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1.0INTRODUCTION

On May 20, 1941, Hitler committed his entire efiieborne force in a daring
daylight assault on the Allied forces defending itend of Crete. During the
ensuing twelve days of bitter fighting, the Germasisroughly 6,000 men killed in
action, wounded, and missing. The tough paratraopersisted, and in the end,
prevailed. But the resistance from the British, ARZand Greek forces, as well
as the Cretan population, was fierce, and the ebsictory was high. Barely half
of the paratroopers emerged unscathed from thelictorgrompting Hitler to
abandon forever the combat use of large airborneefo

Operation Mercury is a company/battalion scale game simulating #tieb
between Germany and the British/ANZAC/Greek forces the
Mediterranean island of Crete in May of 1941. Teestwo players:

« The German player controls playing pieces reprieggtite German
Army, Luftwaffe, Axis naval units, and ltalian larahd air units.
These units are referred to as "German" in thdss. ru

« The Allied player controls pieces representingrieure of British,
New Zealanders, Australians, and Greeks defendiate @s well as
the Royal Navy.

The game is played in Game-turns, each of whictesepts eight hours of
real time. During each Game-turn, each player mbigepieces across the
map and uses them to attack enemy pieces.

2.0 GAME EQUIPMENT

EachOperation Mercurygame includes:

Two 22"x 34" mapsheets

480 die-cut counters

One rule book

Allied and German Setup Cards
Charts and Tables

One 10-sided die

2.1 THE GAME MAP

The game's two mapsheets depict about half okthed of Crete, focusing
on the areas around Maleme, Suda, Heraklion, atilh&k@here the major
fighting occurred. A hexagon grid has been supegeg over the terrain in
order to regularize movement and the positioninglafing pieces. These
hexagons are hereafter called "hexes". Each héxeomap represents about
0.94 miles (1.5 km) of terrain. Each hex has ita owique four-digit identity
number, used to identify the hex for various gamng@ses. When referring
to hexes, the hex number is preceded with a "Wtheifhex is on the West
map and an "E" if the hex is on the east map. Malainfield, for example, is
W4415, while Heraklion is E3135. Several off-mapakions are accessible
via movement boxes, as noted on the game map. ke tha map lie flat,
back-fold it against the creases.

2.2CHARTS AND TABLES

Various visual aids are provided for the playersoider to simplify and
illustrate certain game functions. Some of thesee Hzeen printed on the
mapsheet while others are printed separately gerptad cards.

2.3THE PLAYING PIECES

OPERATION

(2.31)Combat units:
GROUND COMBAT UNIT
Unit Identification
)
‘A/28 Maori
Unit Type — /2 Oa = — Unit Size
Stacking Value —}-@ 1 7 # —— Efficiency Rating
Attack Strength —-@ 2 = 2 =3 5 ®1— Movement Allowance
3
Defense Strength
ARTILLERY/AA UNIT
Unit Identification
"No ZOC" Indicator
Unit Type Unit Size
Stacking Value Efficiency Rating
Bombardment Movement Allowance
Strength
Range  Defense Strength
HEADQUARTERS UNIT
Unit Identification
Unit Size "No ZOC" Indicator
Unit Type %ﬁa Command Range
Stacking Value Efficiency Rating
Attack Strength Movement Allowance
Defense Strength
AIR UNIT
Air Unit Type
!
°
JuEy
Bombardment {———e é} < 5 ® —— Naval Attack
Strength Strength
NAVAL UNIT
Nationality ——le CLe— Ship Type
T, . .
Bombardment = Dido 1 Ship Name
Strength —® g . : o —— Movement Rating
AA Strength ——e ﬂ : @ . E] o|—— Defense Strength
]
Transport Capacity

The cardboard pieces should be punched or cuff ¢l @nit counter sheets (2.32)Summary of unit sizes:

and sorted by color and type. They represent toalawilitary units that took

part in the historical campaign. The numbers andbsys on the pieces
represent the strength, movement capability, apel of unit represented by
the piece. These playing pieces will hereafteef@ned to as "units".

ees Platoon X Brigade
| Company Ill Regiment
|| Battalion XX Division
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(2.33)Summary of ground combat unit types:

M Motorized

Foot Units

IZ] Motorized

X] Infantry Machinegun
B Glider X] Parachute
Infantry Infantry
Mountain [M] Combat
Infantry Engineer
Al aa Lol Artillery
0 Greek Militia

Commando

Mortars
(Airborne)

(] HQ

K/ Anti-Tank

Wheeled /Armor/Light Armor Units

@ Motorized

2.4EXPLANATION OF UNIT VALUES

Attack Strength - is the combat value a unit uses when attacking i
Maneuver or Assault Combat. It is expressed in geofattack strength
points.

Bombardment Strength- is the value an air, naval, artillery, or AA tnses
when attacking enemy units by Bombardment or A4 fit is expressed in
terms of bombardment strength points.

Range- indicates the maximum distance (in hexes) thartllery unit may
fire. It is counted from the firing hex (excluded}he target hex (included).

DefenseStrength - is the value a unit uses when defending in Meegrear
Assault Combat. It is expressed in terms of defetneagth points.

Efficiency Rating - is the relative level of training, motivationnch
effectiveness of a ground unit, expressed as ameahmting which is used
in various game functions. Units are rated from(f@vest) to "8" (highest).
For Headquarters (HQ) units, this rating is usedetermine levels of support

Anti-Tank Artillery AAA and coordination of ground combat.
& Ammor® Motorcycle el Bicycle Movement Allowance- represents the unit's maximum movement capacity
Infantry Infaniiry during a given Movement Phase, expressed in tefrnsowement points.
S Light Armor® O Gilhouetted Tank Unit Each clear terrain hex requires the expendltumnefmovement point from
the movement allowance total to enter. Some hexgsre the expenditure of
more or less than one movement point, as indiaatethe Terrain Effects
Chart (see 4.2).
(2.34)Summary of Game Markers:
For naval units, this is the maximum number of eees the unit can move
Front Back Front Back on the Naval Operations Map during each game-turn.
* atioued First Fire Final Fire HQ Command Range- This is the maximum number of hexes over which
atigue an HQ unit can coordinate the attacks of friendiysu(see 8.12).
Dispersed Q i )
2.5THE DIE
The game uses a ten-sided die. The number "Gddsagten (10), not zero (0)
as in some other games.
Fatigued Declared Coordinated
‘ Combat Attack 3.0SEQUENCE OF PLAY
Improved
Position 3.1PREPARING FOR PLAY
Refer to the setup instructions in section 14.0 oenarios) or 23.0 (for
[ s Supy | e b o Campaigns). Place units on the mapsheet accorditiget specific set-up
@ F -_—G — instructions in those sections and on each plagetsp Card. The Allied
fremee EYRETHEl R ) player always sets up his units first. Units aflerecoded by setup groupings
Undetected Detocted for easy placement on _the Setup Cards. Uni‘_[s rikallin placed on the_
Task Force Task Force mapsheet are placed aside for later entry as reamf@nts. Most units begin
the game at full strength, though a few (with thiered unit type box on their
reduced strength side) begin at reduced strength.
| ict Once ground unit placement is complete, the Alieyer sets up his naval
I units (if playing the naval game) and the Germaneal places his allotted air
units in the "Ready" Box of the German Air OperagicCard. The German
player may place any or all of his available corsvoy the Naval Operations
Map, or he may withhold them for use on later géumes. Then both players
place Interdiction and Supply markers in the appatg spaces on the game
 Suta-Maleme map. After completing these steps, begin play aatgito the sequence listed
on the Sequence of Play.
Turn Supply Stk
Game Rules Page 3



3.2THE GAME-TURN

Operation Mercunyis played in successive game-turns (two daylight @ane

night turn per day), composed of several Segm@&his.most important of
these, the Movement and Combat Segment, is compistdo Player-

Segments: a German player segment and an Alligerpsegment. The
German player segment is always conducted first.

Important: The player whose player segment is currently ogiss is
called "the Active Player".

SUMMARY SEQUENCE OF PLAY
|. STRATEGIC SEGMENT

A. Recovery Phase
B. Supply Phase
C. Evacuation Determination Phase

II. AIR SEGMENT
A. Air Unit Allocation Phase

lIl. NAVAL SEGMENT
Perform only when playing with Naval Game.

A. Port Refit Phase

B. Allied Naval Movement Phase

. First Naval Combat Phase

. German Naval Movement Phase
. Second Naval Combat Phase

. Amphibious Landing Phase

. Naval Unloading Phase

OTMmooOn

IV. MOVEMENT AND COMBAT SEGMENT
Performed twice each turn, first with a German &1&8egment, then with an
Allied Player Segment.

OPERATION

(4.12)There is no limit to the number of friendly unitdieh can pass
through a single hex in one game-turn. At the awich of the Movement
Phase, however, stacking limits (see 4.3) musbbereed.

(4.13)A unit can be moved only once in a Movement Phiasg&n never
spend more movement points than its total movemi@wance in any one
Movement Phase (exception: 4.15). Units are n@reed to move and they
can spend less than their full movement allowari@@yever, unused
movement points cannot be accumulated or trandferre

(4.14)A unit may not enter a hex if it does not haveisciefit movement
points remaining to pay the movement point cogrier the hex and cross
the hexside (exception: see 4.15).

(4.15)A unit with a movement allowance of zero (0) mayM¥iR be moved
during the gamejor perform Combat Refusal (7.3), Defender reacfiof)

or advance after combat (2.8) unit with a movement allowance of one (1)
or more can always be moved at least one hex darfrigndly Movement
Phase. Note the restrictions of rule (5.23).

(4.16)A friendly unit may not enter a hex containing axery combat unit
(exceptions: see Paradrops - 6.12[c] and Amphiliienslings - 17.4). It can
be moved through friendly occupied or controlledkdse at no extra
movement point cost.

(4.17)Units that unload at a minor port or anchorage ilnah enemy ZOC)
by naval transport expend one-half (rounded ugh)ef movement allowance
to enter the hex where they land. Each such landiédnay then expend any
or all remaining MPs to move during that Movemenase (see 6.54 - 6.56
for movement restrictions on airlanding units).

Note: Port/anchorage/airfield capacities limit the numtfesvailable eligible
units which may land at a given hex per game-turn.

(4.18)Undispersedunits that enter the map by Paradrop or by Amphibi

Landing have a movement allowance of oneafithjcannot move more than
one hex (no swift movement along main roddsthe Movement Phase of
that game-turn. In ensuing game-turns, they usaritxement allowance

A. Paradrop Phase(German Player Segment, only on turns when thdisted on their counters.

German is paradropping units)
. Movement Phase
. Bombardment Phase
. Combat Declaration Phase
. Combat Refusal Phase
. Defender Reaction Phase
. Combat Phasgone combat at a time)

OTMTMUOUOW

V. GAME RECORD SEGMENT

4.0 GROUND MOVEMENT

During each Movement Phase, the Active player mayenany or all of his

units with a movement allowance greater than z8jo He moves them
through contiguous hexes in any direction or coativn of directions.

Movement can be affected by Unit Type (2.33), Dispe status (6.3), terrain
effects (4.2), and Zones of Control (5.0).

Note: During combat, units of either side may be advdmeetreated after
combat is resolved. This is not movement and us@savement points.

4.1MOVEMENT RESTRICTIONS

(4.11)Move units individually, from hex to adjacent hepaying the
appropriate movement point cost for the terraigeich hex entered (see 4.2).

(4.19)Allied units cannot use their full movement allowas during daylight
turns in zones where the Interdiction Value is tgrethan zero (0) (see 12.42
for effects of interdiction).

4.2 EFFECTS OF UNIT TYPES AND TERRAIN

(4.21)Each hex contains a terrain type. The Terrain Kewtifies the terrain
and the Terrain Effects Chart (TEC) lists the difig movement point entry
costs a certain type of unit spends to enter varetrain typeslf a hex
contains two or more Terrain Defense Values (TDW® defender benefits
from the highest TDV in the hex.

(4.22)Roads: A unit which is moved from one road hex directijoi another
adjacent road hex through a hexside crossed byo#ttespends movement
points according to that road's rate regardleisedfther terrain in the hex.

(4.23)Rivers: Rivers flow along hexsides. A unit spends moverpeits to
cross a river hexside in addition to the cost ¢éramg the terrain in the hex
itself. Bridges are implied wherever a road or sdegy road crosses a river
hexside. Units crossing such "bridges" move atrted movement rate and
do not spend the normal additional hexside coshéoriver.
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Armor Restrictions: Armor or light armor units cannot enter, exitretreat
through or attack into hexes containing ROUGH, HIMOUNTAIN, or
ORCHARD/WOODS unless a road or secondary road ctssach a hex to
the hex the armored unit currently occupies.

n, based on unit type

Example of movement point costsfor terrai

4.3STACKING
Stacking refers to the placing of more than oneinr@ hex. The position of a
unit in a stack has no effect on play.

(4.31)Each unit has a stacking point value marked oh thaximum of six
(6) friendly stacking points can occupy the same &tethe END of any
PHASE of the game-turn. During all other times suiciin freely enter and
pass through stacks of friendly units.

(4.32)If a stack of units is found in excess of the tet&ns at the end of any
phases, the excess is eliminated by the owningplay

(4.33)Play aid markers stack freely without limit.

4 4STRATEGICMOVEMENT

(4.41)Foot units (only) that begin a Movement Phaseadt three (3) hexes
from an enemy unit may move by Strategic Movemestead of regular
ground movement. Units moving by Strategic Moveméatre their
movement allowances increased by two (+2). Howdhey, may move only
along roads, expending movement points for sudhmaaement normally.

(4.42)Units moving by Strategic Movement may not movehinithree (3)
hexes of an enemy unit at any time during the M@rérRhase.

(4.43)Allied units cannot use Strategic Movement in asgt@ with an
Interdiction Level greater than zero (0) (see 122

4.5 OFF-MAP BOXES

(4.51)Several areas of eastern and southeastern Cretificsfly the areas
between the Retimo and Heraklion sectors, as veeltha area around

(4.52)Several map-edge locations on the East game magatmdthat
movement is possible from that location to an afferbox. These are the only
areas from which units enter or exit the game roagprtfrom the off-map
boxes.

(4.53)Players may move a unit off of the game map intadjacent off-map
box if that unit occupies an eligible map-edge bed has at least one (1)
movement point of its movement allowance remaining.

(4.54)A unit spends all of its movement allowance to méreen one off-
map box to another, adjacent off-map box.

(4.55)If an adjacent off-map box is occupied by enemysyrthe moving
player may attack those units as part of his moweme the box. To do so,
the player totals the attack strength of his mowinifs), and compares that
strength to the combined defense strength of a@ingnunits in that box,
rounding down to one of the simple ratios listedtiom Off-Map Combat
Table. He then rolls one die to resolve the confRegLits are as follows:

DR Defender Retreat. The defending player retreatuhits by one
box, but may not retreat into the box occupiechigyattacker at the
beginning of his movement.

1DR Same as Defender Retreat, and the defending ptay&rlose one
step (his choice) from his defending unit(s) (e step per unit).

AR Attacker Retreat. The moving/attacking player metstrn all of his
moving units to the box from which they began tmegvement.
They may move no further this turn.

1AR Same as Attacker Retreat, and the attacking pfayst lose one
step (his choice) from his attacking unit(s) (nmu step per unit).

Yes, we know that this procedure is very simpligife did it this way because (a)
this is a very rare occurence, but we had to haveesprocedure to cover it; and
(b) we don't want players to have to spend muoh tésolving this aspect of the
game.

(4.56)Players may move a unit from an eligible off-map baoto the game-
map by paying the normal movement point cost fer rap-edge hex of
entry. The unit may then continue moving up toaktent of its movement
allowance.

(4.57)Units transported by sea may be unloaded (see)iid.8ither the Sitia
or Tymbakion off-map boxes as long as the boxi®ocupied by any enemy
units. They may make an Amphibious Landing into @ffynap boxes which
are not occupied by enemy units, but must undérg@mphibious Landing
procedure (see 17.43) when so doing.

(4.58)German units may not be Paradropped into an offlsoap

4.6"ALLIED PARALYSIS" RESTRICTIONS

During the early hours (even days) of the battlejebattling the German main
force of paratroops, confused Allied commanderdimaed to look seaward for
the expected German "main blow", a massive amplsb@ssault, which, of
course, never came. As a result of this "from #@ mentality, the Allies tied up
many potentially decisive reserve troops guardiibgly spots for German
amphibious attacks. Additionally, during the hofettowing the initial German
drop at Maleme/Suda/Prison Valley, confusion reibsigpreme on the battlefield,
adding to the reluctance of Allied commanders torentioops and commit
reserves until they were able to obtain a cleaiietupe of what was happening.
The following rules, while tying the Allied playsands to an extent, represent the
reluctance of the Allied commanders to move trolopisig the early portion of the

Tymbakion, are not represented on the game's hgx Tieese areas are pattle.

accessible to ground units, but only through the afsthe off-map boxes
printed on the southeastern portion of the Easegaap.

Game Rules
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(4.61)All Allied units which begin the game in an off-mdmwx or at
Alexandria may not move during Game-turns Eg&ception: Units in the
Tymbakion off-map box are released on 21 PM.

(4.62)No Allied units in the Retimo or Heraklion sectars allowed to move
during Game-turn 1. On Game-turn 2, each unit e@sdhsectorhiave a
movement allowance of one (@)d cannot move more than one héfter
Game-turn 2, they move normally.

(4.63)Allied units in the Maleme/Suda sector have a margrallowance of
one (1)and cannot move more than one tdixing Game-turn 1. After that,
they move normally.

(4.64)Allied units in the special Suda Command Area (esed by dotted
gray lines starting west of Canea on the west hapg special limitations.
On Game -turns 1 -6, the Allied player is prohibii®m moving any of these

units (the ones with a light blue unit type box) oithe Suda Command area.

On Game-turns 7-12, the Allied player may freelyveonly one (1) such

unit per game- turn out of this area (they mayb®taccumulated). Other
Allied units may enter and exit the area normallyd units may attack and
defend normally inside this area, Heaving the Suda Command Area is
prohibited as above. After Game-turn 12, all uimitghis area are free to
move.Prior to game-turn 13, if any German unit endsitsement phase on
or adjacent to any Suda Command Area hex, alictzstis are permanently
lifted. This does not apply to German units panapledl on or adjacent to any
Suda Command Area hex.

(4.65)The restrictions (4.62 to 4.64) are applied onfynfiovement purposes,
not for the abilities of moving from ZOC to ZOCZ8) or react (7.4).

5.0ZONES OF CONTROL

5.1ZOCDETERMINATION

(5.11)Most units in the game exert a Zone of Control (@@ the six
hexes adjacent to the hex they occupy.

(5.12)The following units do not exert ZOCs:

All HQ units

All Armor/Light Armor units

All AA units

All non-mortar artillery units

All Greek units, including Greek Militia

Pooop

The Greek troops on Crete were mostly recruits.e@dly, they were poorly
armed, woefully led, and showed very little init@tto patrol or attack. While
many of these troops demonstrated considerableoparravery, and later
comprised the vicious partisans who so bedevile@trmans after the island fell,
they were simply not effective as fighting fornmatiduring the campaign. Thus,
they do not exert ZOCs.

For ease of reference, we have designated allwhith do not exert a ZOC
with a white band behind the Unit ID on their caunt

(5.13)Fatigued and Dispersed units never exert ZOCs.

(5.14)Wheeled units do not exert a ZOC into any hex @aintaterrain that
is prohibited to them for movement.

(5.15)Units do not exert a ZOC across a Cliff or full-beaside.

(5.16)0Other than (5.14) and (5.15), above, terrain haseffect on
determining ZOCs, as it does in many other wargames

OPERATION

5.2ZOCEFFECTS

(5.21)During a Movement Phase, units cease movement iratakydupon
entering an enemy ZOC and cannot be moved furthigrgdthat phase. Units
do not spend additional movement points to entlErame an enemy ZOC.

Ropaniama |~ wMalf 1
= JAif 2-2-5
\\
/ d Z0
D728 Maori d70 %0
= 1|z7 5 &
0 2-3-5 0

4216

4218
¥
JoB®

AdA,
K
4118

2178

i
(=3
<

G| Fatigued

ZOC Example

(5.22)Any unit starting its Movement Phase in an enemZZ@ay exit the
enemy ZOC by moving into a hex not in an enemy Z©@ay subsequently
enter another hex which is in an enemy ZOC duhiagMovement Phase.

(5.23)Any unit with aprinted movement allowance of five (5) or more can
move directly from one enemy ZOC to an adjacentihean enemy ZOC.
Such a move costs the unit's entire movement aticeyaand may be made
only when the unit BEGINS the Movement Phase iareamy ZOC.

(5.24)German units that are moved by air transport @ifield in an enemy
ZOC must undergo a special landing die roll to rddtee their condition
upon landing (see 6.54).

(5.25)Units moved by sea cannot be unloaded at a part @nemy ZOC.
(5.26)Friendly ZOCs do not affect the movement of frigndtits.

(5.27)Retreat: Units may not Retreat into or through a hex ieemy ZOC
unless a friendly unit occupies that hex (see 9.63)

(5.28)Fatigue: A Fatigued unit that is in an enemy ZOC duringRlieeovery
Phase of an AM game-turn cannot recover from Fatigu

6.0PARADROPS /AIRLANDING

6.1PARADROPS
German parachute and glider units enter the gaartheiParadrop procedure,
which consists of three steps: Placement, Drift,laanding Condition.

(6.11)Placement: During the German Paradrop Phase, available paeach
and glider units are picked up from the GermangS€ard and are placed on
the game map in their target hex. Only units ligtetthe First Wave, Second
Wave, or Reserve Wave sections of the Organiz&and may land on the

Page 6

Game Rules



MERCURY

island by Paradrop. All units in those sectiongardless of their unit type
symbol, land using the Paradrop procedimgortant: Units listed under
"First Wave" all paradrop on Game-turn 1. "Secoral/8V units all paradrop
on Game-turn 2. "Reserve Wave" units paradrop entum listed on the
German Setup Card.

(6.12)Placement Restrictions:

a. A target hex is specified for each unit in tirstFand Second Waves
(see German Setup Card). Except when using Gernaampdign
Options 1, 6, or 7, each unit in those waves masplaced in its
designated target hex.

b. The German player is allowed to choose the ttéugees for units in
the Reserve Wave. These units may be placed indiyoanywhere
on the game map, in any sector, as long as thet taeg is within six
(6) hexes of a German HQ.

c. Atarget hex may be a hex that contains enerity. INote, however,
the required Special Assault Combat for unitsrixaain in an enemy
hex following Drift and Landing Condition determiias.

d. No more than six (6) stacking points of paraglamd glider units may
be placed on any one target hex.

6.2 AIRBORNE LANDING CONDITION AND DRIFT

After placing his parachute and glider units, therrfian player resolves
Landing Condition by rolling one die for each uwit the Paradrop/
Amphibious Landing Table. The resulting numberusigid for the DRMs
listed, indicates both the accuracy of the landing the condition of the unit
upon landing.

First, implement the landing condition result. BlacDispersed marker atop
the unit if the result is "Dispersed”. Flip thetuniits back (step loss) side (or

eliminate one-step units) if the result is "Losee(@tep". Otherwise, the unit
lands at full strength.

Next, determine the accuracy of the drop by thaltrasder "Actual Landing
Hex". (Remember, use the same die roll result tieermined landing
condition). If the result is "Target hex", the umitnains in the target hex (i.e.
it landed where it intended). If the result is "Rafgain and Consult Drift
Diagram", the German player rolls the die again emes the unit in
accordance with the Drift Diagram. Any unit whiafiftd off the mapsheet or
onto all-water hexes is eliminated from play.

Allied \
Stack |

Example: This is a quick look at part of a hypothetical iBen Paradrop
on game-turn 1, covering five of the German uditisunits shown are in
their target hexes. Their Drift/Landing Conditiae tblls are:

Braun glider (4414): rolls a "9", modified by -Bor glider, +1 for AA
in 4415, +1 for landing in enemy ZOC) for a fin@!."It takes no loss, byt
must roll again and consult the Drift Diagram. Hezond roll of "10"
indicates a drift one hex to the northeast. Siniseig an all-water hex, the
unit is eliminated.

Koch glider (4215): rolls a "3", modified by +2 (f@nemy units in
landing hex), +1 (landing in enemy ZOC from 43142, (landing in
rough terrain), and -3 (glider unit) for a final'"This results in no drift,
but the unit is Dispersed.

Sarrazin glider (4315): rolls a "1", modified by ehemy units in landing
hex), +1 (enemy ZOC), +1 (adjacent to a light AAt)mnd -3 (glider)
for a final "2". This results in no drift and ncsko

9/lll/Sturm (4317): rolls a "9", modified by +4 (s& as Sarrazin, except
for Glider -3) to 13. The unit loses a step anétsdrihe second roll is &
"10", forcing the unit northeast into the all-wdtex. It is eliminated.

12/1Il/Sturm (4317): rolls a "5", with a +1 DRM (emy ZOC) for a final
"6". It dos not drift, but is Dispersed.

