to remove the climb marker.

17.2 Tank Road Movement

Tank units may move more than one hex if movinghglo

roads.

» A tank unit beginning its move on a secondary rosy
move up to two hexes along secondary and majoisroad

* A tank unit beginning its move on a major road may
move up to four hexes along major roads.

e A tank unit must stop its move upon entering a imethe
intensefield of fire of an occupied German position. A
tank unit need not stop in a hex in a steady oragpo
field of fire.

17.21In order to move more than one hex along a roaalnla
unit must begin its move in a road hex and enteeseia a
connecting road throughout its move.

17.22Mined roads and trails may not be entered atyatahks



until they have been cleared by engineer basesl&8ag

17.23 Artillery, armored artillery, anti-tank, anti-aiand
armored anti-air may move only one hex per turn.

17.3 Artillery Barrage Action.

An artillery or SP artillery unit may conduct antiao to

barrage a German-occupied hex, if all the followdogditions

are met:

* The artillery unit is in range of but not adjaceatthe
target hex.

« The target hex contains a WN unit (revealed or
unrevealed) or a revealed reinforcement unit. An
unrevealed reinforcement unit may not be barraged.

e The artillery unit is in command of an HQ or CP t(mo
general).

e The artillery unit or an undisrupted US infantryitun
occupies a hex in the field of fire of the targehThis
unit is considered to be observing for the arlenit.

e The observing infantry unit (if any) is in commaofithe
same HQ or CP as the artillery unit.

» If the artillery unit is not armored, it may not bea hex
in a German field of fire—meaning that the unit mnuse
an infantry unit to observe.

» The high ground ranged fire restriction appliesutillery
barrage (8.12); that is, an artillery unit in a tiegpavilion
or draw hex may only barrage a German position that
projects a field of fire into at least one beack. he

If these conditions are met, draw a German Fird aead refer

to the US Barrage table to determine how the Genpaaition

is affected by the artillery barrage. The limitagoof 8.41

apply.
18. COMMAND POSTS (CPs)

You may convert your HQ units into command postangu
the US Engineer and HQ Phase on Turn 17 or aft€PAnay
not move but it gains aommand rangehat increases over
time, enabling it to command US units up to fouxdseaway.

18.1 Establishing a Command Post

An HQ unit may convert to a CP in any hex thatas in the

potential field of fire of any German position. af German-

occupied position or an unoccupied position in Garm
communication projects any fire dots into the HQ&x, the

HQ may not convert into a CP there.

To establish a Command Post, flip an HQ unit toOB
side during the US Engineer and HQ Phase and pteee
matching command range marker in the first spacehef
Command Range track. Doing this is not consideredcsion.

18.11 Abandoning a Command PostYou may revert a CP
to a regular HQ unit during tH8S Action Phasey flipping it
over and performing an HQ movement action. If yausw,
remove the corresponding command range marker fran

command range track.

18.2 Command Range

When you first establish a CP it commands US unitts hex
and any adjacent hexes, like an HQ unit. The inifiacement
of the CP’s command marker on the command trackvsho
this capability — aaommand rang®f one hex. In subsequent
turns you may increase the CP’s command range nBuhie
US Engineer and HQ Phase you may advance the mfanker
an already established @Respace along the command range
track, as long as the CP’s hex is not currentlyhia field of
fire of any occupied German position.

18.21As many as four command range markers may occupy
the command range track (one for each US HQ irgtme),

and every marker may be advanced along the trackglthe

US Operations Phase, if eligible.

18.22 Some command range values are repeated on the
command track. For example, command range 3 appears
three boxes in a row, meaning that it takes at lmee turns

to increase a CP’s range from 3 to 4.

18.3 Capabilities of Command Posts
A CP commands all the US units within its curreamnenand
range. For example, a CP with a range of three camdsall
US units within three hexes of its hex. This ramgeounted
by including the hex occupied by the unit to be omanded
but not the CP’s hex.

Units within a CP’s command range receive all the
benefits of being in command of an HQ including:

* Free actions

* Radios

» Tank and artillery ranged fire coordination.

18.31 Command range may be counted through hexes in
German fields of fire but not through German units.

18.32A CP in the field of fire of an occupied Germanitios
may not command US units. In such a situation, @s
range marker retains its current position on thenroand
track, but its range may not be increased.

18.33A CP is considered a leader and may be hit by @erm
fire. If a CP is hit, it immediately reverts to &Q unit; flip
the unit to its HQ side and remove its command eamgrker
from the command track. A command post is not elated
by German fire.

19. ENGINEER BASES

Beginning with Turn 17, four engineer bases (twor pe
division) are available to you. Engineer bases asgmt
combat engineers and Engineer Special Brigadesppostu
troops that facilitate the movement of units ofé theach and
up the draws, by directing traffic, garrisoning reaeas, and
clearing obstacles such as the shingle, anti-tatdhes and
walls, and mined roads.



You may place Engineer bases in beach hexes dtireng
US Engineer and HQ Phase. Once placed, an endiaser
does not move but projects an engineer range tita¢ases
over time, facilitating the safe movement of UStsiroff the
beach and through the draws, and guarding previdagen
German positions.

19.1 Establishing an Engineer Base

An engineer base may be placed in any beach heitsin
division’s sector that is not in the potential ief fire of any
German position. If a German-occupied position or a
unoccupied position in German communication prgjeuty
fire dots into a beach hex, the Engineer base nwybe
placed there.

It is suggested that you place each engineer base i
beach hex near a different draw, so that each jpagects its
engineer range up a different draw as its rangeeases. Upon
placing an engineer base on the map, place thehingtc
engineer range marker in the “0” space of the EgwjirRange
track. Once placed, the base may not be moved.

