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1.0 INTRODUCTION

1.1 Operation Jubilee:

Dieppe, August 1942

(OJ) is a solitaire game simulating
the disastrous Commonwealth (CW)
raid against the German-held French
port of Dieppe on 19 August 1942,

A mixed force of Canadian troops
and tanks and British Commandos
Janded on several beaches along a 16
mile stretch of coast, with a variety
of objectives. While the commando
raids on the flanks met with some
success, the major action against
Dieppe was a costly failure. It didn't
come close to achieving its objectives,
and over 75 percent of that landing
force were killed or captured.

1.2

in OJ, you control the CW forces
assaulting the beaches and struggling
1o achieve their objectives against
intense German resistance. The
game system controls the German
forces that oppose you.

2.0 COMPONENTS

2.1 )

A complete game of OJ includes
the following components: the
game map, 176 die-cut playing
pieces, and this rules set. To play
you will need to provide yourself
with a standard (six-sided) die.

2.2 Game Map.

The overall game map actually consists
of three sector maps: the main map
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showing the French port of Dieppe and
surrounding areas, and two smaller
maps portraying coastal areas east
and west of the main map. The main
Dieppe map is divided into four areas:
Biue Beach, Dieppe town, Green
Beach and Rear. The two outlying
maps are identified by their Beach
code names: Yellow and Orange. The
map should be used by you oriented
to match the perspective of the
raiding CW forces, with you sitting
off its north edge and facing south.

A hexagonal grid is superimposed
over the terrain features to regulate
the placement and movement of
units. Each hex represents 400
meters (438 yards) across. The
map's terrain types are identified

on the Terrain Key printed on it.

2.3 German Positions.

Many hexes contain German positions,

noted by a colored hexagonal outline.

German units are placed only in

those hexes. Unoccupied German

positions possess no inherent

strength. German positions may

have any of the following features.

e One of six colors, used with the
“Op Chits” to determine which
German positions perform actions.

e A placement letter, indicating
a German unit of the indicated
type occupies the position
at the start of the game.

e An objective symbol, such as a
radar tower or artillery. Specific
symbol types have no effect on
play, and are differentiated only for
historical interest. Each position
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with an objective also has a
victory point (VP) value, indicating
you earn two to five VP if a CW
unit destroys that objective.

e One or two movement arrows
pointing toward a nearby German
position, which are used when
a German unit in that position
conducts a movement check. If a
position has two movement arrows,
the primary arrow is solid and the
secondary arrow is an outline.

2.4 German Fire Dots & Fields of Fire.

The hexes surrounding each German
position contain “fire dots” matching
that position’s color. All the fire dots
emanating from a single German
position are collectively referred to

as that position's “field of fire.” CW
units in a hex with a fire dot may

be the target of fire by the German
position projecting that fire dot. Many
hexes contain fire dots from several
nearby German positions projecting
overlapping fields of fire into that hex.

2.5 Beach Landing Boxes.

A row of boxes facing each beach

hold CW units about to land. Each

box is identified with the initials of its
historic beach code name and a unique
number (such as “R1” for "Red 1").
CW units in Beach Landing boxes

are committed to land in the beach
hex toward which each box points.

2.6 Turn Track.

You record the passage of turns by
moving the Turn marker one box along
the Turn Track at the end of each turn.
The track also lists game milestones.
When setting up, place CW units in
the space of the track corresponding to
their turn of entry, and keep them there
until it is time for them to enter play.

2.7 Sequence of Play/Op Chit Track.
As you draw op chits each turn,
place each in a box of this track.

2.8 Transport Point Tracks.

Each landing beach has a track holding
a transport point marker indicating
how many transport points are
currently available at that beach for
evacuating CW units to England.
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2.9 The German Depth Box
holds German depth markers
that have not yet entered play.

2.10 The CW Eliminated Units Box
holds CW units eliminated during play.

2.11 The CW Evacuated Units Box
holds CVV units evacuated safely back
1o England.

2.12 Playing Pieces.

The 176 playing pieces consist of units
(representing specific CW and German
military forces) along with “OP chits,”
and markers, which are placed on units,
tracks or the map to display information
or status. The characteristics of CW
and German units differ. For example,
only CW units have steps and only
German units have an unrevealed side.

2.13 CW Units

Sample CW Infantry Units &
Tank Units

AlarT

®:4

Back (reduced strength)

Historie ID — {top row of numbers & letters)

Step Strength — (dots)

Attack Strength — (big number)

Heavy Weapons — (HW)

Engineers — (E)

Range — (second big number; only on tanks)

Target Type — (diamond, triangle, circle)

Arvival Turn — (small number to right of unit-type hox)
Location — (alpha-numeric beneath arrival turn)

Historic Identity.

The military designation of the unit
identifies the unit’s formation and
parent formations, and are included
primarily for historical interest.

Steps.

Each CW unit possesses one to three
steps, indicating the unit’s overall
manpower. CW units lose steps

as a result of combat losses. Units
representing regular infantry companies
start the game with three steps, while
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units representing tank and cormmando
companies start with two steps. A

unit with one or two steps has one
counter with one or two printed sides
{respectively). A unit with three steps
has two counters, with two printed
sides on one counter and one printed
side on a replacement counter. All
replacement counters are single step
infantry units, and can be recognized by
their lack of designation and entry data.
Replacement counters are generic; they
may replace any infantry unit with the
same target symbol. Only one counter
for a given unit is in play at one time.

Attack Strength.

A gquantification of the unit’s firepower
in combat, used when attacking
German units. A unit’s strength

is reduced as it loses steps.

Heavy Weapons (HW).

Full-strength CW infantry units
possess HW, as noted on their counter.
Heavy Weapons are often helpful

in defeating German units in attack
actions. As an infantry unit loses

steps, it may lose its HW capability.

Engineers (E).

Certain full-strength CW infantry units
scheduled to land at Dieppe on Turn

3 contain engineers, useful when the
“"Destroy Dieppe Tank-Wall” random
event occurs {see section 8.0).

Range.

CW units capable of attacking German
units from non-adjacent hexes have

a numeric range, representing the
maximum number of hexes from which
the unit may fire at a German unit. When
counting range, count the straightest
hex path possible from the firing unit

to its target. Don't count the firing

unit’s hex; do count the target's hex.

Target Symbol.

Used to randomly select which CW units
are hit by German fire or are the subject
of an event or other game function.

Arrival Turn & Location.

The turn in which the CW unit
enters play is shown along with
the Beach Landing Box in which to
place the unit on its turn of entry.
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2.14 GERMAN UNITS

Sample German Unit

3/1/570
FL
3

Front (revealed)

=

Back (unrevealed)

Defense Strength — (large black number)
CW Tactical Requirements — (“HW” or “FL")
Area — {large letters on hack sides)

Strength.

A quantification of the unit’s ability
to defend against CW attacks.
CW tactical requirements.

A German unit may list heavy
weapons (HW) or flanking (FL)

as defensive tactics. CW units
must possess the tactic in order to

successfully attack the German unit.

Area.

Identifies the map and beach
area in which the unit starts the
game — Yellow, Orange, Blue,
Dieppe, Green, rear and coastal.

2.15 Unit Types

CW Units
INFANTRY COMPANY
COMMANDO COMPANY

gl TANK COMPANY

German Units

1 cOASTAL DETACHMENT

INFANTRY COMPANY

["® 1 ARTILLERY BATTERY

L/ ANTI-TANK COMPANY

ENGINEER COMPANY

HEADQUARTERS COMPANY

2.16 German Depth Markers
are placed beneath German units

occupying German positions on the
map. Together, a unit and its depth

marker represent a formation at full
strength and fully deployed. A unit
without a depth marker is under-
strength or isn’t yet otherwise ready
to maximize its combat effectiveness.
Depth markers are placed face down
(unrevealed) and are only revealed

as required by CW attacks against
the unit with which it's stacked.
When a depth marker is revealed,

its strength and attributes are added
o the unit with which it's stacked.
German depth markers are never
placed on the map on their own, they
only appear with German units.

Front (revealed)

Back (unrevealed)

2.17 Operation (OP) Chits

are drawn randomly from a cup
during each turn in order to trigger
game events. There are several
types of Op Chits, each triggering
a different action or event.

& | GERMAN ACTION chits trigger
fire and movement hy German units.

| GERMAN DEPTH PLACEMENT chits trigger
the placement of German depth markers.

GERMAN ARTILLERY chits trigger fire
by a German coastal artillery hatteries.

revove | COMMANDO chits trigger a special
round of actions by CW commando units.

RANDOM EVENT chits trigger an event from
the Random Events Table, but only beginning on Turn 4.
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2.18 Other Markers

DISRUPTED / ATTACKER DISRUPT (see section 6.0)

TURN / EVACUATION (see section 12.0)

| TRANSPORT POINTS (see section 12.0)

| Objective
Destroved,

. 2VRs

OBJECTIVE DESTROYED (see section 14.0)

A ,,f‘
= TatikWall:
Dastraved

| TANK WALL DESTROYED {see section 8.0)

3.0 SET UP

3.1

Lay out the map so you are sitting
along the north side, with the beach
landing boxes near you. Turn revealed
side down all 32 German units and mix
them. Then randomly place (without
looking at their revealed sides) each
unit face down on the map, each

in a German position marked with

a starting letter matching that on

the back of the German unit. For
example, place a unit witha “C” on
its backside in any German starting
position marked with a “C"” on the
map. Place all 32 units in that manner.

3.2 CW Pre-Landing Aerial Attack.
Place disrupted markers on

three German units in positions
0517, 0620 and 0522.

3.3

Place all CW units in the spaces of
the Turn Track corresponding to each
unit's turn of entry, except for the

10 Commando units scheduled to
enter on Turn 1. A total of 31 units
should be placed. Set aside the 15
CW replacement units. Place the five
CW transport markers in the highest-
numbered boxes of their respective
tracks. Place the Turn marker in the
first space of the Turn Track. Place the
37 Op Chits in an opaque wide-mouth
container, such as a coffee mug.
Place the 20 German depth markers
face down in the Depth box.
Determine your commando forces

for the raid as described below.
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3.4 CW Commando Disposition.
Historically, the ships transporting

the commando force to Yellow Beach
ran into a German coastal convoy,
resulting in the majority of that Allied
force aborting their mission. In the
game, then, one or the other of your
two commando forces will encounter
the convoy. Roll a die and consult

the following table to determine how
many commando units and transport
points you receive at Yellow and
Orange beaches. Place the Transport
marker for each beach in the box
indicated. If you receive fewer than
five commandos at a given beach,
select your assigned number randomly
and place them in the Turn 1 space of
the Turn Track. Place the unselected
commandos in the Evacuated Units
box. Place all five commandos for the
other beach in the Turn 1 space. Place
all remaining markers aside for use
later in the game. (On the table below,
“1" was the historic result. A larger
version of this table is on page R13}

Yellow Beach |  Vellow Beach ' Drange Beach Orange Beach

DieRoll |  Commandos Tiansport | Commandos | Transport
1] 2 2 5 1 4
2 3 2 51 4
3 4 3 5 i 4
4 5 4 21 2
5 5 4 3 2
6 5 4] 4 3

4.0 SEQUENCE OF PLAY

4.1

OJ is played in turns, each consisting
of several phases conducted

in the following sequence.