6.3DISPERSAL

(6.31)When a paradropped unit obtains a "Dispersed"triesut the landing
condition die roll, place a Dispersed marker oruihie

(6.32)Effects of Dispersal:

a. For the remainder of the current GAME-TURN, apeirsed unit
cannot be moved, and has its combat strength hdhetaining
fractions) in attack and defense.

b. Dispersed units can advance and retreat aftebato since this is not
movement.

c. Dispersed units are not eligible for reactionvement and stacks
containing dispersed units cannot refuse combat.

d. Dispersed HQs cannot coordinate attacks (s&g 8.1

e. Dispersed artillery/mortar/AA units cannot ubeirt bombardment
strengths. Dispersed mortar units may attack aridndeat half
strength per (6.32)[a] above.

(6.33)During the Recovery Phase of the following game;tuemove the
Dispersed marker from all dispersed units.

6.4 SPECIAL AIRBORNE ASSAULT COMBAT

(6.41)After resolving all Drift, an IMMEDIATE Assault Cobat takes place
in any hexes that contain both paratroopers thadpzpped this turn and
enemy units. This combat is identical to regulasaidt Combat (see 10.0)
except that:

a. There is no Defensive Bombardment Fire agaiestparadropped
unit.

b. The Allied player receives a DRM of -2 during ffirst round of
combat and a DRM of -1 during the second rountetbmbat.

c. There are no coordination die rolls.

d. Artillery units (not mortars) which drift intoelxes containing Allied
units are automatically destroyed prior to spexgahult combat.
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(6.42)If, at the completion of the Special Assault Comfmie or two
rounds), the defending unit/stack is not eliminatied paradropped unit must
retreat from the hex in accordance with the foltapRetreat Priorities:

a. Into an empty or friendly-occupied hex not ireaemy ZOC.
b. Into a friendly-occupied hex in an enemy ZOC.
c. Into an empty land or partial sea hex in an grne@C.

If the paradropped unit cannot retreat into orthese hexes, it is eliminated.

6.5AIRTRANSPORT (AIRLANDING)

(6.51)The German player may move reinforcements to ®geter transport
during any daylight turn in which he occupies (akes of) an airfield on
Crete at the beginning of his Movement Phase.

(6.52)Each of the three airfields on Crete has a landamgcity. This is the
number ofstepsof units that can be placed from the "Airlandingits
section of the German Setup Card onto that airelch turn. The German
player may never land units in excess of this dgpiaca given game-turn.

The capacities (also listed beside the airfieldthergame map) are:

Maleme 7
Retimo 5
Heraklion 8 (for the entire airfield, not per hex)

(6.53)Units eligible for airlanding are listed, by groups the German Setup
Card. Although all units belonging to the same groaed not be airlanded
together, the German player must land all unitsmfome group (starting with
Group 1) before landing any units from the nexghbr-numbered group.

(6.54)If no enemy ZOC is exerted into any hex of theakif and the hex is
not within range of a non-fatigued Allied artillempit that bears no Final Fire
marker, the German simply places the transportiesl om the airfield (either

hex, for Heraklion). They may move up to one haifidd down) of their

movement allowance during that game-turn's Moverbase.

(6.55)If the airfield is not in an enemy ZOC, katwithin range of a non-
fatigued Allied artillery unit that bears no Finaire marker, the landing

OPERATION

¢ Combat Declaration
¢ Combat Refusal
» Defender Reaction

These actions comprise sections D-F of each pldylvement and Combat
Segment, and are detailed fully in the followingtisms. Note that each of
these steps is completed for all combats befoneekiestep is begun.

7.1 COMBAT DECLARATION

(7.11)The active player begins the pre-combat sequermaggdhe Combat
Declaration Phase by declaring which enemy hexesvilheattack, and
designating which adjacent friendly units/stacki attack each enemy hex.
No more than one enemy hex may be attacked iniagh €ombat. He then
places a Declared Combat marker on each of hiskimitaunits/stacks, with
the arrow pointing toward the hex that will be elted. Once the Declared
Combat markers have been placed, the decisiotattkas irrevocable, and
the enemy hex must be attacked by all units whidtade combat, except in
the case of an uncoordinated frontal assault (24¢. 8

(7.12)The active player may declare combat against easimge stack with
units from any or all (six) adjacent hexes.

(7.13)Units belonging to the active player which arelgtddogether in a hex
may be allocated to attack different hexes.

(7.14)Restrictions:

a. Zero-strength Units: Units with an attack strength of zero (0) cannot
declare or resolve attacks. Units whose attackngttiehas been
reduced to less than one (1) because of Dispeesalsd considered
zero-strength units for purposes of this rule.

b. Fatigue: Fatigued units may not declare combat or resdtaela.

c. Terrain: A unit may not declare combat into a hex or acadssxside
into/through which it could not move.

(7.15)The only enemy units which may be attacked duri@pmbat Phase
are those against which attacks are declared dtmn@ombat Declaration

capacity of the airfield is reduced to three (8pstfor that game-turn, and any phase.

units which are landed may not be moved duringghate-turn's Movement
Phase. They may, however, declare and resolve tomivaally.

(6.56)If any hex of the airfield is in an enemy ZOC, theding capacity is

7.2UNIT EFFICIENCY
The efficiency rating on each unit represents timts level of training,

reduced to two (2) steps for that turn. Additiopaiie German must make a €effectiveness, and cohesion in both Maneuver arghults Combat. The

landing die roll, with DRMs as listed, for eachtdanded, as follows:

1-4  Unitlands OK
5-9 Unitloses one step
10+ Unitis destroyed

DRMs
+1 If a non-fatigued Allied artillery unit is withirange of the airfield.
+2 if a non-fatigued Allied AA unit is adjacentttee airfield.

Units which survive the landing die roll may not b®ved during that
Movement Phase. They may, however, declare antyeesmmbat normally.

7.0PRE-COMBAT ACTIONS

In Operation Mercurycombat resolution is preceded by a series afracthat
set the stage for the actual combat. These steps ar

higher the efficiency rating, the better the udiQ efficiency also represents
their ability to plan and execute coordinated &ac

(7.21) Players should note that the reduced-stiepafimost, but not all, units
shows a reduced efficiency rating.

Note: Greeks, in some cases, showiatreasedefficiency rating on the
reduced-step side. That's because several Greeskaatually fought better
after taking heavy casualties!

(7.22) A number of game procedures require a onfiass an "Efficiency
Check." This is done individually for each affectedit. To conduct an
Efficiency Check, the owning player rolls one diel @ompares the die roll
result to the unit's efficiency rating. If the didl result is equal to or less than
the unit's efficiency rating, the unit passes ftfiieiency Check. If the die roll
result is greater than the unit's efficiency ratthg unit fails the check
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7.3COMBAT REFUSAL

(7.31)After all combats have been declared, the inaplayger has the option

to conduct Combat Refusal in any attacked hex wdtdesst one unit has an
efficiency rating of five (5) or more and there are Fatigued or Dispersed
units.

(7.32)Combat Refusal consists of retreating before comibahits in a hex

which is the target of a declared combat. To can@ombat Refusal, make
an Efficiency Check for the highest efficiency unithe attacked hex. If the
unit passes the check, retreat the entire stackeneThen the active player
has the option to immediately advance up to sist@&jking points into the
vacated hex. The advancing units cannot participdigrther attacks during
this player-segment.

(7.33)A unit that conducts Combat Refusal may never beeaho

a. into a hex that is the target of a declared edbmb

b. into a hexin an enemy ZOC.

c. into terrain which is prohibited to it for movent.

d. into a friendly-occupied hex in violation ofctang limits.

(7.34)Allied Paralysis: No Allied units in the Maleme-Suector may
conduct Combat Refusal on Game-turn 1. No Allieisuin the Retimo or
Heraklion sectors may conduct Combat Refusal onegzam 2.

7. ADEFENDER REACTION

(7.41)After all Combat Refusal attempts have been redplree defender
may choose to attempt reaction movement. To dbesa@hooses one non-
fatigued, non-dispersed unit with a movement alfmeeof five (5) or greater
in a hex adjacent to the attacked hex and makeffieiency check for that
unit. If the unit passes the check, reaction suts;esnd the defender moves
the reacting unit into the attacked hex. Otherwiise,unit fails to react and
remains in its original hex. In either case, nthierr reaction attempts may be
made for that given combat or by that particulat. do more than one
reaction attempt can be made per declared combat.

(7.42)Reaction Limitations:

a.
b.

Stacking limits may not be violated by reactinds.

A unit that is the target of a declared combay MOT react into any

other target hex.

c. A unit that has refused combat in the immedigietceding Combat
Refusal Phase IS NOT ELIGIBLE for reaction.

. Fatigued or Dispersed units cannot react.

. A unit may never react into a hex or acrossasitie containing
terrain that is prohibited to that unit for moverten

f. A unit may not react into a hex that is the ¢ai@f a Special Airborne

Assault Combat (see 6.4).

o

Example of Reaction Eligibility: In the example in the facing colump,
combat has been declared into hexes 4314 and #d&RAllied unit in
4215 is not eligible to react, as the terrain ia4& prohibited to it ang
there is no road or minor road from 4215 to 431 Allied units in4315
are eligible to react into either declared comitatt,only one attempt may
be made for each combat (and each unit), and aelyinit may react intq
each combat.

(7.43)Allied Surprise Effect on Reaction: Add a +2 DRM ab Allied
Reaction Attempts in the Maleme-Suda sector on Gamel and in the
Retimo and Heraklion sectors on Game-turn 2.

8.0ATTACK COORDINATION

During the battle for Crete, both sides had difficin coordinating their attacks.
Especially on the Allied side, the scarcity of caglicommand indecision, and lack
of accurate intelligence hampered their capacityptan and execute effective
attacks. In game-terms, we have chosen to pottiayby forcing the players to
pass an attack coordination die roll, based oreffieiency of their HQs.

After all combat declarations, combat refusals, esattion attempts, the
attacking player resolves his combats one at a firhe first step in this
process is to determine the level of coordinatiwrafgiven attack. This must
be done once for each hex that is being attackéeckAcoordination is
affected by the presence or absence of a frien@ywithin range of the
defending stack, as well as a coordination diebyplthe attacking player.
Results determine whether the attacking playeesufi 3L column shift to
his Maneuver Combat (cumulative with efficiencyuroh shifts), whether
support fire is available, and may restrict thackiér to a one-hex frontal
assault. If two or more friendly HQs are within coand range of the
defending stack, only one of them (attacking playehoice) is used to
attempt coordination.

8.1HEADQUARTERS UNITS AND COORDINATION

(8.11)While each HQ is a combat unit like other grounitsyiit has a special
capacity to coordinate combat. Each HQ's commangderand efficiency
rating affect attack coordination.

(8.12)Command range is traced as a path of hexes, freaesfly ZOCs
(enemy ZOCs are negated by friendly units in afbiethis purpose) from an
HQ to a defending stack in a declared combat. D@ount the hex the HQ
occupies, but do count the hex of the defendingksta determining
command range. The command range of Allied HQse@edsed by the
current German Interdiction Level in their sectag(12.42[b]).

(8.13)If one of the attacking playensdispersedHQs is within command
range a given defending stack during the attackdewation portion of the
friendly Combat Phase, the owning player rolls dieeand compares it to the
HQ's efficiency rating to determine how well thiihiek is coordinated.

(8.14)If no undispersedHQ belonging to the attacking player is withingan
of the defending stack, a Coordination die robti# made for that combat,
but the roll is compared to an "out of commandtigfificy rating of three (3).

Game Rules

Page 9



8.2 COORDINATION RESULTS AND LIMITATIONS

(8.21)If the Coordination die roik less thanthe coordinating HQ's (or "out
of command") efficiency rating, the attacklly coordinated with support.
This allows the attacker to attack with all unitsiet declared combat against
this hex, using Maneuver Combat, Assault Combalotit, and to allocate
offensive support fire as detailed in (11.4).

(8.22)If the Coordination die rolequalsthe coordinating HQ's (or "out of
command") efficiency rating, the attatk coordinated, without support
This result allows the attacker to attack withualits which declared combat
against this hex, using Maneuver Combat, Assauihliad, or both, but
denies him any offensive support fire.

(8.23)If the Coordination die roll igreater than the HQ's efficiency by one
(+1), the attack isincoordinated This allows the attacker to attack with all
units which declared combat, using Maneuver Confkegtault Combat, or
both, without any offensive support fire. Additiipathe attacks in this
combat are handicapped as follows:

a. Maneuver Combat: Suffers a 3L column shift

b. Assault Combat: There is a +1 DRM to all attacker die rolls
(including efficiency checks). There is a -1 DRMdfender die rolls
(including efficiency checks, bubt Defensive Bombardment).

(8.24)If the Coordination die roll igreater than the HQ's efficiency rating
by two or more (2+) the attack in uncoordinated frontal assault The
defenderchooses the units in only one attacking hex tfoparan Assault
Combat against the defending hex. Maneuver corsipatt iallowed. All units
in other hexes which declared combat against #fisnding stack may not
attack, nor may they attack a different unit/stabtiditionally, the Assault
Combat handicaps listed in (8.23)[b] do apply ®ehsuing one-hex Assault
Combat.

9.0 COMBAT RESOLUTION

Within the limits imposed by the Attack Coordinatidie roll, the attacking
player now resolves the combat. There are two ypgound combat that he
may choose to perform: Maneuver Combat (9.1) and&sault Combat
(10.0). Each attacking unit can perform only ongetypf combat (either
Maneuver or Assault Combat); however, each defgnsiack can be the
object of both Maneuver and Assault Combat in #imesCombat Phase.

All units which declared combat into a defending MUJST attack the units
in that hexunlessthe attack coordination die roll result was "urddwated
frontal assault”. In that case, (8.24) applies.

Important: Regardless of the attack coordination result,attt@cker may
neverassign more than six (6) stacking points of uaitsssault Combat.

9.1 MANEUVER COMBAT

(9.11)Maneuver Combat occurs between adjacent oppositsy Tihe active
player is termed the Attacker; the other playahésDefender, regardless of
the overall strategic situation. Attacks are restlgiccording to the procedure
outlined in (9.31). The outcome of each combat beagffected by the terrain
occupied by the defender, as well as by othedlBfeMs. Maneuver Combat
results include fatigue, retreat, step reductind,eimination of units in play.

OPERATION

(9.12)A unit in an attacking stack that is not partidipgiin a given attack is
never affected by the result of that attack.

(9.13)No unit can attack or be attacked by Maneuver Combee than once
per Maneuver Combat Phase.

(9.14)(Only) Coordinated Maneuver Combat attacks withsuinom multiple
hexes receive favorable DRMs, as listed on the MameCombat Table.
Subject to a player's combat declarations andablination die roll result, a
defending stack could be attacked from up to giadfacent hexes.

(9.15)All units in a hex defend as a single, combinectiss strength. The
defender cannot withhold a unit in a hex undecktta

(9.16)An individual unit's combat strength cannot bedtid among different
combats or loaned to other units.

9.2 TERRAIN EFFECTS ON COMBAT

(9.21)Defending units, only, benefit from the terrairtlie hex they occupy
and that hex's perimeter hexsides. Terrain in hec@gied by attacking units
has no effect on combat. Hexside benefits forer ava bridge (4.233pply
only if half or more of attacking steps are attagkihrough river hexsides. A
unit cannot attack across a hexside that it isilpitedd from moving across.

(9.22)Consult the Terrain Effects Chart and the Manewmsd Assault
Combat Tables for applicable effects.

(9.23)An Improved Position (IP) adds one (+1) to the diarDefense Value
(TDV) of the hex it occupies. An IP is destroyedrigdiately when first
occupied by an enemy unit.

9.3MANEUVER COMBAT RESOLUTION

(9.31)PROCEDURE:

Step A: The attacking player designates which of his uthigg declared

combat into this hex will be attacking using Mareu€ombat. (We suggest
offsetting these units in their stacks as a remindevhich are attacking in

Maneuver Combat, and which will be subsequentlygu8ssault Combat.)

Step B: The attacking player totals the attack strengthllofinits attacking
using Maneuver Combat.

Step C: The defender totals the defense strength of a#f imthe defending
hex. Divide the total attacking strength by theltatefending strength to
arrive at a combat odds ratio, which is roundedinffavor of the defender)
to the nearest ratio listed on the Maneuver Coifilale.

Step D: Determine efficiency-based column shifts. Eaclygl@hooses one
unit in the combat to "lead" the attack or defefibe "lead" units are used to
determine column shifts based on their efficieratings, and will also take
the first step losses, if any, in the ensuing cdamib&Engineer effects are
desired, the lead unit must be an Engineer. Contparsvo units' efficiency

ratings, then shift the combat odds to reflectdifigrence, as follows:

1. Ifthe lead units' efficiency ratings are eqtradre is no column shift.

2. If one unit's efficiency is better than the othmit's by one (+1) or 2
(+2), shift the combat column by one in that playfwvor.

3. If one unit's efficiency is better than the otbrit's by three (+3) or

four (+4), shift the combat column by two in thityer's favor.

If one unit's efficiency is better than the othait's by five (+5) or

more, shift the combat column by three in thatedfayfavor.

4.
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Step E: Apply a column shift of three columns to the (8Lt) if the attack is
uncoordinated (see 8.23).

Step F: Both players (attacker first) allocate any supfimtwithin range to
the combat, within the limits allowed by the coostion die roll and section
(11.4). Each rolls on the Bombardment/Support Talgeoring all "F"
results. Numbered results are DRMs (positive ferdhfender, negative for
the attacker) to the ensuing Maneuver Combat (kde) 1

Step G: Now roll one die and adjust that die roll accogdio the DRMs
listed on the Maneuver Combat Table. Adjustmergscamulative. Cross-
index the final numerical result with the odds oatuon the Maneuver
Combat Table. Immediately apply the combat resulthe involved units
before going on to Assault Combat.

(9.32)Initial combat odds of worse than 1-3 are not aidwCombat odds
greater than 8-1 are resolved as 8-1. If columitsshiould shift the odds to
less than 1-3 or greater than 8-1, the attacksislved on the 1-3 or 8-1
column, respectively. The attacker cannot volugtegduce combat odds.

(9.33)Be sure to apply all applicable Die Roll Modificats (DRMs) to the

combat die roll result. These are summarized imatelglibelow the Combat
Tables, and include effects of fatigue, combat stpgupply, terrain, and
special unit effects. Cumulative DRMs for Maneu@ambat can never be
greater than +3 or less than -3.

(9.34)Apply combat results in this order: combat losfafgue, retreat, loss
from No Retreat Option (see 9.64 and 9.65).

9.4 COMBAT RESULTS
(9.41)Combat Results are interpreted as follows:

A#: The attacking force loses the indicated numberoofibat steps (zero,
one, two, or three), beginning with one step frbmlead unit, and retreats. If
the result was bold, the attackers each retreat2vbexes. Otherwise, they
each retreat one (1) hex (see 9.6).

D#: The defender divides the numbered result by th¥ ©bthe hex his
defending units occupy, dropping fractions. (Remamthat Improved
Positions add one to the TDV of the hex they ockuiphe result is the
number of combat steps lost by the defending fdtiee first step loss is taken
by the lead unit. All defenders are then retreatezlor two hexes, depending
on whether or not the result was bold (see 9.6).

F#: The affected player must fatigue the indicated memof units (one, two,
three, or four). If all units in that force areealdy fatigued, no additional
fatigue is applied; however, one unit in the stidles a step loss (owner's
choice).

BF1: Both sides fatigue their lead unit (only) and rieniraplace.
(9.42)When a loss of combat strength is required, theeowemoves the

indicated number of combat steps from the totaefonot from each unit in
the force.

9.5UNITS AND STEPS
A combat unit possesses either one or two combeigth levels (called
"steps").

(9.51)All units except HQs (see 13.51) that have ratorgboth sides of their
counter have two steps. HQs and units with ratimgenly one side of their
counter have one step.

(9.52)When a one step unit takes a step loss, it isredi@il. Remove it from
play. When a two step unit takes a step lossitftipits back (reduced) side.
This is a permanent reduction. If the unit losesttaer step, it is eliminated.

9.6 RETREATS

All "A" and "D" results require retreat, unless ttiefender utilizes the "no
retreat” option (see 9.65). Bold results indicat@@hex retreat; other results
indicate a one-hex retreat. The retreating play@neddiately moves the
affected unit/stack one or two hexes, as indicdfetthe affected units are
unable to retreat within these restrictions, threfeiad take a step loss (one
from eachstack which cannot retreat), fatigue one uninfieach such stack),
and remain in place.

(9.61)A unit cannot be retreated across a prohibiteditehexside or off the
edge of the mapsheet or into hexes containing easemipat units.

(9.62)Units in a stack may retreat individually, and nesyl their retreat in
different hexes. They must all, however, retreatrthmber of hexes indicated
by the result. A unit cannot end its retreat iration of stacking limits.

(9.63)A unit cannot be retreated into or through an en2@¢C UNLESS
that hex contains a friendly combat unit AND is that target of a subsequent
declared combat during this player-turn. Excepfi6rt2)[c].

(9.64)Units that cannot retreat the required distancauserof terrain, enemy
units, overstacking, or enemy ZOCs must remaitéir briginal hex, take
one additional step loss from each stack whichaamtreat, and fatigue one
unit from each such stack (If all units are alrefadigued, take another step
loss from the stack, as in 9.4). If the additicstap lost is the last defending
step in defender's hex, the attacker cannot adadterecombat (per 9.8) into
the vacated hex.

(9.65)No Retreat Option:

1. Unitsdefendingn a hex with a Terrain Defense Value TDV of t&@) (
can voluntarily ignore a retreat result, remairmpiace, and take an
additional step loss and fatigue result from tteelstas per (9.64)
above.

2. Unitsdefendingn a hex with a TDV of three (3) or more can ighar
retreat result and remain in place. They do NOE ks additional
step, but do fatigue a unit.

Note: For the purposes of the No Retreat Option, ImgidR@sitions add one (+1)
to the TDV of any hex they occupy, but Engineectsffio not subtract one from
the TDV.

(9.66)Units that are the object of both Maneuver and ds€ombat in the

same player-turn cannot be retreated after ManeQuenbat, even if the
owning player wishes to do so; those units mustdstnd accept Assault
Combat. They do not, however, lose the extra cosibptor fatigue for doing
S0.
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9.7FATIGUE
Fatigue represents a unit's loss of cohesion. Weteme fatigued due to
combat results during Maneuver Combat and Bombartime

(9.71)When an F# result occurs, the player whose uist(g)e) affected first
extracts any other losses called for by the condsait, then places a Fatigue
marker on top of the number of surviving previousigfatigued units
indicated by the numbered result.

(9.72)A fatigued unit cannot attack (but it can add i$edse strength in
defensive Assault Combat). Fatigued artillenyrtaréAA units cannot fire.
Fatigued units in a stack do not prevent otherfatigeed units in that stack
from attacking or firing.

(9.73)While fatigued, units defend with their printedesigth in Maneuver
and Assault Combat. Their fatigued status causesseEDRMSs in both types
of combat, but does not keep them from being cdufotehighest efficiency
in their stack.

(9.74)Apply the following DRMs when at least one defegdinnit is
fatigued:

a. Maneuver Combat: if less than half of the defending steps are
fatigued, subtract one (-1) from the combat diéresult. If half or
more of the defending steps are fatigued subtrac({-2) from the die
roll result.

. Assault Combat: if less than half of the defending steps are datily
add one (+1) to the defender's Assault Combabdieesult. If half or
more of the defending steps are fatigued, add t#®) o the
defender's Assault Combat die roll result. This DRpplies at the
instant of combat so, depending on losses in tterdiund of Assault
Combat, the DRM might differ for a second roundrdle(see 10.0).

(9.75)Fatigued units can move, advance and retreatcftebat.However,
they cannot attempt Combat Refusal or DefendertiRea€atigued HQs can
coordinate attacks.

OPERATION

(9.84)If the defender retreated two hexes or was elirihahe attacker may
advance units a total of two hexes. The first Heth® advance must be the
defender's vacated hex. The second hex of advamgdenany hex adjacent
to the defender's vacated hex. Advancing units atwance into separate
hexes in a two-hex advance. Advancing units iganeeny ZOCs.
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(9.76)Units recover from Fatigue during the Recovery Bhafseach AM
game-turn. At that time, remove fatigue markersnfrany fatigued units
which are not in an enemy ZOC.

9.8 ADVANCE AFTER COMBAT

Whenever defending units have been eliminated toezated as a result of
Maneuver Combat, the attacking units can be addante the hex vacated
by the defender. Defenders never advance whehertaetreat.

Note: Advances are useful in cutting off the retreaenémy units whose
combat has not yet been resolved.

(9.81) The option to advance must be exercised immedjdtefgre any other

combat resolution. A player is never forced to adeza unit after Maneuver
Combat. After being advanced, units cannot attgalnan that phase, even if
their advance places them adjacent to enemy wgatast which combat has
yet to be resolved or which are not yet involvedambat.

(9.82)0Only victorious attacking units which participatgdthat Maneuver
Combat can be advanced. Units which served onblack enemy retreat
routes cannot be advanced.

(9.83)If the defender retreated one hex, the attackeradsgnce units only
into the defender's vacated hex. This is not moméang uses no movement

Maneuver Combat Example:In the above example, the German player
has declared combat with stacks A, B, and C agallistl stack Din hex
4314.

—

This is a position that the Allied player wisheshtald, so he does ng
attempt to refuse combat. He does wish to attesagtion, and the unit is
4315 is eligible to attempt it. The efficiency cketie roll is a "3", less
than the 19 NZ's efficiency rating, so it passém Allied player moves
19 NZ into hex 4314.