19.2 Engineer Range

When you first place an engineer base it has ameegrange
of “0”, as shown by the initial position of the less engineer
range marker on the engineer track, meaning trattse’s
capabilities operate only in the hex it occupiessuibsequent
turns, you may advance the marker along the tdkarease
the operational range of the engineer base.

During the US Engineer and HQ Phase you may advance
the engineer range marker for one already estalishgineer
base per US divisioanespace along the engineer range track,
as long as the engineer base’s hex is not currentlthe
potential field of fire of any German position.

19.21 Divisional Engineer Operation Limit. You may only
place one engineer base or increase one base's ey
division per turn. You may not advance an enginagige
marker in the same turn you place a new enginess fua that
division.

19.3 Capabilities of Engineer Bases

An engineer base’s range represents the area chvghipport
troops are operating and work has been completéatiiiate
the safe movement of US troops and vehicles. A# th
following benefits are in force within an engind&se’s range
of operations:

Garrisons. You may place a US garrison marker in every
unoccupied German position that is in an engingarige and
not in the field of fire of a German unit. Garrisoprevent the
appearance of German units in unoccupied WN and
reinforcement positions, and such positions arg$hcontrol

for victory purposes at the end of play. Garrisoresy not be
the target of mortar fire or artillery fire. They chot impede
the German advance action and are removed frormtyeif

the hex they occupy is the destination of a suégkadvance
action.
Shingle lanes Shingle hexsides do not impede movement of

any units.

Road Clearing. German-built obstructions on the pavilion
and in draws, including anti-tank walls, anti-taditches
and mined roads are considered cleared. All USsuniy
move through and over the hazards as if they dcerist.
Cleared roads in mined road hexes provide the mexem
benefits of normal roads.

Traffic Management. US units that begin their move in a
beach, pavilion or draw hex in an engineer uniésge of
operations may perform a movement action for fAeenit
you are moving via traffic management may be maweto
the high ground. The traffic management benefitsdoet
extend to units beginning their move on the highugd
and does not allow combat actions.

19.31 An engineer base’s range includes all the hexdsirwi
its range and the hexsides bordering those hexes.
For example, an engineer base in hex 0711 withngeaof
1 has cleared shingle lanes in the hexsides banderexes
0710, 0711 and 0712, and has cleared the antitatghd
hexsides bordering hexes 0810 and 0811.
19.32An engineer’s range of operations does not exietwd
hexes in the field of fire of a German-occupiedifias, even
if the engineer’s range is sufficient to reach tet. Engineer
bases are never the target of German fire and moayba
eliminated.

19.33 German atrtillery fire inhibits engineer operdions.
An engineer base may not increase its range oligedvaffic
management during a turn in which German artillérg
occurs in its sector. This includes artillery fag a result of an
event or a fire card.

19.34 Engineer bases do not affect seawall hexsides. The

movement restrictions listed on the Terrain EffeCtsart for
seawall hexsides apply even if in range of an erggitase.

19.4 Beach Obstacle Demolition

All beach obstacles in mid-tide waterline hexesamesidered
cleared beginning on Turn 24 and remain clearedHerrest
of the game, whether or not engineer bases arergres

20. WINNING AND LOSING THE
EXTENDED GAME

Play of theD-Day at Omaha Beacbkcenario continues until
one of your US divisions suffers catastrophic lesnding the
game immediately — or until either of two Victonheck
points, one at the end of Turn 16 and one at tlieofrurn
32.

20.1 Catastrophic Loss
You lose the game immediately if one of your diois



suffers catastrophic loss.

Catastrophic loss limits

Turns 1-16: eight infantry units in either divisistoss box.
Turns 17-32: fourteen infantry units in either diein’s loss
box.

20.2 First Victory Check

At the end of Turn 16, total up your Victory Poinés
described in 13.2. Compare your total to the follmywictory
point levels:

25 or more victory points: The game ends in a dedie US

victory. Your forces have overcome the German defenses and

quickly established a secure presence on the higing.

11 to 24 Victory Points: Continue play The battle for the
beach and the high ground still hangs in the ba&anc

10 or fewer Victory Points. The game ends in a decisive US
defeat Your forces are holding just a few isolated spaits
high ground while still under fire on the beach.r@an forces

are building up a strong line of defense just belyihe beach.

20.3 Second Victory Check

At the end of Turn 32, total up your victory points
determine if you win or lose. You earn victory psirior the
following (use these awards instead of those i2)13.

1 VP for each German reinforcement position you coritra
hex on or adjacent to a major road, or a minor teading off
the south edge of the map. There are a total afuéh hexes
and all are marked with a VP symbol.

4 VPsfor each draw you open to US traffic. A draw ieofo
traffic if you control every hex of the draw anduyengineers
have completely cleared the draw of German obstacle

1 VP for every non-infantry, non-HQ unit on the higrognd
at the end of play.

1 VP for each armor or regular infantry step that mov#she
map from a lettered exit hex, but only if you caace US
communication to the exit hex at the end of plagutan earn
VP’s for having an armored unit on the high growmdl for
exiting its steps.

1 VP for eachranger infantry step that moves off the map
from exit F or G, even if you cannot trace commatian to
the exit hex.

Subtract 1 VP for each WN hex you doot control.

Subtract 1 VP for each German unit in thikampfgruppe
Meyerbox (no subtraction for Depth markers).

You win the game if you have 40 or more VictorymRsi

19 or fewer VPsDecisive US defeatUS high command
closes Omaha Beach to further landings.

20 to 29 VPsOperational US defeat A slim US Beachhead
is holding against strong German resistance. Sulesgq
landings and operations are delayed.

