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Set-Up

Scale: Counters = Divisions

Axis Starting Forces:

91st, 709th in Utah Beach
352nd in Omaha Beach
716th in Gold Beach

77th in Isigny

12th SS Pz, 21st Pz in Caen

Allied Starting Forces:
UK: 6th Para in Denonville
US: 82nd Para, 101st Para in St. Marie du Mont

Supplies: Allied
Axis: 10 Operations:
Allied: 10 3 Forces

Axis Reinforcements:

1st SS Pz, 2nd SS Pz, 9th SS Pz, 10th SS Pz,
2nd Pz, Lehr Pz, 17th SS, 243rd, 265th, 275th,
276th, 277th, 346th, 353rd, 711th, 3rd Para,
5th Para, 16th Luft

June 6, 1944 Allied Reinforcements:

UK:  50th in Gold Beach

3rd in Sword Beach

3rd Can in Juno Beach
UsS: 4th in Utah Beach

29th, 1st in Omaha Beach
Supplies: 10

After June 6, 1944 Allied Reinforcements:

UK:  7th Arm, 11th Arm, 15th, 43rd,
49th, 51st, 53rd, 59th
US:  2nd Arm, 2nd, 9th, 15th, 30th,
45th, 59th, 79th, 90th
Campaign Options:

1. Storms (-10vp): +2 on Resupply rolls

2. Quick Reaction (-6vp): Add 10 Attack points
of Axis Forces to Objectives at start

3. Support (-4vp): +2 Resupply points per turn
4. Panzers (-3vp): Axis Armored Forces cost 1
less Resupply point

5. Luftwaffe (-2vp): Air Raid Plan may be used
by Axis

6. Confusion (+4vp): Axis Forces cannot move
during the 1st turn’s Battle Moves and non-
Battle Moves steps

7. Complete Surprise (+7vp): Gain 0 Resupply
points on first turn

8. Allied Follow-Up (+9vp): -2 on Resupply
rolls each turn

Victory:

The campaign ends, and you score VPs, if
Allies Hold all 3 Objectives, or at the end of the
last game turn.
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i P 73 ; ; * Axis
e 7 A - Advance Turn Counter

) - Refit (-2 Supplies per Refit)

Campaign June June June June June June June July July ™| - Battle Moves

June 6
Turns 1944 X 7 10 8, 9 to 10, 11t012, | 131015, | 16t0 19, | 20 to 24, | 25 to 30, 1to 7, 8to 15 - Resolve Battles
Start 1944 1944 1944 1944 1944 1944 1944 1944 1944 - Upgrade
= S - Non-Battle Moves
7 g LSS o - Supply Check
= e - Axis Resupply
- - E - ALLIED ORDERS FOR EACH REGION: -

Allied Operations Allied Supplies For Allied Forces in an Objective...| - # * Allies . .
__ U If 1 or 2 Allied Forces in Objective, 5@: Hold -~ - Refit (-2 Supplies per Refit)
N Allied b Battle Plans If 3 or more Allied Forces in Objective, =~ - - Allied Operation Check

; then 2 Forces with :_msmm” Attack values Advance - Allied Orders
OleRlEle Axis: Allies: Both: Y
Forces : =g LLiE For Allied Forces not in an Objective... - Resolve Battles
Assault Air Raid Artillery  Intel -U d
Cohesi A h Dia-| d6  Action pgrade
ohesion mbus _@- n Overrun 1. Hold - Allied Resupply
Deploy Disrupt  Press
d6  Starting Location Exploit  Tactics 24 LEBleree
1 Utah Beach 5+  Objective, Objective (-1 Supply) _Battle Sequence
2-3  Omaha Beach Axis: Full German = 2 « Reduced German = 1 +1 per Allied Force in Region 1. >___.ma Battle Plans
4 Gold Beach Each Supply = 1 -1 per Axis Force in Region 2. Axis Battle Plans
5 b aach Allies: Full Allied = 1 » Reduced Allied = 0 3. Resolve Battle
6 Sword Beach If 4-6 Supplies = +1 Plan, -1 Supply Remove 1 Press and
If 7+ Supplies = +2 Plans, -2 Supplies Copyright 2008 Dan Verssen Games (DVG) repeat step 3




