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A
llied O
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C
am

paign
Turns
Start

2

2

2

June 6,
1944

June
7 to 8,
1944

June
9 to 10,

1944

June
11 to 12,

1944

June
13 to 15,

1944

June
16 to 19,

1944

June
20 to 24,

1944

June
25 to 30,

1944

July
1 to 7,
1944

20
26

July
8 to 15,

1944

33
15

11
8

5
3

1

A
llied

O
peration
Forces

SUPPLIES

Sequence of Play
• A

xis
- A

dvance Turn C
ounter

- R
efit (-2 S

upplies per R
efit)

- B
attle M

oves
- R

esolve B
attles

- U
pgrade

- N
on-B

attle M
oves

- S
upply C

heck
- A

xis R
esupply

• A
llies

- R
efit (-2 S

upplies per R
efit)

- A
llied O

peration C
heck

- A
llied O

rders
- R

esolve B
attles

- U
pgrade

- A
llied R

esupply

B
attle Sequence

1. A
llied B

attle P
lans

2. A
xis B

attle P
lans

3. R
esolve B

attle
R

em
ove 1 P

ress and 
repeat step 3

A
xis Supplies

Set-Up
Scale: Counters = Divisions

Axis Starting Forces:
91st, 709th in Utah Beach
352nd in Om

aha 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. M

arie du M
ont

Supplies:
Allied

Axis:
10

Operations:
Allied:

10
3 Forces

Axis Reinforcem
ents:

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 Reinforcem
ents:

UK:
50th in Gold Beach
3rd in Sword Beach
3rd Can in Juno Beach

US:
4th in Utah Beach
29th, 1st in Om

aha Beach
Supplies: 10

After June 6, 1944 Allied Reinforcem
ents:

UK:
7th Arm

, 11th Arm
, 15th, 43rd,

49th, 51st,  53rd, 59th
US:

2nd Arm
, 2nd, 9th, 15th, 30th,

45th, 59th, 79th, 90th

Cam
paign Options:

1. Storm
s

(-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 Arm
ored Forces cost 1

less Resupply point
5. Luftwaffe (-2vp): Air Raid Plan m

ay be used
by Axis
6. Confusion

(+4vp): Axis Forces cannot m
ove

during the 1st turn’s Battle M
oves and non-

Battle M
oves steps

7. Com
plete Surprise

(+7vp): Gain 0 Resupply
points on first turn
8. Allied Follow-Up

(+9vp): -2 on Resupply
rolls each turn

Victory:
The cam

paign ends, and you score VPs, if
Allies Hold all 3 Objectives, or at the end of the
last gam

e turn.

SUPPLIES

A
xis R

esupply
R

esupply Points:
2 per O

bjective free of A
llies

1 per B
each H

eld by A
xis

1 per A
llied Force destroyed

(since last R
esupply step)

Pay
R

eceive
1

2 S
upplies

x
1 Force

(x = Force’s Attack value)

A
llied

R
esupply

d6
R

oll
3-

2 Forces
4-6

1 Force &
 4 S

upplies
7+

2 S
upplies

+3 if A
rea H

eld by A
xis

Do Not use on June 6, 1944 Turn, use
June 6, 1944 Reinforcem

ents instead.

D
estroyed
A

llied
Forces

If H
eld: C

aen, St. Lo,
and B

alleroy
U

tah, O
m

aha,
G

old, Juno,
Sw

ord

d6
Starting Location

1
U

tah B
each

2-3
O

m
aha B

each
4

G
old B

each
5

Juno B
each

6
S

w
ord B

each

B
attle Plans

A
xis:

Full G
erm

an = 2 • R
educed G

erm
an = 1

E
ach S

upply = 1
A

llies:
Full A

llied = 1 • R
educed A

llied = 0
If 4-6 S

upplies = +1 P
lan, -1 S

upply
If 7+ S

upplies = +2 P
lans, -2 S

upplies

A
LLIED

O
R

D
ER

S FO
R

EA
C

H
R

EG
IO

N
:

For A
llied Forces in an O

bjective...
If 1 or 2 A

llied Forces in O
bjective, then H

old
If 3 or m

ore A
llied Forces in O

bjective,
then 2 Forces w

ith highest A
ttack values A

dvance
For A

llied Forces not in an O
bjective...

d6
A

ction
1-

H
old

2-4
A

dvance
5+

O
bjective, O

bjective (-1 S
upply)

+1 per A
llied Force in R

egion
-1 per A

xis Force in R
egion

A
xis:

A
ssault

C
ohesion

A
llies:

A
ir R

aid
A

m
bush

D
eploy

B
oth:

A
rtillery

D
ig-In

D
isrupt

E
xploit

Intel
O

verrun
P

ress
Tactics

R
oll once for each of the 5 B

eaches
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