30-39 VPsTactical US defeat The beachhead is secure but
the battle for the high ground rages.

40-49 VPs:Tactical US victory (historical result). A costly

victory but the beachhead is secure and Germastaese
on the high ground is weakening. Should be moppgedru
June 7.

50-59 VPs: Operational US victory. A safe and secure
beachhead supports US forces moving inland.

60 or more VPsbDecisive US victory Despite the failures of
the US plan, the initiative of the landing forcesablished
a secure beachhead, destroyed the enemy and idngea
into the Normandy interior.

See 13.22 for definition of control relative to adiag victory

points.

21. BEYOND THE BEACH SCENARIO

Beyond the Beach covers the 8-hour period beginning at 1000
hours on D-Day (Turns 17-32), when the US invadmes
already ashore and beginning their move inland.

21.1 Scenario Set-Up

Set upBeyond the Beach as described in the last page of this
document (instead of rules section 3).

21.2 Scenario Victory

Play of theBeyond the Beacscenario continues until one of
your US divisions suffers catastrophic loss — egdhre game
immediately — or until the end of Turn 32, at whiphint
victory is assessed in accordance with Rules Sec#0.
However, all victory levels are adjusted as follows

24 or fewer VPsDecisive US defeat

25 to 34 VPsOperational US defeat

35-44 VPsTactical US defeat

45-54 VPsTactical US victory.

55-64 VPsOperational US victory.

65 or more VPsDecisive US victory

22. OPTIONAL HISTORICAL
VARIANTS

After playing the game several times, you may wisbxplore
the optional historical variants in this sectioacle positing a
plausible “what-if” situation on D-Day at Omaha BhaYou
can use these individually or in combination. Ed@ds a
victory point adjustment to be added to or sub&@drom
your Victory Point total at the end of the gamerisats 22.1,
22.2 and 22.3 can be used with any scenario; ua2&ad only
with the D-Day at Omaha Beaclor Beyond the Beach
scenarios. A variant introducing German armor &spnted in
rules section 23.

22.1 Effective Allied Bombardment

Prior to the US Landings, the German positions ahaDa
Beach were subjected to aerial and naval bombardmen
intended to neutralize the defense. As it turned the
bombardments were largely ineffective. The B24 lmwmbf



the & Airforce dropped their bombs far inland of the
defenses, for fear of hitting Allied landing crafdproaching
the beach. And the naval bombardment, though aftapelar
intensity, was too brief to wear away and penetrdie
defensive structures overlooking Omaha Beach. They N
wanted more daylight time for their bombardmentt the
army’s landing timetable would not allow it. Whéttle air
bombardment had hit the beach defenses? What ihdlkal
bombardment had more time to build up?

To play this variant, make all the following adjusnts:
Delay the start of play The game starts on Turn 4 (0700
hours). Delay all US units entering prior to tur® Ay three
turns — place each three turns ahead on the taok {fe.g.,
place Turn 1 units in the Turn 4 space of the Turack).
Place US tank units with no turn number in the lagdoxes.
Delay all units entering on Turn 16 or later bytjose turn.
Place the Game turn marker in the Turn 4 space.
Pre-Invasion Bombardment Draw two fire cards. Place a
disrupted marker on every WN of a color indicatedeither
card, and remove its depth marker from play, ifas one. If a
WNs color appears on both cards, it is knocked mrfove
the unit and its depth marker from play. Placettt@ cards in
the discard pile.

Start the game on Turn 4, and draw an event carith&b turn.
 Onturns 4 and 5, use the landing table for Turas@ 3.

Starting Turn 6, use the landing table for the enirturn.

e German units may not become undisrupted on Turn 4,
even if selected to fire.

» Engineer obstacle clearing begins on Turn 5.

 German artillery becomes activated to fire on T&mn

(instead of Turn 4).
 The game still ends on Turn 16, if playifidhe First

Wavesor Turn 32 if playing other scenarios.

The definition of the free infantrypreservation move is

expanded to also include a one-hex move into aracthe
pavilion or draw hex that is not in the field ofdfiof any
German unit. Disrupted units exert a field of fil@ this

purpose. The basic definition also applies.

Victory Point adjustment: -10.

22.2 First Wave Tanks Land Safely
The Tanks of the 7#1and 74%' tank battalions scheduled to
land on Turn 1 were outfitted with duplex drivesdanere
intended to be launched from LCT's (Landing CraétnR)
offshore and make their way to the beach on theim power.
The rough seas doomed this plan. Historically neestl tanks
of the 741 battalion sank. The 743battalion to the west was
more fortunate as their officers recognized thdialifty and
drove the LCTs to shore. What if an across-the-t@hacision
was made to bring all DD tanks to shore via LCT?

To play this variant, use the Turn 2 Landing HaZBablle
for tank units landing on turn 1.

Victory Point adjustment: -5

22.3 Rangers reinforce Pointe du Hoc
The rangers of the"2and 8" battalions played a pivotal role
in the success of the western assault on OmahahBdmud,
except for C companyl2 Rangers, they were actually
scheduled to reinforce the assault on Pointe du kkexeral
miles to the west. As it turned out, the rangedsriit receive
the signal to reinforce and so executed their bagkplan:
landing on Dog sector of Omaha Beach. What if taaders
did not land at Omaha Beach?
To play this variant, remove all rangers from tremg
except for the C/2R unit scheduled to enter on Twirn
Victory Point adjustment: +5

22.4 Improved German Reaction

The slow and confused German response to the Allied

landings on D-Day contributed to the operation’scsess.

South of Omaha Beach, the 35Division's key reserve —

Kampfgruppe Meyer — wasted hours on a wild goosese&h

before being ordered to Omaha and Gold beachespieal.

