
INSTRUCTIONS_READ FIRST

BASIC GAME

NATI0NAIITY {Btilith)

TYPE (lnlanlry)

ArACt( fafion {4)

An unforgettable day in history . . . the Allied invasion
of Europe on June 6, 1944.

D-Day is actually two games in one: The Basic Game
is designed to introduce the beginner to the new art of
wargaming; the Toumament Game is designed for the
truc wargame aficionado . . . it is as challenging as Chess
only more versatile.

IlIAPBOARD
The mapbon.d shows ihe entire thenlre of op€r.tions. T€r

rrin featlres rre .lt.red slightly to conforn lo hengon pal-
lcrns which {re uFd to determine movement, Hcreatt€r. lhese
hcxngoN wiU be caued squ$4. Terrain f€arur€s ar€ tu fol-

CITY SQUARES: Any squafe containins black cris$cros lin s.
FORTRESS SQUARES: Any ciry sqnare outlin€d wiih a r€d

FORTIFIED ZONE SQUARES: Any pink-toned squarc.
MOUNTAI SqUARES: Any b.own squrre.
SEA SQUARES: Aly blue loned squrre conhinits an unbored
red number and red arrow,
COASTAL SQUARES: Any land sqlare io which ! led arlow

RIVERS: Solid blue lines lhat ru! b€tivee! 1be squarcs.
INLAND PORTS: City squlres that boxed numb.B poinr to,
such as Artwerp, Rouen, etc,
INVASION AREAS: The ? separare a.eas encompas€d by .€d
liDer. cnch cortaini!8 its own troop invasion table.
REINFORCEMENT GENTERS: Any squar€ in celm.ny con-

GRID-@ORDINATES: Leitered columns ru! elst-wcali num,
bered columns aule northwesfsourheaste.ly ro pinpoint loca-
tio.s. Examples: Dunkirk h M-22, Bo.deaux is LL-44, Mar,
saiues b TT-ll,
BOXED RED NUMBERS: Supply calacily, penileir ir ihe
Toulnament same only

ORDER OF BATTLE UI{IT COUNTERS
Now stndy rhe die-cul Order of Ba(le count€6, Blue arc

Auiedt Red are Ge.man. The* counb.s ar. your "cl'6smen"-

Hcreafte., lhey will b€ called Urtr.

. ] 9 6 5 T A H G C

slzE lDivhion)
IDENIIICATION

60lh Srltlsfi Division)
MOVEMENT FACTOR (4)

DEFENSE FACTOR (4)

SIZIS: XXXXXX - Theahe of 0peralions
)qXX-Amy XXX - Corps

X - Irigrde lll-Regimenl

XX)(Iq - Almy Group

XX-Div is ion

IrPts: 6 H.adquarte6 A Slalk lnhnlrv db Infantrv

eilH:"j,[fjjl],, Ehlarachute
tll]l0tlltlTY: provided lor iistorical rciercncs. When not
they arc U.S. (blue) and Gtman ked.
llll0i t CI0l: Basic fghtins llrength $hen attacking.
ottElSI FICToR: Basic lishtinsrrre'r8th when altacked
ll0ltl{EiT rffI0l: Llarimum number of squares a ljnit mav move i!

PREPARE FOR PLAY
STEP I: Lay tE mapboard out on a tabl. The Allicd Dlav.r
sits on thc w6tem side; thc G.rman play€r si$ on thc eadterr

STEP 2: Punch out the Order of Battlc Count.B (Uni$).
Alti.d pl.yer pl&e all blue Udts in tbe t.ction of the map
matlted Alied Units Awitable in Bnhin. Thc G€rman playcr
plac6 allred Units as follows:

(a) All Static Unit! nBl be plaed on Coadtal Squar.s only
(b) The 9th S.S. Panar Dilision,49tb & 51st S.S. PaMr

Bricad6, 3rd, l5tt, & 25& S.S. Pa@ Gr€nadier Divi-
sions .nd l05lh PaDr Brkadc mu8t be llaced on any
of the Rcinforc€ment (Sta.) Sq!ar$.

(c) All rcdaiuirs UDits mty b€ plac.d dypbere ircludine
coasial Squar$.

(d) No Units may be placed in Switerland, Spain, S@
Squarcs or x-narked MouDtai! Squa6.



