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COBRA™ rules page 2

COBRA™ Game is a regimental/divisional scale simulation of the Allied break-out
from the Normandy peninsula in the summer of 1944, which culminated in the
encirclement of some 160,000 German troops in the “Falaise Pocket.” Each
Game-Turn is equivalent to three days of real time, and each hex represents a
distance (across) of 3.2 kilometers.

Included in this special second edition of
the COBRA game is an Expansion Set that
contains a new map and 200 counters.
When combined with the COBRA game
components and with the Expansion Set
rules (provided later in this booklet), it
allows players to simulate the entire Nor-
mandy campaign. Players who wish to
recreate only the break-out should use just
the COBRA rules and components.

A brief overview of all steps in the game s given here.

The Players Set Up Their Units

Prior to the actual start of play, each Player
places his units on the game-map. Each unit that
is supposed to be on the game-map at the start of
play has the number of the hex in which it
belongs printed on it. Units that do not belong
on the game-map at the beginning of the game
are reinforcements, and have the number of the
Game-Turn during which they arrive on the map
printed on them. Reinforcements can be placed
on the TURN RECORD TRACK.

The German Player Determines the
Weather

The German Player rolls the die and consults the
WEATHER TABLE to determine if the weather
is Clear, Overcast, or Storms during his Player-
Turn. The worse the weather, the less effective
the Allied Air Power. Note that the weather is
automatically Clear throughout Game-Turn 1.
The German Player Incorporates
Replacements

The German Player can strengthen a maximum
of one mechanized and two infantry units that

[3.1] THE GAME MAP

The 22” x 33" mapsheet portrays the area in
which the battle was fought. It includes all of the
significant terrain in the battle. It also displays
the TERRAIN KEY and the TURN RECORD
TRACK.

A hexagonal grid is superimposed over the
terrain features printed on the mapsheet in order
to regularize movement and positioning of the
playing pieces.

To make the map lie flat, back-fold it against the
creases. Small pieces of masking tape can be used
at the corners of the map to hold it taut.

[3.2] GAME CHARTS AND TABLES

Various visual aids are provided for the Players in
order to simplify and illustrate certain game
functions. These aids are the TERRAIN
EFFECTS CHART, the COMBAT RESULTS
TABLE, the WEATHER TABLE, and the
TURN RECORD TRACK (which also includes
a REINFORCEMENT TRACK).

[3.3] THE PLAYING PIECES

The cardboard pieces represent the actual mili-
tary units that took part in the original battle.

have incurred losses with replacements. To
receive replacements, a unit must be in supply
and at least 3 hexes away from the nearest Allied
unit.

The German Player Moves

First, the German Player checks to see which of
his combat units are in supply. The German
Player traces supply directly from his units to the
eastern edge of the game-map. Those units that
are out of supply can be moved only half their
normal Movement Point Allowance and are also
halved in combat. After determining which of his
units are in and which are out of supply, the
German Player begins to move them.

The German Player can move as many of his
units as he wishes in any Game-Turn. Each unit
can be moved up to a certain maximum of hexes,
which is dependent on the particular unit’s
Movement Point Allowance (printed on the unit)
and the type of terrain in the hexes through
which the unit is moved. The printed Movement
Point Allowance of the German units can be
reduced, depending on the status of the weather.

The numbers and symbols on the pieces repre-
sent the strength, movement capability, and type
of unit represented by that piece. These playing
pieces will hereafter be referred to as “units.”

{3.31] How to Read the Units
TYPICAL ARMORED REGIMENT

Division Size
Designation Symbol
A Y
Game - Turn \ il #
N - «
Unit of Entry 8 @]

312
=)

6. ﬂ 2“" e MoVement

e

66/2

Game Combat
Notation Strength

TYPICAL INFANTRY DIVISION

=Y

26 \_ | 98

Set-Up
Hex Number

X4521
9

706/716

Any reinforcements due the German Player can
be placed on the game-map and moved.

Should the German Player move any unit into a
hex that is next to a hex ‘containing an Allied
combat unit, he cannot move that unit any
further, as he has moved his unit into an Enemy
Zone of Control. If a German unit begins the
Game-Tarn in an Enemy Zone of Control, the
German Player can disengage the unit by moving
it directly into a hex that is not in an Enemy
Zone of Control. To do so, the German Player
must pay a cost of 2 Movement Points in addi-
tion to the normal terrain cost of the hex.

While moving his units, the German Player can
decide to try to Overrun Allied units. Any Ger-
man mechanized division with divisional integ-
rity can attempt an Overrun, at a cost of 3
Movement Points. If the Overrun works and the
Allied unit(s) is eliminated or has to be retreated,
the German Player can continue moving the
mechanized division up to its full Movement
Point Allowance. An Overrun is considered part
of movement, although it resembles combat.
The German Player Attacks

After the German Player has moved all of the
units that he can or wishes to move, he can
resolve any combats that he chooses to initiate.
He can have any of his units attack Allied units

TYPICAL HEADQUARTERS UNIT

(4)1 2 1 606\
3 -

3
Command Set-Up
Radius Hex Number

Unit designations are the actual historical iden-
tity numbers of the units. Divisions have but one
number, while each regiment has both the num-
ber of the regiment and the number of the divi-
sion of which that regiment is a constituent part
printed on the counter. (The number to the right
of the slash is the number of the division.)

{3.32] Unit Types
GERMAN STATIC INFANTRY (identifiable
by Movement Point Allowance of 6)

=Y
2-6

X4E

32116LW
et

e

d2NeLw

|




that are in hexes adjacent to his own units. He
does not have to initiate any attacks. Any of his
attacking units that are out of supply attack at
half their printed Combat Strengths. On the
other hand, if all of the German units involved in
an attack are within Command Radius of a
Headquarters unit that is in supply, the combat
odds are improved. Also, if all of the regiments of
a German mechanized division are in the same
hex, the Combat Strengths of those units are
doubled.

Taking these factors into account as he begins his
first attack, the German Player adds the Combat
Strengths of all of his units that are involved, and
compares that total to the total strength of the
defending unit(s). He then converts the ratio of
these totals to a simplified odds statement, such
as “1to 1”” or “2 to 1” and rolls the die. The
Players cross-reference the die roll result with the
Combat Ratio on the COMBAT RESULTS
TABLE to determine the outcome of the attack.
The results obtained on the COMBAT
RESULTS TABLE dictate which units involved
in the combat must either retreat or take a loss.
Players subtract losses and/or retreat the losing
units as called for. If the German Player wins the
combat, he can advance his victorious units into
any vacated hexes. The German Player then
proceeds to resolve his other attacks, one by one
in any order he chooses, until he has resolved all
attacks he wishes to initiate:

The German Player Moves Again

After any and all German attacks have been
resolved, the German Player can move any of his
mechanized units a second time, up to their full
Movement Point Allowances. As in the first
Movement Phase, a German unit that begins in
an Allied Zone of Control can be disengaged, and
a unit that is moved into an Allied Zone of
Control must stop and cannot be moved any
further. Unlike the first Movement Phase, the
German Player cannot conduct any Overruns
during the second Movement the German Player
has completed all movement, his turn is over.

BRITISH AIRBORNE BRIGADE (non-
droppable)

o]
3-8 | 28

GERMAN PANZERGRENADIER REGI-
MENT

=St
4-12 2-12

@
X3E
212

I} g
2-12

ALLIED STEP-LOSS MARKER

XX XX

6 3

" 2.0 CONTINUED|

The Allied Player Determines the
Weather .

The Allied Player rolls the die and consults the
WEATHER TABLE to determine the weather
for his Player-Turn and the number of Air Points
available.

The Allied Player Receives Supply

. Points

The Allied Player adjusts the Supply Point
Markers on the SUPPLY POINTS TRACK to
indicate how many additional Supply Points he
has accumulated during the current Game-Turn.
The Allied Player must expend Supply Points
when he conducts attacks.

The Allied Player Incorporates
Replacements

The Allied Player can use replacements to
strengthen any number of units that have
incurred losses. To receive replacements, a
unit must be in supply, and must be at least
3 hexes from the nearest German unit.
The Allied Player Mechanizes Ameri-
can Infantry Divisions

The Allied Player can deploy his Truck Markers
on top of American infantry divisions to indicate
that those units have been mechanized. Truck
Markers can be deployed on any American
infantry division in supply. A Truck Marker
deployed onto a unit remains on that unit indefi-
nitely, until either the unit is retreated as a result
of combat, or until the Allied Player decides to
redeploy the Truck Marker during a subsequent
Game-Turn.

The Allied Player Moves

The Allied Player checks to see which of his
units are in supply. Allied units trace supply
directly to the northern edge of the game-map
between hexes 0101 and 3701, inclusive. The
Allied Player then moves his units as did the
German Player, except that the Movement Point
Allowances of Allied units are never affected by
the weather (i.e., the units are not affected by the
Allied air forces that are harassing the Germans
when the weather permits). Allied mechanized

US TRUCK (MECHANIZATION) MARKER

GERMAN TIGER TANK BATTALION

]

[e)
2-12

10244

X8E

Most units are back-printed, showing one
Strength Value on the front and a second (weaker)
Strength Value on the back. When a unit that has
a stronger side face-up takes a combat loss, it is
flipped so its weaker side shows. See Case 9.6,
Explanation of Combat Results.

[3.33] Unit Sizes

IT = battalion; ITI = regiment; X = brigade;
XX = division

COBRA™ rules page 3

divisions (only)—including any mechanized
American infantry divisions, but excluding the
British and Canadian infantry divisions-—can be
utilized to conduct Overruns, if the Allied Player
wishes.

The Allied Player Attacks

After he has finished moving his units, the Allied
Player can conduct attacks against German units
that are in hexes adjacent to his own units. Allied
attacks are resolved in the same manner as Ger-
man attacks. Allied mechanized divisions (only)—
including mechanized American infantry divi-
sions, but excluding the British and Canadian
infantry divisions—are doubled in Combat
Strength if all of the regiments comprising the
division (for armored divisions) are in the same
hex. For each attack he executes, the Allied
Player must expend 1 Supply Point. The total
number of Allied attacks is also restricted by
Command Limits.

The Allied Player Moves Again

After all of his attacks have been resolved, the
Allied Player can move any of his mechanized
units a second time, as did the German Player.
Allied mechanized units can be moved up to
their full Movement Point Allowance, except for
the British and Canadian mechanized infantry
divisions, which can be moved up to two-thirds
of their Movement Point Allowance (6 Move-
ment Points).

The Allied Player’s turn is now entire Game-
Turn has been completed.
In Summary

The Players will find it helpful to keep an eye on
the Sequence of Play (Section 5.0) as they play
through the game.

The series of actions described in this section are
executed as explained, in general, for 13 Game-
Turns. After the 13th Game-Turn is completed,
the game is over, and the Players refer to Section
16.0 to determine who has won.

Note: Experienced Players should see the
summary of the rules in Section 17.0

[3.34] Unit Values

Combat Strength is the relative strength of a unit
when attacking or defending. Note that Combat
Strength can be affected by the supply status of a
unit, or by whether it is part of an integrated
division, or whether it is executing an Overrun.
Movement Point Allowance is the maximum
number of Movement Points that can be
expended by a particular unit when it is moved
during a Movement Phase by the owning Player.
Command Radius is the maximum number of
hexes away from a combat unit that a Headquar-
ters unit can be and still be able to affect any
combat in which that unit is involved.

[3.4] PARTS INVENTORY

A complete COBRA™ game includes the follow-
ing parts:

One 22"x 34" game-map

One sheet of 200 die-cut counters

One rules folder (including the COBRA™
Expansion Set rules)

One plastic counter tray

Two plastic, 6-sided dice

One game box

One Expansion Set (including one additional
22" x 34" game-map, and one additional

sheet of 200 die-cut counters)




Each German and Allied unit that has a hex
number printed on it is placed on the game-map,
hex number face-up, in the hex corresponding to
the number. Players will note that some units
(mostly German) start with their weaker Strength
Value face-up. This is a reflection of the battle of
attrition that has been raging for some time as
the game begins.

Units that do not have a hex number printed on
them are reinforcements. These are placed to the
side for the time being.

The Allied Player places the US Supply Points
Marker in the “0” Box of the SUPPLY POINTS
TRACK, and the British/Canadian Supply
Points Marker in the “3” Box. The German
Player places the Game-Turn Marker on the first
box of the TURN RECORD/REINFORCE-
MENT TRACK to signal the start of Game-
Turn 1. Weather is always Clear for all of
Game-Turn 1,

The COBRA™ game is played in Game-Turns.
There are 13 Game-turns in a complete game,
and each Game-Turn is composed of two Player-
Turns. The Player whose Player-Turn is in
progress is called the Phasing Player. Each
Game-Turn proceeds strictly in accordance with
the following outline. No action or function
contrary to the Sequence of Play is permitted.
A. German Player-Turn

1. German Weather Determination Phase: The
German Player rolls the die and consults the
WEATHER TABLE (Case 6.48). The condi-
tion of the weather determines if the German
Player will be able to move his units up to
their full Movement Point Allowances, and if
not, to what extent they will be restricted for
his current Player-Turn.

2. Replacement Phase: The German Player
distributes replacements to any units that are
eligible, up to a maximum of one Panzer unit
and two infantry units.

3. Initial Movement Phase: The German Player
moves any or all of his units in accordance
with the rules governing their movement. He
can also conduct Overruns. He also places on
the game-map and moves any reinforcements
that are due him, as listed on the TURN
RECORD/REINFORCEMENT TRACK
printed on the game-map.

4. Combat Phase: The German Player conducts
any attacks against Allied units in hexes
adjacent to his own units that he wishes.

5. Mechanized Movement Phase: The German
Player can move any or all of his Panzer,
Panzergrenadier, or Headquarters units as he
wishes. These units can be moved even if they
were moved during the Initial Movement
Phase. No other units can be moved during
this Phase. Overruns cannot be conducted.

B. Allied Player-Turn

1. Allied Weather Determination Phase: The

COBRA™ rules page 4

(GENERAL RULE: -
During a Movement Phase, the Phasing Player
can move as many or as few of his units as he
wishes. Each unit can move as many hexes as
desired as long as its Movement Point Allowance
is not exceeded in a single Phase. Only mecha-
nized units can be moved in a Player’s Mecha-
nized Movement Phase; all of a Player’s units
c7.a be moved in his Initial Movement Phase.
Mechanized units can be moved in both Phases.
PROCEDIREE e e e
Move each unit individually, tracing the path of
its movement through the hexagonal grid. Once
the Player’s hand is removed from the unit,
movement is considered completed.

{6.1] HOW TO MOVE UNITS

[6.11] During a Movement Phase, all, some, or
none of a Player’s units can be moved. No other
units can be moved. Combat cannot occur in this
Phase; however, Overrun—a form of combined
combat and movement—can take place in the

Allied Player rolls the die to determine the
weather for his current Player-Turn; this will
affect the number of Air Points he can employ
against the Germans in his Combat Phase.

2. Supply Phase: The Allied Player adjusts the
US Supply Points and British/Canadian
Supply Points Markers on the SUPPLY
POINTS TRACK to reflect the addition of
whatever Supply Points he receives during the
current Game-Turn (printed on the TURN
RECORD/REINFORCEMENT TRACK on
the game-map).

3. Replacement Phase: The Allied Player distrib-
utes replacements to any eligible units and
deploys (or redeploys) Truck Markers to
mechanize US infantry divisions.

4. Initial Movement Phase: The Allied Player
can move his units, bring in reinforcements,
and conduct Overruns.

5. Combat Phase: The Allied Player executes
any attacks he chooses to against German
units, expending 1 Supply Point for each
attack he conducts.

6. Mechanized Movement Phase: The Allied
Player can move any or all of his mechanized
units. No Overruns can be executed during
the Mechanized Movement Phase.

C. Game-Turn Indication Inter-Phase

The Allied Player advances the Game-Turn
Marker one box on the TURN RECORD/
REINFORCEMENT TRACK to indicate the
end of one Game-Turn and the beginning of the
next. Once 13 Game-Turns have been completed,
the game is over, and the Players determine who
has won.

Initial Movement Phase only. See Case 6.5.
[6.12] Movement is calculated in terms of Move-
ment Points. Basically, each unit expends 1
Movement Point of its total Movement Point
Allowance for each Clear terrain hex it enters;
other terrain types cost more than 1 Movement
Point to enter or cross. These effects are summa-
rized on the TERRAIN EFFECTS CHART
(Case 6.8).

