The battle for Italy was a grueling affair whose strategic
importance lay in the effect it had on the timetable for the
coming D-Day invasion. To the Allies, ANZIO was to be the
bold strike to break the back of the impregnable Cassino
Line defenses. To the Germans it became the largest
self-sustaining prison camp in Europe!

Whatever it was, it became the symbol for the most
bitter defensive struggle in World War |l. Now, YOU take
the role of Theatre Commander and attempt to break the
stalemate on the Italian peninsula. Every division, brigade,
and battalion that took part in the original campaign is
at your command. Every detail is as it was then, except
YOU are in command to win or lose this decisive battle.
Perhaps you, as German General Kesselring, can accomplish
the impossible and throw the Allies back into the sea.

Or maybe, as Allied General Montgomery, you can break
through the German mountain defenses to strike at the
heart of Nazi Germany. Discover for yourself what it takes

to win a war. Put down your history book and see if you could
have done it.
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ANZIO

Complexity Rating—Basic Game 4
Advanced Games 7-10
Playing Time—Two Hours and Up

Fewgames have been kept up todate as much as
ANZIO has. Revised and revised again, a good game
has gotten better and better. Playedonad4”® x 14"
mapboard of Italy, the game recreates the Allied am-
phibious invasions and campaigns to secure the
peninsula leading to the heart of Europe The Allies
face not only the German and Italian armies, bul
some of 1he mos! varied terrain in the world

Unit counters represent American, British,
Greek, Canadian, Polish, French, Indian, German,
and Italian forces. Order of Batlles are available for a
variety of mini-games and lthe campaign game, pro-

GREAT BRITAIN

UNITED STATES

viding a highly versatile game of almost any duration
and complexity

The twenty-lour page rulebook is divided into a
basic game and several advanced versions. Each ad-
vanced version adding more and more rules, com-
plicating while making the game more realistic. and
adding the feel of the actual problems, decisions, and
actions of the campaign.

Game features include unit step reduction, naval
bombardment, tactical airpower, paratroopers,
limited intelligence, breakthrough combat, supply,
stacking values, special terrain effects, and fortifica-
tions. A gem for the hardcore gamer. Players can
select their own combination of playability and
realism. Probably the most underpublisized and
under appreciated game around. A silent “'Classic’’

FRANCE
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which edition of the rules you are playing under. This
4ath edition is now the official Avalon Hill rules for
ANZIO.

3. Caleulating Movement




B. FUNDAMENTAL RULES

1. INTRODUCTION

Anzio 15 a small port 35 miles south of Rome, War
has a way of making history in obscure places, like
Guadalcanal, Stalingrad, Waterloo, and Anzio. Anzio
ts also the name of Avalon Hill's strategy game which
makes it possible for you to recreate not only that
famous invasion, but the entire campaign, one of the
most controversial of World War 11,

Should Rommel have released the powerful garrison
in North ltaly 1o push the Allies back into the sea?
Did Mark Clark blunder in repeatedly attacking what
military 1exts call the strongest defensive position in
Europe? The unsurpassed realism of Anzio permits
you 1o explore the answer 10 these, and many other
questions,

Your Anzio game includes:

1. The Mapboard

2. The Allied and German troop counters

3. The Step Reduction Table (SRT)

4. The Time Record Card (TRC), for the Advanced
Game

5. Two Unit'Organization Cards, one for each side,
for the Advanced Game

6. Two Order of Battle Cards (OOB), one for each
side, for the Advanced Game

7. There ste Game Record Cards for each side, for
the Basic Game on the back of the QOB cards

2. THE MAPBOARD
A,  Area shown

That part of ltaly which figured importantly in the
1943-45 campaign is depicted. A hexagon (hex) grid
has been overprinted to determine movement, To
precisely locate each hex, the columns running north
and south have been lettered A through Y. The rows
running northwest 1o southeast are numbered 1-80.
Examples: Napoli is K57, Bologna Q15.

B. Terrain affecting both combat and movement

1. Rough Terrain — dark ochre, for example, hex

K13.

Piain Terrain — light gold (Q12)

High Apennine — reddish beown (D12).

Swamps — olive green (F51).

Rivers — blue llow lines passing through the sides

of a hex, or entering the sea, These may be

interrupted by bridges, but the river still exists

(E22).

6. Headwaters — blue flow lines at the start of rivers
which cross only one hex side, and do not enter
the sea (D14). These are not river hexes.

0 ohwN

C. Terrain affecting combat only

1. Mountains — hexes containing black slope con-
tours (D12),

2. Air Bases—the cities of Pisa, Foggia, Napoli, and
Roma (each of its 3 hexes is a separate base).

Terrain affecting movement only
Major roads — gray lines outlined in black (B14),
Minor roads — parallel black dashed lines (B12).

Bridges — indicated by roads passing over rivers
(E22), or implied. where a8 major or minor city,
such as Roma or Ostigha (S9), is bisected by a
river, There is no functional difference.
Fiumicino (D45) i1s not a bridge

4. Major cities — gray areas bordered and cross-
hatched in black, such as Roma. Cities do not
interrupt movement if a road traverses them,
They may also represent an extension ol the
road. For example, Firenze is an extension of
major road No. 2,

PN=0

5. Minor cities — black dots such as Ostiglia.

6. Ports — coastal cities, such as Napoli, or Salerno,
with red Capacity (Cap) and Build-Up (BU)
figures noted nearby.

7. Beaches — coastal hexes containing at least some
plain terrain bordering on the sea (B14).

8. Coast — hexes bordering the coastling but with
no plain terrain on the sea (C15).

9. Invasion Zones — beach hexes contained between
red lines (A14-B14).

E. Terrain features not affecting combat or move-
ment

1. Route numt ds (B14).

2. Place names — roads, cities, rivers, lakes, etc.

3. Minor lakes = small blue areas such as Lago di
Vico (G40).

4, Seas — blue areas surrounding Italy,

5. Coastline — thick black lines between sea and
land. Many coastal hexes are only part land, but
they are playable with some exceptions, See
appendix.
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F. Non-playable terrain

Major lakes — the 2 main hexes of Lago di Garda,
1 main hex each of Valli di Comacchio, Lago di
Bolsena, and Lago di Bracciano, and the 3 main
hexes of Lago di Trasimeno are all intraversible,
Exception: units may use the roads through two
of the Lago di Trasimeno hexes, but not stop
there.

2. Land board edge hexes — the partial hexes on the
south edge containing grid numbers 71-72-73.74,
the partial north edge hexes containing grid
letters A, C, E, etc., and the 3 west edge hexes in
the A column are playable, just as though they
were complete, All other partial hexes, such as
those all along the east edge of the board, are not
playable. The two armies may not enter them,

3. Coastal hexes — a few are 100 small to be used.
See appendix.

4. Promontories — certain peninsulas are playable,
but with the restriction that no combat or
movement is allowed from them directly to
certain adjacent land hexes, because to do so
would pass directly through hex sides sll sea, or
$£3 and coastline,

Example: movement is not allowed directly from J58

to 158, nor could a German unit at J58 attack an

Allied unit next 1o it at 158. The barrier hex sides are

in the appendix, N

G. Miscellany

1. Sicilia — Although not on the map, it is
frequently referred to in the rules. Allied troops
“in Sicilia” can be kept in any convenient sea
area of the mapboard, or next to the board. Note
that all Anzio place names are in Italian,

2. The Anzio mapboard is one of the most detailed
and realistic available, but there can be differing
interpretations about the terrain in certain hexes,
and its effect on the game. See appendix for
questions that may arise,

3. THE AXIS AND ALLIED ARMIES

The Italian campaign was the first in history including
troops from every inhabited continent. These are
accurately represented by the two sheets of counters
included. Punch these out carefully. A sharp instru-
ment may help, Arrange them on the organizational
cards provided, which you may wish 10 mount on
cardboard. On the mopboard there is a table of
symbols appearing on the unit counters. The units
vary greatly in strength, size, and other charac-

teristics. The symbols on the counter explain the
nature of each unit, which must be known to play the
game. Many units are represented by more than one
counter: these “extra’ counters are the same unit,
but at different levels of strength,

Stacking Number
Size
Igentlication
Movement Points
Defenss Facror

Type =
Nationality—_{. !2—
Attack Factorgl5-6-12

Size: XX = division, X = Brigade, 11l = Regiment
Attack Factor is a unit’s basic strength when attack-
ing: Defense Factor is 3 unit's basic strength when
defending; Movement Points measure 2 unit’s move-
ment capability. Stacking Number s a precise
measure of a unit’s size. If the stacking number is in
the upper right hand corner, the unit « nor at full
steength, It in the upper left hand corner, it is at full
strength,

Certain units have special capabilities. Mountain units
are indicated by underlining. Commandos by a small
letter ¢ in the upper right-hand corner.

T [

A HaZ

2.48 1-1.12
Mountain Unit Commanda

4. BASIC FUNCTIONS
A. Introduction

The Anzio units have 3 basic functions:

1. Moving on the mapboard through the hex grid at
a speed governed by their movement points,
weather, and terrain.

2. Stacking with other units on the same hex,
governed by their stacking number,

3. Combat, as determined by a comparison of their
attack and defense factors,

8. Turn Order _

Each game-turn represents one week, and consists
of two player-turns, first the Allies, and then the
Germans,

2. Each player-turn consists of two phases; first
movement, and then combat.

3. Movement is voluntary, Either player may
choose to move any, none or all of his units
during his turn.

4, Combat is also voluntary, in that the player
whose turn it is may choose nol to move next 10
any enemy unit{s). However, once a unit 1 i 2
combat situation, as explained later, combat is
no longer voluntary, but must occur,

5. Movement after combat, and second and subse:

quent combatls) are also voluntary, in the sense

explained above. They are also conditional on
the results of any first combars.

-

C. Movement

1. The first part of each player-turn is the move-
ment phase,

2. At the start of the movement phase, replace-
ments and reinforcements enter the game, if any’
are called for on that turn.

3. During the movement phase you may move all,
any, or none of your units, for all or part of their
movement points.

4. They may move in any direction, or combination
of directions.

5. The movement phase must be fully completed
before any combat occurs.
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During combat, additional movement may be
allowed, as explained later,

Movement can not be transterred between units,
nor saved from turn to turn,

The movement capability of each unit is ex-
pressed in points. It costs a certain number of
these points to move from one hex into an
adjacent hex,

When a unit moves from one hex into an
adjacent hex, it crosses the line between the two,
called the hex-side, The terrain through which
this hex-side line is drawn determines the move-
ment point (MP) cost to cross it, nor the terrain
within the hex itself,

Many hex-sides cross more than one type of
terrain, for example, rough and plain. The MP
cost i3 that of the most advantageous type of
terrain {least costly in terms of MPs), The most
advantageous terrain in a hex-side, including
roads, may also be used rétreating, or when there
i3 an effect on combat,

MP cost to cross a hex-side containing:

1 MP — any plain terrain,

2 MP — all rough terrain, or rough terrain dnd
High Apennine,

All MPg — all High Apennine andfor swamp.
Since swamps and High Apennine are func-
tionally dentical for both movement and
combat, they will both be referred to as High
Apennine, Note that the cost 1o cross a High
Apennine side is the same regardless of the MPa
umt has, and since all MPs me expended, no
other movement is possible in that movement
phase, before or after crossing.

1/2 MP — 4 hex-side which i traversed by a
major oo, regardless of the other terrain
crossid by the hex-side,

1 MP ~ a hex.side traversed by a minor road,
regardless of the other tereain in the hex-ade,
MNote that in order 1o use the road MP rate, the
road must be in the hexside crossed, not at
another point within the hex, or another side of
the hex,

All types of terrain, on and off roads, may be
traversed in one turn, o long as the wnit has
enough MPs,

Except for rivers, terrain costs are calculated on
the basis of hex-sides. A unit entering a hexpays
the terrain cost of the sido crossed entering. I the
unit has enough movement points, it may then
exit the hox at the terrain cost of the side exited,
regardless of the terrain features within the hex

Ruvees

The movement penalty in CrOSSING 3 Nver i not
calculated in MP, Therefore, when crossing a
hex-side containing & blue niver flow line, ignore
it for the purpose of calculating the MP cost, For
example, the north-cast side of the hex con-
taning Liattona (FS0) is considered all swamp,
cven though the hex-ude 15 also crossed by the
Canali Mussolini,

Units may enter a hex containing a fiver, ana
move along that river on the same side they first
entered, subject 10 the MP costs already ex-
plained, They may not in that same turn move
off the river hex into an adjacent hex on the
other side of the river, In order to do this, i.e.
cross the river, they must end their turn on a hex
containing the river they wish to cross, At the
start of the next turn, they may then move off
on either side of the niver. Once such a unit has
maved away from a hex containing the river, it
would have to again return and end its turn on
the river hex if if wanted to move off on either
side the next turn,

Rivers may be crossed at bridges without this
delay,

Rivers may also be crossed in combat without

13.
14,

delay. If an attacking unit on a river hex destroys
or causes to retreat » defender on the other side
of the river, the attacker may immediately
occupy the vacated hex, without the usual wait
until the next turn. If the vacated hexwere a rivor
hex, occupying it would not result in crossing
that river.

Only the Allies may move by sea.

Strategic Movement

Strategic Movement gives a unit twice its usual
MPs, i.e, if the unit had 8 MP, it would have 16,
if 12, then 24.

Units of both sides that don't start their turns
next to eénemy unmits {referred to as being in
enemy “‘zone of control') and don't fight that
turn, may use this special movement rate,

Allied units just disembarking may not use
Strategic Movement.

Note that even when using Strategic Movement,
crossing an all High Apennine hex-sule costs all
available MP, regardless of the exact number,
Examples of in the Appendix.

Stacking

Each unit has a stacking point number, Each side
may place up 10 8 stacking PoINts Maximum on
one hex, regardiess of terrain,

This limit does not apply while moving, of
retreating. Any numbaer of units can traverse a
hex while moving, provided that no more than 8
points stop on one hex.

If for any reason you are forced to stack over 8
points, you mwst immediately destroy enough
units 1o reach the limit, The stacking player
chooses which units to eliminate,

Units of opposing sides can never stack 1ogether,
with one exception. This occurs during an
Automatic Victory, as explained later,

Initiating Combat

Alter the first Imovement) phase of each player-
turn, is The second (combat) phase,
The 6 hexes around a unit are its zone of control,
When you move next 10 an enémy unit, you
enter its 2one of ‘control, and therefore you must
immediately stop, and then fight, after the
0 n1 phase is ended.
There are only 2 exceptions 1o this requirement;
terrain rule, B2F4, and certain weak umits which
do not have a zone of control.
As explained above, a unit ending its turn on a
river hex can not move off the other side of the
river until the next turn, Nonetheless, its zone of
control still extends to all 6 adjacent hexes, even
those which are on the other side of the river.
The player moving is the attacker, regardiess of
the battle odds, The attacker may first bring up
as many units as he wishes before resolving
combat, No combat occurs until the attacker has
maoved all the units he wishes, causing as many ot
as few battles as he chooses,

The attacker then resolves each battle wath a
separate die roll, one at a time, in any order he
chooses, The consequences of each individual
battle, such as cosualtios, advances and/or re
treats, if any, are decided before proceeding to
the next battle, These consequences are discussed
in detail in the next section,

Determine battie odds by companing the at
tacker's attack factor agninst the defender’s
defense factor. This ratio is reduced to an odds
comparison found on the Step Reduction Table
{SRT) Uneven ratios are always rounded off in
favor of the defender, i.e, 26109is2to 1. not3to
1. Attacker may choose to attack at lower than
actual odds.

Often many units will be involved attacking and
defending. Attackers on the same hex need not
all fight in the same battle, /f they are next to
defenders which are on more than ane hex, Some

]

ol the attackers could attack defenders on one
hex, while some attack defenders on one or more
other hexes.
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Units from more than one héx can attock
defenderson one hex, if they are all next toat,
Units stacked in one hex must be attacked a5 a
group, not indiidually, as n some other games.,
Thay combine their delense factors inlo one
total defense factor. The attacker combines his
attack tactors into one total, and theén the two
are compared,

O! course, many batties do not wolve many
units, The attacker may dwvide combat in any
way he wishes, so long as all his units in enemy
rone of control fight some adjacent enemy unit,
and also so long as all adjacent enemy unils are
fought. An exception is discussed under Second
Combat

The attack or defense factor of ane umit may
niever b divided among batties

. Unless a Secand Combat occurs, a5 explained

later, @ umt only attacks or defends once each
turn. [See Second Combat — C14})

. Attacks may be made voluntanly at odds a3 poor

as 1l B for any reason umts would have to
attack at wotse odds, and they are unable to
withdraw from enemy rone ol contro!, they
would be automancelly chiminated beturs any
battles ate fought.

. Units starting their turn next to the enemy have

four options: withdraw; stand and hoht, hring up
reinforcements and tight, withdiaw and attack
from another duection

. It i not allowed o move dwectly brom one

enemy czone of convol to another, even if the
Iwo rones ol control belong to different encimy
units, There must be at least one intervening hex
which is not in enemy Zone of contro!

Thete 13 one exception 10 the sbove rule. I the
defender’s hex 15 vacated because all 1he units
thore were enminated, or forced 1o retreat, then
the attacking units may advance into the vacated
hex. This is allowed even f 1 meant moving
directly from one enemy zone of control o
another. The usual stacking himat governs the
number of units sble 1o atlvance intw the vacated
hex.

Combat Resolution

Resolve battles in sequence by colling the die
once tor vach one, and comparing the result vath
the Die Roll column at the left edge of the SRT
This indexes with the battle odds, from 1.4 up 10
a9.1.

There are 6 posuble results for each odkds
column, depending on the die roll. The upper left
triangle is the attacker’s result, The lower right
triangle is the defender’s result

Casuslties are taken n steps, whach s a unad by
which the strength of vach troop counter i
measured,

The presence ol a number indicates steps lost,
Remove the number ol steps shown n your
triangle. For example, reflect the loss of 1 step to
the German 1 Para division by removing the
tullsstrength 6-1012 counter, and replacing 1
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with the 5:9:12 counter which has the same umit
identification. 11 15 the exact same unit, only one
step weaker. Loss of one step may mean the loss
of more than one combat factor.

The full:strength counter is not destroyed. Leave
it on the Unit Organization Chart for later
use, if and when the weaker counter s able to
build back ns strength by combining with &
replacement counter. The method by which
depleted umits recover their strength is explained
later,

Only the attack and defense factors change when
2 unit loses steps. At all strength levels, the
stacking value and the movement points remain
the same,

Reductions must always be made by specitic
unit, Repiscing a unit with a counter of the right
strength, but from another unit, is not allowed.
Nor can more than one counter of a given unit be
on the board simultaneously.

When a unit is reduced 10 1ts weakest counter, it
can still lose 2 steps. Inverting it counts a3 1 step
lost. Removing the inverted counter is worth 1
more step, This means that the unit is destroyed,
and permanently out of the game. An inverted
counter can only result from first stepping-down
a unit to its weakest face-up counter, and then
inverting that.

Many smalier units only have 1 counter even
when they are at full strength, They can still be
inverted, and removed, if necessary.

If more than 1 unit s involved in a battle where
steps are lost, the player may apportion the lost
steps a3 he wishes, subject 1o certain priorities
explainod later

Only at the end of your turn, you may voluntarily
destroy any of your units.

In ¢ach combat, both losses and retreats are
taken in this order: (a) side retreating. if no
retreat, then (b) attacker; (c) defender

Retreats

When an "R" appears in your triangle on the
SRT, you must retreat the unitls) involved,
Subject to certain restrictions explained below,
the retreating player may remove his units 1 or 2
hexes, whichever he prefers, in the direction ot
directions he prefers, It 1s allowed to retreat
“forward”, 0.9. toward tho enemy front. It is also
allowed to retreat one hex, andthen back to a hex
next to that from which the retreat began. Itis not
allowed to end a retreat in the hex it started from.
Terrain effects on retreats:

Il & unit is forced 1o retreal out to sea, it is
destroyed,

Exception: 11 Allied units are able to evacuate
out 10 sea, as expiained later, they would not be
destroyed,

A unit retreating across a river is destroyed. It is
usually clear which side of the river the unit can
retreat lo, but to make it clearer, examples 1-4
below are permitted retreats (not crossing 8
river). Example 5 is not permitted {crossing a
river),

Crossing al a bridge, example T26-T25-T24.

Retreating from a river hex 1o the headwaters
hex of that same river, and then in any direction,
example S25-R25 any adjacent hex but $25.

Retreating from the headwaters hex of a river to
the adjoining hex of that river, and then in any
direction, example S27-T26 any adjocent hex but
S27.

It @ unit retreating from a river hex: (a) did not
move that turn, (b) only moved on hexes of the
niver, or (c) the last hex from which it approached
that river was its headwaters hex, then the unit
can retreat to either side of the river, or along it,
without crossing. Examples: (a) move stayed on
T26—retreat to any adjacent hex, (b) movement
phase U26 to T26—r to any adj 1t hex,

b,

(¢) movement phase S27 to T26—retreat to any
adjacent hex,

If movement during its turn, in the movement or
combat phase, 10ok a unit to a river, from a hex
not part of that river, or its headwaters, the unit
can only retreat along that river, or to the side
from which it approached. Example: U27 1o U26
in the movement phase, can then retreat to any
adjacent hex but U25, which would be a cross-
river retreat. Example: U27 to U26 as the first
rotreat hex, then second rotreat hex could be any
adjacent hex but U25.

A umit may not cross an all High-Apennine
hex-side in retreat of an alternate route is
available, i.e. one that would not mean imme-
diate destruction, If the only feauble retreat is
through an all High-Apennine hex-ude, then the
retreating unit may cross it, but its retreat is then
ended. It may not retreat the usual second hex.
Nor is it allowed to retreat 1 hex through a
non-High Apennine hex-side and then retreat the
second hex through gn all High Apennine hex-
side. In such a situation, only the first hex would
be allowed; the unit would then have to stop.

With the single exception of considering together
all retreats & unit may undergo during a given
turn for the purpose of determining whether the
unit has crossed a river, each retreat alter each
combat s considered a new retreat, For example,
a unit could be attacked, and then retreat
through a High-Apennine hex-side as described
above, then be attacked again, and again retreat
through a High-Apennine hex-side, provided rule
c. above is observed.

Other types of terrain do not affect retreats, i.e.
plain, rough, and the two types of roads. The 1
or 2 hexes sllowed are the same through any of
these four types of terrain listed above.

The only exception is that roads allow passage
thru rough terrain, High Apennine, and across
rIvers.,

Other effects on retreats:

The 1 or 2 hexes allowed are the same regardless
of weather,

It a unit is forced to retreat into, or through, an
enemy zone of control, it = destroyed.

It unitls) must end their retreat in such a way
that over-stacking results, the retreating player
chooses which unit(s) to destroy in order to
alleviate the over-stacked situation. It need not
necessarily be the retreating unit{s).

If several units are involved in a retreat, and more
than one path 15 possible, they may retreal along
separate paths,

Sometimes, one {or both) sidels) does not lose
s1eps, nor have 10 retreat.

If the detender retreats, or is destroyed even
without combat, thereby vacating his hex, the
attacker always has the option of occupying the
vacated hex. The only king units all dto
exercise this option would be those involved in
the attack, or dostruction, should any Survive,
Their advance into the vacated hex is subject 10
the usual stacking limit.

The above advance may be done even if it
wiolates the usual prohibition on passing directly
from one enemy zone of control to another. It is
also allowed despite terrain restrictigns which
would ordinarily prevent such movement, such as
crossing a river, or a High-Apennine hex-side,

The defender does nor have the above option if
the attacker retreats or is destroyed. Of course, if
the hex s still vacant when the attacker’s turn
ends, then the defender could occupy it under
the usual movement rules.

Other Terrain Effects on Combat

Terrain can double or triple a unit's defense
factor, and halve a unit’s attack factor, or both.
Cities by themsolves do not double defenders.
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The defense factor of a unit is doubled on a
mountain hex, even if its attacker is also on a
mountain,

The defense factor of a unit is doubled if all its
attackers are on river hexes, oven if the defender
is on a headwaters hex. This advantage is lost if
oven one of its anackers is not on 8 river hex.
Bridges do not negate the doubling effect of
rivers

If the defender is on a mountain hex, and all its
attackers are on river hexes, then the defender is
tripled.

There is one instance in which all attackers may
be on river hexes, and yet the river advantage is
lost to the defender. This occurs if the defender
is also on a hex of the same river as any of its
attackers. These hexes need not be adjacent
along the course of the river, so long as both
attacker and defender are on the same river. Il
the attacker and defender ace both on river
hexes, but different rivers, the defender is still
doubled,

Some hexes contain two rivers. If both attacker
and defender are on the same river, but because
of two rivers in a single hex, the attacker is also
on another river, while the defender is not, then
the defender is doubled.

Some examples of hexes with two rivers are H20,
J36, J38, L39 and V25.

The attack factor is halved when the hex-side
between attacker and defender i all High
Apennine, The strongest possible defensive posi-
tion is a mountain behind a High Apennine
hex-side, and also behind a river. The defender
would be tripled, and the attacker halved.

If & unit attacks a multiple hex defense inwhicha
delender is behind a High Apennine hex-side,
and another is not, the attack factor isn’t halved.
The defense factor of the High Apennine
dofender is doubled. Were it already doubled or
tripled, it would be doubled again.

When halving the attack factor, do not drop
fracti For example, a 5 attack factor attack-
ing through & High Apennine hex-side would
equal 2-1/2 factors.

Il the defense factor of even one defender in an
attack is doubled or tnipled, | to the attacker
are double (never triple) the amount indicated on
the SRT, as explained below. High Apennine hex-
sides by themselves do not double attacker's
losses (inclusive of the special case discussed in
rule 7 above).

Addenda
Examples of combat are given in the Appendix.

Further exceptions to the Fundamental Rules are
noted in pertinent sections of the text below.
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ALLIED GAME RECORD CARD

o0B

The units shown Ar Start the second week of
Seprember, 1943, are available to invade.

The other units, which are reinforcements, enter
the game in Sicilia on the dates shown, They may
immediately transfer to the mainland subject to
port or Second Invasion rules explained later.
Starting Sept 11, the Allies get 2 replacements
per week in Sicilia,

Time Track

This is a calendar with one section for each of
the 15 weekly game-turns,

All wrns have good weather, except those
marked "M", for mud, as explained later,

2P means that the Allies start the turn so
indicated with 2 port counters, for a total of 4
for the entire 15 turns, The use of port counters
is explained later,

You may indicateé the current turn by placing &
blank counter in the appropriate box,

Unit Organization Chart

Space is provided to se1 up all the counters needed in
the Basic Game,

2.
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c.

GERMAN GAME RECORD CARD
ooe

Location of the units available Sept 1l is shown,
Only the 16th Panzer division may be placed
wherever the German player wishes, After the
Allies start the game by invading, the Germans
are free to use these fourteen units freely,

The other units (reinforcements), enter the game
on the dates shown, on any north, northwest, or
northeast board edge hex. The first hex counts
against their movement factor, but it may be at
the road rate, if along a road.

1t and when the Allies invade for a second time,
the Germans get reinforcements, as shown, They
enter the game just as the other reinforcements
do.

Starting Sept 111, the Germans get a variable
number of replacements, as shown on the Time
Track. These enter at any major city in German
control, as explained in the section on replace-
menis.

The initial entry hex for German reinforcements
and replacements cant be in Allied zone of
control. Entening Gormans can use strategi

4,

FRIENDLY TERRAIN

A hex is considered to be friendly to a player if his
unit was last 1o occupy that hex, even if it was at that
time, or since, in enemy zone of contrel. A hex could
be friendly to the Germans, for example, i they
attack from it, even if they have to retreat, Only if
the Allies were subsequently to occupy that hex
would it then be friendly to them, and no longer to

the Germans, It

id then remain so unless and

until retaken by the Germans. At the start of the
game, all ltaly is considered friendly to the Germans.