(e) Unils m.y be slacted up lo three deep on any square.
This pr.liniinarr action b! the Ge,man pkryel neans h. is
.onhlnihe hit Unitt to rcceire the Allie.l inrasion. The
|k,latn ol et.h Unit pkten.ft na! wll d.termine vhe ter
he tn'r ar lot.t tlte Cam..
(T l  P  l :  lhe  \ l l i ed  p l "Jer .e lecr '  one o f .e \en  inva \ ion  r re rs
He plxces his Unns on the prop€r Sea Squarcs as insmcted
in the section h€aded tor r, l,ea,/.. No c€rmad moredent

HOW TO PLAY
The Allled plaler moles all ot his UriB, then resolves every

batlle tnxl is his'lum. Tne German player moves all of bis
Unih. then resolves every bitll+thar is lis T(m. Togelh€r
these lwo Tuns arc measured as the passage of one weeli.
Turn l, lh. invNion weck, is considered the fi6t Turn of fte
srmc. The condensed routine of play is as follows:
STEP l: The Allied player noles all Units on the continenl
he chooses lo move, He then consuhs the Time Record Card
rnd rroop Jnvdion Table and pnrs new Unils into pl.y. Ncw
Units crn nlso bc novcd. No Germ.n movement is .llowed.
STEP 2: .^ll batllca caused by Allied movemcnt .re resolved

STEP l: Thc Cermrn phyer consuhs lbe Time Record C.(
nnd if he k due rcinfor.emcnrs h€ places rh€m on lhe map-
hor.d. He then moles nll Units on hoard hc .hoo:.s ro move.
\o  A l l ie r  Innremenr  h . , l lo "ed
STFP 4: A1l hrtles crlscd by Cermrn movemenl are rcsolvcd

-Sl FP 5r Thc Ccrfrrn plnyci chccks ofi one Turn of rhe Time
Recor Crid nnd phyes rcpc.t Srcps I rhroulh 5 for rhc
remrinder of thc !rhe.

6- lnland moveftent in rhe iDvasior week is nor allos€d.
Units nay move no farlher th.n the irst Coastat Squarc they

There is o.l! one dvsion n1 the Bdsic Cahp. Rela.tc. ta
a second inrasion on the Tnne Recotd Co l applies in th.
Tourntment Gaqle, orl!.

HOW TO MOVE UNITS ON LAND
L In any Turn you may 6ove ail your Unils on Board.
?. You may nove each Unn aDy nudber of sqnares rot ex-
ceedins ils movemenl t clor,
3. You do noi have to molc every Unil nor do you havc to
movc any Unil in your Turn.
.1. You may move Unih in any dire.tior or combination of
dircclions you Bish in the sane Turn,
J. Unlike Chess and chcckers you more rll Units you choosc
ro 'nove betore resoltins any baules,
6. You mry movc Units over top of fricndly Units bur lon
,re not allowcd lo move unns or top of or over opponenl s

7. Movemcnt facroF are not lransf.ftblc f.om oDe Unit 10
rnolher Dor can thcy be rccunulatcd from o.e Turn to the

8. Molencnl alonA rhe erslern ed-!e ot thc m.phoird crn
be throuBh *hole sqlarcs only.
NOTE: Th. li. it ts.d anl\ tu) tcsolr. .onn,at it hax
no!rntg to rl. \.itlt tnoftnlent.

HOW TO HAVE COMBAT

HOW TO WrN
ALLIEO phyer  e ins  i r  he  c i thc i  c l im inarcs  r l l  Cermrn  Un i$
trom thc contincnt ,r reN rny l0 codbrl divisions ncross thc
Rh ine l l ssc l  l t i l e .  l i n .  be ts .en  D- l0 .nd  AA- t6  in . lLs ive_
GERMAN phycr  w ins  i f  hc  c l in innres  x l l  . \ l l i cd  Un i ts  f rom
ihc  cor t incn t  (Un i ts  s t i l l  i n  Br i tn in  wouk l  then he  cons idcrcd
c l im inr tcd l  , /  rvok ls  thc  A l l i cd  cond i l ions  o f  v ic ro ry  6y  rhe