[6.2] MOVEMENT INHIBITIONS
AND PROHIBITIONS
[6.21] A unit can never enter a hex containing an
Enemy unit.
[6.22] A unit must stop upon entering an Enemy
Zone of Control (see Section 8.0). Once a unit
has been moved into an Enemy Zone of Control,
it cannot be moved out of it during that Move-
ment Phase. A unit that begins a Movement
Phase in an Enemy Zone of Control can be
disengaged from that Enemy Zone of Control
(see Case 6.6, Disengagement).
[6.23] A unit cannot expend more Movement
Points than its total Movement Point Allowance
in any one Movement Phase. (Note that all
mechanized units have two Movement Phases,
and can expend their full Movement Point
Allowances in each Phase—with the exception of
British and Canadian infantry divisions.) A unit
cannot ‘“‘save’’ Movement Points for another
Game-Turn, nor can unused Movement Points be
transferred to another unit.
[6.24] Units can move only during Friendly
Movement Phases, although there can be some
movement as a result of combat, in terms of
advances and retreats. These are not considered
“movement,” and do not require the expendi-
tures of Movement Points.
[6.25] Units that are out of supply (see Section
11.0) have their Movement Point Allowances
halved (round up all fractions).
[6.26] If a unit that has not expended any Move-
ment Points in a given Movement Phase finds
that, for whatever reason, it has insufficient
Movement Points to move to an adjacent hex, it
can move to that hex anyway, unless the new hex
is in an Enemy Zone of Control. (A unit can
never move out of an Enemy unit’s Zone of
Control unless it has sufficient Movement Points
to do so—see Case 6.) In other words, units can
always move at least 1 hex, regardless of Move-
ment Point limitations, unless they are in Enemy
Zones of Control.

[6.3] MECHARNIZED UNITS

[6.313 All German Panzer, Panzergrenadier, and
Headquarters units are considered mechanized.
[6.32] All American and French armor and
cavalry units are considered mechanized. The
American Headquarters unit is considered mech-
anized.

[6.33] All British, Canadian, and Polish armour
and infantry units are considered mechanized
(however, see Case 6.36).

[6.34] Although American infantry divisions are
not normally considered mechanized, the Allied
Player has a limited capacity to convert such
units to mechanized units (see Case 6.9, Ameri-
can Trucks).

{6.35] All mechanized units pay mechanized
Movement Point costs when entering hexes (see
the TERRAIN EFFECTS CHART, Case 6.8).
This includes mechanized American infantry
divisions.




[6.38] Although British and Canadian infantry
divisions are always motorized, they can only be
moved up to two-thirds of their Movement Point
Allowances during the Allied Player’s Mecha-
nized Movement Phase (6 Movement Points).

[6.4] EFFECT OF WEATHER
(ALLIED AIR POWER) ON GER-
MAN MOVEMENT

[6.41] The Movement Point Allowances of

German units are dependent upon the weather.

[6.42] During the Weather Determination Phase

of each Game-Turn, the German Player rolls a

die and refers to the WEATHER TABLE (Case

6.48) on the game-map. The WEATHER

TABLE indicates if the weather for the rest of

the Game-Turn is to be Storms, Overcast, or

Clear.

[6.43] If the weather is Storms, all German units

can move at their full printed Movement Point

Allowances; no modification is made to German

units’ Movement Point Allowances.

[6.44] If the weather is Overcast, all German

units have their Movement Point Allowance

reduced by one-third; in other words, the Move-
ment Point Allowances of all German units are
multiplied by two-thirds. Since all German units’

Movement Point Allowances are multiples of 3,

this should present no difficulty. :

[6.45] If the weather is Clear, all German units

have their Movement Point Allowances reduced

by two-thirds; in other words, their Movement

Point Allowances are multiplied by one-third.

[6.48] Example: A German unit with a printed

Movement Point Allowance of “6” would have a

Movement Point Allowance of 6 if the weather is

Storms, 4 if the weather is Overcast, and 2 if the

weather is Clear.

[6.47] Starting with the Game-Turn after the

Game-Turn in which the Allied Player moves one

unit off the western edge of the game-map (see

Case 16.2), the effect of the weather on German

movement is adjusted such that in Storms and

Overcast conditions, the German Player moves

his units up to their full Movement Point Allow-

ances, and in Clear conditions, he moves them
up to two-thirds of their printed Movement Point

Allowances.

[6.48] Weather Table
See the COBRA™ map.
[6.5] OVERRUN

During an Initial Movement Phase—and only
during an Initial Movement Phase—the Phasing
Player can try to Overrun Enemy units. For
game purposes, Overrun is considered a function
of movement. Only units with divisional integrity
(see Case 7.2) can conduct Overruns. Only one
division can participate in a given Overrun.
[6.51] To conduct an Overrun, the Phasing
Player, in a Friendly Initial Movement Phase,
moves his division adjacent to the target hex. All
of the units of the division conducting the Over-
run must be in the same hex. All of the units of

_ the division conducting the Overrun must then
expend 3 Movement Points to attack all Enemy
units in the target hex.

All terrain rules and supply rules are in effect.
Supply state is judged at the instant of Overrun.
If, as a result of the Ovérrun, the Enemy hex is
vacated, the Overrunning Player must then move
all of the units of his Overrunning division into
the vacated hex (exception: Case 6.52). There is
no cost for moving into the vacated hex. The
victorious Overrunning units can then, if they so
desire, continue normal movement if they have
any remaining Movement Points and are not in
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an Enemy Zone of Control. The division can
conduct one more Overrun in that Movement
Phase if it has the necessary Movement Points.
Exception: US mechanized infantry divisions can
conduct only one Overrun per Initial Movement
Phase. )

[6.52] If an Overrun attack fails to dislodge the
Enemy units from the hex, the Overrunning
units can not move any further in that Movement
Phase. Overrunning units do not move into a
vacated target hex if the combat result is a
“split” result (they can stay in place and take the
loss, however). A split result stops movement for
the affected units for the rest of that Phase. In
any Combat Result where the attacker/Overrun-
ning unit must take a loss or retreat, that unit
halts its movement for that Phase.

[6.53] Units can never Overrun across Major
River hexsides.

[6.54] All units conducting an Overrun against
an individual target hex must start the Movement
Phase in the same hex, in supply. An Overrun

" attack can be conducted against more than one

enemy unit, but all of these enemy units must be
in the same hex. A division cannot simultane-
ously conduct an Overrun against more than 1
hex. A given defending unit, or stack of units,
could conceivably be Overrun a number of
different times by different divisions in the same
Phase.

[6.55] A unit conducts an Overrun at face value
Combat Strength (not the doubled value afforded
by divisional integrity in the Combat Phase).
[6.56] When conducting an Overrun attack,
Players can ignore the Zones of Control of units
that are exerting influence on the hex from which
the Overrun attack is coming. That is, they can
occupy the target hex if the Overrun is success-
ful, regardless of other Enemy ZOC’s. However,
if a Friendly unit finishes an Overrun in an
Enemy Zone of Control, it cannot move any
further in that Movement Phase; it can conduct
another Overrun on an adjacent hex, however,
providing it has the necessary Movement Points.
[6.57] Units conducting Overruns cannot con-
duct “advance after combat™ (see Case 9.8); they
can move into the vacated target hex, but cannot
move further without expending Movement
Points. Remember, Overrun is movement, not
combat.

[6.58] If the Overrunning units are destroyed or
retreated, the defender does not advance into the
vacated hex.

[6.59] A US mechanized infantry division can
conduct no more than one Overrun per Initial
Movement Phase. All other eligible German and
Allied divisions can conduct no more than two
Overruns each, per Initial Movement Phase. See
also Case 12.3, Command Limits. ‘

[6.6] DISENGAGEMENT

[6.61] During any Movement Phase in which a
unit can normally be moved, that unit can be
disengaged from an Enemy Zone of Control at a
cost of 2 Movement Points in addition to the
terrain cost of the hex to which the unit is
moved. .

[6.62] A unit that disengages must be moved
from a hex in an Enemy Zone of Control directly
to an adjacent hex that is not in an Enemy Zone
of Control. Units cannot reenter any Enemy
Zone of Control-at any time during the Move-
ment Phase in which they disengage.

[6.63] A unit that a Player wants to disengage
must have enough Movement Points to do so
(i.e., a unit lacking sufficient Movement Points
to be moved out of an Enemy Zone of Control
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and into any adjacent hex cannot, therefore, be
moved at all; note that this is an exception to
Case 6.26). :

[6.7] SPECIAL TERRAIN

Bocage, Major Rivers, and Roads

[6.71] A unit can never be moved into any hex in

_ bocage country at a Movement Point cost less

than 2, unless the unit is being moved along a
road (see Case 6.73). In effect, in bocage country,
Clear terrain and Light Forest hexes cost all units
2 Movement Points to enter; all other Movement
Point costs are unaffected. Note also that bocage
affects combat (see Case 9.34).

[6.72] A unit cannot be moved across a Major
River into a hex that is in an Enemy Zone of
Control unless (a) the hex is occupied by a
Friendly unit or (b) the Enemy unit exerting the
Zone of Control is not adjacent to the river.
{6.73] A unit that is moved into a hex through a
hexside crossed by a road expends only the road
movement cost to enter that hex. In other words,
units can be moved along Minor Roads at a cost
of 1 Movement Point per hex and along Major
Roads at a cost of /2 Movement Point per hex.
[6.74] Impassable hexsides are those that are
either totally covered by sea or are coded with an
“impassable” bar symbol. Such hexsides com-
pletely block movement, supply, combat, com-
mand, and Zones of Control.

[6.8] TERRAIN EFFECTS CHART
See the COBRA map.

[6.9] AMERICAN TRUCKS

[6.81] During his Replacement Phase, the Allied
Player can mechanize as many American infantry
divisions as he has available Truck Markers. He
does this by placing the Truck Marker on top of
the counter representing the division. He can
place it on a reinforcement entering in that
Game-Turn.

[6.92] American mechanized infantry divisions
can be moved during the Mechanized Movement
Phase.

[6.93] American mechanized infantry divisions
are considered to have divisional integrity, and
can be used to conduct Overruns.

[6.94] Once a Truck Marker is placed on top of a
division counter, it must be removed (not
destroyed) only if that unit is forced to retreat as
a result of combat (but not if the unit stands and
incurs losses instead). During a subsequent Allied
Replacement Phase, the Allied Player can switch
the Truck Marker to another eligible division (as
is always his option to do in this Phase), or he
can return it to the original unit.

[6.95] Only US infantry divisions, in supply, can
be mechanized (have a Truck Marker placed on
them). The US 2nd Infantry division can be
mechanized if all of its component regiments are
in the same hex in the Allied Replacement Phase.
The presence of Enemy Zones of Control does
not preclude mechanization.
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{7.1] RESTRICTIONS ON THE NUM-
BER OF UNITS IN A HEX

There is no limit per se on the number of units
that can pass through a hex. However, at the end
of any Movement Phase, and always during any
Combat Phase, neither Player can have more
than one division in a hex. For stacking pur-
poses, a division is defined as any one divisional-
sized unit, or any three regimental and/or
brigade-sized units. Exception: two British or
Canadian brigades equal one division. Headquar-
ters units, Tiger tank battalions, and informa-
tional counters (such as American Truck Markers
or Allied Step-loss Markers) do not count against
the stacking limit.

Units can pass freely through other stacks of
Friendly units, except during retreats. If units are
ever in excess of the stacking restrictions at the
end of a Friendly Movement Phase or at any
time during any Combat Phase, the excess units
in the hex must be eliminated and removed from
the game. The units to be eliminated are chosen
by the owning Player.

[7.2] DIVISIONAL INTEGRITY

The following units can benefit from divisional
integrity: :

German Panzer and Panzergrenadier
divisions

[7.21] If all of the constituent subunits of any of
the above listed divisions occupy a single hex,
that division has divisional integrity. The units in
that hex must be exactly the units that comprise
that division—no more and no less—for them to
have divisional integrity. Exception: the presence
of a Headquarters unit and/or a Tiger tank
battalion in a hex does not obviate divisional
integrity. Players will note that American infan-
try divisions with Truck Markers automatically
have divisional integrity, while divisions with
separate regiments must be stacked deliberately
in the same hex in order to attain it.

[7.22] Units with divisional integrity are doubled
in Combat Strength for both attack and defense
during the Combat Phase, and for defense against
Overrun during the Enemy Initial Movement
Phase. Units with divisional integrity are not
doubled when conducting an Overrun. They
attack at face value.

[7.23] Only units with divisional integrity can
conduct Overruns.

[7.24] Only units in supply can have divisional
integrity. To have divisional integrity during the
Initial Movement Phase, all of the units of the
division must have started the Phase in the same
hex and in supply.

The 6 hexagons surrounding a hex constitute the
Zone of Control (ZOC) of any units in that hex.
Hexes upon which a unit exerts a Zone of Control
are called controlled hexes, and they inhibit the
movement of Enemy units. All units must cease
movement when they enter an Enemy-controlled
hex, and they cannot leave that hex voluntarily
until the beginning of the next Friendly Movement
Phase.

[8.1] ZONE OF CONTROL EFFECTS
[8.11] All units exert a Zone of Control at all

times during the entire Game-Turn. .

[8.12] Units never pay any additional cost to enter
an Enemy-controlied hex.

[8.13] Units that are moved into an Enemy Zone of
Control must stop and cannot be moved out of that
hex during that Movement Phase (barring a suc-
cessful Overrun). Units can leave an Enemy Zone
of Control only as a result of combat, Overrun, or
by disengagement (see Case 6.6).

[8.14] Friendly Zones of Control never affect
Friendly units—only Enemy units.

[8.15] Friendly units (but not Friendly ZOC’s)
negate the presence of Enemy Zones of Control for

the purposes df tracing Supply Lines and

American armored divisions (including the
French armored division)
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Command Radii, and for the purposes of retreat.
They do not negate Enemy Zones of Control for
purposes of movement.

[8.16] If a given unit is in an Enemy-controlled
hex, the Enemy unit is also in its Zone of Control.
The two units are equally and jointly affected.

[8.2] EXTENT OF ZONES

[8.21] Zones of Control extend into all 6 hexes
adjacent to the controlling unit’s hex. Zones of
Control do not extend across Major River hex-
sides, nor across Impassable or all-Sea hexsides. No
other terrain types restrict-Zones of Control.
[8.22] There is no additional effect of having more
than one unit exerting its Zone of Control onto a
given hex.

Combat occurs between adjacent opposing units
at the Phasing Player’s discretion. The Phasing
Player is the attacker, the non-Phasing Player is
the defender, regardless of the overall strategic
situation. The Allied Player must expend a
Supply Point in order to attack.

Total the Attack Strengths of all attacking units
involved in a specific attack and compare the
total to the total Defense Strength of units in the
hex under attack. State the comparison as a

probability ratio: Attacker’s Strength to
Defender’s Strength. Round off the ratio in favor
of the defender to conform to the simplified odds
found on the COMBAT RESULTS TABLE
(CRT). Roll the die and read the result on the
appropriate line under the odds. Apply the
results immedjiately, before resolving any other
attacks being made during the Combat Phase.

{9.1] WHICH UNITS MAY ATTACK
[9.11] Units can attack only during the Friendly
Combat Phase

(see also Overrun, Case 6.5).

They can then attack any and all Enemy units
that are adjacent to them. Only those units
directly adjacent to a given Enemy unit can
participate in an attack upon that unit.

[8.12] Attacking is completely voluntary; units
are never compelled to attack, and not every unit
adjacent to an Enemy unit must participate in
any attack. A Friendly unit in a stack not partici-
pating in a given attack is never affected by the
results of that attack.

[8.13] An Enemy-occupied hex can be attacked
by as many units as can be brought to bear in the
6 adjacent hexes.

[8.14} No unit can attack more than once per
Combat Phase, and no Enemy unit can be
attacked more than once per Combat Phase




(remember, Overrun is not combat).