The German player begins the combat with his attackdination die|
roll. Since the defender's hex is within the raoiggae Sturm HQ in 4413,
that HQ's efficiency is used for the coordinatittierapt. The coordination
die roll is "5", less than the Sturm HQ's efficigmating, so the attack is
Fully Coordinated, with support.

Now the German player decides whether to attadiddryeuver Combat]
Assault Combat, or both, and how to allocate hits ua the attack. He
decides to perform both Maneuver and Assault Caorabatallocates his
units as follows:

Maneuver Combat: Koch 3-3-5 (4313), Sarrazin 3-3-5 and Von Plessen
3-3-5 (4214), 9/I/Sturrn 3-3-5(5215)

points. Advancing units ignore enemy ZOCs to eifitervacated hex. Units
cannot violate stacking limits at the end of areade after combat.

Page 12
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All remaining units are assigned to Assault Combat.

The German player designates Koch (efficiency &isdead unit. The
Allied player names B/22 NZ (efficiency 6) as head unit. The basic
odds are 12:6, or 2:1. The efficiency column shilit be one column to
the right, based on Koch's efficiency being twdeig(+2) than the BZ 22
NZ. So, the combat will be resolved on the 3:1moiu

The German player's attack coordination die réshadd support, so the
German allocates support fire from the 1/7 aniller hex 4312. He
decides not to allocate any air support to thiacktt The 1/7 has a
bombardment strength of "3". The German playes @ll3", resulting in|
"1F", and thus a -1 DRM for support (see 11.44details on combaj
support). The German player places a "First Firatker atop the 1/7
artillery unit.

The Allied player allocates support fire from th&61AA unit in 4415.
With a bombardment strength of "3”, his supportrdieof "8” yields no
effect. A "First Fire" marker is placed atop the A#it. So far, the
cumulative DRM for the combat is "-1".

Additional DRMs are:
-1 for the German attacking from 3 hexes

+1 because more than 4 of the 8 attacking stepatt@eking across
river hexside.

=2

Thus, the cumulative DRM is "-1".

The German player rolls one die, a "2". Modified-fyto "1", this roll,
referenced under the 3:1 column of the Maneuverl@bimable, results
in "D3F1". The players apply this result as follows

First, casualties are determined. The result ofs'8livided by the terrair
defense value of the defending hex (rough = "2for1mproved Position
="3") for a result of 1. The Allied defenders lasee step. Since the first
step loss must come from the lead unit, the Allileger eliminates B/22
NZ (it's a one-step unit). He then applies theghatiresult, choosing t
fatigue 19 NZ Engineer. Although a retreat of tvexds is called for (the
result was bold), the stack may not retreat bedfies&erman player ha
declared both Maneuver and Assault Combat againBhey must stay
and accept Assault Combat.

n 0O

This concludes the Maneuver Combat. We will cortinith the Assaulf
Combat against this hex following section (10.0).

10.0ASSAULT COMBAT

Following (or in the absence of) Maneuver Combatsaiilt Combat may
occur. No attacking unit that participated in MareuCombat may take part
in Assault Combat during that same Combat Phassaults are resolved
according to the procedure below. Assault Combstiltse involve only
reduction and elimination of units in play.

10.1PROCEDURE

Step A: The attacker designates which of his units aaekittg using Assault
Combat. He may attack with up to six (6) stackimgngs of units which
declared combat against the defending stack.

Step B: Defensive Bombardment. The defender allocates raadives
defensive bombardment using one or two artillergsunithin range of the
defender's hex (see 11.3).

Step C:Both players designate their lead unit.

Step D: Defender totals the defense strength of his staek, rolls one die on
the Assault Combat Results Table. Attacker apjuigses to his force, taking
the first step-loss from his lead unit.

Step E: Attacker totals the remaining attack strengthigfinits and then rolls
one die on the Assault Combat Table. Defender epjiisses to his force,
taking the first step loss from his lead unit.

Note: Steps D and E are simultaneous if the lead ataiths an engineer or
if the assaulting units are Allied and the games isia night turn (see 10.24 -
10.25, 13.22[b)).

Step F: Both sides may designate a new lead unit (onl)dforiginal lead
unit was eliminated during the first round of Ads@ombat.

Step G: Each player makes an Efficiency Check for his ledt

Step H: If both sides pass the Efficiency Check, then @rse round of
Assault Combat is fought simultaneously. If onlea@ide passes the check,
then only that side is allowed a second Assaultalielf neither side passes
the check, the Assault Combat is over. Importanssks in the second round
of Assault Combat need not be applied to the ledtd. .(The owning player
may allocate losses as he desires (see 10.31).

10.2RESTRICTIONS
(10.21)DRMs cannot exceed +3 for the attacker or defender.

(10.22)No unit that takes part in Maneuver Combat can wcnéssault
Combat in that player-turn

(10.23)Defending units, only, benefit from the terrairthie hex they occupy
and that hex's perimeter hexsides.

(10.24)Engineers: When the attacker designates an Engineer unis dedlal
unit, the defender does not fire first in the fimind of Assault Combat, as he
would normally. Instead, both sides' first roumd # simultaneous.

(10.25)Allied Night Assaults: When Allied units are attacking by Assault
Combat during a Night game-turn (only), the defenldes not fire first in the
first round of Assault Combat. Instead, both sidiest round assault is
simultaneous. Additionally, the Allies receive a EIRM to all their
OFFENSIVE assault fire at night.

This represents the advantage the Allies possesseight, when the Germans
were deprived of Luftwaffe air cover, harassed dmtile partisans, and generally
less tactically proficient than in daylight houfter enduring the stings of the
Luftwaffe all day long, this is the Allies' chatoestrike back.

(10.26)There is an Assault Combat DRM for attacking upfiilhe DRM
applies only if at least half of the attacking stepe attacking from a hex at a
lower elevation than the target hex. The Terraifeds Chart lists the
elevation level of each hex from one (1) to five fbeing the highest.

Game Rules
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10.3ASSAULT COMBAT RESOLUTION

(10.31)Losses on the Assault Combat Table are statednis tef steps lost.
Do not adjust losses for TDV as in Maneuver Comipathe first round of

Assault Combat, the first step loss for each sidstitome from the lead unit.
Additional step losses suffered during the firaind, andany step losses
suffered during the second round, may be distiibate the owning player
chooses.

(10.32)No more than two rounds of Assault Combat can heHb per
declared Assault Combat during the Assault Combas® Before resolving
the second round, the forces that are allowedandaound of combat retotal
their strengths and make whatever adjustments tdlDRat are necessary
due to losses in the first round.

(10.33)If the defender is not eliminated, attacking us#snot occupy the
defender's hex.

(10.34)If the defender is eliminated as a result of Ass@dmbat, six
stacking points (or all surviving attacking unifghe attacker has fewer than
six stacking points remaining after the Assault Gaimis finished) of
attacking unitsnustoccupy the former defending hex.

(10.35)After the Assault Combat is finished, the attackpfayer resolves the
next declared combat, until all are completed.

Example: Continuing the example from page 12, the Germayepinow
resolves his Assault Combat. He has three unitaingmy which did not|
take part in the Maneuver Combat; all of these rattatk using Assault
Combat. The initial defending units have sufferad step loss (B/22 NZ
eliminated) and one Fatigue result from Maneuvemi@. The unitg
involved in the assault are:

German Attackers: Braun 2-2-5 (4313), 12/Ill/Sturm 3-3-5 (4214), and
8/1l/Sturm 3-3-5 (4215)

(e2}

Allied Defenders: B/23 NZ 2-2-5 (6 Efficiency), 19 NZ Eng. 2-2-5
Efficiency-Fatigued)

The Allied player allocates defensive bombardmemhfthe 156 artillery]
in hex 4415. He rolls a "2" on the Bombardment/Suppable, causing 1
step loss (result of 2 divided by terrain deferfs2 for assaults equals 1
to the German units. The German player chooseskt the step los
from Braun, and flips it to its 1-1-5,7 efficienside. The Allied player
flips the First Fire marker on the 156 artillenjteFinal Fire side.

~

12}

Both sides now designate their lead units for $mawlt. The German
player chooses the 12/11l/Sturm, while the Alliddyer selects B/23 NZ.

The Allied player rolls first on the Assault Com@atble, using his tota|
of 4 defense strength. His DRMS are:

-1 because more than 1/2 of the German stepgsackiad) across a river
+2 because 50% of his defending steps are fatigued

He rolls a "4", modified by the net +1 DRM to "T'he result of this roll,
under the "4-5" column on the Assault Combat Tasle;". So the Allies
inflict no losses on the initial German Assault.

Now the German player resolves his assault, usiogaFattack strength,
with the following DRMs:

OPERATION

-1 because German units are attacking from 3 hexes

+1 because the Allies occupy an Improved Position

+1 because over 50% of the German steps are atjaqghinill

+1 because over 50% of the German steps are atjeaioss a river

He rolls a "4", modified by a net DRM of +2 to "@his roll, referenceq
under the "6-8" column of the Assault Combat Tafjilees a result of "1"
The Allied player must lose one step from his leaitl He eliminates the
B/23NZ, a one-step unit.

The Allied player designates the 19 NZ Enginedic{efcy 6-fatigued)
as his new lead unit. Now both sides make an effiiagi check for their
lead unit. The Allies roll a "7" (fail); the Germ&roll a "3" (pass). Thus,
only the Germans get a second round of combat.

The Germans roll again on the Assault Combat Taigiain modifying
the die roll by +2 for the DRMs previously listethe die roll is a "3",
modified to a "5", which, read under the "6-8" c¢oluy gives a result of
"1". The Allied player eliminates his final uninédestroys the Improve|
Position. The surviving German units which partitgal in the assau
occupy the defender's hex.

— O

11.0ARTILLERY

For game purposes, the term "artillery" referslidigld artillery, AA, and
mortar units. Artillery units use their bombardmestitength to bombard
enemy units during the friendly Bombardment Phéseprovide combat
support during either player's Maneuver Combat &hasto bombard with
Defensive Bombardment during the opposing playassult Combat Phase.
Artillery does not have an attack strength and eghe used when attacking
in Maneuver or Assault Combat against an adjag@n{dxception: mortars,
see 13.42). Artillery units may bombard adjacentekeif one or more
friendly non-artillery units are stacked with tivénfy artillery unit.

11.1ARTILLERY RESTRICTIONS

(11.11)Artillery units can move and fire once per gametor fire twice per
game turn (Exception: Mortars 13.41). First fire dimal fire markers are
used to mark completion of fire or movement actions

MOVEMENT: Non-mortar artillery units NOT possessing finak fi
markers may move during their respective movemértsgs. Upon
completion of movement, non-mortar artillery urite marked with first
fire markers, or have their first fire markers ffigal to final fire. For
purposes of this rule, paradrops and amphibioudings count as
movement (Exception: Mortars 13.41).

FIRE: ANY artillery unit NOT possessing a final fire may

1. Fire one bombardment mission per turn;

2. Fire one maneuver combat support mission dthimfriendly combat
phase of a turn;

3. Fire one maneuver combat support mission dtie@nemy combat
phase of a turn;

4. Fire one defensive bombardment mission per turn.

Upon completion of any fire mission, the firingilety unit is marked with a
first fire marker, or has its first fire markerpitied to final fire. Whenever any
artillery unit possesses a final fire marker, itymat utilize its bombardment
strength for the remainder of the turn.

(11.12)A fatigued artillery unit cannot use its bombardtr&rength for any
purpose.
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(11.13)Each artillery unit includes a superscript rating fange. Artillery
units may fire at any hex within their range. Cotertge from the firing
artillery unit to the target unit by including tterget hex but not the artillery
unit's hex. Artillery range is not affected by inening terrain or units.

(11.14)Several artillery units can combine their bombamimgtrengths
provided all are within range of the target hex.

(11.15)An artillery unit cannot split its fire into morkan one hex.

(11.16)When the hex that an artillery unit occupies imgeattacked by

Maneuver or Assault Combat, the artillery unit naalg its defense strength
(1) to the defense of the hdk.one or more friendly non-artillery units are
present in the artillery unit's hex, that artillamit may perform combat
support (11.4) and/or defensive bombardment (1rhi8pions during that

turn, though ONLY in support of its own hex or agiunits that are

attacking its own hex.

11.2ARTILLERY BOMBARDMENT

(11.21)During his Bombardment Phase, the active playemusanany or all

of his available artillery units to bombard adjacen non-adjacent enemy
units within range. Artillery units are not require®® bombard. Artillery units

bombarding cannot combine their strengths withoainaval units that are
bombarding. Each type must bombard separately.

(11.22)Spotting: If any artillery units are firing at adat hex at a range of
two (2) or more hexes, and that target hex is diacant to any friendly unit,
there is a +1 DRM to the bombardment die roliis spotting DRM takes
effect on turn 2 and all subsequent turns.

(11.23)Bombardment is carried out by totalling the bombeut strength
points of all bombarding units and finding thaatatt the top of a column of
the Bombardment/Support Table. Roll the die andscitadex the die roll
result with the column representing the total bawtibg strength points. The
result is either blank, meaning there is no effecta number from 1 to 5,
indicating possible target damage, depending on téh@in the target
occupies. Each terrain type in the game is assign€®V. To determine
target damage, divide the number result by the TID\@p all fractions. The
result is the number of steps lost by the targeefo

(11.24)Some of the numbered results on the Bombardmempid8upable
include an "F", indicating that one unit in thegttr hex is fatigued. The
indicated fatigue result applies only to one umitr{er's choice) in the target
hex.

removes losses from his assaulting units immegliéitéd choice), before the
Assault Combat die rolls are resolved.

(11.32)Range for Defensive Bombardment is always meastoethe
defender's hex.

11.AMANEUVER COMBAT SUPPORT

(11.41)Each player can allocate combat support fire frotileay and air
units to each declared Maneuver Combat, subjabietoestrictions of attack
coordination (see 8.2 and sections 11.42 - 11eldwb.

(11.42)In order for the attacking player to provide contagiport, his attack
coordination die roll result must be "coordinatedth support.” With any
other coordination result, he cannot provide corsbpport to that combat.

(11.43)The defending player does not have to make arkattaardination
die roll. He can always allocate up to two (2) iblig artillery units within
range to support the combat.

(11.44)Each player determines his combat support strexsgibilows:
Attacking Player (if attack coordination allows):

a. Add the bombardment strengths of any artillejsun range of the
target hex that he wants to allocate to combatastipp

b. (German player only-daylight turns) Add the bamdment strength
of any one (1) air unit in the Bombardment/Combap®rt Box
which he wants to allocate to combat support aridhnurvives AA
fire.

Defending Player (no coordination die roll necegsar

a. Add the bombardment strength of up to two (@)ezy units in range
of the target hex that he wants to allocate to ersipport.

(11.45)To provide combat support, each player totals tivabat support
strength that he has allocated to the combat, esudves the support fire by
rolling on the Bombardment/Support Table. Unlikenmal bombardment
fire, the result ishot compared to the TDV of the target hex. Insteadh ea
side's result becomes a DRM for that Maneuver Corfiba attacker's result
is a negative (-) DRM while the defender's resuét positive (+) DRM to the
ensuing Maneuver Combat die roll result. This poce is performed for
each declared Maneuver Combat.

Example: Two German artillery units, strength 4 and 5, @mbarding
two Allied one-step units in a Broken hex withinga, but not adjacent f}
a friendly unit. The bombardment die roll is a "Bipdified by the +1|
DRM (no spotter) to a “6". The result, under thed"7column of the
Bombardment/Support Table, is "1F". The numberedlrél) divided by
the TDV (2) is 1/2, dropping fractions to zero (Dhwus, the defenders d
not lose any steps. The "F" result, however, inegahat one of the
defenders becomes fatigued.

o

o

11.3DEFENSIVE BOMBARDMENT

(11.31)During the Assault Combat Phase, the defendingeplegn allocate
artillery fire from one or two eligible in-rangetiiery units to bombard
assaulting units. This fire can come from artillanits only, NEVER air or
naval units. Bombardment is resolved in the sanmeraas in (11.23) above,
except that the TDV for the attackers is either @)egif the attack is into flat
terrain, or two (2) if the attack is into any otterrain type. The owner

Example: The German player is attacking. His attack coatiin die
roll result was “"coordinated, with support.” Heoalites three artillery
units within range of the target hex (bombardmeangths of 2, 2, and 3)
to combat support. He then allocates one JU-87aShémbardmen
strength of 4) from the "Bombardment/Combat Supfgoix of the Air
Operations Display. The Stuka survives Allied Afefiallowing it to
complete the mission. Thus, the total combat sugprength is 11.

The Allied player allocates one artillery unit (thiely one he has within
range of the target hex) with a bombardment stneoigt.

Each player now rolls on the Bombardment/SuppdsteTand references
the die roll under the column representing themizat support strength.
In this case, the German rolls a "4", with a -1 DRivithe Stuka making
the final roll a "3." The Allied player rolls a ™5.

Under the "10-12" column of the table, the Gerndinof "3" results in a
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"3F". The "F" is ignored, as it applies only to Bmamdments. The Allied
roll of "5", under the "4" column of the table, uéts in a "1". So the
combat support DRM to the Maneuver Combat is -Zdr3he German
+1 for the Allies = -2). Both sides place the appiaie fire markers o
their artillery units which fired, and the Stukadturned to the Flown Box
of the Air Operations Display.

12.0LUFTWAFFE AIRPOWER

During the battle for Crete, the Germans enjoyedl tair superiority over the
battlefield. The evacuation of the few planes tiesthad remaining after the
retreat from Greece left the Luftwaffe as mastéteeskies over the island and its
surrounding waters. The Germans had assembled #@&rcombat aircraft to
support the invasion, and their presence on thdefiatd was telling. During
daylight hours, Stukas, Bf-109s, and high altitbdenbers attacked incessantly,
making daylight movements and counterattacks hemar@nd costly for the
Allies. In the waters around the island, Royal Naayships attempting to stem the
German resupply effort and reinforce their own peaevere subjected to waves of
air attacks, sustaining heavy losses. For theirt,paespite being engaged
continuously in heavy combat, German air losseseVight. The Luftwaffe's
superb performance over Crete was a decisive fatthe German victory.

12.1AIR UNITS

In Operation Mercury only the German player has air units. The aitsuni
represent the Luftwaffe's Fliegerkorps VIII, commied by General von
Richthofen, cousin to the Red Baron. Each unit sugenerally represents
one fighter or bomber group, with the exceptiotthef "breakdown™ JU-87s,
which represent one-half of a group.

(12.11)Each unit has two humbered ratings (see 2.31)leftreumber is the
unit's bombardment strength, while the right numisethe naval attack
»strength. The bombardment strength is used fom@&erInterdiction,

Bombardment, and Combat Support missions, whiledvel attack strength
is used only when attacking Allied naval units.

(12.12)Air units have no reverse side. They do not hatepss like the
ground units. Air units can never be eliminatedutih they may be aborted
by ground or naval AA fire, and grounded for onenorre turns (see 12.22).

(12.13)Ju87 unit breakdown: The German player can choose to break

down up to three (3) of his "4-5" Ju-87 Stukas im0 "2-3" Ju-87s during
the Air Allocation Phase of any daylight game-tuifa be eligible for
breakdown, the "4-5" Stuka must be in the Ready @oing Step 5 of the
Air Allocation Phase. Each breakdown unit may penfanissions in the
same manner as all other air units.

(12.14)Ju-87 Recombination:If, during step 5 of the Air Allocation Phase,
the German player has at least two Ju-87 breakdois in the Ready Box
of the Air Operations Display, and wishes to recinmtthem into a "4-5"
unit, he may do so. He does this by removing the qg#d'2-3" units and
replacing them in the Ready Box with one "4-5"dach such pair removed.
There is no limit to the number of breakdowns aonabinations that may
take place during a game, within the above rasinist

(12.15)Each air unit in the Ready Box during the Air Alition Phase of a
daylight game turn may perform one mission duriref game turn, within
the limitations of Mission Allocation (see 12.3)o lir unit may ever perform
more than one mission per turn, and no air unit eney perform a mission
during a Night turn.

OPERATION

Campaign Option #5.

12.2THE AIR OPERATIONS DISPLAY

(12.21)Air units are kept on the Air Operations Displayentthey are not
actually involved in Combat. This display organirgission allocations, and
allows players to keep track of the status of uthitg have already flown
missions during the turn as well as those whicle leen aborted by AA fire.

(12.22)Boxes on the Air Operations Display:At the start of the game, all
air units are placed in the Ready Box of the Aiefdtions Display. During
Step 6 of the Air Allocation Phase, the Germangi@gsigns his air units to
missions, and places each unit in one the disptaigsion boxes accordingly.
As units complete their missions during the tumeytare placed in the Flown
Box on the Air Operations Display. Units which rigeea "Flown" result
from AA fire are not allowed to perform their missi Instead, they are
immediately placed in the Flown Box. Units whicleeige an "Abort 1" or
"Abort 2" from AA fire are not allowed to perforrhdir mission. Instead, they
are immediately placed in the Abort Box which magcthe AA result.

Example: A Ju-87, an He-111, and a Bf-109 have all beecatid to
"Bombardment" this turn. During his friendly Bombtarent Phase, the
German allocates all three units (the maximum aébfr Bombardment
missions (see 12.52) to bombard an Allied hex. ARdfire results are
"No Effect" against the Ju-87, "Flown" against ihe111, and "Abort 2'
against the Bf-109. Only the Ju-87 is allowed tofgoen the
bombardment. The He-111 is placed in the Flown Bog,the Bf-109 ig
placed in the Abort 2 Box. After the Ju-87 complete bombardment, i,
too, is placed in the Flown Box.

(12.23)Air Unit Readiness: Before air units are allocatednissions (and
even during Night game-turns when there is no omssillocation), the
German player performs the following readiness gutoe to determine the
status of each air unit:

a. Any units that remain in a mission box on the@perations Display
(i.e. they did not perform their allocated missiuring the previous
game-turn) are placed in the Ready Box.

b. Roll one die for each unit in the Flown Box. &die roll of' 1 -8", the
unit is moved to the Ready Box. On a roll of 951 unit remains
in the Flown Box, and may not fly a mission thisngaturn.

Roll one die for each unit in the Abort 1 Boxn @ die roll of "1-7",
the unit is moved to the Flown Box. It may not #lymission this
game- turn. On a roll of* 8-10", the unit remaindtie Abort 1 Box,
and may not fly a mission this game-turn.

d. Roll one die for each unit in the Abort 2 Boxa @ die roll of "1-5",
the unit is moved to the Abort 1 Box. It may ngt d mission this
game-turn. On a roll of "6-10", the unit remainghe Abort 2 Box,
and may not fly a mission this game-turn.

e. The German player may breakdown or recombinela®7 units in
the Ready Box (see 12.13 and 12.14) (Daylight gammes-only).

12.3AIR MISSION ALLOCATION

(12.31)During Step 6 of the Air Allocation Phase of eaelglight game-turn,

(12.16)Optional Air Units: One Ju-87 (4-5) and one Ju-88 (2-3) included inthe German player assigns air units in the Reasyt@missions, and places
the countermix are optional units, representingduitional commitment of  them in mission boxes accordingly. These allocatime irrevocable. Once a
air power that the Germans could have made, bubatidThese units only  unit has been assigned to a particular mission fiypeay not fly any other
enter play during Campaign Games in which the Gerplayer uses type of mission during the turn, although it need actually perform the
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mission to which it was allocated. Air units need oe allocated to missions.
Units which are not allocated, however, may notrflissions during the
game-turn. The missions are:

Interdiction: The German player totals the bombardment strasigth units
allocated to Interdiction (which survive AA fire) each zone to determine the
Interdiction Level of each zone (see 12.4).

Bombardment/Combat Support: Air units allocated to this mission box are
eligible to perform Bombardment or Offensive ComBafpport missions
(only one mission per air unit) anywhere on thenidlduring this game-turn
(see 12.5, 12.6).

Naval Search/Coordination: Units allocated to this box enhance German

naval search and coordination capabilities (se& 18.2).

Naval Attack: Units allocated to this box are available to &ttdetected
Allied naval units during this turn (see 19.1).

12.4AIR INTERDICTION MISSIONS

(12.41)During Step 7 of the Air Allocation Phase of eaaljlight game turn,
the German player decides which air units fromlhisrdiction Box will
interdict in each sector of the game map. Aftes tillocation, the Allied
player conducts AA fire against each Interdictimg.urhere is always a +1
DRM to this fire, theonly DRM for AA fire against Interdicting air units.
After the AA fire is complete, the German playetat® the bombardment
strengths of surviving interdicting units in eaettsr, and determines the
Interdiction Level for each sector, as follows:

Bombardment Strength Needed to Achieve InterdictiorLevels

Sector Level1 Level?2
Maleme/Suda 2 4
Retimo 2 4
Heraklion 3 6
South Crete 3 6

These levels are also listed on each Sector'slictien Track.