I. CW Amphibious Transport Phase
(skip if in Evacuation Mode)

1. Unit Transport.
Take units from the current turn
of the Turn Track and place them
in the Beach Landing boxes
listed on the units (5.2).
2. Landing Check.
Conduct a separate landing check for
each unit now in a beach landing box,
except for commando units (5.5).
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II. Operations Phase.

Draw three Op Chits, one at a time.
Place each on the Op Chit Track as

you draw it. Carry out the operation
indicated by each chit before drawing
the next. (Exception: On Turn 1, draw
just one chit.) The operation conducted
depends on the type of chit drawn.

German Action Chit.

For each German-occupied position

matching a color shown on the Action

chit conduct one of the following.

e |f undisrupted, with CW units in
its field of fire, the unit fires at
CW units {see section 6.0}.

e [f undisrupted and no CW units
are in the position’s field of fire,
conduct a movement check for
the unit {see section 6.0).

e If disrupted, remove the disruption
marker from the unit in the position.

German Depth Placement Chit.
Place a Depth marker beneath one
German unit in each area listed
on the chit (see section 9.0).

CW Commando Chit.
Conduct actions with any or all
of your undisrupted commando
units {see 10.19). Remove
Disruption markers from
disrupted commando units. If the
Commando chit says “Remove,”
remove that chit from play.

German Coastal Battery Chit.
If the coastal battery listed on
the chit is active, you lose one
CW transport point (7.0).

Event Chit.
Starting Turn 4, roll a die and refer
to the event list (8.0). Implement
the resulting event. If drawn before
Turn 4, treat as “no event.”

Ill. Commonwealth Action Phase

1. Beach Landings & Evacuation.
Land all CW units in Beach Landing
boxes by moving each to the
corresponding beach hex (5.8).

[f "CW evacuation” has been
declared (12.0), instead remove
alt CW units in Beach Landing
boxes to the Evacuation box.
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2, CW Actions.
Conduct actions with all undisrupted
CW units. Actions include
movement, attack, barrage, destroy
objectives, and board transports.

3. Recovery.
Remove disrupted markers from
all CW units. Flip Attack Disruption
markers to the Disrupted side.

IV. End of Turn

1. If there are no CW units on the
map, or you've just completed Turn
24, the game is over. Check the
victory conditions to determine your
level of victory or defeat (14.0)

2. Remove all Op Chits from the
Op Chit track. If indicated
on the Turn Track, return all
Op chits to the Op Chit pool;
otherwise leave them aside.

3. Move the Turn marker one
box ahead on the Turn Track
and start the next turn.

5.0
CW AMPHIBIOUS OPERATIONS

5.1

All CW units enter play via amphibious
landing. During the CW Amphibious
Transport Phase, place units in Beach
Landing boxes and conduct landing
checks for those units. During the
CW Action Phase, move units in the
Beach Landing boxes onto the beach.

5.2 Transporting Units.

Take all units in the space for the
current turn on the Turn Track and place
each in the Beach Landing Box listed
on the unit. If the unit lists a specific
beach box, such as R2, place the unit
in that box. If the unit lists a beach but
not a specific box, such as R, you may
place the unit in any Beach Landing
Box with that letter. Units that do not
list any beach may be placed in any
Beach Landing Box on the Dieppe map.

5.3
One or two units may be placed
in each Beach Landing box.
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5.4

You may not place a unit in a Beach
l.anding box without [D letters;
such boxes may only be entered
as a result of drift {(see below).

5.5 Landing Checks.

Conduct a landing check to determine
it CW units in Beach Landing boxes,
other than commando units, are
effected by hazards such as cross
currents, rough seas, equipment
failure and navigational errors. For
each unit being checked, roll a die and
locate the result on the CW Landing
Table. As noted on the table, landing
outcomes vary by unit-type and turn.

5.6 Drift Results.

If a unit drifts, move the unit one box
to the left (east) or to the right (west)
along the row of Beach Landing boxes.
A unit that drifts will subsequently land
on the beach of the box into which

it drifts. If there’'s no box for the unit

to drift into, it's delayed instead.

5.7 Delay Results.

If a unit is delayed, return it to the Turn
Track, one game turn ahead of the
current turn. Starting on Turn 8, if a unit
is delayed you may instead place the
unit in the Evacuated box, at your option.

5.8 Landing CW Units.

CW units placed in Beach Landing
boxes stay there throughout the
Operations Phase, and they may be
subject to German fire during that time.
Then, at the start of the CW Action
Phase, all units still in Beach Landing
boxes land, even if disrupted. Move
every unit from its Beach Landing box
t0 the corresponding beach hex, in

the direction indicated by the box's
arrow. Units may exceed stacking
limits in this move. An undisrupted unit
may perform an action in the same
CW Action Phase in which it lands.

6.0 GERMAN ACTIONS

6.1

Each time you draw a German Action
chit during the Operations Phase,

all undisrupted occupied German
positions matching a color on the chit
may potentiaily fire at CW units in that
position’s field of fire. If no CW units
are in the position's field of fire, the

unit in the position may potentially
move to another position. Exception:
German coastal units don't move.
Revealed and unrevealed German
units may perform actions, and
performing an action doesn’t cause
a German unit to become revealed.

6.2 Reading German Action Chits.

Each German Action chit shows two

or three colors and a target symbol.

All occupied German positions

matching the colors shown are

eligible to act. Each chit includes:

e Two or three German position colors
(red, blue, green, purple, brown
or orange) are shown. Every non-
disrupted German unit in a position
matching a color on the chit fires
at CW units in its position’s field
of fire. Some colors on an Action
chit include an “Armor Hit Bonus,”
indicating fire from positions of
that color is more likely to hit CW
tank units. If no CW units are in the
position’s field of fire, the German
unit in the position conducts a
movement check instead of firing.
Some colors on Action chits
include an “A,” for “Assault,”
indicating that unit may conduct an
assault movement check instead
of a regular movement check.

e A target symbol (triangle,
diamond or circle} is shown. CW
units with the target symbol on
the chit are the primary target
of that German unit’s fire.

6.3 German Fields of Fire.

The hexes around a German position
contain fire dots in that position’s color,
indicating that position’s field of fire.
Fields of fire extend one to three hexes
in all directions from the position. Fields
of fire of German positions adjacent to
a beach may also extend into Beach
Landing boxes. CW units in a hex or
Beach Landing box with one or more
fire dots are susceptible to German fire.

6.4

In a few places on the map, the
proximity of German positions causes
fields of fire from positions of the same
color to abut, but fields of fire of a
single color never overlap. If there is a
question as to which position projects
a given fire dot into a hex, note that
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dots appear on the side of the hex
nearest to the projecting position.

6.5 German Fire.

Upon drawing a German Action chit,
resolve German fire for positions on

all maps matching any of the colors
appearing on that chit, if that position
is occupied by a non-disrupted German
unit with one or more CW units in its
field of fire. CW units in the field of

fire of a firing German unit may be

hit, suffering disruption or step loss.

6.6

For each German position firing, check
each hex in its field of fire occupied by
CW units. Factors determining if a CW
unit is hit include the unit's location, it's
target symbol, and type (armored or
non-armored) as defined in the German
Fire Priority Summary (see 15.1}. CW
units with the target symbol indicated
on the action chit are more likely to be
hit than CW units without the symbol.

6.7 Hit Limits.

Fire from a German position occupied
by a unit without a depth marker may
hit one CW unit. Fire from a German
position occupied by a unit with a depth
marker may hit up to two CW units.

6.8 Multiple Targets.

If there are more CW units in the
German position’s field of fire than
the position can hit, apply the hits
in accordance with the German Fire
Priorities Summary (see 15.1).

6.9

CW unit hit by fire may suffer a one-
step loss, as noted in the German Fire
Priorities Summary; flip over such
units so their reduced-strength side
shows upward. The next time such

a unit suffers a step loss, replace it
with a reduced-strength substitute
unit, and place the original unit in the
eliminated units box. If a unit has only
one step when hit, it's eliminated. If
placing a replacement unit, make sure
the replacement has the same target
symbol as the unit it's replacing. Place
eliminated CW units in the Eliminated
Units box. Exception: return eliminated
one-step replacement infantry units
to the pool of replacement units.
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6.10

When a CW unit is disrupted by fire;
place a disrupted marker on the unit.
A disrupted CW unit is still eligible to
be hit by fire. An already disrupted unit
may not be given another disruption
marker. A unit may be disrupted by fire
from one position and lose a step as

a result of fire from another position

in the same German Action Phase.

6.11 Step Loss Limitations.

A given CW unit may not lose more than
one step via fire from a single German
Action chit, even if eligible to be hit by
fire from multiple German positions.
Apply the excess hits to other targeted
CW units if available; if not, ignore the
excess hits. You must, however, attempt
10 hit the most CW units possible when
assigning hits from multiple positions. For
example, if German position A is limited
to hitting two units, and three units are
eligible to be hit, one of which is also hit
by position B, assume position B hits that
unit and Position A hits the other two.

6.12

A hex occupied by CW units with

a total of six or more steps is a
“concentrated target,” and that status
increases those units' susceptibility
to German fire. That is, all unitsin a
concentrated target are considered to
have the target symbol shown on the
German Action chit, regardless of the
actual symbol on those counters.

6.13

When a position color on the German
Action chit includes an anti-armor symbol,
firing positions of that color receive the
“armor hit bonus,” thereby increasing
the situations in which they may inflict
step losses on CW tank units. Without
an armor hit bonus, a firing position only
affects tank units in fire priority situations
1, 5 or 8, as noted on the German Fire
Priorities Summary Table. Also note

the two German anti-tank units always
receive the armor hit bonus when firing.