[9.2] MULTIPLE UNIT AND MULTI-
HEX COMBAT

[9.21] All units in a given hex must be attacked
as a single Defense Strength. The defender
cannot withhold a unit in cannot be attacked
separately, nor can one unit be attacked without
involving the other units in the same combat.
[9.22] Other units in a hex containing an attack-
ing unit need not participate in that combat or
any other attack. Thus, when one unit in a stack
is attacking a given hex, the other units in the
stack can choose not to attack another hex, or
they can choose not to attack at all.

[9.23] If a unit(s) is adjacent to more than one
Enemy-occupied hex, it could attack all of them
in a single combat. Thus, units in a single hex
can attack more than one hex. The only require-
ment is that all attacking units must be adjacent
to all defending units.

{9.24} A given unit’s Attack and/or Defense
Strength is always unitary; that is, it cannot be
divided among different combats either for attack
or defense.

[9.3] DEFENSIVE AND OFFENSIVE
COMBAT BENEFITS

[9.31] Units defending in certain types of terrain
receive a defensive benefit. The COMBAT
RESULTS TABLE is composed of a series of
Combat Ratio columns, with the results generally
improving for the Attacker as one moves to the
right (to “‘higher’” odds) on the table. Hence,
defensive benefits are always expressed in column
shifts to the Jeft. For example, if a unit in a Town
hex is attacked, the defensive benefit is 1 column
to the left (-1). So, an attack that has odds of
“3-1” would actually utilize the “2-1”” column to
cross-reference with the die roll.

19.32] A defending unit can obtain the defensive
benefit of a river (shifting 1 column to the left for
a Minor River and 2 columns to the left for a
Major River) only if all attacking units are attack-
ing across river hexsides. If one or more attacking
units is not attacking across a river hexside, then
the defender does not obtain any defensive
advantage from the river.

[9.33] Terrain effects on combat are cumulative.
For example, a unit defending on a hill behind a
Minor River would have a defensive benefit of -3
columns.

[9.34] The bocage country is delineated on the

map by unit defending in a Clear or Light Woods -

hex in bocage country has a defensive benefit of
one shift to the left. ‘

[9.35] See the TERRAIN EFFECTS CHART
(Case 6.8) for a complete list of the defensive
benefits of terrain.

[9.36] If all German units involved in any
combat are in the Command Radius (see Case
10.1) of one German Headquarters unit, they
receive a benefit of 1 column shift to the left on
defense, and 1 column to the right on offense (see
Case 10.2, Characteristics of Headquarters
Units).

[9.37] In any arcack (only) made by German
units, if one or more Tiger tank battalions is
involved, the Germans receive a benefit of 1
column shift to the right. The benefit can never
be greater than 1 column, regardless of how
many battalions are involved in the attack.
[9.38] Should an attack including a Tiger tank
battalion be made by the German Player such
that all units involved are within the Command
Radius of one German Headquarters unit, the
offensive benefit would be a shift of 2 columns
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on the COMBAT RESULTS TABLE.

[9.39] In any attack made by the Allied Player
where at least one of the units involved in the
attack is within the Command Radius of the
American Headquarters unit (Patton), the Ameri-
can attack receives an offensive benefit of either 1
or 2 column shifts to the right (see Case 10.26).

[9.4] COMBAT RESOLUTION

Combat odds are always rounded down (in favor
of the defender). For example, an attack with a
combined Attack Strength of 26 against a group
of units defending with a strength of 9 (26 to 9)
would be rounded down to the next lowest
Combat Ratio column on the COMBAT
RESULTS TABLE: “2to 1 That column
would be used to resolve the attack.

[9.5] COMBAT RESULTS TABLE
See the COBRA map.

[9.6] EXPLANATION OF COMBAT
RESULTS

Each of the units in COBRA has a number of
strength levels called steps. The results on the
COMBAT RESULTS TABLE are expressed in
terms of steps lost, or hexes retreated (the losing
Player has the option of either retreating or
standing and taking the losses).

[9.61] Battalions and Headquarters units each
have 1 step. Therefore, if a battalion or Head-
quarters unit incurs a 1-step loss, it is eliminated.
[9.62] Regiments, brigades, and German Static
divisions each have 2 steps, the second step being
printed on the reverse side of the counter. Should
such a unit incur a 1-step loss, it is flipped over
to its weaker strength. Should it then incur
another 1-step loss, it would be eliminated. Note
that several units (mostly German) begin the
game already reduced 1 step.

[9.63] Allied divisions have 4 steps. The first
and second steps are represented by the front and
back of the counter, respectively. If a division is
reduced by 2 steps, that fact is indicated by
placing an Allied Step-loss Marker on top of the
counter that represents the division, with the “6”’
face up. The 6 is the unit’s current Combat
Strength, reduced 2 steps. Should an Allied
division be reduced 3 steps, the Step-loss Marker
is flipped over so that the 3 is face up. A fourth
step loss would eliminate the division.

[9.64] All Combat Results are expressed in
terms of steps lost or hexes retreated. An “e”
result means all steps for the Attacking units are
lost, and no retreat option is possible.

[9.65] A number result (e.g., 1, 2) means the
affected unit(s) must lose the indicated number of
steps or retreat all units in that combat that given
number of hexes. The Player whose units are so
affected cannot take a step loss and retreat; he
either retreats or takes step losses.

When a loss of 1 step (or more) is required or
chosen, this does not mean 1 step is removed
from each affected unit. It means the defender (or
attacker) removes 1 step from one unit involved.
Example: If three Allied units are defending
against a German attack, and the CRT shows a
result of ““-/1”, the Allied Player has the option
of either reducing one of his units (thus eliminat-
ing the 1 step) and leaving the units in place, or
retreating all three units 1 hex.

[9.66} Some results on the CRT are “split”
results {eg: “1/1”°). In a split result the defender
always takes his result first, whether it is a step
loss or a retreat. Then the attacker takes his
result. If any artacking units remain in the origi-
nal hex, they can advance after combat, provided
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the defending hex has been vacated. The
defender can never advance in a split result. A
split result halts an Overrun (see Case 6.52).

[9.7] RETREATS

[9.71] Retreats are always optional. The Player
can choose to lose steps rather than retreat (see
Case 9.65). However, a unit can never retreat
into or through an Enemy unit or an Enemy
Zone of Control, unless the hex in an Enemy
ZOC is occupied by a Friendly unit. Units
cannot retreat through Impassable hexsides or off
the map.

[9.72] Retreats of units are always conducted by
the owning Player, within the parameters of Case
9.73. Units in a stack can be retreated in differ-
ent directions.

[9.73] Retreating units must, if possible, retreat
into a vacant hex. If no vacant hex is available,
the units can retreat into or through a hex occu-
pied by a Friendly unit. Units cannot retreat into
a hex in violation of stacking restrictions; units
forced to do so are eliminated. Thus, if two
German units were forced to retreat into or
through a hex occupied by two other German
units, only one retreating unit could successfully
retreat; the other would be eliminated because it
would violate stacking restrictions.

[9.74] Units can retreat through other Friendly
units, within the bounds of Case 9.73, without
disturbing the non-retreating units. The non-
retreating units are not affected by the retreating
units; they do not have to move out of the way of
the retreating units.

[8.75] If a unit is forced to retreat into a
Friendly-occupied hex and that hex then under-
goes attack (regular or Overrun), the retreated
unit does not add its Strength to the units in the
hex. However, if that new hex suffers any combat
result (loss or retreat), the previously retreated
unit is automatically eliminated, regardless of
whether the Player decides to retreat or take step
losses in that Game-Turn.

[8.76] If a US infantry division with a Truck
Marker on top is retreated, the Truck Marker is
removed.

[9.77] A retreating unit must be retreated as far
away (in hexes) as the Combat Result indicates
from the hex it occupied when the combat or
Overrun was resolved. If this is not possible, the
Combat Result must be satisfied by step losses.

[9.8] ADVANCE AFTER COMBAT

[9.81] Whenever an Enemy unit is forced to
retreat (or is eliminated) and leaves the-hex
vacant as a result of combat, it will leave a path
of vacant hexes behind it called the Path of
Retreat. Any or all Friendly victorious units that
participated in the combat are allowed to advance
along the Enemy Path of Retreat.

{9.82] The advancing victorious units can cease
advancing in any hex along the Path of Retreat.
[9.83] Advancing victorious units can ignore
Enemy Zones of Control.

[9.84] An advancing unit cannot stray from the
Path of Retreat (however, see Case 9.86).

[9.85] The option to advance must be exercised
immediately, before any other combat resolution.
Units are never forced to advance after combat
(but see Cases 6.51 and 6.57). Afier advancing,
units cannot attack (or cannot be attacked, if they
are advancing defending units) in that Phase (see
Case 9.14), even if their advance places them
adjacent to Enemy units whose battles are yet to
be resolved or who were not involved in combat.
However, advances are useful in cutting off the
retreat of Enemy units whose combat has not yet




been resolved.

[9.86] If all units in a hex are eliminated, the
victorious units can advance a maximum of 2
hexes after combat. The first hex must be the hex
formerly occupied by the destroyed unit(s); the
second hex can be any empty hex. Exception:
Case 9.89.

[8.87] Any victorious unit can advance after
combat, whether it was the attacker or defender
in the battle fought (however, see Case 9.86).
[9.88] Advance after combat does not apply to
Overrun, which is part of movement.

9.0 CONTINUED

10.0

[9.89] A unit that advances into a Bocage hex
cannot advance any further, regardless of how far
the defending unit has retreated.

[9.9] ALLIED INTER-ARMY COOP-
ERATION

[9.91] American units can participate in attacks
with French units, and vice versa. British units
can participate in attacks with Canadian and/or
Polish units, or vice versa. However, Canadian/
British/Polish units cannot cooperate in attacks
with American/French units.

E’zs gorps ard Army

LGen Patton

(8)12

German Headquarters units represent Corps
Headquarters. The American Headquarters unit
represents the leadérship of the Third Army (or,
more particularly, Patton). Headquarters units
represent a focal point for leadership and training
advantages. German combat units within Com-
mand Radius of a German Headquarters unit
realize a benefit on either offense or defense.
American combat units within the Command
Radius of Patton can gain a benefit on offense

(only).

[10.1] THE COMMAND RADIUS

The Command Radius is the maximum distance
in hexes which a combat unit can be from HQ to
realize any benefits in combat due to that Head-
quarters unit. It is traced to the using units

A unit must be in supply to use its full Combat
Strength and Movement Point Allowance. If a
unit is not in supply, it is penalized with respect
to movement and combat capabilities.

Note: In order to attack, the Allied Player must
expend a Supply Point (see Section 12.0).

Supply determination for movement purposes is
made at the beginning of each Movement Phase.
Thus, a unit in supply at the beginning of a
Movement Phase can move its full Movement
Point Allowance. If a unit starts a Movement
Phase not in supply, even though it can either be
moved into supply or have a supply line opened
up to it, it is still considered out of supply for
that entire Phase. Units are determined to be in
supply for combat purposes at the instant of
combat; therefore, if an attacking unit had been
in supply at the beginning of the Combat Phase,
but a preceding combat had cut its line of supply,
the attacking unit would not be in supply for its
own combat. To be in supply, a unit must be able
to trace a line of supply source.

through any path of traversable hexes that are
free of Enemy units or Enemy ZOC’s. For this
purpose, Friendly units negate Enemy Zones of
Control in the hexes that they occupy.

[10.2] CHARACTERISTICS OF
HEADQUARTERS UNITS

[10.21] Headquarters have a Movement Point
Allowance of 12. They are treated as mechanized
units, paying mechanized terrain costs and
moving during the Mechanized Movement
Phase.

[16.22] Headquarters units do not exert a Zone
of Control. They have no Combat Strength and
can never attack. If stacked with a combat unit,
they contribute no Combat Strength to the total
strength of the defense; however, if attacked
alone in a hex, they defend with a strength of
“1r .
[16.23] Each Headquarters unit is considered to
be 1 full step for purposes of combat losses. If a
Headquarters unit is in a stack of units suffering
a combat loss, the owning Player can choose to
eliminate the Headquarters unit to satisfy the
required step loss.

{10.24] Headquarters units do not count against
the stacking limitations (see Case 7.2). Headquar-
ters are never required to be stacked with

[11.1] SUPPLY DETERMINATION

A unit is determined to be in supply if a path of
hexes, free of Enemy units or their Zones of
Control, can be traced to the Player’s supply
source. This hex path (supply line) can be any
number of traversable hexes in length and as
convoluted as is necessary. For the purposes of
supply, Enemy Zones of Control are negated in
hexes occupied by Friendly units. Supply lines
can be traced through any type of terrain except
Impassable hexsides and all-Sea hexsides.

[11.2] GERMAN SUPPLY SOURCE

German supply lines must be traced off the
eastern edge of the map, which is any hex from
5101 through 5134, inclusive.

[11.3] ALLIED SUPPLY SOURCE

Allied supply lines must be traced off the north-
ern edge of the map, anywhere between hexes
0101 and 3701, inclusive.
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[8.92] In other words, only British/Canadian/
Polish or American/French units can be involved
in a given attack, not units from both groups.
[9.93] All Allied units can stack with each other;
there is no further restriction on which units can
stack with each other aside from those listed in
Case 7.1. In addition, if a hex containing Allied
units is attacked by the German Player, the
Combat Strength of all units in the hex is totalled
for defensive purposes, regardless of nationality.

any other units.

[10.25] German Headquarters units can be
utilized to give a combat bonus, both offensive
and defensive, to German combat units. In any
attack, if all attacking German combat units are
within the Commeand Radius of one German
Headquarters unit, the attackers realize a benefit
of a 1-column shift to the right on the COMBAT
RESULTS TABLE. In any defense, if all defend-
ing German units are within Command Radius
of any German Headquarters unit(s), the
defenders realize a benefit of a 1-column shift to
the left.

[10.26] The American Headquarters unit can
give any one attack a combat bonus of 4 2
columns, or it can give any two attacks a 4+ 1
combat bonus each in any one Game-Turn, if one
of the US units in each attack is within Com-
mand Radius of the American Headquarters. The
American Headquarters never gives a defensive
bonus.

[10.27] Headquarters units can give Overruns an
attack (and, for Germans, defense) bonus.
[10.28] No Headquarters unit that is unsupplied
or in an Enemy-controlled hex can give any
combat bonus.

[10.28] For supply and retreat, a Headquarters
unit does not negate Enemy ZOC’s in the hex it
occupies.

[11.4] EFFECTS OF BEING OUT OF
SUPPLY

[11.41] Any unit that is not in supply has its
Movement Point Allowance and Combat
Strength halved. All fractions are rounded up.
Thus, an out-of-supply 7-12 German Panzer
regiment has a Combat Strength of 4, and a
Movement Point Allowance of 6.

[11.42] A unit’s Combat Strength can never be
reduced below 1.

[11.43] Units can remain out of supply indefi-,
nitely; they are never eliminated for lack of
supply.

[11.44] Units can attack when out of supply.
Such an “unsupplied’ attack nevertheless
requires the expenditure of a Supply Point; see
Case 12.2. Units cannot conduct Overruns when
out of supply (since by definition, they would not
have divisional integrity).

[11.45] Supply for Overrun is judged at the
instant of Overrun, just as in combat.




Each Game-Turn, the Allied Player receives 3
US Supply Points and 3 British/Canadian Supply
Points. In order to initiate any combat, the Allied
Player must expend a Supply Point. For each
separate combat that he resolves, the Allied
Player must expend 1 Supply Point. Supply
Points can be accrued from Game-Turn to Game-
Tarn. The number of Allied attacks is also
restricted by the Command Limits of the US and
British/Canadian armies.
[12.1] ACCRUAL OF SUPPLY
POINTS AND THE USE OF
THE SUPPLY POINTS TRACK
[12.11] At the start of the game, the Allied
Player places his US Supply Points Marker on
the “0”” Box of the SUPPLY POINTS TRACK
and his British/Canadian Supply Points Marker
on the “3” Box.

BrCan us
Supply Supply

[12.12] During the Supply Phase of the first
Game-Turn of the game, and every Supply Phase

GENEBAL RULE

During his Replacement Phase, each Player can
take replacements by “adding a step” to units
that have been reduced due to combat.

