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Introduction

SEPTEMBER, 1944: The race across France and the
low countries by the Allied Armies in Europe had ground
to a halt. Their advances throughout the summer had far
exceeded the expectations of Allied planning. The supply
network required to keep the offensive going had broken
down. The shattered German armies facing the Allies
used the respite to regroup in front of the stalled drive.

General Eisenhower and his commanders debated the
_pest course of action for regaining the momentum and
completing the destruction of Germany's Third Reich. lke
tavored the broad front strategy, an approach that would
insure the gradual erosion of Germany’s ability to resist all
along the front line. Field Marshal Montgomery, however,
backed the single thrust strategy. He believed that all
resources should be gathered against one point in the line
tor a breakthrough, followed by one powerful, narrow drive
to Berlin.

Throughout the summer of 1944, Montgomery pro-
posed a number of Operations employing his philosophy.
These were not carried out until, in the second week of
September, Monty proposed a combined airborne and
ground operation codenamed Market-Garden. The abjec-
tive of this plan was to seize and hold a series of highways
and bridges in Holland that would give the Allies a
bridgehead across the Neder Rijn (Lower Rhine River).
Once the operation was completed, this bridgehead could

- be used as the jump-off point for advances into the Ruhr,
the industrial heart of Germany. Success of the operation
could bring the war to an end by Christmas.

The airborne part of the plan (Market) would place
three and one-half airborne divisions, comprising about
35,000 troops, in German-occupied Holland to seize the
objectives. The U.S. 101st Airborne Division would be
dropped 30 kilometers behind the front line to secure
canal bridges north of Eindhoven. The U.S. 82nd Airborne
would land 70 km north of the front to secure bridges
across the Maas and Waal rivers. The British First Air-
borne Division would be charged with the ultimate objec-
tive. They were to airland 90 km behind the front and gain
control of the large highway bridge across the Neder Rijn
in the city of Arnhem. The Polish First Airborne Brigade
would reinforce their effort.

In the ground operation (Garden) British XXX Corps,
spearheaded by the powerful Guards Armoured Division,
would break out of its current bridgehead and drive up the
main highway, linking up first with the 101st, then the 82nd
and finally — no more than 48 hours after jumping-off —
with the British 1st across the Neder Rijn.

Uncharacteristically, Eisenhower Illked Monty's
ambitious plan and gave the go-ahead. However, there
were problems to overcome. There were not enough
transport aircraft and gliders to fly all the airborne troops
from England (where they were stationed) to their objec-
tives in Holland. Many airplanes would have to fly two or
three times, and thus the entire airlift operation would
have to be spread out over a number of days. Of course, if

the weather did not hold up, the lifts after the operation’s .

D-Day would have to be delayed further.

The Commander of the British First Airborne Division,
Major General R.E. Urquhart, was concerned about his for-
mation’s assigned drop zone. The terrain around Arnhem
was not suitable for parachute and glider landings, so his
troops would have to come down ten kilometers from their
objective. He hoped that gnemy resistance would be light
while his men advanced on the city.

The Allies believed that the German opposition in the
Market-Garden area was weak and disorganized despite
British intelligence and Dutch underground reports in-
dicating German armored forces in the vicinity of Arnhem.
Other warnings were also seen as insignificant. For exam-
ple, because of the soft terrain in the Dutch lowlands, the
tanks and heavy vehicles of XXX Corps would not be able
to maneuver off the main highway for much of its
distance, and would be forced to advance in a vulnerable
single column. Despite these drawbacks, the audacity of
Monty's plan, the patriotic desire of the airborne forces to
get into battle, and the unwillingness to “rock the boat”
meant that Operation Market would proceed as planned,
with D-Day set for September 17th.

Were it not for the mysterious hand of fate, Germany's

“weak and disorganized” forces might have failen to the -
power of Market-Garden. However, in the first week of
September, Field Marshal Gerd von Rundstedt, com- 3
mander of all German forces in the west, ordered his 2nd
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SS Panzer Corps to pull out of the front for rest and refit.
He planned to build a mobile reserve around this battered
armor group in preparation for the resumption of Allied
attacks. He sent the Corps and a number of training units
to Arnhem, a quiet town miles from the front, thus setting
the stage for one of the Western Allies’ fiercest and most
tragic battles.

Operation Market-Garden, the largest airborne assault
in history, failed. The British First Airborne division was
isolated and destroyed as a fighting unit. The highway
from Belgium to Arnhem was nicknamed - “Hell's
Highway” by its combatants as XXX Corps and the
American paratroopers struggled for 10 gruelling days to

“reach Arnhem. When the smoke cleared, the Allies held an
80 km salient to nowhere, with its tip between the Waal
and the Neder Rijn. The Allles would not cross the bridge
at Arnhem until the following spring.

Hell's Highway is a two-player game simulating the
nine critical days of Operation Market-Garden. One player
assumes command of the British, U.S. and Polish forces
attempting to establish a bridgehead across the Neder
Rijn. The other Player controls the German units in Nazi-
occupied Holland attempting to repel the Allies.

Hell's Highway is not a simple game, but it rewards the
players with intense compatition and a study of opera-
tional warfare in World War Il. The rules must be
thoroughly understood to get the most out of play.
However, it is not necessary to read every word before
playing. The rules are organized in a new annotated format
with the major concepts and procedures of the game
presented in the main body of the rules on the left side of
each page. The righthand column contains examples,
comments, exceptions, and other helpful details. Note
however, that the glossary, the sequence of play, the com-
bat example and the scenarios are presented in a non-
annotated two-column format. Alt the charts and tables
used in the game are printed on two identical player-aid
cards for easy reference. By reading through only the main
rules body, inspecting the maps and looking over the
Charts and Tables, you can begin piay.

Hell's Highway may be played in five different scenarios.
XXX Corps Breakout uses only Map A and is recom-

mended for those playing the game for the first time.
Three of the scenarios present the entire campaign with
varying degrees of player control over the deployment op-
tions facing the Allies and the Germans. The unique
nature of the campaign scenarios makes them especially
suitable for team. play. If a third player is involved, the
Allied side should be split in two with one player in com-
mand of XXX Corps and the 101st Airborne while his
cohort controls the 82nd Airborne, the 1st Airborne, and
the Polish Brigade. If there is a fourth player, the German
side should be split with one player controlling the 2nd SS
Panzer Corps while the other player commands the 15th
and 1st Parachute Armies.

A complete copy of Hell's Highway includes:
Two different 20" x 28" game-maps.
Two different sheets of die-cut counters (260 pieces sach).
Twoidentical 8" x 11 player-aid cards.
One 44-page rules booklet,
One six-sided die.
One gamebox and counter tray.

If you have a rules question, please write to Victory
Games, phrasing your questions so that they may be
answered by a simple sentence, word, or number. You must
enclose a stamped, self-addressed envelope. Write to:
Victory Games
43 West 33rd St.

New York, NY 10001
Attn: Hell’'s Highway Question

Note: Whenever a die rolt is called for during play, roll
one die only, There are no multiple die rolls in Hell’s
Highway.

A Feedback Card is also enclosed in this game. This
card is used by Victory Games to help evaluate published
games and to determine the nature of future publications.

" As a Victory Games customer, your comments are in-

valuable, and we urge you to complete and return this card
tous.
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" Glossary of Terms

Unit terminology is describedin 2.1.

TERMS USED IN COMBAT

Attacking Target. An active unit that is conducting direct
offensive fire. An attacking target may be subject to defen-
sive fire and, if adversely affected, may not conduct its
fire.

Defending Target. An inactive unit or stack of two inactive
units that is the object of an enemy attack. The defending
target may be affected by offensive fire conducted in the
attack. ) .

pefensive Fire. Fire conducted by an inactive unit against
an attacking target.

Direct Fire. Offensive or defensive fire conducted by a unit

. in ahex adjacent to its target, representing small arms fire

and close assault. An active unit that could move into its
target hex (disregarding enemy units) may conduct direct
offensive tire. An inactive unit that is a defending target
may conduct direct defensive fire. An inactive unit not
under attack that is adjacent to an attacking target and
could move into its hex (disregarding enemy units) may
conduct direct defensive fire. Artillery units may not con-
duct direct fire.

Fire Modifier. A number added to the die roll when resolv-
ing an offensive or defensive fire. The fire madifier
depends on the type of target unit, the terrain the target
occupies, whether direct or indirect fire is being resalved,
and other factors. .

Flanking Fire. Offensive fire conducted against a defend-
ing targetin Travel Mode. All indirect offensive fire against
such a target Is flanking fire. Direct offensive fire against
such a unit is considered flanking fire, if conducted from a
hex not connected to the target hex by road.

Indirect Fire. Otfensive or defensive fire conducted by a
unit with heavy weapons in a hex adjacent to its target, or
by an artillery unit within range of its target. A non-artillery
unit without heavy weapons may not conduct indirect fire.
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Oftensive Fire. Fire conducted by an active unit against an
inactive unit, All the active units that are firing at a single
defending target in one Fire Phase conduct one offensive
fire, :

Ranged Fire. Offensive or defensive indirect fire con-
ducted by an artillery unit in a hex not adjacent to but
within range of its target.

OTHER GAMETERMS

Active Unit. A unit betonging to the player whose Player-
Turn is in progress. Units belonging to the opposing player
are called /nactive units.

Artlllery Communication. A communication path of any
length traced between an artillery unit and a unit that is

’ spotting the artillery’s target. An artillery unit that is

unable to spot its target and cannot spot an eligible unit
that can spot its target must be in artillery communication
with a unit that can spot the target in order to tire. Artillery
communication must be traced through an HQ if either the
artillery unit or the spotting unit is part of a formation.

Catastrophic Loss. The breaking point of a formation,
after which it ceases to perform as an effective force. A
formation suffers catastrophic loss when its units have
lost a total number of steps equal to the formation’s
Catastrophic Loss Limit..

' Combat Mode. The normal state of a unit (as opposed to

Travel Mode). A unit moving in Combat Mode may not use
roads. .

Communication. A path of hexes traced between two
friendly units or a unit and a specific hex. Units trace com-
munication to determine supply, isofation and artillery

spotting. A player may trace communication from one hex -

to another If he can show a path of connected hexes be-
tween them that does not pass over a cana/ or river hex-
side and does not contain an enemy-controlied or enemy-
occupied hex. A friendly unit negates enemy controf in the
hex it occupies for this purpose. Communication may be

1. TheGameMap

The two maps together portray the area of German-
occupied Holland where the campaign occurred. Map A is
used for the XXX Corps Breakout scenario, and Map B is
used for the Besieged scenario. The two maps may be
placed together and gsed for the Market-Garden Cam-
paign scenarios. We will assume that the maps are being
used together and will refer to them collectively as the
game map. o

A hexagonal grid is superimposed over the terrain
features to aid the placement and movement of the play-
ing pieces. Each hexagon (hex), has its own four-digit
identity number.

1.1 Terrain : .

The terrain symbology used on the game map is iden-
tified in the Terrain Effects Chart (see map).

A hex containing more than one of the following terrain
typesis considered to contain only the single terrain type
listed here first. Woods, Rough, Broken, Mixed, or Clear.
These terrain types are sometimes combined on the map
for aesthetic purposes only.

Towns, Hilltops, Major Roads, and Minor Roads exist in
addition to other terrain in the hexes. The following
features run along hexsides: Streams, Canals, Rivers,

* The game map Is based on maps drawn in 1943 by the U.S.
Army Map service. The original scale of the source maps is
1:100,0600. We have enlarged the maps slightly so that each -
hex represents an area 1250 meters across. :

TERRAIN PRECEDENCE
Woods
Rough
Broken
Mixed
Clear -
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traced across any stream hexside or across ariver or canal
hexside with an intact crossing.

Control. The presence a unit in Combat Mode exerts into
the six hexes around It. A unit may exert heavy control,
light control, or no control.

Crossing. A bridge or ferry.

Crossroads. A road hex with more than two hexsides
crossed by any type of road (such as hex 0318 or 1213).

Depleted. State of an HQ unit that cannot trace com-
munication to a valid supply source or only to a supply
source that has no Supply Points. A depleted HQ may not
use its HQ capabilities.

Disruption. Temporary loss of effectiveness by a unit, in-
curred as a result of enemy fire or enemy airstrike. An
Allied airborne unit may become disrupted by airlanding.
An artillery unit becomes disrupted each time it fires. A
disrupted unit may not move or fire and exerts no control.

Evacuation, A special night move whereby a unit in forma-
tion that has suffered catastrophic loss is removed from
play to prevent its elimination by the enemy.

Exploitation. A special move that may be made by motor-
ized units in Travel Mode folliowing the favorable outcome
of a frlendly attack. Although an exploitation move occurs
during the Fire Phase, it is treated as a normal move.

Garrison. A German infantry detachment of especially low
quality assigned to specific guard duty (noted by a “G” as
its sole designation). All garrison units are static; they
exert no control and may not conduct any type of fire.
However, unlike other static units, a garrison unit is not
eliminated when it becomes disrupted by enemy fire. it is
eliminated if it incurs a numerical fire result or when
another German unit ends its move in the garrison's hex
(the garrison troops are absorbed by the larger unit).

Interdicted Hex. A hex in which the Allied player has spent
a Tac Alr Point on interdiction. A German unit in Trave/
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Mode may not enter an interdicted hex. A German unit in
Combat Mode must spend three additional Movement
Points to leave an interdicted hex.

Isolated. State of a unit that is unable to trace communica-
tion to a valid Supply Source. An isolated unit may become
an isolated force.

Isolated Force. A unit or group of units that are isolated
but able to trace communication to each other during the
friendly Communication Phase. An isolated force may
receive Supply Points at the time it is formed.

Movement Point Allowance. The number of Movement
Points a unit may spend when moving in one friendly
Movement Phase. Most units have a Movement Point
Allowance of 6; however, see Section 6. Movement Point
Allowances are not printed on the counters.

Out of Supply. State of a unit that is able to trace com-
munication to a valid supply source that possesses no
Supply Points. An out of supply unit risks losing steps
when it fires. A unit in an isolated force is out of supply if
the force possesses no Supply Points.

Spotting. A prerequisite of artiflery fire. A unit may spot a
target unit for artillery fire if adjacent to the target unit or
on a hilltop within two hexes of the target unit.

Supply Source. A hex representing the supply depot or
supply network of a Command. Units that can trace com-
munication to a supply source of their Command have ac-
cess to the Command's Supply Points.

Suppressed. State of an HQ that fulfills the requisites of
depletion and cannot trace communication to a single unit
of its formation. A suppressed HQ may not perform any
game functions.

Travel Mode. Mode entered by a unit to show that it is in
transport or foot march columns. A unit that is moving in
Travel Mode may use roads to aid its movement and is
sometimes referred to as a travelling unit. A unit in Travel
Mode may not fire and does not exert control.

National Borders (which do not affect play), and the Allied
Start Line. Bridges and Ferries cross certain Stream,
Canal, and River hexsides.

Certain hexes along the mapedge form German Access
Areas, each of which contains two to six hexes from which
German units may enter or leave the map. Each area has
an identity code (e.g., @3) matching that of a Tactical
ReserveBox.

1.2 Qerman Reserve Boxes

The hexfield is surrounded by three types of color-
coded German Reserve Boxes used exclusively by the
German player. German units may move from the map to
these boxes and vice versa, and may move from one box to
another that shares the same designation.

Tactical Reserve (TR) Boxes represent areas just off the
mapedge. Each has an identity code and connects with
one German Access Area. Each TR Box is also connected
to one Operational Reserve Box. Each Operational
Reserve (OR) Box is connected to two, three, or four TR
boxes and one Command Reserve Box. Each Command
Reserve (CR) Box is connected to four OR boxes. There are
three CR Boxes, one for each German Command in the
game. All the TR and OR Boxes that lead into a given CR

Use 1P Command Aesere tms 0n Map A

b Comguigs Sernera = OPERATIONAL Resgave:
13t Parachute Army
Command Reserve

ol0
Opevational
Reserve
wCommann Kousve: 1P
& Tastuss Resamvg:

€6, €7, ¢8, &9

€9 Tactical
Reserve
& Oetaanona Basuwve: 010

Access Area
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Box serve the same Command and are not connected to
any boxes in the other commands. Each of abox's connec-
tions is noted after the symbol (»}in the box.

1.3 Supply Tracks :

There are eight Supply Tracks on the map, one for each
Command in the game. These are used to record the cur-
rent number of Supply Points each Command has. The
number of Points allotted each Command at the begin-
ning of the scenario is indicated in the proper space, by
scenario number. ’

1.4 Game-TurnTrack

The Game-Turn Track is used to record the passage of
Game-Turns. The track indicates the type of turn underway
(AM, PM, or Night), whether it is a Resupply turn, and lists
historical dates. The AM and PM turns are also called
Daylight turns.

1.5 Terrain Effects Chart

The Terrain Effects Chart is printed on each map. This
chart shows all the terrain types on the map, lists the
Movement Point costs for all types of units to enter each
terrain type, and lists fire modifiers applied to all types of
target units in the various terrain types. Notes and a sum-
mary of additional fire modifiers are also listed.

2. The PlayingPieces

The 520 playing pieces are divided into two general
types. Units represent the military forces that the players
control. Markers are placed on units, on tracks, or on the
map to denote specific information.

The German player controis all the German units. The
Allied player controls alt British, American, and Polish
units. The markers are used by one or both players, as
noted in 2.2, Before beginning play, punch out the playing
pieces and sort them by type and nationality.

2.1 How to Read the Units

Each unit is a distinct combat force, usually a battalion
in size. Each unit is shown on one to four counter-faces,
on one or two counters, each face of which represents the
unit at a different step level. A unit with one or two steps
has only one counter, with one or two printed sides. A unit
with three or four steps has two counters, with two printed
sides on the Initial counter and one or two printed sides on
the replacement counter. A replacement counter is
distinguishable from an initial counter by an “R" on the
counter. Only one counter representing a given unit is in
play at one time. .

Command. Each unit counter is color-coded to indicate
that command to which it belongs. A unit’'s command
determines which supply source the unit uses (see 12.1),
the area in which the unit enters play, which artillery units
the unit may use, and — if German — which Reserve
Boxes the unit may enter.

Each of the four Allied airborne commands is also a for-
mation (see Designation, below). Each of the other
commands includes more than one formation and in-
dependent units. :

TIME SCALE: Six hours per Daylight (AM or PM) Game-Tutn; 12
hours per Night Game-Turn, Because a Night turn represents
a longer period of time than a Daylight turn, there are no
special restrictions on what players may do during Night
turns, except that no air operations are permitted during
Night Game-Turns.

Sample Infantry Unit

FRONT BACK
Command .
lnotgggg 1B/1A/1-w—1t-Designation 18nA1
B0095€]—«—}-nit Type *
Firel LA H:AT=—t-unit Capabitity ’
Strength 4 = “~—-Number of Steps %
, Reduced Fire Strength
Sample Artillery Unit
FRONT BACK
Game-Tum 210ss 210ss
Available |- 31 0 (| .
Initiat " ——t-Range iy
Reserve ’ -G- TRans 2 §
Box ’
Sample Headquarters Unit (HQ)
FRONT BACK .
Formation ‘
82—+t Commanded 82
HQ gag S[Ea) Reduced E
Capability _»A"I"Z oee Capabillty--—»AT.1 .
Range . Range :

*See Unit Type Chart (page 44 or on player-aid card) for
explanation,

Note that any symbology not labelied on the sample artillery and
HQunits is read as on the sample infantry unit.

STEP EXAMPLE: Each British motorized infantry unit in the 43rd
Infantry Division (noted by a boidface 43 in the counter
designation) has four different counter-faces on the fronts
and backs of two counters, showing the unit with 4 steps {fulf
strength), 3 steps, 2 steps, and 1 step (weakest). As another
example, every German flak unit has only 1 step, shown on
the front of one counter.

Unit of Brlllsh 43rd Infantry Garman Flak Unit
Frant Back Front 8ack Front
wE || e || e || e il
gl s & 3 . 1. 18
4 Steps 3 Sleps 2 Steps 1 Step 1 Step

* There are a total of eight Commands, distinguished in the
counter-mix by colors: i
First British Airborne Division {Red)
British XXX (30) Corps (Tan)
Polish First Parachute Brigade (Yellow-arange)
US 101st Airborne Division (Light green)
US 82nd Airborne Division (Dark green)
German 15th Army (Grey) :
German First Parachute Army (Blue-grey)
German 2nd SS Panzer Corps (Green-grey)

g A
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Designation. The historical identity number of the unit.
Each unit has one, two, or three designations, separated
by slashes (/). Only the rightmost designation affects play.
If this number is in bold type, it denotes the unit as part of
a formation (usually a division). If the rightmost number is
not in bold type, it is the unit’s brigade, regiment, bat-
talion, or divisional remnant designation and denotes that
the unitis independent. - ’

Fire Strength. A quantification of the unit’s relative fire
power, used when a unit conducts any type of fire. A unit's
Fire Strength does not affect fire conducted against it. A
unit’s Fire Strength is reduced as it loses steps.

Formation. Each unit with a boldface designation is part
of a formation. All other units are independent. Units of a
formation have access to the capabilities represented by
the HQ unit of that formation {see HQ capability, below),
and may use the artillery units in the formation. All forma-
tions represent historical divisions, except for the Polish
1st Parachute Brigade.

Formation Commanded. The division that the HQ unit

commands. All units in the same formation may use the’

HQ's capabilities and depend on the HQ for artillery com-
munication (see 10.3).

Game-Turn Available. The Game-Turn in which the unit is '

first available to enter play. Certain units have a four-digit
hex number instead; these are placed on the map at the
start of play. A German unit or an Allied XXX Corps unit
may. enter play on its listed Game-Turn or any one
thereafter. An Allied airborne unit may enter play on or
after its listed Game-Turn if the Allied player has an Air-
. landing Point available (see 17.3). '

. HQ Capability. An"HQ may possess any of the following

special attributes: AT (anti-tank); E (combat engineer); B -

(bridge engineer); F (flak). These capabilities may be “lent"

to any unit in the HQ's formation that is within the hex

range listed for that capability (see 11.1). HQ capabilities
" may be reduced in range or lost as an HQloses steps.

