Upgrade Document for COMBAT! NORMANDY
Owners of Combat! Normandy may use this document to play on the Normandy game map with the new ATS rules (ATS is the Advanced Tactical System that Combat! has become). This upgrade replaces the one found on the Combat! Rules v4 and uses the counter sheet provided in the upgrade kit for units. Players should use the standard ATS marker counters. Although these are detailed listings, a little intuition will take you most of the way. 
Special rules for all scenarios:

· SW Teams (MMG, Mtr, Gun, Baz): They are replaced by the equivalent support weapons. As the ATS rules say, all medium and heavy weapons (mainly MMG and guns) are automatically supplied with a crew. As these counters represent only the weapon depicted, do not take into account the morale value on them. See the New Counter section below.
· LMG: Add one MG-34 for every three German squads (or equivalent), fractions rounded up. They must be added in proportion to each part of the OB, and may not exceed the ‘threes’ in squads by more than one (thus an OB with 10 squads would get 4). As these counters represent only the weapon depicted, do not take into account the morale value on them.

· BAR Gunner: Add one BAR Gunner for every three US squads (or equivalent), fractions rounded up. They must be added in proportion to each part of the OB, and may not exceed the ‘threes’ in squads by more than one. As that unit represents a soldier with his BAR, it has a stacking value of one.

· Mortars: Their ROF is now 1, and their gun type is now D. As these counters represent only the weapon depicted, do not take into account the morale value on them.

· DC: The DC counters are no longer used. German forces now receive Satchel Charges. US forces use Gammon Bombs, following the ATS Close Assault rules for use and eligibility: 

· Gammon bomb Quantities: One per three eligible US squads (or equivalent), fractions rounded up. They don’t have to be assigned before play and can be used appropriately until all are used up.

· Satchel charges Quantities: One per seven German squads (or equivalent), fractions rounded up. They don’t have to be assigned before play and can be used appropriately until all are used up.

· Smoke Grenades: US OB: Add One smoke grenade per three US squads, one WP per seven US squads, fractions rounded up. German OB: Add one smoke grenade per seven German squads, fractions rounded up. They don’t have to be assigned before play and can be used appropriately until all are used up.

· Panzerfausts: If enemy OB have tanks they are available in the following quantities: One per three German squads (or equivalent) fractions rounded up. They don’t have to be assigned before play and can be used appropriately until all are used up. Their counters are only for info, as they are now virtual weapons.

· Vehicles: Replace the following vehicles with their new versions:

· Pzkw35R with the new 35H 735(f)

· Pzkw35S with the new 35S 739(f)

· Sdkfz 232 with the new Sdkfz 242

· Other vehicles with their new version (identical name)

· Squads:

·  US OB: Except noted below, replace every squad with a 7-6 squad, and every reduced-squad with a 4-6 reduced squad. 

· German OB: Replace every five squads or less (count two reduced-squads in an OB as one squad for this purpose) first with three 5-4 squads then with two 6-5 squads (example: A group of 4 squads is replace by three 5-4 and one 6-5 squads). Use any remaining squad in the counter mix if you run out of a type.

· Leaders: Replace any one NCO with an officer if at least 12 squads are provided in the overall OB.

· Rally points: All references to rally points are ignored in all scenarios.

· Mines: The field density value of mines provided in an OB is randomly obtained among the countermix: Randomly pick the number of mines counters stated in the OB and place them appropriately; if mines are set-up hidden, its counter is chosen when discovered. Only its owner may know its value until forced.

· Radios/Phones: Replace every radio and phone by a FO

Markers: All markers are used normally except with the following changes:

· Dug-In: Use a Foxhole marker in place of each Dug-In marker.

· Trench: Use a Hedgehog marker in place of each Trench marker.

· Fire 1/Fire2: For Fire 1 use an F marker. For Fire 2 use two F markers, etc. (for weapons with a ROF of 2).
· Crawled Fire/Assault Fire: They are interchangeable with their Move counterpart as any unit crawling or assault moving fire in the same action.

· WIA: Replace with a Casualties marker.

· Disrupted: Replace with a Broken marker.

· In cover: Replace with the Full Cover marker.
· Bracketing: May be used to limit a seven hex line barrage.