6.14

Hits are against units, not stacks.
One unitin a stack may be hit while
the other is not. If both units in a
stack are hit, both may lose a step.
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6.15 German Movement Check.

Each time you draw a German Action

chit, conduct a movement check for

every German position matching a color
on the chit, provided that each checked
position is occupied by a non-coastal
unit and doesn’t have CW units in its
field of fire. If the color symbol has an

“A," and the German unit is unrevealed

with a depth chit, the movement

check becomes an “Assault Move

Check,” as described below in 6.18. To

conduct a movement check, find the

situation listed below that applies to
the German position being checked.

A. If the position has no movement
arrow, the German unit stays put.

B. If the position has just one
movement arrow, and that arrow
points to an unoccupied position,
move the German unit and its
depth marker (if it has one) to
that unoccupied position.

C. If the position has just one movement
arrow, and that arrow points to a
position occupied by a German
unit, the German unit stays put.

D. If the position has just one
movement arrow, and that arrow
points to a position occupied by a
CW unit, the German unit stays put
(exception: Assault Move, 6.18).

E. If the position has two movement
arrows, and both point to occupied
positions, the German unit stays put
{exception: Assault Move, 6.18).

F. If the position has two movement
arrows, one of which points to
an unoccupied position, move
the German unit and its depth
marker to that position.

G. If the position has two movement
arrows, and both point to unoccupied
positions, move the German unit
and its depth marker to the position
that has CW units in its field of
fire. If neither or both destination
positions have CW units in their
fields of fire, move the German
unit and its depth marker to the
position in the primary direction.

6.76

A German unit may not move

to a position from which it can’t
trace communication {exception,
Assault Move, 6.18).
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6.17

When more than one German unit is
eligible to conduct a movement check,
conduct the checks in the order their
position colors appear on the Op Chit.

6.18 Assault Movement Checks

{AMC).

[f the position color on the German

Action chit shows an “A,” conduct

an AMC for each unrevealed German

unit with a depth marker in a position

of that color (instead of a movement

check). The "A” is disregarded for

German units with CW units in their

field of fire, or that are revealed, or that

don't have a depth marker. An AMC

is performed like a regular movement

check with the following adjustments.

e The unit may move to an unoccupied
destination position from which
German communication can't
be traced (exception to 6.16).

e |f situation D or E described above
applies (that is, the start position's
movement arrow points to a position
occupied by one or more CW units),
roll a die. [f the result is greater
than the total attack strength of the
CW units in the destination hex,
the German unit has successfully
assaulted the CW units; disrupt all
CW units in the hex and move them
to an adjoining hex that is farther in
hexes from the start position of the
assaulting German-unit. Don't move
the German units into the vacated
position following a successful
assault. If the die result is equal to or
less than the total CW strength in the
hex, the German unit does nothing.

6.19 Objective Hex Garrisons.

A German unit in a position with an
objective doesn’t perform the movement
action if there is a CW unit within two
hexes of its position, even if that CW
unit isn't in the position’s field of fire.

6.20 Batteries Hess & Goebbels
Provisional Movement Arrows.

The movement arrows for the German
positions in hexes 1706 and 1738

are considered not to exist until an
Objective Destroyed marker is placed in
the hex. Prior to the objective in either
hex being destroyed, German units in
that undestroyed hex don't move.




Dieppe,

6.21 Coastal Position
Movement Arrows.

Even though German coastal units
don't perform movement checks,
many coastal positions have
movement arrows. Those arrows
function only if the coastal unit in
the position has been eliminated
and another German unit eligible to
move has moved into the position.

6.22 Disrupted German Units.

A German unit with a disrupted marker
doesn’t fire or move, and it doesn’t
project a field of fire. A German unit
remains disrupted until its position
color appears on a German Action

chit. After conducting all fire and
movement in that German Action
Phase, remove disruption markers from
every disrupted position matching a
color appearing on the Action chit.

7.0 GERMAN COASTAL
BATTERY FIRE

7.1

If you draw a German Coastal
Battery Fire Op Chit, the German
artillery battery named on the chit
hits CW transport, provided that
battery is active. There are three
Coastal Batteries, each with its own
Op Chit: Battery Goebbels. in hex
1706. fires on CW transport for the
yellow map; Battery Hess, in hex
1738 fires on CW transport for the
orange map, while Battery Hitler is
off map, firing on CW transport for
Dieppe (not Blue or Green beach).

7.2

If the battery named on a drawn chit
is active, remove one point from the
corresponding Transport Track. For
example, if you draw the Battery
Hess chit when that battery is active,
you must remove one point from

the Orange map transport track.

7.3

Battery Hess or Goebbels is inactive
if its hex is occupied by a CW unit or
a Destroyed Objective marker. If you
draw a chit for an inactive battery,
treat it as no event. Off-map Battery
Hitler can't be rendered inactive.

8.0 RANDOM EVENTS

8.1

Starting on Turn 4, if you draw a
Random Event Op Chit, roll a die and
implement the event corresponding
to that result in the following list. If
you draw a Random Event Op Chit
on Turns 1-3, treat it as no event.

8.2 Die Roll 1 or 2:

Engineers Destroy Tank Wall.

If a CW unit with engineers (E)
occupies a hex bordered by the Dieppe
tank wall, the entire tank wall is
destroyed. That is, all hexsides of the
tank wall are considered not to exist
for the remainder of the game. Place
the Tank Wall Destroyed marker near
the wall as a reminder. If this event
occurs when no unit with engineers is
adjacent to the wall, roll another die.
On a result of one, the tank wall is
destroyed; on any other result the wall
remains intact. Treat this as no event if
the wall has already been destroyed.

8.3 Die Roll 3: CW Air Strike.

RAF fighters strafe a German
installation. Disrupt a German unit in
one VP position of your choice. If the
unit has a depth marker, eliminate that
marker. If no German unit occupies a
VP position, treat this as no event.

8.4 Die Roll 4 or 5: Dieppe
Transport Recalled.

CW transport craft mistake radio
transmissions for orders to return

to England. Subtract one point

from the Transport Track on the
Dieppe map with the most transport
points (your choice if tied).

8.5 Die Roll 6: German
Redeployment.

Remove depth markers from all
German coastal garrison units with
no CW units in their fields of fire.
Return the markers to the Depth
box, unrevealed. If no such markers
are in play, treat this as no event.
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9.0 GERMAN UNITS /
DEPTH MARKERS

a.1

German units occupy German position
hexes. A unit may occupy a German
position hex alone, or with a depth
marker stacked beneath it. A unit and
its depth marker represent a single
German force in the position. At the
start of play all German units are
without depth markers. During play
German units gain depth markers as
called for by an Op Chit or as the result
of an unsuccessful CW attack (see
the CW Attack Results Table, 15.2).

9.2 Adding Depth to German Units.
Depth markers are added to German
units when you draw a German Depth
Placement Op Chit. The chit calls for
depth markers to be added to two units,
each in a different map area. Upon
drawing a Depth Op Chit, choose one
German unit without a depth marker
in each area indicated on the chit.
Randomly draw a depth marker from
the depth pool and place it beneath
the German unit unrevealed. If there's
more then one German unit without

a depth marker in the area, choose a

unit based on the following priorities.

1. Choose the German unit closest
in hexes to a CW unit.

2. If two or more units are equidistant,
choose the German unit with
more CW units in its field of fire.

3. If still tied, choose the German
unit in the lowest numbered hex.

9.3

A German unit must be in
communication in order to receive
a Depth marker {see section 13.0).
A depth marker may only be placed
in @ German position occupied

by a German unit. Depth markers
never occupy a hex on their own.

9.4

A Depth marker may be placed with
a German unit that previously lost its
marker due to CW attack. There's
no limit to the number of times

a German unit may lose a Depth
marker and receive another, as long
as markers are available in that pool.
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9.5

If the Yellow, Orange or Dieppe areas
have no German unit eligible to recsive
a Depth marker when called for, no
marker is placed. If the Blue, Green
or Rear areas have no unit eligible to
receive a Depth marker when called
for, place the marker in the Dieppe
area instead. If only one marker is
available when two are called for,
apply the placement priorities to both
areas together to place the marker.

9.6 Revealing German Units

& Depth Markers.

German units and depth markers are
initially placed on the map face down
(unrevealed). An unrevealed unit exerts a
field of fire and may fire. A German unit
is revealed as the result of a CW attack
(see Section 8.0). When a German unit
is revealed, its Depth marker remains
unrevealed until such time as the unit
is subject to a sufficiently strong CW
attack, as noted on the CW Attack
Results Table. At that time the unit’s
depth marker is revealed to add to the
unit's defense. Once a German unit or
depth marker is revealed, it remains
revealed until removed from the map.

10.0 CW ACTIONS & STACKING

10.7
During the CW Action Phase, all your
undisrupted CW units may each conduct
one of the following actions, if eligible.
e Move
e Attack
e Barrage (tanks only)
e Destroy Objective (any
unit in a VP hex)
¢ Board Transport

You may have your units perform actions
in any order. A given unit may perform
no more than one action per turn.

10.2 Move Action.

Conduct this action to move a unit.

A unit may move a distance of one,

two or three hexes in a single action,

depending on the situation.

® A unit may always move one
hex, but may not cross prohibited
hexside terrain or enter a hex with
prohibited terrain. Also see 10.6.

e A unit may move two hexes as
long as it doesn't enter a hex in
the field of fire of an undisrupted

RS
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German unit. A unit may begin its
move in a hex in a German field
of fire and still move two hexes.

e A unit may move three hexes if it
begins its move in a road hex, enters
only connected road hexes, and
doesn’t enter a hex in the field of
fire of an undisrupted German unit.

10.3

The Terrain Effects Chart lists terrain
that restricts or prohibits movement
for all unit types. Tank units are
restricted in the terrain they may
enter or cross. In effect, the tanks
are stuck on Dieppe Beach unless
the Dieppe Tank Wall is destroyed.

10.4

You may not move a CW unit into a
hex occupied by a German unit. A CW
unit may enter a hex containing an
empty German position. You may not
move a unit from one map to another.