What if the German divisional and corps commanders

received and acted on accurate reports of thedhitindings?

To play this variant, make the following adjustneent

* Place allKG Meyerunits in the Division Reinforcement
Pool, and all mobile depth markers in the Mobilepthe
box. Disregard events calling for the moving KG
Meyerunits to the Division Reinforcement Pool.

* When a reinforcement is taken from the Tactical
Reinforcement Pool, place it with a depth markéa(ge
to 9.3)

When Mobile depth markers are exhausted for tha fir
time, draw five at random from among those elimedat
and return them to the Mobile Depth Pool. Do thidyo
once.

Victory Point adjustment: +5

23. OPTIONAL HISTORICAL
VARIANT: GERMAN ARMOR

The 352° division included two armor companies stationed
south of Omaha Beach. One composed of Marder Whs
ordered to Omaha Beach, but due to Allied air dtgdt did
not arrive until the morning of thé"7 The other, composed of
StuG Il assault guns, was diverted to Gold Beasthat if
elements of these companies had made their wayghro
Allied air interdiction to reach Omaha Beach on [y

This variant allows German armored reinforcemeritsun
to enter play, beginning on Turn 17. Unlike otheer@an
units, German armor need not occupy specific posston the
map. An armor unit is its own German position wit own
position color. When selected to perform an acteGerman
armor unit may move, fire or a combination of bd@erman
armor moves by primary and secondary road only rmag



occupy any hexes along such roads. If an undisduperman
armor unit reaches certain pavilion hexes adjatenthe
beach, you immediately lose the game.

23.1 German Armor Set-Up

If playing the D-Day at Omaha Beacbr Beyond the Beach
scenarios, place the four armor units and four ardepth
markers in the Optional Armor Box at the start déyp
unrevealed side up. German Armor is not availablbéFirst
Wavesscenario.

23.2 Armor Reinforcement Appearance

Beginning on Turn 17, a German armor unit enteay pls a

reinforcement if all the following apply:

* There are no units in the Tactical ReinforcementlPo
German armor may not enter until the Tactical
reinforcement pool is empty.

* A reinforcement event is drawn as the second ed&aw
of the turn. German armor may not enter on thé évent
draw of the turn.

» The reinforcement position indicated by the eveartids
in a hex with a primary or secondary road (basedhen
reinforcement placement priorities of 9.3), andashpof
connected road hexes can be traced from the pogitio
entry/exit hex B, C, D or E. This path may not pass
through a hex occupied by or in control of a USt.uni
Hexes that can only trace to entry/exit hexes Ar B do
not qualify.

If the above situation applies, draw an armor amtl depth

marker from the armor reinforcement pool, instebdrawing

from the Division Reinforcement Pool. Place the @rimit in

the selected reinforcement positicevealed side upwith the

depth marker unrevealed beneath.
Example: You draw event card #19 as the secondteven
card on Turn 23, indicating that reinforcements eznin
Zones C and G. In Zone G, the priorities of 9.3ules the
selection of position G5 — not a road hex, so anmmir
reinforcement is placed there. In Zone C, positi is
selected. This is a road hex from which German
communication can be traced to Entry hex C, so mamoa
reinforcement is placed there instead of a regular
reinforcement.

23.21No more than one armor reinforcement may appear in

single turn. If more than one is called for (oroifly one is

available), place the armor unit in the lower nurede
reinforcement position.

23.3 German Armor Field of Fire

A German armor unit projects a field of fire intth adjacent
hexes and most hexes within two hexes of the dajending
on the terrain. The field of fire moves with thatuand affects
US movement, US communication and the armor ufiits

like the field of fire of a normal German unit. &idots printed
on the map do not apply to German armor, even # imex
with a printed German position.
To determine a German armor unit’s field of firestf

establish the intensity of fire in the hexes adjadte the unit:

Terrain in adjacent hex Intensity of fire in hex

Clear or Woods Intense Fire

Bocage or Building Steady Fire

A clear hex is any hex on the high ground, beach or
pavilion with no terrain features other than a road trail.
Then establish the intensity of fire in every hew thexes
away from the armor unit and adjacent to a hex withnse
fire from the armor unit:

Clear or Woods, not across a hedge hexsidatense Fire
Bocage, Building, or across a hedge hexsidgteady Fire
Hedge hexsides affect fire into hexes two away frihra
armor unit, but not into hexes adjacent to the.uBirman
obstacles have no effect on field of fire. Germamér does

not project sporadic fire.
See the color rules sections for examples of German Armor
Fields of Fire.

23.4 German Armor Actions

A German armor unit performs an action when itsorcol
appears on the German Fire card drawn for its seGtoe
action letter (if any) appearing with the color $oh
determines the type of action conducted by the aumd, as
listed below and on the German Action Summary. Ath w
other units, an armor unit with a depth marker catsl an
action on a single or double color symbol, whileaamor unit
without a depth marker conducts an action only asingle

color symbol.
F| Action: Fire or Move
Fire, if any US units are in the unit’s field of fire.
If no US units in field of firemove up to four hexes (see
23.5)
M| Action: Move or Fire
Move up to 4 hexes (see 23.5).
If no movement at all is possible and US unitsiarthe
unit’s field of fire,fire.
R| Action: Overrun
Move up to 4 hexes. If the first, second or third héx o
the move is occupied solely by non-armored US units
move through that hex. All the units in the hex edv
through become disrupted. Stop if a hex occupied by
US armor is encountered, or if a second US occupied
hex is encountered, or if the fourth hex of the sa
occupied by any type of US unit. The German uniy ma
not end its move in a US-occupied hex.
If no movement at all is possible and US unitsiarthe
unit’s field of fire,fire.
A| Action: Aimed Fire




Fire if any US units are in adjacent hexes. If fise
conducted, all targets in the unit's field of fiege
eligible to be hit (not just adjacent units).