Example: The German player allocates 2 x Bf-109s (a tofal2dg
bombardment factors) in the Maleme Suda sectomahd87 plus a Dot
17 (a total of 6 bombardment factors) in the Hévakbector in a giver
game turn. They all survive AA fire. This resultsan Interdiction Leve
of 1 in Maleme/Suda and 2 in Heraklion. Retimo Sodth Crete, with ng
air units allocated to Interdiction in their sestarvould have Interdictio
levels of 0.

b. Each Allied HQ that occupies a hex in a seciitn @n Interdiction
Level greater than zero (0) has its command raegeedsed by the
amount of the Interdiction Level.

c. All Allied AA fire that takes place in a sectafth an Interdiction
Level greater than zero (0) has a positive DRMgf#2) equal to the
current Interdiction Level.

d. Allied Strategic Movement is not allowed in sest having an
Interdiction Level greater than zero (0).

Example: If the Interdiction Level in the Heraklion sectisr 2", all
Allied units in that sector have their movemenowaiinces reduced by
two (-2). The British"14" HQ unit, with a printedmmand range of five
(5), has a command range of three (3) for the cugame turn. All AA
fire in the Heraklion sector this game-turn wil/ea +2 DRM.

(12.43)Interdiction effects last for one game-turn. Netetdiction levels are
determined for each daylight game-turn. There igtediction during Night
game-turns.

12.5BOMBARDMENT MISSIONS

(12.51)During the friendly Bombardment Phase of a daylggrhe-turn, the

German player may perform Bombardment missions atlinits from the

Bombardment/Combat Support Box. Air units perfornon®ardment

missions in the same manner as artillery unitsegxthat they have an
unlimited range; Bombardment by air units can falkee anywhere on the
game map.

(12.52)A maximum of three (3) air units from the Bombardit@ombat
Support Box may be allocated to each Bombardmesgioni, prior to AA
fire (see 12.9).

(12.53)No enemy hex can be the target of more than onebBament by
air units during a given Bombardment Phase (althdiugpuld be bombarded
as many as three times; once by up to three ai; anice by artillery fire, and
once by naval bombardmentntil the optional Increased Allied Air Effort
module is published, units can only be bombardégtper turn.

(12.54)After undergoing enemy AA fire (see 12.9), surwyiair units
combine their bombardment strengths to carry oetdattack. To resolve
Bombardment by air units, roll one die on the Borbent/Support Table
and reference the result in the column represetitetptal of all attacking air
units' bombardment ratings. The result is thenddiviby the TDV of the
target hex to determine losses, as in artillerytmmament (see 11.2).

The German player immediately places each sedtutesdiction Level
marker in the appropriate box on the Interdictienél Track. He then returns
all interdicting air units to the Flown box.

(12.42)Effects of Interdiction:

a. All Allied units whichbegintheir Movement Phase in a sector with an

Interdiction Level of greater than zero (0) haveirthmovement
allowances reduced by the amount of the Interdidtievel. Allied
movement allowances can never be reduced belo{dprend Allied
units can always be moved at least one hex durirfgeadly
Movement Phase (4.15). ZOC to ZOC Movement (5.R8gction
Movement (7.4) and Allied Paralysis Restriction§24 4.63) are not
affected by interdiction.

Example: A Ju-87 (4-5) and a Ju-88 (3-3) attempt to bomikdVelsh
(one step) and D/1 Welsh (2 steps) in hex W422 {@x-TDV of "2").
The target hex is not adjacent to a German unitsfraiting). Both air
units survive AA Fire, and total their strengthsattack. The Germag
player rolls a "2", modified by -1 for the Ju-87da#il for no spotter to
final "2". Looking under the "7-9" column of the Bbardment/Support
Table, that roll yields a result of "3F". This ritsun one Allied step los
(the "3" result divided by the terrain defense2¥f tiropping fractions=1)
and one of the units Fatigued. The Allied playerdes to take a step loss
from D/1 Welsh and Fatigue it, leaving C/1 Welsthanmed. The air
units are placed in the Flown Box, having perforrieir mission for the
turn.
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(12.55)Game-turn 1 Special Air Bombardment: On Game-tufanly), the
German player may perform Bombardment missionsngutie Paradrop
Phase of the German Movement and Combat SegmentEgsanded
Sequence of Play) with air units in the Bombard/emport Box. Air units
which perform such Bombardment are subject to nofafire, and are
placed in a Flown or Aborted Box at the conclugibthe mission. They are
not eligible to perform another mission during Getore 1.

12.6 COMBAT SUPPORT MISSIONS

(12.61)During any German Maneuver Combat Phase of a déaydjgme
turn, the German player may use air units fromBhenbardment/Support
Mission Box to perform Combat Support missions.

(12.62)A maximum of one (1) air unit per combat may becated to an
offensive Combat Support mission. Air units may petform defensive
Combat Support.

(12.63)If the air unit attempting a Combat Support missiarvives AA fire,

it resolves the mission in the same manner asegytilinits (see 11.4 for
details), using its bombardment strength (plus tfatriendly supporting
artillery) to determine the appropriate column le@ Bombardment/Support
Table. Unlike Bombardment, where air and artillemts bombard separately,
an air unit providing Combat Suppodmbinests bombardment strength with
that of any supporting artillery before rolling tme Bombardment/Support
Table (see example following 11.44).

12.7NAVAL SEARCH / COORDINATION MISSIONS
This mission is used only when playing the navai@ésee 18.3, 19.2).

12.8NAVAL ATTACK MISSIONS
This mission is used only when playing the navai@ésee 19.1).

12.9AAFIRE

(12.91)When an air unit performs a Bombardment or Comhaip&t

mission against a hex which is within range of &k ukit (unfatigued, not
bearing a Final Fire marker) or a hex which costany unfatigued unit
which exerts a ZOC, it must undergo AA fire (see92p AA fire against
units performing such missions is resolved on tftmu® column of the AA
Fire Table. Air units performing Interdiction misss always undergo AA
Fire. Such fire is resolved on the Ground columrthef AA Fire Table,

always with a +1 (only) DRM.

(12.92)When an air unit performs a Naval Attack missionwill undergo
AA Fire before resolving the mission, as long dgatt one naval unit in the
defending Task Force uses its AA strength. AAdigainst units performing
Naval Attack is resolved on the column represerttiegtarget Task Force's
total AA strength on the AA Fire Table.

(12.93)Air units performing Naval Search/Coordination raes never
undergo AA fire.

(12.94)To resolve AA fire, the Allied player rolls once ¢ime appropriate
column of the AA Fire Table againsachattacking air unit. Ground AA fire
uses one column only, and does not depend on tméenuor strength of
Allied units in the target hex, although there BRRMs to reflect this. For
Naval AA fire, the Allied player rolls one die, afidds the result under the
column of the AA fire Table which represents theal @A strength of all
units in the attacked Task Force. Possible resxgts

OPERATION

- No effect. The air unit may continue the mission.

Flown The air unit is placed in the Flown Box of the Air
Operations Display and does not complete the missio

Abort 1 The air unit is placed in the Abort 1 Box of thér A
Operations Display and does not complete the missio

Abort 2 The air unit is placed in the Abort 2 Box of thér A

Operations Display and does not complete the missio

Example #1: Ground AA Fire: A Ju-87 and a Bf-110 are attempting|to
bombard a hex containing six (6) stacking pointseligible units,
including a Light AA unit. The sector's Interdictidevel is "1". The
Allied player rolls a "7" against the Ju-87 andl& dgainst the Me-110.
Both rolls are modified by -2 (-2 for Light AA irartget hex, -1 for 5 o
more stacking points in hex, +1 for Interdictiorvé®. So, the modified
"5" has no effect on the Ju-87, while the modifidd sends the Me-11(
to the Abort 2 Box. Only the Ju-87 is allowed tertiard the hex.

Example #2: Naval AA Fire: An He-111 and a Ju-87 are both attacking
the same Task Force in the South Crete Sea ZoieZdihe has Allied
air cover - see Naval Operations Map). Air unitackt naval units one g
a time, so the Task Force, with a total AA strerwttil2", including one
BB unit, attacks the first attacking air unit, tie-111. The die roll is "8"
modified by -2 (-1 for BB unit in task force, -Irffire vs. He-111, -1 for
attacking in a zone with Allied Air Cover, +1 besauhe He-111 is th
first attacking unit-it has surprise) to a final."hat result, under the "11-
15" column of the AA Fire Table, does no damagthéoHe-111. In itg
ensuing attack, the Heinkel damages an Allied Akiger, decreasing the
Task Force's total AA strength to "10". Now theKrBsrce fires AA fire
at the Ju-87. A die roll of "3", modified by -1 (fdr BB in task force, -1
for attacking in sea zone with Allied air cover, fét attack vs. Ju-87) fo
a final "2". This result, under the "7-10" colummfiecting the Task
Force's now-reduced AA strength), is a "Flown". The87 is placed ir
the Flown Box of the Air Operations Display and nmay complete the
Naval Attack mission (see 19.3)

—

1%

13.0SPECIAL COMBAT UNITS

13.1ARMORED UNITS

When any number of armor type units (excludingtligtmor) are attacking
and the defending force does not include any niiguted armor, light armor,
or antitank units, regardless of numbers or sttengf units, the attacker
subtracts one (-1) from his die roll result forttltambat, Maneuver, or
Assault.

13.2ENGINEERS
A Combat Engineer unit provides the following béief effects when
attacking.

(13.21)Maneuver Combat:

a. Negates all DRMs for attacks across river heggthe Engineer must
be in a stack that is attacking across the rivesitie to accomplish
this) or into city hexes.

b. Decreases defending TDV by one (1) to a minirafiin

(13.22)Assault Combat:

a. Negates DRMs for attacks across river hexstdesshgineer must be
in a stack that is attacking across the river lkext accomplish this)
or into city hexes.

b. Negates defender firing first in first roundasimbat. Both sides roll
simultaneously instead.
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(13.23)The above engineer effects are optional for tlaeledt in either type
of combat. If the attacker declares engineer sff¢ioe attacking engineer unit
must be the lead unit, and take the first fatigu@s step loss result.

(13.24)Only one engineer per combat is needed to prokiglalbove effects
for each type of attack. Additional engineers gigeadded benefit.

13.3ANTI-AIRCRAFT (AA) UNITS
(13.31)AA units have three possible combat functions:

a. They function as regular artillery, utilizingethbombardment rating
and range in the same manner as other artillety. uni

b. Allied AA units provide DRMs to the Drift and hding Condition die
rolls when German units paradrop into their headjacent hexes.

c. Allied AA units can fire anti-aircraft (AA) fireagainst German air
units attempting to bombard or provide combat stopfm hexes
within range of the AA units (see 12.9).

(13.32)Like artillery units, AA units receive a First Fiog Final Fire marker
when functioning as "a", above. Theéy not however, receive a fire marker
when they are used for functions "b" or "c", aba\eey always receive a fire
maker for moving.

The basic idea here is that, if they are firinge li@rtillery, they have a limited
capacity to deliver ordnance. When they are bemseduor AA fire, given the
brevity of such engagements, they have no sudhtioni

(13.33)Fatigued or Final Fired AA units cannot use theimbardment
strength for any purpose, nor do they trigger A fir DRMs against air
units or paradrops.

13.4AMORTAR ARTILLERY

(13.41)A mortar unit receives a fire marker only when iies in a
Bombardment or Combat Support mission (offensivalefensive), never
when it moves.

(13.42)A mortar unit can alternatively participate dirgdth Maneuver or

Assault Combat, using its bombardment strengthtackestrength. It cannot,
however, add Combat Support fire to a Maneuver @biifili is attacking in

Maneuver or Assault Combat.

(13.43)A fatigued mortar unit cannot use its bombardmaength for any
purpose.

13.5HEADQUARTERS UNITS

(13.51)HQ units do not exert ZOCs. HQ units with an attstokngth greater
than zero may attack in the same manner as anygothend combat unit. All

HQs defend normally in ground combat. All HQs hamy one step. They
do, however, have two sides to their counters. fidre side represents the

original HQ at its best efficiency, while the bagpresents a replacement

HQ, with lower efficiency.

(13.52)During the Recovery Phase of each game-turn, aiopsly

eliminated full-efficiency HQ unit may be reconstitd as a replacement HQ

and placed on the map, subject to the followingiotiens:

a. Each HQ unit starts the game on its front éffitiency) side. If
eliminated, it may re-enter play (only once) asmgacement HQ.

b. Replacement HQ units are placed, during the \Regd’hase of any
game-turn, in the sector in which the HQ was preshoeliminated.
They may be placed in any hex containing one oerfi@ndly units,
or on a friendly-occupied airfield hex, minor pbex, or anchorage
hex in a sector containing friendly units. They may be placed in a
hex containing no friendly units.

c. If a reduced-efficiency HQ loses a step in cdimbés permanently
eliminated. Reduced-efficiency HQs can never bengituted.

(13.53)Undispersed HQ units possess attack coordinatjmstodiy (see 8.1)
as expressed by their efficiency rating and tlagige.

13.6GREEK MILITIA UNITS

The four Greek Militia units included in the counté represent the rather rag-

tag, disorganized, "partisan” resistance forcestloa island. These forces were
historically weak in numbers and organization, hehaciously effective at

harassing and terrorizing the Germans. As thests vepresent a capability rather

than any specific military units, they are recyaldten eliminated.

(13.61)At the start of the game, Greek Militia are setinpthe hexes

indicated on the Allied Setup Card. While thereravenovement restrictions
on Greek Militia units (they move normally, likeyamountain unit), no more
than two (2) Greek Militia units may ever occupy aingle Sector on the
game map.

(13.62)Greek Militia units are treated as mountain urotstifie purposes of
combat DRMs.

(13.63)When Greek Militia units are eliminated, they amt permanently
destroyed. They are removed from the map, but neayeturned to play
during the Initial Phase of a future AM game tuburing each AM game
turn, the Allied player rolls one die for each & kliminated Greek Militia
units. On a die roll of "1-5", the unit is returniedplay. On a roll of "6-10", it
remains out of play. The Allied player may attettapbring it on again in a
future AM game turn.

(13.64)Greek Militia units returned to play in this manmeay be placed in
any city or town hex on the game map which is astlsix (6) hexes away
from any German unit. It may also be placed inaffiynap box not occupied
by a German unit. Note that the limitations of §13.must be observed when
returning units to the map.

(13.65)For purposes of Supply Determination (see 15.JgeksMilitia units
are always considered to have Adequate Supply.

(13.66)Eliminated Greek Militia units do not count tow&sgrman VPs.

13.7WEHRMACHT MOUNTAIN UNITS

(13.71)Crete was an "ideal" battleground for German maaritaops who
routinely trained for attack and defense in mounteairain very much like
that encountered on Crete. The German player e=caivl DRM whenever:

1. All attacking German units possess the mounigiinsymbol (applies
to maneuver and assault combats).

2. All defending German units possess the mountatrsymbol (assault
combat only).

(13.72)Greek militia units were equally suited to mountambat, therefore
they qualify for the benefits of (13.71) aboveldre in a hex or stacked only
with other Greek militia units
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14 0SCENARIOS

The Scenarios are intended to familiarize playeith the game system.
These scenarios utilize only a portion of the unithe game and do not use
any Campaign Game rules.

14.1SCENARIO #1: THE STURM REGIMENT, MAY20-21
Play Area: Use only the West game map.
Game Length: Six game-turns: 20 AM to 21 Night

Allied Setup: Set up the Allied ground units listed under "Nigkleme" in
the hexes listed on the Allied Setup Card.

German Setup: Units arrive by paradrop on Game-turn 1 as inéétain
German Setup Card. Pararop only the units thdisted for "Maleme."

German Air Units: Air units may be allocated only to Interdictiondan
Bombardment/Support missions during this scendtie German receives
the air units listed on the Scenario Air AvailaigiMatrix for Scenario 1.

On Game-turn 2, there is a +1DRM to all Germandiresss" die rolls during
the Air Allocation Phase. This represents the g@adiversion of air units to
cover the paradrops at Retimo and Heraklion.

Reinforcements: All units listed in the Reserve Wave section &f German
Setup Card for 21AM and 21PM arrive by paradroghose game-turns.

Victory: The German player wins an Overwhelming Victorydegupying
Maleme airfield and akdjacent land hexed the end of the game. He wins a
Marginal Victory by Occupying Maleme Airfield atelend of the game. Any
other result is an Allied Overwhelming Victory.

14.2SCENARIO #2: RETIMO / HERAKLION, MAY20-22.
Play Area: Use only the East game map.
Game Length: Eight game-turns: 20 PM to 22 Night

Allied Setup: Set up the Allied ground units listed under "Nearaklion”
and "Near Retimo" in the hexes listed on the Aledup Card.

German Setup: German Units arrive by paradrop on May 20 PM ia th
hexes indicated on German Setup Card. Paradropheniynits that are listed
under "Second Wave" for Retimo and Heraklion.

German Air Units: Air units may be allocated only to Interdictiondan
Bombardment/Support missions during this scendti@ German receives
the air units listed on the Scenario Air AvailaigiMatrix for Scenario 2.

Reinforcements: The German player receives the 4/I/1 unit by pa@dn
the 21 AM Game-turn. There are no Allied reinforeets.

Victory: Victory is determined by the number of airfieltie German player
occupies at the end of the scenario. Note thatataoft Heraklion requires
occupation of both airfield hexes.

German Overwhelming Victory:
German Substantive Victory:
Allied Substantive Victory:
Allied Overwhelming Victory:

Germans occupy batfrelds
Germans occupy offieldir
Germans occupy noieluis.
Germans have no umithin 2
hexes of an airfield.
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14.3SCENARIO #3: MALEME - SUDA, MAY 20-23

This scenario allows players to refight the keyléstaround Maleme and Suda
from May 20-23, before the Allied retreat.

Play Area: Use only the West game map.

Game Length: Twelve game-turns: 20 AM to 23 Night

Allied Setup: Set up the Allied ground units listed under "Nb&leme”,
"Near Galatas", and "Near Suda" in the hexes Imteithe Allied Setup Card.

German Setup: German Units arrive by paradrop on Game-turn 1 as

indicated on German Setup Card. Pararop only tse\iave units.

German Air Units: Air units may be allocated only to Interdictiondan
Bombardment/Support missions during this scendti@ German receives
the air units listed on the Scenario Air AvailaigiMatrix for Scenario 3.

On Game-turn 2, there is a +1 DRM to all Germamadiress" die rolls
during the Air Allocation Phase. This represenesdiversion of air units to
cover the paradrops at Retimo and Heraklion.

Reinforcements:

German:All Reserve Wave units except 4//1 and the twgalanits arrive
by paradrop on the game-turns indicated on the &eB8etup Card.

If the German player captures Maleme Airfield, heyrbring on Airlanded
reinforcements, within the limitations of the Amtding rules and the German
Setup Card.

No German convoys arrive in this scenario.

Allied: None

Victory: Victory is determined by the number of Objectiexds the German
occupies at the end of the scenario. The Objedotixes are:

Maleme airfield (W4415) Suda port (W4031)
Canea (W4227) Canea (W4228)
Galatas (W4123) Kisamos Kastelli (W4003)

Alikianou (W3720)

At the end of the final game-turn, total the numbkODbjective hexes the
German controls and compare that number with tlewing table to
determine victory level.

# of Objective hexes occupied Result

6+ hexes Overwhelming German Victory
5 hexes Substantive German Victory
3-4 hexes Marginal German Victory

2 hexes Marginal Allied Victory

1 hex Substantive Allied Victory

0 hexes Overwhelming Allied Victory
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CAMPAIGN GAME RULES

15.0SUPPLY

Supply was a problem for both sides on Crete, fffectad the Allies more
seriously than the Germans because the Germansdraglete air superiority.
This allowed them two crucial advantages. Firdeative Allied resupply efforts
became virtually impossible. The Allies were redute dispatching limited
amounts of supply on fast Destroyers or Cruisarsh®xpedients kept the Allied
supply situation from becoming catastrophic, btilelielse. Second, once the
Germans had an airfield, they began a non-stofariement and resupply effort
using their fleet of slow, vulnerable Ju-52 transgoan enterprise that probably
would have failed in the face of any meaningfukedlfighter opposition. As a
result, the main German attack force was adequaefplied with the basic
necessities, and the other parachute formatiofisythout airfields under their
control, were kept alive (barely) by parachute dypipops.

15.1SUPPLY STATUS

(15.11)Supply status is determined on a sector by sedsis Hor both
German and Allied units. Supply status is alwagended by the position of
each side's Supply Status marker on each seatmsySStatus Track. Each
side's sector supply status affects all friendlgugd units in that sector
(Exception-Greek Militia - se&3.69. Players do not trace individual unit's
supply lines, as in some other games.

(15.12)Each side's supply status in each sector will aviyat one of the
three following levels:

a. Adequate Supply
b. Short Supply
c. Low supply

(15.13)In the Campaign game, both sides begin with Adegsiapply in all
sectorsexceptSouth Crete. The supply status in the South Getéor is
always Low for both sides throughout the game.

For the Allies, anchorages in South Crete were itixiey at best. Begging the
guestion of landing supply on the beaches, thegenogractical way to move that
supply inland. For the Germans, there was simptyenough organic or captured
motor transport available to sustain their troopftea they crossed the White
Mountains in pursuit of the retreating Allies.

(15.14)Both sides' units in all zonegceptSouth Crete begin the game with
Adequate supply, and retain Adequate supply ldvetsesenting their basic
supply loads and Allied stockpiles) as follows:

Germans:
Allies:

Adequate supply on turns 1-6.
Adequate supply on turns 1-12.

(15.15)Beginning on Game-turn 7 for the German player, andame-turn
13 for the Allied player, each player must rollle&arn on the Supply Status
Adjustment Table to determine each sector's sugiptys for that turn. The
result of the die roll (taking into account apgiilea listed modifiers) will
indicate whether the sector's supply status wilugoor down one level, or
remain the same. Players then move their supjplysstaarkers in each sector
to reflect the new levels.

15.2RESERVE SUPPLY COUNTERS (RSCS)

(15.21)RSCs (see 2.34) represent supply stockpiled om Grdirought in by
sea for the Allies, and supply over minimum requiats brought in by air or
sea transport for the Germans. RSCs cannot belplameaded or air landed
in off-map boxes. RSCs count as five (5) stepptioposes of naval transport
and airlanding capacity.

(15.22)RSCs are two-sided. When initially placed in Res&upply Boxes,
they are placed on their "On Hand" side. When exgenthey are flipped to
their "Expended" side. RSCs may be re-used.

(15.23)An RSC is never placed on the hexgrid. Once Wesron Crete, it is
placed in the Reserve Supply Box of the Sector I3tppack for the sector in
which it arrived. Once placed, an RSC may not beeghdo another sector.

(15.24)RSCs cannot be captured. If no friendly units ara igiven sector
during the Supply Phase of any game-turn, andstiibr's Reserve Supply
Box includes friendly RSCs, any friendly RSCs alienigated, and that
sector's supply status is automatically "Low."

(15.25)How Reserve Supply Reaches Cret®eserve supply arrives on the
island in one of three ways:

a. On Hand RSCs (Allied Player only). The Allied player has two
RSCs on hand at the start of the game. During tippl$ Phase of
Game-turn 1, the RSCs must be placed in the ReSepaly Box of
the Suda, Retimo or Heraklion Sector Supply TraBkth RSCs may
be placed in the same sector, or they may be placetiferent
sectors.

. Sea Re-supply (Both players)RSCs may be transported by sea (see
17.31). Each RSC is counted as five (5) stepsherpurposes of
transport capacity. During the Unloading Phase he tNaval
Sequence, both players may unload RSCs at frieodiyolled minor
ports or on-map anchorages. As each RSC is unlpideglaced in
the Reserve Supply Box of the Sector Supply Trackitfe sector
where the minor port or anchorage is located.

Air Re-supply (German player only). Pre-requisite: The German
must occupy an airfield (both hexes, for Herakliahjch is not in an
enemy ZOC. During the Supply Phase, the Germaripéaynounces
that five (5) steps of the capacity of any onenfitlg occupied airfield
will be devoted to supply for the turn. He thercplaone RSC in the
Reserve Supply Box of the Sector Supply Track fu sector
containing the airfield. Additionally, the Germalayer receives a -2
DRM (in addition to the -2 for having an airfielétnin an enemy
ZOC) to the sector's Supply Adjustment die rolltfa current game-
turn.

(15.26)How Reserve Supply Is Utilized

a. During each AM Supply Determination Phase, gdayer may elect
to expend one RSC in any sector where there éast bne On Hand
RSC in the Reserve Supply Box of the Sector Sufalgk.

b. Each RSC expended is flipped to its "Expendie: s

The Sector Supply Level is immediately raisegl lemel for the player

expending the RSC. Additionally, when the Supplydlédjustment

die roll (see 15.15) is made, a player receiv@sRM if rolling for a

sector which contains a friendly RSC on its "Exeelicside.

. During the next AM Supply Phase, "Expended" R&@sremoved
from play. They may be reused.
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(15.27)Supply levels cannot be increased above Adequatdearased
below Low, nor are such excesses saved for usga@rgame-turns.

15.3SUPPLY EFFECTS

(15.31)Units in sectors with Adequate friendly supply art affected by
supply in any way. Units in sectors with Short omLfriendly supply suffer
adverse affects in combat. Supply levels havefeotain movement.