· Assault Move, Enfilade, Pinned Down: They are no longer useful (but can replace any new marker not present; see below)

New Counters:

· Crews: To represent crews, use any unused support weapon (facing its crew depiction) with the following value: 2/3/8. If reduced, place a WIA (as for squads) with normal effects. It has 2 stacking points.

New markers:

· Winded: Use any now unused marker (Pinned down, for example).

· FOW: Enfilade can be used to note any FOW guns.

Terrain:

· Military crests: These are lesser terrain undulations signified by harsh marks along a hexside. A unit opposite to a military crest hexside (not in the hex depicting the military crest) traces his LOS as if on a level +10 higher than the level of its hex if the LOS is traced across the military hex. It is also in good cover from fire crossing the military crest.

Scenario adaptations for Combat! Normandy

1) The Milling Crowd

German OB: 2 x 5-4 squads, 1 x 2-4 HS, 3 x NCO, 3 x MMG MG-42, 1 x LMG MG-34

US OB: 

· Able Coy 1: 1 x 7-6 squad, 1 x NCO

· Able Coy 2: 5 x 7-6 squads, 1 x NCO, 1 x Officer, 1 x MMG M1919, 1 x Mortar 60mm, 2 x BAR

· Stragglers: 3 x 7-6 squads, 2 x NCO, 1 x BAR

· 508 elements: 5 x 7-6 squads, 1 x NCO, 1 x MMG M1919, 2 x BAR

· Able Coy det.: 2 x 7-6 squads, 1 x NCO, 1 x MMG M1919

Special rules: 

· During set-up, the German player may secretly record the location of a BOT marker for each MMG with the following rule: Any fire into theses locations by the appropriate MMG (and only this MMG) receive a 1 shift RIGHT cumulative with other shifts.

· All German units may set-up hidden.

· At the end of turn 5, if no US infantry unit is in or adjacent to hex AA9, play pauses (otherwise, continue directly to turn 6 with all counters in play remaining in place). If play is paused this way, the US player removes all his units from the map permanently. The remaining German units are then newly set-up hidden within one hex of AA9, and new BOT markers may be provided for each remaining MMG. All markers are removed. All broken German units are automatically rallied, but casualties are kept. Play then resumes in turn 6 with the new US reinforcement troops.
2) Ambush at Cauquigny

US OB:

· W/I 3 Hexes of L3: 1 x 7-6 squad, 2 x NCO, 1 x MMG M1919, 1 x BAR

· Hidden w/I 1 hex of P5: 1 x 7-6 squad, 1 x NCO

· HQ elements: 4 x 7-6 squads, 1 BAR

· Heroic para: 1 x NCO, 1 BAZ

German OB:

· Turn 1: 1 x Pzkw 35 S 739 (f), 2 x Pzkw 35 h 735 (f)

· Turn 2: 2 x Pzkw 35 h 735 (f), 2 x 6-6 squads, 3 x 5-4 squads, 2 x NCO, 1 MMG MG-42, 2 x LMG MG-34

· Turn 5: 2 x 6-6 squads, 6 x 5-4 squads, 1 x Officer, 2 x NCO, 1 x FO, 1 MMG MG-42, 3 x LMG MG-34

Special rules: 

· US troops (except HQ elements) may exit the map from the north edge.

· The US HQ elements suffer from a DRM of +1 for all their Morale Checks.
· (optional) This scenario may be linked with “To the manor drawn (3)”. If the Germans win “Ambush at Cauquigny”, all surviving German unites may be used in place of the German OB of scenario 3. All German units keep their casualties, but are no more broken. Any F-KILLed German AFV is repaired (unless also M-KILLed), even if it exited the map. The FO may not call artillery before the beginning of scenario 3.

3) To the Manor Drawn

US OB: 

· V7: 1 x HS, 1 x BAZ

· X8: 1 x HS, 1 x BAZ, AT-Mine, wreck

· CC8: 1 x M1 ATG

· On/east of hexrow Z: 7 x 7-6 squads, 3 x NCO, 1 x MMG M1919, 3 x BAR, 5 x Foxholes

German OB: 4 x 6-6 squads, 8 x 5-4 squads, 1 x officer, 3 x NCO, 1 x FO, 2 x MMG MG-42, 4 x LMG MG-34, 2 x Pzkw 35 h 735 (f)

Special rules:

· The bridge begins play controlled by the US player.