If no US units are in adjacent hexespve up to four

hexes.
Action: Position and Fire

Move up to three hexes. After completing movement,
fire if any US units are in adjacent hexes. If fire is
conducted, all targets in the unit's field of fiege
eligible to be hit (not just adjacent units).

If no movement at all is possible and US unitsiarthe
unit’s field of fire,fire.

23.410nce in play, a German armor unit is always reacal
use the column of the German Fire Chart foremealed
reinforcement positiomhen resolving German armor fire. All
fire by German armor may hit US armor; the appezganf
the armor bonus on a fire card has no additiorfatef

23.42German armor on the high ground may fire at targets
the low ground only if the armor unit is adjaceatda low
ground hex (not necessarily the target hex). Arorothe low
ground may not fire at targets on the high grouralla
23.43 When a German position is occupied by a German
armor unit, only the armor unit is eligible to perh an action.
23.5 German Armor Movement
When an action directs a German armor unit to movwaye
the unit the indicated number of hexes along cotimgc
primary and secondary roads if possible, within fibleowing
priorities:
 IfaUS unitisin aroad hex within three connegtroad
hexes of the armor unit, the armor unit moves towhat
US unit. If US units meet the above condition inreno
than one direction from the armor unit, move thear
unit in the direction indicated by itaovement orders
e If no US units are within three connecting road dexf
the armor unit, move the armor unit in the direttio
indicated by itsnovement orders
Movement Orders. The German Armor Movement Map
shows the movement orders for all German armored
movement. When directed to move an armor unit aiogrto
its movement orders, locate the unit's hex on thern@n
Armor Movement Map and move the unit in the directi
indicated.
Road Junctions Each road junction on the German Armor
Movement Map is labeled with the hex a German aramitr
moves to from that junction. A unit in a hex withread
junction may have a choice of directions to moeingicated
on the map. If a choice is offered, the unit mouesthe
direction indicated for the target selector showrtlte current
fire card.

For example, a German armor unit in hex 1321 (Déyes
to 1322 if thee target selector shows on the fire card, to

1320 if0 is on the card, and to 1220 & is on the card.

Movement Termination. The German Armor Movement
Map calls out movement end points in three pavili@xes
adjacent to the beach. A German armor unit tharergny of
these hexes stops moving for the remainder of Hmaeg It
may continue to fire as called for by action resulf an
undisrupted German armor unit occupies a movemadt e
point at the end of a turn, you lose the game dextis

23.51 When a German armor unit moves, its depth marker
moves with it. A German armor unit may move throagher
German units but may not end its move in a hex waitbther
German unit. If directed to do so, move the arnmit one hex
further if possible. If this is not possible, maye armor unit
one hex less.

23.52German armor units may only move along primary and
secondary roads. Under no circumstances may anrarnio
enter a hex not connected to the unit's currentbhegrimary

or secondary road. German armor may not move dalailg.

23.53A German armor unit may not enter a hex occupied b
US unit, unless conducting the Overrun Action (28et). If
directed to enter a US occupied hex when not cdirdyan
overrun, the unit stops moving adjacent to the W&. WS
engineer bases and garrison markers have no efiegéerman
armor movement. German armor may move on minedsroad

23.6 US Actions Against German Armor

German armor may be attacked like any other German
position, and may suffer disruption and defeat. éedted
German armor unit does not withdraw — remove infiaay.

No terrain defense benefit German armor units receive no
benefit from terrain — do not double an armor wndtrength
when attacked in a woods, bocage or building hex.

Infantry vs Armor Self Preservation Move. A US infantry
unit adjacent to and in thietensefield of fire of a German
armor unit at the start of the US Action Phase mayduct a
self preservation move as a free action. The moust e a
one-hex move into a hex not adjacent to the armiramd not
in its intense field of fire.

23.7 Victory Point Adjustments

For each German Armor unit that enters the map,gain 1
victory point, even if subsequently eliminatedallffour enter,
add 4 VP's total.

EVENT DESCRIPTIONS

Events that are not fully explained on the eventdsaor
elsewhere in the rules are listed here, with necgssule
details.

German Artillery Limits Engineer Operations. Engineer
operations are inhibited for the turn as follows:
* You may not place new engineer bases,



e you may not increase the operational range of emgin
units in play,

e you may not move units for free using the engireer’
traffic management ability.

This event does not occur if there are no WN artillunits in

play and all four German off-map artillery markease

inactive.

German Plunging Fire. All sporadic fire dots in beach hexes

bordering a protective hexside (shingle, seawédpes bluff

or scaleable cliffy are consideresteady fire dots in the

upcoming German Fire Phase.

In the extended game, if this event is drawn dfterGerman
Fire Phase (in the Second Event Phase), ho eveuatc

German Prisoner Talks. Reveal an unrevealed German unit

and depth marker of your choice in the sector diste the

event card. If there are none in that sector, yay ichoose

one in the other sector.

« If a WN is revealed in this manner, and its deptirkar
calls for a Tactical Reinforcement, place
reinforcement per 9.4, bfdace up

the

German Rocket Artillery destroyed. If the Screaming
Meemiesevent has occurred at least once, the Germantrocke
artillery unit in WN 69 is destroyed by US Navaikfi Remove

the unit and its depth marker (if any) from playStreaming
Meemieshas not occurred, or if the rocket artillery urst
already eliminated, no event occurs.