Initial Reserve Box. The 1.D. Code of the Reserve Box to
which a German reserve unit is initially assigned. On its
Game-Turn of entry, the unit is placed in and may be moved
from this off-map area.

Number of Steps. A quantification of the unit's size and
morale. A unit has from one to four steps at the start of
play, shown by one to four bullets (*) on the counter. Steps
affect a unit's Fire Strength and its ability to stack with
other units. A unit may lose steps as a result of enemy fire,
lack of Supply Points, or — in the case of Allied airborne
units — upon airlanding.

Range. The maximum number of hexes that may lie be-
tween a hex occupied by an artillery unit conducting in-
direct fire (exclusive) and the hex it is firlng into (inclusive).
The tracing of range is not affected by the presence of
friendly or enemy units, or by terrain.

Unit Capability. A unit may have any of the following
special attributes, indicated on its counter: H, AT, S. Note
that a unit’s capability may be lost as the unit incurs step
losses.
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EXCEPTION: When playing the Free Deployment Campaign
Scenario (21.3), the middle designation of Allied airborne
units affects Allied set-up.

* A key to all unit designations can be found in the Order of
Battie on page 22. :

® There are a total of 13 formations:
GERMAN (7)
10th SS Panzer Division: 10SS
{units divided among 2 Commands)
9th S Panzer Division; 9S$
(units divided among 2 Commands)
59th Infantry Division: 59
84th Infantry Division: 84
85th Infantry Division: 85
180th infantry Division: 180
7th Parachute Division: 7F
ALLIED (6)
43rd Infantry Division: G
43rd Infantry Division: 43 .
First Airborne Division: 1 (also a Command)
82nd Airborne Division: 82 (also a Command)
101st Airborne Division: 101 {also a Command)
Polish First Parachute Brigade: P1 (also a Command)

EXAMPLE: An artillery unit with a range of 3, situated in hex 1016,
may fire into hex 1013, but not into hex 1012,

EXCEPTION: An artillery unit's range is increased by one when it
occupies a hilitop hex.

* H (Heavy Weapons). The unit exerts heavy control and may
conduct indirect fire.

« AT (Anti-Tank). The unit receives an anti-tank bonus of +1 to
the die rolt when tiring at an armored unit. All pure antl-tank
units possess this capability.

¢ S (Static). The unit cannot move, nor retreat, nor conduct
direct offensive fire. Any static unit, other than a garrison, is
eliminated when it incurs any adverse combat result.
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- 2.2, Summary of Markers

A Travel Mode marker is placed atop any type of unit to e The Travel Maode marker is merely a mnemonic. It does not
indicate that the unit is in Travel Mode. indicate the direction in which a unit must move.

An Attacker Disrupted marker is placed atop a unit that
becomes disrupted while attacking, atop an artillery unit Att Def
that fires during its Combat Phase, or atop a unit hit by a Dis Dis

successful airstrike,
A Defender Disrupted marker Is placed atop a unit that Traval Moda  Attacker Disrupled Dalendsr Disrupted

becomes disrupted while defending in combat, airlanding,
or on an artillery unit that fires during the enemy Combat

Phase.

If only one unit in a hex occupied by two units becomes e Travel Mode and Disrupted markers are each printed in both
disrupted, the marker should be placed atop the disrupted Allled and German colors, for use with appropriate forces.
unit and beneath the non-disrupted unit. If both units ina
hex are disrupted, one marker is placed atop both. —p

[

A Bridge Destroyed marker Is placed adjacent to a = —> X
bridge that the German player successfully destroys, to
indicate that the bridge may not be used by either player.  Bridge Destroyed  Bridge Intact  Bridge Under Repair

A Bridge Intact marker is placed adjacent to a bridge e When any of the three types of Bridge Status markers Is
that the German player fails or declines to destroy, or on used, place it in either hex adjacent to the bridge with the
which the Allied player has completed repairs, to indicate arrow on the marker pointing to the appropriate bridge
that the German player may not attempt to destroy the hexside. '

bridge again until he rewires it.

A Bridge Under Repair marker is placed adjacent to a
destroyed bridge that the Allied player is in the process of
repairing.

A Command Supply marker is placed on the Supply
Track matching the Command listed on the marker to in-

dicate how many Supply Points the Command possesses.

An Airborne Supply Head marker is placed on the game ‘;"" @ S
map to show the hex location in which the Allied airborne n:'s’ 101 4 &
command listed on the marker receives Supply Points. T

An Isolated Force marker is placed atop a unit or witha Command Supply  Alrbome Supply Head  Isolated Force i
group of units to indicate that they are cut off from their . 3
supply source, but in communication with each other. The "
number on the marker identifies the force. 3k

An Isolated Force Supply marker is placed on the Sup- 3
ply Track of an isolated force's command to indicate how sumy ,,
many Supply Points the force has. The identity number on 4 T Game £
the marker matches the number on the Isolated Force ot Turn =
marker.

An Interdicted marker is placed in any hex that the Isolated Forca Supply Interdicted  Game-Turn

Allied player interdicts with a Tac Air Point. An interdicted
hex inhibits German movement.
The Game-Turn marker is placed on the Game-Turn * The Game-Turn marker Is color-coded on either side to

Track toindicate the current turn. indicate that the Allied or German Player-Turn Is in progress.
A Prepared Position marker is placed atop a unit that
begins the game in, or has constructed, a prepared posi- _c:}_ X
tion. ‘ ¥
A Prepared Position Construction marker is placed atop | -
a unit that is in the process of building a prepared posi- Propared Position  Prepared Position Censtruction
tion.
An Entrenched Position marker is placed atop a unit
that begins the game in, or has constructed, an en- iglighigl
trenched position. U X
An Entrenched Position Construction marker is placed
atop aunit that Is in the process of building an entrenched Entrenched Position  Entrenched Position Construction Z
position.

AR AR .
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ABBREVIATED SEQUENCE OF PLAY

1. Weather Phase
2. Resupply Phase (AM Game-Turns only)

ALLIED PLAYER-TURN
3. Allied Air Phase
4. Allied Command Phase
a. Remove Allied AD markers.
b. Assign unit modes.
¢. Begin bridge repair and prepared and entrenched

" position construction. Complete last turn’s bridge

repair and prepared and entrenched position
construction.
5. Allied Movement Phase
6. Allied Fire Phase
7. Allied Communication Phase
a. Remove Allied DD markers.
b. Check Allied lines of communication.

c. Complete this turn’s stream bridge repair and this
_ turn’s prepared position constructlon begun with
engineer aid.

GERMAN PLAYER-TURN
8. German Air Phase
.9. German Command Phase
a. Remove German AD markers.
b. Assign unit modes.
. €. Rewire intact bridges. Begin prepared and
- entrenched position construction. Complete last
turn’s prepared and entrenched position
construction.
10. German Movement Phase
11. German Fire Phase
12. German Communication Phase
~ a. Remove German DD markers.
b. Check German lines of communication.

¢. Complete this turn's prepared position
construction begun with englneer aid.

3. Sequence of Play

Hell's Highway is played in a variable number of Game-
Turns, depending on the scenario the players choose.
Each Game-Turn is composed of a number of Phases,
some of which are ordered into an Allied and a German -
Player-Turn. During his turn, each player moves and at-
tacks with his units following the structure outlined
below. A player is called the Active or Attacking ptayer dur-
ing his Player-Turn, and the Inactive or Defending player
during his opponent’s Player-Turn. His units are some-
times called active or inactive units, as appropriate. The
completion of this sequence constitutes one Game-Turn
and is repeated as many times as the scenario calls for.

1. WEATHER PHASE ,

The German player roils the die and consuits -the
Weather Table to determine the type of weather prevalent
for the duration of the Game-Turn: Clear, Cloudy, or Over- -
cast. The weather type affects the number of Tactical Air
points both players receive and the number of Airlanding
Points the Allied player receives. There is no die roil for
weather duringa Night Game-Turn.

2. RESUPPLY PHASE

If the Game-Turn Track indicates that thisisa Resupply
Game-Turn, each player adjusts the markers on his Supply
Tracks to indicate the receipt of new Supply Points. The

German player receives Supply Points as noted on his

three Supply Tracks. The Allied player uses the Air Resup-
ply Table to determine how many Supply Points each of
his Airborne Commands receives. i

Allied Player-Turn
The Allied player conducts Phases 3 through 7.

3. ALLIEDAIRPHASE

Expend available Tac Air Points and Airlanding Pounts
Each Tac Air Point is used to conduct one airstrike against
a German unit within 10 hexes of any XXX Corps Com-
mand HQ or one interdiction on a specific hex located
within 20 hexes of any XXX Corps Command HQ. Each
Airlanding Point is used to enter one airborne reinforce-
ment unit into play. After all such reinforcements are
placed in eligible drop zone hexes on the map, use the
Airlanding Table to determine how each unit is affected by
the drop.

4, ALLIED COMMAND PHASE

A. Remove all Attacker Disrupted markers from Allied
units.

B. Assign each Allied unit to Combat or Travel Mode by
placing or removing the Travel Mode marker on each.

C. Eligible HQ units may begin repairing destroyed
bridges. Eligible infantry, anti-tank, and motorized infantry
units may begin constructing prepared or entrenched
positions. All canal bridge repair begun last turn is now
completed. All entrenched position construction begun
last turn is completed. All prepared position construction
begun last turn without the aid of combat engineers is
completed. Place or remove the appropriate markers to
indicate these activities. '

5. ALLIED MOVEMENT PHASE
Move any or all Allied units in Combat or Travel Mode,
one unit at a time. Each unit may expend up to 6 Movernent



Points as it moves. Exception: Motorized units in Travel
Mode may move an uniimited number of hexes along
roads (see 6.4). Up to six available ground reinforcement

units may enter play in Combat or Travel Mode. If any -

Allied unit moves adjacenttoa bridge or ferry, the German
player may immediately attempt to destroy the crossing.

6. ALLIED FIRE PHASE

Each German unit or stack that is adjacent to or within
range of any non-disrupted Allied units in Combat Mode
may be attacked by those Allied units. Each attack is
resolved separately, as follows:

1. Declare which German unit or stack Is being at-
tacked and which Allied units are attacking it. Specify
which attacking units are using direct fire and which are
using indirect fire. Declare use of available HQ
capabilities.

5 The German player declares defensive fire. He
specifies which defending units are tiring at which attack-
ing target units, and whether each defending unit is con-
ducting direct or indirect fire. He may also declare use of
available HQ capabilities.

3. The German player resolves defensive fire against
each attacking target unit separately. Use the Fire Table to
determine if attacking target units become disrupted
and/or lose steps as a resuit of defensive fire.

4. Resolve the attack as one offensive tire, using all the
involved Allied units that were not disrupted by German
defensive fire. Use the Fire Table to determine if the Ger-
man units become disrupted, retreat, or lose steps as a
result of offensive fire.

5. If the defending target retreated or was destroyed by
offensive fire, Allied units that conducted direct fire may
advance into the vacated hex. Allied motorized units in
Travel Mode that are adjacent to the vacant hex may
receive an exploitation move.

7. ALLIED COMMUNICATION PHASE ‘

A. Remove all Defender Disrupted markers from Allied

units. :
B. Check all Allied lines of communication. If an Allied
unit (or units) is now isolated, it becomes an isolated
force. Immediately assign it Supply Points from the Sup-
ply Track of its Command. :

C. All stream bridge repair begun this Player-Turn is
now completed. All prepared position construction begun
this turn with the aid of combat engineers is completed.
Place the appropriate markers to show these endeavors.

-8. GERMAN AIR PHASE
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German Player-Turn
The German player conducts Phases 8 through 12.

If a Tac Air Point is received this turn, expend it to con-
duct one airstrike against any Allied unit more than 10
hexes from an Allied XXX Corps HQ.

9. GERMAN COMMAND PHASE '

A. Remove all Attacker Disrupted markers from Ger-
man units. ,

B. Assign each German unit to Combat or Travel Mode.
Place each available German reinforcement in its listed
Reserve Box. .

C. Eligible HQ units may rewire intact bridges for
demolition. Eligible units may begin constructing pre-
pared or entrenched positions. Prepared and entrenched
position construction begun last turn is now completed.

10. GERMAN MOVEMENT PHASE :

Move any or all German units in Combat or Travel Mode.
German reserve units may enter play from the appropriate
TR or OR Box. German units on the map may move into a
TR Box. Units already in a Reserve Box may move toacon-
nected Reserve Box. : :

11. GERMAN FIREPHASE

A.Each Allied unit that is adjacent to or within range of
any non-disrupted German units in Combat Mode may be
attacked by those German units. Each attack is resolved
separately as follows: .

1. German Offensive Fire Declaration

2. Allied Defensive Fire Declaration

3. Allied Defensive Fire Resolution

4. German Offensive Fire Resolution

5. German Advance .

12. GERMAN COMMUNICATION PHASE .

A. Remove all Defender Disrupted markers from Ger-
man units. Remove all Allied Air Interdiction markers from
the map.

B. Check German lines of communication. Create
Isolated Forces where appropriate. )

C. All prepared position construction begun this turn
with the aid of combat engineers is completed.

One Game-Turn is now complete and another is begun. Ad-
vance the Game-Turn marker one space along the Game-
Turn Track. If this is the last Game-Turn of the scenario,
assess victory.

0
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4. UnitModes

Every unit is in Travel Mode or Combat Mode at any
given time. A unit's mode affects its ability to move, have
combat, and inhibit enemy activity. During his Command

_ Phase, the player decides which mode each of his units
will be in for the Game-Turn.

A unit's mode may be changed only during the owning
player's Command Phase or — in certain cases — as a
result of enemy fire. A disrupted unit may not change

- mode. ) :

4.1 CombatMode .

Combat Mode is the normal mode of a unit. A unit must
be in combat mode to conduct any type of fire. Most units
in Combat Mode may move, but none may use roads. A
unit in Combat Mode has a Movement Allowance of 6.

4.2. Entering Travel Mode

Any unit may enter Travel Mode during its Command
_Phaseas long as the following restrictions are met:

* A motorized unit must be in aroad hex and in supply.

« A non-motorized unit must in a road hex or a hex with
clear terrain.

* A non-motorized artillery or flak unit must be in a road
hex or a hex with terrain that it is allowed to enter (see
_Movement Chart).

« The unit may not be in a hex occupied by another friendly
unit in Combat Mode unless the hex contains a major road
or terrain the unit may enter in Travel Mode.

« The unit may not be in a hex adjacent to an enemy unit in
Combat Mode, unless the hex is cccupied by another
friendly unit that exerts control.

* The unit may not be in a hex occupied by another friendly
. unitinTravel Mode.

* A static unit or a non-motorized HQ unit may not enter
Travel Mode.

* An Allied airborne artillery or reconnaissance unit may
not enter Travel Mcde during the turn it airlands.

4.3 Leaving Travel Mode

A non-artillery unit in Travel Mode may change to Com-
bat Mode during its Command Phase in any hex contain-
ing terrain it may enter in Combat Mode (see Terrain Ef-
fects Chart), regardless of the presence of enemy units.
For example, an armored unit may leave Travel Mode in
mixed terrain, but not in broken terrain,

A unit in Travel Mode that becomes disrupted at any
time immediately changes to Combat Mode.

A unit in XXX Corps Command in Travel Mode that is not
on a supply source hex during the friendly Command
Phase must immediately change to Combat Mode (see
12.1).

4.4 Effects of Travel Mode ,

A unit in Travel Mode may use major and minor roads to
ald its movement. A travelling motorized unit has an
unlimited Movement Allowance, but may move only on
roads. A travelling non-motorized unit has a Movement
Allowance of 6. Such a unit may move on roads and in cer-
tain terrain hexes, as noted on the Terrain Etfects Chart.
Artillery and flak may move only whien in Travel Mode (see
6.4).
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Trave! Mode Combat Mode

. 20ui
RL 1o
* 5 M

EXCEPTION: Allled ground reinforcements and German reserve
- units may enter in either Combat or Travef Mode, at the
owning player’s choice during his Movement Phase.

EXCEPTION: An artillery or Hak unit in Combat Mode cannot
moveat all.

¢ Special XXX Corps Command Travel Mode Restriction
All units of British XXX Corps Command are motorized and
depend on their ever-lengthening logistical tail for the large
amounts of fuel and other supplies necessary to the
maintenance of their offensive. Because of this situation, a
unit in XXX Corps Command must not only be in a road hex
and be in supply to enter Travel Mode, but that road hex must
be a XXX Corps Command Supply Source {see 12.1 for
definition)..

* A unit already in Travel Mode in an enemy-controlied hex
during the Command Phase may remain in Travel Mode.

* An artlllery unit In Travel Mode may leave Travel Mode in any
type of terrain except rough.

EXCEPTION: A unit may leave Travel Mode in a town hex,
regardless of other terrain in the hex. if the other terrain is
normally prohibitive, the unit cannot move at all until it re-
enters Travel Mode, nor may it conduct direct offensive tire
nor retreat from the hex. The unit may conduct all other types’
of tire for which it is otherwise eligible.

EXCEPTION: /f the unit occupies a hex that prohibits the unit
from entering Combat Mode, the unit remains in Trave! Mode
and fs disrupted.

EXCEPTION: if the unit occupies a hex that prohibits the unit

from entering Combat Mode, the unit remains in Travel Mode,
but cannot move at all in the ensuing Allied Movement Phase.

s A unit in Travel Mode is sometimes called a Travelling unit.
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A unit in Travel Mode exerts no controf. A unit in Travel
Mode may not perform the following actions:
« Exitahex under any type of enemy control.
e Conduct any type of fire.
s Occupy or construct prepared or entrenched positions.
* Spot for artillery fire, - ‘
An HQ in Travel Mode may not use any of its HQ
capabilities.

5. Controlling Hexes

Most units in Combat Mode exert control into the six
hexes adjacent to the hex each occupies. A hex within a
unit’s control is considered controlled by that unit during
all Phases of the Game-Turn. Thus, a hex may be in friendly
control {if adjacent to a unit owned by the player), in enemy
control (if adjacent to a unit owned by the enemy player),
or in both enemy and friendly control (if adjacent to oppos-
ing units). Enemy movement in a hex in friendly control is

inhibited or prohibited. Each unit exerts one of three types

of control: heavy, light, or none.

5.1 Heavy Control

Heavy control is exerted into the six hexes adjacenttoa
unit with heavy weapons in Combat Mode

Heavy control extends into all types of terrain. Excep-
tions: Heavy control exerted into a city hex and/or across a
river or canal hexside (regardless of crossings) is treated
as light control for all purposes.

A unit must cease its movement for the turn upon enter-
ing a hex in heavy enemy control. A unit in Combat Mode
may move out of such a hex at a cost of three additional
Movement Points, but only if the unit has not yet ex-
pended any Movement Points this turn and does not move
. directly into a hex under any type of enemy control.

5.2 Light Control

Light control is exerted into the six hexes adjacent to a
unit in Combat Mode without heavy weapons.

Light control does not extend into city hexes or across
river or canal hexsides.

A unit in Combat Mode need not stop moving when it
enters a hex in light enemy control. Such a unit may move
out of a hex in light enemy control at a cost of two addi-
tional Movement Points and may move directly into a hex
under light enemy control or no enemy control. A unit that
moves from one hex in light enemy control directly to
another hex in light enemy control must stop moving.

5.3 No Control
The following unit types exert no control:
* Artillery.
* Flak without heavy weapons.
* Garrison.
* Headquarters.
¢ Anydisrupted unit.
¢ Any unit in Travel Mode.

6. Movement

During his Movement Phase, each player may move any
number of his units that are in play. Each unit moves one
at a time, hex-by-hex, in any direction that the player
wishes. As a unit enters a hex, it expends a certain number
of Movement Points, depending on the terrain in the hex
and other variables. When a unit has expended a number
ol Movement Points up to its Movement Point Allowance,

e There is no additional effect when more than one unit
controls a hex.

* A unit controls even a hex that it is prohibited, by terrain,
from entering. )

* The type of control a unit exerts is unaftfected by prepared or
entrenched positions. :

EXCEPTION: A flak unit with heavy weapons exerts light control,

. » Heavy control extends across stream hexsides and Into

towns.

EXCEPTIONS: See 5.3, following.

* A unit cannot move from a hex in light enemy control directly
into a hex in heavy enemy control.

» Sell-propelled artillery does exert control.
* A fak unit with heavy weapons exerts light control.

MOVEMENT POINT ALLOWANCES (MPA)

* A unit in Combat Mode has an MPA of 6, except an artillery or
{flak unit in Combat Mode has an MPA o! 0.

* A non-motorized unit in Travel Mode has an MPA ol 6.

* A motorized unit in Travel Mode has an unlimited MPA, but
can move only on roads.

s A static or garrison unit has an MPA of 0.

* A disrupted unit has an MPA of 0.




the unit must stop moving for the turn. When the player
has moved all the units he wishes tp or can in the turn, his
Movement Phase ends.

6.1 Movement Costs

The basic cost to enter a hex is one Movement Point.
The cost to enter some terrain hexes is higher {or lower),
while other terrain hexes may not be entered at all by cer-
tain units. The Terrain Effects Chart lists the costs to enter
each type of hex, depending on the type of unit moving
and its mode. The chart also lists other movement costs
{such as hexsides and enemy controlled hexes), and notes
appended to the chart include important movement
restrictions. :

Movement costs listed for a town or road on the Terrain
Effects Chart are used instead of other terrain in the hex.

When a hexside (such as a bridge) has a “ +" cost at-
tached to it, that cost is in addition to the cost for entering
the hex. A “0" indicates that the bridge may be crossed at
no additional cost. - o

As noted on the Unit Type Chart, motorized infantry

- and armored infantry units are considered non-motorized
when in Combat Mode and motorized when in Travel Mode.

.6.2 Movement Restrictions ,

A unit may not enter or pass through a hex containing
an enemy unit. . .

A unit is never required to move, or to expend its entire
Movement Point Allowance. However, a unit may not lend
oraccumulate unused Movement Points.

A unit may never exceed its Movement Point Allowance,
even to move only one hex. )

When a player has completed his moves for the turn, his
units must meet the stacking restrictions (see Saction 7).