· US MG and AT gun suffer from Ammo shortage: Every time they fire, if the DR (HPT vs AFV, CT vs personnel) = 0, reroll: On a DR = 7-0, the weapon is F-KILLed (gun) or removed from play (MG).

· The wreck is burned out.

· The German FO may set-up hidden. He receives artillery support in the form of one 81mm mortar battery (HE only).

4) No Better Place to Die…

US OB: 

· W8: Wreck

· X7: Wreck

· X8: AT-Mine, wreck

· 307th: 1 x 7-6 squad

· Able coy: 6 x 7-6 squads, 4 x NCO, 2 x MMG M1919, 3 x BAR, 2 x BAZ, 1 M1 ATG, 5 x Foxholes

· HQ Coy: 1 x MMG M1919

German OB: 4 x 6-6 squads, 8 x 5-4 squads, 1 x officer, 4 x NCO, 2 x FO, 2 x MMG MG-42, 4 x LMG MG-34, 2 x Pzkw 35 h 735 (f)

Special rules:

· The bridge begins play controlled by the US player.

· US MG and AT gun suffer from Ammo shortage: Every time they fire, if the DR (HPT vs AFV, CT vs personnel) = 0, reroll: On a DR = 7-0, the weapon is F-KILLed (gun) or removed from play (MG).

· The wrecks are burned out.

· The German FOs may set-up hidden. They receive artillery support in the form of two 81mm mortar batteries (HE only).

· Whenever the Germans lose 32 steps of squads, the German player must immediately request a truce. The game end if the truce is accepted. If the German player does not control Y8 at the time of the truce, the US player is the winner.

5) Cloaks of Confusion:

German OB:

· Elements of the 1057th grenadier regiment: 1 x 6-6 squad, 3 x 5-4 squads, 4 x NCO, 2 x MMG MG-42, 1 x LMG MG-34

· Guns: 2 x 75mm LIG 18

· Recon patrol: 1 x 6-6 squad, 1 x LMG MG-34, 1 x Sdkfz 232

· MG troops: 1 x 6-6 squad, 1 x MMG MG-42,

US OB: 8 x 7-6 squads, 3 x NCO, 1 x FO, 3 x MMG M1919, 2 x BAZ

Special rules:

· The US units may withdraw from the north map edge only beginning with turn 8.

· Both sides gain casualties VP, plus 3 VP per hex at game end for control for J3 and N1.

· The FO may not contact artillery before ‘connecting’ his phone. To connect, the FO must roll ( 5 as its sole ‘fire’ action. Failure to connect is not considered as a No Fire. Once connected, He receives artillery support in the form of one 60mm mortar battery (HE only).

· One German squad may set-up hidden. German units may not move unless accompanied by a NCO or an US unit is in their LOS AND is marked with an ‘F’ marker.

· Night conditions are in effect.

6) GO! GO! GO!

US OB:

· W8: Wreck

· X7: Wreck

· X8: AT-Mine, wreck

· Able coy: 1 x Sherman M4A1

· George coy: 12 x 7-6 squads1 x officer, 4 x NCO, 3 x MMG M1919, 4 x BAR, 1 x BAZ

German OB: Elements of the 1057th grenadier regiment: 2 x 6-6 squad, 4 x 5-4 squads, 3 x NCO, 1 x FO, 2 x MMG MG-42, 2 x LMG MG-34

Special rules:

· The German FO may set-up hidden. He receives artillery support in the form of one 81mm mortar battery (HE & Smoke).

· During turns 1 and 2 only, the first NCO surviving a fire is immediately (before MC) marked with a Silver Star Marker; any infantry in the same hex receive also a Silver Star if they roll ( 5.