Germans Concealed Disrupt all US units with either of the
indicated target symbols adjacent to any unreve@ednan
reinforcement unit. This event does not affect UStsu
adjacent to WN units or revealed reinforcementaunit

Hero. Place a hero marker on any US unit in the named
Division. Some hero events also call for adding eptd
marker to one German unit. Place the depth mankethe
same sector as the hero, in accordance with 9.2.

Lost boat teams catch upand Soldiers from support unit

join infantry . Add a step to a 1-step regular infantry unit of

your choice in the division named in the event. & by

replacing the one-step unit with the two-step wwith the

same designation, taken from the infantry loss box.

If there are no 1-step infantry units in the digisi you may
choose a 1-step unit in the other division. If €hare no 1-
step infantry units at all, disregard this event.

Screaming Meemies!lf WN 69 is occupied by the German

rocket artillery unit, a US unit is hit byreebelwerferbarrage.

Choose one US unit to lose a step within the falhgw

restrictions:

e The unit must be in a beach or pavilion/draw hex.

* The unit must be at least three hexes away from 69N
and not more than seven hexes away.

» If more than one unit is eligible, choose the wvith the

most steps. Among units with the most steps, ymosé.
If the rocket artillery unit is eliminated or digted, disregard
this event.

Smoke obscures beachlhe WN positions listed in the event

do not fire this turn, even if their color appeans the fire

card. Place smoke markers on the positions as &dem

Remove the smoke markers at the end of the turn.

If a US unit attempts an infiltration move agairstWN
position affected by smoke, a fire card is stibhin to see
if the infiltrating unit suffers a step loss.

Snipers target runners The command radius for the
indicated Command Post is limited to one hex tiis.t

Unexpected US naval fire hits positionDraw a fire card to

randomly determine which of three positions is hit a

barrage of US naval artillery fire. The positiostdéid on the

event card with the target selector shown on tteedfard is hit.

e If a German unit is in the position it is disruptadd its
depth marker (if any) is eliminated.

e If US units are in the position, draw a second fieed.
One US unit in the position with the target symbolthe
second card must lose a step. If no units in thstipa
have the target symbol on the second fire cardfitbdas
no effect.

» If no units are in the position, the fire has nfeet.

Leaders are not affected. This fire does not cost & naval

fire marker.

US Patrol Report. Reveal the unrevealed German unit and

depth marker closest to a US unit in the indicatector, even

if the position is across the sector boundarywié tor more

unrevealed units are the same distance from US,uniu

choose one.

« If a WN is revealed in this manner, and its deptirkar
calls for a Tactical Reinforcement, place
reinforcement per 9.4, bfdace up

the

Designer’s Notes

D-Day at Omaha Beach did not start out as a sdigame. In
2005, Joe Balkoski's masterful book on the bat@enaha
Beach: D-Day, June 6, 1944nspired me to think about a
game on the topic. After reading his work and saotteer
histories of the battle, themes for the design eexbr |
envisioned a game that evoked the great sacrifideharoism
expended by “the greatest generation” on the bézathday.
The game would show how the initiative of the URlsr and
field commanders overcame disaster to achieve nicfbhe
movement and combat systems of the game shoulgistdbe
about numbers — the mechanics should incorportdadibles
such as leadership, tactics and improvisatiorsd alanted the
tactical experience to transform as the day pregeshrough
phases —the bloodbath of the first wave landingsirng with
the enemy on the bluffs, and taking the battle itie



unfamiliar terrain of the bocage on the high graund

In thinking about the themes and systems of theegam
became clear that there would be no upside to mijae
Germans. A German player would spend the firstrs¢verns
using his static WN units to shoot at everything gystem
would allow him to. If the US forces managed tovste and
penetrate the static crust, the German Player waldh
attempt to stem the tide with a handful of reseurgts,
restricted by “fog of war” rules imposed to prevéirn from
deploying those units with historical hindsight.

It was obvious to me that the game system shouitra@lo
the German response, but | still envisioned a géonéwo
players — a cooperative effort with one player ogllihg the
16" regiment and attached forces, and the other thé¥ 11
regiment. | designed the game to support this tlaggy
solitaire concept with a system that splits théoactiown the
middle. Early versions of the design had detailekks for
adjudicating action at the “seam” and it even hacheplayer
making some decisions for German deployment aridrecin
the other player’'s sector. However, | dropped threges as it
became clear that they subverted the overall themdsspirit
of the game. Playtesters found the sense of cotiperand
camaraderie inherent in the gravity of the situatiDetailed
rules were not required.

Some notes on specific mechanics:

Weapons and weapon requirementsJS infantry companies
land with a full complement of weapons and equipnueseful
in taking German positions. However as the earhdilag
waves lose steps, they lose some of these weapiaing
only the equipment shown on their counters. Themsds of
the German positions vary, requiring US forces hopley
various weapons to do the job. Will C company hidneedemo
charges needed to take out that tobruk or wereldéfepn the
beach?

German Fire. The first wave landings suffered constant fire
from WN positions. Even so, there were moments wfiren
abated and opportunities presented themselves dmeuaver,
regrouping and advance. To represent this in the scale of
the game, German positions fire on an unpredictbbalgs
instead of every turn; but when fire occurs, it take a high
toll — modeling historical loss rates.

German Depth Markers. This design evolution combines the
concept of a strength chit and an unknown unithEaerman
unit is built of two markers, each adding a strengtement
and a tactical element (the weapon requirementpjdeide a
highly variable mix of German opposition. A Germanit
without its depth marker is either still forming upto

defensive positions, or has suffered losses. Tipthdmarker
system also simulates the German habit of asseghtinhoc
formations, and reinforcing critical positions witdlements
from other formations. The US player will sometimes
eliminate a unit’s depth marker only to have anotlad&e its
place before the whole unit can be taken out. Tker@ans
lose their overall depth as the day progressesile whfeated
German units may return to play, eliminated dethsthot.

