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The American player must control SEVEN of the following |
areas at game end: 3, 5, 6, 7, 16, 17, 22, 23, or 24. Any other
result is a German victory.
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+.| numbered 1-6, in order. Place all units for each group in the landing
| craft box that matches the dice roll. After each group is rolled for,

f1 begins. Treat landing craft areas as if they are in an ADJACENT
;| area for the purposes of Assault. Each Landing Craft box is treated
\| as if it is a separate area. However, no German unit may ever enter
1 a landing craft area. American units in a landing craft area are not

| On June 6th American units may retreat BACK to the landing craft
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SPECIAL RULES:
1. The game begins with the ACTION PHASE of turn one (i.e., there
are no Initiative Determination, Indirect Fire Support, or Direct Fire
Support Phases on the June 6 AM turn). American units set up on
turn one AFTER all German units are set up (Exception: 6 June PM
group). The American makes a roll with two dice for each group,
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but before the next group roll, the American player may choose to
enter that group on turn two, again subject to a landing craft area
roll. Stacking limits may NOT be exceeded by American units exit-
ing landing craft areas. Stacking may not be exceeded in a Landing
Craft ‘box’. If an area rolled for would required stacking to be ex-
ceeded, a -1 is applied to the roll. If the resulting ‘final’ roll will not
place the entire group in an available Landing Craft box, the own-
ing-player may place a portion of the group in the originally rolled
box (not exceeding stacking limits) and the remainder of the group
must ALL be placed in the next HIGHEST available EMPTY box (but
go back to box “1-2” if ALL higher boxes are filled and work UP from
there again.

2. After all American units are set up in landing craft areas, play

required to exit on turn one but no Indirect or Direct Fire Support
may be conducted (or called-in) by a unit in a landing craft area.
Once exited, no unit may return to a landing craft area (Exception:

area they just exited.)