5.
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SEPT 11 INVASION
The First Turn

The Allies must start the game by selecting a
number of units from those available Sept |1, and
maoving them ashore. This is defined as invading.
An invasion may be made only at one of the six
areas which are entirely south of the middle map
fold, which is just north of Roma. Note that this
excludes the Roma invasion area, since part of it
is north of the fold.

Only British and/or US units can ever invade.

Terms pertaining to Invasions and Amphibious
Movement

Beach hex — hex with any plain terrain bordering
the sea.

Beachhead — all friendly beach hexes vathin an
INVasion area.

Initial Lift (IL) — the size of the forces which
may come ashore over beach hexes in an invasion
area on the first turn of any invasion,

Build-UP {BU) — after the Initial Lift turn, the
force which can come ashore through friendly
beachhead and/or port hexes in one turn.,
Capacity (CAP} — the maximum force which can
be supplied through a particular beachhead or
port. For a beachhead, capacity can apply 1o any
or all friendly beach hexes at the discretion of
the Allies, 0 long as total supply traced to all
hexes dovsn’t exceed the indicated capacity for
the beachhead,

IL, BU, and CAP are not given in numbers of
units, but in stacking points. They can not be
transferred from one beachhead or port to
another,

I ion Tum Mo

Initial Lift units do not hiave their usual MP total.
Instead, they all have 3 MP, regardless of their
usual MP rating. Mud doesn’t affect Initial Lift

movemant

Time Track

As explained in the Allied section, each turn and
its weather is shown,

The number shown indicates the replacements
which the Germans get that turn. A “1" means
one infantry replacement unit, A “'2" means one
infantry, and one armaor,

Unit Organization Chart

Space 15 provided, to set up all the counters needed in
the Basic Game.

3.

Al other terrain MP costs are unchanged, The 1 or 2

WEATHER

Mud changes MP costs as follows:

2 MP — hex-side with any plain terrain

4 MP - hex-side which 15 all rough ferrain, ot
rough terrain and High Apennine,

hex retreat allowance is not atfected by mud.

The first hox ashore always counts 1 MP, because
all of the Invasion Zone hexes are beaches,

After that, MP costs as follows:

1 MP — hex-side with any plan tereain

2 MP ~ hex-side all rough terrain, or rough
terrain and other non-plain terrain, except roads,
1 MP - hex-side traversed by a major or a minor
road, Note the change from the usual MP cost,
since Initiol Lift units are not considered pee-
pared to tuke full advantage of major roads.
Initial Lift units are not allowed 1o cross all
swamp hex sides, and do not have enough MP to
reach High Apenmine areas.

The 3 MP limit does not deprive Allied units of
movement after combat, if they are able 1o
achieve any, as explained later.

During such movement they could cross swamp
and/or High Apennine hex sides. Movement
after combat is the same for invading units as for
units on any other turn, and is alfected by mud.
The Allied player can boing invading units athore
in any way he wishes within the above rules.
Within the limits of the stacking points shown in
redd on the board near the invasion 2ones, Imitial
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Lift may consist of any British and/or US umts
avalable,
Invasion Turn Combat

If a unit enters an enemy zone of control, it must
stop immediately, and then fight a normal battle,
once the movement phase of the turn is over,

Unlike some other Avalon Hill games, units can
not fight from oe occupy sea hexes.

Zones of control do not extend out 1o sea.
Invasion Turn Supplies

Initial Lift units do not need supplies, on that turn
only,

F.
1

10.

Ports

The Allies lacked men and material 10 activate all
the ports and beaches, so the Allied player is
limited in the ports and beachheads he can use
for Capacity and Build-Up.

A port counter s needed 10 activate a port or
beachhead. As shown on the Allied Time Track,
the Allies start the game with 2 port counters,
which they can use for the Sept 1l invasion. At
the start of therr Nov | turn, they get 2
additional port counters, which they may use for
a Second Invasion, or to activate any port and/or
beachhead friendly to them. The Allies must
name any pott or beachhead zone under
construction during the turn of construction,
To thow that a port or beachhead 15 operating,
put a port counter on the port hex, or at 1ea near
an invasion area’s red figures,

Port counters may be placed in triendly ports
and beachheads the turn after they are made
friendly, but only f on the turn of construction,
the port is out of German zone of control,
Example. Allies de Sept Il and declare port
construction at the end of their turn. Sept llis the
turn of construction. Belore the Allied movement
phase Sept I, the port counter is placed and
operable,

If during their turn the Allies make friendly a hex
on which they could construct a port. even if that
hex has been occupied by or in the zone of control
of a German unit that same turn, that turn could
be counted as the turn of construction

The Germans may destroy a part counter used to
sctivate a port city in two ways, 11, on the turn
of construction, the port being constructed is put
n German zone of control, it is destroyed. After
the construction turn, just German zone of
control is inwlficient, The Geemans would have
to make the port city hex friendly to them to
desiroy ils port counter,

The Germans may also destroy a port counter
used To activate a beachhead zone in two ways. If
on the Initial Lift turn, all beachhead hexes are
put in German 2one of control, the beachhead
port counter would be destroyed. After that,
German zone of control is insulfficient, The
Germans would have 10 make or keep friendly to
themn all ol the beachhead rone coastal hexes in
one wrn,

So long as any one beachhead port hex s
friendly to the Allies, after the Ininal Lift turn,
they can re-expand thea beachhead to part or all
of 115 full size, wathin the red hnes. This would
shill be with the onginal counter.

1 an eperating beachhead or port 14 destroyed,
he Allies can reactwvate it, but only if they have
another counter which they have not yet used,
On the invasion turn, the Allies must expend
port counter to make then beachhead operable,
even il they intend to capture and activate a port
city.

An operable port city Is never requited, It the
Alligs wish, they need only use one of their two
port counters available Sept 1, but this would
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13.

14

resteict their Capacity and Build-Up.

Port counters can not be moved from ane place
to another,

The Alles can actwate ports and beachheads
which they have captured by land, «f they have a
counter,

No port counters are needed for Sicilia, Taranto,
or Messina,

Not all coastal towns are ports, capable of being
activated with a port countér, just those with
BU/CAP figures ncar them,

Build-Up and Capacity

Many port cities are also within the beachhead
zone, Beachhead Build-Up could enter through a
hex containing a port, even il the port were not
operating, provided the hex was in the beachhead
zone, In this case, Build-Up would be at the
beachhead rate, not the port rate. tl the port
were also operative, both Build-Ups could enter
through that one hex.,

While only British and/or US units may invade,
Build-Up may include any Allied units.

Build-Up must come ashore through an operating
port or beachhead, In either case, they must be
firendly hexes.

It the first hex ashore for a unit arriving under
the Build-Up rules is in German zone of control,
the arriving Allied unit must stop immediately on
that first land hex. It would then fight the
adjacent German unitls) in the combat phase of
the turn,

Alter the Initial Lift, Allied units do need
supplies, and must be able to trace a supply line
to a friendly port or beachhead outside German
zone of control. The Allied units must also not
exceed the capacity ol thenr supply sources.
Supply s discussed in detail later,

Build-Up may be accumulated wholly or partially
for one turn, never more. On the following turn,
up to doubie the normal Build-Up may be
brought on. This can be repeated as often as the
Allies wish, but only from one turn to the next,
The Allies must record Build-Up carried forward,
Capacity or supplies may never be accumulated,
nor can the Allies bring in more units than they
can swpply. Circumitance:r may reduce the
supply available to units which thoy already have
brought in, but they may not voluntarily over:
foad their supply capacity.

SECOND INVASION

The Allies can invade once more as they did in
the real campaign, All of the rules governing the
Sept I invasion stll apply, with the differences
listed below,
The second invasion may take place on any turn
from Nov | theough Dec IV 1943, inclusive, The
Allies may also choose not to invade 3 second
1me,
El'h: Allies may save and use one of their two
Sept 11 port counters for the second invasion.
They also get two extra counters at the start of
their Nov 1 turn,
The invasion zones allowed are the same as for
the Sept 1l invasion, with the addition ot the
entice Roma zone. The second nvason could
occur 3t a zone with one or more hexes alieady
apen vath a port counter. A new port counter
would be needed for the zone invaded, but des
pite the use of more than one counter for one
rone, the total BU/CAP for the zone would be
unchanged, to be divided among all zone beach
head hexes.
Only 75% of the indicated Initial Lift s per-
mitted. For example, the second Invasion Initial
Lift at the Pescara invasion zone would be 11
stacking points (75% of the Pescara Ininial Lift of
14 is 10 1/2, with the fraction rounded up to 11,
in favor of the Allies), ‘
Units comprising the second invasion Imtial Lift
must start their turn in Sicilia, Messina, or
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Taranto if opened by the Allies, as explained
later), andfor any activated port or beachhead,
Their movement out 1o sea is subject to Build-Up
limits as explained below under Amphibicus
Transter.

SEA MOVEMENT
Introduction

After the Sept 11 invasion, the allies may still transfer
units by sea. The Germans never move by sea,

B.
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Amphibious Transfer

This is considered 10 be a normal movement not
under combat conditions,

During the Allled movement phase, they may
move among the following points:

Sicilia, and once opened, Messina and Taranto,
Mo port counters needed.

Beachheads and ports, with counters, If they do
not have a counter or are in German zone of
contral, amphibious wansfer is not allowed.

In order to transfer a unit by sea, just withdraw
it and take it to 1ts destination,

Strategic Movement can never be used by a unit
n any turn when it moves by wa in any way,
including just atriving in the game,

Apart from Imital Lift units, there is no other
movement loss. A unit can move to the port,
move by 4€a 1o another port, move nland, even
fight, if it has enough MPs to do so.

MP cost of the first land hex when arriving by
amphibious tansfer i one, regardless of weather
or errain, ance it 1% a port.

The number of units which can be withdrawn
out 10 ses under an amphibious tranmsfer s
limited by the Build-Up (BU) number, expressed
in stacking points, For example, 12 points could
exit from Salerno, but only 8 from Pescara,
There 1s no BU timit in Sicilia,

The wme Build:Up hirmt is usable both in and
out on the same turn, Eight points could leave
Pescara, and B points could enter, all during the
same movement phase of the same turn.

If the Allies exceed the Build-Up limit in an
amphibious transfer, the units over this imit are
not considered to be participating in an amphib-
ious transfer, but in an evacuation, as explained
Evacuation

This s not considered 1o be a normal movement,
but a movement either under combat conditions,
of beyond the normal Build-Up himits, whether
voluntary or lorced.

An evacuation starts from any beach hex in or
out of German zone of control, without a port
counter. Alternatively, it may be from any
friendly port and/or beachhead, with counters,
but in German zone of control. A port city
[examples: Napoli, Ancona) without a counter is
treated as a beach for evacuation

The Allies can not evacuate from “‘coast” hexes
[see Tereain rule B2D8).

Allied units which have moved out to sea by
evacuation enter again at any of the amphibious
transfer destinations, 35 explained in that section,
An evacuation can occur at 3 different times:
During the Allied movement phase.

During the Allied combat phate, should the units
wishing 10 be evacuated have 10 fight or retreat
to reach the beach, perhaps taking casualties
first.

During the German combat phase, should the
Allies defend on a hex from which they could
evacuate, of be forced back to one, In this case,
the only possible destination for the evacuated
units is Siciha. The Allied player may evacuate
his units as soon as they reach a hex from which
it s allowed, temporarily interrupting  the
German turn,

Evacuating units must first suffer any combat

loss.

Evacuated units all either are, or become
inverted countors, Therefore, units which cannot
be used as inverted counters cannot be evacuat-
ed (see below).

There is no limit to the number of units which
can be evacuated through one hex, although they
must obay Build-Up Limits at their destination,

MESSINA AND TARANTO

The ltalian peninsuls was too long for the
Germans to defend the southern extremities. The
port of Taranto is on the “heel” off the
southeast edge of the board. The port of Messina,
Sicilia, 15 just across lrom the “toe”, off the
south edge of the board. Either or both of these
ports may be opened by the Allies during the
movement phase of any Allied turn,

This is not considered an invasion,

Subject to the red port figures at the bottom of
the mapboard, any Allied units can enter these
ports. The units entering must be designated by
placing them near the red arrows pointing to
these place names. Zones of control do not
oxtend off the board edges, nor do stacking limits
apply in Messina and Taranto.

One turn later they enter the board. Units from
Messina enter anywhere along the south edge.
Units from Taranto enter from hex Y60 to YGS,
inclusive, Sept 1il; Y56 to Y65, inclusive, Sapt IV;
thereafter Y46 to Y65, inclusive.

Units entering these points may not use Strategic
Movement the first turn on the board.

Allied units may also withdraw off the edges
defined in paragraph D apove. They may then
return by the same edge they exited, on the next
turn or later. They may do so voluntarily, or
retreating.

They do not have to return via the hex they
exited,

Units exting the board to Taranto and/or
Messina must end their turn there. Only in the
next turn could they re-enter the board, or
transfer amphibiously between these two ports,
ot others,

German units may not exit these edges. If forced
1o retreat off the edges, they would instead be
destroyed.

Although the Allies can’t enter all of the Y46-Y65
zone until Oct. |, they could withdraw through the
entire zone starting Sept Il

Although Taranto would be shown as a major
city if it were represented on the board, German
replacements cannot start there,

The Allies cannat enter the board from Messina
andfor Taranto direcily into 3 German zone of
control. Thus the Germans can proevent ontry
with a line of units and zones of control. See also
rule F.10.B.

ISOLATION AND SUPPLY
In General

A unit is isolated if it can not trace a supply line
from its hex back to its supply source.

This supply line must be at least one hex wide, It
may follow any route, no matter how devious.
The supply line, and the supply source hex it
leads to, must be free of enemy zones of control,
although it could be traced through hexes which
are fnendly to the enemy.

If the unit itself is in enemy zone of control, it
may still be supplied 50 long as its supply line is
free of enemy 2one of control,

Isolated units retain theie full combat and move-
ment factors.
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Isolated units may combine with replacements as
explained in that section,

Isolated units are destroyed after 2 conseculive
turns of isolation. For example, if the Allies
nolate a German unit durning the Allied Oct |
player-turn, the German player must re-establish
a supply line before the movement portion of the
Allied Oct 11 player-turn, Otherwise, the
German unit would be destroyed,

It an isolated unit is resupplied n time, its status
is identical to a unit which had never been
isolated,

Isolation can be lifted not only in the isolated
unit’s player-turn, but in the enemy player-turn,
for example, by an enemy umit destroyed or
retreated by combat. However, il during the
enemy movement phase, his units move so0 as 1o
temporarily open a supply line before completion
of his movement phase, this in itself would not
lift isclation

Germans

The Germans may trace their supply line to any
playable hex on the northwest, north or north-
east edges of the board. The supply hex or hexes
may change from turn-to-turn, nor need all Ger-
man units trace supply to the same source,

Allies

Unlike the Germans, who could supply thaew
entite army through one hex, the Alles are
limited in the number of umits they can supply
Printed next to ports and beachheads, n red, are
capacity tigures, These figures, in stacking points,
are the total strength the particular port o
beachhesd can supply, not the number of units,
For instance, n the Base Game, Napoh would
solve the Allied supply problem of 1t were
activated, and the entire Altied srmy could trace
2 supply line 1o it, Its capacity of 100 stacking
points would supply all the Allied units in the
game,

I there is @ second invasion, the invading Allied
units may be isolated from the ports and/or
beachheads they have already opened, Thesclore,
they would have to depend on the supply
capacity of their new beachhead and port, if any.
Since the Allies have several port counters, it is
conceivable that their army could be scparated
into several different groups, each drawing
supplies from a different port or beachhead.,

The Allies may also use Taranta and/or Messing
25 supply paints, if they can trace a supply hine
to the entry points corresponding 1o these ports,
Umits do not need 10 continug to trace their
supply line to their oniginal entry point. They
may use whatever supply point they preler,
provided they have access toit,

Allies may not bring i further units under the
Build:Up rules if to do 0 would averload their
supply capacity. These units must wat unnl
there is enough capacity for them, and only then
enter,

Remember that Iminal Lift units do not need
supplies, on that turn only.

Allied units may become isolated in cither one of
WO ways:

The same way as Germans.

Allied units may be able to trace a supply line to
2 supply source, but the capacity of that source
may be insufficient for all Allied units wishing 1o
wse i1, In this case, all Allied units in excess of
capacity are considered to be isolated, just as
though they could not trace a supply line. When
this situation occurs, the Allied player must
immediately stipulate exactly which umts are
over the supply capacity, and therefore isolated.
This designation cannot be changed to other
units, The umts designated as over capacity must
be resupplied in one of two ways. They must

either be withdrawn to Sicilia, which has an
infinite supply capacity, or the Allies must
increase the supply available to these units, for
example, by gaining access 1o another cperating
port or beachhead

During the movement phase of the second
consecutive Allied player-turn during which a
given unit is unsupplied for either reason, the
Allied player must withdraw it to Sicilia, or
an area with sulficient supply so that the
limit s no longer exceeded. The only other
alternatives are for other Alliedd unit(s) to be
destroyed or to take a chance o reopening 3
supply line during the combat phase of the wrn,

10. If the Allied player does not, or cannot, do th,

1.

then at the end of the combat phase of the
second tuin, the selated units are destroyed.
Nate that the 2 turns of isolation need not be for
the same reason (a8 — can’t trace a hne, b -
overcapacity). It could be one turn each for
cither reason,

10. INVERTED COUNTERS
A, General

a.

b,

2.
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All Anzio units in the Basic Game may be
divided inlo 1wo typaes:

Combat units, which have an inverted counter
form, as alteady explained.

Replacement wunits, which do not have an
inverted counter form,

The process by which combat umits are reduced
in strength to inverted counters s described
under “Combat Resolution’ section BAF,

If an inverted counter must be removed in order
to lose one step, then that unit s destroyed and
may never again be used in the game.

Inverted counters are subject to isolation and
supply just like any other umit.

Inverted counters retain ther original movement
and stacking points, as shown on the face of the
counter,

Whenever an inverted counter is created, 1l may
retreat if feasible, even though notin enemy zone
of control.

Attacking

Since inverted counters no longer have an attack
or a defense factor, they are not intended for
combat, but they may become involved.

Inverted counters are never allowed to enter the
zone of control of a unit with a defense factor.
If an inverted counter can't withdraw from a
stack which must atack, it is destroyed prior 10
the attack, since it can't attack.

Inverted counters do not have a zone of control,
Therefore, a German nverted counter can not
dostroy a port, except by occupying the port
hex{es),

An inverted counter cannot destroy another umit,
even another inverted counter,

It an inverted counter is adjacent 1o an enemy
unit which does not have an attack factor, such
as another inverted counter, or a replacement
unit, nothing happens, As usual, such enemy
units can not stack togather.

An inverted counter can be removed as 3 step
lost in combat. It could be taken before or after
other units, at the discretion of the player losing
steps. This can occur only if the attacking unit
did not enter the battle as an inverted counter,
which is not allowed, The inverted counter
would have to be created by the battle results.

Inverted counters are never allowed to remain in
the zone of control of an enemy unit with an
attack factor, unless they are stacked with other
friendly units which have a defense factor,
Example: an attacking stack finishes a battle
with all inverted counters, because it has lost
steps. Noither side retreats, therefore the inverted
counters in the attacking stack sre n the

1.
A,

delender’s 2one of control. Thete inverted
counters are allowed 1o retreat under the usual
retreat rules, even though no rotreat was man-
dated by the SRT. Of course, inverted counters
must also retreat when called for by the SRT.

In the above example, even f the attacking stack
still contained one or more units with a defense
factor, the attacker still has the option to retreat
only his inverted counters, in order 1o withdraw
them from the front. This is done undeér The
usual retréat rules,

Delending

Inverted counters do not have a defense factor.
They have no way to defend themselves unless
they are stacked wath a umit which does have a
delense factor. This s true of a single inverted
counter, or several stacked together,

I a defending stack includes both units with a
defense factor, and inverted counters, an attack
aainst it would be resolved under the SRT. The
inverted counter could be removed as a step lost,
before or after other units, in the order desired
by the defending player,

An altack against unprotected inverted counters
is not resolved under the SRT. All that s
necessarylo dostroy an inverted counter, when
not stacked with another umit with a detense
factor, s for it to be in the zone of control of
any enemy unit with an attack factor,

To destroy an inverted counter, the attacking
unit need only pass next to it. It does not Lave 10
stop,

Since inverted counters do not have a zone of
control, they do not imped ¥
any way. Enemy units may use Strategic Move
ment  passing next to, o through, inverted
counters, il otherwise feasible.

Any ono unit vath an attack lactor can destroy
s many unprotected enemy inverted counters as
it can place in its 2one of control,

Enemy wunits cannot  stack  with inverted
counters, since they would destroy them first
Inverted counters are never allowed to remain n
enemy cone of control, unless they are stacked
with other units with a defense factor. Example:
a3 delending stack finishes a battle with all
inverted counters because of lost steps. Neither
side retreats, therefore the inverted counter{s) in
the defending stack are in the attacker’s rzone ot
control, These inverted counters are sllowed 10
retreat under the retreat rules, even though no
retreat was called for on the SRT. Of course,
inverted counters must also retreat when retreat
15 stipulated on the SAT,

In the cate explained above, even i the
defending stack still has one or more units with a
defense factor, the defender still has the option
to reteeat only the inwerted counters, in order 10
withdraw them from the front. This i1s done
under the usual retreat rules,

move n

. It the defender's hex 15 vacated because of

inverted counters voluntarily retreating, the
attacker has the same option to advance which
he would have in the case of a forced retreat.

. The Allies can invade right through an inverted

counter, destroying it as described above.

Units advaneing, or even retreating, after combar,
can destroy unpeotected inverted counters. For
this reason, invertad counters should be retreated
2 hexes, if posuble, Even so, as explained later,
advancing attackers may possibly move adjacent
10 them.

REPLACEMENTS

General

As units fight basis the SRT, their strength may
be depleted. Combining them wath replacement
counters enables them to recover their strength
partly or fully
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Both sides start the game with a certain number
of replacements, and receive more as shown on
the Time Tracks, Do not confuse these replace-
ments with the reinforcements shown on the
00B.
Each replacement equals one step,
After combining with depleted units, they return
immediately to the replacement pool, for re-use
wheén again received,
Besides this, they are the only units re-usable f
destroyed by isolation or combat,
To take a replacement, a unit must end the
movement phase of its turn stacked with a
replacement counter, The two must be at least 3
hexes from any enemy umit, even an inverted
counter, There must be at least 2 intervening
hexes not enemy occupied,
The depleted combat unit and its replacemant
need not move together. They must only end
their movement phase together,
Even if a depleted unit is stacked with more than
one replacement counter, it can nNever recover
maore than one step per turn,
A unit may never be stronger than the maximum
strength counter provided for it
Subject to stacking limits, combat and replace:
ment units may stack freely together, whether
combining ot not.
At the end of the movement phase, but before
combat, just remove both the replacement
. and the depleted combat unit counter
from the board, replacing them with the latter’s
next strongost step.
Replacements need not enter the game when
recewved, even it not all the counters provided ace
on the board. They may be saved to enter later,
Even if all the roplacement counters provided are
on the board, replacements are not lost, They
may be accumulated by keeping a record of their
number, until counters to replace them aro
turned back to the replacement pool, if the
player then wishes to use them,
Accumulated replacements can not be used to
build up depleted units. Actual replacement
counters must be used, stacked with the depleted
units,
When a unit takes a replacement, that same
replacement countér may nol re-enter the game
until the next turn,
A destroyed umit can never be revived with
replacements.,
Replacement counters do not have an upside
down (inverted counter) step.
If a depleted unit and a replacement are isolated
together, they may combine, if far enough from
the enemy.
Replacements have a stacking value of 1. This
must be considered when calculating stacking
totals, just ke any other unit.

Allied

In addition to the B replacements with which
they start the game, the Allies get 2 per turn,
They start in Sicilia, and may immediately enter
the game, sutyect 10 the usual entry rules.

The 6 Allied replacement counters (0-0-12) may
be used with any depleted Allied unit, regardless
of nationality,

Allied replacements have no delense factor, so
they cannot defend alone. They would be
destroyed, just Like inverted counters, if not
stacked wath another unit with a defense factor,
If at the end of the Allied twrn. an Allied
replacement is left unprotected in enemy zone of
control, it may retreat, «f it has not already done
$0, 88 may any unit on either side lacking a
defense factor, at the end of its turn.

Allied replacements have no attack factors, or
zone of control, therefore thay cannot destroy
inverted counters, or other replacements.

Il a stack s attacked which includes both Allied
replacements, and other units which do have a
delente factor, the replacements can be taken a3
steps lost, First, however, all other units in the
defending stack, including inveried counters,
must be removed. Only then could any Allied
replacements oniginally present in the defending
stack be removed as $1eps lost.

In the above example, if any Allied replacements
survive after all required steps have been lost,
they may retreat, even if not obliged to, If they
did not retreat, they would be destroyed by
remaining unprotected in the zone of control of
enemy units with an attack factor, just like
inverted counters.

Like inverted counters, Allied replacements are
never allowed to enter the rone of control of a
unmit with & defense factor,

Again like inverted counters, Allied replacements
do not hinder the movement of enemy units in
any way,

Allied units in Sicilia may take replacements, but
only il they are stacked with & replacement
counter, just as if they were on the board.

German

The Germans start the game with 4 replacements,
after which they get a variable number, as shown
on their Time Track.

German replacements start in any major city
friendly to the Germans, and not isolated from
their supply, nor.in Allied zone of control,
German replacements are referred to a5 ersatz
units, There are 3 armor, and 6 infantry.

Armaor can rebuild any depleted unit,

Infantry can rebuild any unit, including panzer-
grenadiers, except armor. “'Pure™ armor, as
showr by the counter symbol, can only rebuild
with armor replacements.

When their Time Track shows 1 replacement for
the Germans, it is infantry. When it shows 2, the
secr v 15 aemor.

German replacements (0-1-8 infantry, 0-1-12
armor) do have a defense factor of one, Unlike
Allied replacements, or inverted counters of
either side, they may defend alone, just like a
combat umit, They may also join in defensive
stacks with other units, When defending, they
can be removed as steps lost i the order
preferred by the German player. They would not
have to be taken first in a stack, although they
could be.

German replacements do not have an attack
factor, and are not allowed to attack. In this
respect, they are like inverted counters or Allied
replacements,

German replacements do have a zone of control.
Therelore, they stop enemy movement just like a
combat unit, However, since they do not have an
attack factor, they can not destroy inverted
counters, or Allied replacements. Since they can
make hexes friendly, they can destroy ports inthe
usual way

AUTOMATIC VICTORY

This 15 a term used to describe an overwhelming
attack, There are 2 types:

The attacker has at least 7-1 odds against the
delender. In this case, the defender(s) are
destroyed when the attack is resolved, even if the
SRT does not call for loss of all their steps.

The attacker is strong enough 1o be certain to
destroy in any way all the steps onthe defender’s
hex, including inverted sand/or rep!
ments, Examples:

4.1 attack on German ersatz counter defending
alone, certain 1o destroy its one step

I an invertod counter were stacked with the
ersatz counter, 6-1 would be required to be sure
of destroying the defender’s two steps

c.

d

A 5-1 antack ensures retreal. I for any reason the
defender can't retreat, it would be destroyed. so
an automanc victory results, regardless of the
number of steps. Note that evacuation does
count as a retreat. If an automalic wictory
depends on units blocking retreat, they couldn’t
move until the automatic victory was resolved.

If an attack is sure to produce only inverted
counters unable towithdraw from enemy zone of
control, they would be destroyed, producing an
automatic victory. il the inverted counters can
withdraw, it iI5 not an automatc victory. Enemy
units could not pass through the defender’s hex
in their movement phase, even though an
inverted counter would be sure to result there,
Only a certain automatic victory permits the
attacker 1o nsert combat results into the
movement phase.