Allied units may not move off the map. German units
may move off the map from Access Area hexes Into TR
Boxes (see 16.3).

. 6.3. Combat Modo Movement

A unit in Combat Mode may move through any number
of friendly units in any mode at no additional cost.

A unit in Combat Mode must stop moving for the turn
upon entering a hex in heavy enemy control,

A unit in Combat Mode is not required to stop upon
entering a hex in light enemy control, If it can expend

enough Movement Points to continue moving (+2 Move- .

ment Points).

A unit in Combat Mode that begins the friendly Move-
ment Phase in a hex in heavy enemy control may move out
of that hex at a cost of three additional Movement Points,
The first hex entered in this move may not be in any type of
ensmy control.

6.4 Travel Mode Movement

A unit in Travel Mode expends Movement Points in
various ways, as noted on the Terrain Effects Chart. A
travelling unit ignores the terrain in a hex when moving
from road hex to an adjacent hex connected by the same
road. A motorized travelling unit may only enter a hex
through a connecting road hexside. All other types of
travelling units may enter a hex by road or, if the hex con-
tains terrain the unit may enter In Travel Mode, by paying
the listed terrain cost for the hex.

A unit in Travel Mode may never enter or pass through
a hex containing another friendly unit in Travel Mode.

A unit in Travel Mode may not move adjacent to an
enemy unit in Combat Mode that exerts control uniess the
hex being entered is occupied by a friendly unit in Combat
Mode that exerts control.
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EXAMPLE: A US parachute infantry unit is moving. itenters
a clear hex (1 MP), a mixed hex (1 MP), and a broken hex
(2 MP's). It has spent 4 MP’s and is adjacent to a woods hex
and a broken hex. It does not have enough MP's remaining
to enter the woods hex (3 MP's), so It moves into the broken
hex, spending the last 2 of its 6 MP’s.

* In order for a motorized Infantry or armored infantry unit to
enter Travel Mods, it must occupy a hex that it could enter —
as a motorized unit — while in Trave! Mode. The XXX Corps
Command Trave! Mode restrictions apply as well, to units of
that Command.

EXCEPTION: A unit may enter a hex occupied solely by an. enemy

HQ.

* An infantry unit in Combat Mode could not move from a hex
in heavy enemy control, across a bridge, into an adjacent
forest hex (cost: 7 Movement Points). -

EXCEPTION: See Scenario 19.

* However, 2 unit cannot move directly from a hex in light
enemy control to a hex in heavy enemy control; and a unit
that moves from one hex in light enemy controtl directly to
another hex in light enemy control must stop moving.

* A motorized unit in Travel Mode may move through an
uniimited number of connected road hexes. Thus, If
unobstructed by enemy units and friendly units in Trave!
Mode, such a unit could traverse the entire game map in one
move, as could a real military formation under ideal,
uncontested conditions.

® A unit eligible to enter a hex by either (a) road or (b) paying
the terrain cost may enter the hex by either manner, at the
owning player's discretion.

* A unit in Travel Mode can enter or move through a hex
adfacent to an enemy unit that does not exert control,
including an enemy unit in Trave! Mode.



.
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A unit in Travel Mode may not move at all when in an
enemy-controlled hex.

Any type of unit travelling on a major road may enter or
pass through hexes occupied by friendly units in Combat
Mode. A non-motorized unit travelling without using a
road may enter or pass through hexes occupied by friendly
units in Combat Mode.

Any type of unit travelling on a minor road may not enter
a hex containing a friendly unit in any mode, and may not
move adjacent to another unit in Travel Mode on the same
minor road. Exceptions: Units travelling on minor roads
may move adjacent to each other when either unitisina
cross-roads or city hex.

A travelling motorized unit may not use a minor road if,
at the beginning of its move (not the beginning of the
Movement Phase) it is adjacent to another motorized unit
in Travel Mode in a hex connected by any type of road. This
rule applies regardless of how far the traveiling unit moves
in the turn before it uses a minor road. Exception: if the
unit that is going to move or the adjacent unit is inacross-
roads or city hex, the moving unit may use a minor road.

An Allied ground reinforcement in Travel Mode may not
use a minor road on the turn it enters play.

EXAMPLE

All tive units are Allied motorized. The Allied Movement Phase is
in progress. Units A and E are in Combat Mode and have already
moved. Units B, C, and D have yet to move and wish to follow A
down the minor road.

B cannot move on the minor road, since it began its move
adjacent to C; so B moves along the major road and passes
through E.

C can then move on the minor road, since B has already
moved away and D is in a crossroads hex. C moves to hex 0706,
adjacent to A. C cannot enter or pass through A's hex because of
the minor road restriction.

D can then move on the minor road following C. However, it
must stop in hex 0604, two hexes away lrom C, because of the
minor road restrictions.

Note that if the units were not moved in the preceding order,
some of the moves would not be allowed, since a unit in Travel
Mode cannot enter a hex with another unit in Travel Mode.

6.5 Motorized Exploitation Movement

A motorized unit in Travel Mode that is adjacent to an
enemy-occupied hex during the friendly Fire Phase may
be allowed an exploitation move if...

* All the enemy units in the hex or eliminated or retreat as
aresult of combat, and...

 The motorized unit's hex and the enemy-occupied hex
are connected by road.

If these conditions are met, the motorized unit may
move immediately after the combat is resolved as if it
were the friendly Movement Phase, as far as it wishes or
can, through road hexes. All the restrictions of motorized
Travel Mode movement apply. The first hex entered in an
exploitation move must be the hex just vacated by the
enemy unit(s). This “free” move must be conducted im-
medlately, before any other combats are resolved, if at all.

If a number of friendly motorized units in Travel Mode
are organized into an exploitation column at the instant of
combat, they may all receive an exploitation move if the
enemy Is dislodged from its hex. If the lead unit of the col-
umn becomes eligible for an exploitation move, all units in
the exploitation column may immediately follow the move
of the lead unit, hex-by-hex, staying in the same order, but
only through major road hexes.

e A motorized unit in Travel Mode cannot enter the same hex
twice in a single move (i.e., the unit cannot reverse direction).
This rule prevents a single unit trom darting about the map,
checking every bridge in sight for demolition.

« The minor road restrictions represent the congestion and
traltic problems that arise when military forces use a narrow
road inslead of a multi-lane road.

Crossroads. A road hex with more than two hexsides crossed by
any type of road (such as hex 0318 or 1213).

* An axploitation column is an untinterrupted chain of triendly
motorized units in Travel Mode, each adjacent to the next, all
on the same major road. The lead unit in the column must be
adjacent to the enemy-occupled hex. The column may contain
any number of eligible units.
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6.6 Water Barriers and Bridges

There are three types of water barriers on the map:

* A stream hexside may be crossed only by infantry and
anti-tank units in Combat Mode, at a cost of two additional
Movement Points. :

« A canal or river hexside may be crossed only by Allied
airborne infantry units in Combat Mode with the aid of
bridge engineers, at a cost of three additional Movement
Points.

Any of these hexsides that is traversed by a bridge may
be crossed by any type of unit in Combat or Travel Mode,
as noted on the Terrain Effects Chart.

A bridge may not be used for movement If both hexes
- adjoining the bridge are adjacent to an enemy unit that ex-
erts any type of control (even if a unit does not actually
control either hex, due to terrain).

6.7 Ferry Crossings

Certain river hexsides are crossed by ferries. A ferry
may be used by a unit to cross the rlver at the ferry hexside
at avery slow rate.

A unit may cross a river by ferry only if the following re-
quirements are met throughout the move:

« Neither hex adjoining the ferry Is enemy-occupied or in
any type of enemy control.

« The unit begins the Movement Phase in Travel Mode and
in one of the two hexes joined by the ferry.

» The unit is not disrupted or suppressed.

* No other unit has used the given ferry for movement in
the current Game-Turn.

A non-motorized infantry unit or any unit with only one
step may cross a river by ferry as its entire move for the
turn. The unit moves across the ferry hexside and may
move no further that turn.

Any other type of unit must spend two Game-Turns to
cross a river by ferry. An In-progress two-turn ferry move
must be abandoned if either ferry hex becomes enemy-
controlled or the unit is fired upon.

A ferry is considered a minor road hexside, thus allow-
ing any type of unit in Travel Mode to use the ferry
regardless of the terrain in either ad]oining hex.

6.8 Evacuation

A unit that is part of a formation that has suffered
catastrophic loss may be evacuated during the friendiy
Movement Phase if the following requirements are met:

* The current Game-Turn is a Night turn.

« If the unit is Allied, it must be able to trace communica-
tlon to any HQ of XXX Corps Command that Is in supply.

» |f the unitis German, it must be in supply.

« The unit must be able to move at least one hex.

If all these requirements are met, the unit is evacuated
simply by removing it from the map. An evacuated unit
may not re-enter play, but is not considered eliminated for
Victory Point purposes (see 18.4). However, steps that an
evacuated unit lost while in play may count for enemy
VP's. Any number of eligible units may be evacuated in a
single Night Game-Turn.
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* Lake hexslides (i.e., between hexes 6623 and 6724) have the
same properties as river hexsldes.

* For detalls, see 11.3.
* A destroyed bridge cannot be used.

oo
¢ A destroyed ferry cannot be used.

* A unit that Is fired upon while using a ferry Is considered to
occupy the hex from which the ferry crossing began—for
purposas of resolving the tire—that hex is considered to be
clear terrain,

EXAMPLE: A motorized infantry unit with three staps that
commences a lerry crossing on Game-Turn 3 would not
actually be in the hex across the river and eligible to move
until the beginning of Game-Turn 5.

* Howaever, a hex containing a road and a ferry Is not
necessarily a cross-roads hex.

® For detalls, see 11.8.

* Allied bridge engineers may allow a unit to trace
communication across a river or canal for this purpose (see
71.3).

* independent units and units in a formation that has not
suftered catastrophic loss may not be evacuated.



7. Stacking

A hex may be occupied by one or two friendly units.
However, the total number of steps in a hex may not ex-
ceed five. Units may stack together regardless of type,
parent formation, or mode. Exception: Two units in Travel
Mode may not stack together.

A headquarters unit does count as a unit for purposes of
stacking, but is considered to have only one step for
stacking purposes, regardless of how many steps it may
actually possess.

A unit may move through other units in excess of stack-
ing restrictions, but the stacking restrictions must be
obeyed at all other times.

If a stack of units is found to exceed the stacking limit,
the excess units must be eliminated (owning player's
choice).

A German garrison unit is eliminated whenever a Ger-
man unit completes its move in the garrison unit's hex.

8. Fire Combat

During his Fire Phase, a player may have his units con-
duct any number of attacks against enemy units. The aim
of a single attack is to disrupt, reduce, or force the retreat
of all the enemy units in one hex (the defending target). In
an attack, inactive units conduct defensive fire at attack-
ing targets, and then attacking units conduct offensive
fire at the defending target.

A single attack includes any number of eligible units:
the inactive units that are the defending target; active
units adjacent to the defending target; other inactive units
adjacent to the attacking units; and active and inactive ar-
tillery units within range. Depending on their type and
combat situation, some units will conduct direct fire while
others will conduct indirect fire.

A single unit may not fire in more than one attack per
Combat Phase, and may not be the target of more than one
attack per Combat Phase. A unit is never forced to attack.
If two Inactive units occupy a hex, they both must be
attacked if either is to be attacked.

8.1 General Fire Restrictions

The following units may not conduct any type of fire:
* Aunitin Travel Mode.
* Adisrupted unit.
« A static unit without heavy weapons.
¢ A headquarters unit.
« A unit that has already fired in the current Combat Phase.
An artillery unit may not conduct direct fire.
A pure anti-tank unit may not conduct direct fire at a
non-armored target.

8.2 Declaring Offensive Fire

The active player may resolve his attacks in any order he
desires. Each attack is resolved separately. After the at-
tacker announces an attack by indicating a specific
defending target, he conducts the following steps.

1. Declare which attacking units are conducting direct of-
tensive fire against the defending target. A unit may con-
duct direct offensive fire if the following requirements are
met:

*The firing unit is adjacent to the defending target.

eThe defending target hex contains terrain the firing
unit could enter in Combat Mode.

eThe firing unit could cross the hexside separating it
from the defending target hex in Combat Mode.
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EXAMPLE: Two full-strength infantry battalions of the US 82nd
Airborne Division (3 steps each) cannot stack together. It
aither ol the two units loses a step, however, they can stack
together.

EXCEPTION: A unitin Travel Mode can never move through
another unit in Travel Mode and is sometimes prevented from
moving through a unit in Combat Mcde {see 6.4).

Direct Fire. Offensive or defensive fire conducted by a unit
in a hex adjacent to its target, representing small arms fire
and close assault.

Indirect Fire. Offensive or defensive tire conducted by a unit with
heavy weapons in a hex adjacent to its target, or by an
artillery unit within range of its target.

e A static unit with heavy weapons can conduct defensive fire,
but cannot conduct any type of olfensive tire.

e This restriction does not apply to other unit types with anti-
tank capability.

* No unit can conduct direct fire across a river or canal hexside,
unless crossed by an intact bridge (the river assault penalty
is then applied; see 8.6).

=] .
May not conduct direct offensive fire into broken, rough, or
woods terrain.

= ~
May not conduct direct offensive tire into rough or woods terrain.

» None of the preceding units shown can conduct direct
offensive lire across a stream hexside unless crossed by a
bridge.



2. Declare which attacking units are conducting indirect
oftensive fire against the defending target. Units may con-
duct indirect fire even if no units are assigned to direct
fire. A non-artillery unit may conduct indirect offensive fire
if it has heavy weapons and is adjacent to the defending
target. An artillery unit may conduct indirect offensive fire
if:

|t is within range of the defending target.
*ltis not in an enemy-controlled hex.
*The defending target is spotted for ranged fire.

3. Declare the use of any headquarters engineer or anti-
tank support for the attack. A headquarters may give sup-
port if at least one attacking unit conducting direct offen-
sive fire is from the HQ's formation and is within range of
the HQ.

4, Calculate whether the entire attack will be resolved as
direct or indirect fire. if more than half the declared units
are conducting Indirect fire, the entire attack will be
resolved as indirect fire, regardless of the effects of defen-
sive fire. If at least half the declared units are conducting
direct fire, the attack may be resolved as direct fire (defen-
sive fire could still cause the attack to be resolved as in-
direct fire). Offensive fire is not resolved upon declaration;
first, the defending player has the opportunity to declare
and resolve defensive fire.

8.3 Declaring Defensive Fire

After the Active player has finished declaring an attack,
the Inactive player may declare defensive fire according to
the following steps. Any attacking target units may be the
target of defensive fire.
1. Declare which attacking target units will be fired upon
by the defending target. As long as the restrictions of 8.1
are met, the defending target unit may always conduct
direct defensive fire against one attacking target unit of
the defender's choice. If there are two defending target
units, each unit fires at a different attacking target unit;
they may not fire at the same unit unless there is only one
attacking target unit.
2. Declare which units other than the defending target(s)
are conducting direct defensive fire. A unit not under at-
tack may conduct direct defensive fire at one attacking
target if:

* It is adjacent to the attacking target unit.

* The attacking target unit Is in a hex with terrain the fir-
Ing unit could enter in Combat Mode.

* The firing unit could cross the hexside between it and
the attacking target unit in Combat Mode.
3. Declare which units will conduct indirect detensive fire.
A non-artillery unit not under attack may conduct indirect
defensive fire at one attacking target unit if it has heavy
weapons and is adjacent to the unit. An artillery unit may
conduct indirect defensive fire at one attacking target unit
if:

¢ The attacking target unit is spotted forranged fire.
* It is within range of the defending target.

* |t is not in an enemy-controlled hex.
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* No terrain prevents indirect tire.

* if such a unit can conduct direct or Indirect fire, the owning
player can choose either, at his discretion.

EXCEPTION: Anartillery unit that is adjacent to the delending
target and Is stacked with a unit that exerts control can
conduct indirect fire on the target, regardless of enem
control, o

® For details, see 10.1.

Range. The maximum number of hexes that may lie between
8 hex accupied by an artiliery unit conducting indirect tire
(exclusive)and the hex itis liring into (inclusive),

* Use of HQ engineer support costs one Supply Point at the
moment of declaration (see 11.2).

EXAMPLE: in a single German attack, two active units are
conducting direct tire while three other active units are
conducting indirect tire. The attack Is declared an indirect
lire. If the German player had not included one of his indirect
fire units, making the directfindirect ratio even, the attack
would be declared a direct fire. However, this declaration may
change when the lire Is resoived, as shown in the example
accompanying 8.5.

Altacking Target. An active unit that is conducting direct
ollensive lire. An attacking target may be subject to
defensive fire and, if adversely aflected, may not conduct its
tire,

* Delensive fire can never be conducted against an attacking
unit assigned to indiract offensive lire.

* No terrain prevents direct defensive fire conducted by the
defending unit,

EXCEPTION: An artillery unit that is a defending target can
conduct indirect defensive lire if, and only if, the restrictions
of Step 3 are metl.

* A defending unit may tire even if it Is not the target of an
attack.

* The terrain raestrictions on direct ollensive tira detailed
beside 8.2 also apply to direct defensive tire conducted by
units other than the defending target.

* No terrain prevents indiract lire.

* The defending target may spot if eligible (see 10.1).

* Defending artillery must be within range of the defending
target, not the attacking target.

EXCEPTION: An artitlery unit that Is adjacent to an attacking
target unit and is stacked with a non-artillery unit can
conduct indirect fire on that attacking target unit only.
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4. Declare use of any headquarters engineer or anti-tank
support for the defense. An HQ may give anti-tank support
to any unit conducting direct defensive fire that is from
the HQ's formation and is within range of the HQ. An HQ
may give engineer support to the defending target (only), it
from the same formation and within range.

Each unit conducting defensive fire must fire at a dif-
ferent attacking target unit, it there is one available. Two
or more inactive units may fire at the same attacking
target unit only if there is no other target unit each can fire
upon. A unit is not required to conduct defensive fire, even
if under attack. A unit that conducts defensive fire when
not under attack may not then fire if attacked later in the
same Combat Phase.

8.4 Resolving Defensive Fire

After the defending player has declared all his defen-
sive fires in an attack, each is resolved, one fire at a time.

1.Add up the Fire Strengths of all the inactive units

assigned to fire at a single attacking target unit. This sum
is the Fire Strength Total.

2. If at least half of the units are conducting direct fire at
the attacking target unit, consider the fire a direct defen-
sive fire. If more than half the units are conducting indirect
fire at the attacking target unit, consider the fire an in-
direct defensive fire. '

3. Consult the Fire Modifiers to determine how the die roll
will be medified. :

4. Roll the die and add the Fire Modifier Total to the result.
Cross-reference the Fire Strength Total with the modified

die result on the Fire Table to find the fire result. The at- .

tacker applies this result to the attacking target unit
immediately.

Repeat these steps for each attacking target unit that is

being fired upon. A single attacking target unit may be _

fired upon only once. .

8.5 Resolving Offelisive Fire

After all defensive fire in an attack is conducted, the
attacking player resolves the oftensive fire of his surviving
units. All attacking units together conduct one fire at the
defending target.

1. Total the Fire Strengths of all attacking units conduct-
ing any type of fire at the defending target. Attacking units
that were disrupted or eliminated by defensive fire are not
included in the attack.

2. Determine whether the fire will be considered direct or
indirect. If all remaining attacking units are conducting in-
direct fire, consider the fire indirect offensive fire. If an at-
tack is declared adirect fire during Step 4 of offensive fire
declaration {8.2), it would be resolved as a direct fire as
long as at least one direct fire unit is now able to fire. An
attack that was termed an indirect fire during Step 4 of 8.2
is now considered an indirect offensive fire, even if direct
fire units remain.

3. Consult the Fire Modifiers to determine how the die roll
will be modified.

4. Roll the die, adding the Fire Modifier Total to the result.
Cross-reference the Fire Strength Total with the modified
die result on the Fire Table to find the fire result. The
defender applies this result to the defending target unit(s)
immediately.

* Use of HQ engineer support costs one Supply Point at the
moment of declaration (see11.2),

* HQ engineer support cannot be given to any unit other than
the defending target.

Ry

A\
¢ A unit able to conduct defensive fire can hold its fire so that
it can lire during a later attack in the same Phase.

* Usually, no more than one inactive unit will be tiring at a
- 8ingle attacking target. Thus, Step 2 is rarely conducted; the
type of lire conducted by the firing unit has already been
declared.

* See 8.6 and the Terrain Effects Chart on the map.

* /f the dié result is an unmadified 6, the defendlng player must
spend Supply Points {see12.3) and may be able to reduce an
enemy headquarters unit {see11.6). ) .

* If no attacking units can now fire, the attack does not oceur.
However, any attacking units declared for tire must fire Iif
able.

EXAMPLES: An attack including 2 direct fire units and 3 indirect
fire units is declared an indirect tire before the defensive fire.
Even if the defensive fira has no affect, the attack will be
resolved as an indirect fire.

. An attack including 2 direct fire and 2 indirect lire units is

declared a direct fire. If defensive fire prevenis one direct tire
unit from firing, the attack is still resolved as direct fire.
However, it both direct tire units are prevented from firing,
the attack will be resolved as indirect tire.

* On an unmodified dle roli of 8, the attacking piayer must
spend Supply Points and may be able to reduce an enemy
headguarters unit.



8.6 Fire Moditiers

Each time the die is rolled to resolve a fire in acombat, a
number of modifiers will affect the die result.

Consult the Terrain Eftects Chart to find the basic fire
modifier. The chart is self-explanatory, with the following
special notes:

* When the defending target consists of two units of dif-
ferent unit types, the defender declares which type will be
used with the chart. However, any step losses incurred by
the defending target must be taken by the declared unit
first.

* A unit conducting direct offensive fire across a bridge or
stream hexside is considered in clear terrain if it is the
target of any type of defensive fire.

* An attacking target in a city hex has a less advantageous
modifier than a defending unit in a city hex, as noted on
the chart.

* The entrenched line of the chart is used if the defending
target is entrenched, regardless of the defending unit
type.