7) Charge the Causeway

German OB: 

· W8: Wreck

· X7: Wreck

· X8: AT-Mine, wreck

· Elements of the 1057th grenadier regiment: 4 x 6-6 squad, 8 x 5-4 squads, 1 x officer, 3 x NCO, 2 x FO, 1 x MMG MG-42, 4 x LMG MG-34, 1 x LMTR

US OB: 

· George coy: 8 x 7-6 squads, 4 x 6-5 squads, 1 x officer, 4 x NCO, 1 x MMG M1917, 2 x MMG M1919, 4 x BAR, 1 x BAZ

· Easy coy: 8 x 7-6 squads, 4 x 6-5 squads, 1 x officer, 4 x NCO, 2 x MMG M1919, 4 x BAR, 1 x BAZ

· Able coy: 4 x Sherman M4A1

Special rules:

· The German FOs may set-up hidden. They each receive artillery support in the form of one 81mm mortar batteries (HE & Smoke).

· The German player may not set-up more than one squad/crew per hex. 

· During turns 1 and 2 only, the first NCO surviving a fire is immediately (before MC) marked with a Silver Star Marker; any infantry in the same hex receive also a Silver Star if they roll ( 5.

· At the end of turn 5, play pauses. All units on or east of hexrow R are removed from play. Any US units are left in place. Any German units may set-up anew on or west of hexrow N, at least 2 hexes from US units. All units in play lose their broken status but keep their casualties. Vehicles lose any F/M-KILL marker. Lost hidden status cannot be regained. Play then resumes with turn 6 normally.

8)  VII Corps Bridgehead

US OB:

· Fox coy: 2 x 7-6 squads, 4 x 6-5 squads, 1 x officer, 2 x NCO, 1 x MMG M1917, 1 x MMG M1919, 2 x BAR, 1 x BAZ, 1 x LMTR M2

· Easy coy: 4 x 7-6 squads, 1 x 6-5 squads, 2 x NCO, 2 x MMG M1919, 2 x BAR

· George coy: 2 x 7-6 squads, 3 x 6-5 squads, 3 x NCO, 1 x MMG M1917, 1 x MMG M1919, 2 x BAR, 1 x BAZ, 1 LMTR M2

· 746th tank Bn: 3 x Sherman M4A1

German OB: 

· Elements of the 1057th grenadier regiment: 4 x 6-6 squad, 5 x 5-4 squads, 1 x officer, 2 x NCO, 1 x MMG MG-42, 3 x LMG MG-34, 2 x LMTR

· Hidden w/I 3 hexes of C9: 1 x 5-4 squad, 1 x NCO, 1 x MMG MG-42, 1 x PAK 38

· Turn 2: 2 x squads, 1 x NCO, 1 x MMG MG-42, 1 x LMG MG-34, 1 x LMTR

Special rules:

· Germans receive artillery support in the form of one 81mm battery with registration hex, directed by an off-board FO at level +3 in any hex of row A.

· The German PAK-38 may secretly record one hex with a BOT marker already in place. It can be used against any enemy unit and is then treated normally.

· German turn 2 reinforcements may delay entry but must all enter on the same turn. Each turn after turn 2, they may enter 2 further hexes to the east.

· Unoccupied buildings are not US controlled at start.

· At the beginning of every Direct Fire (and Movement, if combined) segment, each non M-KILLed M4A1 on or west of hexrow N takes an AC using its morale value. An M4A1 failing this AC must immediately fire all its MG at the nearest infantry unit (even if US; in case of tie, target the location with the lowest cover shift, then target the location rolling the greatest result on a DR). The gun may be used, but only vs the same target. After firing, this M4A1 must exit the map during the next Movement segment by using the fastest way.

9) Absent Friends

US OB: 8 x 7-6 squads, 4 x NCO, 2 x MMG M1919, 3 x LMG BAR, 1 x BAZ

German OB: 4 x 6-6 squads, 5 x 5-4 squads, 4 x NCO, 2 x MMG MG-42, 4 x LMG MG-34, 2 x LMTR

Special rule: Both sides receive Casualty VP plus 2 VP per hex for control of O12, P11 and P12 at game end.

10) Westward Ho!

US OB: 8 x 7-6 squads, 3 x 6-5 squads, 4 x NCO, 2 x MMG M1919, 4 x LMG BAR, 1 x BAZ

German OB: 

Turn 1: 2 x 6-6 squads, 3 x 5-4 squads, 1 x officer, 1 x NCO, 1 x MMG MG-42, 2 x LMG MG-34, 1 x Pzkw 35 S 739 (f), 4 x Pzkw 35 h 735 (f)

Turn 2: 2 x 6-6 squads, 3 x 5-4 squads, 2 x NCO, 1 x MMG MG-42, 2 x LMG MG-34

Turn 3: 3 x 5-4 squads, 1 x NCO, 1 x FO, 1 x LMG MG-34

Special rules:

1) American units may exit the map from G22 only. German units may exit the map from U25 only.