German forces on the high ground An unrevealed German
reinforcement unit represents a mobile force whosation
has not yet been pinpointed by US forces, evenghdbe
position may be firing on US units. Unrevealed f@icement
units are a tough enemy: A US unit suffering a $bsp due to
fire from the position becomes disrupted; the amity not be
the target of an artillery or naval barrage; andaie events
disrupt US units adjacent to unrevealed Germarfaeiament
units. Unrevealed German WN positions do not shhese
advantages. WNs gain much of their firepower fraxed
fortifications and emplacements, easy for US fotoespot.

Diceless Combat The combat system combines weapon
requirements and strength comparisons with a proeetbr
revealing the attributes of a German position gadgiu
depending on the effectiveness of the US attachpsi put, if
you conduct an attack that fails, you don't everdfout how
strong the enemy position is). There are so mamahias
built into US attacks and German defenses that dive
variable is not needed.

John H. Butterfield
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Introductory Scenario
Easy Fox

This quick scenario introduces the mechanics ofgdme and
uses just the eastern half of the map — the arteetleft of the sector
line. You control the 16th regiment/1lst Divisiondaits attached
units. The scenario covers the first four hourghefinvasion (Turns
1-16) and plays in under two hours. Rules sectibtts 13 apply. Set
up the scenario as follows, instead of using ra&gion 3.

Prepare the German (WN) Widerstandsnests.
- Mix together the 18 WN depth markers, face down.
* Place an unrevealed depth marker in the following fouNW
positions: 60, 61, 62N, 65N.
* Placefour of the remaining WN depth markers face dowrthie
WN depth box and remove the others from play.
- Mix together the 18 WN units face down and randomlgcse
seven of the units to place on the map unreveakethllows:
« 1 unit marked “88” on WN 61, stacked atop theteparker.
« 3 units with artillery symbols on WN positions,@2S and 65S.
* 3 non-artillery WN units on WN positions 62N, 84d 65N.
e The remaining 11 WN units are not used.
- Placetwo German artillery units in their spaces in gast sector
German Atrtillery box.
- Separately mix together each of the following types of German
units and markers, and place them face down inrtaehing boxes
on the map:
¢ 9 Tactical Reinforcement Units (marked with a T)
« 10 mobile depth markers (14 are not used).
¢ 8 building depth markers
» Reinforcement units marked D and M are not used.
Note: The only US units in this scenario are attdcitio the 1st
Division — the darker green US units.
- Place 4 US tank units without a listed entry turn in tBeach
Landing Boxes listed on their counters.
- Place the 24 dark green US units scheduled to enterrdmefore
turn 10 in the spaces of the Turn Track matchirgtthrn of entry
shown on each unit.
- Placethe Turn marker in Turn 1 of the Time Track, ahd Phase
marker in the first space of the Card/Phase tr&tkffle the cards
and place the deck face down beside the map, wimmext to the
deck for a discard pile.
*Special Easy Fox Scenario Rules
- Playing Area. Only the east sector is used. The Sector divitlirey
is the west edge of the playing area. All hexes laggich approach
boxes to the west (to the right) of the line ar¢ oluplay. Do not
draw landing cards or German fire cards for thetwestor.
- Event Cards ChangesTreat the following events as No Event:
« Any event stated to occur to the 29th Division.
» Any event involving WN 69.
» Smoke obscures beach, if the affected WNs areot#t&&gher.
« Any event involving Kampfgruppe Meyer.
Modify the following events:
e Treat “Add a depth marker to one German unitanhesector” as
“Add a depth marker to one German unit.”
« Disregard German reinforcements called for ineB, F and G.
- Victory. You win the scenario if you avoid catastrophicsl@nd
have9 or more VPs at the end of turn 16as defined in Section 13.

Standard Scenarios
The First Waves (1-16) and D-Day at Omaha Beach @2)

TheFirst Waves covers the first four hours of the invasion acralés
of Omaha Beach (Turns 1-16) and takes three houptay. Use
only rules sections 1-13.

D-Day at Omaha Beach covers the first twelve hours of the
invasion (Turns 1-32). Turns 1-16 are played witle tules in
sections 1-13 only. Then, turns 17-32 utilize tHditional rules in
sections 14-20. Playing time ranges from six thiefpurs.

Prepare the German (WNYViderstandsnests.
- Mix together the 18 WN depth markers, face down.
0 Place an unrevealed depth marker in the following
nine WN positions: 60, 61, 62N, 65N, 66N, 68N, 70,
72N, 73.
0 Place the remaining WN depth markers face down in
the WN depth box.
- Mix together the 18 WN units face down and place tlhenthe
map unrevealed, as follows:
o Place the 2 units marked “88” on WN 61 and WN
72S. Stack units on top of depth markers, if presen
0 Place the 6 units with artillery symbols on WN
positions 60, 62S, 65S, 68S, 70 and 73.
0 Place the rocket unit on WN 69.
0 Place the remaining nine units on the remaining WN
positions.
- Placethe four German artillery units in their spacesha German
artillery boxes.
- Separately mix together each of the following types of German
units and markers, and place them face down inrtaehing boxes
on the map:
- 9 Tactical Reinforcement Units (T)
- 11 Divisional Reinforcement units (D)
- 8 Kampgruppe Meyewunits (M) and four mobile depth
markers in th&ampgruppe Meyeox
- 20 mobile depth markers in the mobile depth box.
- 8 building depth markers
- Place 8 US tank units without a listed entry turn in tBeach
Landing Boxes listed on their counters. Place #flepo US units
(except replacement units) in the spaces of thea Tuack matching
the turn of entry shown on each unit. You may wanbrganize the
units in each space into two stacks®division and 24 division. If
you are playingThe First WavesScenario, US units scheduled to
enter on or after Turn 16 are not needed.
- Placethe Turn marker in Turn 1 of the Time Track, ahd Phase
marker in the first space of the Card/Phase track.
- Shuffle the cards and place the deck face down besidentd®
with room next to the deck for a discard pile.
- Placeall remaining markers aside for use later in thme.
- Victory (First Waves). You win the scenario if you avoid
catastrophic loss and ha¥® or more VPs at the end of turn 16as
defined in Section 13.
- Victory (D-Day Omaha BeachlFirst condition:
At end of turn 16, 10 VP or lower is defeat. 12tbVP balance,
continue play. 25 VP or more leads to US decisictony.
- Victory (D-Day Omaha Beach$econd condition
Win on more than 19 VP (20.3)