Once the basic fire modifier Is derived from the chart,
add to it any modifiers from the following list that apply to
the fire. This sum is called the Fire Modifier Total and is
added to the die result. When conducting direct fire, a Fire
Modifier Total of less than zero is ignored. When conduct-
ing indirect fire, a negative Fire Modifier Total may be
applied.

When conducting offensive or defensive fire:

+1 One or more units conducting direct fire are anti-tank
types, have anti-tank capability, or are receiving anti-tank
support from an HQ, and the target is any armored type.
+10ne or more units are conducting direct fire from a
hilitop hex.

When conducting offensive fire only:

-1 The defending target is in a hex with a town, in any
mode. This modifier is not applied If the defending target
is entrenched.

~1 The defending target is in a hex with a hilltop, in Com-
bat Mode. This madifier is not applied if the defending
targetis in Travel Mode.

~1The defending target Is in prepared positions. This
modifier is hot applied If the attacker has engineer sup-
port from an HQ (see 11.2).

—1The attacking units come from more than one Com-
mand.

+1 Indirect fire is conducted against a defending target in
Travel Mode from any hex or, direct fire is conducted
against a defending target In Travel Mode from a hex not
connected to the target hex by road. This modifier is not
applied if the defending target is in a city hex.

+1 Direct fire is conducted with engineer support against
a defending target that does not have engineer support
(see 11.2). This modifier is not applied if the defending
target occupies prepared or entrenched positions; in-
stead, the positions are ignored.

+2 Allied direct fire is conducted against a German unit
that is isolated at the moment of fire (see 12). This modifier
is not applied if the isolated unit is an SS (noted by an SS
in its designatiqn, not by Command) unit that is north of
the Neder Rijn river, and is never applied to isolated Allied
units.

A single modifier from the preceding list may only be
applied to a single fire once.
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* The fire modifier information on this chart takes into account
the type of fire being conducted (direct or indirect), the type
of target being tired upon, the made of the target unit, and
the terrain the target unit occupies. The Fire Strength and
unit type of the firing units are not considered in the Chart.

* Defending Target Choice

EXCEPTION: /f one unit is disrupted, the other unit type must be
used to determine the modifier.

* This rule also applies when one of two units in a hex
occuples a prepared or entrenched position.

* River Assault Penalty
¢ City Defense

¢ Entrenchments

EXCEPTION: /f the attacker has engineer support froman HQ,
the entrenchments are ignored and the appropriate unit type
fine is used Instead.

* Anti-Tank Support

* Miittop Fire Advantage

* Town Defense

« Hilltop Defense

* Prepared Positions

* Command Communication Penalty

* Flanking Fire

* Combat Engineers

¢ German Collapse

* Thus, if two units are conducting tire trom a hilltop hex, only
one Is added to the die roll for hilltops.
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9. CombatResults

Each time offensive or defensive fire is conducted, the
target unit(s) will incur one of the following results from
the Fire Table:

(-): The target is unaffected by the fire.
D: The target must lose one step or become disrupted.

1: The target must become disrupted and...
¢ Loseone step, or...

« Retreat one hex (an attacking target may not retreat; it

must lose a step).
2 or more: The target must become disrupted and...

e Lose the indicated number of steps, or...

« Retreat one hex and lose the indicated number of
steps less one.

If a result can be fulfilled in more than one way, the
player owning the target unit chooses how to fulfill the
resuit.

9.1 Disruption

When a defending unit becomes disrupted, place a
Defender Disrupted marker on it. When an attacking unit
becomes disrupted, place an Attacker Disrupted marker

on it. The marker remains on the unit until it is removed in -

the appropriate Phase.
Adisrupted unit...

* May not move.
* May not conduct any type of fire.
» Exerts no control.

» May not spot for ranged fire or perform any other game
function.

9.2 Step Loss

When a unit loses one or more steps, invert or replace
its counter so that the number of steps indicated on the
counter reflects the step loss.

If a unit is required to lose a number of steps equal toor
greater than the number of steps it possesses, the unitis
eliminated from play.

If a defending target that consists of two units must
lose steps, the losses may be assigned as the defending
player sees fit; it is not a per unitloss.

9.3. Retreat

The defending target may choose to retreat one hex {on-
ly)if itincurs a numerical combat result.
The following units may not retreat:

+ A static unit. . ‘
e A unit that was disrupted prior to this combat.
e Aunitin Travel Mode.

e An artillery or flak unit.

» Anattacking unit.

» A garrison unit.

A retreat is not considered movement, but a unit may
retreat only into a hex that it could enter if it were moving
in Combat Mode, regardiess of the Movement Point cost.
A unit may retreat into any adjacent hex, as long as the
following restrictions are adhered to (in order):

1. A unit may not retreat into an enemy-occupied hex or off
the game map.

2. A unit may not retreat into an enemy-controlled hex,
unless the hex is occupied by a friendly unit and stacking
restrictions are not violated by the move.

o A static unit is eliminated when it incurs a D or any numerical
combat result. A garrison unit is aliminated when
It incurs any numerical combat result.

AD DD
Att Det
Dis Dis

e A player removes all AD markers from his units during his
own Command Phase and removes all DD markers from his
units during his own Communication Phase.

e A unit that is already disrupted when fired upon suffers no
additional effects due to its disruption. However, such a unit
may not retreat. I the unit becomes disrupted again as a

* result of tire, replace its Disruption marker with an "updated”
one. For example, a unit with an Attacker Disrupted marker
that is disrupted again during the enemy Combat Phase
receives a Detender Disrupted marker.

EXAMPLE: i a full-strength unit with 3steps loses one step,
invert its counter. If it had logt 2 steps instead, its counter
_would be replaced by the one-step counter showing the exact
same designation and_unit type.

» However, see Detending Target Choice, 8.6.

o if a defending unit is unable to retreat, the entire numaerical
result must be tultilled by step loss. '

e A unit can retreat only one hex.

e If the delending target consists of two units, both must be
ratreated, or neither can retreat. '

EXCEPTION: A unit cannot retreat into a hex occupied by a
triendly unit that has already been firad upon in the current
Combat Phase and incurred a disruption or numerical result.

o A unit that retreats into a hex occupied by another unitis
eliminated if that unit is attacked in the same Combat Phase
and incurs any numerical combat result.



b3 HELL'SHIGHWAY RULES, PAGE 21

3. A unit must retreat into a vacant hex, if possible.

4, A unit must retreat into a hex that does not cause the
unit to be cut off from its HQ and/or supply source, if
possible.

5. A unit must retreat into a hex that Is not adjacent to any
enemy unit, if possible.

8. If the defending target consists of two units, each must
retreat into a different hex, if possible.

7. A unit must retreat into the hex that would cost the
fewest Movement Poins to enter.

9.4 Advance After Combat

When a hex Is vacated by a defending target that
retreats or is eliminated, one or two attacking units that
conducted direct fire in the attack may immediately ad-
vance into the hex. This advance may be made regardless
of enemy control, but stacking restrictions must be
observed. A unit is not required to advance after combat,
but the option to advance must be taken immediately after
the attack Is resolved, before conducting another attack.

A unit in Travel Mode that is adjacent to an enemy
defending target that retreats or is eliminated may be
allowed an exploitation move,

10. Artillery

An artillery unit differs from other units in the following
major ways:
* |t exerts no control.
* it may not move in Combat Mode and may never retreat.
* It may not conduct direct fire.
* It may conduct ranged fire.
* |t becomes disrupted each time it fires.

10.1 Artillery Fire Requirements

An artillery unit may fire if any one ot the following
requirements is met at the moment of fire:

¢ The artillery unit itself can spot the target.

* The artillery unit can spot an eligible unit in the same
Command that, in turn, can spot the target unit.

* The artillery unit is in communication with an eligible
HQunit that is, In turn, in fire communication with a friend-
ly unit that can spot the target.

* The artillery unit is Independent and Is in communica-
tion with an independent unit in the same Command that
can spot the target.

»

10.2 Spotting

A unit that is not disrupted nor in Travel Mode can spot
another unit if it is adjacent to the unit it wishes to spot or
occupies a hilltop hex within two hexes of the unit it
wishes to spot.

A unit that is in a formation may only spot a target for an
artillery unit in the same formation or an indefendent
artillery unit in the same Command. An independent unit
may spot for any artillery unit in the same Command.

An attacking unit that becomes disrupted by defensive
fire may not spot for artillery during the ensuing offensive
fire.

10.3 Artillery Communication

Independent units in the same Command may trace
artillery communication directly to each other. If either the
artillery or the spotting unit is in a formation, an HQ must

* Restrictions 3 through 6 are not absolute restrictions, but are
priorities that must be satistied if possible.

* The effects of enemy control are ignored during advance after
combat, but are in force during exploitation movement,

* A unit conducting indirect fire cannot advance after combat.
Delending units can never advance alter combat.

* A number of travelling units can be allowed such a move If in
an exploitation column (see 6.5).

1= = el

* The requirements of 8.2, Step 2, or 8.3, Step 3 must also be
met In order to fire. In summary, these requirements are:
1. The defending target must be in range. Remember that the
range of an artillery unit on a hilltop is Increased by one.
2. The firing unit cannot be in an enemy-controlled hex.
Exception: If the firing unit is stacked with a friendly unit, fire
may be allowed; see the notes appending 8.2 and 8.3.

* A unit that Is spotting is not required to participate in
combat.

* Even though range is counted to the defending target during
delensive fire, the attacking target must be spotted.

® An artillery unit that Is prevented from firing because of this
lack of spotting does not become disrupted.

Artlllery Communication. A communication path of any length
traced between an artillery unit and a unit that Is spotting the
artillery's target. An artillery unit that is unable to spot its
target and cannot spot an eligible unit that can spot its target
must be in artillery communication with a unit that can spot
the target in order to ftire.
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be used to trace communication. An HQ may be used for
artillery communication If the following requirements are
met:

¢ The HQ s not disrupted or suppressed.

« Neither the spotting unit nor the artillery unitisina for-
mation different from the HQ's.

« The spotting unit and the artillery unit are In the same
Command as the HQ.

10.4 Artillery Disruption

Each time an artillery unit fires, it becomes disrupted.
An artillery unit that conducts indirect defensive fire
receives a Defender Disrupted marker. An artillery unit
that conducts Indirect offensive fire receives an Attacker
Disrupted marker. The unit sutfers all disruption effects in
9.1 and the marker is removed when listed in the Sequence
of Play.

10.5 Seli-Propelled Artillery

~ SPartillery has the attributes of regular artillery when it
conducts indirect fire from a hex not adjacent to its target.
That is, its target must be spotted and the SP artillery unit
becomes disrupted upon firing. For all other purposes, SP
artillery is treated as armor. If may fire directly or indirectly
when adjacent to its target (without becoming disrupted)
and may move in Combat Mode.

11. Headquarters Units

An HQ unit represents the communication center of its
formation. Any HQ capabilities it may have are assumed to
be operating among the units of its formation. These
capabilities may be reduced or rendered inoperative dur-
ing play, but an HQ cannot be eliminated altogether
unless its formation suffers catastrophic loss.

An HQ unit may aid the units in its formation with its HQ
capabilities and may co-ordinate tire communication for
artillery spotting (see 10.3). Other than the loss of these
functions, the absence of an HQ does not adversely affect
the units of its formation.

An HQ differs from other units in five major ways:

* It exerts no control.

« An enemy unit may enter a hex occupied solely by an HQ
unit.

¢ It is considered to have one step for stacking purposes,
regardless of how many steps it actually has.

* It may never be the target of enemy fire and may not con-
duct fire.

* It may be depleted or suppressed.

11.1 HQ Capabllities

An HQ unit may have one or more capabilities listed on
its counter. Some capabilities may be used by the HQ
itself, while others are “lent” to units in the HQ's forma-
tion (only). Most capabilities are assigned a range from 1
tod.

An HQ's capabilities (including the ability to co-ordinate
artillery communication) may not be used at all if the HQis
disrupted, in Travel Mcde, or in an enemy-occupled or
enemy-controlled hex (unless the HQ is stacked with a
friendly unit that exerts control). Range for a capability
may not be traced through an enemy-occupied or enemy-
controlled hex (unless the hex is friendly-occupied).

The uses of the various HQ capabilities are described in
11.2 through 11.5. Unless specified otherwise, an HQ may
use or lend its capabilities any number of times during a
Game-Turn.

e That Is, both units must be in the HQ's formation, or one unit
must be in the lormation and the other unit must be
independent (but in the same Command).

e Artillery can also be disrupted by enemy tire or airlanding,
exactly as other units are.

e There are 13 formations, each with an HQ:
German: 10SS Panzer {(10SS) Division; Ninth SS Panzer (9SS)
Division; 591h Infantry (59) Dlvision; 84th Infantry (84) Division;
85th Infantry (85) Division; 180th Infantry (180) Division;
Seventh Parachute (7F) Division. )
Allied: Guards Armoured (G) Division; 43rd Infantry {43)
Division; First Airborne (1) Division; 82nd Airborne (82)
Division; 1018t Airborne (101) Division; Polish First Alrborne
(P1) Brigade.
The Allied player also has a spaclal XXX Corps HQ with
bridge engineers. This HQ may not be used for artiltery
communication.

o An HQ unit in Combat Mode can move like a non-motorized
artiflery unit in Travel Mode, as noted on the Terrain Effects
Chart. A non-motorized HQ cannot enter Travel Mode. Allied
HQ units in XXX Corps Command are motorized, and each
may enter Travel Mode and move as a motorized unit.

e An HQ capability with no range indicated can de used only in
the HQ's hex or by a friendly unit in the hex. A capability with
a range of one can be used In the HQ unit’s hex or any
adjacent hex, or by a friendly unit in any such hex. A
capability with a range of 2 (or 3) can be used in any hex
within 2 (or 3) hexes of the HQ unit or by a friendly unit with 2
(or 3) hexes of the HQ unit.
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11.2 Combat Engineers

Combat engineers perform a variety of functions, all of
which are assigned to units in the HQ’s formation. Some
uses of combat engineers require the expenditure of a
Supply Point, as noted in each description. If a Supply
Point is spent and then, for some reason, the engineer
function cannot be completed, the Supply Point is still
lost. .

Negate Prepared or Entrenched Position During

Direct Offensive Fire

Cost: 1 Supply Point, expended during offensive fire
declaration. When an attack on a defending target in a
prepared or entrenched position is conducted with this
support, the position is ignored. Use of combat engineers
by the defender will not prevent this effect.

Direct Otfensive Fire Bonus

Cost: 1 Supply Point, expended during offensive fire
declaration. May only be used against a defending target
that does not occupy prepared or entrenched positions. If
at least one attacking unit in the HQ's formation within
range of the combat engineers actually conducts direct
fire, a fire modifier of +1 is applied to thedieroll.

Detfensive Combat Bonus '

Cost: 1 Supply Point, expended during defensive fire
declaration. May only be used if the attacker has declared
use of combat engineers for the Direct Offensive Fire
Bonus. If the defending target is in the HQ's formation,
within range of the friendly combat engineers, and is able
to conduct defensive fire, the attacker’s bonus is negated.

Aid Prepared Position Construction

Cost: None. Declared during the friendly Command
Phase. An HQ that does not move at all during the friendly
Movement Phase may aid prepared position construction
by any number of units in its formation that are within
range of its engineers.

Construct Entrenchment

Cost: 1 Supply Point, expended during the friendly Com-
mand Phase in which construction begins. An HQ that
does not move at all during the friendly Movement Phase
may build an entrenchment in one hex occupied by a unit
in the HQ's formation within range of Its engineers.

Repair a Stream Bridge (Allied player only)

Cost: 1 Supply Point, expended during the Allied Com-
mand Phase. An HQ that does not move during one Allied
Movement Phase may repair one destroyed stream bridge
within range of its engineers.

Rewire a Bridge for Demolition (German player only)

Cost: None. Declared during the German Command

Phase. An HQ that does not move during one German

Movement Phase may rewire any number of intact bridges
- for demolition within range of its combat engineers.

11.3 Bridge Engineers

All three Allied HQ's in XXX Corps Command contain
bridge engineers. These are used to repair bridges and to
allow certain units to cross an unbridged river or canal.
Use of a bridge engineer does not cost any Supply Points,
but the HQ unit being used must be in supply throughout
the bridge engineer use. A single HQ may have its bridge
engineers perform only one of the following functions ata
time.

Repair a Stream or Canal Bridge

Declared during the Allied Command Phase. An HQ that
does not move during one Allied Movement Phase may
repair one destroyed stream or canal bridge within range
of its bridge engineers.

EXCEPTION: Bridge repair and rewiring ara performed directly
by the HQ.

* Il this support is declared and then no attacking unit of the
HQ'’s formation within range of the combat engineers actually
conducts direct fire, the engineers have no effect and the
defensive positions are taken into account.

* This boaus is not received if the attacker Is already receiving
the anti-tank bonus from any other participating unit.

® For detalls, see 13.1.

* An HQ unit cannot use its combat engineers to repair a
stream bridge or build an entrenchment during the turn it
performs this function, .

s For detalls, see 13.2,

* An HQ unit cannot undertake any other combat engineer
function during the turn it performs this function.

* For details, see 14,2,

* An HQ unit cannot use its combat engineers to construct
prepared or entrenched positions during the turn it performs
this function.

® For details, see 14.3.

* For detalls, see 14.2.
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Allow Allied Non-Motorized Infantry

to Cross Unbridged River or Canal

Declared during the Allied Command Phase. One HQ that
does not move during the Allied Movement Phase may
allow one or two Allied airborne infantry units in Combat
Mode to cross one river or canal hexside at a cost of three
additional Movement Points each. Only one HQ unit may
perform this function per Game-Turn, and it must be in a
hex that has the river or canal to be crossed as one of its
hexsides, regardless of the range of its bridge engineers.
Use of this function does not allow a unit to trace supply
across the river or canal hexside it crosses; unless the unit
can trace supply normally, it will be isolated at the end of
the Allied Player-Turn. ‘

Cross-River or Cross-Canal Evacuation

Declared during the Command Phase. An HQ that does
not move during the Allied Movement Phase may allow the
Allied player to trace communication across an unbridged
river or canal hexside within range of the HQ's bridge
engineers for purposes of evacuating units.

11.4 Anti-Tank Weapons

During offensive or defensive fire declaration, an HQ
may assign its anti-tank capability to any unitsinthe HQ's
formation that are conducting direct fire within range.
Direct offensive or defensive fire conducted by a unit with
this support is resolved as if the unit had anti-tank
capability itself ( +1 fire modifier if target is armored). HQ
anti-tank support does not require the expenditure of a
Supply Point, but the HQ must be in supply in order to use
it.

11.5 HQFlak

Two German HQ units possess flak, which may be used
to hamper the use of Allied Tactical Air Points, Airland-
ings, and air resupply. The flak capability is not assigned
to other units. The HQ “projects” a number of Flak Points
equal to its flak range into every hex within its range,
regardless of the presence of enemy units. An Allied
airstrike or airlanding that occurs In such a hex is affected
as noted on the Airstrike Table, the Airlanding Table, or the
Air Resupply Table, respectively. Use of HQ flak does not
require the expenditure of a Supply Point, but the HQ must
be in supply in order to use its flak.

11.6 Headquarters in Combat

An HQ that occupies a hex with a defending target unit
that becomes disrupted as a rasult of enemy fire does not
become disrupted. If the unit retreats, the HQ may retreat

with it. If the unit is eliminated, the HQ remains in the hex

(and enemy units may advance into the hex, suppressing
the HQ).

An HQ unit may become disrupted or lose steps as a
result of enemy fire if the HQ Is supporting units in the
combat with engineers or anti-tank weapons. If the player
rolls an unmaodified 8 when resolving one of his offensive
or defensive fires, he may apply the result to the target
and/or the supporting enemy HQ (according to the result
achieved).

Any capabilities that an HQ is using or has assigned to
other units are cancelled if the HQ becomes disrupted or
the capability’s range becomes insufficient due to step
loss.

An HQ that Is supporting an attack may be affected by
any unmodified dle roll of 6 during defensive fire,
regardless of which attacking unit is the target, as long as
the target is in the HQ's formation.

s This function is not restricted by formation or Command.

¢ Special German Flre
It the first unit to cross an unbridged river or canal crosses
diractly into a hex adjacent to a German unit that is capable
of tire, the crossing unit is subject to a special German
defensive tire as if it were in Travel Mode in clear terrain and
flanked (Fire Modiltier total of +7 if direct fire, +5 it Indirect
fira). This tire is conducted immediately, and is in addition to
defensive tire conducted by the German unit if attacked. A
second unit that crosses in the same turn must cross the
same hexside, but is not subject to the spacial lire.

e Two units can cross a river or canal with this support the tirst
time the function is used only. Theraafter, only one unit can
cross each time this function is performed.

o This function is not restricted by formation or Command.

» Fordetalls, see 6.8.

* A given fire die roll is modified by no more than +1 for anti-
tank support, no matter how many units have or receive the
anti-tank capability. An attack that uses anti-tank support
(from an HQ or a Hiring unit) may not receive the Diract Fire
Attack Bonus (from combat engineers).
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e Thus, the 9SS HQ at full strength (tlak range of 2) projects 2
Flak Points into every hex within 2 hexes of the hex it
occuples.

* An HQ can be affected by combat only if using its combat
angineers or anti-tank support. Coordinating artillery
communication does not make an HQ susceptible to
disruption or step loss.

* Firing player's cholce when enamy HQ Is hit {roll of 6):
D: HQ loses one step and target unatfected; or target affected
normally.
1: HQ disrupted and loses one step, target unaffected; or HQ
loses one step and target incurs D resuit; or target affected
normally.
2: HQ disrupted and loses one step, tarbet incurs D result; or
HQ loses one step, target incurs 1 result; or target affected
normally.
3 or more: HQ disrupted and loses one step, target incurs
Indicated result less two; or HQ loses one step and target
Incurs indicated result less one; or target affected normally.

s Whan conducting more than one delensive lire in a combat,
the defender can apply only the resuit of the tirst 6 he rolls to
the enemy HQ; additional ralis of 6 by the defender in the
combat do not aflect the attacker's HQ.
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An HQ may also lose a step, at the owning player's op-
tion, to help fulfill step losses required as a result of firing
when out of supply. This may be done as long as at least
one firing unit is in the HQ’s formation.