10.5 Infiltration.

If you're moving a CW infantry or

commando unit from a hex adjacent to

and in the field of fire of an occupied
and non-disrupted German position to

a hex that's also adjacent to and in the

field of fire of that same position, that

CW unit is attempting to “infiltrate” past

the German position. [t may be fired

on immediately. Upon attempting each

infiltration, make a special draw of an Op

Chit. That draw isn't considered one of

the three draws for the turn, and it's only

used to resolve the infiltration attempt.

e |f the drawn Op Chit is a German
Action chit showing the color of the
German position being infiltrated, you
remove a step from the infiltrating
CW unit. The CW unit isn't disrupted
if hit in this way. If the infiltrating CW
unit loses a step, you may choose
to complete the infiltration or keep
the unit in the hex from which it
started the move. In either case,
the unit has performed an action.

e [f you draw a German Action chit
without the infiltrated German
position’s color, or if you draw some
other type of Op Chit, the infiltrating
CW unit isn't effected in any way.

e CW tank units make
infiltration moves without
checking for step loss.
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10.6 Wire Hexsides.

No more than one CW unit may be
moved across a given wire hexside
in a single CW Action Phase. A
unit crossing a wire hexside may
only move one hex as its move.

10.7 Destroy Objective Action.
Conduct this action to destroy
{(sabotage, dismantle or otherwise
render inoperable) an objective depicted
in a VP hex. A CW unit that begins its
action already in a VP hex may spend
an action to destroy that objective.
Place a destroyed marker in the hex
matching the hex’s VP value. The
marker stays there for the remainder of
the game, and you earn the VP listed in
the hex, even if the hex is subsequently
occupied by a German unit.

10.8 Board Transport Action,
Conduct this action to move a unit
from a beach hex into a connecting
Beach Landing box in preparation

for evacuation. You may conduct

this action only if the unit's area is in
evacuation mode and only if transport
points are available at the unit's beach
(see section 12.0). A unit may board
transport if it starts the CW Action
Phase in a beach hex connected

to a Beach Landing box with an ID
letter/number. For example, a board
transport action is allowed from beach
hex 0421 into Beach Landing Box W2,
but not from hexes 0422 or 0423.

10.9 Transport Limit.

The number of steps that may board
transport at a given beach in a single
Action Phase is limited to the number
of transport points available at that
beach. For example, if Dieppe Beach
currently has four transport points,
only units up to a total of four steps
may board transport. You may ‘'make
change’ for regular infantry units to
meet the transport limit exactly. For
example, if you want a two-step unit
and a three-step unit to board transport
at Dieppe, but only four transport points
are available, you could place a one-
step replacement unit in the beach hex
occupied by the three-step unit and
flip the three-step unit to its two-step
side; then move both two-step units
into the Beach Landing box via a board
transport action. You may not make
change for commando or tank units.
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10.71
A tank unit requires two transport points
per step in order to board transport.

10.12
If a beach has no transport points,
no units may board transport there.

10.13 Commando Transport.

The Yellow and Orange maps each
have two separated landing beaches.
On a given map, CW units may only
board transport at one of the two
beaches. You may use either beach,
but once the first CW unit on that map
boards transport, all other units may
only board transport from that same
beach. For example, if a unit on the
Yellow map boards transport from
hex 1503 into Beach Landing box Y1,
all other units on the Yellow map may
only board transport from that hex.

10.14 CW Stacking Limit.

One or two CW units may occupy
a hex at the end of each CW Action
Phase. You may exceed stacking
during CW Action Phases and
during other phases of the turn.

10.15

There is no limit to the number of steps
that may occupy a hex at any given
time; however, units in a hex occupied
by six or more steps are considered a
concentrated target during German fire.

10.16 ,

If CW units are in violation of the
stacking limit at the end of a CW
Action Phase, you must eliminate
units until the limit is met.

10.17 Disrupted CW Units.

A CW unit may become disrupted as a
result of German fire, landing hazards, or
an unsuccessful CW attack. A disrupted
unit may not perform actions. At the

end of each CW Action Phase, remove
all disruption-markers from CW units.

10.18

If a CW unit becomes disrupted during
a CW Action Phase as a result of
participating in an unsuccessful CW
attack, place an "Attacker Disrupted”
marker on that unit instead of a
“Disrupted” marker. Don't remove
the Attacker Disrupted marker at

the end of that CW Action Phase,

instead flip it so its Disrupted side
shows upward at that time.

10.19 Bonus Commando Actions.

If you draw the Commando Actions
Op Chit, you may immediately have
all your commando units perform one
action each (move, attack, destroy
objective, or board transport), just

as if a separate CW Action Phase is
underway. Disrupted commando units
become undisrupted at the end of
that special action phase, instead of
performing actions. Some Commando
Action Chits are printed “"Remove.”

If you draw one of them as an Op
Chit, permanently remove that chit
from play at the end of that phase.

11.0 CW COMBAT ACTIONS

11.7

CW units may attempt to disrupt

and destroy German units via

two types of actions.

e Attack a German-occupied hex. An
attack must include at least one
infantry or commando unit adjacent
to the German-occupied hex. Other
units may participate from adjacent
hexes and, if capable of ranged
fire, from non-adjacent hexes.

e Barrage a German-occupied hex
exclusively from non-adjacent
hexes. Tank units may barrage
a German-occupied hex from
hexes that are within range of the
German unit, but not adjacent.

11.2 Units Eligible to Attack.

An attack must include at least one
infantry or commando unit attacking a
German-occupied hex from an adjacent
hex. As long as that requirement is
met, any units may join in the attack
against the same German-occupied
hex. Infantry and commando units
must be in a hex adjacent to the
German-occupied hex. Tank units
must be adjacent to the target hex, or
adjacent to an attacking infantry unit.

11.3

An attack is an action. Every unit
participating in an attack against
a single German-occupied hex
must conduct an action in order
to participate in the attack.
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11.4

As noted on the Terrain Effects
Chart, a unit may not attack across
a cliff or unbridged river hexside
unless it's capable of ranged fire.

11.5 Tactical Requirements.

Many German units and depth markers
list tactical requirements. Those

are tactics CW units must possess

in order to increase their chance of
successfully attacking the German unit.

11.6 Heavy Weapons.

Some German units and depth markers
show heavy weapons (HW) as a
tactical requirement. In order to meet
that requirement, at least one CW unit
attacking the unit must possess heavy
weapons, indicated by “HW" on the
CW unit. All full strength CW infantry
and tank units possess heavy weapons,
but may lose them as they lose steps.
Commando units don’'t possess

heavy weapons (but, see 11.8).

11.7 Flanking.

Some German reinforcement units

and depth markers list flanking (FL)

as a tactical requirement. In order to
meet the flanking requirement in an
attack, CW units must be attacking the
German-occupied hex from at least two
different hexes adjacent to that target.
If both the German unit and its depth
marker list the flanking requirement, to
satisfy that requirement the involved
CW units must be attacking from

at least two hexes adjacent to the
German hex and — additionally — they
may not be adjacent to each other.

71.8 Commando Tactical Prowess.
If a CW attack includes at least one
commando unit, those commandos
provide a tactical “wild card,” standing
in for your choice of either the HW or
FL tactical requirement. This benefit
isn't cumulative; if more than one
commando unit is attacking, you may
only name one wild card tactic. In
the case of a double FL requirement,
as given above at the end of 11.7,
one participating commando is still
enough to overturn the whole thing.

R



71.9 Resolving an Attack.

An attack is resolved by comparing the
strength and tactics of the attacking
CW units to the strength and tactical
requirements of the unit and (possibly)
the depth marker in the German-
occupied hex under attack. The German
defenders may become disrupted,
lose their depth marker, gain a depth
marker, or be eliminated as a resuit

of an attack. CW units may become
disrupted as a result of attacking, and
they may sometimes lose a step.

11.10

Once you've declared an attack

action against a German-occupied

hex, and selected all the CW units

performing actions to participate in

that attack, resolve it as follows.

1. If not already revealed, reveal the
German unit. [f the hex has an
unrevealed depth marker, don't
yet reveal it (see point 5 below).

2. Add up the total strength of your
attacking units and compare it to
the strength total of the revealed
German unit (and depth marker if
revealed). The German strength may
be increased by the terrain in its hex,
as noted on the Terrain Effects Chart.

3. Check to see if your attacking units
possess all the tactics required to
defeat the revealed German unit
and depth marker in the hex.

4. Refer to the CW Attack Results
Table {15.2). Use the upper section
of the table if you don't possess
the required tactics; use the lower
section if you do. Locate the row
corresponding to the numerical
comparison of your attack strength
to the German defense strength.
Locate the column corresponding
to the disposition of the German
units in the target hex: unit alone,
unit with unrevealed depth marker,
or unit with revealed depth marker.
Cross-index row and column to
find the attack result. Attack results
are explained beneath the table.

5. Apply the attack result to the German
unit and depth marker in the target
hex, and to CW units if called for. If
the target hex includes an unrevealed
depth marker, the attack result may
direct you to immediately reveal
the marker and recalculate the
weapon and strength comparison
and then consult the table again.
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11.71

An attack by more than one unit
against a German-occupied hex is
resolved as a single attack. Add the
strengths of all your participating

units together to acquire a single
strength total, and utilize all the tactics
of your participating units. A given
German unit may be attacked just
once in a single CW Action Phase.

11.12

There is no ‘advance after combat’
when a German unit is defeated.
Don't move your attacking

units into the vacated hex.

11.13 Conducting a Barrage Action.
A tank unit may conduct an action

to barrage a German-occupied hex,
provided the following two conditions
are met: 1) the tank is in range of, but
not adjacent to, the target hex; and 2)
the tank or a CW infantry unit occupies
a hex in the field of fire of the target
hex. {That unit is ‘observing’ for the
tank unit. Observing is not considered
an action.) If those conditions are
met, roll a die and refer to the CW
Barrage Table. Cross-reference the
result with the tank unit’s strength

to determine how the target unit is
effected by the barrage, if at all.

11.14 Determining Range.

A hex is in range of a CW unit if

the distance in hexes between

them — counting the target hex but
not the firing unit's hex — is equal to
or less than the firing unit's range.

11.15

A single barrage may be conducted by
only one unit. You may not combine
the strengths of more than one unit
into a single barrage. A single German-
occupied hex may be barraged by more
than one unit in a given CW Action
Phase, but it may not be attacked

and barraged in the same phase.
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12.0
CW TRANSPORT & EVACUATION

12.1

The success of the Dieppe raid
depends on evacuating your forces
from the area after they've achieved
their objectives, or when it becomes
clear those objectives won't be
achieved. The game begins in “landing
mode,” during which you place your
arriving units in Beach Landing boxes,
and they move from there to the beach,
as described in section 5.0. At some
time during play — and it may differ for
each map — the operation switches
to “evacuation mode.” Once a given
map is in evacuation mode, you move
units from beach hexes into Beach
Landing boxes via the board transport
action. Then, in the next turn, those
units are evacuated back to England.
Until a map enters evacuation mode,
you may not evacuate any units there.

