








figure A - Allied activation
The Allied player decides to activate the 07 area to lead a mobile combat in the 06 area. He chooses to activate 
two combat units (TF Butler and 1 Bde) and three support units (753 TkB, 1 GCA, 509 PIB). He declares his 
intention to the opponent player and moves his activated units in the 06 area. The German player then declares a 
counter-attack. He activates the 33 PzR combat unit accompanied by two support units (HAA 1196 and PzJ 50).

figure B - German counter-attack
The German player stops the Allied assault and initiates an attack on the Allied units in mobile combat with his 
activated units.
Strength points calculation : 5 (PzR 33)
Modifiers determination : +1 because the 33 PzR is an armored unit, +2 for the HAA 1196 (+1 with the inherent 
printed modifier, +1 because it is an artillery unit), +2 for the PzJ 50 (+1 with the inherent printed bonus, +1 
because it is an anti-tank unit). 
The Rough Terrain modifier for the 06 area is not added because it is a counter-attack. Total modifier : +5.
The German player then rolls a die and obtains a two and adds the +5 modifier for a final result of 7. On column 
“5” of the CRT (corresponding to the 5 German strength points), at the intersection of the “7” die roll line, the 
result is : 2 hits for the defender. The German units having participated in the counter-attack are pivoted of 180° 
in order to be placed in disorganized status. The Allied player takes the hits (only for the mobile combat units) : 
the 1 Bde is placed in disorganized status (1 hit) and the 509 PIB is eliminated (1 hit), for a total of two hits.

figure C - The Allied activation resumes and ends:
The Allied player can now continue his mobile combat.
Strength points calculation : 6 (TF Butler) (the 1 Bde can’t participate because it is disorganized). The total is 
halved because it is a mobile combat. Total : 3.
Modifiers determination : +1 because the TF Butler is an armored unit, +2 for the GCA (+1 inherent bonus, +1 
because it is a commando unit), +1 for the 753 TkB (+1 inherent bonus, the armored bonus is not added because it 
has already been added with the TF Butler), -1 because the attack is in Rough Terrain. Total modifier : +3.
The Allied player then rolls a die and obtains a “4” and adds the +3 modifier for a final result of 7. At the 
intersection of column “3” (the total strength points) and of line “7” (modified die roll), the result is 2 hits for 
the defender. All the Allied units having participated in  the attack are rotated 180° to be placed in disorganized 
status. The German player takes the hits (all the area units can take hits). The 308 GR and the 326 GR units are 
placed in disorganized status, for a 2 hits total.
This is the end of the Allied activation. It is now a German impulse...

example  3 : Mobile Combat and Counter-attack

9. Bridges
• All the bridges on the map are considered de-
stroyed. Crossing a river with a destroyed bridge is 
the same as crossing an unbridged river.
• According to the scenarios, the game can start 
with or without intact bridges. When the bridges 
are not destroyed, place bridge markers on the 
correct locations.
• During the game, a player can activate a combat 
unit in a friendly area to destroy a non-destroyed 
bridge in its area. If the areas on both sides of the 
bridge are friendly, the destruction is automatic 
(remove the bridge marker). If the area on the 
other side of the bridge is an enemy area, roll a 
die : 1-2 means the destruction has failed. In both 
cases, the unit is placed in disorganized status.
• During the game, a player may activate a combat 
unit in a friendly area to try to repair a bridge in 
its area. If the areas on both sides of the bridge are 
friendly, the repair is automatic. Place a bridging 
marker on the bridge to be repaired then roll 1D6. 
The result gives the number of Allied or German 
activations to wait for before flipping the marker 
on its bridge side. If the area on the other side of 
the bridge is an enemy area, a die roll of 1-2 fails 
to repair the bridge. In both cases, the repairing 
unit is placed in disorganized status.
• A marker on the bridge side enables to ignore 
major and minor rivers effects for the movement.

10. variant
• In order to simulate a command and planning 
system, the players must form combat groups 



I - Historical scenario :  August 15th, 1944

II - What-IF scenario 1 : June 6th, 1944
As initially evocated.

II - What-IF scenario 2 : August 15th, 1944
After German redeployement, as evocated in the Kriegspiel of end of July.

Scenarioswith their units at the start of each turn.
• To do so, a player may stack up to three combat 
units, or four if there are at least two units from 
the same division, and as many support units as 
he wishes.
• Each stack represents a combat group.
• Combat groups can’t be broken down during the 
game turn.
• When a unit is activated, its whole group is 
activated too.
• More than one combat group can be activated 
at the same time, only if the activation rules are 
not broken.
This variant can slow down the game pace and 
make the game less open but, nonetheless, it 
raises an interesting problem.

ABBREVIATIONS
- 1Bde = 1ere Brigade - 1DB = 1ere Division 
Blindée  - 1DFL = 1ere Division de la France 
Libre - 3DIA = 3e Division d’Infanterie 
Algérienne - 3US = 3e Division d’Infanterie US 
- 9DIC = 9e Division d’Infanterie Coloniale 
- AB = Airborne - CC = Command Combat 
- Choc = Bataillon de Choc - EAA = Eisenbahn 
Artillerie Abteilung - FFS = Special Service 
Force - FliR = Flieger Regiment - GIB = Glider 
Infantry Battalion - GCA = Groupe de 
Commandos d’Afrique - GNA = Groupe Naval 
d’Assaut  - GTM = Groupement de Tabors 
Marocains - GR = Grenadier Regiment 
- HAA = Heeres Artillerie Abteilung 
- HKAR = Heeres Küsten Artillerie Regiment
- ID = Infanterie Division - IPB = Independent 
Parachute Brigade - IR = Infantry Regiment 
- Lw = Luftwaffe - MAA = Marine Artillerie 
Abteilung - PIB = Parachute Infantry Battalion 
- PIR = Parachute Infantry Regiment 
- PzD = Panzer Division - PzG = Panzer 
Grenadier Regiment - PzR = Panzer Regiment 
- SF = Special Forces  - RCA = Régiment de 
Chasseurs d’Afrique  - RCP = Régiment de 
Chasseurs Parachutistes - RD = Reserve 
Division - RGeR = Reserve Gebirge Regiment 
- RGR = Reserve Grenadier Regiment 
- RSAR = Régiment de Spahis de 
Reconnaissance - RTA = Régiment de 
Tirailleurs Algériens - RTS = Régiment de 
Tirailleurs Sénégalais - TD B = Tank Destroyer 
Battalion -TF = Task Force -  TkB = Tank 
Battalion - 