B. With either type of automatic victory, for the

rest of the movement portion of the attacker’s
turn, heé ignores the defender and its zone of
control. The defender is not yet removed, but it
is treated like an inverted counter, It does not
hinder the movement of other units not involved
in the automatic victory, They could even use
Strategic Movement, if feasible. The original
attacking units must maintain their attack posi-
tions, but other attacking units could end their
turn, even attack different enemy units, from the
original defender’s hex. After an automatic
victery is achieved, units not yet deployed may
pass through it to join in that same attack, f
feasible. These might increase the odds against
the defenders, but they couldn’t deprive them of
any terrain benefit against the original attackers.
Units traversing an Automatic Victory (AV) to
join in that same attack, could also stack in the
defeated unit’s hex,

C. As described above, the defending unit could be

stacked with enemy units after the automatic
victory has been established. This is the sole
exception to the prohibition on stacking with
enemy unmits. It is subject to the usual stacking
limit, but only the attacker’s stacking points are
considered.

D. Only when the attacker finishes his entire move-

ment phase is the automatic victory battle rolled,
1o determine steps lost. The automatic victory
battle, like any other, is rolled in the order the
attacker prefers.

13. BREAKTHROUGH
A. Whenever the SRT calls for the defender to lose

more steps than he has available, the exceds loss
is converted to MPs (movement points), Each
excess step equals 2 MPs, For example, the SRT
calls for the loss of 5 steps, but tho defender only
has 2, including destruction of the inverted
counter. There is deficit of 5-2 = 3 steps. This,
multiplied by a factor of two, becomes the extra
MPs granted to the attacker: 3 x 2 = 6 extra MPs.

B. This extra movement is in addition to the normal

C.

one hex advance into the defender’s vacated hex.
After the attacker advances into the vacated hex,
he still has the breakthrough bonus movement. It
also is in addition to the usual movement phase
of the turn, As soon as attackers advancing enter
enemy zone of control, they must stop, even
they lose breakthrough movement They can’t
enter enemy rone of control, then withdraw to
continue their advance Breakthrough move-
mént is taken before proceeding to the next com:
bat, if any.

Extra breakthrough MPs may result from regular
combat, and also automatic victory.

D. Breakthrough movement does¢ not result from

the destruction of Allied replacement counters,
or inverted counters, when these are not stacked
with other units with a defense factor. It the
defending stack contains both inverted counters
or Allied replacements, and with a defense
factor, then a breakthrough bonus could occur.



14,

Breakthrough movement is treated like a new
movement phase, with the usual terrain costs,
and the usual peohibition on difect passage from
one cnemy zone of control to another, with
these exceptions:

1 MP 1o cross a hex-side with a minor or a major
road, not 1/2 for the latter, as would be usual.

As usual, all MPs are used to cross one all High
Apennine hex-side, but this total must be at least
8 MPs. A unit with B or more MPs can cross one
such side, and stop. A unit with less than B MPs
could not cross at all,

Since Breakthrough movement occurs after the
usual 1-hex advance, even if that advance crossed
an all High Apennine hex-side, yet another could
be crossed during the Breakthrough, as explained
above,

During a mud turn, the usual penalties apply.
The cost to cross a High Apennine side is
unchanged (minimum 8 MP).

No Strategic Movement allowed.

Allied air interdiction (rules in section D) does not
affect breakthrough movement, as it takes place
during the combat phase.

The Breakthrough movement phase is distinct
trom the usual 1-hex advance, as stressed above.
Nonethless, for the purpose of calculating
stacking limits, more than the 8-point maximum
may traverse the first hex, and then fan out in
Breakthrough movement. Only when such
movement ended would the stacking limit apply.

Should a second or subsequent combat result
because of a Breakthrough (or the initial hex
advance), the process described above could be
repeated as many times as additional combat
situations develop, and the attacker wishes to
take advantage of them.,

SECOND COMBAT

After a battle in which the defender is destroyed,
or retreats, the victorious attackers involved in
that battie may elect to!

Not advance, in which casa they cannot fight
again that player-turn, even if subsequent action
puts them in enemy zone of control, and the
adjacent enemy units are attacked. See paragraph
14D.

Advance, even into enemy Zone of control, but
not attack. See paragraph 14D.

Advance into enemy zone of control, and attack
again that turn,

Advances are made by indwvidual units right after
each battle, before proceeding to the next battle,
if any.

The decision whether to fight again need not be
made until the entire first round of combats
finishes, since a subsequent first round combat
may change the situation.

If the advancing player decides to have wecond
combat, certain rules must be observed:

All of his units which advanced after combat into
the zones of control of the units which he wishes
to attack must take part in the battle.

It several attackers and defenders are involved,
combat may be divided in the usual way, just as
in a first combat.

Other units which advanced would not have to
attack, but only if they enteéred the zone of
control of other enemy units not involved in any
second combat, or did not advance into enemy
zone of control.

Units which did not advance cannot atlack even
it they are in the rone of control of enemy units
under attack from other friendly units which did
advance,

E. The defender may have to fight more than one
battle per wrn. All first combats are resolved
before any second combats occur. Then second
combats are all resolved before any third
combats occur, and so forth, Each wave of
combats may have automatic victories, break-
throughs, and all the facets of the first combat
phase. In theory, units may hght after every
advance, if they can maintain contact with the
enemy, and wish to do so,

15. VICTORY CONDITIONS

A, The following is a list of important points in
central and southern Italy which figured in the
early stages of the campaign: Salerno, Foggia,
Napoli, Termoli, Cassino, Terracina, Pescara,
Anzio, and Roma.

B. When the Germans finish their last turn, Dec IV
1943, the Allies have won il any 5 of these 9
cities are in Allied supply and friendly to them,
Any one Roma hex suffices to fulfill the require-
ment for that city. More than one Roma hex
does nol count extra. Remember that a friendly
hex can be in enemy zone of control, if that hex
could trace a supply fine free of enemy zone of
control, it would still be in supply. Six of the
victory points are ports. Note that if a port with a
counter is in German zone of control, even
though friendly to the Allies, it is not in supply,
unless a supply line could be traced from it to
another supply source.

C. I the Allies fail to meet their victory conditions,
the Germans win, provided they can meel one
additional requirement. Al the end of the game,
il the Allies can trace a line of hexes from any
one of their port counters las constructed on the
board), to a German board-edge supply hex, and
this line is free of German unit(s) and/or their
zones of control, then the Allies win. To put it
another way, the Germans must maintain their
front line through their final player-turn. In
order to meet this requirement, the Germans
could use combat units, replacements, and their
zones of control, but not inverted counters. For
purposes of this alternate victory condition, a
German supply hex is still considered such even
if in Allied zone of contral, or occupied by an
Allied unit.

BEGINNING THE GAME

A. Now that you have read the rules, you are ready
to hegm.

B. From the Basic Game Record Cards you will
notice that only some of the unit counters
supplied with the game are used in the Basic
Game, These are the counters appearing in the
organizational section of the Basic Game cards.

C. Germang set up their units on the board, as
specified on their Game Card.

D. The Allies then select an invasion force from
among the British and/or US units available Sept
11, and move first — making their initial invasion,

E. Although there are many similarities between the
Basic Game, and the Advanced Game, it is
recommended that you become familiar first
with the former,
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THE GENERAL

Now that you know how to play the game, the
next problem is probably who to play it with. We
can help you with that problem and many others
only through your subscription to our bi-monthly
gaming journal, THE GENERAL. In THE GENERAL
you'll not only read all there is to know about this
game, but will also learn about our dozens of other
exciting simulation games of skill. Every full color,
forty-eight page issue is jammed full of profes-
sional articles on the strategy and tactics of
Avalon Hill gaming. Look and see what THE
GENERAL offers:

FREE ADVERTISING: Our Opponents-Wanted
Column allows you to advertise free of charge for
opponents, discontinued games, or competition
of any sort. Each issue contains hundreds of ads
which are read by our many readers nationwide.
The fastest way to find an opponent for this game,
whether it be across the street or the Atlantic
Ocean, is in the pages of THE GENERAL.

CONTESTS: Every issue poses challenging
game situations which you can enter and win free
games utilizing your playing skills for this or any of
Avalon Hill's many other games.

TACTICS & STRATEGY: Learn why you lose
or how to win, The nation’s best players and our
official staff members write many thought-
provoking articles on the winning ways of the en-
tire gamut of Avalon Hill games. Each issue con
tains a “‘Series Replay’’ in which an actual move-
by-move game is printed— profusely illustrated,
and played by recognized experts.

HISTORY: Curious why one side always
seems to win? Each issue contains in-depth
historical material to enhance your background of
the game situation.

GAME DESIGN: Wonder why this game was
designed the way it was? Read THE GENERAL and
find out! Our regular DESIGN ANALYSIS column
features explanatory treatises by our designers.
Only here can you find ready-to-play variations,
new scenarios, and perhaps even more counters
for this game.

QUESTIONS ANSWERED: In our Question
Box you'll find the only official source of rules in-
terpretations and changes for this and our other
games,

PRODUCT REVIEWS: Interested in othet
Avalon Hill games? Check them out in the
Reader's Buyers Guide. The RBG is a game review
compiled by our subscribers at large— the people
who play the games. Realism, complexity, play
balance, and excitement level are only a few of the
categories rated in the RBG.

WHAT'S HAPPENING: Like to know what":
going on in the gaming hobby? Each issue con
tains an installment of the “*Avalon Hil
Philosophy’’ where we announce the new games
discuss possible new titles, and generally kee|
you informed. In addition, the “'INFILTRATOR"
REPORT'' keeps you posted on tournaments, con
ventions, club news, and unusual happenings.

VALUE: In every issue you'll find a coupo
worth $ 1,00 towards the direct mail purchase ¢
all Avalon Hill products. All of this for only $9.0C
How can you lose? If you're convinced, sen
$14.00 for a 2 year subscription and save $4.0'
off the regular price.

Since its inception in 1964, THE GENERA
has stood the test of time. Increase your enjoy
ment of this and other Avalon Hill games many
fold with a subscription.




D. BASIC GAME

SUPPLEMENTARY RULES

1. INTRODUCTION

If further realism 1 desired, any or all of the
following rules may be added to the Basic Game.

2. AIR SUPERIORITY

A. Pisa, Foggia, Napoli and each of the three Roma
hexes are considered major air bases,

B. Unless and until the Alhies make friendly any 1
of these 6 hexes, Allied air cover comes from
Sicilia, and does not extend above the bottom
map fold, which is just south of Napoli.

C. Unul the Allies make Iriendly a major air base,
Axis umits which are on hexes completely north
of this fold attack 1 column higher on the SRT,
even if they are attacking units which are all or
partly south of the fold, For example, a German
attack of 1-5, which ordinarily would be dis-
aliowed, would become an allowable 1-4, while
3-1 would become 4-1, and so forth. For an
attack to have air superiority, at least half of the
parucipating Axis units, regardless of size, must
have air superiority,

D. The Germans lose this advantage at the start of
thair player-turn after the entire game-turn
during which the Allies capture a major air base.
For example, if the Allies were 10 capture Napoli
Sept Il the Germans would still have air
superiority during all their Sept Il turn. They
would only lose it at the startof their Sept Il turn,
présuming they did not successfully counterat-
tack to recapture Napol, Dunng mud turns,
Germans don’t have air superiority,

E. The Germans may fetake air superionty
immediately by again making friendly all of the 6
hexes. For example, if on their second attack of
their Sept 11l player-turn they retake Napoli, if
they had a subsequent attack, it would imme-
diately be 1 column higher on the SRT, as would
all attacks Sept 1V

F. Due to air support from Sardinia and Corsica,
starting the Allied Oct I, 1943 turn, even if they
haven’t captured an airbase, they gel air
superiority over all hexes West of and including
column M, besides any other areas thoy would
get otherwise. If the Germans still retained air
superiority over the area north of the bottom fold,
and ¢ast of column M, they could still antack one
column higher within or from this zone, as
explained above.

3. SUPPORTING FIRE (NAVAL & AIR)
A, In General

1. There are 7 naval or air unit counters, 4 Allied, 3
German. Naval quns (Allies only) and tactical
airpower (both sides) are represented by counters
with the number 1 an them,

2. Thesa counters thould be placed atop units being
assisted by supporting lire, to so indicate.

3. Supporting fire factors are added to the attack or
defense factors of the units being assisted,

4. When used to assist an attack, the supporting
combat factor may be added at any time during
the attacker’s turn, including second or subse-
quent combats. The decision to use supporting
tire need not be made at the start of the turn,
but whenever the attacker sees lit.

5. All or part of the support factors avarlable for a
given player-turn, if not used attacking, may be
edded to the defense factor of selected units
during the succeeding enemy player-turn,

a. This allocation must be made known to the
opposing player before the start of his turn, not
during the turn,

b

10.

1.
2

Theretore, it 5 possible that the defense factor
may not be used, f there 15 no enemy attack.
The supporting defense factor may be used just
once during any combat depending on when the
assisted unit 15 attacked, of at all.

Support factors may assist a unit only once in a
given player-turn, therefore if a unit is involved
in more than one battle, it can only use the
wpport  factor once, whenever the attacker
washes, o on defense, the first time the unit
assisted 15 attacked,

Provided sufficient factors are available, a given
unit can benetit from attack support during its
turn, and then defensive support during the
succeeding enemy turn,

Il a support factor s not used \n your turn
attacking, or in the succeeding tuen defending, it
15 lost, 1e., these factors can not be saved from
one friendly player-urn to the next friendly
player-turn.

In order notl to exaggerate the importance of
supporting fire compared 1o the 1roop counter's

combat factors, in a given combat, regardless of
the number of units involved, only one factor may
be used by the defender. only one by the attacker,

Furthermore, at least one defender must have a
defense factor in order to use a supporting fire
defense factor; at least one attacker must have
an attack factor to use a supporting fire attack
factor.

A gven unit ¢an not be assisted by more than |
support factor. Of course, it could still be
assisted by an attack factor, and then in the next
lenemy) playerturn, a  defense  factor, if
available,

Although the Air Supertiority rule may be used
independently of the Supporting Fire rule, the
opposite is not true. If Supporting Fire is used,
Air Superiority must also be used,

Supporting Fire and 1errain:

Supporting Fire does nol negate the effect of
rivers, mountains, or High Apennine.

It is not doubled or tripled as an ordinary
combat factor may be, If the unit assisted is
doubled or tripled, then the single supporting
factor would be added after the tereain multipli-
cation, «f any

1115 not halved by High Apennine

. Supporting Fire has no eflect on the number ol

steps 10 the umit assisted, .e. i1 only augments
the attack or defense factor.

Naval Guns — Allies

Allowe the Allies 1 combat factor per Allied
player-turn, throughout the game, except on
turns when they invade,

It may be added to the atrack factor of any unn
attacking an Axis defender which is in a hex next
te the coastline. Examples — B33 and B33, The
attacker need not be on the coast, but the
defender must be.

Only Allied units which are in hexes next to the
coasthineg may be asusted defensively by naval
gunfire. This is true even f they are attacked by
an Axis umit which s not on the coast.

Allied units cannot benefit from the naval factor
during any part of invasion turns.

Tactical Air Support

Both sides g2t extra combat factors representing
tactical air power. This 15 used in 3 manner

(-

similar to naval quns, but in any hex.

The Allies get 3 factors per Allied player-turn,
throughout the game

Until they capture a major airbase, the Allies can
use these factors only 10 assist their units which
are on hexes where they have Air Superiority,
The Allied ar factors begin to be usable any-
where on the board anly on the Allied player-
turn alter the turn in which they attain Air
Superiority. For example, if they make friendly a
major air base Sept I, they could use ther 3
factors anywhere duning the Allied Sept 1N
playeruen, OQf course, they could use them
south of the bottom fold from Sept Il onward, and
West of and including column M from Oct Il
onward.

I the Germans recapture Anr Superionty, in the
following Allied playerturn they would again be
restricted.

The Germans may allocate 1 air factor defen-
sively as part of their inital placement, belore
the Allies invade. In eflect, this factor s held
over from “'Seprt 1.7

Then on their half of the Sept Il invasion turn,
the Germans get 3air factors, As usual, these may
be used wholly or partially in attacks, or saved
for defensive use during the next Allied (Sept 111)
player-tutn, and so forth,

The Germans also get 2 air factors during their
first player-turn immediately tollowing the Allied
second invasion, and 1 per German player-turn
for the rest of 1943. Note that the extra invasion-
reaction allocations only follow the invasions.
The regular allocation is just one factor per good
weather turn,

Neither side may use air factors during bad
weather (mud). Therefore, the Germans cannot
save factors for defensive use during a mud turn,
Germans get tactical air support even if they lack
air superionty.

Allied Air and Naval Interdiction

At the end of the Allied player-turn, any air or
naval factors not used attacking, nor allocated for
use defensively during the next German player-
turn, may be used for interdiction during the next
German player-turn. This may be done in either
or both of two ways, depending en the number of
factors available:

The Allies may attempt to hamper the movement
of German units,

The number of factors needed to do so varies
with tho size of the German unit: one factor for
each German stacking factor. Therefore, allthree
would be needed to interdict a panzer division,
for instance. but just one for a brigade.

After their turn ends, the Allies indicate which
German unit(s) they will try 10 interdict. They
then coll the die, and compare it to this table:

1, 2 German unit not allowed Strategic
Movement, also allowed only hall its normal
MPs,

3. 4 — No Strategic Movement, no other effect.
5, 6 — No effect.

Note that if a German unit has half its normal
MPs, it could still cross a High Apennine side by
expending all of that half remaining to 1.

Any other units i the <ame hex as the umit
under interdiction would not be affected.

Interdiction may also be directed against o hex
contamning a bridge, lor example. In this case, the
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Allies would indicate the hex they will try 10
interdict. They then roll the die, and compare it
to this table:

1, 2, 3 = Any and all German units passing
through that hex on the following German turn
may not use Strategic Movement during the turn,
There is no other movement penalty. Units
starting their turn in the interdicted hex aren’t
affected,

4,5, 6 - No effect.

The effects of a given interdiction only last one
German player-turn. Of course, the Allies could
then repeat the process on following turns,

If an attempted interdiction fails, or in the case of
inlerdiction directed against a unit, fails partially,
the Allies may not try again against that same
target that same turn, even if they sull have
unused factors.

There is no German air interdiction,

Allies may attempt air Interdiction inside and
outside their air superiority zone. Naval interdic-
tion is possible only against a unit or hex on a
beach, coast, or port,

ARMOR

The special capabihities of armored units may be
reflected in 2 ways:

Armor attacking through hexsides which are all
rough terrain, or High Apennine, loses 1 attack
factor, even if not at full strength. The penalty
applies even if not all the hexsides through which
the attack is made are rough terrain or High
Apennine, For example, an armored brigade with
two attack factors attacking through a rough
terrain hexside would count as only one attack
factor. Or, an armored division with 7 attack
factors, through High Apennine, would be equal
t0 3(7-1=6-2=3). Through High Apennine, the
attack factor is first roeduced by one, then the
remainder is halved. Note that this rule could
reduce an attack factor of one to zero.

If armor is involved in a breakthrough movement
factor bonus, after using as much of the bonus as
desired, then only the armor units may move 1
additional hex.

In good weather, the hex.side traversed musl
contain either a road, or some plain terrain,

In mud, it would have to be along a major or
minor road. Otherwise, the 1 hex bonus would
not be allowed,

The wusual prohibit on mov directly
from one enemy zone of control to another
applies to this special atmor movement.

For the Axis, these rules govern pure panzer and
panzer parachute units, as shown by the counter
symbols, not panzer grenadiers. For the Allies,
the units affected are armor, armored infantry,
and armored engineers.

COMMANDOS

Only the Allies have commando units. These are
the British 2SS, the US/Canadian 1SSF, and the
US 6615 Rgr and 504 Para regiments, They are
distinguished from other units by a letter C on
the counter.

Commandos have special invasion capabilities:

As part of an invasion, they can land on any type
terrain, on the same coast (West or East) against
which the main invasion is directed. The Gollodi
Taranto may be considered part of either coast

In the Basic Game, no commando landings are
allowed north of the middle map fold, even as
part of the second invasion,
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The only exception 1o this 15 that commandos
could land anywhere in the Roman invasion zone
as part of the Second Invasion.

Even though commandos may choowe not to
invade within, or even adjacent to, the main
landing zone, they count against its Imitial Lift
total,

Invading Commandos have 4 MPs, not the usual
3, on the Initial Lift turn,

They must pay the usual terrain costs. For
example, londing on a wholly rough terrain
coastal hex side would cost 2 MPs, Landingon a
coastal hex all swamp would cost all 4 MPs,

Like other invading units, once ashore, they may
then travel through a hex aleng a major or a
minor road basis one MP per such 3 hex-side
traversed,

Commandos do not need supplies, therefore they
do not count against Capacity, and cannot be
destroyed by isolation,

Il a commando unit invades within the beach-
head zone of the main invasion, it would make
that hex friendly just as any other Allied unit
would, and subsequent build-up could enter
through that hex. However, if a commando unit
invaded a beach hex not part of the main landing
zone, build-up could not come through that hex
unless the Allies expended a port counter to
open that beachhead zone as well.

Commandos caon make friendly a port outside the
invasion zonewhich then could be made operable
if the Alties wish to expend 3 port counter to do
s0. Build-up could then arrive through that port.

Commandos may also make raids apart from
their participation in invasions:

In the Basic Game, these raids cannol occur
nocth of the middie map fold,

On any noninvasion turn, just 1 commando unit
perturn can invade any permissible beach, coast,
or port hex,

This is not considered to be a second invasion,
thereflore the Germans do not get reinforcements
nor extra air factors,

Since raids are not part of an invasion, there is no
reference to Initial Lift,

A commando raider could open a port, if feasible
under the usual rules, Regular units could Build:
up through a port opened in this fashion, under
the wsual rules, without this counting as an
invasion,

Commando raiders must start their turn as if
they were invading (see Basic Game invasion
rules). Their movement is governed as though the
raid were an invasion (AMP). A raider's Initial Lift
movement isn’t affected by mud, but any
Breskthrough movement would be.

FORTS
General

Onty the Germans may build and use forts in
order 1o improve their defensive capabilities.

Construction

In the Basic Game a fort may be built during
each of the first 3 German player-turns of
October, November, and December, for a total of
9 forts,

Forts are built during the movement phase of
the German turn, before combat,

Forts may be built on any playable hex which is
not in Allied zone of control, and which has been
friendly to the Germans at least since the end of
the preceding Allied turn.

The only exception is that forts cannot be built
on major city hexes,

The German player need only indicate which hex
he 15 building a fort on, No German unit need
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occupy that hex during construction, or at any
time,

Forts may be occupied and used the same turn
they are built,

Forts cannot be moved.

In order to destroy a fort, an Allied unit with an
attack factor must pass through its hex. No loss
to movement is involved,

Allied units without an attack factor may pass
through fort hexes, but without effect on the
fort.

Since the Allies can never use forts, they cannot
capture them, but only destroy them,

Defending From Forts

German units in forts never are obliged to
retreat, even when 30 stipulated on the SRT.
Whether attacking or defending, they may
choose 10 obey a retreat result, but they do not
have to.

Apart from this, theére is no other defensive
advantage conferred by a fort. The fort itself
does not double the defense factor of units
defending on its hex, although any tercain
advantage pertinent to the hex in guestion would
still apply. Nor do forts protect their occupants
from enemy zone of control.

Attacking From Forts

German units attacking from forts use special,
advantageous rules.

Defending Allied units do not get any tetrain
advantages, such as doubling or tripling of their
defense factor. The Allied defense factor would
always be basic. Nor do attacking German units
suffer any terrain penalties whatsoever.

Nor would G Ities be doubled if the
Allies were on terrain that would ordinanly give
such a result,

The wsual German attack factor remains
unchanged for attacks from forts, with this
excéption: attacks worse than 1-4 are permitted,
using the 14 column., Of course, attacks at
higher odds are also allowed, as usual,

I an attack from a fort hex is assisted by other
units attacking any ol the same defender(s) but
from a nondort hex, or hexes, all fort benefits
would be lost for the German units involved in
that battle.

K~

ALLIED UNITS NOT US OR BRITISH

The special logistical problems posed by the polyglot
Allied army may be reflected in 2 ways:

Al

-

If an Allied stack contains more than one
nationality, the stacking limit s reduced to 7
points from the usual 8. British, Canadian, and
US units are also idered i
distinct from each other,

natiar

During the first turn that these units enter the
mapboard, they count double sgainst Build-Up,
For example, the Canadian infantry division
would count 6 points against Build-Up, not the
usual 3. This penalty does not apply to Messina
and/or Taranto. Remember that these units can
never invade, although they can enter the map
board by first moving ashore at Messina and/or
Taranto,

MOUNTAIN UNITS

General

Units specially trained in mountain movement
and combat played a key role in the Italian
Campaign, because of the difficult terrain, These
units may be identified by underlining at the
bottom of the counter.

Allied mountain units in the Basic Game are the
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2 French units, and the US/Canadian 1SSF. The
latter unit is allowed to invade, as though it were
a purely US unit, but also allowed 10 stack with
cither US or Canadian troops without any
stacking penalty,

German mountain units in the Basic Game are
S5Mtn and 3+4 (which enter Nov 1),

Movement Costs for Mountain Units

1 MP to traverse a hex-side with any plain terrain
and/or any rough terrain. Mountain units treat
plain and rough terrain identically.

2 MP for the above, during a mud turn,

1/2 alt MP 10 traverse an all High Apennine
hex-side, Therefore, a mountain unit could
traverse 2 all High Apennine sides, or just one,
with half its MP left for movement through other
terrain, 1f @ German mountain unit has only 1/2
its normal MP to begin with because of Allied Air
Interdiction, it would still pay only 1/2 of that
half to cross a High Apennine side, Example: a
German mountain unit with 8 MP is reduced to 4
by interdiction. It can cross 2 High Apennine
sides, oc it can cross only 1 such side, with 2 MP
left for other movement, before or after crossing,
Breakthrough MP costs, where dilferent from
usual: 1/2 all MPs to cross an all High Apennine
hex-side, with a minimum of 4, in any weather,
A mountain unit with 4 Breakthrough MPs could
only cross 1 such side, With 8 it could cross 2
sides, or 1 side with 4 MPs for other movement.
When retreating, mountain units may cross High
Apennine hex-sides at will, subject to the usual 1
or 2 hex retreat movement.

In all other respects, such as movement along
roads, or crossing rivers, mountain units are the

same as other units,
The movement costs explained in this section

apply 1o mountain umits participating in an
invasion.
Combat Through High-Apennino Hex-Sides

Normal units attack at half-factor through such
sides, under all c ances | pt for
German units in a fort). Mountain units do not
sulfer this penality, They attack through High-
Apennine sides at full-strength.

Units defending against an attack by mountain
troops would not lose any other terrain
advantage their position might afford them.

RETREAT THROUGH
ZONE OF CONTROL
This is a method by which units may escape

destruction when they are forced 1o retreat
through or into y zones of ¢

It a unit is entirely surrounded either by enemy
units with defense factors, and/or terrain into
which it cannot retreat, such as the coast for
German units, or coast [non-beach) hexes for
Allies, a retreat stll means immediate destruc-
tion.

However, if at least one hex side is not blocked
by an enemy unit with a defense factor, or
impassable terrain, then units obliged to retreat
are not automatically destroyed, but may retreat
into and through enemy zones of control.
Whether attacking or defending. il such a
situation occurs, the retreating player uses this
table:

Die Aon Map Direction  (Assume that the hex
1 N calumn running length
2 NE wite sctually runs north
3 SE ong southl
4 s
5 W
6 W

The retreating player follows this procedure:

10.

Roll the sbove table for each stack forced to G

retreat through an eénemy Zone of control. A
player could roll for each unit in a stack, or
group units together, but it would not be
advantageous.

If the direction called for by the die roll does not
contain an enemy unit, and is not otherwise
impassable, the retreating unit{s) move to that
hex,

If the direction rolled does contain an énemy
unit, or is impassable, the retreating unit cannot
move.

In either case, only 1 s1ep is lost from the
retreating stack, regardless of the number ol
units it contains. The retreating player chooses
the unit to lose 3 step.

The procedure is répeated until the retreating
stack has moved 2 hexes. Note that the final
location could be the same hex from which the
retreat originally started, if the retreating units
moved away, and then back, It could also still be
in enemy zone of control.

Every time the die is tolled, a step s lost.