12.2

On the Dieppe map, the mode

switches from landing to evacuation

when any of the following first occur.

Flip the Turn marker to its Evacuation

side to note the mode change.

¢ You have destroyed at least 12 VP
of objectives on the Dieppe map.

e Ten or more three-step CW infantry
units are in the Eliminated Units box.
Don’t not include commandos, tanks
or replacement units in this count.

e You have completed 15 turns.

12.3
On the Yellow and Orange maps,
the mode switches from landing
to evacuation when either of
the following first occur.
® You have destroyed the coastal
battery objective on that
map, triggering evacuation
only on that map.
e You have completed seven turns.

12.4

Once evacuation mode is in effect
on a given map, no more units may
be landed there. Any units on the
Turn Track for a map that's gone into
evacuation mode are moved from the
track to the Evacuated Units box.
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12.5 Transport Levels.

Each of the five beaches has its own
Transport Track indicating the current
Transport Points (TP) available at that
beach. Each track starts with the
maximum points shown on it, indicated
by the location of its Transport Point
marker. During play, transport points
may be lost as a result of German
fire against units in Beach Landing
boxes, German coastal battery fire,
and random events. Points may not
be transferred between tracks.

Each TP allows one CW step per turn to
board transport at that beach. CW units
move into Beach Landing Boxes from
beach hexes using the board transport
action. The total number of steps moved
into Beach Landing boxes at a given
beach in a given turn may not exceed
the current TP level at that beach.

12.6 Evacuation.

When evacuation mode is in effect,
you may evacuate CW units that start
the CW Action Phase in a Beach
Landing box simply by moving all
such units to the Evacuated Units
box. No action is required, and
evacuation doesn’t consume TP.

12.7 Loss of Transport & Surrender.
If the TP for a beach are reduced to
zero, No units may board transport at
that beach for the remainder of the
game. CW units on the Dieppe map
potentially have access to transport at
three different beaches. If one beach
loses its transport, units on the Dieppe
map could conceivably move to one of
the other beaches on that map to board
transport there. Units on the Yellow and
Orange maps don't have this option.

12.8 CW Surrender.

If all the TP for a given map are reduced
to zero, all CW units on that map
immediately surrender. On the Dieppe
map, if the TP for a given beach are
reduced to zero, all CW units in or
adjacent to a landing beach hex for
that beach immediately surrender.

For example, if the TP for Blue Beach
are reduced to zero, all CW units in

or adjacent to hexes 0512 and 0513
surrender. Place all surrendered

units in the Eliminated Units box.

13.0
CONTROL & COMMUNICATION

13.7

CW units control the hex each occupies,
and some CW units also control hexes
directly adjacent to their own hexes.
German units don't control hexes; they
effect nearby hexes through their fields
of fire. CW control effects whether
German communication can be traced
to a German position or hex. CW units
aren't effected by being in or out of
communication during the game.

13.2 CW Control.

A CW unit controls the hex it occupies.
A CW unit of the following types
controls the hex it occupies and the
adjacent hexes around it, even if
disrupted: 1) infantry units with two or
three steps; 2) commando units with
two steps; and 3) tank units of any
step level. Note, though, that no CW
unit controls adjacent hexes across

a cliff or unbridged river hexside.

13.3 German Communication.

A German position must be ‘in
communication’ in order for a German
unit to move to that position, or for a
German unit in the position to receive a
depth marker. A German position is in
communication if you can trace a path
of hexes of any length from that position
to any road hex leading off the map. The
path may not pass through any hexes
occupied or controlled by CW units.
Further, a German communication path
may not pass through any beach hex,
sea hex, or across an unbridged river.

13.4

A German unit in a hex adjacent to a
CW unit negates CW control of that

hex for purposes of tracing German
communication into and through the hex,
including tracing communication for that
German unit itself. When determining

if the potential destination hex of a
German move is in communication,
trace communication as if the unit
already occupies the destination hex.
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14.0 WINNING & LOSING

14.1

The game ends at the end of any
turn after Turn 16 in which there

are no CW units on the map. If that
doesn’t occur, the game ends at

the completion of Turn 24. When

the game ends, victory is assessed
based on the number of objectives
you destroyed and the number of unit
steps in the CW Evacuated Units box.

14.2

If you have 25 or more VP for
destroying objectives at the end of
the game, you win an operational
victory, regardless of how many units
are in the Evacuated Units box.

14.3

If you don't achieve an operational
victory, add your VP for destroying
objectives to the number of steps in
the Evacuated Units box and compare
that total to the following outcomes
to determine if you win or lose the
game. For example if you destroyed
12 VP of objectives, and you have
units with a total of 25 steps in the
Evacuated Units box, your point
total is 37, an operational defeat.

VPs + Evacuated Steps Victory Level

85 or more........... Operational Victory
70-84 ... Tactical Victory
B5—69.. .. Draw

50-64 ... Tactical Defeat
35-49. Operational Defeat
less than 35........ Operational Disaster

(historic result)

14.4

Given the difficulty inherent in the
historic situation, you should consider
any outcome in which you achieve 50 or
more total points to be a strong showing.
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15.0 TABLES 15.2 CW Attack Results Table
See table below.

15.1 German Fire Priorities Summary Hit Limits.

A firing German position hits CW units A German position occupied by a unit Explanation of Results:

in its field of fire in the following priority ~ alone may hit one CW unit. A German e CW Attackers Disrupted:

order, causing each hit CW unit to
suffer the indicated effects. Go down
this priority list, applying hits to CW

units in the firing position’s field of fire

until the position’s hit limit is reached.

1. Remove a step from a CW unit with

the target symbol on the fire chit
in a Beach Landing box, including
a tank unit, and remove one TP
from that beach’s Transport Track.
2. Disrupt and remove a step from
a CW unit with the target symbol
on the fire chit in a clear or beach
hex adjacent to the firing position.
3. Disrupt and remove a step from
a CW unit with the target symbol
indicated on the fire chit in a hex
adjacent to the firing position.
4. Disrupt and remove a step from
a CW unit with the target symbol
indicated on the fire chit in any hex
in the firing position’s field of fire.
5. Disrupt a CW unit with any target
symbol in a hex adjacent to the

firing position, including a tank unit.

6. Disrupt a CW unit with any
target symbol in any hex in
the firing position’s field of
fire, including a tank unit.

15.2 CW Attack Results Table

position occupied by a unit and depth
marker may hit two CW units.

Concentrated Target.

CW units in a hex with six or more
steps are considered to have the
target symbol indicated on the
German fire chit, regardless of

the actual symbol on the unit.

Armor Bonus.

A German position firing with the
armor bonus may hit CW tank units in
all fire priority situations. German anti-
tank units always fire with the armor

bonus. A German unit firing without the

armor bonus may only hit a tank unit
in priority situations one, five and six.

Additional Selection Priorities.
If the number of CW units eligible to

be hit in a given fire priority exceed the

German position’s hit limit, select the

unit with the most steps. Among units

with the most steps, you choose.

place a Disrupted marker on every
CW unit attacking from a hex
adjacent to the German position.
German Gains Depth:

if the German position is in
communication, draw a depth
marker for it and place it beneath
the German unit, unrevealed.
German Disrupted:

place a Disrupted marker

on the German unit.

Optional Attrition:

you may, at your option, remove a
step from an adjacent attacking CW
unit of your choice and eliminate
the German Depth marker.

Depth Marker Eliminated:

remove the Depth marker from play.

German Unit Eliminated:
remove the German unit from play.

CW ATTACKERS CW ATTACK STRENGTH UNITS & MARKERS IN GERMAN-OCCUPIED HEX
POSSESS REQBIRED COMPARED TO GERMAN German Unit Alone German Unit & German Unit & Revealed
TACTICS? DEFENSE STRENGTH. Unrevealed Depth Marker Depth Marker
Attack strength less cw attacker_s dls_rupted and CW attackers disrupted. CW attackers disrupted.
than or equal. German unit gains depth.
NO Attack strength greater, German unit gains depth. CW attackers disrupted. No effect.
but not double.
Attack strength at German unit disrupted. Germans disrupted. Germalns dlsrup_te_d and
least double. optional attrition
Attack strength German unit gains depth. CW attackers disrupted. No effect. .
less or equal.
Attack strength greater, German unit disrupted. Germans disrupted and
YES gth greatef, If already disrupted, No Effect. ! pLe
but not double. S optional attrition.
eliminated.
Attack strength at oo Reveal the d_epth marker, Depth marker eliminated
German unit eliminated. compare again and consult o
least double. ) and unit disrupted.
the column to the right.
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16.0 OPTIONAL
HISTORICAL VARIANTS

16.1

After playing the game several
times, you may want to explore the
optional historical variants presented
in this section, each positing a
plausible “what-if” situation in the
Dieppe raid. You can use these
individually or in combination. Each
has a victory point adjustment to be
subtracted from your victory point
total at the end of the game.

16.2 No Convoy Encountered.

The commandos assigned to Yellow
Beach had the unexpected misfortune
of encountering a German coastal
convoy while being transported to
their mission. This-option assumes
that convoy wasn't encountered. To
implement this rule, don’t conduct the
die roll called for in rule 3.4. Instead,
assign five commando units and

four transport points to both Yellow
and Orange Beaches at the start

of play, and subtract five VP from
your total at'the end of the game.

16.3

Pre-landing Bombardment of Dieppe.
Despite requests from the commanders
of the forces going ashore at Dieppe,
the planners of Operation Jubilee chose
not to subject the defenses at the port
and beach to heavy bombardment, for
fear of French civilian casualties and
debris blocking routes off the beach.
Further, only a capital ship would've
possessed sufficient firepower to
penetrate the defenses, and the
Admiralty refused to expose that kind
of vessel to attack by the Luftwaffe.
This option assumes a heavy pre-
landing bombardment by British air

and naval forces. To implement it, do
the following: 1) remove two coastal
units or your choice from the Dieppe
town area of the map [0517, 0620 or
0522], and place a disrupted marker

on the surviving unit; 2) place the Tank
Wall Destroyed marker adjacent to the
tank wall to indicate the bombardment
destroyed that structure; 3) draw

three Op Chits on Turn 1 instead of

just one; and 4) subtract five VP from
your total at the end of the game.