An Allied airborne HQ may become disrupted and/or
lose a step during airlanding. '

An HQ may not be entirely eliminated by any of the
preceding methods. Any step loss Incurred by an HQ with
only one step is ignored (it may still become disrupted).

~ 11.7 Headquarters Depletion
and Suppression

An HQ unit is depleted if it cannot trace communication
to a valid supply source or — if it can trace to the source —
that source has no Supply Points,

A depleted HQ may use none of its HQ capabilities, in-
cluding those that do not require the expenditure of sup-
ply. It may still move and may still co-ordinate artillery
communication.

AnHQis suppressediif...

* It occupies a hex occupied by an enemy unit, or -
¢ It occupies a hex from which it cannot trace communica-
tion to a single unit of its formation.

A suppressed HQ may not move at all and may perform
no game functions. It remains in its hex until no longer
suppressed or until its formation suffers catastrophic
loss (In which case the HQ Is eliminated; see 11.8). A sup-
pressed HQ is assigned no Supply Points.

11.8 Catastrophic Loss

Each formation has a different limit to the number of
non-HQ steps it may lose and still function as a cohesive
formation. When this limit is reached by a formation, it

" - suffers catastrophic loss. Independent units are not sub-

Ject to catastrophic loss.

EXAMPLE: During Game-Turn 14, itis found that 10SS Panzer
Division has three units with three steps each eliminated, and
has four other units still in play with one step loss each (other
than the HQ). It has lost 13 steps and thus sulfers
catastrophic loss.

Catastrophic loss has the following effects on a forma-

tion:

* Its HQ is immediately eliminated from play.

* The surviving units of the formation are still part of the
formation; they are not independent.

 Surviving units of the formation are eligible for evacua-
tion.

* The opposing player receives bonus Victory Points for
destroying additional steps in the formation.

* If the formation is an Allied airborne formation, any sur-
viving units that are not part of an isolated force and can-
not trace communication to a XXX Corps Command sup-
ply source immediately become an isolated force (or
forces; see 12.5). After allocating available Supply Points
to the new force(s), the Command Supply Point marker is
removed from its track.

Note that the 9SS and 10SS formations each consist of
units in 2SS Panzer Corps Command and 1st Parachute
Army Command. Nonetheless, steps lost from any of
these units count toward catastrophic loss.

* For details, see 12.4.

* For details, see 17.4.

* An HQ can be eliminated only by catastrophic loss (see 11.8).

* For details, see 12.1.

* When an Allled éirborne HQ Is serving as a supply source, it
is dapleted only if its formation has no Supply Points.

* Supply Points in isolated forces do not count for preventing
depletion.

* An HQ may go into or out of dapietion or sSuppression at any
time, whenever the appropriate conditions are met.

® An HQ has no elfect on any enemy units in the hex it
occuples; two enemy units can stack in the hex.

* Catastrophlic Loss Limits

German Allied

FORMATION ST%II’ML‘(]?SS FORMATION STETMLI?SS
10SS* 13 G 16
9s8s* 10 43 11
59 9 1 15
84 5 82 : 14
85 4 101 14
180 C 4 1P 4
7F 4

*In Scenario 20, 10SS and 9S have limits of 9and 5,
respectively.

* For easy tallying of step losses toward catastrophic loss, use
a piece of scrap paper with all the formations noted on it.

* Especially important when spotting lor artillery.

* For detalls, see 6.8,

® For details, see 18.4.

* Any Supply Points received by the formation through air
resupply any time thereafter can be assigned to an isolated
force in the formation only if that force can trace
communication to the formation's supply head. If no force
can do so, the Supply Points are lost,
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12. Supply

A unit is in supply if it can trace communication to a
valid supply source hex, and that source has at least one
Supply Point. A unit that cannot trace communicationtoa
valid supply source is isolated. A unit that can only trace
communication to a valid supply source that has no Sup-

ply Points is out of supply. This status may change any

time as the unit's situation changes.

A German unit or any Allied airborne unit can trace com-
munication to a supply source through a path of con-
nected hexes of any length. A communication path traced
by any Allied unit of XXX Corps Command may be any
length, as long as an imaginary unit in Combat Mode could
move the path's distance by spending no more than 8
Movement Points.

The supply status of units affects play in the following
ways:

« The Allied player receives a fire modifier of +2 if the Ger-
man target unit is isolated at the instant of Allied direct
offensive fire.

« A unit that is isolated during the friendly Communica-
tion Phase becomes an isolated force.

« A unit that is out of supply at the moment It fires risks
losing steps. An isolated unit faces the same risk unless
part of an isolated force that has at least one Supply Point.

A motorized unit {except those in XXX Corps) may not
enter or remain in Travel Mcde if isolated during the friendly
Command Phase.

« An HQ unit may not use any of its capabilities if out of
supply at the moment of intended use.

12.1 Supply Sources

An Allied airborne unit may use the supply head ot its
Command as a supply source. If, and only if, no unitsin the
Command can trace communication to the supply head,
the Ccmmand's HQ may be used as a supply source.

An Allied unit in XXX Corps Command may use hex 0113
orany road hex directly connected toitas a supply source,
A road hex is directly connected to hex 0113 if an uninter-
rupted path of major or minor road hexes connects the two
hexes. Neither end hex nor any hex in the path may be
enemy-occupled or enemy-controlled. Allied units do not
negate enemy control for this purpose. The path may not
be traced across a river, canal, or stream hexside, unless
crossed by a bridge with an Intact Bridge marker.

A German unit may use any Access Areahexasa supply
source hex as long as the hex is a valid entry hex for the
unit's Command and Is not enemy-occupied or enemy-
controlled (a friendly unit negates enemy control in the
hex it occupies for this purpose). Hex 7323 may also be
used as a German supply source.

12.2 Supply Points

At the beginning of play, the seven Command Supply
markers are each placed in the specially marked space of
the appropriate Supply Track to indicate the number of
Supply Points each Command starts the game with. Dur-
ing the game, each Command expends Supply Points
when an HQ in the Command uses certain capabilities and
when a 6 is rolled during the resolution of fire conducted
by units in the Command.

Each Command gains Supply Points during the Resup-
ply Phase of each AM Game-Turn. Each German Command
receives the number of points indicated on its Supply
Track. Each Allied airborne Command receives a variable
number of Supply Points through air resupply (see 12.7).

Communication. A path of hexes traced between two friendly
units or a unit and a specitic hex. Units trace communication
to determine supply, isolation and artillery spotting. A player
may trace communication from one hex to another if he can
show a path of connected hexas between them that does not
pass over a canal of river hexside and does not contain an
enemy-controlled or enemy-occupied hexA triendly unit
negates enemy control in the hex it occuplas for this
purpose. Communication may be traced across any stream
hexside or across a river or canal hexside with an intact
crossing.

« This imaginary move can be calculated as it being made by a
motorized or a non-motorized unit, at the choice of the Allied
player.

e Lack of supply does not prevent a unit from liring, nor does it
reduce the effectiveness ol its fire. )

e This moditier is not applied if the unit is an S8 unit (noted In
the unit's counter designation) that is north of the Neder Rijn
River. :

* For details, see 12.5.

* For details, see 12.4.

e An Allled unit in XXX Corps Command can enter or remaln in
Travel Mode only If it occupies a valld XXX Corps supply
source hex during the Allied Command FPhase.

¢ The HQ is depleted (see 11.7).

H

* With the exception of the two minor roads in Belgium (around
hex 0318), any road hex on the map could conceivably be a
XXX Corps supply source.

o A bridge that the German player has not had an opportunity
to destroy cannot be used.

EXCEPTIONS: Hexes In Access Areas n1,n2, w9, and w10 cannot
be used as supply sources.

¢ XXX Corps Command has no Command Supply Track (see
12.6).

* For details, see 11.2 and 12.3.

- en e m—————— . ———
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A Command may not possess more Supply Points than
the highest number shown on its Supply Track, including
Supply Points in isolated forces (see 12.5). If a Command
is scheduled to receive more Supply Points than this max-
imum, the excess points are ignored.

12.3 Spending Supply Points for Fire

Each time a player rolls an unmodified 6 when he con-
ducts any type of fire, he must spend Supply Points from
the Command to which the firing unit(s) belongs. The
- number of Supply Points spent is calculated by counting
one for sach non-artillery unit that actually fired and one
for each artillery step that actually fired. The calculated
total is spent by moving the appropriate Supply marker
down its track that number of spaces.

Since defensive fire is conducted one unit at a time,
only one Supply Point is spent when the defending player
rolls a 6 (unless an artillery unit is conducting defensive
fire, in which case Supply Points equal to its steps are
spent).

If a Command with no Supply Points is required to
spend Supply Points, the firing units must lose steps.
instead (at the rate described in 12.4).

12.4 Spending Steps for Fire

A unit may fire normally when it does not have access to
any Supply Points. However, if an unmodified 6 is rolled
when resolving the fire, thus requiring Supply Point
expenditure, the firing unit(s) must lose steps instead. The
number of steps that must be lost equals half the required
Supply Point expenditure (rounding fractions down).

When units are required to lose steps as a result of Sup-

ply Point expenditure, the owning player may remove

steps from any units that participated in the fire just
resolved in any way he sees fit. He may remove one step
from one HQ to help satisfy the required loss if aunitin its
formation fired,

12.5 Isolated Forces

During his Communication Phase, the Phasing player
checks all his units in play to see if any are isolated. Any
unit that is isolated at this time becomes an isolated force
or part of an isolated force, if not already one. When an
isolated force is first found to exist, the owning player
conducts the following steps:

1. Place an Isolated Force marker on one unit in the force.

2. Daclare how many Supply Points the isolated force will
be given. This may be any number from zero to the number
of steps all the units in the force possess. However, the
isolated force may not be assigned more Supply Points
than are currently held by the unit’'s Command.

3. Place the appropriate Isolated Force Supply marker on
the Supply Track of the unit's Command, in the space in-
dicating the number of Supply Points assigned to the
isolated force. Move the Command Supply marker on the
same track down to indicate this transfer of Supply Points.

The units in an isolated force exert control normally,
may move in Combat Mode, and may fire normally. If they
must expend Supply Points, only those Points indicated
by the Isolated Force Supply marker may be spent.

If an isolated unit that is not in an isolated force must
spend Supply Points for firing, the points are spent from
the unit's Command Supply.
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EXAMPLE /f First Airborne has 8 Supply Points in Command
supply and 3 Supply Points in an isolated force, it can receive
no more than one Supply Point in resupply (its maximum is 12).

EXAMPLE: Two motorized infantry units, one armor unit, and
one artillery unit (with 2 steps) of 2nd SS Panzer Corps are
conducting offensive lire and the German player rolls a 6. After
the combat result is implemented (using the modified die roli),
the German player must spend 5 Supply Points; he moves the
Supply marker down five spaces on the 2nd SS Panzer Corps
Supply Track.

* It a Command with at least one Supply Point is required to
spend more Supply Points than it has available in one lire
resolution, the excess expenditure must be made by
spending steps.

EXCEPTION: If one Supply Point is required, one step is lost.

* Thus, if 7 Supply Points must be spent and none are
avallable, three steps must be losi. : ’ C

* Losing a step in this manner does not cause a unit to become
disrupted. i

¢ The HQ need not have used any of its capabilities in the lire.

* The units of one isolated force need not be in the same hex
or in adjacent hexas. All isolated units in the same command
that can trace communication to each other form one
isolated force. Note also that the isolated Force marker does
not represent a supply dump in a specitic hex; it is an identity
marker only. The owning player may place the marker on any
unit of the isolated force and, if that unit is eliminated, may
move the marker to another unit in the same isolated force.

EXAMPLE: /f 2 units with 3 steps each form one isolated force,
they may be assigned Irom 0 to 6 Supply Points. However, if
their Command has only 4 Supply Paints, the force could be
assigned no more than 4 Supply Points.

EXAMPLE: 7st Airborne Division has 8 Supply Points. An
isolated force composed of units in that Command Is created
and assigned Isolated Force marker Nr. 4. The Allled player
decides to assign 3 Supply Points to the force, so he places
the Isolated Force ¢4 Supply marker on the 3 space of the 1st
Airborne Supply Track and maves the Command Supply marker
to the 5 space.

* All supply expenditure rules of 12.3 and 12.4 apply to isolated
forces.

* This situation may occur if the unit becomes isolated and
then fires belore the next Iriendly Communication Phase. An
isolated unit becomes an isolated force only during the
owning player's Communication Phase.
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The moment an isolated force is able to trace com-
munication to a valid supply source, it ceases to be an
isolated force. When this occurs, immediately remove the
Isolated Force marker and the Isolated Force Supply
marker, and restore any Supply Points the force had at the
moment to the appropriate Command (by adjusting the
Command Supply marker).

If the units of an already isolated force cannot trace
communication to each other during their Communication
Phase, they are split into separate isolated forces, so that
all units in each force are in communication with the other
units in the force.

12.6 XXX Corps Supply

British XXX Corps Command has unlimited supply; it is
not assigned Supply Points and does not normally expend
Supply Points. The XXX Corps Supply Track is used when
units in XXX Corps Command form an isolated force; the
force is assigned Supply Points (up to the number of steps
it possesses) and an Isolated Force Supply marker is
placed on the track, as described in 12.5.

if the Allied player rolls a 6 when conducting fire, par-
ticipating units in XXX Corps do not expend Supply Points
or steps.

When an HQ in XXX Corps (G, 43, or XXX Corps) uses a
capability that normally costs a Supply Point, it is not
expended.

12.7 Air Resupply

The Allied player determines how many Supply Points
each of his airborne Commands receives during the
Resupply Phase (AM Game-Turns only) by using the Air
Resupply Table. For each Command, he rolls one die and
adds the applicable modifiers listed with the table to the
die result. The modified total is then applied to the table to
determine how many Supply Points the Command
receives. There are only two ways that an airborne Com-
mand will receive no Supply Points during a Resupply
Phase: :

* It the Allied player is moving the supply head.
* If the Command has suffered catastrophic loss and no

isolated force of the Command is in communication with
the supply head.

It either of these conditions applies, the Air Resupply
Table is not used for that Command.

The Allied player may move any of his airborne supply
heads instead of receiving Supply Points for that Com-
mand. To do so, he picks up the Supply Head marker and
places it in a different hex. A supply head may only be
moved during the Resupply Phase of an AM Game-Turn.

The Polish 1st Parachute Brigade does not receive any
Supply Points through air resupply until after its HQ has
been airlanded.

If communication can be traced from an airborne supply
head to a XXX Corps supply source hex during the Resup-
ply Phase, the Command served by the supply head
automatically receives 6 Supply Points; the Air Resupply
Table is not used for the Command.
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¢ |f all the units In an isolated force are eliminated, all Supply
- Points assigned to that force are lost.

* Any Supply Points assigned to a split-up isolated force can
be divided among the newly formed forces at the owning
player’s discretion, as long as step limits are not exceeded
and the total number of Supply Points indicated on the
appropriate Supply Track does not change.

EXCEPTION XXX Corps units in isolated forces do spend Supply
Points (and, if out of Supply Points, steps).

* Howaever, the HQ must still be in supply in order to use its
capabillities.

©

* Many of the moditiers listed on the Table depend on the
proximity of German units to the airborne Command’s supply
head. Note that even if a German unit occupies the supply
head, the Command still receives at least one Supply Point.

* An airborne Command that has suffered catastrophic loss
may sthil receive Supply Points. However, any Points received
can be assigned to an isolated force of the Command nly it
that lorce can trace communication to the supply head.

* A Supply Head marker can be placed in any clear, mixed, or
broken terrain (with or without a town) that contains or Is
adjacent to a unit in the same Command.

* When using the Air Resupply Tabla for the Poles, halve the .
number of Supply Points received (rounding up).

* Aliled Alrborne-Ground Link-Up

EXCEPTION The Polish First Parachute Brigade would receive 3
Supply Points in this case.
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13. Prepared and |
Entrenched Positions

Certain German units occupy prepared or entrenched
positions at the start of play. During the game, such posi-
tions may be built by either player's motorized infantry,

infantry, or anti-tank units to improve their defensive .
. abilities.

A prepared or entrenched position may be occupied
only by the unit that constructed it (or began the game in
it).

A completed position remains in play until the owning
player voluntarily removes it or until the unit that occupies
it leaves Combat Mode, moves, retreats, is eliminated, or
conducts direct offensive fire.

13.1 Building a Prepared Position

During his Command Phase, a player may have any of
his units that meet all of the eligibility requirements begin
to bulld a prepared position.

Place a Prepared Position Construction marker atop
each eligible unit. During the Command Phase of the
player's next turn, the marker is flipped over to show that
the position is completed. However, If, during the interven-
ing Game-Turn, any of the eligibility requirements are
violated, or the unit moves or fires, the construction
markeris removed. -

If a unit is building a prepared position with the aid of
combat engineers (see 11.2), the position is completed

during the Communication Phase in the same Player-Turn

~construction began.

13.2 Building an Entrenched Position

During his Command Phase, a player may have ane of
his units in each formation that meets all the eligibility re-
quirements begin to build an entrenched position.

Spend one Supply Point from the formation's Command
and place an Entrenched Position Construction marker
atop the unit. During the Command Phase of the player's
next turn, the marker is flipped over to show that the en-
trenchment is completed. However, the construction
marker is removed during the intervening Game-Turn,
betore the entrenchment s completed, If...

* Any of the eligibility requirements are violated, or
* The supporting HQ moves, or

* The unit moves or fires.

13.3 Properties of Prepared
and Entrenched Positions

When offensive fire is conducted against a unit in a
prepared position, a fire modifier of —1 is applied to the
dieresult, :

When offensive fire is conducted against aunitinan en-
trenched position, refer to the Entrenched row of the Ter-
rain Effects Chart instead of to the unit type row to find the
Basic Fire Modifier. If the defender occupies an en-
trenched position in a town, the town is ignored.

i
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* Any other unit occupying the hex Is not In the position
{unless it also builds a position).

* A unit expends no additional Movement Points fo move out of
a position, but that position is removed from play.

* Any of the preceding units shown is eligible to bulld a
prepared position if: .
. the unit-is not in an enemy-controlled hex
. the unit is in supply.
. the unit is in Combat Mode.
.. the unit is not disrupted. ‘
... the unit does not occupy a hex containing an entrenched
position, a city hex, or a hex with a town or hilitop.

* Any of the preceding units shown is eligible to.build an
entrenched position if:
.. the unit is within range of the combat engineers in its
tormation’s HQ (see 11.2).
. the unit and the supporting HQ are not adjacent to any type
of enemy unit.
.. the unit and the HQ are in supply.
.. the unit and the HQ are in Combat Mode. .
. the unit does not occupy a city hex or a hex containing a
pl’epared position,
. the HQ is not using its combat engineers for any other
functlon
.. the unit and HQ are not disrupted.

e The eltects of a prepared or entrenched position are ignored
during a combat in which the attacker is conducting direct
tire with the aid of combat engineers (see 11.2). The position
Is not eliminated by enemy engineer use.
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14. Bridge Demolition
and Repair

Every crossing on the map begins the game intact. Dur-
ing play, the German player may attempt to destroy certain
crossings. The Allied player may repair certain bridges
that the German player has destroyed.

14.1 Bridge Demolition

The German player may attempt to destroy any crossing
on the map except for a major road bridge over a river (for
example, hexside 5614-5715). The first time that an Allied
unit enters a hex with a crossing as one of its hexsides,
the German player must declare whether or not he wishes
to destroy the crossing. If he does, he immediately rolls
one die to determine whether the attempt succeeds or not.
The die result needed to destroy a crossing depends on its
type.

If the German player does not wish to destroy a cross-
ing at first opportunity, or fails in his attempt, he may not
attempt to do so for the rest of the game, unless he
rewires the crossing for demolition (see 14.3).

The chance of demolition is not affected by the
presence or absence of German units.

A destroyed crossing may not be used for any game
purpose until repaired by the Allied player.

14.2 Bridge Repair

A destroyed stream bridge may be repaired by an Allied
HQ's combat or bridge engineers. A destroyed canal
bridge may be repaired only by an Allied HQ's bridge
engineers. A destroyed river bridge or ferry may not be
repaired at all.

During his Command Phase, the Allied player com-
mences repair ot a destroyed bridge by indicating which
HQ's engineers are repairing the bridge. The following
requirements must be met:

¢ The HQ's engineers must be within range of the
destroyed bridge hexside.

¢ The HQ must be in supply.

¢ The HQ must not be disrupted.

* The engineers may not perform any other function (in-
cluding repairing another bridge).

* The HQ's hex and both hexes bordering the bridge hex-
side must not be enemy-occupied or enemy-controlled.

* The HQ must be in Combat Mode.

Spend one Supply Point from the HQ's Command and
replace the Bridge Destroyed marker with a Bridge Under
Repair marker.

If a stream bridge is being repaired, replace the Repair
marker with an Intact Bridge marker during the Com-
munication Phase in the same Player-Turn. If a canal
bridge is being repaired, replace the Repair marker with an
Intact Bridge marker during the Command Phase of the
Allied player's next turn. However, if any of the preceding
requirements are violated or the HQ moves while the
Bridge Under Repair marker is in place, the repair ceases;
replace the marker with a Bridge Destroyed marker.

14.3 Rewiring a Crossing

The German player may use combat engineers to rewire
an intact crossing for another demolition attempt. Any
crossing that the German player failed to destroy at his
first opportunity or that has been destroyed and repaired
may be rewired.

Crossing. A bridge or ferry.

* This may be during movement, retreat, advance, or Allied
alrlanding.

* Die roll required to destroy:
... abridge across a stream: 1,2.
... amajor road bridge across a canal: 1,2.
... aminor road or non-road bridge across a canal: 1,2,3.
...anon-road bridge or ferry across a river: 1,2,3,4,5.
. . @ major road bridge across a river: Prohiblted.

* Use a Bridge Destroyed marker to indicate that a crossing has
been destroyed. if a crossing is not destroyed when first
aligible, use an Intact Bridge marker to indicate that the
German player cannot attempt to destroy the crossing.