PROCEDURE =
For any unit eligible to receive a replacement
step, the Player flips that unit over to its full-
strength side (or, if it is an Allied division

reduced 2 or 3 steps, either flips over the Step-

During his Initial Movement Phase, each Player
can deploy on the map and move any friendly
reinforcements that are due.
PROCEDUREL.
The TURN RECORD TRACK indicates
whether any reinforcements are due each Player
in any given Game-Turn; the reinforcement
schedule itself is, in effect, printed on the
counters. Each unit that is taken as a reinforce-
ment has the Game-Turn in which it arrives
printed on it. Any reinforcements can be moved
onto the map at any point during a Player’s
Initial Movement Phase.

thereafter for the rest of the game, the Allied
Player receives 3 US Supply Points and 3 British
Supply Points. He moves the US Supply Points
Marker to the “3” Box of the SUPPLY POINTS
TRACK and the British/Canadian Supply Points
Marker to the “6”” Box, to mark the fact that he
now has 3 US Supply Points and 6 British/
Canadian Supply Points accrued.

{12.13] Should the Allied Player initiate any
attacks during the course of Game-Turn 1, he
adjusts his Supply Point Markers accordingly, to
reflect the expenditure of Supply Points (1 per
attack). Each Supply Phase, the Allied Player
adjusts his Supply Points Marker to reflect the
addition of 3 Supply Points to both the US and
British/Canadians, so that the SUPPLY POINTS
TRACK will always accurately display the
number of Supply Points currently available to
the Allied Player.

[12.2] EXPENDITURE OF SUPPLY
POINTS

[12.21] For each attack made by British, Cana-
dian, or Polish units, the Allied Player must
expend 1 British/Canadian Supply Point, and
adjust the Supply Points Marker accordingly. No
British, Canadian, or Polish unit can attack any
German forces if there is not (at least) 1 British/
Canadian Supply Point available to be expended.
[12.22] For each attack made by American units,

loss Marker or removes it altogether, as appropri-
ate)

[13.1] RESTRICTIONS ON THE USE
OF REPLACEMENTS

{13.11] No unit can receive a replacement step
unless it is at least 3 hexes away from the nearest
Enemy unit and is in supply.

[13.12] No unit can receive more than I replace-
ment step in any one Game-Turn (i.e., even

[14.1] WHERE REINFORCEMENTS
ENTER THE MAP

Allied reinforcements enter the map along the
north edge, between hexes 0101 and 3701,
inclusive. German forces enter the map along
either the eastern, northern (east of 4101), or
southern edges of the map. Each German unit
has the letter of the edge (E, N, or S) on which it
can be brought in printed on the counter. If more
than one letter is printed on a unit, the German
Player can then choose either map edge. Rein-
forcements cannot be placed on the game-map
directly into an Enemy Zone of Control.
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or by the French Armored Division, the Allied
Player must expend 1 US Supply Point, and
adjust the US Supply Points Marker accordingly.
No American units {or the French Armored
Division) can attack any German forces if there is
not at least 1 US Supply Point available to be
expended.

[12.23] US and British/Canadian Supply Points
are not interchangeable or exchangeable. The
Allied Player cannot sustain an attack by Ameri-
can units utilizing a British/Canadian Supply
Point, or vice versa.

[12.24] Supply Points are never expended for
Overruns, which are movement and not combat.

[12.3} COMMAND LIMITS
[12.31] British/Canadian Command Limit

The Allied Player can never conduct more than
five attacks (and five Overruns) with British,
Canadian, or Polish units in any one Player-
Tarn.

[12.32] US Comzmand Limits ;

During Game-Tuarns 1, 2, and 3, the Allied
Player cannot-conduct more than four attacks
(and four Overruns) with US (or French) units
per Player-Turn. During Game-Turns 4 and 5,
the Allied Player can conduct a maximum of five
attacks (and five Overruns) with US/French
units. Starting with Game-Turn 6 and in all
following Game-Turns, the Allied Player can
conduct up to six attacks (and six Overruns) with
US/French forces.

though an Allied division-sized combat unit can
have been reduced more than 1 step, only one
step loss can be restored in any one Game-Turn).

{13.2] RESTRICTIONS ON THE
NUMBER OF REPLACE-
MENTS

[13.21] Up to one German Panzer or Panzer-
grenadier regiment, and up to two German
infantry units can receive a replacement step
after each Game-Turn. These Game-Turn allow-
ances cannot be accumulated.

[13.22] The Allied Player can have as many of
his units receive replacements as he wishes in any
Game-Turn, within the restrictions of Case 13.1.

{14.2] STATE AND USE OF REIN-
FORCEMENTS

[14.21] Reinforcements enter the game-map with
the side of the counter that has the Game-Turn
printed on it face-up. Note that a few units
(German) enter the game in a reduced state.
[14.22] The first hex (along the edge of the map)
in which a reinforcement unit is placed costs that
unit 1 Movement Point (regardless of the ter-
rain). The unit can be moved normally up to its
full Movement Point Allowance.

[14.23] Reinforcements can engage in combat
during the turn they enter the map.




15.0

In every Allied Player-Turn in which there is
Clear weather, the Allied Player has the use of 6
Air Points. In every Allied Player-Turn in which
the weather is Overcast, the Allied Player has the

L v . .
Victory in the COBRA™ game is determined
according to Victory Points. At the end of the
game, the Players total up the number of Victory
Points each receives for destroying units, exiting
units off the map, and (for the German Player)
getting units in a position to exit them to the east
at the end of the game.

16.0

17.0

use of 3 Air Points. When the weather is Storms,
he cannot use any Air Points.

Air Points can be applied, 1 per attack, to shift
the combat ratio 1 column to the right. Alterna-

16,1] GERMAN PLAYER VICTORY
POINTS

The German Player receives Victory Points for
the following:
Victory Points for Allied Units Eliminated:

2 VP’s for each Allied infantry regiment or
brigade

2 VP’s for Allied HQ

4 VP’s for each US and French armored

regiment or brigade

For experienced players.

Players who are thoroughly familiar with SPI
games can grasp the rules to this game quickly by
reading this summary and simply scanning the
rest of the rules. This summary is an infor-
mal part of the rules and does not in any
way supersede them. If the Player has any
doubt about a rule, he should refer to the specific

Case, not this summary.
1. Set up the game and look at the charts.

2. The set-up hexes and reinforcement turns are
printed directly on the counters.

3. The Sequence of Play is symmetrical and has
logistics, movement, combat, and Mechanized
Movement Phases.

4. The COMBAT RESULTS TABLE is a ratio

CORA“" Exansion Set Rules

Included in this special second edition of the COBRA game is an Expansion Set that
contains a new map and 200 counters. When combined with the COBRA game
components and with the Expansion Set rules (provided later in this booklet), it
allows players to simulate the entire Normandy campaign. Players who wish to
recreate only the break-out should use just the COBRA rules and compenents.

7 v

| |
The EXPANSION SET makes it possible to play
out the entire Normandy campaign from D-Day
(6 June 1944) through the destruction of the
German Army in the West at Falaise (23 August
1944). All COBRA rules, both maps, the

EXPANSION SET counter sheet, and 48 of the
counters from the COBRA counter sheet are
used in play of the Expanded Game. Some
modifications to the COBRA rules are noted in
these EXPANSION SET rules, Wherever the
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tively, once per Game, the Allied Player can
““carpet bomb’” any 1 hex by using 6 Air Points.

SE - :
[15.1] COMMITTING AIR POINTS

When the Allied Player has Air Points available,
he must announce (at the beginning of his Com-
bat Phase) to which ground attacks the Air Points
will be applied. He must announce this before he
resolves any combat. If some Air Points are not
used, they are not accrued. When the Allied

6 VP’s for each Allied infantry division or
British/Canadian or Polish armored
brigade

3 VP’s per Game-Turn per US division, or

fraction thereof, that fails to exit by the
end of Game-Turn 7 (as required by
Case 16.2)

Victory Points for Exiting German Units:

1vpe for each static division, each HQ, and
each regular infantry regiment exited
via the east edge of the map.

3 VP’s for each Panzer/Panzergrenadier regi-

ment that is exited via the east edge of
the map, or that is positioned east of

table with terrain defense advantages
expressed in terms of CRT column shifts to
the left.

The WEATHER TABLE affects German
movement and the availability of Allied Air
Points. Allied Air Points can be used to shift
the CRT column 1 to the right on Allied
attacks. Once per game, the Allied Player can
use all 6 Air Points to perform a carpet bomb-
ing attack against any German hex (automatic
6 to 1 on the CRT).

6. Supply Points must be spent for each Allied
attack. Number of Allied attacks per turn
cannot exceed the Command Limit. Both of

n

The COBRA™ EXPANSION SET is a regimen-
tal/divisional scale simulation of the Altied
invasion of Normandy and the subsequent battles
that led to the Allied break-out in July, 1944.
Each Game-Turn except the first is equivalent to
three days of real time, and each hex represents a
distance (across) of 3.2 kilometers. The EXPAN-
SION SET is designed for use with COBRA. It
cannot be used alone.

EXPANSION SET rules contradict the COBRA
rules, the EXPANSION SET rules take prece-
dence. Unless specifically contradicted by the
EXPANSION SET, however, all COBRA rules
apply throughout the game.




Player exercises his option to perform the once-
per-Game carpet bombing attack, he must com-
mit 6 Air Points to that mission; i.e., the weather
must be Clear.

[15.2] ASSISTING GROUND
ATTACKS

Only 1 Air Point can be used to assist a given
ground attack. Adding this Air Point has the
effect of shifting the Combat Results ratio 1
column to the right. There are no terrain, range,

hex row 3900 (Falaise) and is in supply.
A supplied regiment east of hex row
3900 must either be free of Enemy
Zones of Control, or it must be dis-
engagable in the hypothetical 14th
German Player-Turn in order to receive
these Victory Points.

[16.2] ALLIED PLAYER VICTORY
POINTS

The Allied Player receives Victory Points for the
following:

Victory Points for German Units Elimi-
nated:

these items are listed on the TURN RECORD

TRACK.

7. Zones of Control halt movement, and cut
supply and retreat in hexes not occupied by
Friendly units.

8. Supply lines are traced to the east edge for the
Germans; they are traced to the north edge
(west of 3701) for the Allies.

9. Stacking Limit is one division or equivalent
per hex. Limit applies at end of Movement
Phase and applies at all times during other
Phases. A British/Canadian brigade is equal to
half a division; other brigades and regiments,

or other restraints upon the use of an Air Point
in an attack. Single Air Points cannot be used to
attack Enemy units independent of ground
attack. Air Points cannot be used defensively, or
in conjunction with Overruns.

{15.3] CARPET BOMBING

Carpet bombing requires that 6 Air Points be
committed to a single Enemy-occupied hex. The
bombing is resolved in the Allied Combat Phase,
before any other attacks take place. Carpet

1vP for each static division, each regular
infantry regiment, and each Headquar-
ters

3 VP’s for each Panzer/Panzergrenadier regi-
ment or Tiger tank battalion

Victory Points for Exiting US Mechanized

Units:

6 VP’s for each US armored regiment or
brigade that exits through the west
edge of the map, hexes 0123 through
0134, on or before the end of Game-
Turn 4.

4 VP’s for each such unit exited Game-Turn 5.

2 VP’ for each such unit exited Game-Turn 6.

one-third. Stacking limits can’t be exceeded,
even fractionally.

10. Retreat is made by owning Player; Player
either retreats indicated number of hexes, or
takes it in step losses. Victorious Player can
follow up retreat path (or advance 2 hexes if
loser is eliminated), except in bocage area,
where there can only be a 1-hex advance
after combat.

11. Units can disengage from Enemy Zone of
Control by spending 2 additional Movement
Points. Disengaging unit cannot enter
Enemy ZOC at any time during that Move-
ment Phase.
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bombing is always resolved using the “6-1”
column on the Combat Results Table. The ratio
is never shifted left or right for any reason.
German units that undergo carpet bombing must
take all losses in terms of steps, not retreats.
Allied units cannot attack the hex that was carpet
bombed in the same Combat Phase. Allied units
entering the carpet-bombed hex in the ensuing
Mechanized Movement Phase can move no
further that Phase. In the following Game-Turn,
the hex returns to normal status.

1ve for each such unit exited Game-Turn 7.
[16.3] VICTORY POINT SCHEDULE
After the Victory Points are totaled at the end of

the game, Players subtract the German total from
the Allied total to determine the level of Victory.

Level of Victory Differential
Allied Decisive + 31 or more
Allied Operational +21to +30
Allied Marginal +11to +20
Draw (historic result) Oto +10
German Margin -10to -1
German Operational ~ -20to -11
German Decisive -21 or less

12. German HQ units within range of attacking
units shift CRT column 1 in their favor in
both offense and defense. US HQ works only
on offense for US units.

13. Tiger tank battalions shift 1 column on
offense.

14. Each Allied Command Point enables one
attack and one Overrun per Player-Turn.

15. Read word-for-word Cases 6.3 (Mechanized
Units), 6.4 (Effect of Weather), 6.5 (Over-
run), and 7.2 (Divisional Integrity).

{3.1] THE GAME MAP

The 22” * 34" mapsheet included in the
EXPANSION SET shows the Cotentin penin-
sula and the coastline of Normandy on which the
Allies landed in 1944. Throughout the rules, this
map will be referred to as the Expansion Map. In
cases where specific hex numbers are referred to,
hexes appearing on the Expansion Map will be
preceded by an “x,” and hexes appearing on the
COBRA™ map will be referred to in the normal
fashion.

Both mapsheets are used in play of the Expanded
Game. To set up the playing surface, first spread
out the COBRA map. Then lay out the Expan-
sion Map so that the southernmost hex row on
that map (the x0021 hex row) overlaps the north-
ernmost (0001) hex row on the COBRA map.
Use small pieces of masking tape at the corners
of the mapsheets to keep them in place during

play.

[3.2] GAME CHARTS AND TABLES

Because the Expansion Map contains four new
types of terrain (Marsh, Supply Head, Defense
Zone, and Fortress), a new TERRAIN KEY and
TERRAIN EFFECTS CHART have been
printed on the Expansion Map. These are used
exclusively in the Expanded Game. Ignore the
TERRAIN KEY and TERRAIN EFFECTS
CHART printed on the COBRA map when
playing the Expanded Game.

In addition, a new TURN RECORD TRACK,
covering the period from 6 June through 15 July
1944, is provided. The numbered Game-Turns
on this track are preceded by an “x” to distin-
guish them from COBRA Game-Turns. When
playing the Expanded Game, the Game-Turn
Marker is placed on the TURN RECORD
TRACK on the Expansion Map at the start of
play and is moved along that track until the end
of Game-Turn x14. The Game-Turn Marker is
then moved to the Game-Turn 1 Box of the

COBRA TURN RECORD TRACK and is
moved along it until the end of Game-Turn 13.
At that point, the game is over. Both TURN
RECORD TRACKS present the same informa-
tion in exactly the same fashion except that
several additional symbols appear on the Expan-
sion Map TURN RECORD TRACK. These
include:

*  (used to indicate that all Allied units are
in supply throughout the Game-Turn, and
do not need to expend Supply Points or
observe Command restrictions)

*C  (used to indicate the last Game-Turn on
which the Allied Player gets VP’s for
withdrawing his surviving Commando
units)

*P (used to indicate the last Game-Turn on
which the Allied Player gets VP’s for
withdrawing his surviving US Paratroop
units)




Finally, the Expansion Map also includesa
SCATTER DIAGRAM, BRITISH REIN-
FORCEMENT TRACK, US REINFORCE-
MENT TRACK, ALLIED WITHDRAWN
UNITS BOX, ALLIED DESTROYED UNITS
BOX, GERMAN DESTROYED UNITS BOX,
and VP TRACK. The uses of these elements are
explained later in the rules.

[3.3] The Playing Pieces
[3.31] New Counters

Included in the EXPANSION SET is a new
sheet of 200 counters. Most of these are units
already represented in the COBRA™ game, but
some new units and markers are also presented.
In all cases, the information on the units in the
EXPANSION SET is organized in the same
manner as the information on the COBRA game
counters. However, two variations are employed.

l) The Combat Strengths and Movement Point
Allowantes of all units used in the Expanded
Game (including units in the original COBRA
counter sheet) have been underlined to assist
players in sorting Expansion units from units
used only in COBRA.