16.4 Earlier Flank Landings.

The forces assigned to Blue and
Green Beaches were originally to have
landed under cover of darkness, taking
advantage of that to begin their move
inland. Instead, delays and the action
offshore involving the unexpected
German convoy resulted in those forces
facing an alert enemy as dawn broke.
This option assumes the flank attacks
benefited from surprise and the cover
of darkness. To implement this rule,
use the Turn 3 Landing Hazard Table
for infantry units landing on Turns 1
and 2. Also draw just two Op Chits

on Turn 2, instead of three {ignore

that if you're also playing with option
16.3), and subtract three VP from

your total at the end of the game.

3.4 CW Commando Disposition.

Die Rell Yellow Beach Commandes
1 2
2 3
3 4
4 5
5 5
6 5

Yellow Beach Transport | - Orange Beach Gommandos Orange Beach Transport
2 5 4
2 5 4
3 5 4
4 2 2
4 3 2
4 4 3
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AH Axis & Allies: D-Day ........... ASM
AH Rocketville .............. . ... ASM
APL Alsace1945................... ASM
APL  Bitter Victory: Sicily . . ATG
APL Defiant Russia ....... ATG
APL Gazala1942........ ATG
APL Gettysburg 1863................ ATG
APL GreatPacificWar............... ATG
APL GWAS/SWAS Cone of Fire. ... ... 80 ATG
GREAT WAR AT SEA SERIES ATG
APL GWAS:1898................... 45 AYG
APL GWAS: Airships ............... 10
APL GWAS: Cruiser War. ... ....50 BEZ
APL GWAS: Dreadnoughts. . . Vi CAF
APL GWAS: Jutland ........ ....65 CAF
APL GWAS: Med (2nded)............60 COA
APL GWAS: Plan Gold. ... ... ....80 COA
APL GWAS: Sea of Troubles....... ... 2 COA
APL GWAS: Zeppelins. .............. 25 COA
APL Islandof Death................. 30 COA
PANZER GRENADIER SERIES COA
APL PG:Afika.. ...l 60 COA
APL PG: Beyond Normandy........... 65 COA
APL PG:Blue Division............... 18 COA
APL PG:Bulge ................l 85 COA
APL PG: East Front Deluxe ........... 75 COA
APL PG:lron Curtain ................ 20 COA
APL PG:NorthWind ................ 10 COA
APL PG:Red Warriors............... 18 COA
APL PG:RoadtoBerlin.............. 75 COA
APL PG: Semper Fi: Guadalcanal ... ... 50 COA
APL PG: Siege of Leningrad .......... 10 COA
APL PG: Sinister Forces.............. 20 COA
APL PG: So. Africa'sWar............. 18 COA
APL Red GodofWar................ 30 COA
APL Rome at War: Fade Legions .. ... 50 COA
APL Strange Def-France d4........... 20 COA
SECOND WORLD WAR AT SEA SERIES COA
APL SWWAS: Black Sea Fleets....... 25 COA
APL SWWAS: Bomb Alley .. ......... 60 COA
APL SWWAS: EastFleet............. 45 COA
APL SWWAS: Leyte Gulf {ship 5U) . . .200 COA
APL. SWWAS: Strike South........... 50 COA
APL They Shall Not Pass:Verdun .. . ... 20 COA
APL ThirdReich.................... 60 COA
APL Tigerof Malaya ................ 60 COA
ASM CashNGuns................... 43 COA
ASM  Cash N Guns Yazuka . . .. .40 COA
ASM FormulaDe.............. ...60 COA
ASM  Formula De Expan1....... .30 COA
ASM Formula De Expan2....... .30 COA
ASM Frontiers ................ ...30 COA
ASM PocketRockets................. 13 COA
COA
COA
BOLD CoA
Indicates a recent price reduction. COA
MKD COA
Indicates the item has been Marked COA
on with highlighter or errata added. COA

P COA

Indicates there is a punched COA
copy available for 40% OFF C0A
of the regular price. COA
STMPD COA
Indicates the item has been Stamped COA
by SPI Art Dept on all components. osT
z CsT
Indicates there is a ziplock copy ST
available for 10% off the regular price. csT
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SnowTails ... $50
Werewalves of Millers Hollow. . . .13
Werewolves-Millers: New Moon. .13
BeerMoney ............... ... 20
Cults Across America ........... 20
LunchMoney .................. 20
Lunch Money Sticks Exp......... 10
Mad Scientist. ................. 25
Recess.................... .. 25
Seismic. ..o kil
Conflict of Heroes:

Russia 1941-1942 ..............
Beer & Pretzels.................
Byzantium.....................
Tempus...ooo
1807: FaglesEast...............
BDaysofGlory.................
Achtung Spitfire................
Armyof Heartland . .............
Autumnof Glory................
BalticArena ..........
BaronsWar..........

Battle of Monmouth

Brandywine & Germantown. . . ... 80
Campaigns of King David ...... .. 50
Clash of Armor Rules (WWIIY . ... 19
Close Action................... 48
Comrades Guide (ToC)........... 35
Dawn of Rising Sun............. 80
Devilto Pay {zip). ............... 18
Epic of the Pelopen War ......... 80
Fear God/Dreadnaught . ......... 95
Fear God/Dreadnaught Bk. . ... .. 10
Flight of the Bagle .............. 40
Flint & Steel (AWl rules)......... 32
Golan to Sinai (Clash Armor exp} . .20
Harpoond..................... 66
Hell of Stalingrad............... 85
Infernal Machines (Landships) . . ..30
JoanofArc........... 40
LaBat. de Corunna.............. 44
laBat lutzen.................. 70
La Bat. Mont St. Jean {expan) ... .40
La Bat. Quatre Bras {1sted) ...... 60
Landships..................... 46
Lee Takes Command ............ 30
Leuthen.............ooeen . 80
Mighty Midgets................ 30
No SailorbutaFool............. 32
Operation Spark. ............... 45
Painter's Guide WW2 Camo... ... 20
PanzerKampfe {module). ..... ... 16
Rebel Seas (minirules).......... 75
Samurai & Katana.............. 48
SFE: Brute Force. ............... 70
SFE: Mediterranean. ............ 60
SoAtlanticWar................ 2
Supermarinal.................. 56
Supermarinall................. 20
Triumph of Chaos-RCW. ... .. ... P
Triumph of Chaos-RCW Guide ... .35
Valmy to Waterloo.............. 36
Wallace'sWar................. a4
Whistling Death................ 80
White Ensign {Harpoon). . ...... .. 22
Zomdorf ..o 58
Algeria
Ammyoflreland................. 23
ArrbaEspana................. 23
Autumn Mist ... 23
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Bamards Star................. $23
Byzantium Reborn .............. 23
CSA America’s CivilWar. ........ Yol
Frefkorps. ... 23
Konarmiva. . ................. .. 23
MarcherLords ................. 23
OpWhirlwind.................. 23
Smokejumpers. . ... 23
The Final Frontier............... 23
War Plan Crimson .............. 23
Memoirdd .................... 50
Memoir 44 Air Pack Exp ......... 40
Memoir 44 CampBag........... 45
Memoir 44 Camp Book ........... 30
Memoir 44 East Front Exp. .. ... .. 30

Memoir 44 Hedgerow map. .. .. .. 18
Memoir 44 Med Theater Exp .. ... 30
Memoir 44 Op Overford Exp ... .. 20
Memoir 44 Pacific Theater Exp. .. .30
Memoir 44 TerrainExp .......... 30
Memoir 44 Tiger Snow map...... 18
Memoir 44 Win/Desert map. . .. .. 25
SmallWorld............... .50
TickettoRide ....... .50

Ticket to Ride Card. ... .25
Ticket to Ride Europe. . ... .50
Ticket to Ride Marklin Ed. . .50
Ticket to Ride SwissMap........ 25
Ticket to Ride USA1910....... .. 20
Ticketto Ride Fur 1912 .......... 20
Ticket to Ride Dice Fxpan ... .... 20
Down in Flames-Aces High. ... .. 60
Field Commander Rommel . ... ... 40
Mod Naval Btl: Global War. ...... 50
Kaiserschlacht 1918 {zip)... ...... 85
To Green Fields Beyond . ...... ... 44
Trajan DIxExp .......oooeen o, 50
Battlestar Galactica. ............ 50
Battlestar Galactica: Pegasus. . . .. 40
BattleLore {ship=4U) ............ 80
BattleLore Call to Ams.......... 20
Blue Moon City................. 40
Cold War: ClIAvsKGB . .......... 25
Colossal Arena. ................ 25
Great Wall of China............. 20
Ingenious Travel Ed . ............ 20
Penguin....................... 15
Starcraft (ship=10U}............. 80
Tide of Iron {ship=10U)........... 90
Tide of Iron: Days of Fox Exp. . ... 50
Tide of Iron: Designer Series. . .. .. 30
Tide of Iron: Map Upgrade ..... .. 30
Tide of ron: Normandy Exp....... 60
Wings of War: Deluxe........... 70

Wings of War: Dog Fight pack . ... .12
Wings of War: Immelman pack .. .12
Wings of War, Watch Back. ... .. .. 30

1914: Twilight in East (4U). ... .. 107
Alesia {GBoHVI1) ......... ... 35
AsiaEngulfed.................. 69
Barbarian Mod (SPQR)........... 25
BarbarossatoBerfin ........ ... b5
Battle Line (card) ............... 20
Battles w/ Gringos.. ............ 25
Blackbeard .................... 80
BumingBlue................... 69
C31 DIF Squadron Pack (zip}. . ... .. 20
Carthage (Anc World v2}... ... .. 65
Chandragupta.................. 65
Chariots of Fire. . ............... 70
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Clashof Giants Il .............. $35
Clash of Monarchs.............. 65
Com&Col:Bxpl............... 55
Com & Col: Exp 2 Rome. ......... 55

Com & Col: Exp 3 Rome Civil ... .. 30
Combat Commander; Europe . .. .. 79

Combat Commander: Med........ 79
Combat Commander: Pac... ... ... 79
Combat Commander; Para.. ... ... 20
Combat Commander: Stalingrad. . .35
Command & Colors: Ancient. . ... 65
Command & Colors: Ancexp 1....55
Command & Colors:#2 .......... 55
Command & Colors:#3.......... 30
Conquest of Paradise............ 46
Dead of Winter................. 79
Deluxe Alexander............... 65
Deluxe SPOR .................. 99
Devils Horsemen ............... 35
Downtown .................. .. 35
EFS: Kievto Rostov. . ............ 85
Elusive Victory ................. 55
Empireof Sun................. P75
Europe Engulfed. ............... 99
FAB: The Bulge