® For detalls, see 11.2 and 11.3.

* A hexside Is within rangae if either hex it borders is within
range (see 11.1). :

/! the HQ has combat and bridge engineers, ane type may
repair one bridge while the other type performs another
function.

* A repaired bridge Is intact for all game purposes. The German
player may not attempt to destroy a repaired bridge unless he
rewires it.

* An HQ is ellgible to rewire a crossing if it meets the following
requirements:
... the HQ's engineers must be within range of all the intact
crossings they will rewire,
... the HQ must be in supply.
... the HQ must not be disrupted.

.. the HQ's hex and both hexes bordering each intact
crossing must not be enemy-occupied or enemy-
controlled.

.. the HQ must be in Combat Mode.

e B0 Lo




During his Command Phase the German player may
rewire any number of intact crossings by indicating which
eligible HQ's combat engineers are rewiring which cross-
ings.

Remove the Intact Bridge marker from each crossing
that is rewired (so the crossing has no marker).

Crossing rewiring is completed in the same Command
Phase it is begun.

A rewired crossing is not automatically destroyed. It is
treated as a crossing at the start of play. That is, the Ger-
man player may check for demolition when an Allied unit
first moves nexttoit.

15. Airpower

Airpower is represented by two types of Air Points: Tac
Air Points and Airlanding Points. A variable number of Air
Points are available to each player each daylight Game-
Turn, depending on the weather. No points are available
during night Game-Turns.

A player may use his Air Points during his Air Phase in
the Game-Turn they are received only. Any Air Points not
used during the Air Phase are lost. Tac Air Points are used
to conduct airstrikes against enemy units. The Allied
player may also use Tac Air Points to interdict hexes.
Airlanding Points are used to bring Allied airborne rein-
forcements into play (see 17).

15.1 Air Strikes

During his Air Phase, a player may spend Tac Air Points
to conduct airstrikes. Each Tac Air Point allows one
airstrike against one enemy unit or two enemy units inthe
same hex.

“The Allied player may alrstrike any German unit that is
within 10 hexes of any HQ of XXX Corps Command. If no
such HQ is on the map, any German unit within 10 hexes of
the south mapedge may be attacked by airstrike.

The German player may airstrike any Allied unit that is
not within 10 hexes of any XXX Corps Command HQ.

A unit need not be spotted to be the target of an
airstrike.

A unit may be attacked by no more than one Tac Air
Point per Game-Turn. Entrenched or prepared positions
occupied by the target of an airstrike are counted and may
not be negated by combat engineers.

To resolve an airstrike, roll one die and modify the result
as if indirect offensive fire were being conducted (see 8.6).

Locate the modified result on the Airstrike Table to find
how the target unit is affected. The target may become
disrupted andlor lose steps as a result of the strike. The

" target may not retreat. A unit that becomes disrupted by
an airstrike receives an Attacker Disrupted marker.

The effects of airstrike disruption are ldentical to other
disruption results. The marker is removed from the unit
during the owning player's Command Phase.

15.2 Flak

German flak units and HQ's with flak capabllity may
hinder Allied airstrikes, airlandings, and air resupply.
Whenever the Allied player conducts one of these func-
tions, the total number of German Flak Points exerted into
the target hex modifies the die result as noted on the
Airstrike Table, the Airlanding Table, or the Air Resupply
Table, as appropriate.
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* An HQ can use its combat engineers to rewire any number of
intact crossings within range and to perform any other
engineer functions. Howaever, the HQ cannot move during a
Player-Turn in which its engineers rewire crossings.

¢ Air Points Received
Clear: The Allled player receives 12 Airlanding Points and 6 Tac
Air Points. The German player rolls one die; if the result is 1-3,
hereceives 1 Tac Air Point; il the result is 4-6, he receives no
Points. ’
Cloudy: The Allied player receives 4 Airlanding Points and
3 Tac Air Points. The German player rolis one dle; if the result
is 1, hereceives 1 Tac Air Point; otherwise, he receives no
Points.
Overcast: The Allied player receives no Airlanding Points and
1 Tac Air Point. The German player receives no Points.

* The German player receives no Tac Air Points belore Game-
Turn 6 and no Airlanding Points at all.

* Measured by including the target hex, but not the HQ's hex.

* An HQ unit cannot be attacked by airstrika.

* In addition to the modiliers lor conducting indirect offensive
fire, the following moditiers may also be applied to the die
roli:

-1 for each German Flak Point within range of the target hex
{during Allied airstrike only).
+1 if the target unit(s) have four or more total steps.

* |f two units in the same hex are the target for an airstrike,
both units are alfected at once and any result incurred is
applied to both. Any step loss Incurred is reamoved as the
owning player sees fit. .

EXCEPTION: A German unit that becomes disrupted by airstrike
during Game-Turn 1 (Sept 17 PM) remains disrupted until the
German Command Phase of Game-Turn 2,
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Each flak unit exerts a number of Flak Points equal to
its Fire Strength. Flak Points are exerted regardless of the
presence of enemy units. However, a flak unit or HQ thatis
disrupted or in Travel Mode exerts no Flak Points. An HQ
that is depleted or suppressed exerts no Flak Points. Flak
has no effect on Allied interdiction,

15.3 Interdiction

During his Air Phase, the Allied player may spend Tac
Air Points to conduct interdiction. Each Tac Air Point
allows one hex to be interdicted. Any hex within 20 hexes
of any HQ of XXX Corps Command may be interdicted.
Simply place an Interdiction marker on the hex.

An Interdicted hex costs three additional Movement
Points for a German unit in Combat Mode to exit An inter-
dicted hex may not be entered or exited by a German unit
in Travel Mode at all. The German player may not trace
communication through an interdicted hex.

The effects of interdiction on a hex are removed during
the German Communication Phase in the same Game-
Turn that the hex becomes interdicted.

16. German Reserves

All German units that are not ptaced on the map at the
start of play are called reserves and enter the game via the
German reserve network. German units on the map may
exit and become reserves.

During his Command Phase, the German player in-
spects his units not yet in play and places all his units that
become available in the current Game-Turn (listed on each
counter) in the Reserve Boxes listed for each (also on the
counter). A German unit must be placed in its listed TR
Box or OR Box when it first becomes avaiiable.

16.1 Reserve Movement

Ouring his Movement Phase, the German player may
move any of his reserve units as follows:

Froma TR Box:

* A unit in either mode may enter the map in any hex of the
Access Area matching the TR Box. The unit moves normal-
ly, paying terrain cost for the first hex entered. A unit may
enter the map in an enemy-controlled hex, but not an
enemy-occupied hex.

s Any unit may move to the connected OR Box.

Froman OR Box:

* A motorized unit in Travel Mode may enter the map in
any hex containing aroad leading off the map in an Access
Area matching any TR Box designated in the OR Box.

* Any w it may move into aconnected TR Box.
* Any unit may move into the connected CR Box.

Froma CR Box:
* Any unit may move into a connected OR Box.

These rules allow a German unit to move anywhere in
the reserve network of its Command over a period of
Game-Turns, -~

The mode and type of a unit in a reserve box has no
effect on its movement unless it is entering the map. The
mode of aunit entering the map is assigned at the beginn-
ing of its move, not during the Command Phase.

16.2 Reserve Box Restrictions

A unit may never move from a reserve box in one Com-
mand to areserve box in another Command.

Any number of units may occupy a reserve box. A unitin
areserve box may not attack nor be attacked in any way.
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* Flak Range
A flak unit without heavy weapons exerts its Flak Points into
the hex it occupies and every adjacent hex. A liak unit with
heavy weapons exerts its Flak Points into every hex within
two hexes of the hex it occupies. A German HQ with flak
capability exarts its Flak Points as described in 11.5.

+

* An interdicted hex hés no effect on Allied movement or
communication.

* Once a reserve unit enters the map, it is subject to all rules of
in-play German units.

e A unit cannot enter the map in a hex with prohibitive terrain.
A motorized unit in Travel Mode can enter the map only in a
hex that has a major or minor road leading off the map.

EXAMPLE: A travelling motorized unit in OR Box 2 can enter
the map In hex 2402, 3001, or 3701.

« A non-motorized unit cannot enter the map from an OR Box.

« A unit in a CR Box may not move directly into a TR Box or
onto the map.

EXAMPLE: A non-motorized unit in 15th Army that exits the
map from Access Area w1 on Gama-Turn 2 can re-enter play in
Area w8 on Game-Turn 7.

* A reserve unit can spend its entire Movement Point
Allowance on the turn it enters play.



o

TR boxes 1E through 7E, 1W, and 2W and their respec-
tive Access Areas become close during the game. No unit
may enter any of these boxes during and after the Game-
Turn listed in each box. A unit that is in a TR Box during the
turn it closes must move to the connected OR Box. A Ger-
man unit may not enter or exit the map in a closed Access
Area. Hexes in a closed Access Area may not be used as a
German supply source.

No more than one unit may move between OR Box 04
and the 15th Army CR Box in a single Game:Turn. The
same restriction applies to OR Box o5 and the 2nd §S
Panzer Corps CR Box. This restriction applies to move-
ment in both directions. That is, if one unit moves from the
OR Box to the CR Box, a unit may not move from the CR
Box to the OR Box that turn. Movement between these OR
Boxes and their designated TR Boxes is not restricted.

16.3 Exiting the Map

A German unit may move off the hexfield from an Ac-
cess Area to a TR Box. Any German unit that begins its
move in a hex that is part of a German Access area or
moves into such a hex may move from that hex into the
matching TR Box. in order to do so, the unit must be able
to spend one Movement Point and, if in Travel Mode, must
be in a hex that contains a road leading off the map. A
unit's move stops when it moves off the map into a TR Box.

A German unit may exit the map from an enemy-
controlled hex, as long as it can spend the additional
Movement Points required. :

A unit may exit the map from an Access Area that is part
of a different Command. However, a unit that does so may
not re-enter play at all (it is not considered eliminated for
victory purposes).

17. Allied Reinforcements

With the exception of units of XXX Corps Command
that the Allied player places in the XXX Corps bridgehead
(see 18.2), all Allied units enter play as ground rein-
forcements or airborne reinforcaments. All units of XXX
Corps Command are considered ground reinforcements
and enter the game map from the south edge. All other
Allied units are considered airborne reinforcements and
enter play by airlanding.

17.1 Allled Ground Reinforcoments

A ground reinforcement is available on and after its
listed Game-Turn once all ground reinforcements with an
earlier Game-Turn of avallability have entered play.

Up to 6 available ground reinforcement units may be
brought into play during the Allied Movement Phase each
Game-Turn. Every ground reinforcement must enter the
map in hex 0113. This hex may be entered if enemy-
controlled, but not if enemy-occupied. The movement of
on-map units and reinforcement units may be sequenced
as the Allied player sees fit (however, each unit's move
must be completed before another's is begun).

17.2 Initlal Allled Alriandings

During his Air Phase of Game-Turn 1, the Allied player
places his three Supply Head markers {1, 82, and 101) on
the map and enters 40 airborne reinforcement units into
play via airlanding. Each of the 40 airborne reinforcement
units to be airlanded has a hex number on its full-strength
side (instead of a Game-Turn available number). This hex
number is the unit’s drop zone. The Allied player places
each unit in its drop zone hex or any adjacent hex in
accordance with the Airlanding Procedure (see 17.4).
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* Allied advances to the west and east of the game area
historically restricted German movement as the battle
progressed.

® During the campaign, the ofl-map areas represented by OR
Boxes 04 and o5 were dilficult for the German forces to
traverse, due to water obstacles.

* This rastriction is noted on the map.

* A unit cannot retreat off the map.

EXCEPTION: // every hex adjacent to a German unit is enemy-
occupled or enemy-controlied, the unit cannot exit the map.

EXAMPLE: A unitin First Parachute Army Command that exits
"~ from hex 4103 (part of 15th Army Command) Is removed from

play.

EXAMPLE: A unit listed as available on Game-Turn 2is not
actually available until all units available on Game-Turn 1 have
entered, even if Game-Turn 2 has already passed.

¢ Allied Ground Reinforcement Limit: 6 units per turn. This
does not apply to Scenario 20,

¢ Allled Ground Reinforcement Mode
A ground reinforcement may enter in Combat or Travel Mode,
decided at the moment of entry. An Allied ground
reinforcement in Travel Mode cannot use a minor road on the
turn it enters play. A ground reinforcement in Combat Mode
spends terrain cost to enter hex 0113.

® Airlanding Points are not used on Game-Turn 1.

* Each supply head must be placed in the hex listed on its
back.

* In Scenario 19 (XXX Corps Breakout), 12 airborne units of the
101st Division enter play via airlandings in Game-Turn 1. In
Scenario 20 (The Besieged), 28 airborne units of the 8§2nd and
1st Divisions enter play via airlandings in Game-Turn 1. In the
Campaign Scenarios, 40 airborne units of all three divisions
enter play via airlanding in Game-Turn 1.



-

17.3 Allied Airlandings During Play

Beginning with Game-Turn 3, the Allied player enters air-
borne reinforcements into play with his available Airland-
ing Points during his Air Phase. Each Point allows him to
airland one available airborne reinforcement unit.

Airlandings may be conducted only once per day, during
an AM turn or a PM turn in which the weather is clear or
cloudy (never at night).

An airborne reinforcement is available for airlanding on
and after the Game-Turn listed on its counter, once all air-
borne reinforcements that become available on earlier
Game-Turns have entered play. The Allied player may
choose which units to airland if he has more available than
he has Airlanding Points.

Each airborne reinforcement has a drop zone hex, just
as initially placed airborne units have.

Regardless of when an airborne reinforcement unit
enters play, it must enter in or adjacent to its assigned
drop zone hex.

All Polish units assigned to drop zone 7716 may airland
only on a clear weather turn (even if their drop zone is
changed).

Once the Allied player has chosen all the airborne rein-
forcement units he will enter in the current Air Phase, the
Airlanding Procedure is conducted.

17.4 Airlanding Procedure

Place every unit that is airlanding this Air Phase In its
drop zone hex or in an adjacent hex, within the following
restrictions:

* A glider unit may be placed in any clear or mixed terrain
hex.

* A non-glider unit may be piaced in any clear, mixed, or
broken terrain hex.

» Stacking restrictions must be adhered to during airland-
ing.

* A unit may be placed in an enemy-controlled hex, but not
in an enemy-occupied hex.

e if a drop zone is adjacent to a river or canal, a unit
assigned to that zone may not be placed across the river or
canal.

Check every airlanding unit separately to see how it is
affected by the drop. For each airlanding unit, roll one die
and add any applicable modifiers listed on the Alrlanding
Table to the die roll. Locate the modified result on the
Airlanding Table to find if the unit becomes disrupted
and/or loses a step as aresult of the airlanding. A unit that
becomes disrupted by airlanding receives a Defender
Disrupted marker.

Once all units airlanding in the turn have been rolled for,
they are considered in play and, if not disrupted, may
move and fire normally during the Player-Turn in which
they airland. .

17.5 Changing Drop 2ones

During his Air Phase, the Allied player may change the
drop zone assigned to all the units of the same Command
that have not yet airlanded If all the following re-
quirements are met;
* All the units become available on or after Game-Turn 6.

At least three Game-Turns have passed since the units
became available.

* None of the units are airlanding this Game-Turn.
¢ Anight Game-Turn is not currently in progress.
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e If the Allied player receives Airlanding Points in an AM turn
and uses any of them to enter units into play, he receives no
Airlanding Points in the PM turn that day, regardless of the
weather, It he receives no Airlanding Points in the AM turn or
receives Points but does not use them, he may receive
Airlanding Points in the PM turn, depending on the PM turn
weather.

* Drop Zones (GT 3 and after)
Flrst Alrborne Division (6 units): Hex 8008.
82nd Airborne Division (5 units): Hex 6224.
101st Airborne Division (7 units): Hex 2907.
Polish First Airborne Brigade (4 units and a supply
head); 77186, except P1 artillary (1 unit): Hex 8010.

o Historically, the Polish Airborne Brigade {except its artiflery)
awaited transport to Holland in an airfield turther north than
other Allied airlields, and more susceptlible lo poor weather.

e The presence of a town in a hex doas not aflect airlandings
there.

* Remember that an HQ has only one step lor stacking
purposes.

e | two units airland In the same hex, each Is rolled for
separately. If the tirst unit rollad for Is disrupted, the second
unit receives a die moditier of +1 when it is rolled for. This

moditier is also appiied if a unit airlands in a hex occupied by %

a triendly disrupted unit that is not airlanding.

EXCEPTION: Anartillery or reconnaissance unit cannot enter
Travel Mode during the Game-Turn in which it airlands.

EXAMPLE: The drop zone ol units available on Game-Turn 6
may be changed on Game-Turn 9 at the earliest.

4
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A drop zone may be changed to any clear, mixed, or
broken hex that is within 16 hexes of the formation’s sup-
ply head and that is not separated by a river from the
original drop zone. Once a drop zone is changed, all units
assigned to the old zone that have not yet entered play
must use the new zone when they airland.

18. Playing the Scenarios

Hell's Highway has five scenarios. The XXX Corps
Breakout uses only Map A. The Besleged uses only Map B.
The three Operation Market-Garden Campalign scenarios
use both maps. The Campaign. scenarios are differen-
tiated by the amount of freedom allowed the players in
their unit deployment.

After choosing a scenario, place the Supply Point
markers in the space of their Supply Tracks indicated as
the start space for that scenario. Place the Game-Turn
marker in the 1 space of the Game-Turn Track. The follow-
ing rules apply to all scenarios, unless stated otherwise.

18.1 German Initial Set-Up

Every German unit with a hex number (instead of a
Game-Turn Available and Reserve Box) is placed on the
game map before starting play in Its listed hex. Sixteen

units are placed on Map A, and 16 units are placed on Map

B. All German units begin play in Combat Mode.

'18.2 Allied Initial Set-Up

In the Besieged scenario, no Allied units are placed on
the map before play. In all other scenarios, the Allied
Player places units of XXX Corps Command In the XXX
Corps Bridgehead area before play. The six hexes sur-
rounded by the Allied Start Line against the south
mapedge form the XXX Corps bridgehead over the Meuse
L'Escaut Canal. Any units of XXX Corps Command that are
available on Game-Turn 1 may be placed in the bridgehead.
Any number of units may be placed in the bridgehead in
Travel or Combat Mode as long as stacking restrictions
are not exceeded and units are not placed in prohibited
terrain.

18.3 Special Game-Turn 1 Rules

The weather is clear on Game-Turn 1; the Weather Table .

is not consulted. :

No German unit may enter Travel Mode during Game-
Turn 1. A German unit that is unable to move in Combat
Mode may not move at all on Game-Turn 1. German units in
Reserve Boxes may enter play if able, but may not move to
other Reserve Boxes on Game-Turn 1. No German unit may

- build prepared positions on Game-Turn 1.

Any German unit that Is disrupted by an Allied airstrike
on Game-Turn 1 does not become undisrupted during Ger-
man Player-Turn 1. The Attacker Disrupted marker on such
a unit remains until the German Command Phase of
Game-Turn 2, Since there are no Allied airstrikes on Game-
Turn 1 of the Besieged, this rule does not apply to that
scenario.

Allied units may not become Isolated nor become
isolated forces throughout Game-Turn 1.

18.4 Victory Points (VP’s)

When a scenario is completed, the winner is determined
by the number of VP's each player has gained. As explained
in the scenario instructions, the Allied player earns VP's
for getting units of XXX Corps Command across various
geographical objectives. Each player also earns VP's for
eliminating enemy units and steps, as follows:

* Secretly note the new drop zone by jotting the hex numbers
of the old zone and the new zone on a piece of scrap paper.
When the airlanding is actuaily performed, the noted drop
zone is shown to the German player.

* Initial Command Supply Polnts
Breakout Scenario: 101 (12); 15A (6); 1P (6).
Besieged Scenario: 1(12); 82 (12); P1 (3); 2SS (18); 1P (6).
Campaign Scenario: 101 (12); 82(12); 1 (12), P1(3); 15A (6); 1P
(9); 2SS (18).

* Initial Prepared and Entrenched Positions
Units placed in the following hexes begin the game in
entrenched positions: 0217, 0313, 0513, and 0713. The unit
Placed in hex 0211 begins the game in a prepared position.

¢ The five units designated 1G/5/G must be placed in the XXX
Corps bridgehead. .
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* Unlike the players, the Germans did not know the Allies’
intentions in the tirst hours of Market-Garden, and thus
moved slowly while gathering information.

® XXX Corps lald down a massive and sustained artillery
bombardment throughout the first hours of their attempted
breakout from the Meuse I'Escaut Canal bridgehead.
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1. Each player receives one VP for each step in every
eliminated enemy unit. Steps lost in enemy unts that are
not eliminated at the end of play do not count for this type
of VP (although they may be counted as described below).

2, The German player receives one VP for each unit of XXX
Corps Command that is at replacement status at the end
of the scenario. A unit that began play with 3 or 4 steps and
has its replacement counter on the map at the end of the
game (signifying a 2 or 3 step loss) is at replacement
status. If such a unit is eliminated, the German player
receives VP's for elimination instead (see nr. 1).

3. After the scenario is completed, count up the total
number of steps lost by each formation that suffered
catastrophic loss, including steps in eliminated and non-
eliminated units. The player receives one VP tor each step
loss incurred by each such enemy formation equai to and
beyond the formation's catastrophic loss limit. It is possi-
ble for a player to receive VP's for Jost enemy steps twice,
if the unit is eliminated and part of a formation that suf-
fered catastrophic loss. "

After each player adds up all his VP's for lost enemy
steps, the Victory Conditions of the scenario are con-
sulted to determine the winner and the level of victory he
has achieved. '

« Steps in eliminated German static and garrison units do not
count for Altied VP’s. Steps in eliminated enemy HQ units do

count for VP's.

EXCEPTION: In the XXX Corps Breakout scenario, the German
player receives one VP tor each Allied unit of any Command
at replacement status.

e A unit that begins play with one or two steps can never be at
replacement status.