It the defender must retreat through rone ol
control, but lacks enough steps to start the
retreat, or finish it as at feost an inverted counter
froe of enemy zone of control, the attacker gets at
least two movemont points of breakthrough
movemenlt, more if the SRT stipulates

During the retreat through zone of control, the
retreating units, il they still possess an attack
factor, could destroy inverted counters and/or
units without a defense factor, if they came next
to them, but without gaining the right to advance
into the vacated hex, which only attacking units
may do.

If a German umit is forced to retreat in a
direction that would take it out to sea, of into
other impassable terrain under this procedure, it
is not destroyed. It does not move, and a step is
lost, then the die rolled again,

If an Allied unit were forced to or able to retreat
out 1o sea, it could elect to do so under the
evacuation rule, il from a suitable hex. This
would end the retreat through zone of control at
that point, eéven if the unit had not retreated 2
hexes, Such an evacuation would not be abliga-
tory. However, if chosen by the Allied player, it
could ba done in a retreat taking place in either
player’s turn,

The Attacker

Only when the retreat 15 done can the victonous
player advance into the originally vacated hex,
but only if it is still vacant, (The retreating unit
might move away, and then back.)

Only if there 1s such an advance, and the
advancing unitl{s) enter the zone ol control of
enemy units, even those having just retreated,
anotheér combat is allowed. Then the entite
process may be repeated,

If the attacking units are next to, or advance
next to, inverted counters, of units without
defense factor, these would  thereby be
destroyed.

It is possible that a umit retreating under this
procedure could end its retreat stacked with 2
friendly unit which is yet to undergo attack in
that same combat sequence, i.e., enemy units
have moved next to the friendly unit but not yet
attacked. In this instance, the retreat must
continue, under the rules explained above, until
the originally retreating unit moves off the
still-to-be-attacked umit, which could then be
attacked as usual.

The option to retreal vulnerable units such as
inverted counters, and units without 8 defense
factor, doesn’t apply after completing a retreat
through zone of control, or a normal retreat. That
would be a double retrear. Only one rotreat per
combat phase is permitted.
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The retreat through zone of control rule alfects
automatic victory possibilities. A 5-1 ensures
retreat, certain to cost three steps (1 onthe SAT
plus at least 2 retreating). A 6-1 in this Situadtion
is sure 1o cost four steps.

PLAY-BALANCE

Obviously, not all of the optional supplementary
rules benefit both sides equally. Therefore, par-
ticularly if only some of them are used, attention
must be paid to possible changes in play-balance,
In fact, players may intentionally use these rules
to handicap a superior player. Although some of
the rules may have a different effect depending
on the course of the game, their probable ¢ffect
on play-balance s listed below.

Favorable to the Allies:
Supporting Fire
Commandos

Neutral

Mountain Units

Retreat through Zone of Control
Armor

Favorable to the Germans:

Anr Superionty
Forts

Allied Units not USor British



E. ADVANCED GAME

game.
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INTRODUCTION

The Advanced Game includes 3 versions cach
dealing with a different aspect of the ltalian
Campaian, and a different geographical goal:
Southern laly — covering the same time span as
the Basic Game, through the end of December,
1943,

Roma - ending about the tame time the Allies
historically won the battle for central lraly, June
11, 1944,

The Po Valley — including the entire 79 week
campaign through April, 1945,

Like the Bawic Game, all 3 advanced versions
begin with the Sept Il invasion, but each
advanced game has an appropriately differemt
00B, and victory conditions. Both players may
choose from wvarious QOB alternatives, the
combination of which fixes the game length, and
the victory conditions.

All of the Fundamental Rules apply 10 both
versions of Anzio, Advanced and Basic.

All of the Supplementary Rules 1o the Basic
Game should be used in the Advanced Game.

Most of the Basic Game rules apply to the
Advanced Game, as well, with 2 types of
exceptions:

Cases where the advanced rules are essentially
similar, but more extensive, as in the caswe of
Invasions.

Cases where the advanced rules replace the basic
rules, as in Basic Game sections 1 and 2, covering
the Game Record Cards, usable only with the
Banc Game,

Wherever necessaty, the relation of the advanced
rules to the basic rules is spelled out.

TIME RECORD CARD

This summarizes a number of factors which may
vary from tuen to turn, & well as providing space
to record the progress of the game. From top to
bottom, its features are:

A calendar of each of the weekly game-turns,

The number of weekly replacements for each
side. Whenever the Germans receive two, one of
these 15 armor.

A reminder of reinforcements and withdrawals
for each side. Since there are variations possible
in the Advanced Game OOBs, not every check
applies to each OOB, It is simply a reminder 1o
consult the detailed QOB Card 10 verify if it
applies to the versionbeing played. Errata: There
should be a check for a German reinforcomont
Feb I, 1944 (28th). There should not be a check
for reinforcements Jan Il, 1944

Weather, This 15 not lixed, as in the Basic Gamae,
Instead, at the start of each Allied turn during
the months of October through April, the Allied
player rolls a die 1o see whether there s mud
during that week. The numbers shown indicate
which rolls mandate mud, For example, a 1 o1 a
2 tor the first tweo game-turns in October, or 3 1
through 5 for any November week.

Forts. Again, this i1s not entirely hixed, as it isin
the supplementary Basic Gome rules. Every turn
indicated by an "X, the Germans may build a
fort, In addition, in 1943 there are 6 turns
inchicated by the numbers 1-2, At the start ol the
German part of each of these turns, the German
player rolls a die, and may build a fort if either
number appears. Forts destroyed in any way,
including voluntarily, may be received again
under the Time Record Card. although the
Germans may never have on the board simul-
taneously more than the 13 lorts provided in the
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Ports. As in the Basic Game, the Allies always
start with 2 ports. They get 1 more cach Allied
player-turn indicated.

The invasion section indicates with an “X" the
Allied player-turng when invasions are permitted
during each of the 3 games, as well as showing
when each game ends.

As in the Basic Game, replacements are not
forfeited il sufficient counters 10 represent them
are not available, or if the piayer withet 1o retain
them off the board. Therelore, sections are
provided in which to note accumulated replace-
ments, iIf any.

Space is also provided to note the passage of cach
game-turn,

UNIT ORGANIZATION CARDS

All o the units needed in the Advanced Game
may be placed hare.

The Sept Il location of all ltalian units which
may defect to the Allies 15 located on the Allied
Unit Organization Cards.

Seven German divisions are shown not only in
divisional form, but with slternate regimental
counters, as explaned later,

ALLIED O0B CARD

The Allied O0B 15 divided into 4 sections!
Southern ltaly {Game 1),

Central Italy (Game 1), This afso includes all
Game | units,

Nocthern ltaly (Game 111). All the units on the
card are included.

The special replacement bonuses for capture of
Napoli andfor Roma, which apply to any
Advanced game version. Theie bonuses do not
apply to the Basic Game, They are credited to the
Allies at the start of the turn after the cities are
made friendly, even if they are retaken by the
Germans. Each bonus may be won only once.

Errata: The Polish 3 Carp. diwision shown Jan |
1944 should be & 3-4-12. Il a substitute
withdraws Mar Il for the 46th or 56th, it returns
July Il. The French 1st division shown June [V
1944 should be a 4-5-12. The two Polish
divisions shown Feb 11 1945 should be 4.5
12's,

The Basic Game only includes units available
Sept 1, 1943, plus reinforcements, wnile the
Advanced Games also include withdrawals.
Except for ltalian partisan units [see below)
Allied reinforcements arrive 0 Sicihia on the
Allied player-turn indicated, and may enter the
game immediately, subject to the port rules from
the Basic Game.

Units shown in ted, such as the 3 units shown for
Nov 111, 1943, must be withdrawn on the date
indicated, during the movement portion of that
Allied player-turn, before combat.

H the umit is not isotated, it should be removed
from the board directly from its current location,
not movod to a port and out, Nonetheless, itmust
be counted against the Build-Up of any.port to
which it could trace supply. If the unit could not
trace a supply line to & port with sufficient Build-
up, it would have to evacuate s an inverted
counter, if feasible, resulting in a replacement
deficit.

I the wunit s isolated, then substitutes are
indicated underneath the unit on the QOB card.
Using again the New 111, 1943 example, if the
British 1 Para were solated or destroyed, then, as
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indicated, the Sth, 4Gth, or 78th divisions must
withdraw instead, The Allied player would
decide which,

If the indicated unit and all substitutes are eihor
isolated or dostroyed, then a number of
replacements equal to its full-strength number of
steps must be withdrawn, even if one of the
stipulated units subsequently escapes isolation.
Allied units able 1o reach a beach hex, but
unsupplied, are not isolated, since they could be
evacuated. On a coast hex this would not apply
If a unit, or substitute, is wathdrawn below full
strength, a replacement deficit 15 created. This
must be made up either by immediately with-
drawing the proper number of replacement
counters, «f avanlable, and/or drawing down any
accumulated replacemonts. 1! neither is available,
a replacement deficit i created which must be
cancelled before any replacements entor the
game,

The playérs should decide by mutual agreement
which Allied OOB will be used, This lixes the
length of the game, and 1n combination wath the
German OOB choice, its victory conditions.

GERMAN 00B CARD

Although the German OOB is not divided into 3
chronological sectons, as s the Allied, 1t s
understood that the German player will have
available those umits corresponding 1o the game
version anchicated on  the Alled OOB., For
example, if the Allied O0B s that of Game 11,
the last German unit avaslable would be the
A56th infantry division, June 111, 1944,

The German QOB is divided into 3 sections in
ascending order of strength:

The Standard QOB, which 15 the weakest,

The Reintorced QOB, which also includes all the
Standard QOB units.

The Maximum OQO0B, which includes all
German units available in the game

the

These OO0Bs have nothing to do with the length
of the game (I, 11, or 11). The German player
may select any of the 3 OOBs for use in any of
the 3 games, using only those units which
correspond to the game length,

Besides the banic division by strength, there are
other categories within the German 008:
Kesselring's Command. The 14 units shown at
start, including 4 replac 15, are free to enter
the game night after the initial Allied invasion.
Just as in the Basic Game, 16th Pr. may be put
on any playable hex exclusive of those occupied
by ltalian wnits which may defect (see below).
The Herman Goenng division may be divided
into its 3 regiments, as explained in that section,
and stationed in 1 or more of the 3 indicated
hexes. The location of the other Kesselring units
is 3% shawn,

Rommel’s Command, During the war in ltaly,
many German units were tied down garrisoning
the industrial centers, Some of these units may
enter the game. The rules goverming garrison
units are discussed separately,

Second Invasion Reaction. Just as in the Basic
Game, the German get additional units when and
if the Allies invade a second time, Although there
may be subsequent invasions after the second, no
German reaction is provided,

Ligurian and Adriatic Commands. These are units
stationed off the map, as explained in detail
below.

Other units, Besdes the units
Kesselring and Rommel Sept 1,

listed under
1943, the



invasion reactions, and off-board commands,
there are many other reinforcements. As in the
Basic Game, these may enter on the date shown
above them, or later, if the German player
wishes,

German reinforcements, with an exception noted
under Garrison Units, enter on any hex to which
supply can be traced, a5 explained in that
section, Replacements may also enter in the same
manner, or in friendly major cities, a3 in the
Basic Game, at the German's option,

The same distinction between the Kesselring
units (free for wsel, and the Rommel units
{"frozen™ on garrison duty), continues to apply
to the reinforcements as they arrive. Garrison
units may be noted by the city indicated above
them, For example, under the Standard 008,
the 162nd (Turcomanl infantry division enters
the game Oct 1, 1943, but must move directly to
Bologna. It is not released to the front until July
I, 1944,

Sometimes the stronger ({Reinforced and
Maximum] OOBs contradict the Standard OOB.
For example, in the Maximum OCOB the

Turcoman division cited above enters the game
much earlier (Sept 1V, 1943), for use freely by
the German  player, The indication of the
stronger QOB always tokes precedence, provided
the German player has selected it.

Umits printed in red, such as the 356th infantry
division indicated Jan 111, 1945, must be with-
drawn, The same procedure as explained lor
Allied withdrawals is followed, except:

German units can not be evacuated by sea.

It a German (“pure’) armored unit is withdrawn
understrength, the resulting deficit is only in
armored replacements, not infantry. However, if
the Germans have a deficit of more than 2
armored replacements, they must also use
infantry replacements to reduce the armor deficit
to a maximum of 2.

Some German units may withdraw at varying
times, for example the 6 strong “pure” armor
divisions. Details are given in 3 separate section,
After the Allies hinish their Sept 1 turn, and any
Italian defections have been determined, the
German player may freely select which of the 3
0QO0Bs he prefers. Only then does he take his
lirst move, The victory conditions for each of the
3 Advanced Game versions vary according to the
comparison of Allied and German O0Bs.

GERMAN GARRISON UNITS
These are in 2 categories:

Those that are on the board Sept Il — Rommel's
Command,

Those that arrive as reinforcements during the
course of the game. These latter units move
down {rom their entry point to the garrison city
specified,

In cither case, garrison units may be used in the
following ways:

They may have to remain at their garrison point
during the entire game,

I a date is shown beneath them, they are picked
up and removed lfrom the game during the
movement phase ol that turn, For example, the
24th Pz, Firenze garrison leaves the game Nov I,
1943,

Sometimes a umit may first be used to garrison a
oity, and later released into the game. An
example is the 65th infantry division, which
starts the game garrisoning Parma. It is released
to the front, from Parma, Oct I, 1943, for use as
the German player sees fit.

It a defecting Italian unit (s2e section E10) is
within 10 hexes of a garnison unit, that unit is
released to move within the ten hex radius of its
garrison point. It need not attack the triggering
unit. After the ltalian wunit 15 eliminated, or
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withdraws beyond the ten hex radius, the
garrison unit would have 10 return immediately
to ils garrison point.

It @ non:ltalian Allied unit approaches within 10
hexes of a garrison hex, the unit stationed there
is free to enter and stay in the game. For
example, the Firenze garrison would enter the
game if the Allies take Rimini,

A garrison unit may be triggered into the game
by non-ltalian allies approaching within 10 hexes
of its garrison point, even if it is away com-
batting Italians. In such a case, 1 would enter
from 15 present location, without having to
return 1o its garrison point.

There are only 3 units which do not have a
10-hex “reaction radius”. These are discussed
later. Reaction radius is measured directly, even
through non-playable hexes such as lakes, from
the closest point traversed by a triggering unit
during its move, A unit can't avoid triggering a
reaction by entering and then exiting the reaction
radius.

If a garrison unit reacts into the game (except to
fight ltalians), then the withdrawal date printed
beneath its garrison city is cancelled. Such a unit
might be subject to a later withdrawal date,
however. That withdrawal would still stand. For
example, the Firenze garrison (24th Pz.), under
the standard O0B, would withdraw from the
game Nov 11, 1943, This date is printed under the
Firenze QOB indication, If for any reason 24th
Pz, reacts into the game, that withdrawal date
would be cancelled. Or to put it another way,
24th Pz. is no longer on garrison duty, and
therefore the garrison withdrawal date no longer
applies. Note, however, that this unit may also be
subject to withdrawal Jan | or May |, 1944, if it
should still be in the game, Those withdrawal
dates would still apply. Variable withdrawal
dates such as these are discussed separately.

The 2 units arriving at Livorno Sept IV are a
special case, They were transferred from Corsica
and Sardinia.

For them to appear Sept IV in Livorno, it must
be friendly and in supply to the Germans.

tf it is not, they may enter the game at Genova
or LaSpezia.

If none of these 3 ports is friendly and in supply
to the Germans, these units would enter via any
supply hex Oct I, 1943, If they do not enter at
Livorno, the two unils would be free 10 use as
the German player wishes.

I these units do enter at Livarno, and the Allies
are not within 10 hexes, then they garrison
Livorno as explained above,

If because of Allied proximity, these units can
enter the game Sept IV, they could not use
Strategic Movement that turn. If because all
three allowable ports are blocked, these units
enter via any supply hex Oct I, then they are
treated like any other Axis reinforcement, and
can enter using Strategic Movernent.

The SSRF brigade is the cadre for the 16 SSRF
division. Unless it is isolated, replace it with the
divisional counter Dec 1. Just remove the brigade,
and replace i1 with the division, which is then
free 1o enter the game, Should the brigade be
isolated, the division could not enter until it was
relieved, or destroyed, In the latter case, the
divisionwould still enter via any supply hex, but
2 steps reduced in strength, Under no circum-
stanceés can both units be simultaneously on the
board.

ALLIED OOB — SPECIAL FEATURES

The British 50th and 51st divisions cannot be
used as inverted counters: they have no upside-
down step. They enter the game as though they
were non-British/US units (see supplement to
Basic Game, D7). After that, they are used as any
other British unit, They can invade, and stack
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with other British units as one nationality. Since
they do not have inverted counter status, they
cannot be evacuated.

From Poles in Allied countries, and former
“Axis” troops captured at Normandy, an extra
brigade was formed for each of the two Polish
divisions in the game. Feb 11, 1945, the Allies get
2 extra replacement steps to reflect this develop-
ment. Prior to this, the maximum strength of
these units is 3-4-12, with a stacking value of
two. If the Allies use the extra Feb Il steps to
increase the strength of the Polish divisions, from
this week onward their maximum stréngth is
4.5-12, with a stacking value of three,

From Feb 11, 1945 onward, these Polish divisions
retain their new stacking value of 3 regardless of
their strength level, i.c. even il they are depleted.
Although the Polish units may afways use any
Allied replacement to rebuild, prior 1o Feb 11
they may not build higher than their 3-4-12
counter,

GERMAN OOB — SPECIAL FEATURES
The Herman Goering (HG) division,

If prior to the German Jan 1l, 1944 player-turn
the Allies make their second invasion, or come
within 15 hexes of Livorno, HG stays in the
game until July IV, 1944, when it is wathdrawn,
In the absence of either of the above conditions,
HG becomes the Livarno garrisan, subject to the
usual gareison rules. During the German Jan 11,
1944 player-turn, HG is removed from wherever
it is on the board, and placed in either Livorno
hex. Note that all wiathdrawals are immediate,
unlike units entering, which move onto the board
through the grid.,

If HG garrisons Livorno, it is then wathdrawn
during the German Feb 11, 1944 turn. Erratum:
The German OOB card should show this
alternate withdrawal of HG.,

If during the period when HG is the Livorno
garrison the Allies make their second invasion, o5
come within 15 hexes of Livorno, HG returns to
the game, and may be used freely unul July v,
1944, when it is withdrawn,

11 HG i3 isolated when required to withdraw to
Livorno lor later), substitutes are indicated. The
cubstitute unit would then follow the HG 00B
indications, even if HG itself escapes isolation,
HG division and the HG/HG regiment are pure
armor. Only the two panzer grenadier regiments
are able to build up with either type replacement.

The 2Para Division

This unit 15 the Roma garrison fany or all 3
hexes).

Jan 1, 1944 i1 s removed from the game, and
4 Para is put in its place. If 2 Para is lost fighting
Italians, as a garrison unit, without entering the
game, 4 Paraenters Jan|, 1944, full strength. If 2
Para is lost any other way, 4 Para wouldn't enter
the game at all.

If at any time prior to the German Jan I, 1944
turn, Allicd units come within 11 hexes of
Roma, 2Para enters the game. In this case, it does
not have to withdraw Jan |, nor is 4Para brought
on,

The initial location of this unit is near Roma, at
Practica di Mare, On the Sept 1l turn it moves to
Roma. As discussed later, there may be ltalian
units friendly to the Allies in the Roma area, and
2Para may have to combat them in order to
reach Roma.

The Genova Garrison

135th infantry moves 1o Genova Sept |, 1944,
Its reaction radius is 5 hexes,

55 Panzer division withdrawals (1 Lah, 2R)
Apart from tempotary duty highting ltalians one



or both of these units may enter the game
permanently in 2 ways: (i.e., not on garrison
dutyl.

By Allied units approaching within 10 hexes of
their garrison cities,

If the Germans select an OO0B which includes
either or both units,

I these units remain garrison units, then they are
removed Nov 11, 1943, as shown on the QOB
Card.

If they are released under the Standard OOB,
whichcould only be by Allied proximity, they are
withdrawn Dec |, 1943,

In the above case, if the Allies make their second
invasion no later than their Dec 1, 1943 player-
turn, then their wathdrawal is postponed to the
German Jan |, 1944 player-turn, For this reason
the divisions are shown as withdrawing twice on
the QOB. Of course, if they withdraw Dec |, the
Jan | withdrawal is ignored.

The Germans may elect to use either or both of
these divisions beginning Sept 11, 1943, if they
select one of the two stronger O0Bs.

In the sbove case, the unit{s} entering Sept 11 no
longer must wathdraw Nov 11, since this applies
only when they are on garrison duty,

Even in the stronger OOBs, the SS Panzer
divisions are still subject to withdrawal Dec | or
Jan |, as explained above.

Wehrmacht Panzer Division Withdrawals (16, 18,
24, 26)

16th and 26th Pz, are part of Kesselring’s
Command, and therefore available for use at
start.

18th Pz,
Mantova garrison under the Standard and
Reinforced OOBs.

Enters the game Sept IV under the Maximum
00B.

24th Pz,
Firenze garrison under the Standard OOB.

Enters the game Sept 11, 1943 under either
stronger 008,

Withdrawals

The two Pz, divisiors which may remain on
garrison duty are withdrawn Nov 1I, 1943, if
they did not enter the game.

Any of the four Pz, divisions which entér into
the game are withdrawn in one of three ways:

As substitutes for other units, for example, the
55 Pz, divisions, or HG,

Jan 1, 1944, Notwe that there are different
withdrawal schedules for these units pertinent to
each 0B,

11 the Allies invade again on or before their Jan |,
1944 player-turn the Wehrmacht Pz, divisions do
not have to withdraw until May 1, 1944, Here
agan, in the stronger OOBs, some of these
divisons do not have 1o withdeaw at all,

Panzergrenadier Withdrawals (3, 15, 60 Pzgdr.)

All 3 divisions withdraw during the August-
September 1944 period, under the Standard
008,

The 15th (s retained under the Reinforced OOB.

None of the 3 divisions need withdraw under the
Maximum OOB,

Coastal Commands (Sept/Oct 1944)

The 9 units shown are stationed in land areas
directly adjacent to those shown on the map-
board, The Ligurian Command is off-the west
edge, the Adriatic Command off the east edge.
Starting Sept 1, 1944, the Germans may transfer
units from the board to these commands, and
VICE-VErsd,

Ligurian Command units enter at A13 or the
next nearest board edoe hex from A13 10
Brescia, inclusive, free of Allied zone of cantrol,
Adriatic Command units enter at Y7, or the next
nearest edge hex from Y7 to Y-zero, inclusive,
Transfer is not allowed via a hex in Allied zone
of control.

If the Allies can seal off 8 Command entry area
for 2 consecutive German turns, the units in the
Command are destroyed, after which the Ger-
mans would no longer need to maintain units
there, they would just cease to exist.

Any Axis unit may be in the Commands, but
only units with at least a defense factor count
towards the B stacking peint minimum which
must be kept in each Command, while in
existence, Ersatz units and Axis ltalian combat
units, even that with a zero attack factor, count
vs. this limit. Inverted counters and Republican
replacement units do not.

Command units may take replacements over and
above the replacement counters available. That
is, all replacement counters could be on the
board, and units in the Commands could build
up without using actual counters, if the Germans
get extra replacements on the TRC,

Non-German Axis Replacements

These are Czech, Slovak, or ltalian,

They can only be used once, unlike German
ersatz units, which can be re-used, when they
2gain enter on the TRC. Once they are used to
rebuild 9 German combat unit, or are destroyed
in any other way, they do not re-enter the game.
Italian units never take replacements, even ltalian
replacements.

Ersatz Divisions

Each of the three ersaz divisions (Schl, Wild,
Ost) may be exchanged starting any German turn
for three infantry replacements if at full strength,
two if the divisions are inverted counters.
Remove the division, replacing it with the
replacements, which gnter as usual, not where
the division left, unless also an entry point. If the
division is isolated, exchange isn’t allowed, This
exchage isn't roversible

GERMAN REGIMENTAL COUNTERS

In the Advanced Game, 7 German divisions may
be used in ¢ither one of two forms: as a division,
or as 2 or 3 regiments.

These 7 units are indicated by a gray over pant
on the Unit Qrgamization Card.

Both regiments and divisions have the usual
complement of counters representing weaker
strengths. Just as 2 counters of different
strength, but from the same unit, can nover be on
the board together, only the regimental counters,
or the divisional counter, may be on the board at
one time, never both.

At any time during the movement portion of his
turn, the German player may exchange the
regimental counters for the division counter,
provided all the regimental counters stack to-
gether at any time during mevement.

They may move part of their movement factor,
stack, and then proceed as a divion [one
counter),

Conversely, ot any time during the movement
phase, the single divisional counter may be
exchanged for its regiments, which may then
independently  use any remaining  movement
factor,

This exchange has nothing to do with reinforce-
ments, i.e, it takes place wherever the counter or
counters are, The unit or units in changed form
do not have to come down from an entry hex.
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Changing from division to regiments, or vice-
versa, is not allowed during the combat part of
the German player-turn, or any part of the Allied
player-urn,

By the end of the movement phase of the
German turn, they must decide whether they
want a unit 1o be in division or regimental form
until their next turn movement phase,

Neither regimental counters, nor the divisional
counter, need be at full strength to substitute. In
such a case, it is not always possible to exchange
regimental counters of reduced strength for a
division counter which has the same number of
combat factors, or vice-versa, Therefore, you
must take the next weakest counter(s}. So long
as no combat factors or steps are gained just by
switching. except from taking replacement(s)
during the same turn, depleted units may freely
change back and forth from regimental to
divisional form.

Units with substitute counters may combine with
replacements and also be swapped for the other
form of the same umit, all during the same
movement phase., This may make an even
exchange of factors possible.

A division could only take one replacement per
turn, but its regiments could each take one, if in
regimental form,

A depleted division may be exchanged for less
than the full number of regiments provided.

If a division in regimantal form must withdraw,
and part is able to, and part isolated, the free part
withdraws immaediately, tha isolated part when
able. If thelatter are destroyed, thiswould create
a roplacoment deficit at that time.

Substitute Units and Inverted Counters:

It is possible to rebuild a full swength division
from Just one surviving regimental inverled
counter.

The inverted regimental substitute counter does
not count one step in combal. It cannot be
removed as 2 step lost attacking or defending. It
is just a shell, a cadre usable only for the purpose
of rebuilding the unit. In all ether respects, i1 15
exactly like other inverted counters_If aregiman-
1al substitute counter loses more steps than it
has, its inverted counter is lost, even though it
doesn't count one step. Breakthrough movement
would be calculated no! counting the lost
inverted cadre counter as a step.

This does not apply to the division inverted
counter, nor 1o regiments which are not subst-
tute counters for a division. They do have the
usual inverted counter which s worth 1 combat
step,

Note that divisions with regimental counters have
1 or 2 more steps when used in dvisional torm,
than when used in regimental form,

Examples of division/regiment exchanges are ir
the appendix. Note that the full strength regi-
ments constituting a division may be exchanged
for it, even though such an exchange can result
in the gain of a step.

THE ITALIAN ARMY

In General
There are four different Italian OQBs, all colored
dark orange. Specific unit identification must be

checked with the OO0B to detérmine the
allegiance of any particular umit.

Combat:

When involved in combat, whether attacking or
deflending, ltalians  are  always first to take
casualties,
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ltahan units can never be revived with replace-
ments, even in the case of the [talan re.
placements which the Germans receive,

Italians do not have an inverted counter status,
They only have ane (face-up) step.

Italians are named after places, cvents, and
Roman Gods, The names do not indicate place
ment on the board, even if they correspord 1o
cities,

Fascists

This includes all ltalian units on the board At
Start.

Of these units, only the 185th regiment stays
with the Germans, and may be moved and used
by them starting Sept 1. This unit is treated just
like any other Axis unit, with the differences
explained in 10A above.