Fields of Fire...................
Formula One Motor {card}........ 16
Gergovia (zip)

Grand lllusion

Great War in Europe DIx......... 89
Gringo. ... 35
Guilford Courthouse. ............ 40
Halls of Montezuma ............ 55
Here!Stand................... 79
vanhoe.................. ... 25
Kaiser's Pirates. . ............... 49
Kutuzov................... . 65
Leaping Lemmings.............. 35
Manifest Destiny............... 35
Men of Iron

Monmouth

Napleonic Wars (2nd ed). . .......60
PQ17 oo .69
Pacific Typhoon {card) .. ... A0
Paths of Glory Player Gude . ... ... 25
Prussia’s Glory H............. .. 59
Ran.......ooooooo 65
Red Badge of Courage. .......... 5]
Roads to Leningrad ............. 35
Satamis {War Galley/zip). ... ... P20
Samural. ... 64
Savannah ... 35
Serpents of the Seas. . .......... 69
Shipoftheline ................ 20
Silver Bayonet ................. 20
Simple GBoHRules ............. 20
StalinsWar ........ .55

Successors3 ... .65

Twilight Struggle (2nd ed) . .57
Tyrant (zip). . ... 10
Under the Lily Banners .......... 59
Unhappy King Charles........... 65
Veni, Vedi, Vici {zip) ............. 10
War Galley (MKD) .............. 55
Washington'sWar.............. 60
Wellington .................... 35
Windsof Plunder............... 45
Scanderoon ...l 25
Treasurglsland. ................ 40
Space Junkyard ... 35
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1856 o $45
Australian Rails................ 38
Bang the Bullet (ship=2U) ........ 40
Bang! {card) ................ .. 10
ChinaRails.................... 40
Dodge City (Bang exp)........... 1
ElcFast. oo
Eurorails
Express..........oiin
Family Business (Znd ed/card) ... .15

Freight Train
India Rails.........
IronDragon....................

Leonardo Davinci............... 45
LunarRails ... 38
Pillars of the Farth.............. 49
Pillars of the Earth Expan ........ 29
RussianRails .................. 38
Settlersof Canaan.............. 30
SettlersofCatan ............... 42
Silverton{2nded). .............. 45
Catan Geography-Germany. ...... 55
SoCDiceGame ................ 12
SoC Treasure Chest............ 380
SoC/b&6expan ............... 20
SoC/Candamir 1st Setilers .. ... a9
Sol/CardGame................ 20
Sol/Card Game Exp ............ 20
SoC/Cities & Knights 5&6. ... ... 20
SoC/Cities & Knights expan .. ... 38
SoC/Elasund 1st City............ 19
Sol/Bventeards. ... 5
SoC/Fisherman of Catan Exp ...... 4
SoC/Great RiverExp ............. 3
Sol/replacement cards........... 9
Sol/Stone Age ...l 49
SoC/Struggle for Rome.......... 49
SoC/Traders & Barbarians. .. ... .. 42
Sol/Travel Edition . ............. 25
Starfarers Catan-5&6 ........... 30
Starship Catan (Z player). ... ... 30
StationMaster................. 20
Steam........ooo 55
Streetear. ..o 30
SuttersMill ... 45
AFearful Slaughter............. 95
PanzerBlitz: Hell of Death ... ... Kii]
AVictoryBenied ............... 38
Guadalgjara ................... 32
AMost Dangerous Time......... 65
So.Mountain . ................. 44
Storm Over Stalingrad. .......... a4
Warriorsof God ... .............
AFrozenHell ...
April's Harvest .. ...

Black Wednesday . .

Champion Hill. ...

Force EaglesWar ..............
Gaines Mill....................
GD40 . ...
Hunters from Sky...............

In Their Quiet Fields (2nd ed). ... .. 50
Strike Them ABlow............. 49
This Terrible Sound ............ 132
AHouse Divided ............... 45
Age of Discovery ............... 30
Alexander the Great............. 45
ANESAZI . 30
Beforethe Wind................ 30
Bison. ...l 30

PHA
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PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG

Emira......ooooo
FirstWorldWar................
GoWest............l
Heartof Africa.................
Hector & Achilles {box dmg)

Hey That's My Fishl.............
Hey That's My Fish! Deluxe
ltalia......oooviiiiin
Justinian. ...

Mesapotamia +card. . .

Naval Battles ........

Nero .o
Revolution: Dutch Revolt. ........ 85
Waterloo.................. L. 45
SthAvenus.................... 38
Airships..............o 40
Algion. ... a5
Alexandros .. ... 33
Alhambra ... 40
Alhambra BigBox .............. 80
Alhambra City Gates (#2) .. ...... 30
Alhambra Dice Game ........... 40
Alhambra Gardens.............. 40
Alhambra Ltd GoldEd ........... 60
Alhambra Power Sultan (#5). ... .. 30
Alhambra Theif's Turn (#3)........ 30
Alhambra Treasure Chamb (#4). .. .30

RGG Alhambra Vizor's Favor (#1). ... ... 30
RGG Amyitis . .............ooiiii 45
RGG AquaPRomano.................. 80
RGG Aquaretto..................... 50
RGG Architekton.................... 25
RGG Ao 18
RGG ArkExpan...................... 5
RGG Asteroyds..................... 55
RGG Australia...................... kil
RGG Babel ............... 5
RGG Barnyard Critters {card) .......... 12
RGG Batavia....................... 60
RGG Bausack..................oo... 75
RGG BigManitou................... 25
RGG Bohnanza ..................... 20
RGG BohnanzaFanEd............... 15
RGG Bohnaparte (Bohn exp/card). . .. .. 15
RGG Bomnig & Clyde................. 25
RGG CapeHorn..................... 30
RGG CaptnClever.................. 25
CARCASSONME SERIES
RGG Carc exp,/Abbey & Mayor........ 18
RGG Carcassone BigBox2 ........... 75
RGG Carc exp.,/Brdg/Castle/Bzr........ 18
RGG Carcexp./Catapult.............. 18
RGG Carcexp./Count................. 6
RGG Carcexp,/Cult & Siege ........... 6
RGG Carc exp./Inns & Cathedral. ... ... 15
RGG Carc exp./King & Scout........... 3
RGG  Carc exp./Princess & Dragon .. ... 15
RGG Carcexp/Riverll................ 8
RGG Carc exp./Trader & Builder ....... 18
RGG Carcexp/Tower................ 18
RGG Carc Hunters & Gatherers........ 30
RGG Carcassone.................... 30
RGG CarcassoneCastle.............. 30
RGG CarcasscneCity...........o.... 50
RGG Carcasscne TravelEd............ 30
RGG Cardeassone................... 0
RGG Kidsof Carcassone ............. 30
RGG New World: Carcassone ........ kil
RGG  Carcassone Wheel of Fortune. . . ... 30
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Cartegnali ................... $28
CashaCatch ............... .. 3B
Castle For All Seasons........... 55
Caylus. ... 55
Caylus MagnaCarta ............ 30
Change Horses................. 45
Chicago Express................ 60
Chicago Express Expan.......... 40
Circus Flohcati {card)............ 12
Colorettof{card). ................ 15
Crocadile Pool Party............. 25
Cuba... ..o 60
Cuba Expan: El Presidente ....... 45
Darjeeling..................... 50
Dominion ... 45
Dominian Alchemy {(expan). ... .. 30
Dominion Intrigue .............. 45
Dominion Seaside {expan). ....... 45
Dracula................occs 25
Duckling Bance Chiki Cha Exp ....20
Dvonn...oooo 30
Eketorp ... 60
El Grande 10vyeared............ 45
Enuk.......ooooo 35
Fuphrate & Tigris (card).......... 25
Fast Flowing Forest Fellers .. ... 40
Felixthe Catin Sack ............ 15
Finca ...,
Fords..........

Fruigireli ..o
Funny Friends . .................
Galaxy Trucker

Galaxy Trucker Big Expansion. .. .. 55
Gatloping Pigs (card) ............ 15
Gloria Mundi .................. 20
Gloria Piktoria. . ................ 20
Gnummies {card) ............... 12
Gone Fishing?.................. 25
Gracias ... 20
GuatamalaCafe................ 50
Haclenda...................... 40
Hamburgum ................... 60
Hanging Gardens............... 35
Hare & Tortise ................. 28
Hellas ..o 25
Hera&Zeus................... 25
Hermagor..................... 40
High Bohn Plus {card). ........... 15
Highland Clans................. 35
If Wishes Were Fishes .......... 35
Imperial 2030, ................. 60
Imperial............oo 60
Inthe Year of the Dragon ........ 45
Inka...o.oooo 30
Jambo......... .25
Jamho expan 1. . 12
Jambo expan 2. . L2
Kahuna ..., il
KeyHarvest ................... 50
Khronos. ..o 55
Knights {card).................. 15
Krysis. . oo 30
Landlord (card) . ................ 12
leader1 ... 80
LostCities..................... 25
Lost Cities Boardgame. .......... 40
Louis XIV. ..o 30
LuckyLoop ....ooooviin 35
Macao. ... 45
MallWorld.................... 33
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Mama Mia (card).............. $12
Manhattan . ................... 40
Manifa. ... 15
Maor ... 35
MarcoPolo. ... 28
Masons. . ... 40
Medicivs Strozzi ... 25
Merchant of Amsterdam. ........ 40
MessagetoCzar ............... 25
MontegoBay . ................. 60
Mu&LotsMare ............... 30
Mu & Morefcard) .............. 15
NameoftheRose .............. 45
Nefertiti .. ...ooooovveviiiain 50
Nefertiti Expan................. 25
Niagara. .. .ooovveio e 50
NotreDame ................... 45
Oregon ..o 40
Palazzo .. ... 40
Phoenicia ..................... 50
Pickomino . ... 25
Pick Picnic...............oo 1. 18
Pieceo' Cake ...l 30
Ponte del Diavolo. .............. 25
PowerGrid ................. .. 15
Power Grid: Factory Manager. . . .. 45
Power Grid DeckExp ........... 12
Power Grid Exp (Ben/C Eur). ...... 15

Power Grid Exp (Brazil/lberia). . . . . 25
Power Grid Exp (China/Korea). . ... 15
Power Grid Exp (Italy/France) . . . .. 15

Power Grid Replace Deck ......... 5
PriestsofRa.................. 35
Princes of Florence. ............. 40
Princes of Machu Picchu......... 55
PuertoRico.................. 45
RaDiceGame.................. 30
RacetheWind................. 60
Race for the Galaxy . ............ 35
RFTG: Gathering Storm Exp........ 25
RFTG: RebelvsimpExp..........25
RFTG: Brink of WarExp..........25