2) An “x” before a 4-digit number to the right of
the unit symbol indicates that the unit sets up
on that numbered hex on the Expansion Map.
An “x’ before a 1 or 2-digit number indicates
that the unit is a reinforcement that enters the
game on the Game-Turn of the Expanded

Except for German Delay units, each unit used
in the Expanded Game contains the number of
the hex in which it is set up at the start of the
game (if it is deployed at start) or the Game-Turn
in which it enters the game. These hex numbers
are printed on the unit counter on the side of the
unit which is face-up when it enters the game. At
the start of the game, the German Player sets up
his initially-deployed units on the map and sets
aside the rest of his units until they enter play as
reinforcements.

Except as modified below, the provisions of
Section 6.0 of the COBRA rules apply through-
out the Expanded Game.

[6.1] ALLIED MOVEMENT
RESTRICTION

[6.11] Paratroop units can’t move on Game-
Turns x1 and x2. They can retreat and advance
normally during combat.

[6.12] All Allied units have their printed Move-
ment Point Allowance halved on Game-Turns x1
and x2. British and Canadian infantry units
(which normally move up to two-thirds of their
printed Movement Point Allowance during their
Mechanized Movement Phase) move one-half of
their printed Movement Point Allowance during
their Initial Movement Phase and one-third of
their printed Movement Point Allowance during

3.0 CONTINUED|

Game referred to (x11 - the 11th Game Turn,
etc.). Units that contain a 1 or 2-digit number

without an “x” are reinforcements entering the
game during a Game-Turn listed on the original

COBRA TURN RECORD TRACK.

The new counters in the EXPANSION SET
include Commando units, German Delay units
(representing unit remnants, Ost battalions, and
other units too small to portray as actual combat
units), VP Markers (moved along the VP
TRACK to record the German accumulation of
VP’s for forcing Allied abandonment of Beaches,
controlling Cherbourg, and Allied failure to exit
units when required), and Activation Markers
(used to indicate when a Supply Head other than
a Beach Supply Head is Activated).

[3.31] Sample Commando Unit

2-8

485
&

X1

485

All Allied units are reinforcements, and all are
placed in either the US or the BRITISH REIN-
FORCEMENT TRACK, or in the PARA-
TROOP or COMMANDO BOXES at the start
of the game. Every Allied unit in the Expanded
Game is pictured in one of these tracks or boxes,
and the Allied Player initially sets up his units on
their pictures. The Game-Turn on which each
Allied unit enters the game as a reinforcement is
indicated opposite the unit’s picture. Unless
otherwise noted, all Allied reinforcements enter

their Mechanized Movement Phase on Game-
Turns x1 and x2.

[6.13] Allied units must expend 4 Movement
Points (in addition to the normal cost to enter the
hex) to enter a hex occupied by a German Delay
unit. The Delay unit is destroyed whenever an
Allied unit enters its hex.

[6.2] GERMAN MOVEMENT
RESTRICTIONS

[6.21] German units pay double the normal
Movement Point cost to enter a hex that is next
to an Allied Paratroop unit during Game-Turns
x1 and x2 (regardless of whether the hex is
actually in a Paratroop unit ZOC).

[6.22] At the beginning of the German Initial
Movement Phase of Game-Turn x1, the German
Player rolls two dice. The result is the maximum
number of units of his choice (other than rein-
forcements) that he can move during the Initial
Movement Phase of Game-Turn x1. Reinforce-
ments do not count against this limit.
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[3.33] Sample Markers

(Insert Counter Diagram 18 here.)

(Insert Counter Diagram 19 here.)

VP
xi

Carentan

O
Active VP

x10

[3.4] PARTS INVENTORY

The complete COBRA Expansion Set
includes the following parts:

One 22" x 32” Expansion Map

One sheet of 200 die-cut counters (200 pieces,
printed front and back)

One Expansion Rules Booklet (bound into
COBRA™ Game rules)

the game during the Allied Initial Movement
Phase.

When all units have been set aside, deployed on
the map, or placed in an appropriate box, then
the VP Markers are placed in the “0” Box of the
VP TRACK, the Game-Turn Marker is placed in
the “x1”” Box of the TURN RECORD TRACK,
and the Supply Markers ‘are placed in the “0”
Box of the SUPPLY POINTS TRACK, which is
on the original COBRA map. All other markers
are set aside until needed during play. Note:
There are no Active Supply Heads at the start of
the game, and all Supply Head Activation Mark-
ers are set aside until used.

[6.3] EXITING THE MAP

[6.31] In some cases, players are instructed to
exit units from a map edge. Units exited from the
map are permanently removed from play. They
never reenter the game.

[6.32] Units can only exit from a map edge
during a Friendly Movement Phase by paying 1
Movement Point to do so. They can never exit

-the map during a Combat Phase.

[6.4] WEATHER EFFECTS

[6.41] The weather rules presented in the
COBRA rules are unchanged except as noted in
this section.

{6.42] The weather throughout Game-Turns x1
and 1 is always Clear.

[6.43] The weather during the German Player-
Turn of Game-Turn x2 is Overcast. The weather
during the Allied Player-Turn of Game-Turn x2
is Storms.

[6.44] The weather throughout Game-Turn x6 is

" always Storms.

[6.45] The Players must roll for weather on
Game-Turns x3 through x5 and x7 through x14




The Expanded Game Sequence of Play is identi-
cal to the COBRA™ game Sequence of Play,
except that the German Player-Turn of Game-
Tarn x1 is preceded by a special Landing Phase.
This Landing Phase consists of the following

steps, executed in exactly the order set forth below:

Step 1: The Allied Player deploys his nine
Paratroop units, two Commando units, and
all of the units in the x1 Boxes of the US
and BRITISH REINFORCEMENT
TRACKS on the map. Units on a REIN-
FORCEMENT TRACK must be deployed
in any Beach hex of the Beach named in
their box on the REINFORCEMENT
TRACK. Commandos can be deployed on
any Beach hex or Coast hex within 6 hexes
of either a Gold, Juno, or Sword Beach hex.
British Paratroop units can be deployed on
any non-Coast, non-Beach hex within 6
hexes of any Beach hex of Gold, Juno, or
Sword Beaches. US Paratroop units can be
deployed in any non-Coast, non-Beach hex
within 8 hexes of hex x2315. All Paratroop
units must be deployed within 2 hexes (1
intervening hex) of another unit from the
same division. Units cannot be deployed in
Enemy-occupied hexes or in violation of
stacking restrictions. They can be deployed
in Enemy ZOC’s.

Step 2: The Allied Player rolls one die for each
Paratroop unit to determine if the unit
scatters. He can roll for unit scatter in any
order he wishes. British Paratroop units
and units of the US 101st Airborne division
scatter on a die roll of 6. Units of the US
82nd Airborne division scatter on a die roll
of 5 or 6.

Step 3: The Allied Player rolls one die for each
Paratroop unit that scattered in Step 2,
above. He compares the die roll result to
the SCATTER DIAGRAM printed on the
Expansion Map and moves the scattered
unit 1 hex in the direction indicated by the
die roll (for example, a roll of “4”” would

in exactly the same manner described in 6.4 of
the COBRA rules.

[6.5] OVERRUN

{6.51] Neither player can conduct Overruns on
Game-Turn x1. :

[6.52] Overruns are conducted as described in
Case 6.5 of the COBRA rules from Game-Turn
x2 until the end of the game.

[6.6] DISENGAGEMENT

[6.61] The German Player cannot disengage on
Game-Turn x1.

{6.62] Except for Case 6.61 above, disengage-
ments are conducted exactly as described in Case
6.6 of the COBRA rules throughout the game.

[6.7] SPECIAL TERRAIN

Marshes, Fortresses, Defense Zones
[6.71] Mechanized units cannot move into or out
of a Marsh hex except via a hexside containing a
road.

require that the unit be moved 1 hex due south).

Step 4: The Allied Player removes from the
game all scattered Paratroop units that
occupy Beach or Coast hexes, that are
stacked with a German unit, or that are
stacked with other Allied units in violation
of stacking restrictions.

Step 5: The German Player rolls one die for
each of his units that are within 2 hexes (1
intervening hex) of an occupied Beach hex.
On a result of 1-4, nothing happens. On a
result of 5 or 6, the German Player must
immediately (before making any other die
rolls) state how many steps of the affected
unit he will commit to Beach Defense and
which Beach hex the steps will defend. He
then removes this number of steps from the
unit. If the unit is completely destroyed, he
places it in the appropriate DESTROYED
UNITS BOX on the Expansion Map. The
unit does count for accumulation of Allied
VP’s. Note: The German Player is not
obligated to commit any steps to Beach
Defense.

Step 6: The German Player rolls one die for
each Allied unit deployed on the map,
except for Commando units that do not
occupy Beach hexes. He indexes the die roll
result with the appropriate Combat Ratio
column on the COMBAT RESULTS
TABLE to find a “Landing Attrition”
result. German units are not affected by the
result. Allied units suffer the number of
step losses indicated. They cannot retreat to
satisfy those losses. The Combat Ratios
used to resolve these “Landing Attrition”
die rolls are:

1-1 If the unit occupies a Beach hex of
Utah Beach.
1-2 If the unit occupies a Beach hex of

Gold or Juno Beach, or is part of
the US 82nd Airborne division.

[6.72] Allied units must stop moving upon
entering a Fortress or Defense Zone hex that has
not previously been entered by an Allied unit
prior to the current Movement Phase.

[6.8] TERRAIN EFFECTS CHART
See the COBRA Expansion Map.
[6.9] WITHDRAWAL

[6.91] Allied units (only) can “withdraw” from
the game during any Allied Movement Phase in
which the units being withdrawn at the begin-
ning of their Movement Phase occupy an Active
Supply Head. The unit being withdrawn expends
all of its Movement Points for that Phase to
withdraw. It is then immediately and perma-
nently removed from play. Unless destroyed
during withdrawal, it does not count for VP
accumulation. See Case 6.92.

[6.92] If a unit that is being withdrawn occupies
a hex in an Enemy ZOC at the start of the Phase

—————————-—————-—————-——j
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If the unit occupies a Beach hex of
Sword Beach, or is a Paratroop
unit of the British 6th division or
the US 101st Airborne division.

4-1 If the unit occupies a Beach hex of
Omaha Beach.

These Combat Ratios are modified as
follows:

a) Shift 1 column to the right for each step
that the German Player committed to
Beach Defense in that hex during Step 5,
if the unit occupies a Beach hex.

b) Shift a number of columns to the right
equal to the normal “Shifts Left” for the
terrain type the unit occupies, if the unit
is a Paratroop unit. For example, if the
unit is in a Minor City (Town) that
provides the defender with a shift of 1 to
the left during combat, the Combat
Ratio column used to resolve Landing
Attrition would be shifted 1 column to
the right.

Step 7: The Allied Player checks to determine if
all of the Allied units occupying a Beach
(not Beach hex) have suffered 2 or more
step losses as a result of Step 6. For each
Beach that meets this criterion, he rolls a
die. If the result is 6, nothing happens. If
the result is 1-5, the Allied Player must
immediately remove all units from that
Beach. These units are permanently
removed from play. They do not count for
VP accumulation, however. The Beach is
considered abandoned. It is now friendly to
the German Player and can’t be used for
supply or reinforcement until all hexes of
that Beach are once again made friendly to
the Allied Player (by an Allied unit already
deployed on the map entering the hex).
Reinforcements scheduled to enter the
game via this Beach must enter via some
other Beach (or Supply Head). For each
Beach (not Beach hex) abandoned by the
Allied Player, the German Player immedi-
ately accumulates 10 VP’s. He retains these
VP’s even if the Beach should subsequently
become friendly to the Allied Player.

in which it is being withdrawn, the German
Player makes an unmodified 3-1 attack against
the unit immediately before it is withdrawn.
German units are unaffected by this attack.
However, if the unit(s) being withdrawn suffers
any losses, it must take them as step losses (not
retreats). If these losses result in the destruction
of the unit being withdrawn, the unit is placed in
the appropriate DESTROYED UNITS BOX. It
then counts for VP accumulation instead of being
withdrawn. If the unit being withdrawn survives
the attack, then there is no further effect (and the
German Player gets no VP’s).

[6.93] There is no limit to the number of units
the Allied Player can withdraw from the game, or’
the number of Game-Turns on which he can
perform a withdrawal.




All COBRA™ game stacking restrictions apply
throughout the game. However, Activation
Markers and German Delay units do not count
for purposes of stacking restrictions. Germany
Kampfgruppen (those units other than Delay
units that contain a “KG”’ as their unit size) are
treated as regiments for stacking.

|GENERAL RULE:

Except as modified herein, the rules in Section
8.0 of the COBRA rules apply throughout the
Expanded Game.

(CASES:

{8.1] Delay units have no Zones of Control.

{8.2] Zones of Control extend out of, but not into

Fortress hexes.

(See COBRA rules.)
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Except as modified herein, the rules in Section
9.0 of the COBRA rules apply throughout the

Expanded Game.

[9.1] WHICH UNITS CAN ATTACK

[9.11] Mechanized units can only attack into or
out of a Marsh hex via a hexside containing a
road.

[$.12] German Delay units have no Combat
Strength. They can never attack or be attacked.
Their presence in hexes containing other Ger-
man units is ignored for purposes of combat, and
they can’t be eliminated or retreated to satisfy
step loss requirements. If all other German units
in a hex are destroyed, or if they retreat as a
result of combat, any Delay units in the hex are
automatically destroyed.

[8.2] MULTI-UNIT AND MULTI-HEX
COMBAT

(See COBRA rules.)

[9.3] DEFENSIVE AND OFFENSIVE
COMBAT BENEFITS

(See COBRA rules.)

[9.4] COMBAT RESOLUTION
(See COBRA rules.)

[9.5] COMBAT RESULTS TABLE
(See COBRA map.)

[8.6] EXPLANATION OF COMBAT
RESULTS )

[9.61] On Game-Turn x1, all combat results
must be taken as step losses. Units cannot retreat
to satisfy combat results until Game-Turn x2.
[9.62] Except as noted in Case 9.61 above, all
provisions of Case 9.6 of the COBRA rules are in
effect throughout the Expanded Game.

[9.63] To facilitate VP calculations, players
should place eliminated units in the
DESTROYED UNITS BOXES printed on the
Expansion Map. Then, at the end of the game, it
is only necessary to multiply the VP value of
units in the box by the number of counters in the
box to get their total VP value.

[9.7] RETREATS

[8.71] Mechanized units cannot retreat into or
out of Marsh hexes except through hexsides
containing a road.

[8.72] Except as noted in Case 9.71 above, all
provisions of Case 9.7 of the COBRA rules are in
effect throughout the Expanded Game.

[9.8] ADVANCE AFTER COMBAT

[9.81] A unit that advances into a Fortress,
Marsh, or Defense Zone hex cannot advance any
farther, regardless of how far the defending unit
has been retreated or whether the defending unit
was destroyed.

[8.82] Except as noted in Case 9.81 above, all
provisions of Case 9.8 of the COBRA rules are in
effect throughout the Expanded Game.

[8.9] ALLIED INTER-ARMY COOP-
ERATION

(See COBRA rules.)

Except as modified herein, the provisions of
Section 11.0 of the COBRA rules are in effect
throughout the Expanded Game.

[11.1] SUPPLY DETERMINATION
[11.11] Allied Supply is not determined during
Game-Turns x1 and x2. All Allied units are
considered in supply throughout both of those
Game-Turns, even if they are surrounded by
German units or German ZOC’s.

{11.12] Supply lines cannot be traced into or out
of Marsh hexes except through hexsides contain-
ing roads.

[11.13] Allied units cannot trace supply into or
out of hexes that are occupied by German Delay
units.

[11.2] GERMAN SUPPLY SOURCES

[11.21] In addition to the supply sources listed in
Case 11.2 of the COBRA rules, German units
are considered to be in supply whenever they
occupy a Fortress hex or Cherbourg Major City
hex that has never been entered by an Allied
unit.

[11.22] German units can trace a supply line to
any Cherbourg hex (x1207, x1307, x1308, x1208,
x1407) that has never been entered by an Allied
unit. There is no restriction on the number of
German units that can trace a supply line to
Cherbourg.

[11.3] ALLIED SUPPLY SOURCES

[11.31] Ignore Case 11.3 of the COBRA rules
during the Expanded Game. Instead, Allied units
are in supply only if they can trace a supply line
to an Active Supply Head.

[11.32] All Supply Heads begin the game as
Inactive Supply Heads friendly to the German
Player.