HOW TO INVADE
Prclinrinrry lo phy of lhc fimt wc.[ is rhe Allicd Dlrtcr\

sclcction of lhc invxsion si-qht. He miy choosc .ny dr. oi thc
scvcn inlrsion nrcrs nnrkcd ofl on lhe mrpborrd. To inr.dc,
thc Allicd phycr rrkcs Unirs from thc D-DAY sccrion of
llritrin rnd phccs rhem on lhc Scr Squ&cs wilhio his chosen

L Allied phycr h.s the choice of which S€a Squ.res to use
.nd does nol hrve to use rll of lhen wilhin th. choscn in

2 .  A l l ied  p lnycr  mry  phcc  up  ro  2  Un i ls  on  a  S€.  Square
.lthoush he c.n plrce iusr one lRnor. the r.d nunth.rc rhi.ll
appl! it ihe Totrnant.rt gant. pla! onlt.
3. ParAchulc ljnils may be placed on Ser Squ.r€s. o. thcy
may be dropped behinn enemy lines rs outlincd in the sccron
he ded Use ol Paru.htt. Unitt.
4. Allied player cannor invade with more Units th.n .llowed
under "FiBl Turn of rh. rcsp.crive Troot Invasion Trbl..
He may irvade wirh le$ if hc wishes. Fxrmple: to inv.dc
Normlndyi a nrxifrum of 6 Infanlry and I Prrnchure Units
cln be placed on any of 6 Se. Squres betwe.n R 3l .nd

5.  Un i r ,  rh " '  , ' re  p l ,ce . l  on  S. .  sq- ,  -e .  *1 . .e  . ,  ow\  po i r l
to vacanl Coast.l Squares nust bc moved onro rhos. Coasr.l
Squares-cv€n if $rch noveme.t plnces lh€m adjn.enr ro
Oernan Units on other land Squa.es.

ZONE OF CONTROL: Elcry Unil] zonc oI conr.ol h nornlrlly
i s  s ix  j . ccn t  squ fcs  (A  l ) ,  Yo t r  ru lonr r r i c r l l y  c r rse
co brt whcn yo! Dove r Unn inro lny onc squirc of uy
enedy Unns rone o f  con l ro l .  Ihc  nhy$ no l ins  hh  Un i rs  i s
r l$ rys  rhe  ru reker ;  h is  o l ioncnt  i s  rhc  dc fcndcr .  To  dc
lermine brtrle odds, lbe .rl|c*!r\ .rl.ck fdclor is srrrcd firsl
rnd lhe defendds dcfensc flcror is srilcd sccond. For cx-
nmplc i  I f  rhc  29Lh D iv is ion  (4 )  r rhcks  Ihe  4?1h St r l i c
Division (2) brlrlc odds rrc 4 to 2 which rcduccs 10 2 to l.
To rcsolvc conrbrt rhc rrrhck$ rolh lie dic oncc r.d mrlclcs
up thc  d ic  ro l l  w i rh  r ie  :  ro  I  odds  co l rn rn  on  lhe  Conha l

ATTACKING:
l. ,{n rn.ctin8 Unn cnds irs TUD ns soon as rr c.lctr ihc
lir( enemy controlled squarc.
l. You rre nor rllowcd lo mole .n atr..LinB Unir rhroueh
cncmy conkollcd squrer.
L You may rnack .s m.ny enenv Unils xs yor crn rerch

.1. Yon m.y mole as n.ny Unns into enemy zoncs of co.
riol ns }ou ire rble before resollins comb.l.
5 You resolle rll combat one ballc .r r rimc alrer molinr
r l l  lhe  Unn\  !ou  choose 1o  nrore  i .  your  Tr rn
6 The rllacler hrs Ihc cboicc of resollinA b.llles in nny

COMSAT



?. The attacter ousl r$olve combat againsl cverv enem!
Unit he hrs moved Unirs nexl to.
8  The 4 t .c .  l . ' c lo r  o f  -  I  r  

 

nc \e r  chdnscs  reeJrd tess  o l
Lhe re rnrn  i r  i s  i tdc* in r  i rom.