EXAMPLE: /f British First Airborne Division (limit: 15)loses 8
total of 18 steps, the German player receives 4 VP's.

* Lost steps from HQ units do not count for this type of VP.

19. XXX Corps Breakout

This scenario recreates the first three days of Market-
Garden in the XXX Corps and 101 Airborne sectors. The
Allied Player must get his ground troops across the map as
quickly as possible and off the north map edge so that they
may aid the beleaguered paratroopers of the 82nd and
British 1st Airborne Divisions to the north. The 101st must
hold the road and bridges along the way against German
counter attacks from the east and west. The German Player
must delay XXX Corps as long as possible without losing
too many of his valuable troops.

This scenario is 8 Game-Turns long (Game-Turns 1
through 8) and takes about four hours to play.

19.1 Set-Up

Use Map A only. Place all German units with hex
numbers below 44xx on the map (see 18.1). German units
with higher hex numbers are not used. Place Allied XXX
Corps units in the XXX Corps bridgehead (see 18.2).

19.2 Reinforcements

The Allied player receives all XXX Corps Command rein-
forcements (see 17.1) and all airborne reinforcements of
the 101st Airborne Division available on or before Game-
Turn 8 (see 17.2 and 17.3). Units of the 82nd, 1st, and Polish
Commands are not used. The Allied player receives half
the number of Airlanding Points normally available to him
each turn. A totat of 48 units of XXX Corps and 17 units of
101 AB are available (including units placed initially).

The German player receives all the reinforcements from
15th Army that are availabie on or before Game-Turn 8 and
alf reinforcements from 1st Parachute Army available on
or before turn B except those assigned to OR 09 or the Tac-
tical Reserves connect to 09. No units of 28S Command
are available. A total of 21 German reinforcements are
available. First Parachute Army receives only 1 Supply
Point each Resupply turn,

19.3 Special German Access Areas

Tactical Reserves w7 and w8 and their Access Areas lie
along the northern edge of the map in this scenario only
and are treated as normal Access Areas.

19.4 XXX Corps Exit

Allied units of XXX Corps Command (only) may exit the
north edge of the map from hex 4410 through 4415-(in-
clusive) to gain Victory Points. A unit that does so is not
considered eliminated, but may not return to play. The
restrictions of 16.3 apply.

19.5 Victory Conditions

Both players receive VP's as stated in 18.4. The Allied
player also receives one VP for each unit of XXX Corps
Command with more than one step that exits the map on
or before Game-Turn 8 {including HQ units). At the end of
turn 8, each player adds up his VP's. The German total is
subtracted from the Allied total to determine the winner
and the level of victory he has achieved:
41 or more: Allied Operational Victory
26 through 45: Allied Tactical Victory
15 through 25: German Tactical Victory
14 orless: German Operational Victory
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20. The Besieged

This scenario recreates the airdrops of the US 82nd and the
British 1st Airborne divisions far to the north of the front
line. The Allled Player must attempt to seize and hold
bridges along the main highway and in the cities of
Nijmegen and Arnhem so that the oncoming forces of XXX
Corps may get across the Neder Rijn. The great strength of
the German forces, especially that of 2nd SS Panzer Corps
will make the tasks before the 82nd Airborne difficuit and
those befare the 1st Airborne Division near impossible.

This scenario is 26 Game-Turns long and takes about 12
hours to play.

20.1 Set-Up

Use Map B only. The partial hexrow on the south
mapedge Is not in play. Place all German units with hex
numbers above 44xx on the map (see 18.1). German units
with lower hex numbers are not used. No Allied units are
placed on the map before play begins.

20.2 Reinforcements

The Allied player receives all airborne reinforcements
except those of the 101st Airborne Division (see 17.2 and
17.3). He receives 8 Airlanding Points on each clear
weather turn, and 3 Airlanding Points on each cloudy
weather turn (instead of 12 and 4, respectively).

Allied ground reinforcements may enter play in hex 4510
through 4516. Any number of available ground rein-
forcements may enter play each turn. An Allied ground
reinforcement may enter play in Travel Mode only if it
enters in hex 4512. Ground reinforcements become
available according to the following schedule (ignore the
turn listed on each counter):

Game-Turn 7 (7 units)
B/2HC/G, C/2HC/G,five units designated 2CG/5/G.

Game-Tum 8 (15 units)

Guards Armoured HQ, five units designated CG/32/G,
five units designated W or WG/32/G, four units
designated IG/5/G. One armor unit of 2IG is not available
in this scenario; also, the 31G motorized infantry unit
enters with one step loss.

Game-Turn 9 (7 units)
All remaining unis of Guards Armoured Division, XXX
Corps HQ.

Game-Turn 11 (6 units)
7H/130/43, 4D/130/43, 5D/130/43, three units designated
43/43.

Game-Turn 13 (3 units)
5C/214/43, 751214143, 1W/214/43,

Game-Turn 14 (7 units)
All remaining units of 43rd Infantry Division.

No other XXX Corps units are available. The Allied
player receives no Tac Air Points before Game-Turn 6.

The German player receives all reinforcements of 2nd
S§S Panzer Corps (49 units). He also receives al! rein-
forcements of 1st Parachute Army assigned to Boxes e10,
e11, and o9 (24 units) and he receives the 180th HQ on
Game-Turn 19 in Box e10 (ignore the entry data on the unit),
He receives no units of 15th Army. 1st Para Army Supply
Points are recorded on a separate sheet of paper (the Sup-
ply Track is on the southern map). 1st Para Army receives
only 2 Supply Points each Resupply Turn. The Catastrophic
Loss limit for 9SS Panzer Division Is 5 and for 10SS Panzer
Dlvisionis 9.

20.3 XXX Corps Supply Sources

A unit of XXX Corps Command may use hex 4511, 4512,
4516, or any road hex directly connected to any of these
hexes as a supply source. These hexes replace hex 0113
and are subject to the restrictions of 12.1.

20.4 Victory Conditions

Both players receive Victory Points as stated in 18.4.
The Allied player also receives VP's as follows:
* 1 VP for each unit of XXX Corps Command with more
than one step that is north of the Waal River and in supply
at the end of the game. ‘
* 1 VP for each step in every unit of XXX Corps Command
that is north of the Neder Rijn River and in supply at the
end of the game. A unit north of the Neder Rijn with more
than one step may also earn a VP as noted above.

At the end of Game-Turn 26, each player adds up his
VP's. The German total is subtracted from the Allied total
to determine the winner and the level of victory he has
achieved:

66 or more: Allied Strategic Victory

51 through 65: Allied Operational Victory
36 through 50: Allied Tactical Victory

21 through 35: German Tactical Victory

" 8 through 20: German Operational Victory

§ or less: German Strategic Victory

21. Operation Market-Garden Campaign Scenarios

The entire Market-Garden campaign may be played in
one of three scenarios: Historical; Hidden Airborne Rein-
forcement; or Free Deployment. All three scenarios are 26
Game-Turns long, take about 25 hours to play, and use
both maps. To place the maps togsether, position the par-
tial hexrow along the south edge of Map B map over the
44xx hexrow of Map A so that the terrain patterns match.

Note that Reserve Boxes 03, w7, w8, and 010 on Map A
are covered up when the maps are joined. identical boxes
on Map B are used instead. The 1P Command Reserve Box
on Map B is not used when the maps are joined.

Both players receive Victory Points in all three Cam-
paign scenarios as stated in 18.4, and the Allied player
earns additional VP's as stated in 20.4. At the end of
Game-Turn 26, each player adds up his VP's. The German
total is subtracted from the Allied total, and this dif-
ference is compared to the Levels of Victory in the
specific scenario being played to determine the winner.

21.1 Historical Scenario

This scenario closely recreates the historical ap-
pearances of forces in the battle. However, because the
players generally know where airborne units must appear,
the surprise of unexpected Allied airlandings is lost. The
game is set up and reinforcements enter play in accord-
ance with 16, 17, and 18.

Levels of Victory

76 or more: Allied Strategic Victory

61 through 75: Allied Operational Victory
48 through 60: Allied Tactical Victory

31 through 45: German Tactical Victory

16 through 30: German Operational Victory
15 or less: German Strategic Victory
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21.2 Hidden Airborne Reinforcement
Scenario

This scenario provides the best balance between
historicity and playability by allowing the Allied player to
vary all his airborne reinforcements while duplicating the
initial situation. This compromise puts the players closer
to the confusion of the campaign and Is recommended
over all other scenarios.

All set-up guidelines and other rules of 18 apply. All rein-
forcements enter play in accordance with 16 and 17.
However, before beginning play, the Allied player may
change the drop zones of all airborne reinforcements
available on Game-Turn 3 or later. The five drop zones
listed in 17.3 are changed according to 17.5, and are noted
on a separate sheet of paper. These altered drop zones
apply to all airborne reinforcements after the initial
airlanding. During play, the chosen drop zones may be
changed normally.

Levels of Victory

81 or more: Allied Strategic Victory

€86 through 80: Allied Operational Victory
51 through 65: Allied Tactical Victory

36 through 50: German Tactical Victory

21 through 35: German Operational Victory
20 or less: German Strategic Victory

21.3 Free Deployment Scenario

This scenario is a wild one with unpredictable results.
Both players may change their initial deployment and have
more flexibility with their reinforcements. Unless stated
otherwise, all rules of 18 apply.

SET-UP )
All German static and garrison units and units in

prepared and entrenched positions (see 18.1) are set up

normally. All other German units with a hex number may

be placed in any hex within the following restrictions:

* A unit may not be placed across a river from its listed

hex.

* A unit originally assigned to the northern map may not

be placed in or adjacent to a city hex.

The Allied player is not required to place units of IG/S/G
in the XXX Corps bridgehead (exception to 18.2).

INITIAL ALLIED AIRLANDINGS

Before beginning play and before he sees the German
set-up, the Allied player notes the deployment of his initial
?h;llandlngs secretly on a separate sheet of paper, as
ollows:

1. Assign each Supply Head marker (82, 101, 1) to any clear
or mixed hex on the map. Each marker must be separated
from each other marker by at least one river and 10 hexes.

2. Choose a different drop zone hex for each of the follow-
ing groups. 101 Command: 501 regiment (2 drop zones),
502 ragiment; 506 regiment. 82 Command: 504 regiment (2
drop zones); 505 regiment, 508 regiment. 1st Command:
1P brigade; 1A brigade.

Each drop zone may be assigned to any ciear or mixed
hex within 15 hexes of its Command supply head. One
drop zone of each Command must be on or adjacent to the
Command supply head. Two drop zones of each Command
may not be separated from the Command supply head by a
river or canal. A drop zone must be closer to its Command
supply head than to any other Command supply head. The
two drop zones of the 501 regiment must be within five
hexes of each other. The same restriction applies to the
504 regiment. A total of 10 drop zones must be noted.

3. Assign all airborne units available on Game-Turn 1 to
each drop zone. Each unit with a regiment or brigade
designation (the middle of three numbers in the designa-
tion) matching the drop zone must be assigned to that
zone. All other units may be assigned to any drop zone of
the Command. The units of the 501 and 504 regiments are
assigned to either of their drop zones at this time. Make
sure that all the units assigned to a drop zone can actually
land on the drop zone or the adjacent hexes.

After the German player has finished setting up his
units, the Allied player conducts his initial airlandings as
in 17.2, using his chosen hexes.

ALLIED REINFORCEMENTS :

Ground reinforcements enter play normally. Airborne
reinforcements available after Game-Turn 1 enter play nor-
mally. However, the Allied player may change the drop
zones of his airborne reinforcements before play, as in
Scenario 21.2, :

GERMAN RESERVES

German reserves enter play normally. However, a
reserve unit that is assigned to a TR Box when available
may be placed in its assigned box or the connected OR
Box.
Levels of Victory

91 or more: Allied Strategic Victory

76 through 90: Allied Operational Victory
61 through 75: Allied Tactical Victory

46 through 60: German Tactical Victory

31 through 45: German Operational Victory
30 or less: German Strategic Victory
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Order of Battle

Every unit in Hell’s Highway is included In the following
list. The abbreviations used on each counter are explained
where necessary. The number of units in each formation
and the number of independent units in each Command are
listed to help the players make sure they are using all their
available forces. Some units have an additional numerical
designation listed on their counter that is not repeated here.
For example, the three artillery units in the U.S. 101st Air-
borne Division are designated 1, 2, and 3 on their counters.
These unofficial sub-designations have been included only
to differentiate units of similar types in this game.

US Forces

82nd Airborne Division (All-American)
18 units plus 1 HQ, 1 Supply Head, 12 replacement units

504th Parachute Regiment

st and 3rd Battalions; D, E, and F Companies of 2nd
Battalion.

505th Parachute Regiment

1st, 2nd, and 3rd Battalions.

508th Parachute Regiment

1st, 2nd, and 3rd Battalions.

J325th Glider Regiment

1st and 2nd Battalions; 2nd Battalion of 401st Glider
Regiment attached.

Division Assets

Recon platoon; artillery, 3 units.

101st Airbome Division (Screaming Eagles)

18 units plus 1 HQ, 1 Supply Head, 12 raplacement units

501st Parachute Regiment

2nd and 3rd Battalions; A, B, and C Companies of 1st
Battalion. :

502nd Parachute Regiment

1st, 2nd, and 3rd Battalions.

506th Parachute Regiment

1st, 2nd, and 3rd Battalions.

327th Glider Regiment

1st and 2nd Battalions; 1st Battalion of 401st Glider
Regiment attached.

Division Assets

Recon platoon; artillery, 3 units.

British Forces
AIRBORNE

First Airborne Division (Red Devils)

19 units plus 1 HQ, 1 Supply Head, 10 replacement units

1st Parachute Brigade (1P)

1st, 2nd, and 3rd Battalions.

1st Airlanding Brigade (1A)

1st Battalion, Borderers, 2 units (1B); 2nd Battalion, South
Statfordshires, 2 units (2SS), 7th Battalion, King's Own
Scottish Borderers, 2 units (Ksb).

4th Parachute Brigade (4P)

10th, 11th, and 156th Battalions.

Division Assets

Glider Pilot Regiment, 3 units (GP), 1st Airlanding Light
Artillery Regiment, 2 units; recon squadron, 2 units.

XXX CORPS

Guards Armoured Division

28 units plus 1 HQ, 12 replacsment units

5th Guards Armoured Brigade

2nd Battalion, Irish Guards, 3 armored units and 1

armored car unit (21G); 3rd Battalion, Irish Guards (31G);
2nd Battalion, Grenadier Guards, 3 armored units and 1
armored car unit (2GG); 1st Battalion, Grenadier Guards
(1GG). Attached to Brigade: B and C Squadrons, 2nd
Household Cavalry (2HC). .

32nd Guards Armoured Brigade

1st Battalion, Coldstream Guards, 3 armored units and 1
amored car unit (1CG); 5th Battalion, Coldstream Guards
(SCG); 1st Battalion, Welsh Guards (1WG); 2nd Battalion,
Welsh Guards, 3 armored recon units and 1 armored car
unit (2W).

Division Assets

B and C Squadrons, 2nd Household Cavalry (2HC); 153rd
Field Artillery Regiment, Leicestershire Yeomanry, 2 units
(153); 55th Field Artillery Regiment, West Somerset
Yeomanry, 2 units (55).

43rd Infantry Division (Wessex)

15 units plus 1 HQ 13 replacement units

129th Infantry Brigade

4th Battalion, Somerset Light (4S), 4th and 5th Battalions,
Wiltshire (AW, SW).

130th Infantry Brigade

7th Battalion, Hampshire (TH); 4th and 5th Battalions,
Dorsetshire (4D, 5D).

214th Infantry Brigade

5th Battalion, Duke of Cornwall Light (SC); 1st Battalion,
Worcester Rifles (1W); 7th Battalion, Somerset Light (7S).
Division Assets

43rd Recon Regiment, 3 units; 94th Field Artillery
Regiment; 112th Field Artillery Regiment; 179th Field
Artillery Regiment. '

Independent Units

18 units plus 1 HQ, 8 replacement units

231st Infantry Brigade of 50th Infantry Division
{(Northumberiand) )

1st Battalion, Dorsetshire (1D); 2nd Battalion, Devonshire
(2D); 1st Battalion, Hampshire (1H).

15th/19th Kings Royal Hussars, 3 armor units and 1
armored car unit (15-19K). Attached: A Squadron, Royals.
(AJRAC); one battery of 86th Field Artiliery Regiment. - :
44th Royal Tank Regiment, 3 armor units and 1 armored
car unit (44RT). Attached: C Squadron, Royals (C/IRAC);
one battery of 86th Field Artillery Regiment.

Corps artillery, 2 units; independent infantry, 1 unit;
bridge engineers, 1 HQ unit.

Polish Forces

Polish First Parachute Brigade
4 units plus 1 HQ, 1 Supply Head, 3 replacement units
1st, 2nd, and 3rd Battalions; artillery group.

German Forces
15th ARMY

59th Infantry Division

12 units plus 1 HQ

1034th Regiment

1st and 2nd Battalions; artillery group.
1035th Regiment

1st and 2nd Battalions.

1036th Regiment

1st and 2nd Battalions; artillery group.
Division Assets

Recon battalion; reserve infantry company; artillery, 2
units.



85th Infantry Division

4 units plus 1 HQ

1053rd and 1054th Regiments, recon company, artillery
group. :

independent Units

1 unit
159th Infantry Regiment

FIRST PARACHUTE ARMY

180th Infantry Division
4 units plus 1 HQ
1221st, 1222nd, and 1223rd Regiments; artlllery group.

84th Infantry Division

5 units plus 1 HQ

1051st, 1062nd, and 1063rd Regiments; recon company;
artillery group.

Seventh Fallschirmjaeger (Parachute) Division (7F)
4 units plus 1 HQ
'16th, 17th, and 18th Regiments; artillery group.

9th SS Panzer Division

2 units plus 1 raplacement unit

2nd Battalion of 9th Panzer Regiment; 2nd Battalion of
20th Panzergrenadier Regiment

Remainder of division in 2nd SS Panzer Corps.

" 10th SS Panzer Division
2 units plus 1 replacemant unit

2nd Battalion of 22nd Panzergrenadier Regiment;
_regimental tank destroyer group.

Remainder of division in 2nd SS Panzer Corps.

Independent Units
38 units plus 2 replacement units
2nd Falischirmjaeger Regiment, 1 mfantry unit and 1 anti-
tank unit (2F).
* 6th Fallschirmjaeger Regiment (6F).
_ 1st and 2nd Battalions; artillery, 2 units.
7th Fallschirmjaeger Regiment (TFR)
6th Penal Battalion (6P).
60th Panzergrenadier Battalion, 1 armor unit and 1 self-
propelled artiliery unit.

107th Panzer Brigade
2107th Panzergrenadier Battalion; 2107th Panzer

Battalion, 2 units (1P, 2P); 280th Sturmgeschutz Battalion.

189th Panzer Regiment, 2 armor units and 1 infantry unit.
85th and 88th Infantry Regiments.

100th, 101st, and 105th Training Battalions.

406th Landschutzen Regiment, 3 units.

Independent flak groups, 10 units.

Garrison infantry, 3 units.
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2nd SS PANZER CORPS
Only units with SS in their designation are actually 8§
units.

ath SS Panzer Division (Hohenstaufen)

8 units plus 1 HQ, 2 replacemant units

1st Battalion of 9th Panzer Regiment.

1st Battalion of 20th Panzergrenadier Regiment.
19th Panzergrenadier Regiment

1st and 2nd Battalions.

Division Assets o
Panzer Jaeger (tank destroyer) Battalion; Pioneer Battalion
{motorized infantry); armored infantry battalion; recon
battalion.

Remainder of division in First Parachute Army.

10th SS Panzer Division (Frundsberg)
11 units plus 1 HQ, 6 replacament units

10th Panzer Regiment
1st and 2nd Battalions.

21st Panzergrenadier Regiment
1st and 2nd Battalions.

1st Battalion of 22nd Panzergrenadier Regiment.

Division Assets
Recon group, 2 units; armored infantry battalion; artillery,
3 units.

Independent Units

33 units

Flak Brigade

102nd SS Flak Battalion; 19th Flak Battalion; SS rocket
artillery battalion; artillery group, 2 units; anti-tank group,
3 units.

4th SS, 12th SS, and 16SS Training Battalions.

1st Netheriands SS Battalion (NdrSS).

42nd and 908th Sicherheits Regiments (42N, 908S).
47th Machinegun Battalion '

502nd and 506th Panzer Battalions.

642nd Marine Battalion.

Kampfgrupen (Battlegroups)

Brahams; Kauer; Knaust, 3 units; Schorken.

Herman Geering Depot Battalion, 1 motorized infantry unit
and 1 flak unit (HGD).

Schitfstammabteilung Battalion (Schfstm).
Fliegerhorst Battalion (Figrhrst).

Bocholt Training Battalion.

Flottenstamreg Battalion (Fitnstm).

Security battalion.

Independent flak group.

Garrison infantry.
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Designer’s thes

| have been playing with the idea of a game on Operation
Market-Garden for three years, ever since designingallittie
game called Red Devils for SPI. | envisioned a game that
would recreate the entire campaign in a reasonable
amount of time and space. Hell's Highway is the result of
those ideas, encompassing ten months of work. The major
design themes of the game will hopefully become clear
through play. The specifics of the game — that is, my tac-
- tical decisions on how individual sub-systems should
work — are less apparent. In a few places in the rules, |
have supported ideas with short historical notes. | would
like to make some additional comments here.

German Reserves

Perhaps the most difficult problem faced was deciding
on the degree of freedom the German player should be
allowed in the strategic use of his forces. The German
order of battle includes all the units that participated in
any way in battling Market-Garden. If their appearance
along the corridor is limited to those areas where they ac-
tually struck from, the Allies could easily guard the ap-
proaches. So the German player must have options.
However, since the German player knows the Allied objec-
tivas, unlike his historical counterpart, he can zero in on
the critical area of the map with a determination that
would be psychic in 1944. This is especially true between
the front line and Eindhoven, and between Veghel and
Grave. Historically, In the latter area there was no German
activity until after XXX Corps had reached Nijmegen. So
the German player's options must be limited.