Advanced Scenario
Beyond the Beach

Prepare the surviving Germaviderstandsnests.

Mix together the 18 WN units face down and plaanth

on the map randomly, as follows:

o Place one unit marked “88” on WN72S. Remove thd
other “88” WN unit from play.

o Place the rocket WN unit on WN 69.

o Place 3 units with artillery symbols on the follogi
three WN artillery positions: 62S, 65S, 68S. Removg
all other WN artillery units from play

o Place eight of the remaining WN units in the
following WN positions: 62N, 65N, 67, 66N, 66S,
68N, 71, 72N. Remove all other WN units from play.

Mix together the 18 WN depth markers, face down.

o0 Place an unrevealed depth marker beneath each W
unit in the following eight positions: 62S, 65S,%6
67, 68S, 69, 72N, 72S.

o0 Place one WN depth marker face down in the WN
depth box. Remove all other WN depth markers fron
play.

Separately mix together each of the following typds

German units and markers, and place them face down

the matching boxes on the map:

8 Kampfgruppe Meyeunits

20 mobile depth markers

4 mobile DM in theKampfgruppe Meyebox.
8 building depth markers

Place German reinforcement units and depth marers

the map as follows:

0 Mix together the nine tactical reinforcement units
facedown and draw six to place on the map. Remoy
the remaining tactical reinforcement units fromypla

Mix together the eleven divisional reinforcementitsin

facedown and draw six to place on the map. Plaee th

remaining five divisional reinforcement units ineth

Divisional Reinforcement box, face down.

Randomly place the twelve units drawn for map|

placement in the following German Reinforcement

Positions. If the position is followed by a “D”, alw a

depth marker of the appropriate type (from the teobr

building box) and place it face down beneath thé. un

A3(D), A4(D), A7, C2(D), C4(D), C6, D1(D), E5, F1}p

G1, G2(D), G6

Place the four German artillery units in their gm=mn the

German artillery boxes, active side up.

Place the following US infantry units, heroes, HQitsl

and Generals:

N

Designation Hex Strength
Al1/16 1115 6
B/1/16 1114 6
C/1/16 0916 4
D/1/16 0814 4
E/2/16 1213 2 with Spalding
F/2/16 1110 2 with Strojny
G/2/16 1313 2
H/2/16 0813 2
1/3/16 1008 6
K/3/16 0807 4
L/3/16 0908 4 with Montieth
M/3/16 0809 4
16 HQ 1014
Wyman 0814
B/1/116 1028 2
C/1/116 0830 6
D/1/116 0726 4
E/2/116 1113 2(command switch
to T Division)
F/2/116 1119 2 with Thompson
G/2/116 0926 2
H/2/116 0819 4
1/3/116 1020 6
K/3/116 0920 6
L/3/116 1119 6
M/3/116 0919 7 with Smith
116 HQ 0926
Cota 0830
C/I2R 0533 2
AB/2R 0728 3
AB/5R 1125 5
CD/5R 1026 5
EF/5R 1028 5

For each one-step regular infantry unit placedhenmap,
place the matching full strength unit in the infgnloss
box — a total of four units in the 1st Division lsoBox
and five in the 29th Division Loss Box (including
A/1/116, which has been completely eliminated).



* Place the following US units in any high tide liheach
hex in their assigned sector, within stacking lanit
East Sector

Tank 1/B/741 2
Tank 2/A/741 2
Tank 1/A/741 2
Anti-Air 1+2/397 2
Atrtillery 7FA 4
Armored Anti-Air A<B/197 1
West Sector
Tank 1/A/743 2
Tank 1/B/743 4
Tank 2/B/743 2
Tank 2/C[743 4
Anti-Air 5¢6/397 2
Atrtillery 58FA 6
Armored Anti-Air CeD/467 1

« Place the 6% FA battalion on turn 26 of the turn track (it
is delayed).

+ Remove from play all US units scheduled to entérgo
turn 16 not listed above.

» Place all US units scheduled to enter play on Ti6nin
any beach landing boxes of your choice in theiigassl
sector, within the restrictions of 5.3.

« Place all US units schedule to enter on Turn 1later on
the spaces of the Turn Track matching the turnrafye
shown on each unit.

» Place cleared markers to indicate that nine beaoteh
have been cleared of obstacles: 0612-0616, 0523;052
0426.

« Place the Turn marker in Turn 17 of the Time Track.

» Shuffle the cards and place the deck face dowrdéekie
map, with room next to the deck for a discard pile.
Consider the event calling for WN 69 to fire itscket
artillery (Screaming Meemigsto have occurred once.