INVASION ATTACK
I. Unns on Sea Squares altack only thos€ cerman Unils on
Coastal Squares 1be ar.ows loint to. Exafrple: Iet's assume
there is ore G€rman Unit on R 35 and anorher nerr rc tr on
S-3J rn Allied Unit on Sea Squrre S-36 rrtacks dnt the
Cerman Un i t  on  S-35,
2, Allied Units that are moved f.om a Sea Squa.e ro a
vecant Coastal Square nusl altack all cermaD Units vhose
Tones ot cont.ol lhey are in.
l. Allied player may attack a cermin Unn on a Coasrat
Squnre from both Ser Squar$ and Land Squares resolrins it

4. An attack by rwo AUied Unils on the sxme S€a Squa.e
asrrnst more rhrn one Cerman Unil on x Coaslat Sqlare
nusl be resolvcd $ one bafle-ir cannol bc sput jnto two

5, Allied Unirs on Ser Squr.cs rhat .re rcquired ro rctre.r
or llnd no place lo so nftcr combrt has been r€sorvcq are

6. Victorions rssrult Unirs musr be moved ur( vrcanr
Co$trl Sq!nres ol losine Units rfrer comhnt in $€ s.me Torn.
DEFENDINGI
L Thc defendinr tlayer is no1 rtlowed lo hove any Unir
while his opponcnt k r(ackins.
2. A Units defcnse frcror v.ries nc(ordins lo thc t€rnin n is
dcfcndins on. Exnmples nre shown on lhe revcre sidc of
thc onb oJ Bafit. < q.t.

ALLIED REINFORCEMENTS
Ser Squrres crn he uscd only in the nrsr week of pl.y. On

rhc sccond, rnd {ll succeedinS wccks, reinforccmcnls from
llrilnin musr hc pinced directly on vacrnr Corstrt Squnrcs.
l. ,{lljcd plxycr crnnol bring in more rcinforc€mcnG ihxn
rllowcd hy rh. rcsFcrivc Troot Invrsion Trbtc. Exanpte:
on the "Sccon(l 'f!rn 

rt Normrndtr, I mrximlh of I Armor
rhd 4 Infrntry Divisiors crn be plnced on iny of thc 6 Const.l
S<turrcs rhc irows point lo.
2, Reiniorcctrcnts hry bc brought in only throush cont.olted
Constll Sqrrrcs ot lhc invrsion rrcr. They mry aFo be
broughi in lh.orrh rny conrrollcd Intand Po.t nnywhere on
borttl, R.iufua\rr. ! thrcuqh Atncn is not atlonut.
3. All reinlo.ccmenrs crn be b.oushr in lhrousn jusr onr
Cor(rl Sqrrrc or Inhnd Port p€r Trrn rltholsh thc AlJird
prrycr nlry usc nlore thrn one if d.simt't.
4. Rcinforccmcnrs nry nor bc broughr in throush Constal
Squrres of inusion arers olhcr thrn thc ones a$a!lr€d in

5. Aler phccnenr on land squi.€s. reinfo.cemenrs may b.
nroved inhf,d rccodiig ro thei. Dovem€nl f.ctors in the
slne Tu.. For jnsrincei r U.S, Ilf.nr.y Unil b.oushl in
on S-lJ cln bc moved as flr as T-12.

.  
MORE THAN ONE UNIT PER SOUARE

L Th€ Allicd plrye. hly stack up lo I Units of any *ind, in-
cllding HQ, on lhe same square anywhe.e on rrc conr.c.!.
The Ge.mrn phyer. b.cause rhe C€.Dars w€r€ more tightty
or8rnized nr thk iihe. may st.ck up ro I Unils of any kind.
including HQ. on the srme squ..e anywhc.e on the conlnenr.
2. Stncked Units may slay togerhd indefinilcly or they may
combrnc o! one Turn and split up o. rhc very nexl Turn.
L Shckcd Unils may pass oler squarcs conlainins other

'1 The movemenr rnre of sr.cked Unns is rhat of rhe slowcst
Unir jn the stack. Ol couBe. rhe ftster Unils nay connnDe
o -  r e  { . . J  j n  r h e  , , m e  r u  - . . r r e r  . o t l l r n s  a q - v  t r o m  t h e

MULTIPLE UNIT BATTLES
L When two o. more Units atlack one defending Unir the
.uack facrors of lhe attackine Units nusr be totaled inlo
on€ combined .ltact factor.
?. When one Unit aftacks two or more defendins UDirs the
defense facloG of the defending U.its must bc totaled inro
one combined defe.k faclor.
L Whcn seleral Unirs .thck seleral defe.dins Units lhe
xrlicker h.s lhe choice oI dividinA conbat inro more than
onc b.ttle as lona as:

(a) He battles evcry defending Unit frat is in his attackinA
Unns rcnes of co.trcl, a.d
(b) He l'attl* €very defendins Unit in vhose anes of con-
Irol hc h.s anackins Units.