All other umits either disband, and are removed
immediately and permanently from the game, or
delect to the Allies. The location of these units
At Start s given on the Allied Unit Organization
Card,

Defections 1o the Allies are determined by the
tocation of the Allied invasion, and a die roll,
After the Allies invade, but before any combat,
they roll a die individually *or cach potential
defector, Below are the die rolls which release
Italians 1o the Allies, per invasion site:

Salerno or east coast — all units disband excepl
Roma garrisan, which defects on rolls of 1-4,
inclusive

Napoli, Mondragone, Terracina —~ Roma garrison
detfects on rolls of 1-5, all others 1-2,

Roma, or north of Aoma on the west coast —
Roma garrison all automatically defect, all others
1-4.

Roma or Civitavecchia together with an Allied
paratroop drop on Roma by the 82nd arrborne
division {see E12) Sept 1l — all Italian Fascists,
except 1851h, defect to the Allies. None disband.
At the end of any Allied turn, they may
voluntarily disband (destroy) lalians.

Sept |1 Allied Italians cannot move, unless they
are obliged to retreat.

Combat

Defecting ltahans may or may not attack
adjacent Germans, at the choice of the Allied
rommander, by individual unit, This option
spplies only 10 Sept Il Using it, if an ltalion
ontacks a German, all Germans in ils zone of
control must be attacked. Other ltalians unin-
volved in this combat, and not in the zone of
contro! of Germans attacked by ltalians, could
ignore adjacent Germans.

On the German Sept 11, 1943 player-turn, they
treat these ltalians just like any other Allied unit.
They may attack, or withdraw, German units
starting thew turn in ltalian zone of control are
deprived of strategic movement,

Invading Allied units may move right through
l1alians, even fight atop them, subject to stacking
rules, ltalians may or may not join in such
attacks, by individual units,

After Sept 11, Italians no longer have the above
option. They must attack or withdraw if in
enemy zone of control, with the usual exception
ol an advance after combat.

Sept 11, 1943 sl ltaly s considered fnendly 10
the Germans, even ltalian-occupied hexes, and
desgite the fact that the Germans can only stack
with the 185th Sept 1. Only hexes traversed by
invading Allied units become friendly to them on
the first turn. From Sept 111 onward Allied
ltalians can make hexes friendly to the Allies.
Throughout the game, Allied Italians, whether
Fascists, Monarchists, or Partisans, cannot open
patts or beachheads, trigger the two replacement
bonuses, or capture airbases.

As discussed under German Garrison Units, these
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units are free to combat ltalian units within a
10-hex radius of their garnson point, and then
return,

Except during an Automatic Victory, Germans
may never stack with Alhed ltalians.,

Since the ltalians cannot capture air bases for the
Allies, if the Germans have air superiority, they
can use it under the usual rules ageinst ltalians,
even in air base hexes,

All ltalian units with a defense factor, but not an
attack factor, are governed by the combat rules
pertaining to German ¢rsatz counters,

Supply

The 185th is supplied like any German unit,
ltalian Fascists defecting to the Allies are in
supply the first turn, and thereafter can be
supplied in any number from any major Italian
city to which they can trace a land supply ling,
and which is friendly 10 them, or to other Allied
units,

It necessary, Italians may be included in, and
counted against, regular Allied Capacity, for
example il no ltalian city is friendly to the Allies.

Monarchists

An army was raised to represent that part of
Italy under Allicd control,

These units form in Sicilia and enter the game
when called for on the QDB like any non-
British/US unit, They are supplied like any Allied
unit, and cannot use strategic movement the first
turn on the board.

Partisans

Two of the most famous Garbaldi partisan
brigades are included in the Allied OOB.

When called for in the OOB, they appear any
place on the board as desiced by the Allies, even
behind enemy  lines, except on an enemy-
occupied hex,

Partisans do not have a zone of control, and may
wgnore enemy zones of control,

They never can use road movement rules, even 1o
negate terrain effects, i.c. when traversing High
Apennine along a road, they move as though no
road existed,

They do not need supplies.

They attack and defend under the SRT,

If destroyed, a new unit reappears at the start of
the movement phase of the first Allied player-
turn of each month starting Nov |, 1944, and
also the 3rd Allied player-turn of every month
starting Feb 111, 1945,

The presence of a partisan unit can block normal
German movement, but not German retreat.
Germans can retreat right through partisans, if
need be taking an extra hex in order not to stack
with them.

Partisans cannot destray forts, even when emply,
nor end their turn on a fort hex, They could
traverse an empty fort hex,

Partisans can undouble river defenses in the usual
way.

. It they end their turn wathin 3 hexes of a

German garrison unit, i.e, 2 intervening hexes,
that unit may approach and attack the partisan
its next turn, under the same rules which govern
German units moving out from garrison to attack
non-partisan italians within a 10-hex radius. Even
it this brings the German within 10 hexes of
non-ltalian Allies, they are not released, since the
release radius s always with reference to the
garrsion hex,

Republicans

After his overthrow, Mussolini created a north
Italian state called the Republic of Salo, with its
capital near Lake Garda, and with a small army
under the German O0B,
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These units enter and are supplied like German
units,

The 2 Republican replacements which are part of
the Second Invasion reaction only do not appear
again once they have been used, They may build
up any German non-armor unit. They are
governed by the same rules which pertain to
Allied replacements, should they become
involved in combat, Like them, they have no
combat factors.

MOUNTAIN UNITS

The Basic Game Supplement also applies to the
Advanced Game, the only difference being the
number of mountain units included in the O0B,

Allied — 10US, 1S5F, GK, 52Br, ltalian AG and
P units, and all French units with B movement
factor.

German:;3+4, 5Min, and Doehla brigade.

Every effort has been made in Anzio to
accurately identify the units included in the
OO0B, which means that some units have the
mountain symbol, but not the capability, and
vice-versa, These apparent discrepancies are
historically accurate. Apart from consulting the
list above, all mountain units are identificd by
the line at the bottom of the counter,

ALLIED PARATROOPS

The only paratroop action allowed is an awrdrop
on Roma during the movement phase of the
Allied Sept Il player-turn by all 3 regiments of
the US 82nd airborne division.

Such a para drop may only accompany an Allied
invasion at Roma or Civitavecchia.

Place 1 of 3 regiments on each Roma hex. They
may then move 1 additional hex after dropping.
They may also attack.

The 3 stacking points of the 82nd division do not
count sgainit the Initial Lift permitted invading
Allied units #f these units are para-dropped.
Should they be used as infantry invading, they
do count against the Initial Lift,

The optional Advanced Game rules discussed
fater permit greater scope for paratroops by both
sides.

SUPPORTING FIRE

These rules ate identical to the Basic Game
Supplement, except for the extension in time
nto 194445,

The same Allied weckly supporting fure alloca-
tion is continued, except during Air Strikes {see
E14).

The Germans receive the following Tactical Air
factors:

1 per month through June 111, 1944 (end of
Game 1),

Only 1 for the entire remainder of 1944 (Game
1),

Only 1 for all of 1845 (Game (1),

Exactly when these factors are used is at the
option of the German player, subject to the usual
rules. Mud is never sure in the Advanced Game,
so il the Germans chance retaining a defensive
air lactor, and the turn 1s mud, it would be lost,
The Germans still get their invasion reaction
extra air support allocation. In the case of the
Second Invasion, they would lose it if it were a



mud turn,
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For the purposes of air interdiction, German
units with zero stacking factor are treated as
though they had a stacking factor of one.

AIR STRIKES

Once on a good weather turn in the April/May
period of 1944, and once againin April, 1945, the
Allies may mount a major air strike, as they did
historically. Each Air Strike takes place during
one Allied player-turn.

During an Air Strike the Allies do not have
tactical air support, whether offensively in their
turn, or delensively in the following German
turn, They do have the naval factor unless they
also invade,

During the entire Air Strike game-turnis), the
Germans lose all benetit from taorts, whether
defending or attacking, although the lorts are not
removed from the map unless destroyed in the
usual way. On the next game-turn, the usual fort
rules apply again.

During the Air Swrike, Allied battle odds are
increased 3 columns. A 1-2 becomes 3 3-1, etc.
Therelore, the worst possible attack would be a
1-4 (1-7 increased 3 columns).

First through fourth combats are allowed during
Air Strikes, but Tifth and subsequent combats are
not.

It the Allies have not captured an air base by the
turn in which they would have to call their Air
Strike, they could only use its advantages attock-
ing hexes where they have air superiority,

INVASIONS

The sules governing invasions 10 the Advanced
Game are banically similar to those i the Basic
Game, vath the differences histed below.

Thete 15 no geographical restriction an invasions.
The Fist, andd subsequent, invasions, may be at
any of the 13 invasions areas delineated in red on
the board.

The First Invasion is sdentical to that in the Basic
Game, except lor the wider scope permitted.

Each of the 3 versions of the Advanced Game has
a ihifterent tme-table of second and subsequent
invasions, a4 indicated on the TRC. As in the
Basic Game, there are vanations in permutted
Irutial LM

Game | — one Second Invasion permitted, with
15% ol the Imtial Lift shown in red on the
tizard, “as in the Basic Game, which covers the
same perind

Game 11

Quring the penod from Nov HIl, 1943 to
February 11, 1944, inclusive, two invasions are
permitted, one useng 100% of Imimal Litt, the
ather 767,

Duting the last 2 weeks ol Game 1), June 11 — I,
1944, one sdditional invasion is permitted, with
50% of Inigl Lt

Game 111

Duning the penod brom Nov 11, 1943 1o March
1, 1944, inelusive, 1wo invasions are permitted,
one with 100%, the other with 75% of Initial
Lift

From July 111, 1944 10 the ¢nd o! the game, an
atlditional two invasions are permitted, with 75%
and 50", of Imitial Lift

Az o the Baue Game, Initial Lift reductions do
ot apply 1o Buwild-Up and Capascity, which
remantis ay per the map.
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Invasions must always be B weeks apart. For
wxample, 1t the second invasion 15 Dec |, 1943,
the noxt possible mwasion would be Jan IV,
1944,

Where more than one invasion is permitled in a
given time ¢pan, at different Initial Lifts, their
order 15 the choice of the Allied player. The
greater Initial Lift could be used first, or second.

PORTS

Port rules are basically unchanged {rom the Basic
Game, except that in Game 111 the total of ports
called for on the TRAC exceeds the number
provided (8) in the game. Port counters cannot
be moved from place to place, but they can be
voluntarily dismantled by the Allies (or
destroyed by enemy action), Therefore, in Game
11, the Allies may wish to dismantle a port
already constructed in order 10 reconstruct it
elsewhere when the TRC calls for them to get
another port. The Allies are never allowed to
have mare than B ports in use simultaneously,
nor to accumulate mare than the 8 port counters
provided, as they can sccumulate more replace
ments than the counters provided.

COMMANDOS

Basic Game rule D5B2, restricting commandos 10
the southern hall of the map, no longer applies.

Commando ralds are not limited by the usual
B-turn separation for invasions., A commando
raid could occur in a turn when an invasion is not
permitted.

All other Basic Game rules apply.

SEA MOVEMENT

Consider the coasthine of ltaly to be divided into
3 sections:

Genova south to J58 west coast)

Napoli to N74, Sicilia, and Messina

Golfo di Taranto, Taranto, and Y46 north to Y13
(east coast)

Movement in one turn from a point in area 1
direct 1o area 3, and vice-versa, is not allowed,
whether amphibious transfer, evacuation, ot
nvasion,

Movement in one turn from a point in area 2 to
area 1 andfor area 3 /s allowed, and vice-versa,
For exampie, o unit wishing to mave from
Genova to Rimini by sea must first go to any
point i area 2, and from there on the next turn
1o Rimini,

All other Basic Game rules apply.

MAPBOARD EDGES

As in the Basic Game, the Allies cannot enter the
board via Messina ard/or Taranto directly into
the German zone of control. Therefore, the
Germans can seal off both southern entry points
Note that although ersatz units would serve thie
purpose, inverted counters and/or ltalian re-
placements would not, because they do not have
a rone of control.

Off the northwest, north, and northeast edges, it
is the German who can move or retreat; returming
on their next player-turn at any entry hex not in
Allied zone of control. Off these edges, Allied
units are destroyed if forced 1o retreat.

20. ISOLATION AND SUPPLY

A

Beginming June 1V, 1944, the ares 1o which the
Germans trace supply changes from the north
west, north, and northeast edges to any north
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edge hex which s entirely east of the Oglic
River, we., 0510 Y-zero 10 Y12

Since reinforcements enter on any board adge
hex atso usable os a supply source, the above
change also reduces the wes through which
reinforcements may arrive, except for the Coastal
Commands, which remain as explained in EBG

Genova, and the northwest area of the board, &
well a5 the Ligunan Command, could be isolatec
from supply. The units there could then be
destroyed, even without the Allies blocking all
entry hexes, since the Allies could cut off the
northweeest  section of the board from  the
restricted wpply area after June 1V,

All other Basic Game rules apply,

VICTORY CONDITIONS

The Germans never had mare than a relatively
small percentage of their army in ltaly. As the
Alligs began to prepare to invade France, this was
also increasingly teue of them, Units vere often
translecred  from  other fronts 1o ltaly, and
vice-versa, With some exceptions, both sides
regarded Italy as of secondary imporiance, and
therefore withdrew strong units that focal com-
manders wished 1o retain. There also was no
unanimity on either side gbout the beast strategy.
Allied goals fluctuated. The Germans changed
their mind about where to make a stand. In
Aneio, you make these decisions. As Alled
commander you decide your strategic goal, with
a force appropeiate 10 it As German commander,
confronted by the Allied invasion, you decide
how much of your strategic reserve to commit.
Ay oinoreyl warfyre, the better commander s the
one who best uses his avaldable force in com-
panison 1o the enemy strength,

As explained earher, belore starting the game,
the Allied player (or both players mutually)
decides his strategic goal from among several
options historically considered:

Secure the southern third of Italy, including the
port of Naples and the air base at Foggia, by the
end of 1943,

Capture Roma and central Italy by June 111,
1944,

Captute northern ltaly by Apal IV, 1945,

Each of these goals has an appropriate O0B
dravin from units which did, or could have served
in Itaty, As each of the 3 garmes differs in length,
each has a different invasion schedule ond 00B

All games stact with the Sept 11, 1943 invasion.
As explained eatlier, belore starting his turn, the
German player chooses s QOB trom the 3
available options, using it only up to the st turn
of the game version Tixedd by the Allied chorce.

The exact wictory conditions depend on o com:
parson of the Allied and German QOBs. The
details of each combunation ara:
Game | — The same victory conthibions as the
Basic Game are used, as it covers the same
period. The only change s in the number of
cities the Allies need 1o win:
German QOB Number of victory cities

Allies must capture

Standard 5 — same as the Basic Game
Reinforced 4
Maximum 2

Game 1l — The same batic procedure 15 used, but
the 9 cities forming part of the victory con
ditiens are: Napoli, Cassino, Pescara, Roma (1, 2,
or 3 hexes still count as one victory point,
Perugia, Ancona, Livorno, Firenze, and Rimim



German 008 Number of victory cities
Allies must capture

Standard

Reinforced 5

Maximum 3

The Basic Game requirement for the Gaimans to

maintain a front line through thewr final player-,
tuin is also part of Advanced Sames | and 1], It i

not part of Game I, The Front line requirement

makes Genova a particularly vulnerable point for

the Germans.

Game 111

German OOB Allied victory requirement

Standard Capture all major cities on the
board except Brescia and
Vicenza, which must at least
be in Allied zone of control,

Reintorced All major cities except
Piacenza, Brescia, Vicenza,
and Genova. Genova must also
be at least isolated from supply,

Maximum LaSpezia, Modena, Ferrara,

and all major cities south of
them,

As in the Basic Game, “capture™ 15 delined as
having the hex in question fnendly. Such a hex
could still be in enemy 2one of control, but as in
the Basic Game, it would have to be in supply to
the Allies.

The advance of Allied units may trigger the
release of German units which would not ordi-
narity be wusable in one of the two weaker
00Bs. This does not change the German OOB
for the purpose of determining victory con-
ditions.

F. ADVANCED GAME
SUPPLEMENTARY RULES

1. INTRODUCTION

I turther realism is desired, any or all of the
following rules may be added to the Advanced Game,

2. FORTS

Change the distance from the cnemy at which lorts
can be built 1o the same distance at which replace:
ments can be taken: 3 hexes (2 intervening hexes
between hex on which foet s 10 be tbuilt, and any
enemy umit),

3. POLISH MORALE

In early February, 1945, the Polish umits in ltaly weere
demoralized by the Yalta agreements concerming
Poland, Therefore, from the Allied Feb 11 player-tuen
1o the Allied March | playerturn inclusive, the Allies
may attack with these units only if they are solated,
They may deferd in the usual manner, They may be
used av usual before and after this period.

4. FRIENDLY HEXES

Using this rule requites keeping o record of which

hexes are friendly to you.

A. A supply line for that turn can only be traced
through friendly hexes, as determined at the end
of each player-turn

B. Strategic Movement can only be through hexes
friendly atthe start of your turn, If a unit traverses
oven one unfriendly hex, if forfeits Strategic
Movement that turn.

C. In Fundamental Rule 4g certain retreat protities
are explained. Subject first to these priorities, a
fetreating unit must give preference to friendly
hexes. For example, if a regular unit must choose
among friendly hexes in enemy zone of control
ot behind High Apennine hex-sides, or unfriendly
hexes without any such constraint, it could
choose the latter, However, if none of the
available retreat hexes are under any such con-
straint, the choice is limited to friendly hexes,
The determination of friendly hexes is at the
moment of retreat.

5. STEP REDUCTION ISOLATION

At the end of any player-turn in which a unit
belonging to the side whose player-turn has just
ended s 1solated, or over the supply limit, in the case
of the Allies, that unit loses 1 step. This rule replaces
other iselation rules, Therefore there would no longer
be a 2-turn Limit on a unit’s solation, nor would the
Allies  have 1o designate  units which are  over
Capacity. They could 1ake a step from whatever
unit(s) they preferred on their successive player-turns
when theil units were in excess of Capacity.

6. PORT BUILD-UP

The Buld-Up figure for a given port or beachhead
would have to serve for all Allied sea transfers
through said port an a given turn, both incoming and
outgoing, For example, Genova with 12 points
Build-Up could accommodate 6 paints entering and 6
points leaving, or any combination totalling 12, All
other Build-Up rules, including the carry-over allowed
from one turn to the next, remain the same,

7. AT-START HISTORICAL
STRENGTH VARIANT

These units start the game 1 step reduced in strength
each: Br, 1Para division, German 1Para division {can

be from any one regiment, if in regimental configura:
tion), and German 26th Pz, division,

8. PARATROOPS

A, Historical note: both sides in the ltalian
Campaign made some use of their paratroop
capability, but could have done more. In Sicilia,
the Germans dropped part of 1Para behind their
own hnes, unexpectedly coinciding wath an
Allied drop! At Salerno, the Allies made a drop
within their own beachhead, and anather behind
German lines at Avellino. They also considered
drops north of Napoli, and a1t Roma.

B. The lollowang rules govern both German and
Allied paradrops:

1. Paradrops may take place only in good weather,

2. The drop zone hex may never contain an enemy
unit of any sort including an inverted counter or
replacement,

3. Subject to the usual stacking rules, the drop hex
may contain friendly unit(s),

4, Paradrops occur at any time during the move-
ment phase. Their result 1s determined before

proceeding.
5. Except for the US B82/504, which s a
commando, and therefore does not need

supplies, paratroops do need supplies.

a.  The first [paradrop) turn units participating in
the drop are considered supplied, even if they
would ordinarily be not so considered. Allied
paratroops may drop in excess of supply capacity,
but the next turn, the usual capacity rules would
apply to them.

b. The turn therealter, usual supply rules govern,
6. The following table is rolled after the drop hex is
specified, in oirder to see 1l the drop succeeds:

Die Roll Result

13 Drop succeeds. Unit can move 1 hex, and atiack
of detired (must attack if onters enemy zone of
control, as usual). The 1 hex movement cannot
be from one ensmy zone of control 1o another,
Drop succeeds. Unit can move 1 hax, but not
enter enemy 2one of control, Can move next To
an enemy unit without a rone of control, Il
drop hex 1 already in enemy zone of control,
the para und must move away, if possible. If net
posuble, the para unit would be destroyed
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68 Drop succeeds. Unit can neither move nor atleck,
If the drop hex is in an enemy 2ona of control,
the para unit is destroyed

Drop succeods, but the para unit hacome: an
inverted counter, and cannot move. It would be
subject to sl the usual rules governing inver ted
counters.

Drop lady para urst desteoysd ammadiaately, without
reaching the diop rone hex, which therefore isn't
made fniendly by the unit altemoting 10 drog

9

12414

Add these surcharges to the single die roll:

2 If drop hex has no plan terrain

2 1l drop hex has any High Apennine, regardless
of other terrain. Note, would be +4 for 5 hex,
wathout plain terrain, and wath any amount of
High Apennine.

*2 It drop hex is in enemy Tone of control

*2 1t drop hex is whally or partly in area of enemy
Ait Superiarity,

Major cities are considered plain terrain for the
purpose of calculating these surcharges, Minor
city hexes are governed by the other terrain in
the hex. Roads don't count as plain terrain for
paradrops.

7. I paratroops are permitted to attack on the drop
turn, they do so subject to the usual combat
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rules. After the drop turn, they are treated as
infantry,

Allies

The Allies have 5 paratroop units: Br, 1Para and
2Para, and the 3 regiments of the 82nd airborne
division.

Until the Allied player-turn after the Allies
capture anairbase, they may drop only into hexes
which are entirely south of the middle fold of the
map, i.e., that just north of Roma, including hex
F44,_ Note that half of this area is still in the zone
of German Air Superiority, Due 10 air support
from Corsica and Sardinia, starting and including
the Allied Oct Il 1943 turn, the area of permitied
paradrops includes the entire map.

On the tiest Allied player-turn after they capture
an air base, they may paradrop anywhere on the
map.

Should the Germans re-establish Air Superionity,
on the following Allied player-turn the restric:
tion in paragraph 2 above would again apply.

An Allied unit wishing to paradrop must start ity
turn in an air base not in German zone of
control, or in Sicilia, The drop takes place during
the movement portion of the turn, before
combat.

The Allies may paradrop up to 3 stacking points
per turn,

These rules replace the Advanced Game Roma
paradrop rule:

If the Allies drop 3 stacking points Sept 11, 1943
on Roma, combined with an invasion there or at
Civitavecchia, all Italians defect to the Allies,
except the 185th,

Any para units may be used, not only the 82nd.
Any Roma hex or hexes fulfill the requirement,
If the Allies drop less than 3 points on Roma, or
drop 3 points but do not meet the invasion
requirement, then ltalian defections are governed
by the table in the Advanced Game,

Subject to stacking limits, Allied paratroops may
drop onto potential lralian defectors.

Allies may drop into unoccupied fort hexes,
destroying the fort if the drop succeeds.

A paradrop is not counted against Inital Lift, O
course, if paratroops invade as infantry, they
would be counted.

. Paratroops may open parts in the usual manner,

1f during the Sept I, 1943 turn paratroops make
friendly a hex on which the Allies declare that a
port 15 under construction, then the Allies may
roll for Italian defections using that port zone, or
the seaborne invasion 2one, whichever
prefer. Of course, both the paradrop and the
invasion could occur in the tame zone,

11 at a later time paratroops make friendly a hex,
and the Allies declare that they are constructing
a port there, this is not considered a Second
Invasion. Therefore no German reaction s trig-
gered, unless, of course, this paradrop should
coincide with a seaborne Second Invasion, and/or
the paratroops are used as invading infantry to
capture a hex suitable for a port.

Germans

The only German unit with para capability is the
15t regiment (2-4-12) of 1Para, although many
other units have the para symbol.

1/1 may drop only once in good weather during
the movement phase of any 1943 German turn,
anywhere on the board subject 1o the usual rules.
It must start its drop turn in any of the 6 air base
hexes, not in Allied or Allied Italian zone of
control.

It may destroy an Allied port under the usual
rules for doing so. It may drop onto an Allied
port if possible under the airdrop rules. This
would destroy the port,

they

5. Il the para regimeont is interdicted (die roll 1-4), 1t
can’'t drop that turn.

9. WEATHER

During the period November — March, inclusive, if
the Allies roll 1 on the TRC, which is one of the
numbers stipulating mud for that turn, the following
table is also rolled:

Ove Roll Visather Result for that week
{+ usual mud rules)
1,2 Na eflect o1hes 1han usual mud rules
3.4 No Strategic Movemnent allowed
56,7 No Strategic Movement allowed and all

roads are treated as minor raads

When this table is rolled during November, add 110
the die roll, making a result of 7 possible,

10. AT-START GERMAN FREE
DEPLOYMENT

All “Kesselring” units, except for the four ersat2
counters, but including the 185th regiment, may
deploy anywhere on the board except with ltahian
units  which may defect. Regimental substitute
counters are allowed, but those of each unit must be
stacked together. This changes play-balance greatly in
favor of the Germans.

Alternatively, in addition to their usual deployment,
the regiments of 1 Para may deploy separately or
together in the area Y48-Y54. This option could be
used in the Basic Game for the divisional counter,

11. INVOLUNTARY OVERSTACKING

When a retreat forces a player 1o stack units in excess
of the maximum, excess units are not destroyed, but
reduced to inverted counter status. The units 10 be so
reduced are chosen by the stacking player. Voluntary
overstacking is stll not permitted, even if the excess
units would be inverted counters.

12. RETREAT THRU ZONE OF CONTROL

A This rule applies only to defenders unable to
retreat freely, i.e. their retreat path is blocked by
enemy zone of conirol, or another obstacle, or
they are completely surrounded.

B The defender must declare use of this rule before
the combat involved occurs.

C. Using this rule, when a defender must retreat,
but can’t, as explained above, it is not destroyed,
nor does it follow the retreat through zone of
control rules given earlier. Instead, itloses either
1wo steps, or twice the number of steps required
by the SRT result governing the combat which
forced it to retreat, whichever is greater. The
rotreat is cancelled by paying this penalty. If
insufficient steps are available, the wusual
breakthrough result would apply.

D. A 5-1 using this rule is only sure 1o cost the
defender two steps, which affects automatic
viclory possibilities,

E. If several units are in one combat, and some can
retreat, while some can’t, the latter may use this
rule, but must take losses first. Only if they are
eliminated could the others take losses.

13. HISTORICAL SECOND INVASION

Only one Allied Second Invasion would be permitted,
with 75% of Initial Lift. For Game | it would be in
the period Nov | — Dec 1V, 1943 with an extension to
Feb I, 1944 for Games Il and 111, All other invasion
and invasion-related rules, such as commandos,
remain the same. This option should be declared no
later than the start of the Allied turn during which
Second Invasion occurs. This option does not change
the period during which an invasion is permitted in
1943.

14. ALLIED PORTS

Instead of receiving ports on a fixed schedule, the
Allies could roll a die at the start of each of ther
turns, beginning Sept 111, 1943, They would receive a
port every turn when a six resulted.,
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15. ALLIED REINFORCEMENT OPTION

Over local commanders’ protests, the Allied High
Command often withdrew units from ltaly to join in
the Normandy invasion, the invasion of southern
France, for duty in Greece, etc. You may cancel these
withdrawals, If the Allied player selected Game lII,
then at the start of any Allied turn from Nov I, 1943 —
Jan IV, 1945, inclusive, he may cancel all further
withdrawals indicated on the OOB. This takes effect
only for units which have not already left, Units
already gone do not re-enter unless such re-entry is
already included in the OOB.

Regardless of when the Allies exercise this option,
and regardless of the German OOB (except for the
German S5 Panzer option below), the victory
conditions become this: by the end of the Feb IV,
1945 turn, the Allies must capture all major cities on
the board, except Brescia and Vicenza, and even they
must at least be in Allied zone of control.

I, hawaver, the Allies have chosen the Historical
Second Invasion option, when combined with this
reinforcement option, the game would end Apnl 1V,
1945, as wusual, with the wictory conditions as
explained above.