2) Germans receive artillery support from a battery of 81mm mortars (HE only).

11) Millet’s Men

US OB:

Elements of the 507 PIR: 18 x 7-6 squads, 5 x NCO, 2 x MMG M1919, 6 x LMG BAR, 3 x BAZ

Col Millet: 1 x officer

German OB: 6 x 6-6 squads, 12 x 5-4 squads, 1 x officer, 5 x NCO, 3 x MMG MG-42, 6 x LMG MG-34

Special rule: After German set-up, the American player announces an entry hex, and then rolls a D10. The result is the number of squads which must delay entry until turn 3. Turn 3 entry must be between 3 to 6 hexes south of the original entry hex. Units must enter on turns indicated or be considered eliminated as casualty VP. NCO/SW may be freely allocated between groups, except Col Millet, who must enter with the turn 3 group.

12) South Rampart – Fire!

US OB: 8 x 7-6 squads, 3 x NCO, 1 x FO, 2 x MMG M1919, 3 x LMG BAR, 1 x LMTR

German OB: 4 x 6-6 squads, 10 x 5-4 squads, 1 x officer, 3 x NCO, 1 x FO, 3 x MMG MG-42, 5 x LMG MG-34, 3 x LMTR

Special rules:

1) American receives artillery support from a battery of 60mm mortars (HE only).

2) Germans receive artillery support from a battery of 81mm mortars (HE only).

13) A Bridge So Far

US OB: 

Elements of 505th, 507th and 508th PIR:

· 1 x 7-6 squad, 1 x 4-6 reduced-squad, 1 x NCO, 1 x BAR

· 1 x 7-6 squad, 1 x 4-6 reduced-squad, 3 x NCO, 1 x MMG, 1 x BAZ

· 1 x 4-6 reduced-squad, 1 x NCO, 1 X BAZ, 2 x AT-Mine

· 7 x 7-6 squads, 1 x officer, 2 x NCO, 2 x MMG M1919, 1 x MMG 1917, 1 M1 ATG, 2 x BAR, 5 x hedgehogs
· 4 x 6-5 squads, 2 x BAR

· Opt. Reinforcements: 2 x 7-6 squads, 1 x 4-6 reduced-squad, 2 x NCO, 1 x MMG M1919, 1 x BAR, 1 x BAZ

German OB:

Elements of the 1057th grenadier regiment…: 4 x 6-6 squads, 8 x 5-4 squads, 2 x (5-4) reduced-squads, 1 x officer, 4 x NCO, 1 x FO, 3 x MMG MG-42, 4 x LMG MG-34, 1 x LMTR, 4 x Pzkw 35 h 735 (f), 1 x Pzkw 35 S 739 (f), 1 x Opel Blitz

Opt reinforcement: 3 x squads, 1 reduced-squad, 2 x NCO, 1 x MMG MG-42, 1 x MG-34, 1 x LMTR

Special rules:

1) Germans receive artillery support from a battery of 81mm mortars (HE & smoke).

2) No US unit may move during the movement segment of turn 1. All units that set-up on board Kb on or east of hexrow V may attempt to move only when at least 1 such unit has either been attacked by other than artillery, or has seen an enemy unit marked with a F marker at some time during the scenario. Turn units 180° to denote their inability to move.

3) VP are awarded at game end for control of hexes as follows (all hexes are controlled by US at start): 1 VP each for control of building hexes: ToK22, ToO23, KbJ3, KbK3; 1 VP each for control of hexes: KbR5, KbT6, KbV7; 2 VP each for control of building hexes; KbN3, KbAA9; 2 VP for control of bridge KbY8. 

4) Beginning with turn 3, before the start of each turn, either player may choose to bring on reinforcements. They are limited to one platoon per turn, to a maximum of 4 platoons per side in the course of the game (subject to limitations of counter-mix). For each such German platoon, the US player receives 1 VP if entered at ToA18, 2 VP if entered at Kb A10. For each such US platoon, the German player receives 1 VP if entered at KbHH3, 2 VP if entered at any one hex betweenToR15 and ToDD12 inclusive.