(15.32)In a sector with a friendly supply level of Shontjts in combat suffer
the following adverse DRMs:

. Maneuver combat attacker + 1 DRM

. Maneuver combat defender no effect

. Assault Combat attacker +1 DRM

. Assault Combat defender no effect

. All ground or ground/air arty support + 1 DRM
All ground arty bombardment +1 DRM

g. All ground AA fire +1 DRM
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(15.33)In a sector with a friendly supply level of Low,itsrin combat suffer
the following adverse DRMs:

. Maneuver combat attacker + 2 DRM

. Maneuver combat defender + 1 DRM

. Assault Combat attacker + 2 DRM

. Assault Combat defender -1 DRM to Attacker’ rol

. All ground artillery or ground/air artillery sp@rt + 2 DRM
All ground artillery bombardment + 2 DRM

. All ground AA fire + 2 DRM
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These DRMs are listed on each of the relevant coohizats.

Note: Support by air units alone, or air bombardmemtamal (ship-to-shore)
bombardment is not subject to sector supply levels.

(15.34)There may be rare occasions when units from diffesectors are
combining to attack the same hex (on a sector @wyndn this case, if the
sectors have different supply levels, use the Laupply level to determine
supply effects in combat.

16.0NAVAL GAME COMPONENTS

16.1NAVAL UNITS (see 2.31)

(16.11)The naval units in the game represent individuglitaia ships,
cruisers, single or paired destroyers, a motorettwpboat squadron, and
convoys. Each counter includes four or five ratiwich represent the unit's
combat, movement, and transport capabilities.

(16.12)Most Allied naval units are two sided, the frorresenting the unit
undamaged (or two destroyers, for paired DDs) tlaedback representing the
unit damaged (or with only one destroyer remairfimgn a paired DD
counter). All units begin play on their front (uneiged) side. When a unit
becomes damaged by air-naval combat (see 19p4i, fili its damaged side.
A unit which is sunk by combat, or a damaged tnait is damaged again, is
eliminated and removed from play.

(16.13)German naval units have only one combat side. WiemMAS or
DD Flotilla receives a "Damaged" or "Sunk" resultnfracombat, it is
eliminated and removed from play. All other Germamal units are convoys,
and are not themselves affected directly by comasatits (though the troops
they are carrying are affected - see 19.74[6]pllifground combat steps
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carried by a convoy counter are eliminated, thev@picounter is eliminated,
as well. The German player does not form TFs. #itsumove individually.

(16.14)Allied naval unit counters are placed in TF boxeshe Allied Naval
Display, never on the Naval Operations Map (se2)16.

(16.15)Important: An Allied naval unit must b& one of the Alexandria
boxes on the Allied Naval DisplayOR part of a Task Forceat all times.
Allied naval unit counters may never be at segherNaval Operations map.
Only Allied Task Force markers and German navdbare allowed there.

(16.16)Except when in the port of Athens, German nava cmnters are

moved directly on the Naval Operations Map, witkithGerman Naval
Contact” side up.

16.2THE ALLIED NAVAL DISPLAY

Task Force

S
==

Task Force

ALLIED NAVAL DISPLAY

Task Force Task Force

TaskForce || Task Force TaskForce || Task Force

TaskForce || Task Force

I PORT -

IDRIA

(16.22)All Allied naval units which are not in port in Alandria (see 16.4)
reside at all times on the Allied Naval DisplayisTtisplay contains lettered
boxes which correspond to Allied Task Force markens the Naval
Operations Map. Allied naval units are placed aléitered box on the Allied
Naval Display which corresponds to the letter efflask Force to which they
currently belong.

See (16.35) for details on moving naval units betwgask Forces.

16.3ALLIED TASK FORCES (TFs)

(16.31)Task Force markers represent groups of Allied shipg are placed
and moved on the Naval Operations Map. Each masans an identifying
letter, which corresponds to a lettered box onAtltied Naval Display. All
naval units in a TF are placed in that box on thied\Naval Display, while
the TF marker representing those ships is moveth@rNaval Operations
Map.

(16.32)All TF markers have a Detected and an Undetectks 8il Allied
units begin each day on their Undetected sideedAllFs leaving Alexandria
go to sea undetected. Any time a TF is detectg8dognan searches, engages
in surface combat, or conducts a ground Bombardmassion, it is
immediately flipped to its Detected side (see 1&.@etails on Detection).
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(16.33)Restrictions:

a. A TF may not be composed of more than eightd8l unit counters.
A TF may be composed of as few as one (1) - or egem (0) (see
"Decoys", below- naval unit counters).

. The Allied player may place and move up to tfilée that contain no
actual naval units on the Naval Operations Maps&tae "decoy”
TFs, and aid in confusing the German player's earc

. The number of TF markers in the game (12) isriet §imit. The
Allied player may never have more than twelve [T in play.

(16.34)Task Force Creation: During each Port Refit Phase, the Allied
player may form new TFs (including Decoy TFs) aeghtiffle existing ones.

New TFs are formed as follows:
a. The Allied player places an unused TF markeitfirer:

¢ Alexandria OR

« A sea zone already containing at least one TF marke
b. If the TF is a Decoy, nothing further is done.méval units are placed
on the Allied Naval Display corresponding to theésTIEtter. The TF
marker may be moved normally during the ensuingedlinaval
movement. Note that no more than three (3) Decayrii&y ever be
in play on the Naval Operations Map.

. If the TF is to contain units from the AlexaadReady to Sail Box,
place the desired naval units from that box ineléftered box on the
Allied Naval Display which corresponds to the Tieier. The TF
may then move normally (beginning by spending 1blR&ve port)
during the ensuing Allied naval movement.

. If the TF is placed in a sea zone with exisflifs, units from the
existing TF(s) may be moved from their current ii#e the new TF at
this time. Move such naval units from their curr@ft Box on the
Allied Naval Display to the new Task Force's Box.

(16.35)Task Force Reorganization: When more than one Task Force
occupies a given sea zone during either step IBedPort Refit Phase OR at
the conclusion of Allied naval movement, naval siniithin the same sea
zone may be reshuffled among the TFs in the zone.

Example: At the beginning of a given game-turn, here iddlation and
composition of several Allied TFs:

In Cape Spada:

Task Force A Task Force B
BB Queen Elizabeth CL Orion
CL Phoebe DD Kelvin
DD llex/Defender DD Kipling
In Crete Basin:

Task Force F Task Force J
No units-Decoy DD Nizam

During Task Force Creation/Reorganization, theedllplayer does the
following:

During the Allied naval movement step, the Alliddyer moves Task
Force A to Almiros Bay, and Task Forces F and Gdpe Spada. Afte
movement is complete, he may reshuffle naval ieitween Task Force
B, F, H, and J, as they all occupy the Cape Spzalacne.

[77])

16.4ATHE ALEXANDRIA AND ATHENS PORT BOXES

One of the few advantages enjoyed by the Alliesigimout the battle for Crete
was the marked superiority of Alexandria over Atheés a main port of
operations. Alexandria served as a homeport foomBiitish naval formations in
the Mediterranean, and offered excellent mainteeamepair and logistical
facilities. Athens, recently occupied by the Gesnéad not recovered from the
damage and disorganization of the Greek campaign.

(16.41)Alexandria: All Allied naval units expend one MP to enter
Alexandria. Once entered, each naval unit enterfR#fit Box which lists its
ship type (see In Port-Alexandria section of Alliddval Display). German
naval units can never enter Alexandria.

(16.42)Allied Refit. During the Port Refit Phase, the Allied playeeripts
to move naval units in the Refit Boxes toward ¢o the Ready to Sail Box.
Begin rolling for units in the Refitting 2 box armbntinue through the
remaining boxes going from right to left. Each Bists a die roll range (see
In Port-Alexandria on map and Allied Naval Displaifie Allied player rolls
once for each naval unit in each Refit Box. If the roll falls within the
printed range, the naval unit is moved one Bokéxight (either closer to the
Ready to Sail Box or into it). If the die roll exetts the range, the naval unit
remains in the Refit Box for the turn. The only DR8+3 for a damaged
naval unit (excluding double DD's which have bdgpéd). A naval unit
may only be moved one box to the right per game-tur

(16.43)Allied Ready to Sail Box.Any Allied naval unit in the Ready to Sail
Box at the start of the Allied Naval Movement Phas®y be incorporated
into an Allied TF (see 16.3). Any Allied TF's creain Alexandria are moved
onto the Naval Operations Map during the Allied &laMovement Phase
(see 17.4), paying one MP to exit Alexandria.

(16.44)Replenishment.Naval units which begin an Allied Naval Movement
Phase in any Alexandria Box have their AA Ammo mdtically
replenished. When they go back to sea, they bedAmmno Low/Out of
Ammo" marker, regardless of their ammo status @pving at Alexandria.

(16.45)Repair. Damaged naval units may be repaired while at Aldsia.
Roll one die for each damaged unit in the Read§aibBox during the Port
Refit Phase of each game-turn. On a "1-2", the ianilipped back to its
undamaged side. Any other die roll has no effeetjarlless of the result, the
unit may go to sea this game-turn. Alternatelynaly remain in the Ready to
Sail Box, and make another repair die roll durisglasequent game-turn.

Note: Double DD's may not make this repair die rolltlasir "Damaged"
status represents one of the DD's having been &ikdwise, they are not
affected by the +3 Damaged DRM for Refit.

(16.46)Athens: This display contains 3 refit boxes and a ReadyaibBox.
Any German convoy which enters Athens to unloadsumi load RSCs is
placed in Refit Box 1. During each succeeding Refit Phase, each convoy
in a refit Box is automatically moved one Box te tight (see Athens In-Port
Status Chart) until it reaches the Ready to Sail Bairing the current or any
subsequent German Naval Movement Phase, any Geathan convoys in
the Ready to Sail Box may be placed on the Navar&ipns Map after
paying one MP to exit Athens. Convoys which belgingame in Athens start
in the Ready to Sail Box. Convoys which enter Athbat do not unload
troop units at the time of entry are placed inReady to Sail Box. During
any Naval Unloading Phase, any loaded German coramye unloaded by

1. Places a new TF marker (Task Force H) in Capd&p
2.  Moves CL Orion from Task Force B to (new) Taskde H
Game Rules
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moving the convoy from the Seronikos Gulf to R&fiix 1 (see 17.37)
Eligible troop units unloaded at Athens are plas@t other German troop
units awaiting air transport to Crete. Allied nawmits can never enter Athens.

16.5THE NAVAL OPERATIONS MAP

(16.51)The Naval Operations Map is printed on the Eastegamap, and is
used to regulate all naval movement, transportciseand combat. All
movement and location of TFs and German units erNival Operations
Map is done in full view of your opponent on thevilaOperations Map.
Both sides can see where which opposing force@patentially) located, but
neither knows the exact composition until he dstet enemy force.

(16.52)The Naval Operations Map playing spaces consiseafzones and
landing areas (Ports, Minor Ports, Anchorages,b@mathes). All have been
identified with a name for easy reference. Landsal#ock naval movement;
they have no other effect on play.

17.0NAVAL MOVEMENT AND TRANSPORT

17.1UNIT AND TASK FORCE (TF) MOVEMENT

(17.11)As indicated in the Naval Segment of the SequehBéag, all Allied
TFs move first, during step B of a Naval SegmehilenGerman naval units
move later, during step D.

(17.12)TFs or German naval units are moved one at a timth® Naval
Operations Map from zone to adjacent zone, withia limit of their
movement ratings. Each unit's movement rating septe the maximum
number of sea zones that unit may move in a sial@l Movement Phase.
The speed of a TF is that of the slowest uniténTh. The TFs/units need not
stop in a zone because of the presence of enertsy TRB/units are never
forced to move and there is no limit to the nurhat can be moved into or
through a sea zone. Naval units can remain ahdeiriitely.

(17.13)Allied naval units which arrive as reinforcementsisinenter the
indicated sea zone as a TF on the game-turn thes.arhis counts as one
movement point against their movement rating. Nesiaforcements can be
delayed for entry on a later game-turn.

17.2PORTS, MINOR PORTS, AND ANCHORAGES

Units at sea may "land" in certain areas of theaN@perations Map. There
are four specific types of landing areas, used watéous circumstances by
convoys, Task Forces, and transported units. Téesare indicated by the
appropriate symbol on the game-map, and are dedmélows:

(17.21)Ports: Athens and Alexandria are the only ports in thegaAthens

is friendly to the German player, and Alexandridrisndly to the Allied

player. All friendly naval units may land in andpdet from friendly ports.
Athens and Alexandria have additional special fanst as explained in
(16.4). Naval units may not enter and leave a garing the same Naval
Movement Phase. It costs 1 MP to enter or leavartaldaval units in ports
may not be attacked.

(17.22)Minor Ports: While there are numerous minor ports on the Naval

Operations Map, there are only two correspondingpniports on the game
hex map: Suda and Heraklion. All of the game's mjaots except Suda and
Heraklion are friendly to the German player thraughthe game. German
convoys may enter or leave any or these friendhonports. Convoys may
not enter and leave a minor port during the samalNdovement Phase. It
costs 1 MP to enter or leave a minor port.

OPERATION

TFs or Convoys may only enter Suda or Heraklionomport on the Naval
Operations Map if they have friendly units occugythat port's hex on the
hex map. If they enter Suda or Heraklion minor parthe Naval Operations
Map, they are eligible to unload transported tréRBEs into the
corresponding minor port hex on the game-map duhiegNaval Unloading
Phase. Neither side may load troops at Suda orkliteraunless Allied
Evacuation occurs. After Allied Evacuation is omtkrthe Allied player may
evacuate ground units through either minor port kéthin the evacuation
step limits. Minor ports have a greater capacityef@cuation/unloading than
anchorages. Task Forces in minor ports may bekattday air units only.
Convoys in minor ports cannot be attacked.

(17.23)Anchorages: TFs or Convoys which enter anchorages on the Naval
Operations Map are eligible to unload transportedps/RSCs into the
corresponding anchorage hex on the game-map dheniyaval Unloading

Phase. Naval units may not enter and leave an eagghaluring the same
Naval Movement Phase. It costs 1 MP to enter eelea anchorage. After
Allied Evacuation is triggered, the Allied playeaynevacuate ground units
through an anchorage hex, within the evacuatignlistéts. Anchorages have
a smaller capacity for evacuation/unloading thamomports. Task Forces in
anchorages may be attacked by air and naval @uotsvoys in anchorages
may be attacked by Allied TFs.

(17.24)Beaches:For amphibious landing purposes, a beach hawryig-lat/
Beach, Airfield, or Broken hegn the game-map. TFs or Convoys which
occupy a sea zone adjacent to Crete may land aniteach hexes by
Amphibious Landing (see 17.4). The German playey nm land any units
by Amphibious Assault inside the Suda Bay areajesmted on the game
map. All naval units plus armor and artillery grdwmits(motorized or not)
are prohibited from landing at beaches. Allied simitay not be evacuated
through beach hexes.

17.3NAVAL TRANSPORT/CONVOYS

(17.31)Only those Allied Naval units with a printed trangpcapacity may
transport combat troops or RSCs. Transport capaadityeasured in terms of
steps (not stacking points), thus each combatconitits as one or two steps
against thegiven naval unit's transport capacity. A RSC abvegunts as five
(5) steps when calculating transport capacity.edllinaval units cannot
transport steps in excess of their printed trangapacity.

Transported troop units/RSCs are not revealed until

a. They are unloaded on Crete.
b. The transporting naval unit is damaged or sunk.

(17.32)Allied Loading

a. Until Evacuation is declared by the Allied Playdlied combat units
may be loaded only at Alexandria.

b. Allied RSCs may never be loaded anywhere exdlegtaindria.

c. Subject to transport capacities and combatmitability, naval units
in the Ready to Sail Box at Alexandria may be loadp to their
printed transport capacity as they are placed enAffied Naval
Display. Loaded combat units/RSCs are placed uheéarrespective
transporting naval units on the Allied Naval Displa

d. Once Evacuation is declared, loading of combi$ on Crete occurs
during the Allied Movement Phase, not during thedii&egment.

e. Transported combat units and RSCs cannot beaegyetl between
naval units on the Allied Naval Display.
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(17.33)Allied Evacuation: After Allied Evacuation is triggered (see 20.0), (17.37)Unloading: Unloading takes place only during the Unloadinggdeh
the Allied player may evacuate units from Creteulgh any minor port or
anchorage hex, or through any off-map box contgiaimanchorage symbol. which their TF/Convoy occupies on the game mapAthiens, or at
Alexandria. Note that Unloading and Amphibious Liagdarenot identical

Evacuation restrictions are as follows:

a.

There are limits to the number of combat ungpsswhich can be
evacuated from each minor port or anchorage per (gge Naval
Loading/Unloading Table). These limits may not keeeded.

. To qualify for evacuation from an on-map minort@r anchorage, a

combat unit must have at least one (1) MP remaiwingn it enters
the minor port or anchorage hex.

. To qualify for evacuation from an off-map boxnt@ning an

anchorage, a unit mustginits Movement Phase in that box.

. Only Allied naval units which have a transpeaipacity and are part of

a Task Force which is in a minor port or anchorageeligible to
evacuate units.

. As each ground unit enters the minor port oharage hex on the

game map (as long as it has at least 1 MP remgaintng placed
under any naval unit with sufficient transport afyabelonging to a
TF which occupies that minor port or anchorage.

(17.34)Losses to Transported Allied Units

a.

If a transporting Allied naval unit is damagelifransported steps in
excess of the reduced transport capacity are eliedn(Allied player's
choice).

. Regardless of the number of steps being trateshoat least one

transported step (Allied player's choice) must lbeirated when a
transporting naval unit is damaged.

. RSCs count afive (5) stepsfor loading/unloading and determining

transport capacity, buhe (1) stepvhen determining losses. Thus, an
RSC is eliminated any time a unit transporting itl@amaged, since no
damaged naval unit has a transport capacity of(8yeEliminated
RSCs are placed in Alexandria, and may be reused.

immediately eliminated.

(17.35)German Convoy Loading

a.

b.
C.

e.

Each German convoy starts loaded with only tremsebat units
designated on the German Setup Galtdone (1) RSC.

No additional combat units may ever be loadednyconvoy.

Any combat unit unloaded from a German convoy mever be
subsequently be loaded on another German comvayther terms,
once unloaded, combat units cannot be reloaded.

. Any German convoy which unloads all designatahtmt unitsin

Cretemay return to Athens, cycle through the AthenBadn: Track,
and sail from Athens with one (1) RSC.
No combat units may ever be loaded on the DDVEXE Flotillas.

(17.36)Transported German units may never be exchangegdeGerman
convoys. Transported German units and RSCs maljmiieaed as a result
of Surface Combat (see 19.7). Note: German RSGsalst as five (5) steps
for transport, but one (1) step when determinisgds.

Ground units and RSCs may be unloaded at any mimdror anchorage

methods of landing combat units (see 17.4 - AmphibLandings). Players
should note the following Unloading details andrigtfons:

a.

b.

Some transported units are not eligible for aditey at anchorages
(see Naval Loading/Unloading Table).

Due to capacity limitations, not all transportetts may be able to
unload simultaneously at any given anchoragenwor port (see
Naval Loading/Unloading Table).

Each transported unit unloaded at a minor paginohorage expends
one-half of its movement allowance (rounded uge@laced on the
anchorage aminor porthex.

. Units may be unloaded in off-map boxes, as lasghere is an

anchorage in the box and the unit's TF/Convoy desuphat
anchorage on the Naval Operations Map. Units uskbad an off-
map box may not move during the Movement Phasbeottirrent
turn.

. If the German player chooses to unload anyloofehe German

convoys at Athens, the following units become atsd for air
transport to Crete:

< 11/200 Mtn Regiment (4 units)

e 11/85 Mtn Regiment (4 units)

e 3rd Company, 7th Para Engineer Battalion (1 unit)
* Both Wermacht Engineer Battalions (2 units)

None of these "landed" units may be air transpdde@rete until all
of the regularly scheduled airlanded reinforceméatge landed on
the island.

. I a transporting Allied naval unit is sunk, @l transported steps are 17.4AMPHIBIOUS LANDINGS

(17.41)Both players may make amphibious landings withagerunits
aboard naval transport during the Amphibious Lagpdithase. The Allied
player performs all his Amphibious Landings fitsten the German player
performs his landings. The following units are etigible for amphibious
landings:

a. Armor units
b. Artillery/AA units (Motorized or not)

(17.42)Amphibious Landing Limits:

a. The German player may not land more than ten<téps of units

from a single convoyeach turn.

b. The Allied player may not land more than tweli2) steps of units

from a single sea zonger turn.

(17.43)Amphibious Landing Procedure:

Step A.Placement

1. During the Amphibious Landing Phase, eligiblétsuare removed

from underneath their transporting naval units lo@ Allied Task
Force Display (for Allied landings) or from the Gan Unit
Organization Card (for German landings) and placethe game map
in any beach hex (see 17.24) in the sea zone tleepy The beach
hex a unit is placed in is its target hex.
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2. No more than six (6) SP's of units may be pléauéelly in any target
hex. If more than six (6) SP's remain in any lagdiex after
determining drift and landing condition, any excesteps are
immediately eliminated (the owning player choosésckv steps to
remove).

3 Atarget hex may be a hex that contains enenty. ixbte, however,
the required Special Assault Combat for any uhits temain in any
enemy occupied hex following Drift and Landing Citind
determination.

4. The German player may not select a target fadxgttinside the Suda
Bay area, as noted on the game map. Units whitthrdd this area
are eliminated.

Step B.Amphibious Landing Drift

1. After placing eligible units, the landing playesolves a Drift and
Landing Condition die roll for each of them. He sldieis by rolling
one die for each unit on the Paradrop/Amphibiouwirey Table. The
resulting number, adjusted for the applicable DRisted, indicates
both the accuracy of the landing and the conditibthe unit upon
landing.

2. First, determine condition. Place a Dispersetkenaatop the unit if
the result is "Dispersed". Flip the unit to its bdstep loss) side (or
eliminate one-step units) if the result is "Losee@tep". Otherwise,
the unit lands at full strength.

3. Next, determine the accuracy of the landing ltraguder “"Actual
Landing Hex" (Remember, use the same die roll det¢rmined
Landing Condition). If the die result indicates et hex", the unit
remains in the target hex (i.e. it landed wheirgd@nded). If the result
is "Roll again and Consult Drift Diagram"”, the Gamolls the die
and moves the unit in accordance with the Amphgbrift Diagram.
Any unit which drifts onto non-flat or non-brokerexes becomes
fatigued

Step C.Amphibious Landing Dispersal

1. When an Amphibious unit obtains a "Dispersestilteon the Landing
Condition die roll, place a Dispersed marker onuhit (see 6.32 for
effects of Dispersal).

Step D.Special Amphibious Assault Combat

1. Atfter resolving Drift, an IMMEDIATE Assault Corabtakes place in
any hexes that contain both landed units and Enerity, with the
landed units the attacker(s). This combat is idehtd regular Assault
Combat (see 10.0) except that:

a. There is no Defensive Bombardment against tigethunit(s).

b. The defending player subtracts two (-2) from digs roll result
during the first round of combat and one (-1) fitsisdie roll result
during the second round of the combat.

c. There are no coordination die rolls.

2. If, at the completion of the Special Assault ®am(one or two
rounds), the defending unit/stack is not eliminatbd amphibious
unit(s) must retreat from the hex in accordancé wie following
Retreat Priorities:

a. Into an empty or friendly-occupied land hexin@n enemy ZOC.
b. Into a friendly-occupied land hex in an enemyZO
c. Into an empty land hex in an enemy ZOC.

OPERATION

Any landed unit that cannot retreat into one of¢hbexes is eliminated
instead.

17.5ALLIED COASTAL STEAMER (OPTIONAL)

The coastal steamer was really a tank landing ctaftn code-named an "A"
Lighter. On one voyage it carried three tanks and guns from Heraklion to
Suda port. In the game the Allied player has thilitaonly when using Campaign
Option #5.

(17.51)Using this rule, the Allied player can move any step unit or one
tank unit via the Allied coastal steamer.

(17.52)The coastal steamer operates only on night gams-turing the
friendly Naval Unloading Phase and only between thieor ports of
Heraklion (hex E3136) and Suda (hex W4031). Thetaribe moved must
begin at either hex and must be at least two rexag from an enemy unit at
both locations. The unit arrives at its destinatoomatically, but can be
moved only one hex during its subsequent Movemeasée

(17.53)The Allied player cannot choose to transport oep bm a two-step
unit.

(17.54)The Allied player does not use a TF marker for Alied Coastal
Steamer.

18.0DETECTION AND NAVAL SEARCH

18.1DETECTION

(18.12)All German naval units and Allied Task Forces hsu@sides of their
counters: a Detected side and an Undetected dldaits of both sides begin
the game undetected. Thereafter, they may becaeeetbas a result of their
opponent's successful search efforts, or, for tiesAas a result of shore
bombardment.

(18.12)When a German unit becomes detected, flip its eoundm the
"German Naval Contact" side to the side contaittiegdentity of the unit. If
it is a Decoy, remove it from play. If it is a nhvait (convoy,DD Flotilla or
MAS unit), it remains detected until the next nightne-turn.

(18.13)When an Allied Task Force becomes detected, thedAtllayer may
have to reveal information about its contents éo@&@rman player (see 18.33,
below). In any event, flip the detected Task Ftwodts Detected side, where it
remains until the next night game-turn.

(18.14)During Night game-turns, units can only be "templytadetected by
surface search or when performing shore Bombardrbig detection lasts
for the duration of any surface combats or shomatiBzdments during that
turn. At the conclusion of the surface combat{®rbardment(s), return the
detected units to their undetected side.