The reserve box network Is a compromise solution be-
tween these extremes. It allows the German player to
strike anywhere, perhaps with mare flexibility than was
actually available, while the Allied player receives warning
of German intentions by watching the network. A warning
to the Allied player: You will still find the stretch of
highway between Veghel and Grave difficult to keep open.

Arnhem at All Costs

Absolutely critical to the Allied player's chances of vic-
tory is the initial alrlanding and movement of the 1st Air-
borne Division. In the first place, there is barely enough
room to land the available units. Use the drop hexes
carefully to make sure you can land all the available Red
Devils. Put some airborne infantry into travel mode and
get them marching towards Arnhem via Doorwerth on
Turn 1. Move the glider recon units to road hexes so they
can enter travel mode on Turn 2. Note that as long as you
also attack the 16SS battalion, no German units can
possibly move to block your way into Arnhem on Turn 1
(remember, German units may not enter travel mode on
Turn 1). If you don't get units into Arnhem on Turn 2, you
will never be able to enter the city.

Bridge Demalition

The die roll chances and prohibitions assigned to
bridge demolition are purely for game balance. If a major
road bridge over ariver is destroyed (say, at Nijmegen), the
game would be over immediately, so such bridges may not
be blown. If other ferrys and non-road bridges over major
rivers are not destroyed, the Allied player may use the
knowledge to his advantage, so such crossings are almost
always destroyed (1 through 5). The chances to destroy
canal and stream crossings are also designed to aid the
historical flow of the campaign.

XXX Corps Supply

An odd rule governing XXX Corps supply confuses
some players: An Allied unit in a hex does not negate Ger-

man control exerted into that hex when tracing road hexes
from a XXX Corps Supply Source Hex to hex 0113. Friendly
units do negate enemy control in all other instances of
tracing supply, including from a XXX Corps unit to a Sup-
ply Source Hex. This special restriction forces the Allied
player to guard the highway behind the lead units of XXX
Corps especially carefully. Trucks of the supply columns
represented by all Supply Source Hexes emanating from
0113 are vulnerable if within weapon distance of any
enemy formation, even if the Germans cannot actually oc-
cupy the road.

Victory Conditions

Some players feel that geographical objectives, such as
the highway bridges, should be the only consideration for
victory, and that if the Allies fail to get XXX Corps across
the Rhine they should lose. However, the existence of the
rest of the western front cannot be Ignored. Historically,
no German formations suffered Catastrophic Loss and
the Germans were able to put these units to important use
elsewhere. If the Allles fall to hold Arnhem In the game but
destroy most of 15th Army, 1st Parachute Army, and 2nd
SS Panzer Corps, the strategic situation for the Germans
would be terrible, and thus and Allied victory in the long
run could be achieved.

British Connection

| am indebted to Geoff Barnard of the British Isles for
his tremendous assistance in researching the British -
order of battle in Hell's Highway. Were it not for his help,
the game would repeat the errors of the its predecessors.
Among other revelations, | was surprised (and the Allied
player will be quite pleased) to find that the 2nd
Household Cavalry was attached to Guards Armoured
Division during Market-Garden.
: John H. Buttertield, January 1983
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EXAMPLE NR. 1
Situation prior to Combat Nr. 1

EXAMPLES OF COMBAT

Note that all Allied units depicted are in the 82nd Alrborne
formation and all German units are independent. Reler to the
Fire Table and the Fire Moditiers (see Terrain Effects Chart and
explanation, on map) when reading these examples. The German
Fire Phase is underway.

COMBAT NR. 1

The German player announcas that he is attacking hex A and
declares his offensive tire:

Both units in hex 8 and the armored infantry unit (in F) will
conduct direct tire. These units are now called attacking targets.

The German player Is not including the motorized infantry unit (F)
in this attack, although it is eligible. The artillery unit (H) will
conduct indiract fire. It is within range of the defending target
and ail units adjacent to the target may spot the target and are in
tire communication with the artillery unit. The unit in hex G is not
eligible lo participate in this altack. At the moment, three units
are conducting direct fire and one indirect fire, meaning the
attack will be resolved as direct lire.

The Allied player daclares his defensive fire:
1. The delending target (A) wiil diract fire at the armor unit (in B).
2. The parachute infantry unit in E, although not under attack,

will direct fire at the armored infantry unit (F). Since the attacking
target is armored, the HQ (in D) will lend anti-tank support to the
tire. The HQ could not lend this support to A’s lire, because the
HQ's anti-tank weapons are out of range.

3. The artillery unit (in C) will conduct indirect fire at the infantry
unit in B. Note that the artillery unit need only be in range of the
defanding target, not the attacking target. Artillery
communication Is traced from the spotting unit (A) through the
HQ (D) to the artillery unit.

The Allied player will not have the reconnaissance unit in E
firs, although eligible.

The Allied player resolves his defensive fire:

1. The defending target (A) is tiring at armor in mixed terrain. The
Fire Modifiers indicate a Basic Fire Modifier or +2. No other
modifiers apply. The Allied player rolls the die and the result is a
3, modified to a 5. Cross-referencing a Fire Strength of 5 with a
result of § on the Fire Table indicates that the anacklng target is
not affected by the ftire,

2. Parachute infantry unit E tires at armored infantry In broken
terrain. The basic Fire Modifier Is +3. The anti-tank support adds
+1 for a Fire Moditier Total of +4. The die resuit Is a 8, modified
to a 10. A 5 Fire Strength cross-referencad with a 10 die resuit
indicates a Fire Resuit of 1. The attacking target must become
disrupted and must lose one step; it may not retreat. In addition,
82nd Airborne command must spend one Supply Point for rolling
aéb.

3. Artillery unit C conducts indirect fire at infantry in mixed
terrain. The Basic Fire Modifier is +3. No other moditiers apply.
The die roll of 4 is moditied to a 7 and cross-referenced with a 4
Fire Strength, indicating a result of D. The attacking target must
become disrupted or lase ane step. The German player chooses
to disrupt the unit. The liring artillery unit Is also disrupted.

The German player resolves his offensive fire:

The armor unit (B) and the artillery unit (H) are the only
attacking units able to tire since the infantry unit (B) and the
armored infantry unit (F) were disrupted by defensive fire. There
is now one unit conducting direct fire and one unit indirect lire,
s0 the attack Is resolved as direct lire. If the armor unit had aiso
been disrupted, leaving only the artillery unit to fire, the attack
would have been resoived as indirect fire.

The units are liring at infantry in mixed terrain. The basic fire
moditier is +5. The town in the target hex adds a —1 for a Fire
Modifier Total of +4. The German player rolls a 3 which is
modified to a 7 and cross-referenced with a Fire Strength Total of
9 (3+6), indicating a result of 1. The delending target becomes
disrupted and must either lose one step or retreat one hex. The
firing artillery unit is also disrupted. The Allied player chooses to
retreat the defending target unit. The German player chooses to
advance the armor unit into hex A.
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COMBAT NR. 2
The German player announces that he is attacking hex E and
declares his offaensive fire:

Only two German units are eligible to participate: the infantry
unit in hex G and the motorized infantry unit in hex F; all other
units took part in the lirst combat. Note that both these units
have heavy weapons and thus may conduct direct or indirect lire.
The German player chooses to have unit G conduct direct fire
while unit F conducts Indirect tire. The attack will be resolved as
direct fire.

The Allied player declares his defensive fire:

The defending target (E) is composed of two units, but only
the recon unit may lire, since the parachute infantry unit tired In
the lirst combat. The recon unit will direct fire at infantry unit G.
Motorized infantry unit F may not be tired upon since it Is
conducting indiract fire and thus is not an attacking target. No
other Allied units may conduct defensive lire.

The Allled player resoives defensive fire:

The defending target (recon unit only) fires at infantry in
woods. The Basic Fire Moditier is +3. No other maditiers apply
(the town in hex G does not aid the attacking target). The die roll
of 2 is moditled to a 5 and cross-referenced with a 1 Fire
Strength, indicating that the attacking target is not affected by
the fire,

The German player resolves offensive fire:

The attacking units are conducting diract otfensive lire at
Infantry and recon in woods. The Fire Modilflers indicate the
same Basic Fire Moditier (+3) for each target type, so the Allied
player need not declare which type will be used. No other
moditiers apply. The die roil of 3 is modified to a 8 and cross-
referenced with a Fire Strength Total ot 7 (4+3) indicating 8 D
resuit. Both defending target units must become disrupted or
one of them must lose one step. The Allled player chooses 10
disrupt the units.

EXAMPLE NR. 2
Situation afler Combat Nr. 1, prior to Combat Nr. 2




UNIT TYPE CHART
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MOTORIZED

Armor

Self-Propelied

Treated as artillery when conducting ranged

Artillery fire; treated as armor for all other purposes.
Tank Armored.

Destroyer

Armored Recon

Armored Car

[ HNN BN B o

Armored Moves as non-motorized infantry when in
infantry Combat Mcde. Considered motorized when
entering or in Travel Mode.
Reconnaissance ldentical once in play.
Glider Recon
Motorized Moves as non-motorized infantry when in
Infantry Combat Mode. Considered motorized when
entering or in Travel Mode.
Motorized Exerts no Control, Cannot move in Combat
Artillery Mode. Cannot conduct direct fire.
LHQ Motorized Exerts no Control, See 11.
Headquarters
NON-MOTORIZED

Intantry

German garrison infantry (noted G in All identical once in play.
designation) cannot move nor fire and
exerts no Control.

[ 2<] Parachute
Infantry

German parachute infantry has no

g Glider

Intantry

airborne attributes.

m Anti-Tank

May not conduct direct fire at non-armored
target.

E Artillery

E"‘] Airborne Artillery

Raocket Artillery

Exerts no Control. Cannot
conduct direct fire. Cannot
move in Combat Mode.

All identicat once in play.

@ Flak

Cannot move in Combat Mode. Cannot
conduct offensive fire. If heavy weapons
capable, exerts light Control and may conduct
defensive fire only. If not heavy weapons
capable, exerts no control and can conduct no
fire (see 15.2).

Headquarters

Exerts no Control. Cannot enter
Travel Mode (see 11).

ABBREVIATED SEQUENCE OF PLAY

1. Weather Phase

German Player-Turn

2. Resupply Phase (AM Game-Turns only) 8. German Air Phase

Allied Player-Turn
3. Alilled Air Phase

4. Allied Command Phase
A.Remove Allied AD markers. B. Assign unit modes. C. Begin
bridge repair and prepared and entrenched position con-

9. German Command Phase
A.Remove German AD markers. B. Assign unit modes.
C. Rewire intact bridges. Begin prepared and entrenched
position construction. Complete last turn's prepared and
entrenched position construction.

struction, Complete last turn's bridge repair and prepared 10. German Movement Phase
and entrenched position construction. 11. German Fire Phase

5. Allied Movement Phase

8. Allled Fire Phase

7. Allied Communication Phase

12. German Communication Phase
A. Remove German DD markers. B. Check German lines of
communication. C. Complete this turn’s prepared position

A.Remove Alliad OD markers. B.Check Allied lines of construction begun with engineer aid.

commpnication. C.Complete this turn’s stream bridge repair
and this turn’s prepared position construction begun with

engineer aid.

3000201
X-4632
9/83



HEADQUARTERS' CAPABILITIES

A number appearing after an HQ capability is the range of the

capability in hexes. Those functions marked with an **+* cost 1

Supply Point to perform. See 11. for detalis.

E: Combat Englneers. HQ may parform any of the followlng:

» Negate effects of enemy prepared or entrenched posltions.*

« Glve Direct Oftensive Fire Attack Bonus (+ 1 to die roll).*

s Give Defensive Combat Bonus {negates attacker's Attack
Bonus).*

¢ Aid prepared position construction.

¢ Construct Entrenchment.* .

* Repair a stream bridge (Allied HQ's only).*

» Rewire a bridge for demolition (German HQ's only).

AT: Anti-Tank Weapons. HQ may lend the anti-tank capability to
eligible unit. ’

F: Flak (German HQ's only). May hamper Allied air strikes, air
resupply, and air landings.

B: Bridge Englnesrs (Allied HQ's only). HQ may perform any of
the following:

* Repair a stream or canal bridge.

 Allow alrbornsg infantry to cross unbridged civer or canal.

« Establish communication across river or canal for evacuation.

UNIT CAPABILITIES

H: Heavy Weapons. Unit exerts heavy control and may conduct
direct or Indirect fire,

AT: Anti-Tank Weapons. Add 1 o the die result when firing at
an armored target. All pure anti-tank units have this capability.

S: Static. Unit may not move or retreat and may not conduct
offensive fire.

Hell’s Highway
Player Aid Card

© 1983, Victory Games, Inc., New York, NY 10001

BRIDGE DEMOLITION SUMMARY

Die roll required to destroy. ..

¢ Abridgeoverastream: 1,2,

* Amajorroad brldge overacanal: 1,2.

* Aminorroad or non-road bridge overacanal: 1,2,3.
¢ A non-road bridge or ferry over ariver: 1,2,3,4,5.

* A majorroad bridge over ariver: Prohibited.

UNIT TYPE CHART

MOTORIZED

@ Armor

Selt-Propelied

Treated as artillery when conducting ranged

Artillery fire; treated as armor for all other purposaes.
28] Tank Armored.
Destroyer

Armored Recon

== Armored Car

@‘ Armored

Infantry

Moves as rion-molorlzed infantry when in
Combat Mode. Considered motorized when
entering or in Travel Mode.

Z Reconnalssance

Glider Recon

|dentical once In play.

Motorized

Moves as non-motorized infantry when In

Infantry Combat Mode. Considered motorlzed when
entering or in Travel Mode.
E Motorized Exerts no Control. Cannot move in Combat
Artillery Mode. Cannot conduct direct fire.
‘Motorized Exerts no Control. See 11.
Headquarters

NON-MOTORIZED

g Infantry

German garrison infantry (noted G in
designation) cannot move nor fire and
exerts no Control.

g Parachute

Infantry

German parachute infantry has no
airborne attributes.

Glider
Infantry

All identical once in play.

A anti-Tank

May not conduct direct fire at non-armored
target.

E Artillery

Alrborne Artillery

Rocket Artillery

Exerts no Control. Cannot
conduct direct fire. Cannot
move in Combat Mode.

All identical once in play.

= Frax

Cannot move in Combat Mode. Cannot
conduct offensive fire. If heavy weapons
capable, exerts light Conirol and may conduct
detensive (ire onty. i not heavy weapons
capable, exerts no control and can conduct no
fire (see 15.2).

Headquarters

Exerts no Control. Cannot enter
Travel Mode (see 11).

W-4347 "2/83
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FIRETABLE

FIRE STRENGTH
oie 1 2 3 45 6,7 8-10 11-13 14-16 17-20 21+ Explanation of Results:
1 - - - = = = - - - = D: Target unit or stack must lose one step or become
2 - - - - - - - - - D disrupted (owner’s choice).
3 - - _ _ _ _ _ _ D D 1:Target unit or stack must become disrupted and:
sloseone step,or
4 - - - - - - D D D D eretreat one hex.
5 - - - - D 5} D D D 1 2,3,4,5: Target unit or stack must become disrupted and:
elose the indicated number of steps, or
6 - - D D D D D 1 1 1 sratreat one hex and lose the indicated number of
- steps less one.
7 D D D D 1 1 1 2 2 Note that attacking units may never retreat,
8 D DD D 1 1 1 2 2 2 procedure:
9 D D D 1 1 1 2 2 3 3 Roll one die and add the Fire Modifier Total obtained
from the Fire Modifier Summary {see the map). Cross-
10 b O 1 1 1 2 2 3 3 4 reference the modified result with the fire strength of
11 D 1 1 1 2 2 3 3 4 5 the firing pnit(s) to determine the result. A modified
result that is less than 1 is treated as 1; amodified result
12 1 1 1 2 2 3 3 4 5 5 that is greater than 12is treated as 12.
WEATHER TABLE AIRRESUPPLY TABLE
PM Tumn suPPLlY  The Allied player uses this table each Resupply
WHEN AM WEATHER WAS: DIE Retkiveo Turn to determine how many Supply Points each of
AMTurn o Clear® Cloudy Overcast his airborne commands receives. Halve the number
_&_6_— of Supply Points received by the Polish First
Clear 1 Clear Clear Cloudy 3.4 5 Parachute Brigade (round up).
Cloudy 2 Clear Cloudy Cloudy 5,6 4 Die Moditiers: »
Cloudy 3 Clear Cloudy Cloudy 78 ) -20nGame-Turn 3.
9
Overcast 4 Cloudy Cloudy Overcast 910 2 +2 if the weather is cloudy.
Overcast 5 Cloudy Cloudy Overcast ; 1T 1 +4 if the weather is overcast.
+1 tor each German Flak Point within range of supply
Overcast 6 Overcast Overcast Overcast head. Spotting is not required for flak.

*Use this column on Game-Turn 4, regardless of
the AM result.

Procedure:
During the Weather Phase of each daylight Game-

Turn, rolt one die and cross-reference the result
with the proper column to find the weather for the

+1 foreach stap of non-disrupted German artillery in combat mode within
range of spotted supply head.

+1 tor each non-disrupted German unit in combat mode thatexerts
control adjacent to an Allied-occupied supply head or...

+1 foreach German step meeting the preceding requirements that is
adjacent 1o or on anon-Allled-occuplied supply head.

duration of the Game-Turn. This table is not used
on Game-Turn 1; the weather on that Game-Turn is
automatically clear.

Alr Points Received:

Clear: The Allied player receives 12 Airlanding
Points and 6 Tac Air Points. The German player
rolls one die; if the result is 1-3, he receives 1 Tac
Air Point; if the result is 4-8, he receives no Points.

Cloudy: The Altied player receives 4 Airlanding
Points and 3 Tac Air Points. The German player
rolls one die; if the result is 1, he receives 1 Tac Air
Point; otherwise, he receives no Paints.

Overcast: The Allied player receives no Airlanding
Points and 1 Tac Air Point. The German player
receives no Points.

No Air Points are raceived during night turns. The
Allied player raceives no Airlanding Points duringa
PM turn following an AM turn in which he has used
any Airlanding Points. The German player may not
receive Tac Air Points before Game-Turn 6.

AIRLANDING TABLE Aiimoditiers are cumulative.

DIE EFFECT ON AIRLANDING UNIT

1-3 No effect.

4-6 Disrupted; place a Defender Disrupted marker on the unit.

7+ Disrupted/; place a Defender Disrupted marker on the
unit and reduce it by one step.

Die Moditlers:

+1: if unit drops in Broken hex.
+1: If glider unit drops in Mixed hex.

+1:if unit drops in a hex occupied by a disrupted friendiy unit
(including another airlanding unit just disrupted).

+1: for each German Flak Point within range of hex.

+1: for each non-disrupted, non-flak, non-garrison German step
that is adjacent to the hex.

An airstrike i3 resolved as indirect offensive fire.
The die result is modified by all applicable moditiers

from the Fire Moditier Chart (see map)
and the following:

~1 for each enemy Flak Point exerted into target hex.
+1if the target hex has four or more steps.

AIRSTRIKE TABLE
DIE EFFECT ON TARGET
1-3  No effect.
4-8 Disrupted; place an Attacker Disrupted marker on unit.
7-10 Disrup{edn; place an Attacker Disrupted
marker on the unit and reduce it by one step.
11+ Disrupted/2; place an Attacker Disrupted

marker on the unit and reduce if by two steps.




Hell's Highway Official Errata

September 1983
Fire & Movement #39, Jan-Feb 1984

Correction: Page 11, rule 4.3:

Artillery Leaving Travel Mode

The first paragraph of Rule 4.3 applies to all
non-artillery units. An artillery unit in travel
mode may leave travel mode in any type of hex
except a hex containing rough terrain.
Remember, an articllery unit that leaves travel
mode is in combat mode and may not move at all
until it re-enters travel mode.

Clarification: Page 26, Rule 12.1:

Allied Airborne Supply Sources

There is confusion about supply sources and
isolation for Allied airborne commands. A
command's supply head repreents the location
where Supply Points are airdropped and, under
normal circumstances, where the Points are kept.
However, if the supply head is entirely cut off
from the command by the enemy, previously
received Supply Points are considered to be
moved by the airborne command to a safe area
represented by the HQ, and the HQ becomes the
command's supply source. The receipt of
additional Supply Points by the command will be
severely curtailed until the supply6 head location
is moved to Allied-held ground.

Airborne HQs: An airborne command HQ is
depleted if its command has no Supply Points or
if the HQ is unable to trace communication to its
supply head while other units in the command
are able to trace to the supply head. If no units
in the command are able to trace communication
to the supply head, then the HQ itself becomes
the supply source for the command and does not
become depleted until the command is out of
Supply Points.

Airborne Units: An airborne unit is isolated if it
cannot trace communication to its command's
supply source (either the supply head or the HQ,
depending on which situation described above
applies). Any unit that cant race communication
ot the airborne dommand's current supply source
is not isolate and may use the Command's Supply

Points.

Clarification: Page 27, Rule 12.5:

Isolated Forces

An isolated force consists of any number of units
in one command that can trace communication to
each other but cannot trace communication to the
command's supply source. The units of one
isolated force need not be in the same hex or in
adjacent hexes. All isolated units in the same
command that can trace communication to each
other form one isolated force.

The Isolated Force marker does not represent a
supply dump in a specific hex; it is an identity
marker only. The owning player may place the
marker on any unit of the isolated force and if
that unit is later eliminated, he may move the
marker to any other unit in the same isolated
force. [Note: personally, I just put the marker
near the isolated units. There's no need to stack
it unless things are tight.]

Clarification: Page 33, Rule 17.2:

Initial Allied Airlandings

In Scenario 19 (XXX Corps Breakout), 12
airborne units of the 101st Division enter play
via airlandings in Game-turn 1. In Scenario 20
(The Besieged), 28 airborne units of the 82nd
and 1st Divisions enter play via airlandings in
Game-Turn 1. In the Campaign senarios, 40
airborne units of all three divisions enter play via
airlandings in Game-Turn 1.

Correction: Pages 42 and 43:

Examples of Combat

Hex G of the example should contain a town as
well as a woods.
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