14) Beneath the Castle Walls

US OB: 

Charley coy: 8 x 6-5 squad, 2 x NCO, 3 x MMG, 3 x LMG BAR, 1 x BAZ

507th regiment guide: 1 x NCO

German OB: 2 x 6-6 squads, 6 x 5-4 squads, 3 x NCO, 1 x FO, 2 x MMG MG-42, 3 x LMG MG-34

Special rules:

1) 2 US squads may set-up hidden. US units may not move unless accompanied by an NCO or unless German units are in the units’ LOS and marked with an F marker.

2) Night conditions are in effect.

3) US units may exit the map at any time between hexes I11 and P11 inclusive.

15) The Siege

US OB: 

Elements of the 2/507th PIR: 12 x 7-6 squads, 1 officer, 3 x NCO, 2 x MMG M1919, 1 x MMG M1917, 4 x LMG BAR, 2 x BAZ, 3 x LMTR, 1 x M1 ATG, 2 x AP-Mines, 6 x Foxholes

Elements of the 1/325th PIR: 4 x 7-6 squads, 8 x 6-5 squads, 1 officer, 2 x NCO, 2 x MMG M1919, 1 x MMG M1917, 4 x LMG BAR

German OB: 9 x 6-6 squads, 15 x 5-4 squads, 1 x officer, 6 x NCO, 1 x FO, 3 x MMG MG-42, 8 x LMG MG-34, 3 x LMTR

Special rules: 

1) The German FO mat set-up hidden.

2) To reflect the supply state and the large number of walking wounded, US squads/reduced-squads receive a +1 DRM to all MC.

3) Germans receive artillery support from a battery of 81mm mortars (HE only).

4) The US player may exchange his three LMTR for artillery support in form of a battery of 60mm (HE only), with a FO added to the 2/507th elements.

16) Gavin’s March

US OB: 

Gavin’s group: 5 x 7-6 squad, 1 x 4-6 Reduced-squad, 1 x officer, 1 x NCO, 2 x BAR

Maloney’s group: 5 x 7-6 squad, 1 x 4-6 Reduced-squad, 2 x NCO, 2 x BAR

German OB: 2 x 6-6 squads, 5 x 5-4 squads, 3 x NCO, 2 x MMG MG-42, 3 x LMG MG-34

Special rules:

1) The US player may begin play with two consecutives actions during the first turn.

2) The US officer represents General James Gavin. He gives an additional –2 DRM for MC.

17) You’ve Killed Us!

German OB: 3 x 5-4 squads, 2 x (6-6) reduced-squads, 2 x NCO, 2 x MMG MG-42, 2 x LMG MG-34

US OB: 5 x 7-6 squads, 2 x NCO, 2 x MMG M1919, 2 x LMG BAR

Special rules:

1) All German units beneath dug-in markers in CC31, D30 and EE30 only receive courage benefit.

2) The first US NCO failing a MC is marked by a silver star. Wounds are still applied normally.

18) Maloney’s Turn

German OB: 2 x 5-4 squads, 2 x 3-4 reduced-squads, 2 x NCO, 1 x MMG MG-42, 1 x LMG MG-34, 1 x LMTR

US OB: 6 x 7-6 squads, 2 x NCO, 2 x MMG M1919, 2 x LMG BAR

Special rule: The Germans receive artillery support from one battery of 81mm mortars (HE only), directed by an FO at level 0 in hex U35. Any FFE affect only the hex occupied by the FFE marker.

19) A Long Way To Berlin

German OB:

V35: 1 x 7.5cm LIG 18

AA32/AA33: 2 x 5-4 squads, 1 x NCO, 1 x LMG MG-34

CC31/DD30/EE30: 1 x 6-6 squad, 2 x (6-6) reduced-squads, 1 x NCO, 1 x LMG MG-34

Turn 1: 2 x 6-6 squads, 4 x 5-4 squads, 1 x NCO, 2 x LMG MG-34

US OB:

Mixed elements: 4 x 7-6 squads, 1 x crew, 2 x NCO, 2 x MMG M1919, 2 x LMG BAR

ATG: 1 x M1 ATG

Relieving force: 2 x 7-6 squads, 1 x 4-6 reduced-squad, 1 x NCO, 1 x MMG M1919, 1 x LMG BAR

Special rules:

1) The German 75mm gun may not set-up hidden or dug-in.