16. GERMAN REINFORCEMENT OPTIONS

A. At the end of the Allied Second Invasion turn
{not subsequent invasions, if any), and before
they begin their player-turn, the Germans may
change their OOB selection, il they have not
already chosen the Maximum QOB. They may
increase the Standard QOB to either stronger
option, or the Reinforced O0B to Maximum.
Units which had already withdrawn from the
game under the existing QOB would not return,
Victory conditions would change to conform to
the new combination of Allied and German
OO0Bs, unless over-ruled by the Allies having
selected their reinforcement option.

B. Under any OOB the two strong SS Panzer

divisions [7-8-12) withdraw no later than Jan |,
1944, At the start of their Jan |, 1944 player-
turn, the Germans may either cancel this with-
drawal, il either or both of these umits has not
yet withdrawn, or return them to the game, if
either or both have already withdrawn, In this
latter case, they would enter like any reinforce-
ment,
It the Germans exercise this option, the game
ends at the end of the German March IV, 1944
player-turn, The victory conditions are the same
a5 those outlined in the Advanced Game section
for Game I, except that the Allies need capture
only any two of the 9 cities forming part of the
victory conditions. As usual, the Germans must
maintain their front line as described in the Basic
Game. Note that if the Germans exercise this
option, the Allies do not suffer any penalty from
exercising their own reinforcement option, They
still could not do so if they had not chosen Game
11, even though this option brings the game to
an end during the Game |l time-span,

This option isn't applicable to Game |, and s0 is
usually only declarable Jan |, 1944, However, the
Germans may declare it earlier if it is revealed
that the Allies have chosen Game llor lll If a
replacement deficit still existed because of either
or both SS units withdrawing understrength, it
could be sausfied by their re-entering stepped
down.

17. THE FOG OF WAR

A. In the game as outhined so far, both sides have
complete knowledge of the enemy’s capabilities.
Only enemy intentions are partly hidden. The
following is a series of rules intended to mak the
capabilities of cach side, some or all of which
may be used 1o add greater realism to the game.



German Hidden Deployment

This rute can only be used together wath section
F10 — At-Start German Free Deployment,

Some or all of the units mentioned in section 10
may deploy face down before the Allies invade
Sept I, 1843,

Face down deployment is not allowed in, or next
to, any city, or any ltalians except the 185th,
The Allies may turn faceup any 1 umit belore
they invade,

In order to avoid contusion with inverted
counters which may be generated by Allied
combat, all German units must be turned face-up
either when invading Allies enter ther zone ol
control, or at the eénd of the Allied invasion
movement, before combat.

If an Allied unit enters the zone of control of a
hidden umit, and s found 10 lack sufficient
strength for a 1-4 anack, the Alhed umit s
destroyed before combat, unless reinforced to
reach 14,

This changes play balance greatly in favor of the
Germans,

Limited Intelligence

This rule s different from the German Sept 1l
Hidden Deployment, although it can be used to
supplement 11

Each side has a number of colored counters
which have been teft blank, The Allies may use 4
of these counters, the Germans 2, to conceal the
compaosition of units in a given hex,

Since stacking himitations do not apply dunng
the mavement phase of a turn, a player may
briefly stack together a number of units. When
they move apart, the Allies may cover 4 units, or
stacks of units, vath blank counters, the Germans
b3

The same procedure may be used to disguise the
exact wlentity of units enteéring the game,
obviously on turns when more than one umit
(including replacements) enters,

Concealed umits may not use any special capa:
bility, such as armor, commando, mountam, of
paratroop. They also may only use 8 MP,
regardless of their true MP total, since the
opposing player is unable to venfy the charac-
teristics of the unit. The units with 4 MP cannot
be concealed.

Subject to the above, concealed units may sull
use road movement and Strategie Movement,
when applicable.

Concealed units must immediately be revealed
when next to any enemy unit, even an inverted
counter. Of course, they can be revealed at any
time by the commanding player.

Stacking

When a concealed unit stacks with other, non-
concealed unit(s), it is assumed to have the
highest stacking factor possible. This is 3 for the
Germans, and 5 for the Allies. The concesled
Allied unit would also be presumed to be of a
different nationality from the non-concealed unit
with which it stacked.

Only 2 concealed units may stack together, Note
that this still would permit the Allies to have a
concealed stack which is over the limit, This is
not allowed. Whenever the Allies stack together 2
concealed wnits, they must take care not to
exceed the stacking limit. Should 1hey be
discovered 1o have illegally overstacked, this
may be considered a forfeiture at the option of
the German player,

Note that only 1 blank concealment counter s
needed 1o conceal a stack of 2 units, which could
be anything from a pair of inverted counters to 2
full-strength divisions, always subject, in the case
of the Allies, to the stacking maximum.

i

Allies — Special Rules

The Allies may use these rules at any time,
regardiess of weather,

The Allies may also conceal invading urits, at the
risk of forfeiture it they conceal a umit not
permitted to invade, and keeping i mind that
concealed  units  may  not  use any  special
capability.

Germans — Special Rules

The Germans may use these rules freely only
during mud turns,

In good weather, the Germans may stitl use these
rules for units in hexes which do not contain any
plain terrain, nor a city. Nor may concealed
German umits use Strategic Movement, or the
major road MP rate, in good weather turng, They
could sl use the benefit of roads in traversing
rough terrain and/or High Apennine, 1f the Allies
roll for good weather when concealed German
units are outside the zone within which they may
be hidden even in good weather, those units
would be revealed immediately after the Allied
roll, before their movement phase,

When the Limited Intelligence rules are used, the
following changes must be incorporated into the
Supporting Fire rules:

Since concealed umits cannot attack (they would
be revealed when they come adjacent to an
encmy  unit), supporting fire used to aid an
attack has no relevance to concealed units,
Therefore, supporting fire can only be used as a
defensive athistance 1o concealed units.

As before, supporting fire cannot assist a unit
which lacks a defense factor of its own, However,
a player may place a supporting fire counter on
top of a concealed stack even if the units
concealed cannot be assisted by supporting fire.
The only purpose would be 1o confuse the
opponent further about the nawre of the
concealed unit(s). Should the stack be attacked,
the supporting fire could not be used.

Alliedd Air Interdiction:

Cannot be used against conceated German units,
Since German umits which are concealed in qood
vevather turns forfeit Strategic Movement, they
weould suffer no further loss in travirsing & hex
which has been interdicted by the Alligs,

0OB Options

As already explained, each side can choose
among several QOB options —

Allics — Games I, 11, and 111, and the Reinforce-
ment Option explained in this section of the
rules.

Germans — Standard, Reinforced, and Maximum
Q0B's, and the Reinforcement Options ex-
plained in this section of the rules,

In the game as outlined so far, these oplions are
known 1o both sides. The Germans know the
game version chosen by the Allies, and therefore
the Allied Q0B. The Allies know the German
008, and therefore both sides know the victory
conditions. The victory conditions may change in
the course of the game should Reinforcement
Options be chosen, but here again, both sides
know so at once,

In order to change this perfect knowledge of
enemy capabilities, both sides may make and
keep their option choices secret, This can be
done by noting 1t on a piece of paper, which can
be sealed in an envelope, or any other such
mutually acceptable method,

Before starting the game, the Allicd player
secretly decides which game version is to be
played.

Before starting their first turn, the Germans
decide their QOB secretly.
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E.

At this point, neither side would be certain of
the victory conditions of the game,

As either side uses 3 umit Or umts appropnate
only to one OOB, or the Allies invade at a time
allowed only in one OOB, or the Allies proceed
to a weekly turn allowed only in Games Il or 111,
the capabilities of both sides will be revealed, and
the victory conditions known,

Uncertainty ¢an again be introduced by the
Reinforcement Optians available to each side.
Each side may choose — or refject = thenr option,
again sealing the decision. This would again make
the exact victory conditions unsure, unfess and
until both sides do something which s indicative
of only one DOB and/or apnian.

As explaned 0 section 15, the Allies can
combine the Historical Second Invasion rule with
their Reinforcerment Option, gaining a stronger
QOB at the sacrifice of an invasion threat for the
entire period Feb 11, 1944 to Apal IV, 1945, In
arder 1o preserve the threat of a third invasion,
the Allies may make this choice secretly. There-
fore, during the period Feb 11, 1944 1o Feb IV,
1945, the German player would not know
whether the Allies were capable of a third
mnvasion.

Allied Ports

As explained in section 14, the Allies may elect o
roll a die to determine whether they get a new port

counter,

rather  than follow the predetermined

schedule on the TRC, The Allies may cheose to keep
and record the port number secretly, For example,
instead of receiving an additional port counter lfor
every six rolled, the Allies could choose any number
from one to six. Therefore, the Germans would not
know when the Allies received a port counter, nor
howi many they had. When using this rule, not only
should the port number be recorded, but a record
should be made of Allied rolls, for eventual verifica:
tion by the German player,

F.

The Allies may also prefer

Allied Invasions

not to follow the

predetermined schedule of invasions on the TRC, but
to determine periods when they may invade by a
random process, as follows:

At the start of the Nov I, 1943 Allied player-
turn, and then again before his June |, 1944 twrn,
the Allied player secretly draws a reqular playing
card at random from a standard deck. The first
card when compared with Chart A" gives his
invasion potential during 1943.44, The second
card, compared with Chart "B”, gives the inva-
sion potential for 1944-45,

Mote that Game | uses only Chart A", Note also
that using these charts with Game 11 includes
only the first month of Chart “B”.

Combined use ol the Charts, for one period, and
the TRC, tor another, 15 not allowed. The Allies
must dicide to use either one or the other before
the start of their Nov 1, 1943 turn, for the rest of
the game. This decsion may be recorded
secretly.,

The Random Invasion Charts may be used either
with fixed ports {TRC), or with ports chosen at
random, by a die roll.

Obviously this ruleé may not be combined with
the Historical Second Invasion rule,

When using these charts, the Allies may invade
any turn indicated by a darkened line on the
charts. The rule that six turnd must separate
invasions still applies,
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The percentage figures apply only to Initial Lift,
and as previously explained, they are rounded off
in favor of the Allies.

Example: if a deuce s drawn under Chart A",
the Allies could invade Dec |, 1943 — Jan IV,
1944 inclusive. The Initial Lift for any or all
invasions in this period would be half again as
much as indicated on the board. For examploe,
Roma would be 24 stacking polnts,

The Random Invaston Charts can be used wath all
commando rules,

PLAY-BALANCE

As in the Basic Game Supplementary Rules, use
of the Advanced Game Supplementary Rutes
may affect play balance. Although their effect is
not entirely predictable, it probably will be as
listed below,

TERRAIN CLARIFICATIONS

Introduction

Althgugh the terrain in and between most hexes
is readily apparent, in the heat of battle there
may be dilferences of opinion about some
feawures, Although these clarifications may not
include every single hex about which dispute
could anse, they should provide examples
applicable to all possible disputes,

Hex-sides through which neither movement nor
combat s allowed are: A37/B36, A3B/B38,
B14/B15, 158/J58, 067/P67, X13/Y13.

Not playable: D19, D50, 153, J&1, K58-59, L64,
L66. Note that these lists ate not exclusive, i.e.,
there are other hexes which are also not playable.
These lists only include those hexes which may
be unclear,

No mountains: E25, H22, J21, K30, L2456,
L33, M52, 026, 054, 062, P47, P55, Q41,
Q43-4, Q47, Q67, R38, T43, X1.

All High Apennine: P45-6, R44.

Hex-sides not all High Apennine: NW and SW
sides of G18, S and SE sides of T63.

Hex-sides all High Apennine: S side of P58, SE
side of Q45. The Migh Apennine west of
Campaobasso covers three hex-sides: P51/Q50,
P51/Q51, P52/Q51.

Hex-sides containing some plain terrain: G21/22,
G21/H21, H9/10, 144/45, K3B/L38, K53/L52,
L50/M49, U21/22, U23/V22, X46/47.

Hox-sides not containing any plain  terrain:
Ja6/47, K52/L52, M49/50, N31/32, X7/8.

 Hexes with some plain terrain: G51, K54, M58,

N54, 050, V50, and the NE corner of the
Civitavecchia hex, next to the coast,

Hexes with no plain terrain: G10, G41, T37,
Ta1, T44, U28, U46, U49, V54, V55,

2.
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Favorable to the Allies

Forts

At-Start Historical Strength Vanant
Parattoops

Allied Reinfarcement Option
Limited Intelhigence

Secret O0B Options

Secret Pert Determination
Random Invasions

Neutral

Step Reduction lsolation
Weather

Involuntary Overstacking

Retreat Through Zone of Control
Roll for Ports

Hexes with a major road: C36, D25, F20, U22,
U318, W46,

Hexes with a minor road. J50, N53, N61, 016,
Y64,P56. Hexsides traversed by minor roads:
P60/Q60, M54/N54,

Hexes not containing a major road: C37, D26,
G2z, 121,

Hexes not containing a minor road: D26, G24,
J16, L56, 071, S20.

Hexes not next to the coastline: C14, V44, Y12,

Is there a junction between major route 7 and
minor route 93 in hex UG0? Yes,

Napoli and Genova are each just one hex; K57
and A14 respectively. Anzio is E49. M58 is all
South of the bottom fold, M57 all North. There is
no river in Y10, nor K62, Thore is a bridge in F45,
C25 is the Livorno port hex.

SPECIAL TERRAIN EFFECTS
ON MOVEMENT

Sometimes a road traverses two hexes at the same
spot, for example, Route B5 through hexes S46/7 and

R47, or Route

88 in the SE corner of hex 057, and

gh One may follow the road, at the road

4
rate, through whichever hex is preferable, so long as
it contains even a bit of road.

3

CALCULATING MOVEMENT

Examine the movement rules in conjunction with this
diagram, following the path of units A, B, and C.
Arrows indicate the direction of movement, and the
numbers the cumulative MP cost. It the movement
were made i a mud turn, the count would e

A 246-81014.18
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Favorable to the Germans

Polish Morale

Friendly Hexes

Port Build-Up

At-Start German Free Deployment

Historical Second (when  openly
declared)

German Reinforcement Options
German Hidden Deploymeant

Invasion

B.

1/2-1-2- 34.56-7

C. 2:34-41/2551/261014

It any unit at all on B's hex 5 wanted to leave

the road 1 would have to pay the cost of moving
through a High Apennine hex:side.

4,

Red

FORTIFICATIONS

g

Blackd b

is on a fortification counter and Black is

attacking. If the SRT called for Red to retreat, Red



would have the option to do so or stay put. But the
fort wouldn’t have changed combat odds or the losses
Rad must suffer, Thus, Red could choose 10 stay and
the units would remain in the same positions {barring
eliminated units) when it becomes Red's turn, Like.
wise, If the SRT called for neither player to retreat,
the units would remain in the same relationship.

Now it is Red’s turn. He may withdraw or counter-
attack. If he chooses the latter he may attack at
below 1-4, and may disregard any terrain advantages
Black has. If Red chooses to attack he may again
ignore any retreats against him. He can also stack
additional units on the fort to aid in the
counterattack.

5. EXAMPLES OF COMBAT

Blac
A lfRea
B
I Red Red
A Urea N—2
3lack lac ¢ Red
D B Black] £
C
—

If Red is the attacker:

Red has several ways he could divide combat. To
nama but a few, Red B could attack Black A, Red A
and C to Black B, and E to C; or Red A and B against
Black A, C against B, and E against C. Red A would
have to be attacking at odds of at least 1.4 or it
would be eliminated before any battles were rolled.

1f Black is the attacker:

Black, 100, has several alternatwes, Black A could
attack Red B, B asttack Red A and C, and C atack E.
There are other choices as well.

Notice that in both the above examples Red D and
Black D weten't in any batiles because they weren't
adjacent to any enemy units.

If Red had several counters on one of his squares he
could divide combat in many more ways. For
instance; let's assume Red Square A has two counters
on it, One could attack Black A, the other Black B.

7. REGIMENTAL/DIVISIONAL EXCHANGES

6. SUPPLY AND ISOLATION

Though the Red unit looks trapped, it has a supply
line and is not isolated, However, if Black had a unit
on hex [x}, for instance, Red would be isolated,

(steps per unil in parenthesis)

% LR | ST 3oy
e RTY I PERTYE I PR RTY I PRTT
(2) (2) (2) (7)
v ok ! a1 ! o3
A + i Hes + - “ not L
1.3.12 1.2.12 1.2.12 4. 3412
2-4-12
m m ()] 3) 14}
ek ! .1 1 1 1 3
e, Nos = N A " i e " L 2 s, 1 o ‘_‘ } ;
1212 | " | o1 1-2.12 0.1.8 1.2.12 U:I.s soiz] "
(1) m ] (n {n () (8)
e | -3 ] .3 1 o2l
-y + tn = - P, v = = P a In = = ot in 3 urng
2-4.12 0.1.8 3.5.12 0.1.8 4.7-12 0-1-8 5-8.12
(2) (1) (3) (1) (4) m (5)
3 i - : These are just some of the many possible combina-
Y I EE A RO + | ¢~ | wons, Note that the only situation in which a step of
6.7.12 31.2.12 2-3.12 I.2.12 | steps may be gained is when all full-strength
giments are oxchanged for the full-strength divi-
(5) (1) 12) % glon,

H. DESIGNERS’ NOTES

1. ARMIES INITALY

For those to whom it wasn't obvious, the
mapboard and compass are in lItalian. This
proved the best compromise between the many
different spellings used for Italian cities by the
Americans, British, Germans and others.

Napoli and Roma should be obvious, but
several of the major ltalian cities are pro-
nounced and spelled very differenty than in
English speaking countries. Livorno, for in-
stance, is better known as Leghorn. Firenze
isn't too hard: Florence. Mantova is Mantua
and Genova is Genoa.

Lago fiume, golfo and via are, in English,
lake, river, gulf, and road.

Bonifica Pontina s the Pontine Marshes.

Among the proudest accomplishments of
Mussolini’s fascists was the draining of this
swamp and the Lago Fucino as land reclama-
tion and resettiement projects. When war came
to Italy the Germans'pulled the corks and the
‘areas became swampland again.

Via Aurelia, Via Appia, etc., are the Roman
names of the great roads of [taly. which are still
used.

When pronouncing Italian keep one simple
rule in mind. The stress always goes on the
accented syllable. When there's no accent, stress
the penultimate — next to last — syllable.

More different types of units and nationali-
ties fought in Italy in World War Il than in any
other campaign. It is this which explains the
large variety of different combat factors in the
game.

The organization of the divisions both sides
employed in ltaly vaned greatly. There was no
standard. Theoretically an infantry division had
6 to 9 batallions of infantry in two or three
regiments or brigades. But usually the Germans
ficlded their auxiliary units as combat troops.
The Americans always had a wealth of support-
ing units: the British freely switched brigades
within divisions; the New Zcaland division was
organized as either a super infantry division or
super armoured division — take your pick.

The German ‘army’ in the field actually
consisted of three distinct and completely
separate branches — the Wehrmacht, the SS,
and the German Air Force with its parachute
divisions, Herman Goering Division, and regular
field divisions. The SS and Luftwaffe units
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usually had an oversized organization and first
pick of equipment. replacements, cte.

The following abbreviations and terms ap-
pear on the unit counters:
Leg — Legnano
Mant — Mantova
Piac — Piacenza

Cent — Centauro
Crem — Cremona
SM — San Marco
Pas — Pasubio MR — Monto Rosa
G — Garibaldi AG — Alpe Graje
G di S — Granatieri di Sardegna —

the Sardinian Grenadiers
L di T — Lupi di Toscana —

the Wolves of Tuscany
Lehr — Demonstration Unit
Fras — Frascati Alg — Algerian
HG — Herman Goering Col — Colonial
F-MK1, F-MK2 — Field Marshall

Kesselring Machine Gun Battalion
Sturm — storm or assault troops
m. — motorized infantry Pol — Polish

NW — Nebel Werfer — 'screaming
Mimis’ — multiple rocket launchers.

HuD — Reichsgrenadierdivision Hoch
und Desutschmeister; a former

Mor — Moroccan

G — Glider troops



Austrian Army unit bearing a title

from the Teutonic Knights.
Ers — Ersatz — substitute or replacement
RE — Royal Engineers Carp — Carpathian
Turco — Turcoman — Cossacks
Schl — Schlesien
Wild — Wildflecken

Kres — Kresowa
NZ — New Zealand
Ost — Ostpreussen SA — South African

Jaeger — Light infantry  Gds — Guards
LAH — Leibstandarte Adolf Hitler

R — Reich GK — Greek

RF — Reichsfuhrer Jew — Jewish
Slov - Slovakian Cdn — Canadian
Tiger. Panther — special heavy tanks

SS — elite German troops  Ind — Indian

Fr — French Braz — Brazilian

MT — Moroccan Tabour — called
Goumiers — irregular African troops

US442 Regiment — Japanese Amaricans

1S8SF — mixed force of North American
Commandos

Not indicated as such are British and United
States units which, making up the majonty of
troops in the game, are color coded for easy
identification.

2. THE ITALIAN CAMPAIGN

When World War 11 was over both the
German and Allied commanders clatmed strate:
gievictones in Haly — and for the same reasons.
Both <ides said they had immobihized on o
secondary front large numbers of enemy troops
that could have been used better elsewhere, at
little cost to themselves.

This argument, and the debates over the
success or failure of the trape Anzio invasion,
still rage,

In the late summer of 1943 the Allies had
cleared Africa and Swicily of Axis forees and
were looking for somewhere to employ their
forces in the intenm unnl the projected 1944
invasion of France. An invasion of Italy was
chosen.

The reasons behind the decision might not
have held up if the Allics had known the long
and brutal campagn ahead of them. Bul in
1943 the Russtans were pressing for the Allies
to open a second front If af hadn't been for
Italy the Allies would not have faced the
Germans on the ground during the winter of
194344,

Invading haly also offered prospects of
knocking that country out of the war, perchaps
bringing the Italian anny over to the Allies and
perhaps trapping large numbers of German
troops. The Allies saw the capture of Rome
the first Axis cupital as an easy  largel.
Finally, the Vogga air base complex would
allow the Allies to extend the bomber offensive
against Germany.

So the Allies invaded, choosing the Gull of
Salerno becouse 1t was within fighter cover and
near Naples. Simultancously, the Bntish Sth
Army crossed the Straits of Messina from [aly,
advancing up the toe. A British Paratroop
division grabbed and opened the port of Taran-
10,

But the Germans ignored these moves and
concentrated on Salerno, and in” mose than a
week of bitter fighting almost crushed the
shallow beachhead the Allies tormed there,

Meanwhile, back in Gennany, Hitler had
wntten off the German units in southern Haly.
The Desert Pox, Lrwin Ronunel, was in charge
of a large panzer force in northern Naly and
Rommel wis to defend the line between La
Spezia and Rimim

Hitlet's ally Mussolini meanwhile had to be
rescued from his own people. The ltalian
government and army surrendered, except in
Rome. and most of the troops simply went
home. Several Halian divisions tned to defend
Rome but were soon overcome by their former
allies

Albert Kesselnng, a Luftwaffe general and
an ltalophile, was in command in the south and
he felt the peninsuls could be held despite the
cxposed sca flanks. When he failed to crush
Salerno Kesselnng began an orderly withdrawal
up the peninsula,

The Allies ook Naples and Fogma, then
crossed the Volturno River. But the going was
slow and costly. Maybe, thought Hitler, Kesscl-
ning was nght; maybe Naly could be defended.
In November Kesselning had all but stopped the
Allics in front ol his forward positions between
the Gangliano and Volturno, Kesselring and not
Rommel hinally took over in Ttaly.

Inching  their way  through the German
fortifications around Cassino was not the Allies
idea of how to fight & war, Would an amphibi-
ous lunding. perhaps ncar Rome, cut the main
roads and trap the Germans? In this way the
Anzio invasion was born,

No opposttion faced the Allies when they
stormed ashore at Anzio January 22, 1944, But
the Allies fatlled to push inland. even though the
road to Rome was open, Kesselring was waiting
for just such an invasion, and when he saw the
Allies were hesitating he surrounded the beach-
head and laid plans 1o crush this nvasion.
Meanwhile, he also reinforced the Cassino
position where the Alhed attack in support of
the invasion was severely beaten back,

Between January  and May  the Germans
attacked the beachhead severul times. Though
near success, the effort had faled. But so had
the invasion. The Germans looked down on the
beachhead from the hlls to the cast and called
it the largest self-supporting prison camp n
Furope

With fair weather and heavy remforcements
the Allies launched the “Iiadem™ offensive in
mid-May., A massive air attack went with the
operation, and the Germans finully broke at
both Cassino and Anzio. Rome fell the day
before the Allies swarmed ashore at Normandy

Many German umits were disorgamized  and
others disintegrated. 11 looked hke the Allies at
last had a ¢lear chance to blitz their way to the
Po River

Unfortunately. it was just at this ame that
seven veleran  divistons including all the
I'rench mountain troops had to be with-
drawn for the invasion of Southern France, The
Bntish protested, citing the victory that seemed
so near, The Amencans insisted.

Meanwhile, Kesselnng was building 2 new
tine actoss the mountans behind Tlorence. Thiy
he called the Gathie Line. Throughout the late
summer and tall of 1944 the reduced Allied
armies kept the pressure on the Geemans until
both sides fav exhausted in the mud. But the
Germans had denied the Allies the truits of the
north Halian plan and the possihility of enter-
ing Vienna before the Russians the nextspring.

The 194445 winter was  bitter. Morale
among vertan Allwed unis dropped as cach day
held only one more aver. one more mountym

But in Apnl. 1945, justa lew weeks before
the end of the war, the Alhes launched their
last great offensive in Duly . Tt was so suecesstul
thut the Germans in the Ttahian theater were the
first to capitulate. The Allies Binadly pushed
north into Austera but the war wis over

Who had won” In the last analvsis, probably
the Allies. The Germans were alwiavs outnum-
bered in the combat zone. and later claimed
this as grounds for a strategie victory. Bul the
Germans alwo had to keep large forces in
northern  Ttaly. Tito's  Yugoslavian  guenllas
erupted into action with the surrender of Tealy
and tied down more than a dozen German
divisions. And the Germans fost large quantitics
of irreplacuble men and equipment, which
could have been better used elsewhere. Nor-
mandy might have been a failure il not for the
lessons of Sulemo and Ansio.

What would have been a better stralegy for
the Germans? Probably, there was no better
strategy. To have given up the peninsula carly
in the campaign would have assured the Allied
access 1o the Po Valley betore 1945 Anyway,
Hitler's shaky alhies looked on Haly as
symbol: 1o have mven it up wathout a fight
might have meant holes i the German lines in
Russia whete the Nazi sllied armies had once
beun.

Finally, there s some truth to the German
claims to victory. To have pulled out of Taly
wouldn't have cut German losses, but it would
have freed Allied Land, sea and ar forces for use
clsewhere.

ANSWERING SERVICE

Qur design department will be happy to answer
quenes regarding the rules of this game but ONLY
when accompanied by a stamped, sell-addressed
envelope containing firstclass postage. Absolutely no
phone calls please. Questions on strategy, design, or
history cannot be answered under any canditions, For
this information we must sugguest that you subscribe
1o our bi-monthly magazine. Do not refer to grid co-
ordinales in aiting rules questions —send a
recognizable diagram of the syuation instead.

Copyrignt 1969 1978 The Avalon Ht Game Co., Balvmore, Md. Printed in U S A

THE AVALON HILL GAME COMPANY
4517 Harford Road
Balumore, Maryland 21214
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ANZIO ADDENDUM -~ NOVEMBER 1979
This replaces the October, 1977, addendum, most of which was
incorporated in the 3rd edition of Anzio, published by Avalon Hill

in December, 1978, This addendum is to the 1978 rule book, which is
worth getting for those interested in Anzio.

B. FUNDAMENTAL RULES

3-2D1&2 (This reference means page 3 of the 1978 rule book, section 2D,
parts 1&2.) Roads are in the terrain sectlon vaffecting movement only",
Therefore a rough terraln (r#t) or a High Apennine (HA) hex-side 1s still
considered such for combat purposes, even if crossed by a road.