[11.33] All Beach hexes that are currently
friendly to the Allied Player (regardless of pre-
vious status) are Active Supply Heads.

[11.34] All Supply Heads that are not also Beach
hexes (except for those Supply Heads in hexes
%1207, x1307, and x1407) become Active Supply
Heads at the beginning of the fifth Game-Tarn
after an Allied unit occupies the hex. Thus, a
Supply Head that was friendly to the German
Player on Game-Turn x2 could not become an
Active Supply Head until Game-Turn x7.

To keep track of the delay between Allied entry
and activation of a Supply Head, place the
Supply Head Activation Marker for that Supply
Head in the box of the TURN RECORD
TRACK that represents the Game-Turn on
which the Supply Head will become active.
When the Game-Turn Marker is moved into that
box, place the Supply Head Activation Marker
face-up on the map in the Supply Head hex. If
the German Player recaptures the Supply Head
before the marker is placed on the map, remove
the marker from the TURN RECORD TRACK.
When the Supply Head is again friendly to the
Allied Player, replace the marker on the TURN
RECORD TRACK five boxes (four intervening
Game-Turn boxes) from the box currently occu-
pied by the Game-Turn Marker, and begin the
process all over.

{11.35] Supply Heads that are located along
Major Rivers instead of Coast hexes are consid-
ered Active for supply and reinforcement pur-
poses only if there is no German unit (other than
an HQ or Delay unit) next to any hexside of the
Major River that connects the Supply Head with
the sea. Thus, Carentan is not an Active Supply
Head if a German unit occupies any of the
following hexes: x2219, x2119, x2218, x2319,
x2318, x2418, %2417, x2518, x2517, or x2416.
Similarly, St. Vaast La Hougue is not an Active




Supply Head if x2309 or x2310 contains a Ger-
man unit, and Isigny is not an Active Supply
Head if x2519, x2518, %2517, x2618, or x2617
contains a German unit. The presence of Ger-
man units next to Major Rivers does not affect
the activation process described in Case 11.34. Tt
merely keeps the Supply Heads affected by those
units from being used for supply. ,
[11.36] Supply Heads x1207, x1307, and x1407
become Active Supply Heads at the beginning of
the tenth Game-Turn after the Game-Turn on
which they were last friendly to the German
Player. Follow the procedure in Case 11.34 for
indicating the status of these hexes.

[11.37] Once a Supply Head that is not a Beach
hex becomes an Active Supply Head, it remains

The Allied Player receives no Supply Points and
has no Command Levels on Game-Turns x1 and
x2. During these two Game-Turns, neither
Supply Points nor Command Points are required
for the Allied Player’s units to attack. Beginning
on Game-Turn x3, the Allied Player gets 3
British and 3 US Supply Points per Game-Turn
(except on Game-Turn x7, 22-24 July, when

[14.1] WHERE REINFORCEMENTS
ENTER THE MAP -

[14.11] German Reinforcements enter the map
via the map edge(s) listed on their counters as per
the COBRA rules.

[14.12] Allied units do not enter the game from
the north edge of the COBRA™ map as described
in the COBRA rules. Instead, Allied Reinforce-
ments enter the game as outlined in Cases 14.13
through 14.16 below.

[14.13] British-Canadian-Polish Reinforcements
can enter the game only by being placed on an
Active Supply Head east of the 3300 hex row
(exclusive).

[14.14] US-French Reinforcements can enter the
game only by being placed on an Active Supply
Head west of the 4200 hex row (exclusive).
[14.15} Reinforcements must pay the entry cost
to enter the terrain in the hex on which they are
placed when they enter the game.

{14.16] Allied Reinforcements (only) can enter
the game via a hex in an Enemy ZOC. This is an
exception to the COBRA rules.

[14.2] STATE AND USE OF REIN-
FORCEMENTS
[14.21] As in the COBRA rules, some units can
enter the game in a depleted state (with their
reduced side showing). These units are indicated
by having their Game-Turn of entry printed on
their reduced strength side.
[14.22] The British 27th Armored brigade
becomes available to enter the game during the
Allied Mechanized Movement Phase of Game-
Turn x1 and immediately undergoes an unmodi-
fied 1-3 attack. Any loss inflicted on the unit as a

11.0 CONTINUED

Active throughout the game so long as it is
friendly to the Allied Player. If an Active Supply
Head is captured by the German Player, it
becomes Inactive only as long as it is friendly to
the German Player. As soon as an Allied unit
enters its hex, it becomes Active again. Once
Activated, a Supply Head can change hands any
number of times during the game and still
become Active immediately upon once again
becoming friendly to the Allied Player. The
presence of German units next to Major Rivers
does not affect the status of a Supply Head for
purposes of this rule.

[11.38] The appropriate Supply Head Activation
Marker is placed on a Supply Head whenever
that Supply Head becomes Active. Once placed

damage to the Allied Mulberries resulted in a
sharp drop in the delivery of supplies). From
Game-Turn x3 until the end of the game, the
Allied Player must expend Supply Points in
order to attack, and he cannot execute more
attacks or Overruns than he has points in his
Command Levels, exactly as described in Section
12.0 of the COBRA™ rules.

result of this attack must be taken as a step loss.
The unit cannot retreat to satisfy the loss. Excep-
tion: The Allied Player can withhold the unit
until Game-Turn x2 or later, and the unit then
undergoes no attack.

[14.23] During each Game-Turn, beginning with
Game-Turn x2, the German Player can place a
maximum of one Delay unit on the map during
his Initial Movement Phase, if he has any Delay
Unit Markers available. Delay Markers can be
placed anywhere on the map except on Supply
Heads and in hexes containing Enemy units.
They must be placed in hexes that are in supply
and within 6 hexes of a German unit (other than
an HQ or Delay unit). They can be placed in
hexes in an Enemy ZOC. Once placed on the
map, they cannot be moved. As soon as an Allied
unit enters their hex, they are destroyed.
Destroyed Delay units do not count for VP
accumulation. Delay unit counters can be reused
after being destroyed, but the number of Delay
units in the counter mix is the maximum number
that can be on the map at a given time. Note: If
all Delay units are deployed on the map during
the German Player’s Initial Movement Phase, he
may “‘destroy”” a deployed Delay unit in order to
obtain the counter for use as a “new’” Delay unit.
[14.24] Beginning with the Mechanized Move-
ment Phase of Game-Turn x1, Allied Reinforce-
ments can enter the game at any time after they
become available. They need not enter the game
only during the Phase they become available. All
German Reinforcements, and any Allied Rein-
forcements that appear before the Mechanized
Movement Phase of Game-Turn x1, must enter
the game when they are scheduled to appear.
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on the Supply Head, the marker remains there
for the rest of the game. However, the marker is
flipped over to its blank back side if the Supply
Head becomes Inactive or if it cannot be fully
Activated due to the presence of German units
next to the Major River connecting the Supply
Head to the Sea.

[11.4] EFFECTS OF BEING OUT OF
SUPPLY

The effects of being out of supply are listed in
Case 11.4 of the COBRA rules. In addition, any
Paratroop unit that begins Game-Turn x3 out of
supply is immediately eliminated (accumulating
VP’s for the German Player just as if he had
destroyed the unit in combat).

Neither Player receives any replacements on
Game-Turns x1 and x2. Beginning on Game-
Tuarn x3, both players receive replacements
exactly as described in Section 13.0 of the
COBRA rules.

They cannot be withheld. If they are unable to
enter the game when scheduled, they never
appear (but they do not count for VP accumula-
tion).

[14.25] Allied Game-Turn x1 Paratroop Rein-
forcements scheduled to paradrop onto the map
must be paradropped. They cannot be deployed
on Beach or Coast hexes.

[14.26] Allied units scheduled to appear on a
particular Beach (x1 and x2 reinforcements only)
must appear on that Beach, if physically possible
within stacking restrictions. If it is not physically
possible for them to appear on the scheduled
Beach, they can’t be brought into play until
Game-Turn x3, or until their scheduled Beach is
available for entry (whichever comes first).

[14.3] WITHDRAWALS

[14.31] The Allied Player receives VP’s for
exiting the individual regiments and brigades of
up to three US mechanized divisions from the
map as noted in the COBRA rules. If the Allied
Player fails to exit these units by the beginning of
Game-Turn 8, the German Player receives 3 VP’s
per US division (or fraction thereof) per Game-
Turn for each division (or fraction) that the Allied
Player fails to exit during the rest of the game
(maximum of 3 VP’s x 3 divisions x 6 Game-
Turns = 54 VP’s if the Allied Player does not
exit any divisions from the map).

[14.32] The Allied Player receives 4 VP’s per
Commando unit that he withdraws (as described
in Case 6.9) prior to Game-Turn x5. Unlike other
units, Commando units can be withdrawn from
any Active Supply Head or Coast hex. They do
not undergo attack when withdrawing from a hex
in a German ZOC. At the beginning of Game-
Turn 6, the German Player receives 8 VP’s for
any Commando unit still on the map.

[14.33] The Allied Player receives 4 VP’s for
each US Paratroop regiment that he withdraws
(as described in Case 6.9) prior to Game-Turn




x14. At the beginning of Game-Turn 1, the
German Player gets 8 VP’s per US Paratroop
regiment still on the map.

|GENERAL RULE:

The Allied Player receives and uses Au‘ Points
throughout the Expanded Game as outlined in
Section 15.0 of the COBRA™ rules. In addition,
the Allied Player has a number of Naval Support
Points that he can use in the Expanded Game.

[15. 1] AIR AND NAVAL SUPPORT AVAIL-
ABILITY

[15.11] The Allied Player receives no Naval or
Air Points on Game-Turn x1. The effects of
D-Day airstrikes and shore bombardments have
been built into the movement, combat, and
attrition rules for that Game-Turn.

[15.12] The Allied Player receives Air Points as

GENERAL RULE

Except as modified herem, v1ctory is deterrmned
as set forth in Section 16.0 of the COBRA rules.
To assist the players, a number of boxes are
provided in which to store units destroyed or
withdrawn during play. In addition, a VP
TRACK is provided for use in recording Ger-
man VP’s for Cherbourg, Abandoned Beaches
and Allied failure to withdraw or exit units. The
VP Markers are moved along this track to indi-
cate the number of VP’s that have been accumu-
lated at any given time.

f16. 1] GERMAN PLAYER VICTORY
POINT ADDITIONS

Additional VP’s for Allied Units:

Players who wish to play a shorter version of the
Expanded Game should use the scenario pro-
vided in this section. The Battle of the Build-up
portrays the Allied struggle to get ashore and
build a tenable lodgement in preparation for the
breakout to the Seine.

The COBRA rules as modified by the COBRA
Expansion Set are used throughout the scenario.
Set-up is as per the COBRA Expansion Set. The
scenario lasts from Game-Turn x1 through the
end of Game-Turn x14. At the end of Game-Turn
x14, Victory is determined as explained in Sec-
tion 16.0 of the COBRA Expansion Rules, with
the following exceptions:

30102001901

14.0 CONTINUED

[14.34] Two ALLIED WITHDRAWN UNIT

BOXES are provided on the Expansion Map to
assist players in remembering which withdrawn
units count for VP accumulation. Whenever the

outlined in Section 15.0 of the COBRA rules
from Game-Turn x2 until the end of the game.
[15.13] The Allied Player receives 6 Naval
Points per Game-Turn on Game-Turns x2 and
%3, 3 Naval Points per Game-Turn on Game-
Turns x4 through x10, and 1 Naval Point on
Game-Turns x11 through x14. Like Air Points,
these Naval Points must be used in the Game-
Turn they become available. They cannot be
saved from Game-Turn to Game-Turn.

[15.14] The availability of Naval Points is unaf-
fected by weather.

[15.2] ASSISTING GROUND
ATTACKS

[15.21] As in the COBRA rules, only 1 Air Point
can be used to assist in a given attack.

8 VP’s

for each Allied Commando brigade on
the map at the beginning of Game-
Tarn x6.

for each US Paratroop regiment on the
map at the beginning of Game-Tarn 1.
for each Allied Paratroop regiment or
brigade and each Commando brigade
eliminated. NOTE: This is a change
from the 2 VP award for infantry in the
COBRA rules.

Additional VP’s for Cherbourg:

3VP’s

8 VP’s

4 VP’s

at the beginning of each Game-Turn
after Game-Turn x1 that at least 1 hex of
Cherbourg (x1207, x1307, x1308,
x1208, x1407) is friendly to the Ger-
mans.

Additional VP’s for Abandoned Beaches:

1. The German Player receives no VP’s for
exiting his units from the east edge of the map,
or for having units east of hex row 3900. German
units can still exit the map during this scenario,
but no VP’s are received for doing so.

2. The Allied Player receives 1 VP for each
Supply Head (including Beach hex Supply
Heads) that is Active (contains a Supply Head
Activation Marker and is friendly to the Allied
Player, regardless of the status of Major Rivers
connecting the Supply Head to the Sea) at the
end of Game-Turn x14.

3. The German Player receives 2 VP’s for each
hex of the following Major Cities that is friendly
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Allied Player withdraws or exits a unit for VP’s,
place the unit in one of these boxes. At the end of
the game, he adds up the value of these units for
VP purposes.

[15.22] Up to 2 Naval Points can be used to
assist in an attack. Naval Points committed to
assisting an attack work in exactly the same way
as Air Points.

{15.23] Both Air and Naval Points can be used to
assist in the same attack.

[15.24] Naval Points can only be used to assist in
attacks against defenders who occupy a hex
within 6 hexes (5 intervening hexes) of a hex on
the Expansion Map that is entirely Sea.

[15.3] CARPET BOMBING

The Allied Player can make one carpet bombing
attack as described in Case 15.3 of the COBRA
rules during Game-Turns x5 through 1. He can
also make a second attack between Game-Turn 2
and the end of the game (for a total of two attacks
during any one game). Each attack requires the
commitment of all 6 available Air Points. Carpet
bombing can only occur during Clear Weather.

10 VP’s for each Beach (not Beach hex) aban-
doned by the: Allied Player during
Game-Turn x1 (only).

[16.2] ALLIED PLAYER VICTORY

POINT ADDITIONS:

Additional Victory Points for Withdrawing

Allied Units:

4VP’s for each Commando brigade withdrawn

by the end of Game-Tarn x5.

for each US Paratroop regiment with-

drawn by the end of Game-Turn x14.

[16.3] VICTORY POINT SCHEDULE
(See COBRA rules.)
[16.4] AUTOMATIC VICTORY

4 VP’s

The game ends and the German Player wins an
automatic Decisive Victory if, at the beginning of
an Allied Player-Turn, there are no Active Supply
Heads (including Beaches) friendly to the Allied
Player.

to him: Coutances (0608), St. L3 (1506, 1606),
Bayeux (2601, x3620), Caen (3404, 3504, 3505,
3506, 3604, 3605), Carentan (2120), and Cher-
bourg (1207, 1307, 1308, 1208, 1407).