2) No units of the German turn 1 reinforcement may move in any movement segment (including the turn of entry) unless the first hex entered by the unit in the current movement segment is non open ground. This restriction does not affect their broken movement ability.

3) The US glider borne ATG is un-crewed. It may not fire or move unless it becomes crewed. To crew the ATG, the crew (Mixed elements group) must begin a fire segment in the same hex without being broken. 

20) Lost Battalions

German OB:

Georgian security battalion: 6 x 6-6 squads, 10 x 5-4 squads, 1 x officer, 2 x NCO, 1 x MMG MG-42, 6 x LMG MG-34

Inf div 709 support elements: 2 x NCO, 2 x MMG MG-42, 2 x Sdkfz 2 Kettenkrad

US OB: 8 x 7-6 squads, 4 x NCO, 2 x MMG M1919, 3 x LMG BAR, 5 x Foxholes

Special rules:

1) Both sides receive Casualty VP. The German player also receives 1 VP per building/orchard hex they control at game end.

2) The German infantry force was made up of Ethnic Georgians. German squads, reduced-squads and crews receive a +1 to all their MC.

21) The Port-Filliolet Crossroad
German OB: 4 x 6-6 squads, 6 x 5-4 squads, 3 x NCO, 2 x MMG MG-42, 4 x LMG MG-34, 1 x LMTR, 1 x Pzkw 35 h 735 (f), 1 x Pzkw 35 S 739 (f)

US OB: 

Redeploying elements of the 508th PIR: 5 x 7-6 squads, 1 x 4-6 reduced-squad, 2 x NCO, 1 x MMG M1919, 1 x MMG M1917, 2 x LMG BAR, 2 x LMTR

Elements of the 508th PIR: 3 x 7-6 squads, 2 x NCO, 1 x MMG M1919, 1 x LMG BAR, 1 x Jeep

Captured German Mines: 2 x AT-Mines

Special rules:

1) US squads may freely deploy as reduced-squads (Two reduced squads = One squad) during set-up.

2) No US unit may move on turns 1 and 2.

3) The Germans receive artillery support from a battery of 81mm mortars (HE only) with an off board FO recorded in level two of hex A33

22) Shanley’s Hill
German OB: 9 x 6-6 squads, 15 x 5-4 squads, 1 x officer, 5 x NCO, 4 x MMG MG-42, 8 x LMG MG-34, 4 x LMTR

US OB: 13 x 7-6 squads, 1 x officer, 4 x NCO, 1 x FO, 4 x MMG M1919, 2 x MMG M1917, 5 x LMG BAR, 4 x LMTR, 4 x Foxholes 

1) The Germans receive artillery support from a battery of 88mm guns (HE only) with an offboard FO recorded on level two in any hex of hexrow A

2) The US receives artillery support from a battery of 75mm guns (HE only). The US FO may set-up hidden.

3) The US officer represents Lt Col Shanley. He gives an additional –2 DRM for MC.

23) Access Denied

German OB: 4 x 6-6 squads, 8 x 5-4 squads, 1 x officer, 3 x NCO, 3 x MMG MG-42, 4 x LMG MG-34, 3 x 7.5cm LIG 18

US OB: 8 x 7-6 squads, 4 x NCO, 1 x FO, 2 x MMG M1919, 1 x MMG M1917, 3 x LMG BAR, 2 x LMTR, 2 x Dug-in, 

Special rules:

1) Germans and US gain VP for units exited off the west edge; US units exiting from hex A11 gain double VP.

2) The US receives artillery support from one battery of 75mm (HE only). The FO may set-up hidden.

3) The US officer represents Lt Col Shanley. He gives an additional –2 DRM for MC.

24) Everybody’s Dying

German OB: 1 x 5-4 squad, 2 x 3-6 reduced-squads, 3 x 3-4 reduced-squads, 6 x NCO, 2 x LMG MG-34, 3 x Dug-in

US OB: 5 x 4-6 reduced-squads, 2 x NCO, 1 x LMG BAR, 

Special rules:

1) Spotting conditions are night, but the spotting range is divided by 2. 