(18.15)Only detected units may be attacked by Air-Nava@uface combat.
(18.16)All units go to sea from a port undetected.

(18.17)All detected TFs and naval units are flipped tar tiedetected side at
the start of each Night game-turn. Any night tuetedtion is temporary (see
18.14). All TFs/naval units begin each A.M. gamerundetected.

(18.18)If naval units from a detected TF are reshuffledrgduthe refit or

movement phases into a previously undetected EFgdiming TF assumes
the same detected status as the losing TF. In asss, the only action
necessary may be to flip the TF to its Detecteel $ibwever, if the losing TF
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was detected to the point where number of navéd onnumber and type had (18.33)Search results are as follows:

been revealed, the same information on the eratiring TF must be given to
the German player. If undetected naval units ateuféed into a detected TF,
the Allied player notifies the German player ofitlagrival only if the TF has

been detected to the point where number of navil annumber and type
must be disclosed.

18.2ALLIED SURFACE SEARCH

(18.21)Twice during each Naval Segment (Once followingiedlll Naval
Movement and once following German Naval Movemehg),Allied player
may perform surface search.

(18.22)In any Sea zone containing a German naval unithwdligo contains
at least one Allied TF (not a Decoy TF), the Alligelyer may make one (1)
surface search attempt against each German natvdhahone per Allied
TF). If the die roll is "1-6", the German unit istdcted. If it is "7-10", the unit
is not Detected. This die roll is modified by -I pach Allied Task force over
one which occupies the sea zone being searchedldiod each German
convoy in excess of one in the sea zone, with amuew DRM of "-3".

Example: Two undetected (on their "German Naval Contaatle)s
German naval units occupy the "Sea of Crete" sea, zlong with five
(5) Allied Task Forces. The Allied player rolls teifor surface searc
once against each German unit. Both rolls are meddify "-3", the
maximum allowed, as there are four additional Temices (over the on
searching) in the sea zone. Any rolls other tha, 'thodified by the -3|
DRM, will succeed in detecting each German unit.

14

18.3GERMAN AIR SEARCH

(18.31)The German player conducts air searches oncelgyight game
turn, immediately following the first set of Allieslirface searches. To search,
he indicates five (5) sea zones in which he witfquen air search. He is then
allowed to make one search die roll in each ofitleezones. Additionally, he
may commit air units (one unit per sea zone) frben $earch/Coordination
Box of the German Air Display to enhance his seaggabilities: Each air
unit from the Search/Coordination Box may be usethi of two ways:

a. The unit may be allocated to search an additmm@e, over and
above the five already chosen.

b. The unit may be allocated to provide a DRM ®Alr Search die roll
in any zone where search will take place.

Regardless of which of these options the Germas, tise air unit will be
available later in the turn to provide a coordmatdRM for any combats in
the sea zone to which it is allocated (see 19.21).

(18.32)After all searches have been allocated, the Gepiager rolls once

per sea zonthat he is searching, modifying the die roll byf-fie has an air

unit allocated to this, as per option #2 in (18.2td by the S(+/-) number
listed in certain sea zones on the Naval Operalitags

Die Roll
1-2

Result

All Allied TFs in this sea zone are detecfEae Allied

player must reveal the number and type of unitsaith
TF, in addition to flipping the TFs to their Detedt
sides.

All Allied TFs in this sea zone are detectede Rllied
player must reveal the number of naval units i &€
in addition to flipping the TFs to their Detectéddes.
5-6 All Allied TFs in this sea zone are detectdih fhem to
their Detected sides.

One (1) Allied TF in this sea zone is detectedrii@un
player's choice). Flip it to its Detected side.

8-10 Detection Fails

Example: The German searches the South Crete sea zonainount
three Allied TFs. He has an He-111 allocated teigeoa-1 DRM to the
search roll. He must also modify the roll by +1 dee of the S (+1]
search modifier listed in that zone on the Navai@jions Map.

He rolls a "2", with the DRMs cancelling out. Théiéd player flips all
TFs to their Detected sides, and provides theviolig information:

"Task Force A contains 1 CL and 3 DDs. Task Forceriains 2 BBs, 1
CL-A, and one Transport. Task Force H contains 2.DD

If the roll had been a "3" or "4", the Allied Playgould have said:

"Task Force A contains 4 naval units. Task Forcerffains 3 naval unitg.
Task Force H contains 2 naval units."

If the roll had been "5", "6", or "7", no informati about the Task Ford
would have been provided, but the Task Forces gjuston a die roll of
"7") would have been Detected.

18.4ALLIED AIR SEARCH

(18.41)The Allied player allocates air searctoirly one (1) sea zone per game-
turn. He makes one die roll per German naval unit ndhosen sea zone.
Any roll of "1-2" detects the unit against whicle tittempt was made.

18.5GERMAN SURFACE SEARCH

(18.51)The German player never performs surface seartibd Aaval units
that engage German naval units in combat are, rawémmediately
detected. At night, this detection (for both sidegemporary (see 18.14 and
18.15).
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19.0NAVAL COMBAT

19.1ELIGIBLE TARGETS AND TARGETING

(19.11)Any detected naval unit may be attacked by sutfasarface combat
during any game-turn. This occusdter all air-naval combat has been
resolved, and is detailed in (19.7).

(19.12)Detected Allied TFs (only) may be attacked by awai combat
during anydaylightgame-turn.

(19.13)During step 3 of the First Naval Combat Phase Ghaman player
allocates any air units on a Naval Attack misshis turn to attack detected
Allied TFs.

(19.14)There is no limit to the number of air units thaaybe allocated
against any single TF. The German player doesawet to attack all detected
TFs, but may attack any of his choice.

(19.15)Once all air units are allocated to attack a pdeicTF, the combat
against each TF is resolved to its conclusion18e2- 19.6), before the next
TF is attacked. Once allocated to combat, air nmitst attack.

19.2ATTACK COORDINATION AND TARGETING

(19.21)As the first step in attacking a particular TF, @erman player rolls
one die to determine the degree to which his dis tnave achieved tactical
coordination against that TF. The die roll ranges eesulting coordination
levels are as follows:

1-3 Fully Coordinated. The German player is allowedhoose which
unit(s) in the target TF he will attack. He maytfai the results of
each of his air unit's attacks before allocatirsgieixt attack.

4-8 Partially Coordinated. The German player isvadd to choose

which unit(s) in the target TF he will attack. Heisty however,

allocate all of his attacks and state the ordemttdck before
resolving any.

9-10 Poorly Coordinated. Thadlied player decides which naval unit(s)
the German air units will attack (No more than eéha@ units per
Allied naval unit). He must allocate all Germaracits and state
their order before the German player resolves Agditionally, the
first air unit attacking does not benefit from tBerprise DRM to
the Allied AA die roll, andhll attacks against this TF receive a +1
DRM on the Naval Attack Table.

If a German unit is on a Naval Search/Coordinatiission in the same sea
zone as the combat, subtract one (-1) from thedgwaion die roll.

Example: A Task Force containing the following units is atethy two
(2) German Ju-87s (4-5), two (2) Bf-109 (1-1), ané (1) Ju-88 (3-3). A
German Do-17 is on a Naval Search/Coordinationionist this sea|
zone.

BB Barham (AA=3, Defense =8)
CL Orion (AA=4, Defense =4)
DD Kimberly (AA=2, Defense =2)
DD Kashmir (AA=2, Defense =2)

DD Decoy/Hero (AA=2, Defense =2)

OPERATION

The German rolls an "8", modified by -1 for the @iwation mission to
"7". This results in a partially coordinated attadie German must
allocate all attackers before resolving any comibétse that he doesot
have to attack all the Allied naval units in the BEt he must allocate al
attacking aircraft to a single target naval unioke any combat takes
place.

If the German had rolled a fully coordinated atfabk could have
attackedCL Orionwith one of the Ju-87s in hopes of damaging dirgin
it, thereby reducing the Allied AA strengths agairssibsequently
attacking aircraft. He would then have the optafter each subseque
attack, of how to allocate and resolve the neatlatt

On the other hand, if the German had rolled a pambrdinated attack,
the Allied player would probably have allocated theee best attackin
Germans against one of his destroyers, happilfisgy one of his units|
to save the more important ships, and concurrevabting a significant
amount of German air power.

(19.22)At the end of all Air-Naval combats, all air unis1 Search/
Coordination missions are returned to the Flown. Box

19.3NAVAL AAFIRE

(19.31)After the attack coordination die roll is made aimd German
attack(s) declared (at least the first attack, nidipg on the coordination
level), any or all Allied units in the target TF yrfde AA at the first attacking
unit. After the air unit's attack is resolved, tdsidriven away by AA fire, the
TF's AA strengths are recomputed, and the secdeaxkiaty air unit (if there
is one) is attacked by AA Fire, and so on. Thistinaes until all German
units have resolved their attacks.

(19.32)AA fire is resolved once against each attackingiait, just before it
attacks, bugfterany previously attacking air units have resolveir tattacks.

(19.33)The Allied player may choose to withhold any numtfenaval units'
AA strengths from the TF's AA strength for the mep of conserving
ammunition. Note, however, that if a unit contrésuits AA strength even
once during the combat (even though it may havehwitl its strength against
earlier attacking units), it is considered to hireel for the purposes of ammo
depletion determination (s&6.6).

Example: Continuing the example from (19.21), the Germaygal (with
partial coordination), allocates his attacks inftilewing order:

Ju-87 vs. CL Orion
Ju-88 vs. CL Orion
Ju-87 vs. BB Barham
Bf-109 vs. DD Kimberly
Bf-109 vs. DD Kashmir

agrODE

All Allied units are undamaged and have full ammads, so their total
AA strength against the first attack (Ju-87) is"Ide Allied AA die roll
is a "4", modified by +1 (+1 for Surprise, +1 fdtagking a Ju-87, -1
because a BB is part of the TF), for a final "5tidér the 11-15 columr,
the Result is "Flown", so the Ju-87 is immediafghced in the Flown
Box of the German Air Operations sheet, and doesargy out his attack
(the withering AA fire has driven them off).
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The AA die roll against the next attacker, the 8uy@elds a "7", modified
by -1 (for the BB) to a "6", which is "no Effecthtis, the Ju-88 succeegls
in fighting through the AA fire, and may now attduk targetCL Orion
We will continue this example in the following sent

19.4RESOLVING AIR-NAVAL COMBAT

(19.41)The air unit, having survived AA fire now resolvtie airstrike
against its target naval unit on the Air-Naval Caimfable, as follows:

(19.42)The German player rolls one die, and referenceethdt on the Air-
Naval Combat Table, under the column represerttimgir unit's naval attack
strength. Remember to apply column shifts if tleeeefive (5) or more naval
units (1L) or two (2) or less naval units (1R) lre tdefending Task Force.
That result is then compared to the target navitk wtefense strength to
determine the attack’s result. If the result is:

e Less than one-half of the target naval unit's defestrength, the
naval unit isot damagedby the attack.

« Equal to at least one-half of the target navalsidiéfense strength,

Now the next attack is resolved; a Bf-109 DB. Kimberly The AA fire
roll (based on the new Task Force AA strength ¢fida "1", modified
by -1 (BB), to "0" for a result of "AB2". The Bf-B0s placed in the Abort
2 Box, and its attack is finished.

Finally, the last air unit in the attack, a Bf-1Gftacks its targefDD
Kashmir, It survives AA fire, and presses home its attaitk a die roll of
"1". This roll, shifted one to the left under trghift Only" column, yields|
a "T", which is one-half of Kashmir's Defense sg#m so the DD ig
Damaged. Flip Kashmir to its damaged side andrréhg Bf-109 to the
Flown Box.

19.5DAMAGE

A "Sunk" result against an Allied naval unit eliraias the unit.

(19.51)When a "Damage" result is obtained against an uagedhAllied
naval unit, flip it over to its Damaged side. letlnit does not have a

Damaged side, it is eliminated.

(19.52)A "Damage" result against an already damaged Afiahl unit sinks

the naval unit islamagedor an already damaged unit is Sunk) by thethat unit.

attack.

» [Equal to or greater than the target naval unifende strength, the
naval unit isSunkby the attack.

(19.43)An asterisk (*) next to the result indicates a fis<Critical Hit in
additionto any damage inflicted by the numbered resulieM&uch a result is
obtained, roll the die again.

e On aroll of "1-2", the target ship is damagedaomalready damaged
ship is sunk)If the target is an Allied convoy, it loses oneitiddal
step.

e Onaroll of "3-10", there is no additional damage.

(19.44)Damage inflicted on the targeted naval unit isiagpimmediately.

(19.45)The attacking air unit is returned to the Flown Bbthe German Air
Display immediately following the resolution of @ttack.

Example: Continuing the example, the Ju-88 now attackgaitget, CL
Orion. The German player rolls a "3". The attack columhich would
normally be "3", representing the Ju-88's Navahéittstrength, is shifted
one to the left to the "2" column because this Tesice has 5+ naval
units. So, the result is "1". Comparing this to@ien's Defense strength
of "4", the attack causes no damage. The Ju-8&éeg in the Flown
Box.

Now the Ju-87 (third declared attack) attacksBa&arham AA fire (roll
of "9" on the "11-15" column) is ineffective, s@tbu-87 attacks. A roll of
"2", reference under the "4" column of the Air-Naidtack Table (the
Ju-87s "5" shifted one left due to 5+ units inTask Force), gives a resylt
of "3*". The "3" is not at least one-half of Barharbefense strength (8),
so no damage is done. In checking for a possiliieatrhit (the *),
though, the German rolls a "2", resulting in Damtagine battleship. The
Allied player flips Barham to its damaged side (RAPefense=6). The
Ju-87 is returned to the Flown Box.

(19.53)Damage to Allied naval units can be repaired ohlXlexandria, as
explained in (16.45).

19.6AA AMMUNITION DEPLETION

(19.61)After all attacks against a single TF have beeolred, roll for AA
Ammo depletion for all ships that contributed thek strengths to AA fire at
least once during this turn's air attack. Roll opeg unit on the Ammo
Depletion Table, modifying the die roll for thetdd DRMs.

(19.62)If the result is "-", there is no effect. The nawalt still has plenty of
AA ammunition. If the result is "L", however, theaval unit's AA

ammunition has been depleted as a result of thisstoombat. If the naval
unit has no "Ammo Low" marker atop it, place orfeit lalready has an
"Ammo Low" marker, turn it over to the "Out of amieide.

(19.63)"Ammo Low" naval units have their AA strength halvéretain
fractions, minimum of "1"), until replenished aefbndria (see 16.44).

(19.64)"Out of Ammo" naval units have an AA strength ofaz€0) until
replenished at Alexandria. These units do not itirtér at all for purposes of
AA Fire AND they do not count as a naval unit ire ttarget group for
purposes of Air-Naval Attack column shifts in auf@ combat. "Out of
Ammo" BBs/CVs do not qualify for the -1 DRM on tA& Fire Table.

Example: Based on the above combat, all naval units inTthgk Force
would have a "+2" DRM to their Ammo Depletion d@ls, because a
total of five (5) German air units attacked theKTasrce.
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19.7SURFACE COMBAT

(19.71)Surface combat between Allied Task Forces and RetegBerman

naval units may occur up to twice during each game-once after the
Allied units move and any German air-naval combatesolved, and once
after the German units move.

(19.72)All surface combat is resolved between opposingotid naval units
within the same sea zone. Units may never attagnamy naval unit that is
not detected or not in the same sea zone. Navaliora ports or minor ports
cannot be attacked by surface combat.

(19.73)The bombardment ratings of the smaller Allied nawmlts are
enhanced during surface combat, as follows:

All undamaged DDs:
All damaged DDs:
All CLs:

3 x printed bombardment strength
2 x printed bombardment strength
2 x printed bombardment strength

Against the types of German vessels that wereinsteé campaign, destroyers
and cruisers, with their maneuverability and rafirihg guns, were the more
effective naval platforms. We chose not to adifici enhance the units'
bombardment strengths (representing gun size apabidy), as this would have
overstated the smaller units' abilities in shorenbardment. Thus, the multiplier
for combat against convoys, the Italian DD Flotitend the MAS flotilla.

(19.74)Surface combat is resolved in two parts: an EngageRound and a
Disengagement Round. All Engagement rounds faroatibats are resolved
before any Disengagement Rounds. The Engagement! nooceeds as
follows:

a. The Allied player chooses an eligible target and decides which
Task Force in the same zone will attack it. Onlg dask Force may
attack a German unit during a single surface camida¢ Allied
player may withhold one or two naval units from teenbat. They are
not allowed to attack the German naval unit, amy tmay not be
chosen as the target of the German attack in step b

b. The German player chooses which Allied unit ihafll attack from
the TF attacking it. Only one Allied naval unit {rane of the units
withheld by the Allied player) may be attacked by German player
during a given round of surface combat.

c. Combat is resolved simultaneously, with theelliplayer rolling once
per attacking unit in the Task Force, and the Geramét rolling once
against a single Allied target naval unit.

d. Cross Reference attack die rolls on the NavialcktTable, under the
column representing each unit's (modified) bombardrstrength.

e. German results against the Allied naval unit arlgéd\results against
the Italian MAS and DD fltilla units are resolvieg comparing the
result against the target's defense strength,(&9.42).

f. Allied results versus the German convoy units aterpreted as
follows:

e Each result of "1" results in one step loss fronorgnthe

units being transported by the convoy, German piaye

choice.

e Each result of "2" or more results in two step dgsfom
among the units being transported by the convogh(lB&ayer
chooses one step loss).

OPERATION

« Asterisk (*) results have no effect @ermanconvoys.

< Ifall transported steps in a convoy are eliminatieel convoy
is eliminated as well.

g. Once all units have resolved their fire, thedgiggnent Round is over.

(19.75)The Disengagement Round begins with the Germarmptigclaring
his intention to either "Press On" or "Turn Back".

(19.76)If the Decision is "Press On", then a second rafralirface combat,
identical to the Engagement Round except that tren@n player is allowed
to determine a new target unit within the Alliedskaorce. Combat is
immediately declared and resolved simultaneously.

(19.77)If the Decision is "Turn Back", the German playalsrone die, and
applies the roll as follows:

1-5 The German naval unit is moved to an adjacemtzene that is
farther away from Crete, and loses one additiotegd §om his
transported units. If the unit attempting to tuactis the MASor
DD Flotilla unit, it is moved, as above.

6-8 The German naval unit is moved, as above, snehgaged in
combat by any remaining Allied DDs in the attackirask Force.
The German player is not allowed to fire at the DDs

9-10 The German convoy scatters, fragmenting intalls militarily
useless remnants. The naval unit and all transpateps are
eliminated. If the naval unit is the MAS DD Flotilla unit, it is
Sunk.

While this does not represent the complete degtruof all units in the

convoy, it portrays the fact that they were widi$persed, thoroughly
demoralized, and basically unusable to the Germayep during the

time-frame of this game.

(19.78)After the German player makes and resolves hisnDiagement
decision, the current surface combat is completed.

19.8NAVAL BOMBARDMENT

(19.81)During any Allied Bombardment Phase during whick #lied
player has naval units in the Cape Spada, Aimimg Br Candia Bay sea
zones, those naval units are eligible to performiimrdment attacks against
any enemy hexesithin two hexe®of the coast on the game map. Sea zone
indicators on the main map indicate which hexestt@ map can be
bombarded from which sea zones.

(19.82)Naval Bombardments are carried out in the same enamatrtillery
Bombardments (see 11.2), except that:

a. Only naval units in the same TF may bombards#tme target hex.
Other than this, there is no restriction on the Imemof naval units that
may bombard a target hex. All individual bombardiatings are
totalled for the TF and one Bombardment die rothésle.

b. There is a +2 DRM for all naval Bombardments.
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(19.83)Any time a naval unit bombards, that unit's TF rigmediately

detected. Flip the TF to its detected side. Ther@erplayer is told the type
and bombardment strengthafly the unit(s) bombardindduring night turns,

the TF becomes undetected at the conclusion oBtmbardment (see
18.14).

20.0EVACUATION

As wargamers, we recognize and salute the ganrgestai fight to the last man. It
is from such historical "last stands" that heroes/é been made and legends
begun. The battle for Crete might well have turimédl such a last stand for the
Germans, had they not managed to secure MalemielchifNot only were the
hardy paratroopers trained to fight to the lastt kacking an airfield, they really
had no way to get off of the island. Recognizirfgtitity that some frustrated
gamers will not, we have built a "no airfield - claance " automatic Allied victory
into the Victory conditions in section (22.1).

The Allies, on the other hand, didn't want a l#shd. They needed troops to fight
Rommel in North Africa, and, in the Royal Navy, kditle a viable means of
retreat in the event that the tide of battle turregiinst them. In fact, one might
say, following the debacles involving their groutidops which preceeded
Dunkirk and the evacuations from Norway and Gre¢ieat, plucking defeated
soldiers off of beaches was the combat activityrach the British fleet had the
most experience by the late Spring of 1941. Hesitlyi of course, the Allies did
call for evacuation. The purpose of this rulesisads to provide conditions and
procedures for such an evacuation, while not faydtito occur during the game.

Recognizing that once the Allies declared evacoatite Germans had achieved
some level of victory, players may choose to nfakeséction optional. That is, if
evacuation is triggered, the Germans win a margunztbry. For tournament and
historical/solitaire play, we highly recommend thatu use this section, as the
Allies, through successful evacuation, can leage@ermans with a somewhat
hollow victory. On the other hand, if the Germaresable to trap a large number
of Allies on the island, their victory will be gitaenhanced, regardless of their
losses, as captured Allies will be unable to agsigite struggle for North Africa,
for which they were sorely needed.

The Allied player is the only one affected by Eatimn. The Germans never
evacuate (but see 22.1).

20.1HOW EVACUATION IS TRIGGERED

(20.11)Beginning with the 24PM turn (Game-turn 14), thieéll player must
begin checking for Evacuation once per turn iffdllewing conditions have
been met:

a. German units currently occupy an airfield (Hutes, for Heraklion)
that is not in an Allied ZOC.

b. At least thirty (30) steps of non-Greek Alliechits have been
eliminated (include step losses from units stiltlegame map).

¢. The Allied have a "Short" or "Low" Supply leuslthree of the four
map sectors (Note that South Crete is always "Low")

(20.12)To check for Evacuation, the Allied player rollseatie and consults
the Evacuations Table. If an "Evacuate" result m;dhe Allies have been
ordered to evacuate the island. The Allied playemédiately places the
"Evacuation Ends" marker in a space on the Gante Thack ten (10) spaces
ahead of the current turn. The game will end agititeof that game-turn.

Example: If Evacuation is triggered on the 25PM turn, thedtiation
Ends marker is placed in the 28 Night space os#rae Turn Track.

20.2EVACUATION PROCEDURE

(20.21)Once the Evacuation order is given, the Alliedsuhve ten game-
turns in which to evacuate the island. They areforoed toimmediatelydo
anything, nor are there any movement or combatiatEsts during the
Evacuation period. Any non-Greek units, howeveit temain on Crete at the
end of the Evacuation give increased VPs to then@eiplayer.

(20.22)0Once Evacuation is triggered, the Allied playerdoees eligible to
use all friendly minor ports and anchorages orhtie map for evacuation.
See 17.33 for details.

21.0NO NAVAL GAME (OPTIONAL)

WhileOperation Mercury has been designed to include naval units and ¢fieict
on the land battles on Crete, this rules sectidowa the game to be played
without most aspects of the historical naval gaséand in rules sections (16.0)
through (19.0). Use of this section is optionakygrs must agree upon its use
before playing. Players will still need to refergevious rules sections for certain
definitions and rules, such as the rules for Amphib Landing. For both sides,
units that could arrive by naval transport willlssittempt to do so, but without the
use naval units. The rules differ somewhat for gdayer, as noted below.

21.1ALLIED CONVOY ARRIVAL

Allied units and RSCs at Alexandria can be moveatiécgame map by naval
transport, subject to the restrictions below. Ualteady on the game map
cannot be moved by naval transp@xdeption: Allied coastal steamer; see
17.5), but can be evacuated according to 21.2nbelo

(21.11)The Allied player arranges his units and RSCs ekaidria into as

many groups, called "Convoys", as he desires. Meayocan contain more
than six (6) steps (RSCs count as five (5) stdjp®y remain in these groups
for as long as they are trying to arrive on Crete.

(21.12)No more than one convoy every other game-turn eaebt to Crete,
i.e., there must be at least a one game-turn ghpede each convoy.
Convoys can be sent in any order desired. ThedAtllayer need not decide
until the game-turn of attempted arrival exactlyialtconvoy will attempt to
arrive.

(21.13)All Allied convoys are restricted to arrive at eith

a. Suda or Heraklion (Night game-turns only), OR
b. any South sector anchorage (there are 3) ogaamng-turn.

The actual convoy destination is announced on dmeegurn of attempted
arrival. No Allied convoy can attempt arrival atsimos Kastelli, Canea,
Retimo, or Sitia anchorages.

(21.14)For each convoy, during the Amphibious Landing Bhtee Allied
player resolves the landing on the Allied Convoyival Table to determine
whether it arrives this game-turn.
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a. If it arrives, the Allied player unloads the tanaccording to rule
(17.37).

b. If it returns to Alexandria, all units in thers@y are immediately
placed on Alexandria. They can try for Crete agamira later game-
turn if desired. Note that one result on the tatdguires the
elimination of one combat unit in that convoy. Afie has been
eliminated, the remaining units can still try adater.