,1. The attacke. may diyide codbal rgainst stacked Units on
lb€ samc square inlo more tnan onc b.ftle as long as hc has
mo.e lh.n one att.ckinA Unit.
5. Altackin8 slacked Unns on onc square may dilide conbar
aeainsl defendine Units on scp.rate squares. (See /rrlrrb,
,lra.k lor exceprion).
6. The rtla€ker is not sllowed to split any one Unil\ atrack
frctor rnd apply il ro morc rhrn one batlle. Nor can I
dcfcndin-! Unili defcnsc fador be Iikewise s!1i1,
7. Thc rurcker may dciibcralely s.crifice one or more rtl.cl-
ing Unils r( utrvorrblc odds in order to Aain more iavor.ble
odds ove. remrininr dctendinA Unils. This rrclic is called
fudrt's oll. Ehmplc: l.ets nssunic rhnl 6 Allied inf.ntry
d ivn ions  ( r l l  4 ,14  Un i rs )  en- l rse  the  ( l c rmrn  2SS,  9SS and
l25S divisions (all 6-6-4 Unirs), Onc Atticil Unit sorkeofl
rgrinsr rhe :SS rnd 9SS Units at 4-12 odds Thc rcnuinjnA
5 A l l i cn  Un i ls  lhcn  r lhck  the  t2SS r t  20 ,6  odu i .
L Sork-orl odds cnnnol bc worse thrn I-6. Anylinrc rhc
atacker finds onc of his Unirs surrounded rt odds of t-? or
worsc. hc ousl cnhcr brint up enoush Unirs in support to
nrirg odds down ro 1,6 or hcllcr. or climinrle n nom lhc
hoard bcfore rcnnvins uy h tles.
9 .  No Unn,  rn rc l i inA or  dc fcnd in4 ,  n ry  f igh l  morc  rhu  one
bru lc  in  rny  onc  ph lc r ' s  Turn  c lcn  i t  i l  t inds  i rsc t f  in  cnemt
?ones oi conrrol rtrer coDb 

 

hrs hccn rcsolvcd. I. lhh
cvcnr, rhc dctcndinA U.il nnrsl cnher r(r(li or {ithdrrw in
i r \ ' l n r r .  l f  i t  chooscs  lo  { t rck  i t  mry  do  so  hy  s t !y in8
whcrc ir is or by withdriwin! fron ihc enemy zonc rttogclhcr
rnd  rhcn  rc  cn t . r ina  hy  !  d i l l c ren l  squdc .  tn  r  s  In i rnce
Uni rs  mry  no i  N i lhdr !w rnd  rc  cn le r  by .  ro r rc  th r l  worL t . t
ror.c lhco into or lhrourh zoncs of orhcr enenry Unils.

MOVEMENT AFTER COMBAT
Atl.clinB Urils ire nol rllowcd lo !d!.nce in lhe srmc Turn

rfier combal hrs b€cn rcsolvcd. Howclcr, lhe  t.cte. h$
lhc opton ro occupy rhe lsels sqruc wirh his victoriors
Unns i r  the  fo l low ins  c lscs .  on ly :

{a) Arlacki.g Urns may c.oss a rivcr and nove onro
squares v.c.tcd by a dcleared eneDy whose defense faclo.

rb) AtrackiDg Unitr may move onto Cii). Forrjfied Zone,
Monnra'n or Fonre\( Squares vaca'€d by rhe defealed

This also appli€s ro survi!in8  hckins Unirs in .r./rars.s.