2) The US may use two consecutive actions during the first turn.

3) At any point of the game, so long as at least one US unit has an enemy unit in its LOS, the US player may immediately mark his entire force with a Silver Star marker, for the duration of the movement segment. Remove the Silver Star markers from units not having it before that turn.

4) During the indirect fire segment of turn one, the US player must place a CFF marker in any playable hex (no need of LOS from US units). Resolve accuracy and convert it in a one-hex FFE of 75mm (HE only). The FFE is removed at the end of the turn and no more artillery is allowed.
25) Lifeline

German OB: 4 x 6-6 squads, 6 x 5-4 squads, 4 x NCO, 2 x MMG MG-42, 4 x LMG MG-34, 2 x Foxholes

US OB:

1st battalion: 8 x 7-6 squads, 3 x NCO, 1 x FO, 2 x MMG M1919, 1 x MMG M1917, 3 x LMG BAR, 1 x LMTR

Relief force: 3 x 7-6 squads, 1 x NCO, 1 x LMG BAR, 4 x Jeeps, 2 x Studebaker
Special rules:

1) US receive artillery support from one battery of 75mm guns (HE only).

2) Once only, before the first action of the movement segment, the US player may make a secret roll for entry of reinforcements. If the DR is 1-3, the convoy must enter the same turn (any action); 4-6 the following turn; 7-9 two turns later; three turns later. Entry may not be delayed and all infantry must enter as passengers. The jeeps are considered to have a .50cal MG firing as an AAMG. This MG is fired by a crew which can’t leave the jeep but is otherwise treated normally. If that crew is eliminated, any passengers may fire this MG from the jeep normally. The MG and its crew share the fate of the jeep. 

26) Easy Over

German OB: 2x 6-6 squads, 5x 5-4 squads, 3x NCO, 1 x FO, 2 x MMG MG-42, 3x LMG MG-34

W8 and X7, Wreck

US OB:

George Coy: 1 x 7-6 squad, 1 x 4-6 reduced-squad, 1 x NCO, 1 x MMG M1919, 1 x LMG BAR, 1 x BAZ

Easy Coy: 4 x 7-6 squads, 8 x 6-5 squads, 1 x 4-6 reduced-squad, 1 x officer, 2 x NCO, 2 x MMG M19191, 4 x LMG BAR, 1 x BAZ

X8: Wreck, AT-Mine

Able coy: 1 x M4A1

Special rules:

1) The US player may use two consecutive actions to start the first turn.

2) The German FO may set-up hidden. The Germans receive artillery support from one battery of 81mm mortars with low ammunition.

3) Due to a recent barrage, the Germans must set-up with no more than one squad/crew per hex.

27) Go to Town:

US OB:

Fox coy: 6 x 7-6 squad, 1 x officer, 2 x NCO, 1 x MMG M1919, 1 x MMG M1917, 2 x LMG BAR, 2 x Dug-in

325th GIR: 4 x 7-6 squads, 3 x NCO, 2 x LMG BAR

746th Tank Battalion: 3 x M4A1

507th PIR: 6 x 7-6 squads, 3 x NCO, 1 x MMG M1919, 2 x LMG BAR

German OB: 4x 6-6 squads, 8x 5-4 squads, 1 x officer, 3x NCO, 3 x MMG MG-42, 2 x LMTR, 4x LMG MG-34

Special rules:

1) The Germans receive 88mm artillery support in the form of a bombardment handled as follows: Before set-up, the German player secretly records a hex as the centre of his bombardment. During the indirect fire phase of turn one, He places a FFE on this hex, roll for accuracy with a +15 DRM. All hexes within 6 of the final hex are attacked by 88mm artillery. 

2) At the beginning of every direct fire segment, each non M-KILLed M4A1 on or west of hexrow N takes a MC using its unmodified morale. If failing this TC, it must immediately fire its MG at the nearest infantry unit, regardless of nationality (in case of tie, use the target have the lowest cover, and if still tied, choose at random). Other armament may be used, but only against the same target. After firing, this M4A1 must exit the map during the next movement segment.

3) The US player may use three consecutive actions to start the first turn.