¢. Any units eliminated are counted for VPs by fés player. One
result on the tables allows the German playerdees¢Ps in addition
to those scored for combat units eliminated.

(21.15)Any Allied convoy returning to Alexandria can augtoally try
again to land on Crete, with a new destinatioreffigtdd, but not for another
five (5) game-turns.

21.2ALLIED EVACUATION (NO NAVAL GAME)

For Evacuation, the Allied player uses the sameeqaiare found in (20.0),
except that no naval units are involved. Playeosiishassume that sufficient
transport capacity is available at the evacuatien Apply the limits shown

on the Naval Loading and Unloading Chart.

21.3GERMAN CONVOY ARRIVAL

The German player has available to him only thase@ys shown on his
Setup Card. He cannot rearrange units, delete onitseate more convoys.
He uses only those convoys allowed in each scenario

(21.31)Before play begins, the German player must plargdree-turn of
arrival for each convoy. He places the naval @fitesenting each convoy on
the Game Turn Track representing its planned téirarrival. He places it
with the German Naval Contact side up so that tiedAplayer cannot be
sure which convoy it is. The German player may alslace the Decoy
Convoy marker to further deceive the Allied playEne Allied player may
not inspect these markers; they are revealed ortlyeogame-turn of arrival.

(21.32)A German convoy arrives during the Amphibious LagdPhase in

any one sea zone desired. The sea zone of asiairiounced when the
convoy is due to arrive. The Steamer convoy, howyeas arrive only at an
anchorage (only one that is prohibited to the All@ayer in 21.13), or a
minor port which is then friendly to the Germanypla For these, use the
unloading procedure in (17.37).

(21.33)For each convoy, during the phase of arrival, tleen@n player
resolves the landing on the German Convoy Arrivabl@ to determine
whether it arrives, and if so, how much arrives game-turn.

a. Units arriving are either unloaded per rule 3Zy.or conduct the
Amphibious Landing procedure, per (17.4). See d&s Naval
Loading and Unloading Chart.

b. A "delay" result means that the convoy doesambte this game-turn,
butmightduring the next game-turn. Even if delayed, thevog must
be landed at the location originally announcecbiiid conceivably be
delayed indefinitely.

c. Units eliminated are permanently removed froray.plThey are
counted for VP purposes.

OPERATION

d. Any German troop convoy returning to Athens cariry again for
Crete (see 17.37[€]). Ground combat units in suctoravoy are
unloaded. The RSC, however, remains loaded andrcagain for
Crete (see 21.34).

e. When the table requires "half’ the units touigext to a result, half of
the total steps (rounding up) in that convoy afecséd. Be sure to
count the RSC as one (1) stépe Allied player chooses every third
step to be lost or returned to Athens.

(21.34)After a convoy has been landed, unloaded, or muim Athens, the
convoy marker can be used again to create a nevodn carry an RSC. It
can be created on the same game-turn it becomédabbajabut must be
placed at least five (5) game-turns ahead on tineeGaurn Track (and placed
according to 21.31 above). Convoys eliminated arenanently eliminated
and cannot return to play.

22.0VICTORY CONDITIONS

22.1AUTOMATICALLIED VICTORY

At the end of game-turn 12 (23 PM) of the campgiame, the Allied player
wins an automatic Decisive Victory if the Germaaypr does not have units
occupying at least one airfield hex on the game-map

22.2VICTORY POINTS

In the absence of automatic victory, the winnefeiermined by totalling the
number of net Victory Points (VPs) that the Germtayer has accumulated
at the end of the game. VPs are awarded to thedBgpfayer for occupying
certain locations at the end of the game, for aitmig enemy steps and
damaging/eliminating naval units, and (when usiregdvacuation rules) for
non-Greek Allied units remaining on Crete at thd ehAllied evacuation.
VPs are subtracted from his total for German stépsnated, and for certain
naval units sunk. Note that this total is not desed by any locations
occupied by the Allies at the end of the games #iinply increased for any
that the German player occupies.

VPs are totalled at the end of the game. VPs addalthe German player
for hex locations are awarded only if a German ocdupies that hex at the
end of the game. See the Campaign Game Victory Bolredule on one of
the Player Aid Cards for a comprehensive listlofBl awards.

22.3VICTORY LEVELS
Each campaign includes a section on Victory whgth V/P totals and victory
levels achieved based on those totals.
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23.0CAMPAIGN SCENARIOS

23.1SCENARIO #4: THE LUFTWAFFE STRIKES, MAY 22

This scenario is an introduction to the air-navahge.
Play Area: Use only the Naval Operations Map.
Game Length: Two game-turns: 22 AM & 22 PM

Allied Setup: Set up Allied naval units as designated on thed\INaval
Setup Chart for Scenario 4.

German Setup: The German receives the air units listed on tlea&® Air
Availability Matrix for Scenario 4. Air units mayeballocated only to Naval
Search/Coordination and Naval Attack missions ditfiis scenario.

Reinforcements:None

Special: This scenario utilizes only the air-naval ruled #re Air and Naval
Segments of the Sequence of Play.

Allied ScreenThe Allied player must keep naval units with altof at least
six (6) bombardment strength in the Matapan/Easiaito Sea zones as a
screen against possible Italian naval intervertiioreither or both zones, as
long as the total is at least six between them).

During any game-turn in which the Allied garrisdresgth falls below the
minimum required at the conclusion of the Naval e, the German
player gains a number of VPs equal to the differenc

Victory:

If the Allies do not have at least one naval uadtein Kithera Strait, Sea of
Crete, Crete Basin, and Candia Bay zones at theoktfie scenario, the
Germans win an automatic Overwhelming Victory (€bevoys are assumed
then to have found an open way past the Alliedesc@ the night of the
22nd).

If the Allies do have at least one ship in eacthefabove sea zones at game's

end, players tally victory points according to tbampaign Game Victory
Point Schedule. Victory levels are as follows:

23.2SCENARIO #5: MALEME - SUDA, MAY 20-26

This campaign allows players to refight the keylémiaround Maleme and Suda
from May 20-26, before the Allied retreat. It is@stially the same as Scenario #3,
except that Supply and Naval rules are in effect.

Play Area: Use only the West game map and the Naval Opesatiaip.
Game Length: Twenty-one game-turns: 20 AM through 26 Night
Allied Setup: Allied ground unit set up is the same as in 18c@nario #3.

Set up Allied naval units as designated on thedlNaval Setup Card in the
listed sea zones.

German Setup: First Wave units arrive by paradrop on Game-turasl
indicated on the German Setup Card.

All naval units except for Lt. Convoy #1 and thedRGonvoy are available at
the start of the game. Neither of these convoysaspn this scenario.

German Air Units: The German receives the air units listed on tlea&@®
Air Availability Matrix for Scenario 5.

There is a +1 DRM to all German "readiness" diks ezch turnduring the
Air Allocation Phase. This represents the diversibair units to Retimo and
Heraklion sectors.

Reinforcements:

German:All Reserve Wave units except 4/l/1 arrive by desp on the
game-turns indicated on the German Setup Card.

If the German player captures Maleme Airfield, heyrbring on Airlanded
reinforcement groups 1-10, within the limitatiorfigte Airlanding rules and
the German Setup Card.

Allied: Beginning on the 22AM game-turn, all units at Aledria are
available for transport to Crete. Naval Reinforcetm@ppear as noted on the
Allied Naval Setup Card.

Special:
VPs Result . . . . ]
o5+ Overwhelming German Victory Allled ScreeniThe Allied player must keep naval un|t§ with altaf at least
. : six (6) bombardment strength in the Matapan/Easiito Sea zones as a
16-24 Substantive German Victory ) . : . N
. ' screen against possible Italian naval intervertiioreither or both zones, as
11-15 Marginal German Victory . ; ) . ’
: - . long as the total is at least six between themdinQuany game-turn in which
5-10 Marginal Allied Victory . . e .
. . : the Allied garrison strength falls below the minimurequired at the
1-4 Substantive Allied Victory conclusion of the Naval Segment, the German |s a number of VPs
0 Overwhelming Allied Victory . 9 ’ Plggtes
equal to the difference.
Victory: The German player receives VPs in accordancethétiCampaign
Game Victory Point Schedule. At the end of thelfogame-turn, total the
Victory Points and compare them to the followingpestule to determine
victory level.
VPs Result
60+ Overwhelming German Victory
40-59 Substantive German Victory
30-39 Marginal German Victory
20-29 Marginal Allied Victory
5-19 Substantive Allied Victory
Less than 5 Overwhelming Allied Victory
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23.3SCENARIO #6: HISTORICAL CAMPAIGN, MAY 20-
31

Play Area: Use both game maps and the Naval Operations Map.

Game Length: A variable number of game turns. Campaign begn2®
AM and ends after the 31 Night game-turn.

Allied Setup: Allied ground units set up in the hexes listedtiom Allied
Setup Card. Allied naval units set up in the se@gtocations listed on the
Allied Naval Setup Card.

German Setup: First Wave units arrive by paradrop on 20AM asciaied
on German Setup Card.

German Air Units: The German receives the air units listed on tlea&@®
Air Availability Matrix for Scenario 6.

Reinforcements: Both players receive all reinforcement listed oirt
respective setup cards. Additionally, the Alliedtsirat Alexandria become
available for transport to Crete on the 22AM game-t

Special:

Allied Screen:The Allied player must keep naval units with a imimm
number of bombardment strength points in the Mat&zet lonian Sea
zones as a screen against possible Italian nagaléntion, (in either or both
zones, as long as the total is at least six betvleem). The garrison
requirements are:

Game-turns 1-3: At least fifteen (15) bombardmeshgth points Thereafter:
At least six (6) bombardment strength points

During any game-turn in which the Allied screetrsrgth falls below the
minimum required at the conclusion of the Naval e, the German
player gains a number of VPs equal to the diffexenc

Victory: See (22.1) for details on possible Allied Automatictory. In the
absence of automatic victory, the German playeives VPs as listed on the
Campaign Game Victory Point Schedule. At the entheffinal game-turn,
total the Victory Points and compare them to théoviong schedule to
determine victory level.

VPs Result

160+ Overwhelming German Victory
90-159 Substantive German Victory
60-89 Marginal German Victory
40-59 Marginal Allied Victory

20-39 Substantive Allied Victory

19 or less Overwhelming Allied Victory

Some of you may wonder why there is such a larygerfor German Substantive
Victory. What we are trying to reflect here is thatorically, the Germans would
only have won an overwhelming victory if (a) thegl trapped the Allies on Crete,
forcing mass surrender, or (b) they had crippledsonk a large number of the
Royal Navy's capital ships. If the German playedeither or both of those in the
game, he will most likely win an overwhelming victtf not, Substantive Victory
is probably the best he'll do.

OPERATION

23.40PTIONAL CAMPAIGN VARIANTS

(23.41)If both players agree, they may use the optiomapedgn variants for
the Historical Campaign Scenario. The procedurei$org these variants is
listed below.

(23.42)Each player has his own set of variants. Each ntalists some
improvement to that player's forces or deploymentsCrete. Each variant
includes a VP cost to use that variant. VPs fon@ervariants are subtracted
from the German VP total at the end of the games f@PAllied variants are
added to the German VP total at the end of the ghlmie that the Allied
player may never choose variants which total md?e ¥ian those which the
German chose (see 23.44)

(23.43)German variant procedure: The German player picks up to three
(3) numbered variant options, writes down his atmicums the VPs these
will cost, and announces the VP total to the Aljiad/er.

(23.44)Allied variant procedure: The Allied player then chooses any
number of variant options that he desires, asdarthe VP total of his chosen
variants does not exceed the total of the Gernagreps variants.

(23.45)Each player then reveals his variants to his opgipaad adjusts his
forces and deployments as directed on the Camfggtion Cards.

24.0HISTORICAL AND DESIGN NOTES

24.1UNIT ABBREVIATIONS
Each unit in the game has its own identificatiofbieviations used in
identification are interpreted as follows:

Allied Units:

A & SH: Argyll and Sutherland Highlanders; regular armmpfgssional and
tough. On 19 May this battalion landed with tarnkEyanbakion on the south
coast to guard the Mesara Plain against an airbanéing and air
reinforcement; in hindsight a poor deployment mg cepresenting a danger
firmly in British minds. With the landing of the @ean second wave it was
ordered to join the Heraklion garrison but on itaywnorth left small
detachments behind at Tymbakion and elsewheref athom were lost in
the evacuation. While it saw action at El Alamé@&sses on Crete were so bad
that the unit was not fully reconstituted until Felry 1944.

Aus: Australian. The Australians on Crete, originaitynfi the 6th Australian

Division, represented the first volunteers of thation. They fought in the
40/41 campaign in the Western Desert and were pgmobe the "Victors of

Bardia". Crete turned out to be 6th Australiarss fight against Germans or
Italians. At the end of the year they were shigpatk to the Pacific, there to
fight Japanese until the end of the war.

Blck Wtch: The Black Watch Rgt; regular army, professional sough.
This unit had the singular infamy of having lositiBh Somaliland to the
Italians. While not really their fault, bad luckeseed to plague this unit as it
"lost* Crete and suffered grievous casualties & ilbmbing at sea in the
evacuation. Late in the year it was chopped updyiRel's Panzers outside
of Tobruk, but was reconstituted yet again in timedace the Japanese in
Burma.

Cav: New Zealand Cavalry Rgt.; very weak after actiorGreece but still
feisty. This unit constitutes the reconnaissandelika that found in every
Commonwealth division. On Crete it had no vehialbatsoever.
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Cdo: Commando. Formed by order of Prime Minister Chilirchese units
were highly trained for assault and special missidtight action was their
forte. On Crete were the A and D Battalions, fotynéte No. 7 and the
amalgamated No. 50 and 52 Battalions respectitialying been coded for
deception purposes after reorganization. The 5Bf62vas once known as
the Middle east Commando and was unusual in thatstraised and trained
in the Middle East rather than in the UK and thabntained Arabs, Jews,
and various foreigners. The "B" Bn. (formerly Npws at Mersa Matruh in
Egypt, the "C" Bn. (formerly No. 11) was on Cyprasd No. 51 (still with
numerical designation) was in Eritrea. Collectiyelye entire commando
group was known as "Layforce". Layforce took suehvy casualties during
May and June that it was disbanded on 1 August. Rdrhnants later formed
the Long Range Desert Group and other specialluetats.

Comp: Composite. The New Zealand Composite Battalion it
organized as a brigade but with so many shippectliiowas tacitly treated as
a battalion and placed under command of the 10tlBd&, ironically also a
temporary formation. The battalion's personnel weganized from rear area
troops and gunners all now given a rifle and aageror two and told to hold
the critical high ground at Galatas in the faceHdifer's finest. The two
Australian composite battalions were organized fremnants of regular
infantry battalions but lacked cohesion and had e&pons; someone had
sense enough to keep these out of action.

FPC: Field Punishment Centre. No girl scouts herethteves and thugs in
this lot were not armed until their guards saw wigtes of the German
parachutes. After the first day most took advantdgkeir liberty to return to
their units.

Fd: Field. The term applies to artillery which thetBh categorized into
heavy, medium, field, and light artillery types. Neavy or medium artillery
pieces were present on Crete. Of 100 field guns teeCrete, 49 were
salvaged from wrecked ships and poor equipmenthadl been captured
from the Italians some months before. These weap@ns in such poor
condition that some could be fired only over opghts, those sights being
improvised from wood and chewing gum. There wer@%pounder guns on
Crete, the standard British artillery. The few tigluns were 3.7" mountain
howitzers, a regular British artillery piece.

Gk: Greek. Greek troops were mostly ill-equipped, ainéd, unorganized,
and their morale in many cases was considered fdbuset many fought
heroically. As they engaged the Germans, they eemjsufficient weapons to
arm everyone and actually improved in effectivend8gually all Greek

military were left behind when the British evacuaiate

Gend: Gendarmes. While their title indicates a policacfion, the term
gendarme carries an almost paramilitary connotatideuropean countries.
They were well trained as individuals but not &glaing unit.

Huss: King's Own Hussars. Against the French these ods morses but by
WWII they mounted armored vehicles instead, althowgh much the same
mentality of how to fight. The 3rd Hussars wereigped with old hand-me-

down light tanks from Egypt, "battered, ancienkhyilwith no wireless. This

unit spent the war in the Mediterranean area, ippig several times before
the end of the war. Interestingly, this unit dreseupation duty on Crete after
the end of the war.

Herak: Heraklion; a scratch unit.

Kings: King's Own Royal Rgt; regular army. They never enado Crete,
although they were available. Soon after Cretey thaght the French in
Syria and later the Germans at Tobruk. They finistne war fighting the
Japanese in Burma.

Lei: Royal Leicestershire Rgt.; regular army unit, faugell. Later fought at
Tobruk and finished the war fighting the Japanesuirma.

md: medium; (see"Fd" above).

MNBDO: Mobile Naval Base Defense Organization. Whileridesl for the
defense of Suda harbor, this unit's fighting corepbiof two AA, two coast
defense batteries, and machinegunners was largattered elsewhere; its
soft organization was, however, used at Suda vhemech improved harbor
efficiency and organized AA fire to cover shipghie harbor. The MNBDO
was part of the navy and many of its componensunére of the Royal
Marines, who were tough troops. Later, many RM wenaployed as
commandos, but few of their number functioned imémtry role on Crete.

Maori: A Maori needs no introduction; enthusiastic fightehey relished
night action.

N. Huss: Northumberland Hussars; the 102nd Antitank Rgeséhgunners
were now employed as infantry and performed weéieyTrounded up the
badly scattered German Altmann detachment.

NZ: New Zealand. Some consider the New Zealand Divisi® the best
Commonwealth formation in the Mediterranean througbst of the war.

They certainly took on the best Hitler could thratwthem, the elite of the
paratroopers at Crete and Rommel's Afrika Korpseireral battles. The key
was training but they had an extra battalion, tte®ifij and usually were well
armed. They would face the paratroopers again s#if@a Italy, in 1944 and
would finish the war with the capture of Triestearth Italy.

Petrol: Petrol Company. This group was combined with thep
company, the RMT company, and remnants of two N fiartillery
regiments, into a temporary group known as the W@@site battalion (see
Comp. above). Each company held a certain automdgthip the battalion.

Queens:The Queens Royal Rgt.; regular army. They nevelenitao Crete
although they tried twice. Brigaded with the Kinsee above), they soon
found themselves fighting the French in Syria drme Germans at Tobruk.
They finished the war fighting the Japanese in Burm

Ranger: The Rangers; a Territorial's battalion, later knoss 9th Battalion,
Kings Royal Rifle Corps. They saw little action @nete but later fought
several battles in the Western Desert and finigitedvar on the line in Italy.

RHA: Royal Horse Atrtillery; on Crete, the 106th. Urifsthe RHA were
usually found with armored divisions and in Gretiig was true of this unit.
On Crete it fought as infantry. Somehow, it managedet hold of two
(possibly 4) 2-pounder AT guns.

Royal Periv: Royal Perivolians; a nickname given to the Tra@amp
because the King of Greece had been staying irusehoearby. The camp
was a temporary grouping of stragglers from atissoirunits. It was ill-armed
and unsteady. The better troops are shown for gampses as the "Royal
Periv" unit, leaving the remainder to be shownhas"Transit Camp" unit.
Both units together comprise the historical tracesitp.

RM: Royal Marines; (see "MNBDQO" above).
RMT: Reserve Motor Transport; a temporary formatiorfoofner truck

drivers with rifles. Somehow these men managedgta fogether as a unit
(see Petrol Company above).
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RTR: Royal Tank Regiment. All four game units are fiiie 7th Battalion, a
veteran of the 40/41 campaign in the Western Ddsach was equipped with
two MKII infantry Tanks, "Matildas", a tank thaefjuently broke down but
against which the German paratroops would havealliytno defense.
Supply: Supply Company (see Petrol Company above).

S-L: Searchlight; (see "MNBDO" above).

Transit: The Transit Camp (See Royal Periv. above).

Welsh: The Welsh; regular army, professionals. This wais retained too
long as Force Reserve. Once committed it had $ttfgoort and was nearly
destroyed. Later rebuilt in Egypt it was not conteditto action until early
1942 when it was promptly exposed and chopped aip.a@gventually rebuilt
yet again it finished the war on the line in Italy.

Y+L: Yorkshire and Lancashire Rgt.; regular army, msimals with a good

record. They later fought at Tobruk and finisheslwhas fighting Japanese in
Burma.

German Units:

AA: Aufklarungs Abteilung (reconnaissance)

Geb: Gehirgsjager (mountain)

K: Kradschutzen (motorcycle)

Lehr: Lehr (demonstration)

MG: machinegewehr (machinegun)

Pi: Pioniere (engineers)

Pzjg: panzerjager (anti-tank)

RHQ: regiment headquarters

Sturm: Fallschirmjager-Sturmregiment (Assault Regiment)

The airborne forces used in Operation Mercury vadirerganized under Xl

Flieger Korps (Eleventh Air Corps), commanded byn.Giéurt Student,

which included Flieger Division 7, the Sturm Regmend various minor
units. The 7th Division in general terms consistédhree fallschirmjager
(paratroop) regiments, each of three battaliongisibnal fighting elements
also committed to Crete were one battalion eaeirtitiery (with the LG 40, a

75mm recoilless rifle), anti-tank guns (37mm), maeuns (MG 34), and
engineers (including 4 flamethrowers). The corpe abntributed to the drop

a few light batteries (20mm) from an anti-aircrafiiment.

Units of 1st Parachute Regiment had fought in Ngraval the regiment as a

OPERATION

Only part of the 2nd Parachute Regiment saw aitibtolland and part again
was dropped to capture a crossing over the Co@atial in Greece on 26
April 1941. On Crete the regiment would again rightfas a whole but
throughout all was led by Col. Alfred Sturm. Littlesistance was expected at
Retimo, so 2nd Para, was split yet again. As dtrétswas nearly destroyed.
Like the rest of the division after Crete, 2nd Papgent time on the Russian
front, now led by Walter Gericke, formerly of IVI8m. Later 2nd Para
helped form 2nd Parachute Division in France aettsfime in Italy, Russia
again, and then back to France where 2nd ParanBegwas lost in Brittany
when it surrendered along with the rest of 2nd Parsion at Brest.

Crete would be 3rd Parachute Regiment's firstebattla formation. Ably led
by Col. Richard Heidrich, the regiment was heaeihgaged in the Prison
Valley from every direction until relieved by moaint troops arriving from
Maleme. After Crete 3rd Para, saw heavy actiohari_eningrad sector of the
Russian front. Later, it reunited with the newRatachute Division and saw
action in Sicily and Italy (under command of Ludwidgilmann who
commanded Bird Battalion on Crete) until the enthefwar. Heidrich rose to
command first the division and later 1st Parachatgs.

Practically a miniature division unto itself wase thFallschirmjager
Sturmregiment with three rifle battalions and foanlditional weapons
companies (organized as the IV Battalion, the "Bemets"). Sturm
personnel represented the elite, trained for bditiergand parachute
operations. For Crete there were only enough glitecarry the 1st Battalion
(for game purposes each company has been idetjfiégd commander; see
sidebar) plus regiment headquarters. At this timassault theory held that
glider units would be the special shock troopsdpaned the battlefield to the
rest of the army. On Crete they accomplished ootasional local surprise.
Only when the mass of the Sturm Regiment was apgia:Maleme airfield
fall. It was perhaps the fact that they were tite #iat they could succeed.

The Sturm Regiment was commanded by Col. EugendiAeimo was badly

wounded the first day on Crete. Arriving the secdag was Col. Bernhard
Ramcke (later noted for exploits in Africa, Russiad France) who took
command of the regiment and consolidated the @pfuhe airfield. Later in

Russia the regiment was committed only pieceméedrel Meindl returned
to duty to command only various Luftwaffe groundtsirMeindl finished the

war commanding 2nd Parachute Corps in Normandy-afidnd. The Sturm

Regiment never fought again as a whole and waswgplbver the years to
provide cadres for other parachute formationsexample the IV Bn became
n Bn/6th Parachute Rgt. and later still became fhile Parachute Rgt. which
fought throughout the Italian campaign.

Once the paratroops on Crete secured an airfigisforcements could be
flown in. Normally, the 22nd Air-landing Division ould be that
reinforcement, but it was under Hitler's ordersemain in Rumania. Two
mountain divisions, 5th and 6th, with similar ssaté equipment had to do
the job instead. This choice proved fortunate agp#rsonnel were good and
shipment delays were few. Led by 5th Division's Gettius Ringel, the fresh
mountain troops broke the British front at Galaas closely pursued the
British all the way to their evacuation at Sfalééter Crete, 6th Division was
sent to Norway and spent the rest of the war tiéfth.Division stayed in the

whole, led by Col. Bruno Brauer, successfully degppn Holland. On Crete Balkans and was not committed to the Russian fuatit the next spring
Brauer again led the regiment. Since it was patt@Second Wave and had when it moved to the Leningrad area. There it reathuntil after the Allied
divergent objectives, the regiment consequentlfeed heavy casualties. landings in Sicily when it was decided that a maimdivision was needed
Brauer later led the regiment on the Russian Boatier had the curious fate on the Italian front. Still led by Ringel, the Fitoved effective and fought the
of being appointed fortress commander of Creteafdime and led the New Zealanders yet again. In part because of heaswyalties, the division
campaign against the partisans. There he is saidvio made friends among was moved in late 1944 to the mountainous Framdiasit frontier where it
some civilians but doubtlessly made enemies ofreths after the war in finished the war.