3-2D6 NEW RULE (NR) Sapri (067) is a port, with BU 4, CAP 10,

3-2F1 The two main hexes of Lago dl Garda are T3 and 54,

4-4C10 The way in which advantage may be taken of more than one type
terraln in a hex-side is specified in later sections of the rules,

C. BASIC GAME

7-6D0 The second invasion could occur at a zone with one or more hexes
already open with a port counter, for instance, long zones such as Roma.

* A new port counter would be needed for the zone invaded, but despite the
use of Wmore than ohé colinter for one zone, the total BU/CAP for the zone
would be unchanged, to be divided among all zone beachhead hexes,

7-9A1 A unit in supply starting its player—turn is supplied for that
- entire player—tirn. The converse is rot necessarily truesr a unit ex-
* supply starting its player—turn could regain a supplied state during
that turn. A unit in supply starting the enemy player-turn could end

that player;turnTQxﬁguppLy;'ahd”vice—versa. ---------- -

7;8;9C9 “Another way for supply to be restored would be for another
Allled unit or units to be destroyed.

8-10B3 Should reads "destroy a port, except by occupying the port hex(es)."

9-12B Units traversing an Automatic Victory (AV) to join in that same
aEtaqk, could also stack in the defeated unlt's hex.

9-13B Should read: "before proceeding to the next combat, if any", not
the next turn.

D. BASIC GAME WITH SUPPLEMENTARY RULES

/o1 11=2F (NR) To simulate Allled construction of tactical alr bases, whenever
'~ they get a port counter, they also get an equal number of blank counters,
each sywmbolizing a tactical air base. At the end of any Allied turn,
they may declare construction of an air base on any hex frlendly to

them, with no HA-or r/t, and not then isolated from Allied supply. The
next two turns the base is under construction. Starting the third turn,
it is operational, providing alr superiority over all hexes within a
radius of 15 hexes. The Germans can destroy it as though it were a port.
Example: Sept II Allies make friendly w43 and Y46, and at the end of
their turn, place blank counters denoting base construction. Sept IV the
Germans place Y46 in their zone of control (zoc), destroying the base.
Starting the Allied Oct I turn, the W43 base is operational, providing
alr superiority as far north as W28,

12-4A1 Note Fundamental Rules reference 3-2D1&2, above,

. 12-4A2c (NR - Optional) Delete this rule. Do permit the one extra hex
to be moved even 1f i1t does traverse an enemy zoOC.

s 12-48 (NR) Reflecting the shortage of LSTs, when adjusted IL is 10

» 8tacking points (SPs) or less, only 25P can be armor. If adjusted IL
1 exceeds 10SP, no more than 35P can be armor,

DD




2

¢ 12-5D (NR) wWhenever a commando invades (but only if outside an invasion
(« zone), or raids (anywhere), the table below ls rolled with one die, before
proceeding to the first hex ashore. The unit proceeds only if the DR permits,

DR  result
| =7 Movement succeeds.
B-10 Unit becomes an inverted counter (i1C), may evacuate if able to.
C 111-13 Unit destroyed.
These surcharges are added to the single die roll (DR):
+2 If the first hex ashore has no plain terrain, OR there is any HA or
" swamp in the hex, OR the hex is in enemy zoc (possible total +6).
+1.If that hex is occupied. by an enemy IC. In this case, if DR is

1-7, then the enemy IC would be destroyed by the commando.

* 12-5& (NR) If by a raid, the Allies make friendly a hex on which a port
‘) could be built, regardless of whether they can or do, the Germans get
an "invasion scare" reaction. Starting their next turn,. they get what-
ever replacements.would normally be due, plus the next armor and infantry
replacements due thereafter. These two replacemerits are advanced from
slucceeding turns, and enter from the North as though they were reinforce-
j[ ments, per rule C.2A2. Example: Allies provoke reaction Oct I. Germans
get one infantry replacement normally due that turn, plus another, and
one armor, normally due Oct II. They would then get nothing until Oct IIXI,
Germans do not get the reaction if the potential port hex is already
friendly to the Allies, or if there 1s an Allied unit within four hexes
of it. Example: rald at Pescara would not provoke reaction if an Alljed
unit was at V44, nor could get the Germans get it the last turn of the game.

* 12-8A2 (NR) The Indian 4th, 8th, and 10th divisions are also mountain
f'/unIEs. Reduce thelr movement factor to 8MP from 12. The 10th only
appears in the two longer Advanced games.

+12/13-885 when there is a surcharge for r/t andor HA, mountain units
pay 1t as would any other unit. Examplet rule 12-5D above,

1gf1§—887 The movement costs explained in this section apply to mountain
units participating in an invasion.

12/13-8D (NR) If mountaln units are involved in a breakthrough movement
bonus, Tafter ‘using as much_ of 1t as desired, then only the mt. units can
move one extra hex. The hex-side traversed can not be all HA, nor can it
contain any plain terrain. It must be r/t, or r/t with HA, or with a road,
OPTION: Permit the one extra hex to be moved through enemy z6c,

13-12 NR) A number of rules from the Advanced Game and its Supplement

could used as Supplementary Rules to the Baslc Game, such as:
‘B 18 _Sea Movement
F.2 Forts

F.4 Friendly Hexes
.F.5 Step Reduction Isolation
'F.G “Port Build-Up
Fao7 At-Start Historical Strength Variant
"Fe9 Weather
*F,10 At-Start German Free Deployment (Part B of this is already
"a Basic Game option)
‘Fell Involuntary Overstacking
F.12 Retreat through zoc

'gé%%%Allied pPorts

+17 The Fog of War (Parts A,B,C,E)

* 13-12 (NR)} Heavy seas affected Allied sea movement, To simulate this,
before the start of any Allied mud turn only, roll this table:
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DR IL andor BU reduced Example: 1f Allies roll six, the BU of each

1=2 NE (no effect) zone through which they can BU is reduced

3-4 -1 SP (stacking point} 2SPs, including Messina and Taranto. Where

5-6 =2 5Ps a port with a counter is located within a Mud

BH (beachhead), also with a counter, the reduction is taken from either
8U in that zone, or shared equally, Allied choice, not from both. This *urus
reduction occurs after any other reduction for other reasonse.

13=13 (NR) Only one German defensive air factor can cut Allied IL or
BU in good weather:

1, Put one air factor by the IL number to cut it by one,

2. Put one alr factor by the BU number to cut it by one.

3, If the port, or any part of the BH zone which the Germans wish to
interdict, is in the area of Allied air superiority (example: Pompel
Sept II), the Germans roll this table:

1-4 interdiction succeeds 5-6 interdiction fails

13-14 (NR) In 1943, the Allles captured some ports intact. Starting
thelr Sept III 1945 turn, the Allies roll this table once:

1-3 Allies get one extra counter 4-6 Allies do not get it

13-15 (NR) Only full-strength Allied units may invade., After the
Inltlal Invasion, for an Allied unit to be able to invade, it must
neither move nor fight for from one to four game~turns prior to the
invasion turn. To deternine the number of turns, the Allies roll this
table, preférably in secret, to be revealed when invadings:

(Note: This rule can also be adapted to the Advanced G Se
2% Turn delay “§PK8% TRo°%eiVst Eafn’the Allles can %nvade agaln ames.)

2-4 ; is Nov I, 1943, and the maximum delay for preparing
S 3 the invasion units is four game-turns, this table
6 1 should be rolled before starting the Allied Sept IV iturn,

Example, presuming DR6: Allied unit arrives in Napoii
Sept IV. It does not move, nor engage in combat during October. It
could then invade under the usual rules, Nov I, Important exception:
units just entering the game may invade thelr entry turn only, subject
to the usual rules, without suffering any delay,

13-16 (NR) Besides the loss of Strategic Movement (SM) suffered by Allied
Units in turns when they move by sea, include these alternative penalties:
1. Loss of % the unit's MP if it engages in combat that turn.

2. Can't engage in combat if it wishes to retain full Mp,

13-17 (NR) For political reasons, in combat involving the [Nz} divisiong
and other Allied combat wunits, the latter must take losses first, unless
they would be eliminated. thereby,.o6r unless the other Allied units are

invoking rule F.12, and the NZ unit isgi./"

13-18 (NR) Before the game, determine by chance which player starts with

the "vanlty roll"” - the right to demand that any DR, his or opponent's,

be ignored, and re-rolled. When this is done, the right passes immediately

to the opponent, and so on, back and forth. In practice, extra rolls are few.

13=19 (NR) Hex 523 is San Marino. No unit may enter S23 unless it does
80 Dy retreating. Such a retreat is permissible only if no alternate hex
is avallable whiéh represents a two-hex retreat. After S23 has been
occupied in this manner, it is treated as any other hex, -

@ *13.20 (NR) Whenever an Allled unit moves by sea onto a map hex that is

5

)
é

In the zone of Gérman air superiority, the Allled player rolls this
table with two dice, and immediately reduces the unit by the number
of steps shown: : P ,

DR  Steps lost R AT TR
5 _mma-i—-—- . S

3-11 0 e i
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* 13-23% (NR) Until the Allies have a port city operating on the Adriatic

.

(East) coast, the tablé above must be rolled whenever an Allied unit
moves by ses onto a map hex bordering the Adriatic, reflecting the -
presence of mines. If 13-40 also applies, the table might have to be
rolled twice for the same unit,

13-22wfﬁ§) Delete the stacking penalty explained in rule D.7A. Instead,
conslider the basic SP per hex as eight, with the bonuses and
penalties explained below: :

.

SP/hex change circumstance

+1 Only two units of any sort in the hex.
-1 More than four units of any sort in the hex.
+1 Entirely plain terraln, or p/t and a road, bridge, city,

river, headwaters, or lake. OR, no HA, but a major road
prasent. Note this is not cumulative, but alternative,
-1 AKXl Wy Oor=HA-and-a-£iver..or-headwake ity mts. Penalty
not applicable in an all HA hex with a major or minor road.
-1 More than one nationality in the hex. The players may
consider Axis nationalities to be only German and Italian, or may
alternatively also consider as different nationalities Turcoman, Czech,
and Slovak. All Allied nationalities may be considered as different
for purposes of this penalty (counting the U.S./Canadian unit as either
one), or the players may consider British, Canadian, New Zealand,
Jewish, South African, and Indian troops as one nationality ~ Commonwealth,
Using thls rule, as many as 10SP could stack in a hex with the terrain
bonus, and only two units of tha same nationality, for example, the
two British armored divisions. As few as 5SP could stack in a hex
containing five or more units, of two or more nationalities, and with
the terrain penaltye.

13=-10 Those rules favoring the Germans are indicated by an asterisk,

E. ADVANCED GAME

18-~14E Rule should read: "First through fourth combats are allowed
during Air Strikes; fifth and subsequent, no."

F« ADVANCED GAME WITH SUPPLEMENTARY RULES
19-882 This rule would prevent a drop on a hex occupled by an enemy IC.

« 20-BC1 (NR) US=Cdn. $SF is also a paratroop unit. Although a mt. unit,
it pays all terrain penalties dropping or ralding.

20~8C11b (NR) The "invasion scare" reaction may also be triggered by
‘a paradrop, as explained for commandos in 12/5E. Another para unit
 dropping that same turn, or a ralder, could not serve as the Allied
unit within four hexes, which prevents this reaction,

20-10 To conform to the reference to it in rule'C.BK, the two paragraphs
of this rule should be designated A and B. :
(NR) Optional variant to part A: apart from the usual initial deployment

« varlation, and new rule F.10B, allow all other Axis units in the

"Kesselring"” command to initially deploy just one hex distant (e.qg.,

Eﬂthe adjacent hexes) from thelr specifled hex, These units would have

to stack regiments in the same hex,

21-17C Germans off-board, including the Coastal Commands, and Allies
off~board, or in sicilia, Messina, or Taranto, need not be revealed.
A record of units so concealed must be kept for verification. This
is in addition to on-board use of blank counters,

21-17C2 On~board concealed unlts may be removed from the board, if
record is made of which units the counters replacing them represent,
or they may represent no unlt at all.
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21~17C9p Concealed Allied units moving by sea, whether involved in
IL or BU, are also presumed to have maximum possible SPs.

24-17C10a Germans may also use these rules freely in any part of the
map where they have alr superiority,.

21-17E Allies may start rolling for a port starting turn two, Sept
TIT, 1943.

(NR) Allies may secretly choose to get ports on the #lxed schedule,
hlding their decision by feigning port rolls.

21~17F (NR) Allies may secretly choose to follow the predetermined
schedule, hiding thelr decision by feigning the draw of a card.

22 NEW _OPTIONAL RULES:

-19 ITALIANS
« A. Sept II 1943 Italians defecting to the Allies roll this table:

. DR permitted move
‘1:5 One hex, under usual movement rules
B 3

-4 None

5-6 Roll retreat through zoc table (D.9C). Move in direction stipulated,

‘if feasible. If not a feasible move, the unit need not move at all,

' These units can't move directly from one German zo¢ to another, but
ithis turn only, they may enter German zoc, and not attack.

* B, Reflecting coastal defenses unaware of Italy's defection to the
Allies, the Allies on the initial invasion only roll this table for _

. each invading unit, individually, before it proceeds from—the initial
fnvasion hex. Any loss is taken before moving from that hex. The unit

¢ould proceed, or evacuate, if feasible. Its SP would still count

against IL. The table is not_rolled for the South Ends.

DR (two dice)u Step loss, per each unit
B l 2-'5%7_-12 none

-y ane.
C. If June IV-Aug IV 1944, inclusive, a non~Italian Allied .unilt,
exclusive of commandos or paratroops, is within ten hexes of Roma, the
Allies eet partisan 36G starting thelr next turn. The same turn the
next month- they get 28G. Otherwise, partisans appéaras-usual. In
either case, destroyed partisans reappear starting the second Allied
turn after their loss. Exampler partisan lost July I 1944, reappears
July III 1944. Amove replaces E,.10D7. Other partlsan rules unchanged.
D. Simulating Italian unrest at the news of the invasion, the Allies
only at the end of their Sept II 1943 turn may roll the interdiction—

table (D,3D2), for any one major or minor clity hex within six hexes of

any invading Allied unit, including paratroops or commandos, ~
~20 GARRISONS

* A. Reaction radius of units entering the game due to proximity of an

« enemy unit, including temporary release by Italians, is reduced to
seven hexes, Starting any German turn after an enemy unit passes
within twelve hexes of the reference point, considering only the
closest approach hex during the previous enemy movement phase, roll
this table once for each such uniit. The table also governs appearance
of partisans per 19C above. GarrIsons temporarily released by Italians
‘would re-roll each applicable turn. B T

Closest distance of enemy unit in hexes DR to react “(/ﬁifféi}
8 1.5 3 i{‘ '
9 1-4 4y A R
10 1-3 s
11 1-2 i
12 1 7
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* B, Starting Sept III 1943, German garrisons may redeploy 1,2, or 3 hexes

e from their garrison hexes. That would still be the reference from which
reactions are measured, althoush i1f such a unit entered the ¢ame, it
would do so directly from any redGeployea location. Example: all or part
of &ZPara could move to Ostia, Frascatl, or Valmontone.

-21 AIR POWER
‘ A, The overwhelming Allied alr superiority may be reflected in one
.. or more of these ways:
.. 1. Add one extra alr factor at the start of the following turns:
«Jan I (total four); June IV 1944 (five); Jan I 1945 (six). All other
rules governing air factors remain unchanged.
2. Apart from the German unit with 4MP, unaffected by this rule,
the Mps of German units would be reduced as follows: Jan I 1944, -2MP
*(=1MP in mud turns)j; Jan I 1945 —4MP (-2MP mud). Therefore, during
good weather turns in 1944, German units with 12 and 8 MPs would have
10 and 6 (11 and 7 in mud). In good weather 1945, 12 and 8 would be
reduced to 8 and 4 (10 and 6 in mud),
3« In good weather turns, the Germans must roll this table for
each unit using Strateglc Movement, individually, at the moment the
unit involved finishes its movement phases '

DR (two dice) One step lost per unit if DR occurs in period indicated

S

all 1943
* 2 or 12 ® 1644
2,3 or 12 * 1945

«  * Be Simulating the Ju88 raid of Gen. von Richthofen, the Germans may
> attempt one time only to attack any one Allied air base, including
G Corsica/Sardinia considered as one basej or port cityf or BH zone

port, at the end of any German good weather turn Nov 1943-Jan 1944,
A Roll this table: '
DR +2 surcharge if rald is outside German air superiority
1-Z During the next entire game-turn, the BU of that port 1s lost,
‘including any saved; or the air base does not provide the
superiority it would otherwise,
5-8 Rald fails,

wdd SEA POWER

. * A. Sept the Libeccio wind off the Tuscan coast makes invasions or raids

77 « Aimpossiple there. Sept turns, no invasions or raids permitted A31-E20.
CAP 1is unaffected, but BU is affected as though they were mud turns
(rule 13-12, page 2 this addendum),

_ B. IL figures in Anzio are roughly proportional to distance of the

.o invasion area from Sicilia. Therefore, they are inappropriate for
subsequent invasions. Increase ILsS per the following table:

1Allled port city open in: Increase IL in named zone tos

ﬂ:gzgn&o +1SP each East Coast zone (Example ~ Rimini 11)

. Any East Coast port +3SP_every other such (Example - Rimini 13)
:[ Corsica/Sardinia (as this +1Sp all other west Coast zones Exampie -

Joccurs Oct, automatic for Genova 15)

any second invasion), or

Salerno

| Napoll Genova and Livorno zones each 18, all

4 other West Coast zones 20 ‘

/Lido, or Anzio, or +ZSP each West Coast zone North of Salerno

' Terracina, or Gaeta (Example: Napoli 20)

. Civitavecchla or Plomblno Same sifect as Salerno

/Genova, Laspecia, or 205P IL all West Coast zones

gbivorno

i1

iThese increases are notcumulative,
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“C. The "invasion scare reaction" on page two of this addendum (12-5E),
,..would also apply to any invasion after the second,

w23 AIR & SEA POWER

The following rules refine and replace some of the existing rules
soverning second invasions (E.15D&G) and air strikes (E.14A). They
3pply only to the two longer Advanced Game versions:

IL% Inclusive invasion period
150 Nov-Dec
12% Jan-Feb II
100 Peb IXX ~ March
75 April -~ May I
50 May IIX -~ June III

50 June IV - Aug

75 Sept - Oct

100 Nov -~ Dec
125 Jan - Feb
o _ . e _ 150 Mar - April
€. Within the rules governing it, the timing of the first event, whether

. Ao Nov I 1943 ~ June IIT 1944

1. Allles may 1lnvade only once, IL as shown:
2. May also conduct one air strike at any
time during this perioa, subj)ect to the
restrictions below.

Be June IV. - end game

1, Allies may lnvade only once, IL as shown:

2. May also conduct one alr strike at any
time during this period, subject to the
restrictions below.

" e there must be an interval before the next event occurs. If the game

1.,

ends

in 1944 there would be only one such interval, If the game ends

in 1945, there would be three intervals. Example: second invasion -
interval - first air strike - interval = third invasion - interval -
second alr strike. Note that the order of alr strikes and Invasions
could be changed. The need for an interval reflects the fact that

these events represented a controversial diversion of resources from
other fronts, which would not often be repeated. At the end of the game~
turn when the first event has occured, the Allies determine the length
of the interval from the table below, repeating the procedure after the

next event, and so ons. This should be done secretly.

Deck of cards - Turn interval between avents

1 Ace . None (Can De on succeeding turns)

% g::ge ; The numbers to the left of each card indicate the
1 Four 3 number of that card which should be in the deck to
2 Plve 4 be used. Note that it is not one complete, standard
3 Six 5 deck. For exsmple, the deck should contain four

4 seven é sevens, but only one Ace. If the interval puts

3 Eiqht " the event past the end of the game, or into a time
> Nine 8 period when it would not be feasible (for example,
1 Ten 9 an air strike in mud), the event is lost.

1 Jack 10

1 Queen 11

1 King 12

1 Joker 13

p. Air strikes can only occur in good weather. Historically, there was

no such thing as the Anzlo air strike. It represents a cumuiative effort

over the previous month or more, For this reason, at least three of the
sthe four turns preceding the alr strike must have been good weather. If
not, the air strike would have to be postponed.

E. The alr power rules on page six of this a
part of what is simulated by the alr strike.
when these rules are used, it is advisable t

column increase, nor that the air strike ben

ddendum,

21,A2&3, simulate

To preserve play balance,
o use this rule: it is no

longer certain that an air strike attack will benefit from a three
efit will extend beyond the

. first series of combatse. Accordingly, after the movement phase of the
. Allied air strike turn is over, the Allies roll this table for each

indiviaual combat:

# air strike or invasion, 1s at the choice of ‘the Allied player. Thereafter,

i
Fa,
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1 DR Number of columns by which basic combat odds are increased

1 T None
12 One Note that because the actual
13 Two combat odds will be uncertain
] Three until the moment of combat,
6 Four Automatic Victory possibilities

are affected,

Combats beyond the first round are infrequent in Anzio, and beyond the
second round, rare. At the end of each round of combats in the air

strike turn, a die must be rolled to see iIf the air strike benefit

persists into that next combat series, If the DR exceeds the number

of the combat series, 1t does benefit, Example: DR3~-6 permits second

round of combats to be under air strike rules, DR1-2 would not. The

table above would still be rollea.

F., Affect on other rules if using 23.A-C:

1. E.5D3, Second Invasion Reaction. Whichever event followed the first
invasion, whether second invasion, or air strike, the second invasicn
réaction would be triggered. Rule F,22C, page seven this addendum

would also apply to any strike which aid not get the second invasion reaction,
2. F,13, Historical Second Invasion, coula not be used with this,.

3o F.15, Allied Reinforcement Option, may be used, deleting last paragraphe
4. P.16, German Reinforcement Option is still viable,

5. Fo,17F, Random Invasions, coulan't be usea with this option.

G. Choice of all or part of these rules occurs before the game starts,

for the entire game, and should be kept secret. Other than the changes
mentionea, invasion and alr strike rules remain unchanged,

=24 SPECIALIZED REPLACEMENTS
* A. The turn a unit tskes a replacement, neither it nor its replacement
- ,could take part in an AVj paradropj use SMj invade or raidj move by
' sea, except in the case of Allied replacements just arriving in the game.
,B. Units listed below need two replacements (taken one per turn) to
rebuild one step. If after taking the first replacement, the second
neaded to regain one step could not be taken the next turn, it could
still be taken later. Until then, the depleted unit wouldn't regain
the one step for which two replacements are needed:
1e Poles. '
2. Jews,
3. Allied paratroops and commandos.
| 4« AlL units with mountain capabllity,.
| 5+ German 1/1 Para regiment, during the time it can drop.
| If a depleted unit withdraws from the game, the extra steps defined
| above must be compensated for in the usual way.
C. One of many examples of contributions from other Anzio players is
this table from Larry Bucher, who prefers to roll for German replacements:

1943 1944 1945
DR=mw—=cme=1 2 3 4 5 6 DRw=—mmm—————mm 123456 DReecerem=1 23456
Sep III 1 0 Jan Y~Mar IXX 3 2 1 1 1 0 Jan I-IV 2110
Sep 1V 211100Mar IV-May I 22 1100 Feb I-II 321110
Oct I-IT 222110 May IT«Aug IV 2 1110 0 Feb ITT-IV 221110
Ooct 1II-IV 3 3 2 2 1 0 Sep I-IX 221110 Mar I-II 221100
Nov I=1V 332211 Sep III-Oct II 3 22 110 Mar III-IVv 2 111 00
Deg I~IV 322110 0ct III=-1IV 322 211ape I=3v 1110040
Nov l-Dec IV 332211

0 = no replacements
1 = one infantry

2 = one each, infantry and armor
3 = two infantry, one armor

—-25 OPTIONAL SRT
Previous addenda have included an optional SRT, deleted from this
edition, because it will be published in THE GENERAL in early 1980,



GUSTAVSHINGLE and DIADEM SET UP RESTRICTIONS

|/ . O
Cap | 30 : '
’ BU

8 o

IL 18
Cap | 20
BU 6§ -~ 1 BN

TA

Golfodf
Gaeta

Basic game llA - Gustav line: Continuation of Ba3|c game I

Basic game IIB - Operation Shingle: The germans may deploy any ersatz units plus up to 4 combat units of any size
anywhere north of the Gustav line. All other german units must start next to or no more than 2 hexes from the front line.