Royal Palace...................
Rum &Pirates .................
Samuari Card Game.............
Sanduan.........ooo
Shadow of Emperor.............
Sole Mio{card). ................
Space Beansf{card) .............
Space Alert..............
Space Dealer .......
St. Petersburg. .........
St. Petersburg Expan .
Strozzi ...
SufsUpDude........... ...
Sylla oo

Thief of Baghdad . ..............
Thurn & Taxis ...
Thurn & Taxis: Power & Glory. . . .. 30
Thurn & Taxis: Roads to Rome .. . .30
Tichu(card).................... 15
TimesSquare.................. 23
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RGG Tobago «......cccovvenveinin $850 SJG Awful Green Things............ $20 SJG SuperMunchkin............... $18 UGG AssyrianWars ................ 366
RGG Tombouctot ........o.oovvenn... 60 SJG Cowpoker........c.ovevinie. 12 SJG SuperMunchkinZ.............. 18 UGG Blitzkreig General (2nded) ... ... 47
RGG Toppo........coiviiiiiinn, 15 SJG FragGoldEd................... 50 SJG The Good, Bad & Munchkin .. .. .. 25 UGG History of Roman Empire. ........ 47
RGG Torres .......coovvvivviiiiies 15 SJG Munchkin...........ooo 25 TLC UGG Morsecode..................e 59
RGG TowerofBabel................. 35 SJ6 Munchkin 2: Unnatural Axe ... .. 17 T WOG Blood of Noble Men ............ 40
RGG TransAmerica.................. 33 SJG Munchkin 3: Clerical Errors. ..., 17 TLC WOG Caesar’s GallicWar............. 50
RGG TransEuropa................... 33 SJG Munchkin 4: Need for Steed. ... 17 TLC WOG Chainmail ..................... 50
RGG Treasure Chest................. 30 SJG Munchkin b: Deranged .......... 18 TLC WOG Clash for Continent ............. 50
RGG Trick B. Treat {card). ............. 12 SJG Munchkin 6: Dement Dungeons. . .10 TLC WOG Cowboys.........ooooveeiiinn 50
RGG Tamar.........coooiiii . 33 SJG Munchkin 7: Mare Good Cards .. .10 TLC WOG DesertWar.................... 38
RGG Underground................... 40 SJG MunchkinBites ................ 25 TLe WOG ForHonor&Glory .............. 50
RGG Ur.........ooooin.. 40 SJG Munchkin Bites 2: Pants ......... 17 e WOG ForgedinFire.................. 50
RGG Utopia..............oooiienn. 60 SJG Munchkin Blender .............. 17 TLe WOG Hearts and Minds: Vietnam War . .50
RGG Vexatin {Trans expan). ............ 5 SJG MunchkinBooty................ 25 7C WOG Holdtheline .................. 60
RGG Vikings.............oooovinnn. 35 346 Munchkin Booty 2: Jump Shark .. .20 TLC WOG MedWar Sicily................. 45
RGG Where's Bob Hat? (card) ......... 12 SJG Munchiin Cthulu . .............. 25 TIC ZombieTown .................. 40 WOG Prussia’s Defiant Stand .......... 80
RGG Women&Men ................ 25 SJG MunchkinFu............... ... 25 TLC Zombie Town 2: Road Rage ... 10 WOG TumingPoint................... 38
RGG WoolRules ................... 20 SJG Munchkin Fu 2: Monky Biz ....... 17 TLC Zombies Corpsiell 2nded........ 15 ZMG Agricola. . ... 70
RGG WyattEarp.............co 23 SJG Munchkin minfatures. ........... 25 TLC Zombies! ... 28 ZMG  Agricola Farmers of Moor exp ... .45
RGG YetiSlalom.................... 23 SJG Munchkin Mission impossible . .. .25 TLC Zombies! 3 Mall Walkers 2nd ed. .15 /MG Camelot legends {card).......... 25
RGG VYstari Treasure Box . . ....35 SJG Munchkin Quest Boardgame . ... 50 TLC Zombies! 35 ...l 10 MG CourtMedici................... 10
RGG Yspahan........... ....50 SJG Munchkin Quest 2: Look Trouble. . .35 TLC Zombies! 4The End2nded ...... il ZMG Making President 1960.......... 50
RGG Zooloretto.......... .45 SJG NinjaBurger................... 25 TLC Zombies! b MG Middle Kingdom. ............... 15
RGG Zooloretto Expan ............... 10 SJG  Ninja Burger 2: Sumo Size ....... 17 Schools Out 4Bver Znded........ 15 IMG  Pocket Battles: Celts vs Romans. . .15
RGG Zooloretto GorillaExp ........... 10 SJG SnitsRevenge ............... .. 20 TLC Zombies! 6FeetUnder.......... 15 IMG Take Stock ...l 15
RGG Zooloretto PolarBearExp........ 10 SJG SPANC ... 25 TLC Zombies! 6.66 Fill in .0 ZMG Traders of Carthage............. 25
RGG Zooloretto XXLExp.......... ... 35 SJG StarMunchkin ...l 25 TLC Zombies! 7 Send in Clowns .... .. 18 IMG Wasabi............ooco 40
SFG Kung Fu Fighting................ 20 SJG  Star Munchkin 2: Clown War . ... 17 TLC Zombies! 8 Jailbreak. ........... 18

MAGAZINE / GAME ORDER FORM Please print legibly. All prices in U.S. § and subject to change.

NAME

ADDRESS

CITY, STATE {PROVINCE}

ZIP (POSTAL CODE}, COUNTRY

EMAIL

# (VISA/MCDNLY) EXP.

SIGNATURE __

Some items are one of a kind; therefore, please list alternates whenever possible. Credit memos will be issued on items that are out of stock.

ary. [TEM (MG 1SSUE 4/ GAUE TTLE/ ETC) PRICE $ ITEMTOTAL

ary. ITEM (4AG ISSUE #/ GAME TITLE/ETL) PRICE § ITEMTOTAL

ary. . ITEM (AG ISSUE #/ GAME TITLE/ETC PRICE § ITEMTOTAL

ary. ITEM (WAG ISSUE £/ GAME TTLE/ETE) PRICE § ITEMTOTAL

QTY. ... ITEN {MAG ISSUE #/BAUE TITLE/ETL) PRICE § ITEM TOTAL

ary. ITEM (AR ISSUE #/ GAWE TITLE/ L) PRICE § ITEMTOTAL

ary. . ITEM (AR ISSUE #/ GAVE TITLE/ L) PRICE § [TEMTOTAL !
arv. ITEM (AR ISSUE £/ GAVE TTLE/ IC) PRICE $ (TEM TOTAL

ary. ITEM (AR ISSUE &/ GAUE TITLE/ ¢ ) PRICE $ ITEMTOTAL

ary. (TEM (4AG ISSUE £/ GAME TTLE/ETL) PRICE $ ITEMTOTAL b

ORDER SUBTOTAL

+ TAX (CALIFORNIA RESIDENTS ONLY — PLEASE ADD 8.25% TO ORDER SUBTOTAL)
+ SHIPPING (FORALLORDERS; PLEASE USE THE TABLES BELOW)

ORDER TOTAL

UPS GROUND SHIPPING CHARGES — Please add $5 for shipping via USPS Priority Mail.

USA CANADA EUROPE, SOUTH AMERICA, ASIA AUSTRALIA
First Unit 12 $24 34 36
Additional Unit $2 3 3 5

DESERT FOX GANMES | (661) 587-9633 | (661) 587-5031 fax | PO. Box 21598 | Bakersfield CA 93390 | decisiongames.com
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1 0440 2 0500 3 0520 4 0540 5 0600 6 0620 7 0640 8 0700
Draw just Random Return Commando

S f Play Outli ; : .
equence of Flay Outline one Op Chit Events Start Op Chits evacuation

I. CW Amph. Transport Phase
1. Unit Transport
2. Landing Checks

_[1-Operations Phase ‘ 9 0720 100740 110800 120820 130840 140900 150920 16 0940
w : Return Start general
Op Chits evacuation

1. CW Action Phase IR 18 1020 191pED | 201100 2L MDD 221140 E2niROnE 24 1220
1. Beach Landing and Evac. Return

2. CW Actions !
3. Recovery Op Chits

IV. End of Turn Phase

*General evacuation is allowed before turn 16 if you have 12 or more VPs, or 10 regular infantry units are in the eliminated units box.

LANDING HAZARD TABLE
Roll one die for each unit in a beach landing box and apply the result. CW TANK BARRAGE TABLE

Do not roll for commando units. CW Tank Strength 2 FNCIETaRKSHERSth 4

Die Infantry on Turn 1 and 2; Infantry on turn 3 and later. Die German German unit German German unit
Tanks on all turns Roll unit alone with depth unit alone with depth
Delayed Delayed 1 3 3
Delayed Drift one box east (left) i 2
Drift one box west (right) Disrupted
Drift one box east (left) No Effect %

Disrupted No Effect »)
No Effect No Effect

Place delayed units in the next space on the turn track.
Beginning on Turn 8, you may instead place a delayed unit
in the Evacuated Box, at your option.

-: No effect; D: Unit disrupted;
DD: Unit disrupted and depth marker removed.

One hex = = 438 yards / 400 meters.

Battery
Goebbel: ;

N

¥ e Petito
Berneval

ondary _Fire Dot Commonwealth
i, Eliminated Units

German
Position

Point Hex

TERRAIN EFFECTS CHART

Terrain CW Infantry & CW Tank German Defense (1)
Commando Movement
Movement

Beach Yes Yes
Clear =S No

Woods Yes No Unit strength doubled;
depth not.

Buildings Yes Unit and depth
strength doubled.

Marsh No
Sea No
River hexside No Attack Prohibited

Bridge hexside Unit and depth
strength doubled.(2)

Wire hexside (3) Y

Tank Wall hexside N No
Cliff hexside No No Attack Prohibited

Road (4) =S Yes
Terrain Effect Notes Commonwealth Evacuated Units

(1) Terrain effects on German Defense are not cumulative. For example, the strength of a German
unit in a building hex attacked through a bridge hexside is only doubled.
German defensive benefits for being attacked across a bridge hexside apply only if all adjacent : N
attacking CW units are attacking through such hexsides.
Only one unit may move across a given wire hexside per turn. A unit crossing a wire hexside

may only move one hex.
Units may move up to three connected road hexes in a single action.
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