MOUNTAINS
l. Movement throuch Mountain Squ.res is naruralty stower
lhan norD.l. Thus all Units, resardless of rhe,r n,ov€nenr
racrors, mole ftrou8h Mouniain Squares at rhe rate of I

2. All Unns musl end ddr Turn .s soon as they nove iDro
a Mountain Sq!.re. They c.nnol p.oceed unrit lheir foltop-

L All Uni$ may l€ave Mounbin Sqlares ar their normal

4. No Unit are ,lloped 10 move throusn or onto Monnt.in
sqr.res harked X .



5. The defense facto. of all Unic doubls ehetr altack.d
Phile on a Mountai! square.

FORTRESSES
1. There js !o change in the movement rats of Units pNing

2, Difie.ine from qordal, Uniis in Fonresses have no anq
of conl.ol over adtacen! squa.es. Thus, eremv Units can pas
right by wilhour h.ving to slop and attack
3. Tlr altacker may move Unils n.xt to a Forr6 @ntain-
iDg enemy Uniis wilhour axacking allhough he has tt'e
oplion to do so. If te does atack, all Unik in lhe Fonftss
mDst be fouchl but he do€s not hale to use all adiacent Unils

4. Units i" Fo.tre$es do not have 10 attack enemy Utits
lefr adjacent to rhem{lthough lhey have the option ro do so.
If he does so, $e attacker mDst atack all adiacent erehy
Unils but does rot lave 10 lse all of his Units in th€ Fortr.se

5. Unils adjac.nl to morc lban one Fonres may altack o.e
Pirhout aitackins the other.
6. The defense facror of all Units riples when auack.d while

FORTIFIED ZONES
L There h no chanse in the frovement .ale of Uans wh€n
pasljng $.ough Fortined zones,
2. The detense factor of all Uniis doubl$ when attaclrcd
while otr a Fortifed Zone Squarc.

RIVERS
I. Th.re h no chanSe in the movcm.nt ratB of Uniis wben

2. Diff€.ins from normal, Unit! .djacent to a .iv€r have
no zones ot conrol ov€r adjac.nt squarcs on lhe oppos'te
side of th. river. Thus, enemy U.its caD pN.isht by with-
ort having to stop aDd aMck.
3, The attackef may move Unis next to cnemy Unils sep-
..ai€d by a river wirhout attacking-althouth he ha6 the
option to do so, If hc does attack, all adiaent Uniis aclN
the river mnsr be foughr but hc do€s not hav. io us. all of
hh idlacert U.its i. the attack.
4. Unils adjaent to more lh.n onc riv.r linc may athck
acro$ one withoul altacking acrocs thc othcr. For inslan.e:
A Unil oD V-27 may atlact a Unit d.fendiD3 on U-26 with-
oul havins to fi8hl a Unir d€f.ndins on V'26.
5. Tte d.fense factor of all Unil! doubles wh.n rtlack€d from
e.oss the .iver erc.Dt wlen attack€d lron the sam. side of
Ihe river .t lhe samc tinc, iD which cas. lhe defens. f.cror

USE OF HEADQUARTERS UNITS
While ralher lar8e in manpoper Hcadquaners UniIs had

lery lilde altack ability, thus they cannor arhck. Hovev€r.
HQ Unils have . zonc of conlrol and enemy Unils musr stop
aDd attack jusl as if they werc nttaci(ing r.sular @mbar
Uniis. Eliminared Gernan Headquarters Units may nol b.
brousht back .s r€irforcements.

USE OF PARACHUTE UNITS
A! rbis point hhtorically. Gernan Parachut. Unns laclcd

th. t.aining nece$ary 10 perforo as such-1hN ih€y can.or
be used in aDy air drops. Hovcv.., All'€d Parachule Unit3
can bc used in air drop6 d follows:

(a) Each Parachute Unit may b€ dropFd twicc Dc. same.
(b) Unils mul be drop!€d within 5 square o{ th€ cl(sr
Alued Combat Unit. (Combat UniB Day be moved f6r
1o gain m.ximum rang€).
(c) Units cannot b€ drop!.d dircclly onlo an encny @!-

(d) Units camot be dropped on Moutrlain o. Sea Squar6.
(e) Allied player nay d.op more than one Pa.rchrte Unit