Basic game lll - Diadem: The germans deploy units in specified fixed locations. Two of the eight reserves may be deployed
anywhere on or behind the german side of the front line, including the Anzio beachhead. The remaining six reserves must be
at least one hex behind the front. The allies then set up their May Il units anywhere of their side of the front, not in german
ZOC, so long as they don't exceed the 56 stacking point limitation for the Anzio beachhead
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ALLIED BASIC GAME RECORD CARD

ORDER OF BATTLE

At Start: Sept 1l 1943

3 3. 2% 3 3u ;T 2. tog | e 1 1 B
| s | B | | E-| B | &= XE| Ev| ka- | kol | Ral-
4-5.12 | 3-4-12 | 3-.4-12 | 3-4-12 | 3-3-12 | 2-1-12 | 2-1-12 | 1-1-12 | 1-1-12 | ©.0-12 | 0-0-12 | 0-0-12
3. 2., 4. 4. 1-¢ 1- - 1.6 I 1 1
[Eeoﬁ - | £3- Bs | OJs | 2R | o8 | o8 | (g [Ren]~ [Ren e [Ren]-
1-1-12 | 5.6-12 | 2-1-12 | 4-5-12 | 5412 | 1-1-12 | 1-1-12 | |-1-12 | 2-2-12 | 0-0-12 | 0-0-12 | 0-0-12
Sept 1l Oct Nov I Nov IV Dec Il Dec lll
4. 4. 5 3 -".".. 5. al.C 3. 1. = 3% e I__‘___ 3u
=~ = | B | X e =- 2g - | Xe | =58 | k= -
5.6-12 | 4-5-12 | 5.5-12 | 3.4-12 6-6-12 7-7-12 2-2-12 4.5.12 | I-1-12 | 3-4-8 [-1-8 3.4.12

TIME TRAECK—1943 - = =
2p22 37 4 Iz 3J_ 2 Iz 9 M32M42MI?L‘22 3z 42

SEPTEMBER OCTOBER NO\I’EM BER DECEMBER

UNIT ORGANIZATION CHART

BRITAIN
3 3u 3. 3u 3. 1 1 1 1. = p S 25
[_'n <l 2 = = o Rin|— Rin e Renm =~ =R
4.5.12 4.5.12 3.4-12 3-4-12 3.4-12 3.3-12 0-0-12 | 0-0-12 | 0-0-12 1-1-12 2-1-12 2-1-12
3 w3 3 u3 a3 w3
- - X = X= G- Lor 1.¢ 15 % 5. o8 u
2-3.12 2:3-12 2-3-12 2.3.12 2-3-12 2-2-12 G~ [cof2 B<x =- I~ | B~
1-1-12 I-1-12 1-1-12 5.5-12 | 4.4-12 | 2.2-12

UNITED STATES

4. wd 4 54 -] 1.3 Wi
2| B | S| | B B | B | &
5.6-12 | 4-5.12 | 2:3.12 7.7-12 | 5:5-12 | 4412 | 2212 CANADA
3. w3 .3 2,
Seir |45z |23z | |2
ud wd 1.¢ 1- lw -6- -5-1 2-3-1 2-1-12
57 | 0gs | oGs a3 L8
4.5.12 | 3-4.12 | 2312 1112 | 1112 | 1e1a2
INDIA
4. i wé 1-€_ Fl.C. w3 3. w3
s | B3 i | | 3552 B |- | | e |2
45.12 | 3412 | 2312 2.2-12 2.212 3.4.12 | 2-3-12 3.4.12 | 2-3-12
4. © Gk 1 1
C2e | 5 | oo - | G | @
56-12 [45.12 | 2312 00-12 | 0-012 | 0-0-12
FRANCE NEW ZEALAND
S .3, A fi A .5 .5 s
<08 | =R | =B =gz 20~ | 258~ | B2~ | R~
348 | 238 | 1-2:8 I-1-8 6-6-12 | 5.5.12 | 4-4-12 | 2-2-12




ALLIED ORDERS OF BATTLE "vvavoen came
A. STRATEGIC GOAL: Southern Italy (Location of Fascist Italian Allied Sept 11 1943 shown

on Organization Card)
At Start: Sept 111943 |, 1 i 3 2. 1les | 1. ! ! ==
X | X >R EJ~ = = f——"“ =B G~ Bin]~ | [wne | [Rinje
4-5-12 | 3-4-12 34 12 | 3-4-12 3-3-I2 2-1-12 | 2-1-12 | 1-1-12 | 1-1-12 | 0-0-12 | 0-0-12 | 0-0-12
SPEGIAL e 3 4 4 1 1 1 1.¢€ | | 1
with all 00BS Gon | 52~ | &3~ | Doe | Coo |om |ooe | o2 | ®B | B2 | B | E-
14112 | 5:6-12 | 2.1-12 | 4-5-12 [ 54-12 | 1-1-12 | 1-1-12 | 1-1-12 | 2212 [ 0-0-12 | 0-0-12 | 0.0-12
1 X 10 when
Olg-“lg Allies enter Sept Il Oct Il Nov Il Nov Il Nov IV
Naples i 4. 7 3. o 5. 3 IR (e T S8,
M| s | B~ | 225 = = G- | =8 | Xk Bl
| = x 15 when 5-6-12 | 4.5-12 | 5.5.12 | 3-4-12 6.6-12 7-7-12 3-3.12 | 1-1-12 | 1-)-12 2-2-12
[~ | Aflies enter - 5,46,78 4 US504,Br2.201Gds
0-0-12 Rome Dec | Dec Il _DBB 1l Dec Il
1, 3. | toe | 3uo [ 2= Su_ ;
=5~ - | =< = | == = ?_:'%J"
2-2-12 4.5-12 | 1-1-12 3-4.8 [-1-8 5-5-12 3-4.12
us1

B. STRATEGIC GOAL:Central Italy Includes all above plus:

Sept lll 1943 Dec | Dec Il Dec 11l Jan 1 1944
4. 4. 3u 3. 4. | 4. 35 3. 3 5. i) PRciiGed ERITies
= X B X | X Xa| X= (542 Sk | D | DS | =l
6-8-12 | 5-6-12 | 3-4-12 | 3-4-12 6-8-12 | 5.6-12 3.4-12| 3-4-12 .5-8 6-6-12 | 4.5-12 | 3-48 | 1-1-8
3,34, 36, 45 — Any 3-4-12 for each
Jan | 1944 Jan Il Jan IV Feh Il Feb IV Mar lll
E¥hid fi e 2. 1= 1 2 g 20 3. = 5= 3. < Vi 1.¢
=38 | L= =3 L2 g | =2 | 2~ B | =0 | bae Bde | D | ol
3.4. 1-1-8 2-1-12 I-1-8 1-1-12 | 3-4-12 | 2-1-12 3.4.12 | 348 | [-1-12 3412 | 3402 | 141212
23, Cdn 1 4,78 —'Br2, 16ds
Mar Il April | April | April Il April 1il AprillV. . May I May Il giuas
Su 4. 3. I'_'" 3 3u 4. 3_._ e 2_-1_ % itk 7ic 2_‘!__‘
e B e | | =3 e (1S = S
5.5-12 4512 | 4-5-12 1-1-12 3-4-12 4.5-12 | 2-1-12 5.5-12 2-2-8 2-1-12 | 2-1-12 | 2-1-12
Any 1-1-12
May Il June |
2. 2.
=R e
2214|2 2-1-12
Any 2-1-12
| |
C. STRATEGIC GOAL: Northern Italy Includes all above plus:
June IV 1944 July 1 _July 1 July 1l July I _
4. 4 4 1.c 3 4. 3 AT 3, 3 [
B <= = | alXlg [Reaz S S = > < ==<ie [ ==l
5.6.12 | 4-5-12 | 54-12 | 2.2- |2 2-2-12 | 2-3-12 4.5.12 4512 | 3-4-8 3.4.12 | 3.4.12 3.4.8
US34, 85, 88, Brl, Br5 3 repl units each=*34, 85, B8 Brl, 78, 4™ 85, 88, 85, 88,
34,91 34,91
July 1l Aug | Sept | Oct | Nov |
3. Le | Leot 3. | 1. Loy i, 0. 0. 4. 3
Sz elalE | =R | =ldE | =ds | cBEE (w]e | 3l | 2= [r 1 (e D
3-4-8 1-1-8 I-1-8 1-1-8 3.4-8 1-1-8 1-2-12 1-1.8 1-1-12 1-1-8 1-1-8 2-3-12 | 3.4.12
- 85, 86, - 2 repl units each —— Any—. 2 repl~
34,91 US Div  units
Nov I Dec | Dec |1 Dec IV Jan 11945 Janl Jan Il Jan lll Jan Il
1% 2 T i T 250 UL 4. I e 5
=15 g B - = [ g = =R 3
1-1-12 1-2-8 3.4.12 3.4-12 2-1-12 1-2-8 3.1-12 4-5-8 | I-1-12 4.5.12 | 3.4-12
1I‘::;n:lBB—' 8,10 Any 2-1-12 Any Br or Ind Div
Jan IV 1945 o Feb | Feb Il Mar | Mar Il April ll
54 SR r . Lo 2, 3 - 3
“f— i = &~ e Xz w?‘lz <z B [~z 5 =<2
5.6-12 | 6.6-12 | 2-1-12 1-2-8 | 1-2-8 3.4.12 | 3-4-12 1.2-8 | 1-2-8 2-2-12 3.4-12
— Any — IUS Arm,*— Any —
US Div GBrArm 2-1-12



ALLIED UNIT ORGANIZATION CARD

GREAT BRITAIN

5u s ] 5, W5 u 3. o 3. o3 3 w3 3. |
S| B-| Be- 21 8| B G | GO = | B X-| X- -] X~
5.5-12 | 4-4-12 | 2:2-12 5.5-12 | 4.4-12 | 2-2-12 45-8 | 2.3.8 33.12 | 2212 4.5.12 | 2-3-12 34.12 | 2-3-12
3 w3 3 43 3 3 3 w3 3o W3 3. w3
- | X X 2 e | XK= = > CIs | e e | D
4.5.12 | 2-3-12 3.4-12 | 2-3-12 3-4.12 | 1-2-12 3412 | 1212 3.4.12 | 23-12 3.4.12 | 2312
T L 1.3 b 2o 2. 2. 2. 2. 1. 2. 2.
X =E =g &= =5 £~ (&= = == £ 3= =R =
1-1-12 1-1-12 HAE 1-1-12 3.1-12 2-1-12 2-1-12 2-1-12 2-1-12 2-1-12 2-1-12 2-1-12
I 15, 1 1 1 5.u n S H wd
@N [Ef;‘ﬁ Rim|— Rin jeu Ren | NEW e | Fge o~ | =g~
-1-12 1-1-12 0-0-12 | 0-0-12 | 0-0-12 ZEALAND| 6-6.12 | 5.5-12 | 4-4-12 | 2.2.12
UNITED STATES
Su u5 w8 S du ud ud ud 4. ud ud 4. .4 ud
B 8| 8- &2- X- | X | X-| X -1 B | K- | XX ]| =X
7.7-12 | 55-12 | 4.4-12 | 2-2-12 6-8-12 | 5-7-12 | 3-4-12 | 2:3-12 5.6.12 | 4-5-12 | 2.3.12 5.6-12 | 4-5-12 | 23-12
4. w4 wd 4. nd .4 4., ud . 4. ud wd 4. wd ud
> | XK | Xs | X 2 22 | B | X e | s | = = s | D=
4-5-12 | 3.4-12 | 2:3-12 4.5-12 | 3-4-12 | 2-3-12 54-12 | 45.12 | 23-12 45.12 | 3-4-12 | 2:3-12 4512 | 3-4-12 | 2.3-12
du wd ud du w4 w4 4. wd 1 1 1
= | XK | XK= e | &d=| K= s | XX® [Ren]— Rk | [Ren]e
4-5-12 | 3-4-12 | 2-3-12 4.5. 3.4.8 | 2.3.8 2-3-12 | 1-2-12 0-0-12 | 0-0-12 | 0-0-12
1.c 1s (10 1. 1 1 {iwC =1 L ] oS
I-1-12 I-1-12 I-1-12 -1-12 2-2-12 1-2-12 2-2-12 2-2-12 5.5.12 | 4-4.12 | 2-2-12
wdy 3., w3 w3 3. wldy 3. 3o a3 31 3. n3
<O<E | | =I5 | BB | =XKE | | =ladz | =03 | SC2 | | =DD2 | <3 | =X =e- | g
1-2-8 -4.8 -3.8 1-2-8 348 | 238 | 128 3-4 2-3.8 | 128 4.5.12 | 2.3-12
! 1 1 fepe e e wda 3 1 vl 2
== salE A= == POLAND a3 | =<3 =X =< ;‘ZE;{ = g~
I-1-8 I-1-8 1-1-8 1-1-8 45.12 | 3-4-12 | 2-3-12 4.5.12 | 3-4-12 | 2-3-12 2-1-12
INDIA BRAZIL GREEK
0 w3 3. w3 3. 3 5, 3 ] 1]
- | =50~ 0B | 22 =52 | 20e b 2~ | a9 sl
3.4-12 | 23-12 3-4-12 | 2-3-12 3:4.12 | 2-3-12 [-1-12 34-12 | 2-3-12 I-1-
CANADA JEWISH PARTISAN
3. L3 T 5. 3 u$ 2. S 0. 0.
- | &X- | B~ = | - | & s3- C=l5 G 3
5.6-12 | 4-5-12 | 2-3-12 6-6-12 | 5.5-12 | 3.3-12 2-1-12 I-1-12 1-1-8 | I-I-
; FASCISTS-ALLIES
i 7 By R 1. 1. - 2. 2. 2 2 1 2. .2 2.
L =E a2 =5 < 5 e Bk ks B3 2 Bl
1-1-8 1-1-8 IEET 0-1-4 1.8 I-1-8 0-1-4 I-1-8 I 1-1-8 1-1-8 0-1-8
144 ~  G44  F46 c27 c41 L37 J55 X51 71 D18 D18 015
: (Rome Garrison) MON |
i | A B 2 2, 2T 255 255 0 25 % 2igl_ 2ia
= (e 3 =~ (SN X= 2 s ENE RN
1-1-.8 | | I-1-8 1-1-8 2.2-12 1-2-8 1-2-8 1-2-8 1-2-8 1-2-8 1-2-8
FA5  Faa F43

6
B
G

“oms| L L O || [ 2 [ 1 [ [ K2 [







GERMAN BASIC GAME RECORD CARD

ORDER OF BATTLE

Naples, Caserta

X52 Formia Castrovillari Auletta Anywhere or Vesuvio Frascati Practica di Mare
AEE 3 o il 3, 3750 1% = 3.
At Start S — ESe Eate = e R ';x..,,_:j Ko
Sept 111943 | 4 10.12 6-9-12 5.6.12 4.6-12 5-6-12 7.8.12 | 1-1-8 1-2-12 6-9-12
Viterbo Oct 1l Oct Il Oct IV Nov Il Dec |
2. 1 1% fhal. s 2 3 3., 5 iuwic | Bt 3.
B2 | 8- | s [es (- Ers |~ Xs 2= == Xz & ] 3
3-4-12 0-1-12 | 0-1-12 0-1-8 0-1-8 2-3-8 4-56-8 3-5-8 3.5.8 2.4.8 1-1-8 3-58
Second Invasion Reaction City Grid Coordinates:
Immediately Next Turn : :
2 = 2 J52 Formia K57 Naples G46 Frascati
B2= | Com 2 | == R70 Castrovillari M55 Ceserta E47 Practica di Mare
4.6.8 2.3.8 3-4.12 3.5-12 : i :
062 Auletta M58 Vesuvio G39 Viterbo

TIME TRACK—1943

1 1 1 2 2 2 2 2 2 2 |

2341234|[2 14,1727 37 4

M M M M M
SEPTEMBER OCTOBER OVEMBER : DECEMBER

UNIT ORGANIZATION CHART

INFANTRY LUFTWAFFE ARMOR
23 rad | i 3. =3 w3 3 03 A3 w3 ) i3
<k | 2K | 2K B~ H-| H-|] B B X- H“’ = E= Be=
4.6.8 | 358 | 2-3-8 6-10-12 | 59-12 | 4712 | 3-6-12 | 2.4.12 3 5.6-12 | 4.5-12 | 3-4-12 | 2-3-12
e .3 o 3., FETe] DI i [ w3 3. u3 2 u3
== | == e ettt B o) B 7t b < O Be | B | Be| B=
4.6-8 3.5.8 2-3.8 6-9-12 | 5.8-12 | 4-7-12 | 3.5-12 | 2-4-12 5-6-12 | 4-5-12 | 3-4.12 | 2-3-12
:'D' -5"2330. 5‘-{3 3oy -—-3.; —l-'-.;g ey i3
358 | 248 | 128 7812 | 6712 | 4512 | 34012 | 2302 MOUNTAIN
2. w3 l-w
Cd- | B el
" 3 A . 2.48 | 138 118
XE | XB| XR == T
3.58 | 248 | I-28 1-2-12
EE& in‘m ﬁn PAHZEHGRENADIER
358 | 2-48 | 128 T A 3
SN ﬁ‘“ -—Q“’ ore e =
6.9-12 | 5.8-12 | 4-7-12 | 3.5.12 | 2-4-12
3.4-12 | 2-3-12 | 1-2-12 :E"] 2 ""“‘Isz:
=Jr = =
4.6-12 | 35-12 | 2-3-12 REPLACEMENTS
20 wd l'e la l'a I 1= 1ia
Ke | Xs e}~ rs v wle | [l | [} | [s]e
2.3.8 | 1-2-8 7. 2 a2 0-1-8 | 0-1-8 | 018 | 0-1-8 | 0-1.8 | 0-1-8
3-5-12 | 23-12 | 1-2-12
2% 2 15k = 1= 1.
Xg | X3 (Nw B~ | s | BB
238 | 1-2-8 I-1-8 2. ) 0-1-12 | 0-1-12 | 0-1-12
B | B~
3.4-12 | 2-3-12




GERMAN ORDERS OF BATTLE Avvance aw

At Start: Sept 1l 1943 Kesselring's S

Naples, Ceserta y :
or Vesuvio Viterbo X52 Formia  Castrovillari Auletta Frascati Anywhere
3. L. 2. L - - 1o 1o 3. 3. 3. sl 2. b 3.
=12 | vk =2 | S | S e} (e o (=~ = == :LH'_\.--. e et =
7-8-12 | 1-1-8 3.4.12 | 0-1-12 | 0-1-12 | 0-1-8 | 0-1-8 6-10-12 6-9-12 5-6-12 | I-1-8 4-6-12 1-2-12 5.6-12
Piacenza Firenze Vicenza Ci13 F17 Parma  Verona Practica
Rommel's Command 3. I 2 3. 3. o Fas 3. IS
Garrison Units =5 [Par] [z 8 e | | 2= oa F
5-6-12 1-2.8 3.5.8 358 2-3.8 4-6-8 6-9-12 5
REST OF 1943 NOVII 1943 NOVII 1943 MOV 1943  DECI 1943 JAN | 1844
" Sept il Sept IV Livorno Oct |1 Bologna Mantova Octll Oct I Oct IV ] DIATELY
i . 3 2 2. ol 3 3. 2. T . e
! B2 1’:‘3? _a"'“g?z lf_jz s s | <= E:‘E = | X= sl | [es]~
- | 4-68 4-6-12 2-3.8 5.6-12 2-3-8 4-6-8 | 3.5.8 3.5.8 468 | 238 | 0.0.8 | 0-08
L — 'NOV 11 1843 : NEXT TURN
A NOViI Genova  Rimini  Verona  Pisa Vicenza  Firenze Dec | 1943 2nd b 5. g bl
b | 2. 1o e 2. 3 1 T 25 T i Xz | ESs
3| B | B! 3 X oS o8 5 > I3 Invas;.nn 3.4.12 | 3-5-12
| 248 | i || 3ss | | 238 || 238 | | 238 | | 238 38 358 Reaction
Tl Jan 11944
3 Jan 1 1944 (Alternative) Roma Mantova
E 1 9 44 3—*{__: 3r . Yoo J b %—; 3_L__ IT
g 5.5.12 | 5612 | 5612 | 5.6.12 4-6-12 2.38
E ,16,18,24,26 HE, 16, 18, 24, 26
Li .
; Ja".f?'l“ Feb | Marchl  Aprill Mayl May I(Alternative] Junel
: 3. s 2. A, 1__:_;_ 1 Bris " e 35 g—'-.
{ == = LJ,?& s Be | B2 | S= = S
- 7-8-12 2-3-8 3.8 2:3-8 56-12 | 56-12 | 5-6-12 | 5.6.12 23-8
) 16,18,24,26
Junelll  Julyl July IV Augl Auglll Septl SeptlGenova < "
= == g . 2. i , emll a4
2@ EEE?: 3___ o ?c.ojg =3 == !FW:% Off-Board STan 7. T
2-3-8 2-3-8 7-8-12 1-2-8 3-4-12 6-9-12 0-1-4 Commands ['“m v | =2 | e
618,24,26 607154 - 29,90 Ligurian| 2-3-8 | 2-3-8 | 238 | 2.3.8
Septll Septiil  Octll Nov | Sept | 1944 Oct 11944
2 2y 1. als | il 1ig Sl i 2 2 W 2 1.
e | B2 | | B3| | M- | B8~ | B | G- a2 Rl toe | Ooe | B | B Bl D2=
I-1-8 | 1-1-8 3-5-12 0-1- 0-1-8 | 0-1.8 | 0-1-8 I-1-8 238 | 238 | 23 2-3-8 2-3-8
29,90.715
Nov Il Nov ill Dec Il Janl 1945 Jan lll Feb lll Mar |
- - 4 3. " - " " - L
g | hef| =] | 19495 k3| |k ot | e B | #ba-
[-1-12 | 1-1-12 4-6.8 4.6-8 -1-8 2-3.8 3.4.12 | 2-3-8 I-1-8 0-1-8
— 76.94,305,334 — Any 2-3-8 94, 305,4— Any
334 2-3-8
REINFORCED O0OB: Includes all above plus: Additional
Sept Ii Sept IV Oct | Jan 11944 Feb Il Second Invasion Reaction
3 1.2 2. 2. Remove only 5 Immediately Next Turn
B | a2 B35 == 16, 24Pz @ 0. o T 1.
5612 | 1-2.8 238 4612 Substitutes: 2.3.8 =S EEl =8l =8
18, 26Pz. | 2212 (18 | 1-1-12 | 1-1-12
May | (Alternative) Aug i Sept | 20 3
Remove only 16, 24Pz. . 2. 2. 3% 3. = ‘E@ﬁ bz
/ f@.ﬁ [fu}E | (@3 | 9= o= 2-2-12 I-1-12 | 238
Substitutes: 18, 26Pz. 1-2-8 1-2-8 1-2-8 1-2-8 6.9-12
- m‘m-
Do NOT
withdraw
MAXIMUM OOB: Includes all above plus: _
s Immediately Next Turn
Sept Il 1943 Sept IV _ Additional = 2
3 | T Do NOT withdraw 2nd Invasion | :55z | 30z 2
= | 3 16, 18, 24, 26Pz., 2 2212 | 2-3.8 238
5-6-12 | 2-3- 3, 15, 60, PzGdr. Reaction




GERMAN UNIT ORGANIZATION CARD

LUFTWAFFE PANZERGRENADIER REPUBLICAN

A% i3 W3 i3 w3 w3 i .3 o) w3 .3 2
o= B0l R e L s | e | K| = | B e
6-10-12 | 5-9-12 | 4-7-12 | 3-6-12 | 2-4-12 | 1-3-12 6-9-12 | 5.8-12 | 4-7-12 | 3-5-12 | 2-4-1 1-1-8
7
T .1 T -1 i 2. e -1 T | Sme i 1 ==
= = e | | =R S =g | oEhS | 2B | SR | 22 | 2552 I-1-8
2-4-12 | 13212 | 2-3-12 | 1-2-12 | 2-3-12 | 1-2-12 2302 | 1-2-12 | 23-12 | 1-2-12 | 2-3-12 | |.2-12
_ 2.,
3 %3 TS 3 w3 o B ) iy I-1-8
D&J"' : @m. &m glw E“ m ﬂ @R Ef.-lﬁ
6-9-12 | 5812 | 4-7-12 | 3-5-12 | 2.4-12 4.6-12 | 3-5-12 | 2-3-12 I1-1-12 1{_73
18
{ay 51 lia il AP | 5 & i =l = o
B~ | Bl | e | B | SR | B REQ= | apme | RER | SR s 1. .
2-3-12 | 1-2-12 | 2-3-12 | |-2-12 | 2-3-12 | 1-2-12 2:3-12 | 1212 | 2-3-12 | I-2-12 1-1-8 >3
2 : : e I : ol [ : 1-1-8
o £33 nan ) i T 2 ni 2 idg nig 1
L e 2| 2 s | == | == of | =22 | = Al
7-8-12 | 6-7-12 | 4-5-12 | 3-4-12 | 2.3-12 4-6-12 | 3-5-12 2-3-12 3.4.12 | 2-3-12 | 1-2-12 0-1.8
.
o 1= -1 1is -1 1= ] i =il | 1. L
s | 2 | B | B | 2R sE0g | 238 | °E0E | 2R =B | =28 0-0-8
3.2-12 | 2-3-12 | 1-2-12 | 2-3-12 | [-2-12. 2-3-12 | 1-2-12 | 2-3-12 | |-2-12 1-1-12 | 1-1-12
%
[Exs]~
B W3 ) 1. 1. 1- % 2o —2 2 2. g 0-0-8
G- | B & === |~ GE= | =68 Bz | B2 | B2 =- | =~
4.6-12 | 3-5-12 | 2-3-12 1-2-12 | 1-2-1Z2 | 2-2-12 35-12 | 2-3-12 | 1-2-12 3.4.12 | 23-12
' FASCIST-
AXIS
. o= 0. = 3. 3 sl o 1. . o ) 1. =
s | Bl | T | oo | Beod | mus MOUNTAIN| o | - <l | | e pr
1-1-12 | 1-1-12 | 128 | 1-28 I-1-8 | 1-2-12 2.4.8 | 1.3-8 1-1-8 1.2.8 a8
1-1.8
PANZER INFANTRY
— 3 .—-—? u3 b3 = a-z-'i—} o 3 2. ‘L2
T2 | B2 | E# = e | 2K | 2XKs X= | X=
5.6-12 | 4-5-12 | 3412 | 2-3-12 468 | 3.5 2-3-8 238 | 128
T o3 o3 3 3 u3 w3 g2 ol
Be | B 2 | Be XK= | Xr| XF iy | Xy
5-6-12 | 4.5-12 | 3-4-12 | 2:3-12 46.8 | 358 | 238 2-3-8 | 1-2.8
3 a3 .3 3 3 i 2 )
E=| Bzl B=| 52 Bl | X | Xe X | X
5.6-12 | 4.5-12 | 3-4-12 | 2-3-12 4.6.8 | 358 | 238 2-38 | 1-2-8
3, il 3 0l 3 3 w3 2 2
Be| Be| B2 | B= Xz | X | XK= X | Xe
5-6-12 | 4-5-12 | 3-4-12 | 2-3-12 3-5.8 2-4-8 1-2-8 2-3-8 1-2-8
0. 0. 20. i 1 1 e }a 3 3 = T 2
SR | i5s | 385 [Ess} s o Esle | [l | [Es)e XE| X5 ]| X& Xe | Xk
2.2-12 | 2-2-12 | 2-2-12 0-1-8 | 0-1-8 | 0-1-8 | 0-1-8 | 0-18 3.5.8 | 248 | 128 238 | 1-2-8
1- ils 1. 1. e 2 2 B = 3 W3 w3 22 5wl
BB B | =3 tle | SEsl- | [m]3 | [m]Z | [mlX X3 Xzl X3 iXe | iXE
0-1-12 | 0-1-12 I-12 0-1-8 | o-1-8 | 128 | 1.2.8 | I1-28 358 | 248 | 1-2-8 2-3-8 | I1-2-8
INFANTRY
o B 1 Y Ty 2. 2u 2. 2. 1 1 1n 1 1ie |
2 <8 C= S P <R X& =S < Xz X= Xz s
2-3-8 2-3-8 2-3-8 2.3-8 2-3-8 2-3-8 2-3-8 2-3-8 2.3-8 2-3-8 2-3-8 2-3-8 0-1-4
ud. 20 2 T w2 &) b 2 g 33 il oz S
X2 g Pe 2B G2 X< xR X<E X B 5 Xz Lo
1-2-8 1-2-8 1.2-8 1-2-8 1-2-8 1-2-8 1-2-8 1-2-8 1-2-8 1-2-8 1.2-8 1-2-8 lea
I<l=







d | H d d e d d d 9
[4 4 T4 ¢ [A C € ¢ ¢ T4
€ € l l l I l l
H d d d d d d H d d S
l l l l l l L (4 [A l l
G 14 1/ e A l | l
d H e e e H H d m e m_ 1
| l l l l l l l l
L 9 g 1/ € l l |
d d H d e d e Y H m__ €
l l
8 L 9 G 1 € C l l
H d H d d d < d d d [A
l L l l l l l l
0l 6 L 9 G 1/ € ¢ A I |
e d el d d H e e! d e L
l l l l
56 =8 L =L | 29 k2GS E- P | L-C L& |:L- Ll &L €L _‘._._mnwm

(L4S) 379V.L NOILONA3IYH d31S







2.3-12

.‘n ll‘ ‘ ‘Il |l4 Ll
e o | B2e| o | o
546-12 | 45-12 | 2312 | 4512 | 3-4-12 | 2:3-12
% = 4 - 4. S G T
b | 2b | 2| & o
34.1; 4512 | 3412 | 2312 | 4512 | 3412 | 2312
ﬁ.l.. - T ‘n n‘ 5 --5 ..5 |5
= s | B | B | 8- -
212 512 2:3-12 | 1212 | 7.7-12 | 55-12 | 4412 | 2-2-12
2 . : i te 1. O B -
2112 | 21412 | 2-1-12 24{-];1 z-%-tz z-mz .___._ 112 | 1102 | 1-0-12 | 1-1-12 | 2212 | 1212 | 2212
2 +€ 1 1 3u w3
5| =l B | = |5 |32 | o
2.2-12 | 0-0-12 | 0-0-12 | 0-0-12 | 3-4-12 | 23-12

SILVIS Q3LINM
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GERMAN TROOP COUNTERS

iy il s 5 53 i . o 5 E o Wt 43 Iy ]
By Bz | B )| o =- | K- | B8 =3 == 5= 2 = =i =
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Ry Few games have been kepl up lo dale as
a much as ANZIO has. Revised and revised
again, a good game has gotten better and
oetter. Played on a 44" x 14" mapboard of
Italy, the game recreates the Allied
amphibious invasions and campalgns to
secure the peninsula leading to the heart of
L Europe. The Allies face not only the German
and Italian armies, but some of the most
varied terrain in the world.

Unit counters represent American,
British, Greek, Canadian, Paolish, French,
Indian, German, and Italian forces, Order of
Battles are avallable for a variety of mini-
games and the campalgn game, providing a

highly versatile game of almost any duration
and complexity.
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The twenty-four page rulebook Is divided
into a basic game and several advanced
varsions. Each advanced version adding
more and more rules, complicating while
making the game mare realistic and adding
the feel of the actual problems, decisions.
and actions of the campalan

Playing Time—Two Hours and Up

AVALON HILL COMPLEXITY RATING
Basic Game: 4
Advanced Games: 7-10

(On a scale of 1-easy; 10-hard)

Game features Include unit step
reduction, naval bombardment, tactical
alrpower, paratroopers, limited intelligence,
breakthrough combat, supply, slacking
values, special terrain effects, and
fortifications. A gem for the hardcore gamer
Players can select their own combination of
playability and realism. Probably the most
underpublisized and under appreciated game
around, A silent "“Classic".
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