CANADIAN

[P B RS I ]S SR oL e | L —— o,
1_7 ! _ 4 ~ ‘ 8 _ 8 7 (N mﬂﬂ ‘ Nl = #
i B | <l <! 8§
‘ g _ giee ﬁ _ 4z/890 _ 4g/400 4 /0t 4 z A 4 m v _
1 s _ Z _ 8 7 6 _ Mt e h@u _ r]@_...ll_ @]ﬂ
X IX| 6N x o x x 5
34 _ W _ _ 4g/vo2 _ - _ : m1 _ iqnu ' _ b ;
a0L1 s SOEE T el ]
IS I R R B ] I A -
B0t (8 Ry e | |
| e 4 5 8 _ @ F i ‘ % o o
Ml xKe | E| <0z | <BR
y 18 NM$|1_ _ g al Tﬂllx _ > Mxr ‘_
S0el s01z o m D (=) o
S Y 4 B by
6 26t | @m0 | gwo _ _ _ ) _
02l 5002 z 1l 7 L F B .
NS | B
& 74 | poo | e _ B | _ | |
£00L 5061 1 1020 7 o~
1 i vMA % . _U_ —1’.
7 173 _ ; p/e0 | yvoo A 0L “ _ | _

o
<+

|l 4CL/se

|E1.
o ol
HLLE

|| uoge N ,
et

:\N_‘\NF

S
8w

| porz

90LE N

| TEe—
U
oL |



u@'.
Wl

&N
-0
)
##N—.\N—

, ]
R
e

#0L/z

t &N
-
[
#0L/Le

&N
=
=0 es
#0110

I
,

&N

=

| HEZ
bhgoz

i

=
=0 es
i 66

L

2
m@z
Win

” N
O
WL

L

i
m@z

| &N

A | 1-
B

| He

=

|

2

1

3

2

x

=
3

V\op

L

Z/492

4z/890 gree g
4z/va2 rdld &
G/¥22 7/ =



! ;
wl.. eix _ X i X; =) ‘ sl 7 r;x\ W | ‘ ' 7 e s nr‘ [T \En, < vdw, y2 1 :
m 3 .-l 2 .-l = [ x d-l m
i a a0 s ‘ /890 7 st 4 4 | o _ » v 10
st el o s IR vl e R A el Rl
T LIX EX X € 8
= Wil o k7|0 o
- ‘ V A _ ‘ k 7 XVA ] |0 XTA [ x| )|
m % 8 _ 2 _ ; gloe _ 91v0 _ ; 421800 % ﬁ a I _ 7_ _ PN _ L —
L Y mx\lnxvl x 2 ey 8 V\} vt ey ey . vn“ T o .9.‘[ In‘\
ml # 7 _ ; XVNAM x| H < H < H
) # mmv _ qlq‘— l_ g/ee _ /M0 4 421890 4 _ ﬁ % # _ _ ;
R sX A 2 X ; s 8 7 vAs ﬂ V
x L x =
m _ (] _ 20+ 4 _ e ; /800 _ 42vo0 _ _ _ e ; ~ _ a
N vX ‘ P £x s i ‘ L ; o M ANu 7 o~ §|49I|.!,
2 X L} > 1 N a
U 6L _ 10V/10S oy ‘ §1v00 21890 _ e A - 4 » m pior O _ —=r
Q. dd RIS e (e | i
C £X X £x z L 6 o o Z P Loy
| AR EIE AR
w _ 6 104/908 2res _ b/E00 21800 _ 9 _ = _ ~ ﬁ o T _ viv g
I1 ex X £X 2 L 6 LEX
7 N2 02| |3 |
N ] | soneos 28 /800 11999 _ ¢ | P 4 @ T e _
m X 1X 2x z £ 6 s o ‘ ..nll.
= o i~ 1
X _ 62 201808 @ | 73 | w00 9100 _ 2 _ e _ o
E X IX m X L . =
mA S 2| X el _ 2k
R _ v | 281105 M | e o8 _ _ - _ = # M~ _
L X 53] X v s
Al - = o| v Elyve | m
O =t e | XN | = | X Xew | XU
v 201508 Z ez 62 ) Ll -~ - L
QL ! =) el | | &

|
]

1SS
Pz Corps
312

s
Pz Sorps

io:«-«b |

| mez |
i3

.



L

7 ol

g
kL.

.
.

62

6L

0g

€8

-

o

. .

.

e
-

o
e

o

28/30S

28/L08 z/se 08

XX
=

28/808 26 IV0 9/H00 2

(2]
104/208 2/9s /600 2990 g

101L/908 2re /00 /1890 9

<Y |

LaL/L0s r 4134 S/vO0 /520 ELE

(2]

20k gree §/800 42/vo0

N

v glee S/H00 4¢/820

(- -]
N

vz £19e [en) 42800

o™

o

901 E 9/820 St

UNITED STATES

0

&N
el
u

o

&N
—
u

(3]

o
Y
<

&N
—

N

=
= n

pioL ©@

N

@_2
=\ ==
D)

4501/0%

4450L/ce

452LEk

4£42L/9e

(3]
m@.—l
{r]

s5L11L€

-1

4

biv

-12

2

1

3-

-12

3

2

1

2




IoATY I0fBIAl
IATY IOUIN
peoy 1ole]N
peoy Iourjn
S[ITH IO 1sai0q AAeaH
a8eoog 18910 1YSI]
10 ageoog Ied[)D
183104 Y31
HdAL NIVIddL
AT NIVIYAL

153104 143I']

dNY+/dINT+
dNT+/dINT+
dINv/dIN T
dINZ/dIN T
XoH 191Uy 01
LSOO INIOd
ININHAOW

I3 /YIIN-UON
9pISXaH $SOID) 10

1s310 4 AABIH

SITH

uwnod |
uwngod 7
uwnoo |
uumjod 7
uwnjoo |
UBLId [, puIyaq 1o ur
ST 19pUdJa(T USYM
LAHT SLATHS
NINNTOD L39O

*(souapadard

S9YB1 103]J0 ISATY IOUTTY 3} SIATY IOUTY PUE

i

o1e suun Suppeie 2yl [e ueym Ljuo sorjdde
SYOB1IE IDALI SSOID I0J JIYS Y J, "SUWN]0D 32IG]

yiys pmom A0 e snjd agedog 183[D) "YI Y1 01
suwn{od X7s 1J1ys pinoa syry snid 1s910,] AABaf]

ur A1) & ur Surpuajep 1tun & S[duwexs 104 31
-g[WND 278 SYIYS UWMN[OD J[qe], SINSIY 1equio)

*118Y0 JY1 UO UMOYS ST A1JU2 3u0 A[U0 ‘Yosw-uou

I0(eTA7 JO UOTIBUIQUIOD B JT) I9ALI SSOIO Sun{oele
pUE (J9W [I10q IO SuIes 3yl SI 100 3yl USYA\
‘peoy Joley Aq Suraowr 01 1US[BAIMDS ST ISyl0UE
01 X3y AnD suo woyy Apoanp Suraoy ‘(Speol
Sursn uaym pajedau SI YoIyMm) 1s0d JeuonIppe
UE ST SISALI SUISSOID I0J 150D Y], 1500 PEol 3yl
Aquo sAed jun 2y1 ‘peor £q Suraowr Uy urel
-191 Jo 2d£3 suo ueyl arour JUTUTRIUOD X3y B Sur
-131U5 usYM 1800 1say3y aSurs oy sAed 1un 3y
:JATIB[IUIND 10U JB SIS0D JUSWRAOW :SHILON
LIVHO SLOAAAA NIVIIAL [8°9]

Ba1y 95ed0g puoy louilA peoy Jole

Jjqessedur]

ATAVL SL'INSAA IVAINOD [S°6]

ALY Joley

yo1ym sassof dajs Juasaidal s1aquunu Y [, sjun Sunjoelie
. . g

3y} JO uoneUIUId [B]0] 3Y] S3JBIIPUI J[NSAI ,3,, UY 193]
-J2 ou sa1ed1puUl (—) YSep V "Iapuajap 3y 03 sarjdde jy s

J& J0UBADE I2ASU ABUI JOPURJOP Y I, "ISIIj SINSAI SIY I3
-J0IS ISNW I9pU3Jap 3y} I[NSa1 IS B ST 2I2Y] USY A “SIXaY
JO Idquinu jey) SUN pajodjje ay) [[e Suneanal 4o sdajs
Jo Iaquinu pajedsrpur ay3 Suisof £q 10J pajunodde 3q Aewr
oY1 03 JaquInu ay] ‘19¥oelIE 3y} 01 sarjdde yseys ayl Jo 1/3;
3yl 01 Bqunu 3y :SITASHY 40 NOILVNVIdXH

MOVIL
@AODTA NINL

(q38uans Surpusaje 03 yISuans Sunjoelly) soney jequio)
JIATY Joury

*19K8[J SUIUMO Y] £q PIJ[0IIUOD 2T SJBIIIY “JBaIjal

‘8°6PUB °L'6 ‘9°69°S .."S-1,, Se pajean st . G-1,, Uey)
IaMOJ :1-01,, SB pajean are  [-0[,, UBY] Y31y soney
jeY) Jo yied ayj Suoje sdueApE ABUI SJIUN SNOLIOIJIA Y1

‘S1B91131 I3SO] Y] USYAN "SIX3Y OM] OUBAPR ABUW SjIUN
SNOLIOIDIA 3] “1BqUIOD Ul PAJBUIWI[D A[[€10] ST 19)oB1IE 10
IOpU3Jap oY1 19YIIS USYA\ "SIUN Pajeajap ayl £q pajedea
$oXay 91 SABMIE ST 90UBADPE AUB JO X3y 1SI1] 3 I, "Pa1BoRA

SI Xay SuIpuajap ay3 J1 Aewl 19)0B1IE 3] nsa1 Juyds e 131

:51d Ajddng /(2497 pumiwi) SN

210p

D
:51d A[ddng/[pAd] puwiun) ig
anr
8I-91 I uinJ-aures)

:SJUAUIADIOJUIIY UBULIIL)
:SJUIWIANIOJUIRY PIALV

2
Vv

9
S
14
€
(4
1
S
v
€
Z
1

3SEUJ )

an (qaaw ur
i2el €

winy-19481d PIIV

aseyd 1equo)
3SBYJ JUSUISAOA PIZIUBYOIIA

aseyd JUSUISAOJA [BIIU]
aseyd Ajddng

UONBUIULISRQ I9YIBIM
aseyd 1equo)

3seyd JUSWSAOA [eniu]
WinJ-1348]J uBulIdY) °

AV1d 40 IDNANOIS

UWONEIIPU] WINJ-3WES) °

AOVIL
SINIOd X1ddAS
3SBYJ JUSWIAOIA] PIZIUBYIIA
aseyd juswadejday
aseyd juouroe[doy
UOTBUTUIINIS(] ISYIBIM

HSILIYd pue S

0

U101
SD2UIAD

‘ISBOIOAQ |

pUE SULI0]S SULINp 30UBMO[[Y JUSUIDAOA] [ PUB JIYIBIM IBI[D UL SPLIYI-0M]

, 9y} 3asn p[nom 1oke[d paIlV

oyl ‘OM] WIN-JUWIBD) Ul I9YIBIM JSBIIOAQ PdoudLIadxa SuBULISD) 3yl Ji ‘0§

[INJ 20UBMO[[V JUSWIAOIA

SPII1-0M] 0] PIINP3I JUSUISAOIA
:S109]JH I3)BIA\ UBULIIN)

PIIY1-9UO0 01 PIdNPAI JUSWISAOIA

‘uwnjod , I1e3[D,, Y1 U0 SuI[[oI Sures ay] 11e]S SUBULID) :

oYL 991y UIN]-SWED) Ul UWN[0d  Je3[D,, Y] UO [[OI P[NOM SUBULISD) Y}

S8
LA

PaNV

syulod IV €
sjulod IV 9
:$1031 17 JSYIBIA

sjurod Iy oN
uodn juspuadap SI pasn UWN[od Y} ‘aseyd UONBUIULIAR( ISYlBap Aue U]

J& S3A0UI JI3KB]J UBULIDD) Y] ‘194 2Y] O] SUOISIAIP (O3 PRIV 32141 3] JO 11X
311 Jo uonajduros ay) SUIMO[[OJ UIN | -1aKB[J UBWLISD Y] yiim Bulliel§ 910N
‘uIn  -19Ae[g Surpadsaid A[SIBIPSWIWI Y] Ul SBM UOHIPUOD ISYJBaMm 3] Jeym |

{(1e3]D) .S, B PAI[O1 3Y J "UWN[OI ,ISEIINAQ,




¥
}

ALLIED US REINFORCEMENT TRACK

DESTROYED o ard Army.
UNITS BOX ' :

, DESTROYED , R SR B v ‘
! INFANTRY REGIMENTS & AR ‘ ‘ L Lol = i WI%I{‘IEIIE;&)WN
AND HEADQUARTERS. e L C , AN ‘ ED
x2 VP’s L : . ] ‘ X UNITS BOX
. & : ‘ ‘ L US ARMORED
REGIMENTS AND
BRIGADES EXITED VIA
WEST MAP EDGE
. VARIABLE VP’S
(MAXIMUM - 9 UNITS).

x3 VP’s

AOVIL
qJoddd NINL

:s1d Addng/[aas] pumwy) ag
:81J Ajddng/paaay puww) g0

SIUSUIIIIOJUISY UBUIIIL)
SIUIUIIDIOJUINY PII[[Y

DESTROYED US AND
FRENCH ARMORED : il ‘, da
REGIMENTS AND =] e (e GAME 3
BRIGADES * e | Rl ¥ 9 * TURN ¥*
DESTROYED US AND —— i e s
BRITISH COMMANDOS '
AND PARATROOP \ — ‘ PO INALLIED e | ‘ . L | |
REGIMENTS AND : | i : 5 MECHANIZED S AR Sl : : ; o ‘ e . US AIRBORNE AND

SSa1110,]
JU07Z SUJ(]
I2ATY Ioleyy
IDATY IOUT
peoy Ioley
PEOY JOUT|\

S[[TH 10 1s310 AABSH

J8eoog 15210, 1YST'T

10 33ed0yg 1BI[D
[oBag /35910, 1431

HdAL NIVHIHL

BRIGADES. = o b 3 : o] MO aENT  EleRIg -l 1 B ‘ . DESTROYED G ~ BRITISH COMMANDO
VD 1 442 412 412 : 12 5 | 6-1 , \ ~ UNITS WITHDRAWN
x4 VP’s | ——— SIS GAME ,, — ' ‘ | 'REGULAR INF ~ ACCORDING TO
' TURN “- ‘ . ALLIED WITHDRAWAL
| — - o SCHEDULE.

‘?/{7—. ‘é/‘v‘_“ sy : «

x4 VP’s

PaNQIYOIJ/IW T
IW #+/dW ¢+
dW T+dW T+

W #/AW ¢
dW /AW T

YOIW/YIIW-UON

SPISXaY] $S01D)
10 131Uy 01
LSOO LNIOd
LNAWTAOW

DESTROYED BRITISH, - : GAME 1:
CANADIAN AND | TURN !-
POLISH ARMORED
BRIGADES =
DESTROYED
INFANTRY DIVISIONS.

SUWnjod g
SUWnjod g
Suwnjod g
uwnod |
suwnjod g
uuwmod |
SUWNod g
uwnod |

ST J9pU3JA(T USY M
LA9T SLATHS
NWQTOO LIO

UIBLIJ], pUIYSg I0 Ul

BRITISH
REINFORCEMENT
TRACK

‘SHLON

LIVHD SLOAAId NIVIIAL [8°9]

"Xay JuwIes 3yl

ur 1u9sa1d a1e ysIeyy pue 25e00g UM JUIWIAOW
U0 193]J2 [BUOTIIPPE OU ST 213 I, ‘SPBO1 SUOJE $3X3Y
YSIBA] OIUT YOBIIE PUE IIXI I21US ABW SITUN YOI
*(30uspaoa1d sayE] 103}J9 I9ATY IOUT Y1 TATY

Light Forest Heavy Forest i Marsh Bocage Area Beach Golst
Impassable

SASL X 2e

; Major River  Minor River
Major Road Minor Road Supply Head Defense Zone Fortress

GAME
TURN X4:

"3SBY ] JUSWAOTA Y3 JO 1IBIS JY] 310J3q SuIll
SwoSs 18 Way} 0} A[PUSLIJ Sem X9 211 $SI[UN ‘UIRI

Sunyoelze a1e sjrun Sunyoelle 2yl Jo [[B Uaym AJuo
sardde syoelle IQATI-SSOID I0J JIYS 3Y ], "SUWN[0D

221171 Jy1ys pinom A0 1olepy e snjd a8esog 183[D)
*}J9] 9yl 01 SUWN[0d XIS YIYs pnom syryg snid

-191 s1iy1 Surraius uodn Suraow dols 1SnW SITU() &
IOUT} Pue JOfeJA] JO UOTIBUIQUIOD B JT) I9ATI-SSOID
18310,] AABal ut A110) J0(RTN B UT SUIPUIJSP IIUN B
‘gjdurexa 10,] “9AIB[NWND 278 SYIYS UWIN]0D J[qBT,
S1NS9Y 1eqUIOD) "1IBYD Y] U0 UMOYS ST AIIU U0
Auo “Yoow-uou pue yoaur y1oq I0J JUIBS 31 ST 1500
oyl uayp\ ‘peoy Iofeyw Aq Suraowr 01 Jus[eAmMbI
SI ISYIOUE 0] X9y A110) IOfB|y U0 WOI] A[103I1p
Suraopy “(speoi Sursn uaym paiesau I yorgm) 1800
[EUOIIIPPE UE ST SISALI SUISSOID 10 150D 9 T, 150D
peo1 oyl 4juo sked jrun a1 ‘peor Aq Suraowr uay
‘ure1rd] jo ad41 Juo ueyl 310w JUIUTBIUOD XJ B
Sur191u9 Uy M 1509 159y 31y o13uts 3y sAed 1run syl