F. Tum but they mut be dropled siFultaftously. He
@mot drcp a Parachute UDit, movc it 3 squares and tlEn
dbp mother 5 squdes frcfr t,
DrcpDed Units may be Doved their full movemert facior

in rhe sme Tum. On@ dropped, Parachute Units are lreatcd
lbe $me a nomal land Units. To perforn an ai. dro! of
a Unit alr€ady otr land, simply rasfer it from iis cDnent
l@tion to dy squarc otr board you wish rubjecl to above
rGtiictions. Thc pla@ment oI a Parachule Unit on a Sea
Square h the iryasion Turn do6 not @nstiture an air drop,

REPLACEMENTS
l. Frcm the 9th }vek on, the Auied player rcceives repla@
ment3 from rhc d€ad pile, The relhem€nt rale h 2 dta.l
la.to6 per Tlm narimrm a^d th.! ndy @mist of Unils of
any kind exc.pt HQ a.d Para€hlte Unib- Umsed replac€ment
tlloeancs may b. accumulaGd. Reliaemetts are brought
onro &e continenr in the same Fanne. as r.itforcemenrs. Re'
placemen! plus rchforcemenrs catrnot excced the maximums
srat d by the tr@P invasiotr 1abl4,
2. From the l6tt peek on, rhe Germa. Player ieceives .eplace-
m.nrs f.om the dead pil€. Tte G.rnsn replaccmenl rate js J
ottack laclors per Tum marimum, and rhey may comist of
Units of any kird except HQ and Slatic Utils. Unused tellace-
menr allowanG may b. accumular.d from Trrrn lo Tum,
Repl.cements can be placcd on board at any time dlriDg rl&.
German playcr\ Turn. He must ?lace them only on red star
squaB not in ef,emy anes of conlrol. Red .tar squar$ do tol
bav€ to bc carrisoned ro receive replrcemen$. ODce on board
r.rlaccments can be moved and rs.d in combat in that Tum.

COMEAT RESULTS EXPLANATION
The m.thod of rslvins combai iB explained on the C,,r

hat Reellts Tdbl. icclf. The followins cxplains the meaDinss
of rhos€ combat eult3,
ELIM| All looine Unib ar€ climirat.d from the board. "A"
aDplics to all atackins Urib and "D" appli$ to all dcferding
Unils,
BACK 2: AII lcins Unirs musl be relreal€d by rhe *jnncr thc
full 2 3quar6. R.tr€at car be thrcDgh friedly Unj$, across
riv.B a.d over all playable lcrrair. However, rctrcatine Units
are €liminated if thc only avail.ble retreal roule forcs them
irlo or thrcueh .ncmy arei of control, o. off the board, or
irlo th. S.a. or aqos more than one Mounlain Squarc. or
placed on fricndly UtriIs that would result in stacks .xcccdins
lhe maximuB. Th€ winDer oDtroi force ldire Unit! into such
bl@Li.g ens of ontrol and 1erai. if allcmate unblocl.d
roura of rctrcat ar. availablb.
EXCHANGE: Th. dcf€der removes all of his UDits-the
aila.k.. remov.s a numb.r of hi! Units whosc combined
auack facios tot.l at leEst lhat of the defcnre fEctors re-
movcd by rhc def.nd€r, Sornetine5 an .xchaDge do.s nor
wo.k onl cven up in which cvcnt th€ attackcr nry havc to
remove Unils ehose combincd altack fac1o6 total nore than
the dcfense factoB rcmoved by the defender, DeteDse factom
are compuled at value accordin8 to defemive posi(ion. Example:
Ir rh. Allied 29rh Divisior (whose dcfensc factor h 4) is
defending in a city. the att.cker nust rcEov. 8 atrack factors
b€causc thc 29th\ def€tu€ factor has becn doubled 10 8,

BATTLE MANUAL
You have finish€d .eading fte rDles of rhe Basic Game.

Exampls of play ard a! Appendix of quesrions o! play are
included in the Ba(le Manual. The Balue Malual also con,
rains compfete insiruc(ions for the Tdurtunent Gone \hi.h
adds grealer realism and depth to the play of D-Ddy:

SCI|D SiT ?ED ENVETO?E
Fot pn rul intonanoa abou' oI lrolon Htll t,odu(^, 'pnd a

stanppd, spll-d.Ai.s,.rlcnvclope !o: Th? 4volo" H'll Lad. aanpan!.
1s12 HaIod Road, Bakinoft. Mnrland.