Athens he was tried, convicted, and shot as a vrainal. First Regiment

later returned to the Mediterranean fighting inlg&nd Italy until the end of

the war.
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24.2ANNOTATED BIBLIOGRAPHY

ANNOTATED DESIGN BIBLIOGRAPHY
by Vance von Borries

1. Ansel, Walter; "Hitler and the Middle Sea", Dukiversity Press,
Durham, N. C., 1972.
A good account of the Crete battle.

2. Arena, Nino; "La Regia Aeronautica, 1939-1948tato Maggiore
Aeronautica, Roma, 1982 (Italian language).

This four volume set surveys in detail the Italidriorce contribution in
all campaigns in which it participated during WWthe section on Crete is
detailed, although brief.

3. Baldwin, Hanson; "Battles Lost and Won (Grean@aigns of World War
I)", Holder & Stoughton, 1967.
One chapter gives a quick, yet astute, overalysisabf the Crete battle.

4. Bekker, Cajus; "Luftwaffe War Diaries", Doublgdf Co., Garden City,
N.Y., 1968.

A dramatized German viewpoint; useful for desarimi of air action
against ships, organization of air units and trarispand some action on the
ground.

5. Bennett, Ralph; "Ultra and Mediterranean Stsategym. Morrow & Co.,
New York, 1989.

An important study of Ultra's effects on all opemag in the Med.; it
reveals that New Zealand Gen. Freyberg receivaw itelligence reports
but could not consult his staff about how to interthem.

6. Bidwell, Shelford; "Operation Mercury - the lisi@n of Crete", chapter
published in "Airborne Operations", Philip de Stoig, ed., Crescent Books,
Now York, 1978.

Chapters are separately authored; this study falusdy for identifying
key elements of the battle.

7. Bragadin, M. A.; "The Italian Navy in world W8F, USNI, Annapolis,
1957.

This pro-Italian account has many debatable coiociaset provides the
starting point for any study of the Italian navyifwV 1I; the chapter on Crete
claims each German convoy was saved solely bialtar escort.

8. Chamberlain, Peter and Chris Ellis; "Gebirgsjaggerman Mountain
Troops", Almark Publishing, London, 1973.
Useful for mountain unit TOEs and not much else.

9. Churchill, W. S., "The Grand Alliance", Vol. llbf "The Second World
War", Houghton Mifflin Co., Boston, 1950.

The prime minister's recollection of WW II; usefor importance of
Crete battle to the whole war.

10. Clark, Alan; "The Fall of Crete", Wm. Morrow@o., New York, 1962.
A now much-dated early history of the battle.

11. Cocchia, Adm. A.;" The Hunters and the Huntéd"S. Naval Institute,
Annapolis, M. D., 1957.

An anecdotal history of various Italian navy opera in WW lI; this
Italian viewpoint includes the story of the auth@ssembly of the flotilla for
the Italian invasion of the eastern tip of Crete.

12. Cody, J. F., "21 Battalion", Dept. of Interddfairs, Wellington, N. Z.,
1953.

Unit history of 21st N. Z. over entire war; of aage quality with a
chapter on Crete.

13. Cody, J. F., "28 (Maori) Battalion", Dept ofdmal Affairs, Wellington,
N. Z. 1956.

Unit history of 28th N. Z. over entire war; the ptex on Crete is of better
quality than that in the other unit histories.

14. Crookenden, Napier, "Airborne at War", Scrilsn@g78.
Another general account, this one focusing onitsedays on Crete; has
good photos, many not reproduced elsewhere.

15. Davie, Michael (ed). "The Diaries of Evelyn \WhY London:
Weidenfeld and Nicolson, 1976.

The wartime experiences of this noted author irdutime spent on
Crete in a commando unit. Of interest are his comtsneegarding the
cowardice of the colonel in charge of No. 7 Cdo' @n) and the
incompetence of the general in charge of Suda Secto

16. Davin, D. M.; "Crete, Official History of Newealand in the Second
World War, 1939-1945", Oxford University Press, 395

Essential for any study of the Crete battle, thioant gives great OOB
detail for both sides and tactical battle analykisyever, its campaign
analysis can be shallow and it pays but poor @tetd action at Retimo and
Heraklion.

17. Dawson, D. W.; "18 Battalion and Armoured Remitfy Dept. of Internal
Affairs, Wellington, N. Z., 1961.

Unit history of 18th NZ over entire war; of averagelity with a chapter
on Crete.

18. Department of the Army; "The German Campaignghe Balkans
(Spring 1941)", pamphlet 20-260, November 1953.

One of the less interesting or useful historiaadlists; it gives an overview
and identifies critical lessons of the Crete battleh as the need to land troops
near the objective, not on top of it.

19. Editors of Time-Life Books, "Conquest of thelkdas", Time-Life,
Alexandria, V. A., 1990.

A breezy account which completely misses Ultravhich has pretty
maps, interesting observations, and has photograghsidely seen; has an
interesting side bar on German paratroops at Henakl

20. Edwards, Roger; "German Airborne Troops", Dedéay & Co., Garden
City, N. Y., 1974.

A compilation long on covering German training, anzation, and
equipment but short on discussion of Crete taabisatations.

21. Green, Wm.; "Warplanes of the Third Reich", Bleday & Co., Garden
City, N. Y., 1970.

An excellent reference giving technical descriptibmircraft; also yields
much OOB detail on air units.

22. Gundelach, Dr. Karl; "The Battle for Crete",apter published in
"Decisive Battles of World War II: The German Viewacobsen & Rohwer
(eds.), New York, 1965.

Chapters are separately authored; here, littldh@fGerman viewpoint
differs from the Allied

Game Rules

Page 37



23. Henderson, J., "22 Battalion", Dept. of Inte#f&airs, Wellington, N. Z.,
1958.

Unit history of 22nd N. Z. over entire war; the ptex on Crete has
considerable detail on the first 24 hours of th#eébgand little else) and passes
the blame for its withdrawal on the brigade comneand

24. von der Heydte, Baron F. A.; "Daedalus Retutriddtchinson, 1958.
A valuable first-person account of a parachuteerd§ difficulties
during the battle.

25. Hinsley, F. H.; "British Intelligence in the ®&ad World War", Vol. |,
HMSO, London, 1979.

This volume suffers from being the first of a seidevering an important
and frequently misunderstood aspect of WW II; alumes are difficult to
follow but will yield much of value. For the Cretattle it becomes official
that through Ultra Allied command knew the Germémpn detail well in
advance yet was slow in reacting to operationaladiy a grave problem for
the fleet.

26. Joslen, Lt. Col. H. F.; "Orders of Battle, 193815". HMSO, London,
1960.

Standard reference work for British OOB in WW llpf@monwealth
troops are almost completely ignored.

27. Kiriakopoulos, G. C.; "Ten Days to Destiny"afklin Watts, New York,
1985.

Along with a rather dramatized description of tlaétlb from the Greek
viewpoint, the author describes the violent andesed reaction of Greek
civilians to German invasion; he mentions Ultraydiefly.

28. Kuhn, Volkmar, (H. A. and A. J. Barker, tran8German Paratroops in
WW II", London: lan Allen, 1978.

This general survey of German airborne operatianseesily mislead the
reader; the author does not have his facts straigllied opponents, but his
chapters on Crete contain much useful detail ang gmod stories (most are
lited verbatim from Kurowski; see below).

29. Kurowski, Franz; "DerKampf um Kreta", Maximitid/erlag, Herford,
Germany, 1965 (German language).

An interesting battle description from the Germ&wpoint; has OOB
details and stories not included elsewhere.

30. Ladd, James; "Commandos and Rangers of World IlWeDavid &
Charles Publishers, New York, 1978.

A survey of all Alied Commando operations; incladadividual unit
histories and reviews equipment and organization.

31. Lewin, Ronald; "Ultra Goes to War", McGraw Hillew York, 1978.

A rambling account of Ultra's impact on various waperations.
Important conclusions about Crete are flawed asaied by documents
released after publication.

32. Long, Gavin; "Greece, Crete, and Syria; Austialthe war of 1939-45",
Series |, Vol. Il, Canberra, 1953.

While not as complete as the New Zealand accohistdescribes the
Australian contribution in detail, particularly tHRetimo area where the
paratroops suffered their greatest defeat.

33. Lucas, James, "Alpine Elite", New York: Jafelblishing, 1980.

A general survey of German mountain troops in W\Whilich is taken
from divisional after-action reports in order tth the chapters, including the
long chapter on Crete, but taken without attributand in sometimes
misleading contexts.
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34. Macintyre, Donald; "The Naval War Against HitleScribners & Sons,
New York, 1971.

While a good survey of naval operations in the gean theater, it gives
only a passable account of air and naval operatichs Aegean.

35. Messenger, Charles, "The Commandos", London:Rivnber, 1985. A
good overall survey of British commando operatisngpasses source
#30 above.

36. Morzik, Fritz; "Die Deutschen Transport FliegetweitenWeltkrieg",
Frankfurt/N, 1966 (German language).
Gives a reliable count on number of transportaircr

37. Playfair, I. S. O.; "The Mediterranean and Nédgast", United Kingdom
History of the Second World War, Vol. Il, HMSO, 5

This volume is the most disappointing of the ddi@r even the general
histories, and perhaps the worst of the entire i8toly series; even the Crete
chapter has little to say.

38. Richards Denis; "The Fight at Odds", Royalirce 1939-1945, Vol. 1,
HMSO, London, 1953.

Part one of a three volume set surveying all WVRAIF operations;
while the section on Crete takes pains to dramtitzedds against the RAF,
it offers even less detail than Playfair (Source #3ove).

39. Ross, Angus, "23 Battalion", Dept. of InterAffhirs, Wellington, N. Z.,
1959.

Unit history of 23rd N. Z. over entire war; of asge quality with a
chapter on Crete.

40. Saunders, Hilary A. St. George; "Combined Qjoarst, Macmillan Co.,
New York, 1943.

Suffers from being a war-time publication but yeelaseful information
on training and mission of the commandos.

41. Sinclair, D. W.; "19 Battalion and Armoured Ragnt", Dept. of Internal
Affairs, Wellington, N. Z., 1954.

Unit history of 19th NZ over entire war; of averaggality with chapter
on Crete.

42. Smith, Peter C.; "The Stuka at War", Arco Riliitig, New York,
1971.

Each chapter recalls glory days of the Stuka agdowmed opponents;
the chapter on Crete covers only victorious actidrsea.

43. Stewatrt, I. McD. G.; "The Struggle for Cret@{P, 1966.
The best of the early studies of the Crete battle.

44. Tantum, W. H., and E.I. Hoffschmidt (eds.); éTRise and Fall of the
German Air force", Old Greenwich, C. N., 1969.
The section on Crete is just a brief account cdiction.

45, Tedder, Lord A. R.; "With Prejudice”, Littler@vn & Co., Boston, 1967.
A principle commander's memoir of the war and paewn the

importance of air power; the section on Crete meselves to illustrate

author's viewpoint that most campaigns were fofagtdontrol of airfields.

46. Thomas, David A.; "Nazi Victory: Crete 1941'tei and Day, New
York, 1972.

Though dated this is the best single account ofiadt sea operations
during the Crete battle; it devotes almost no sfiageound operations.
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47. Tugwell, M; "Airborne to Battle”, Wm. Kimberpndon, 1971.
Good analysis of airborne operations and the grbatttd; brief, gets
right to the point; suffers from being based offyestudies.

48. War Department, "Enemy Airborne Operations'GP®), 1942.
Wartime survey of all German airborne forces; ggng for charts on
aircraft loads and for appendices; OOB data is.poor

49. Wood, Tony, and Gunston, Bill; "Hitler's Luftffe, Crescent Books,
New York, (nd).

Gives Luftwaffe OOB and number of aircraft in eaghit for many
campaigns but is short on information about Crete.

50. Maps - All 1:50,000 "Crete". British militargiated 1943 and 1944. Game
map sheets built from these.

51. Captured Documents (all are German language):
a. Preliminary Battle Report of 5.Mtn. Div., dtdJdne 1941.

b. Schematic Orders of Battle (Kriegsgliederungy, 81 March 1941 for
6.Mtn. Div. and 5.Pz. Div.; dtd. 17 May 1941 for A&ny and 5.Mtn. Div.;
dtd. 26 May 1941 for 12 Army.

c. 4th Air Fleet Report, dtd. 28 November 1941l(ides interesting tactical
maps).

52. Manuscripts - unpublished ; U. S. Army Histakidivision:

a. R. von Heyking, "The 2nd Special Bomber Winghim Crete Operation”,
MS# B-639.

This report concerns the Ju52 transports, notldmtnabers; general facts
and some detail generally quoted elsewhere wittritiution.

b. Julius Ringel, "Capture of Crete", MS# B-646.
An outstanding report, lengthy, well written, arabidetail often quoted
elsewhere but, as usual, without attribution.

c. Conrad Seibt, "The Crete Operation”, MS# B-641.
A good report with an interesting viewpoint anddasj but some OOB
info, is confused with conditions later in the war.

24 3DESIGN NOTES

Those of you who are familiar with the earlier garire GMT's Operational
Level Series will recognize this game's roots. Game | wanted to make
changes to that system, and change we have, iretsudkis game bears
hardly a passing resemblance to its original, am @t all to my 1978 effort
with another company on the same subject.

From the start, Gene and | decided the game weatdre air and sea action
to enhance land action. | wish we had fewer claarts tables, but they all
proved necessary, and | am happy with how theser dlie layers greater
latitude in strategic decision-making during plaje Allied player has a
powerful weapon with his fleet. It can bombardns$ort reinforcements of
supplies, intercept enemy reinforcements, and et@cefugees. Countering
the fleet is the Luftwaffe, which can bombard amghn sight, perhaps even
a battleship.

The British air force is not shown because attthie it was a spent force;
only trivial numbers of aircraft attempted intertien on Crete. While some
minor Italian naval units are depicted in the gathe, main fleet is not, in
large part because of its humiliation at Matapan taonths before. Italian
submarines, though present in the area, werefacta in the campaign.

Despite the airplanes and ships, the battle forteCrgas really an
infantryman's fight. We first thought the game doble done at mostly
battalion level (companies for the paratroops) almibst made it work.
Anomalies in the system kept dogging us, howegenesswitched to entirely
company level, a scale more suitable to this landegsystem. We opted to
omit most rear are personnel, as they would natdignto any real combat.
Furthermore, being gamers, we understood that gémaers (like us and our
playtesters) would always do some screwball thiith tem. For similar
reasons we left out the Allied heavy AA which ridgguda Bay. While these
weapons could deal with high-level bombers, they difficulty in tracking
fighters and dive bombers.

Finally, let me take this opportunity to thank To@wrtis for his many
valuable suggestions and selfless hours in plépdgedhe game owes much
to his efforts.

-Vance von Borries-

As Vance noted, th®peration Mercurygame system has evolved from my
earlier three designs. While we liked the origigadund combat system in
those designs, we wanted to add command contaleeen more levels of
uncertainty to the combat process. So now, in iaddib Combat Refusal,
Defender Reaction, two types of combat, and varisiapport results, you get
Attack Coordination. While the rule may seem pretityple, it took us
seemingly forever to get this to work just rightdfly, | think I'm satisfied
that you'll never be able to relialpyedict the outcome of a combat. Still, if
you do tactically smart things, good results wéihgrally follow.

I'l have more to say about strategies and ganyewithin the pages at3i, (I
only get 1/3 of a column here!), but in generatisien-making (hopefully
they'll be agonizingly painful decisions for whithe designers will be
roundly cursed!) is what this game is about. Ther@a player has a bunch
of difficult choices regarding how, when, and wheremploy the Luftwaffe.
When using the Campaign Options, where to makentiie drop is a tough
one, too. And the cat-and-mouse game with the gamudl, we hope, give
you many hours of guessing, second-guessing, ahg@lain fun. The Allied
player's choices revolve around how to use the, re@wvell as when and how
to counterattack. Neither side has any dirth ofsitats to make.

| want to echo what Vance said about Tony CurtigyThas been much more
than a playtester-more like a co-designer, andhbimed immeasurably in
streamlining systems, catching contradictions ia thles, and generally
keeping Vance and | on our toes. He is a mastarséfll many of us could
use, that of being able to disagree without beisagreeable. Thanks, Tony!

-Gene Billingsley-
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OPERATION MERCURY EXPANDED SEQUENCE OF PLAY

I. STRATEGICSEGMENT Fatigued units and which contain at least onendhitan

effidency rating of five (5) or greater are eligible for
Combat Refusal.
2. Defending player rolls once for highest efficiennit in

C. Firg Naval Combat Phase
1. Allied Surface Search.
A. Recovery Phase . German Air Search (AM and PM tums only).

2

1. Remove Fatigue markers from all units not ie@@my 3. German Air-Naval CombgM and PM tumns only)
4
5

ZOC (AM game-tums only). 4. Resolve AA Ammo Depletion. hexes where he wishes to refuse combat.
2. Remove First and Final Fire markers from baflessi 5. Move all air units on Search/Coordination missito 3. Successful unit/stacks retreat one hex.
artillery units. Flown Box. 4. Attacker may move up to 6 stacking points imgcHex.

. Remove Dispersed Markers from all Dispersed.unit 6.

. Place both sides' HQs due to retum this tum.

. Place returned Greek Militia units (AM turnsydnl

. All detected TFs and naval units are flippedhter
undetected side (Night tums only).

Allied Surface Combat.

D. German Naval Movement Phase 1
1. All German naval units on the Naval OperatiorapM
may be moved up to their full movement allowances.
2. Any German units in the Athens Ready to Sail Bay
expend one MP to enter the Naval Operations Map. 2.

(02006 IF V]

B. Supply Phase
1. Allies allocate On Hand RSCs (Game-turn 1 only).

2. Remove RSC Expended counters from Sector Sujgplsgecond Naval Combat Phase 3.

Tracks (AM tumns only). 1. Allied Air Search (AM and PM tums only).
3. Flip On Hand RSCs (no more than one per seaor) 2. Allied Surface Search.
Supply Expended side. Increase Sector Supply ®tgtus 3. Allied Surface Combat.

one level (AM tums only). 1

4. (German Player) Declare 5 steps of Air TranspbrtAmphibiousL anding Phase
devoted to supply at any friendly airfield notinenemy 1. The Allied player conducts Amphibious Landings.
ZOC. Land RSC at that airfield. Place On Hand R&C o 2. The German player conducts Amphibious Landings.
applicable Sector RSC Box.

5. Determine Sector Supply Status for each Sector.

6. Adjust supply levels in each Sector.

G.Naval Unloading Phase
1. The Allied player unloads eligible units and RSC
2. Allied Coastal Steamer move (optional-Night pnly

C. Evacuation Deter mination Phase (Sarting 24 PM) 3. The German player unloads eligible units andd)RSC

1. If three conditionsf (20.11) are met, the Allied player
rolls once and consults the Allied Evacuation Table IV.MOVEMENT AND COMBAT SEGMENT

2. If result is "Evacuate”, place Evacuation Endsker on Performed twice each game-tum, first with a GenPlayer o

Game-Tum track ten (+10) boxes from this tum. Segment, then with an Allied Player Segment.

II. AIRSEGMENT

A. Air Allocation Phase

1. Place all units from any Mission Box in Readyx.Bo

2. Roll for all units in Flown Box. Units that page to
Ready Box. Others remain in Flown Box.

3. Roll for all units in Abort 1 Box. Units that §s|ago to
Flown Box. Others remain in Abort 1 Box.

4. Roll for all units in Abort 2 Box. Units that $sgo to
Abort 1 Box. Others remain in Abort 2 Box.

5. Break down or recombine eligible Ju-87s.

6. Allocate air units in Ready Box to missioffido air
missions during a Night turn)

7. Allocate and Resolve Interdiction missions (dirlg
AA Fire. Determine Interdiction levels in each eect
Retum all surviving air units to Flown Box.

III.NAVAL SEGMENT
Perform only when playing the Naval Game.

A.Paradrop Phase (German Player Segment, only on 3

turnswhen the Ger man is par adr opping units)

1. Place Airborne/glider units on drop hexes.

2. Allocate and resolve Special Air Bombardment AAd
fire (Game-tum 1 only - see 12.55).

3. Resolve Paradrop Procedure to determine landing
condition and possible drift of all paradroppeds.ni

4. Place First Fire marker on all artillery/AA anibat land
by paradrop.

5. Resolve Paradrop Special Assault Combat for
paradropped units that are in same hex as Alligsl un

B. Movement Phase

1. Move units by Air Transport to controlled aide
(German player only).

2. Move ground units uqdispersedunits that were
paradropped or landed amphibiously this toave a
movement allowance of one @jd cannot move more
than one hex. The same restrictions apply to allis
on Game-tumns 1 and 2- see 4.62 ang 4.63

3. Place Fire marker on artillery units (not meijtahat
move.

A. Port Refit Phase
1. Allied player rolls to advance naval units tigtouefit
boxes to Ready to Sail Box in Alexandria.

4.

F. Defender Reaction Phase

Defending player announces all attempts to rietet
declared combats (one non-fatigued, non- dispersied

with a movement allowance of five (5) or more may

attempt per declared combat).

Defending player makes an efficiency checkdoheinit
attempting to react.

Those units which pass their efficiency checksaninto
hexes which are targets of declared combat.

G.Combat Phase (onecombat at atime)

Attack Coordination die roll.

a. Rall once and compare to the efficiency ratihg o
friendly HQ within command range of the defending
hex to determine whether the attack is coordirated
if support fire is available.

b. Uncoordinated attacks cause unfavorable column
shifts and DRMs and disallow support fire.

c. Die rolls greater than the HQ efficiency ratiygtwo
or more (2+) indicate that the ensuing combat MUST
be an Assault with all units from only one hexhwit
unfavorable DRMs.

Attacker declares Maneuver Combat, Assault Comiba

both against the attacked hex, within the limitetiof the

Attack Coordination die roll result.

. If Maneuver Combat, then:

a. Designate attacking units and "lead unit", then
compute odds and column shifts.

b. Attacker allocates and resolves support fire, if
available.

c. Defender allocates and resolves artillery combat
support fire.

d. Place First Fire or Final Fire markers on erillinits
which fire.

e. Attacker rolls die and resolves Maneuver Combat,
modifying die roll for DRMs listed on Maneuver
Combat Table.

f. Allocate losses, conduct retreats, and fatigits.u

If Assault Combat, then:

a. The attacker designates which of his units are
attacking using Assault Combat.

b. Defender allocates artillery for Defensive Bordba
ment. Place Fire marker on all units that fire.

c. Both players designate "lead unit".

d. Defender resolves Assault Combat Table first,
modifying for listed DRMs. Attacker losses are
allocated immediatelyEceptions Allied assaults at

2. Allied player rolls to repair damaged naval st C.Bombardment Phase

Alexandria Ready to Sail Box.
3. Allied player creates/reorganizes TFs. Availahliied

units and RSCs at Alexandria are loaded on naital un 2-
assigned to TFs created at Alexandiiste: Undetected

TFs may become Detected (see 18.18).

4. German player advances retumed German conxieys o

1. Declare artillery units that are bombarding designate

target hex(es).

Place air units on target hexes.

3. Resolve AA Fire against air units that will bavtb

4. Place "First Fire" or "Final Fire" on all adily units
which fire.

night and ALL attacks in which Engineers are the
"lead unit" are resolved simultaneously).

. Attacker resolves Assault Combat Table, modijfyin

for listed modifiers. Defender losses are allocated

. Both sides simultaneously conduct an efficiesiggck

for their "lead unit".

. A second round of Assault Combat is foughté on

5. Resolven order separate Bombardments for air/naval/
artilery on Bombardment/Support Table and allocate
losseslf a bombardment causes the target elimination,
the following are free to choose another target.

space on the Athens In-Port Track.

B. Allied Naval Movement Phase
1. All TFs on the Naval Operations Map may be mayed
to their maximum movement allowance.

2. Any TFs from Alexandria may enter the Egypt €sea D. Combat Declaration Phase
zone, and possibly move further. 1. Declare all combatSesignate attacking units.

unitsktacks, with arrow pointing toward the defendi

both sides pass their check.

h. If the defender is not eliminated, attackingtsuni
remain in the hex(es) from which they attacked.

i. If defender is eliminated, attacker advancesougix
stacking points into vacated hex.

V.GAME RECORD SEGMENT
en both players have completed their respectiweeMent

2. Place "Declared Combat" markers on all attacki . L
3. Any TFs entering as reinforcements are placethen %& Combat Segments, the, game-tum is complés if§ the

appropriate sea zone at a cost of 1 MP.

4. After all TFs are moved, naval units may be
exchanged/reshuffled between TFs occupying the same
Sea ZonelNote: Undetected TFs may become Detectbd Combat Refusal Phase
(see 18.18).

hex.

al game-tum, or if this tum's box on the Garaen Track is
occupied by the Evacuation Ends marker, the ganweisand
victory is determined. Otherwise, move the Game+tuarker

1. Defending stacks which contain no Dispersed 8 hg tﬁ'f:t space on the Game Tum Track and begew