DATBWND JOU JIB SISOJ JUIUWSAON

0 3.2 6.4 9.6 w7, Eo B : ,
SCALE: 1HEX-3.2 KILOMETERS : M B\ : ) X2: UTAH BEACH X2: OMAHA BEACH ; . X2: GOLD BEACH X2: JUNO BEACH X2: SWORD BEACH ‘ ; ’
' ' ‘ & . ENTER DURING I & -
. \ e ' ‘\ L. . ALLIED INITIAL e ' ENTER DURING ENTER DURING ENTER DURING B3
{ . oo ,‘ !.3 ENTER DURING ‘ MOVIEMENT PHASE: @ : ALLIED INITIAL ALLIED INITIAL ALLIED INITIAL : E‘S
: s : pe g : e . - g % EME PHASE: MOVEMENT PHASE: MOVEMENT PHASE: ‘ :
GAME OF THE NORIMANDY BREAKOUT W L L 3-12 S § =
1984 TSK' Inc Al Fights Reserved 3010XXX0730 N IV\A ’ 5 G PHASE: : gf:g}:‘i; Nw
COBRA is a trademark owned by TSR. inc. 9 . ' ~ 3 i
A\ O el ',] & e o = s i o~ ; by ‘ e,
EXP AB,S‘ ; - i o - B = g 2
B ‘ : ol
"Ji E)g Eg @Q gt ~ ‘ b o N————————————— A | "52
| i \n

_12-8 5-8 5-8

X1: UTAH BEACH %1: OMAHA BEACH ~ , X1: GOLD BEACH X1: JUNO BEACH X1: SWORD BEACH
11-0 4-1- @ 12-@ 1-2- @ 1. ®-12 A-136
CNTE : 3 ENTER DURING N x 5-6 S % & 5
ENTER DURING ENTER DURING St pal o Sl ALLIED v : A ) & a8
Sy INT T T g ' MOVEMENT PHASE: MOVEMENT PHASE: MOVEMENT [ | X1: PARADROP =
MOVEMENT PHASE: MOVEMENT PHASE: ke i o ui gl PARADROP ONTO MAP.
T . ONTO MAP.
1-3- @ s
fiRa0al i XX | ENTER DURING o b i = e < o
><] < 7 by ® % ALLIED m % g % g x 3 i & 7
2'8 1 2'8 1 2- MECHANIZED
AR ... ... O AL IK.... .Gt JRBRFAIIE. .. s, ASEIBHAY MOVEMENT
¥ . PHASE:
W

® ‘ A -1-3;6
™ 0 - - w -
X1: = X1 [ =4

LAND ON ANY : PARADROP

BEACH OR ONTO MAP.

‘ COAST HEXES
» ~ . WITHIN 6
UTAH | HEXES OF ANY | ‘ ;

HEX of GOLD, ? & “ > 5 x

JUNO OR
SWORD
BEACH.

J

: ofs “ \“b%ti i(““ fi”"“\d,%% B

. aaavYL . aaWW




fr==r L
LIS W FR L LilE
ETNFIG oFy TR EEALPE, TR Fu gt
ANy TR SR R TSNS T O = NN
LTS GF TRl nlE LT OF NEED

P ey ey 4 TR TRAm Bl

P

g e e e i

e ] .
LT IR
o W e w00 e

g [ g e o Pl i [ TR
et g T A AR R
W iy E PE e b B e

e § A A e g e e F ARl
o [T g s e s w o O o T L
gy el i ey e A TR el R DA R
T e e
1-.-. rmy ] P, P s A e
L e R R T L

—_i-lt-l- "llll‘illll'-l'l_"l




Refighting Normandy With the New TSR, Inc.,

by James E. Meldrum

WITH THE RELEASE OF TSR, INC.’S NEW
COBRA™ Game, wargamers again have the
opportunity to experience the breakout
from the Normandy beachhead in 1944 in
World War II France, and now, also the D-
Day landings. The expanded second edition
of the COBRA Game features a second ex-
pansion map displaying the invasion
beaches, together with an extra set of
counters for the units that were in the D-
Day fighting. Players can now simulate the
battle for France from 6 June 1944 to the
end of the fighting for the Falaise Pocket in
mid-August, which marked the end of effec-
tive German resistance in France. Also in-
cluded in the second edition are separate
scenarios for the D-Day landings and Oper-
ation Cobra.

The new expansion material makes it
possible to create several new variants for
this exciting game. All of the scenarios in
this article use existing game equipment
and mechanics. Any extra unit counters re-
quired can be made by players by using
blank counters and a razor-point, felt-tipped
pen, following the same COBRA game
counter format.

Some of the scenarios in the article use
a “mini-game” format in order to isolate
play within a section of the game map. Vari-
ant rules are presented to simulate various
invasion and counter-invasion plans formu-
lated by both Allied and German staffs. Fi-
nally, there are additional variant rules used
to simulate events that might have had an
effect on the outcome of the battle for
France in 1944. Whenever there is any con-
flict between the second edition game rules
and the article variants, the game rules take
priority.

In the Mortain and Falaise Pocket sce-
narios below, the front line in existence at
that time is given as a line of numbered
hexes running from one point to another on
the appropriate map. The German units
must be deployed on or adjacent to this line
of hexes in such a manner so that every hex
of the front line is covered by German units
or by their zones of control. Unless other-
wise mentioned, each side will receive both
reinforcements and replacements normally.
The standard victory conditions will be
used, with modification to each scenario.
Fighting in and around Normandy had been
in progress for several weeks when the
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battles for Mortain and the Falaise Pocket
took place. Consequently, some of the units
in each scenario will be set up at reduced
strength, indicated by an asterisk (*) next
to the unit.

The Battle of Mortain

THIS SCENARIO SIMULATES THE GERMAN
attack on US units in the Mortain area, to-
gether with their intended drive to Avran-
ches as part of an effort to isolate and
destroy US Third Army units. This coun-
terattack was Hitler’s last chance to halt the
impending Allied breakout into the heart of
France. Hastily organized and hampered by

the effects of Allied tactical airpower, ele--

ments of the German 47th Panzer Corps
struck deep into the flank of Patton’s Third
Army as it attempted to move south. The
German objectives were to seize the
French port of Avranches, to deny its use to
the Allies, and to isolate and destroy all US
units south of a line from Mortain to Avran-
ches.

Historically, the German attack was
over almost as soon as it began, since the
bad weather they were counting on for pro-
tection against Allied air cover cleared,
leaving their armored columns vulnerable to
Allied air attack. The Allied tactical air
strikes inflicted heavy losses on the Ger-
man forces, thus halting the attack.

The scenario begins on turn 8 and ends
on turn 12; the scenario’s length has been
adjusted in order to add play balance and
give the German player a chance to win.
Otherwise, the scenario would be over in a

__BREAKOUT_-AND_PURSUIT—

COBRA™ Game

single turn, as the German attack lasted
from 6-8 August. The standard COBRA
Game map and unit counters only are used.
The “front line” for this scenario is a line of
hexes running from: 291 2-2016-2024-2627-
9798-2754 . While the historical placements
for each side’s units are given, either or
both players may, at their option, set up
their units as they wish, so long as the Ger-
man units are able to meet the scenario’s
deployment restrictions: all German units
should be set up on or east of the front line,
and all Allied units should be placed west of
the line. The weather is"overcast on the
first game turn. The German player moves
first.

Aliied Unit Hex
Br. 50th Infantry 2909
Br. 7th Armored 2911
Br. 43rd infantry 2712
-Br. Guards Armored 2513
Br. 15th Infantry 2413
Br. 11th Armored 2314
Br. 3rd infantry 2214
US 2nd Infantry 2013
US 29th Infantry 2015
US 66/2nd Armored 1814
US 28th Infantry’ 1816
US 9th Infantry 1818
US 4th Infantry 1820
US 30th Infantry 1822
US 35th Infantry 1823
US 80th Infantry 1623
US 33/3rd Armored 1420
US 62/2nd Armored 1324
US 32/3rd Armored 1629
US 1st Infantry 2332
US 106th Arm. Cav. 1133
US HQ (Patton) 0821

German Set-up: Two HQ units, one
of which must be set up in hex 2322.

Unit Hex

276th Infantry © 2912
326th Infantry” 2713
21st Panzer 2514
9th SS Panzer 2414
10th SS Panzer 2315
3rd Parachute 2116
363rd Infantry” 2016
353rd Infantry” 2018
84th infantry 2019
116th Panzer 2020

2nd Panzer 2021

1st SS Panzer 2022
2nd SS Panzer 2023
17th SS Pz. Gr.* 2124
275th Infantry 2325
Panzer Lehr” 2627
708th Infantry 2732

*Unit at reduced strength.




In this scenario, neither side receives
reinforcements; however, both sides re-
ceive replacements. Game play is confined
to a section of the standard map south of a
line running between hexes 0310-3010 and
west of a line of hexes running from 3010-
3033.

Victory Conditions: The German
player wins by establishing an unbroken line
of hexes free of Allied units or their zones of
control running from Mortain (1923) to
Avranches (0821). The Allies win by pre-
venting the Germans from achieving their
victory conditions.

Falaise Pocket

T_HIS SCENARIO SIMULATES THE FIGHTING
for the German pocket that developed west
of Falaise in Augus after German panzer
forces continued to attack westward, while
Patton from the south and Montgomery
from the north closed in. The pocket re-
sulted in the near-destruction of two Ger-
man field armies in the West, the 5th Panzer
and 7th Armies. Allied tactical air forces and
artillery inflicted horrendous losses on Ger-
man units inside the pockets; in spite of
this, most German personnel managed to
escape, but only after losing most heavy
weapons and equipment. Due to their
losses, the Germans were forced to aban-
don most of France and take up defensive
positions along the German border and in
the Low Countries, where terrain favored
such operations. The Allied victory, though
smaller in scale, was of the same magnitude
as the Russian victories on the Eastern
Front.

The scenario begins on turn 9 and ends

on turn 13. Only one regular COBRA Game -

map is used. Players should use only the
units from the standard game. The front
line in this scenario consists of a line of num-
bered hexes running from: 4201-4202-
- 4103-4104-4204-4205-4306-4308-4408-
4410-4311-4312-4212-4313-4314-4214-
3913-3714-3111-2613-2615-2118-2122-
2222-2224-2727-3025-3427-3825-3824-

4123-4121-4320-4722-4723-4823-4824-

4925-5024-5125.

Allied units are deployed west of or ad-
jacent to this line. German units are de-
ployed on, adjacent, or east of this line. The
Falaise Pocket area is within the German
deployment area west of the 4200 hexrow.
At the start of turn 12, any four full-strength
US infantry divisions must be removed
from play, to simulate the Brittany opera-
tions. Weather is considered to be fair on
the first scenario turn.

Allied Set-up: All Canadian units and
the 1st Polish Armored(*) are in or adjacent
to hex 4007; four US infantry divisions are
in hexes anywhere on the major road be-

tween Mortain and Vire; one US infantry
unit is each in hexes 3431, 3030, and 2026;
two US infantry divisions are in or adjacent
to hex 4323; one US armored cavalry group
is in Fougeres; the US 3rd Armored is in
hex 4027; the US 4th Armored is in hex
4029; the French 2nd Armored is in hex
4524; the British 6th Airborne is in or adja-
cent to hex 3903; the British Guards Ar-
mored, 7th Armored(*), and two British
infantry divisions are in or adjacent to hex
3609; and five British infantry divisions and
the 11th Armored are on a line between
hexes 3109-2114. All Allied HQ units are
deployed: Both the US and the British units
have six supply points each at the start of
the game.

German Set-up: Outside the Falaise
Pocket area, the German player must de-
ploy 14 infantry divisions, each hex contain-
ing no more than one division (three
regiments). One of these divisions must be
placed in each of the following hexes: 4925,
4517, 4212, 4311, 4307, 4308. All corps
HQs are deployed, of which two must be
deployed inside the Falaise Pocket area. In-
side the pocket area the German player
must set up ten infantry divisions, at least
five of which must be set up at reduced
strength. Additionally, the German player
must deploy the following units in specific
locations, in or adjacent to the hexes listed:

Unit Hex
3rd Parachute 2118
1st SS Panzer 2425

9th SS Panzer 2521

10th SS Panzer 2625
12th SS Panzer 3913
116th Panzer* 4320
Panzer Lehr* 4320

2nd Panzer* 3823
21st Panzer* 3818
*Unit at reduced strength.

Victory Conditions: The standard

game victory conditions are used, but with
modifications. The Allies receive no victory
points for exiting units from the game map;
however, they receive double the number
of VP for any German unit eliminated west
of the 4200 hexrow. Any German unit on
the map west of the 4200 hexrow at the end
of the scenario is considered destroyed for
victory determination purposes. The Ger-
man player receives one extra VP for each
unit and two extra VP for each panzer and
panzer grenadier unit evacuated from the
pocket and moved east of the 4200 hexrow

-at the end of the scenario. The German

player receives no VP for the four US infan-
try divisions removed from play at the start
of turn 12. _

At the end of turn 13, play ceases and a
winner is determined. The winner is the
player with the largest victory point total.

Historically, the German losses in and
around the Falaise Pocket were over-
whelming and resulted in an Allied victory.

Order of Battle Variations

THE ORDER OF BATTLE VARIATIONS HERE
represent different invasion plans made by
the Allied powers, as well as counterinva-
sion plans devised by the Germans. These
are intended to be played solely with the
“Battle of the Build-up” scenario found in
the expansion game. Only one variation
should be used with each scenario. Unless
otherwise mentioned, both sides receive
replacements and reinforcements as nor- -
mal. The victory conditions and reinforce-
ment schedules from the expansion game

.are used.

Allied Invasion Plans

Preliminary: The original Allied inva-
sion plan anticipated using two airborne bri-
gades to cover the flanks of the beachhead,
and three assault divisions which would be
used on the coast between the Vire and
Orne Rivers. When using this order of bat-
tle, the Allied player conducts landings nor-
mally at Gold, Juno, and Sword Beaches.
No landings are made by US units at either
Omaha or Utah Beaches. The units sched-
uled for these beaches appear on turn X3 as
reinforcements. No other airborne units
other than the British 6th Airborne Division
are used as initial units. The US 82nd and
101st Airborne Divisions may appear as re-
inforcements via an airdrop by rolling a die,
which corresponds to the game turn in
which these units appear. One die is rolled
for each division.

Modified: Use the same order of bat-
tle as in the preliminary invasion plan, ex-
cept that the US 82nd and 101st Airborne
Divisions are initially airdropped; delete the
entire British 6th Airborne Division from
this plan.

Montgomery: Britain’s Field Marshal
Bernard Montgomery reacted unfavorably
to the preliminary D-Day invasion plans. In-
stead, he called for a landing composed of
five assault divisions, with two airborne di-
visions used on each flank. In this plan, both
British and US forces would have a separate
beach for each corps. In order to simulate
this, the Allied player should use the unit
placements and set-up from the expansion
game, but should delete the British 6th Air-
borne Division.

German Plans

Quicker Reaction: This order of bat-
tle simulates what might have happened had
the Germans kept their wits about them. In
other words, it assumes that someone at
OB West seized the initiative and issued or-
ders to release the armored reserve and to
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have reinforcements moved into the inva-
sion area, instead of waiting for Hitler’s per-
mission. The historical initial unit
placements are used; all German reinforce-
ments appear one turn earlier than usual in
their same locations as per the expansion
game.

Stronger Seventh Army: In this var-
jant, the German Seventh Army guarding
Normandy has been reinforced, probably as
a compromise, since Hitler thought that
Normandy was another strong invasion site
possibility. To simulate this, all German re-
inforcements appear four turns earlier than
indicated. Any reinforcement units from
turns X1-X4 appear as initial units which can
be placed anywhere the German player de-
sires. : :

Panzer Reserve: This plan would
permit the Allies to land and penetrate in-
land, before the Germans attacked with the
panzer reserve. This plan was favored by
Field Marshal von Rundstedt, and ignored
Allied air and materiel superiority. The fol-
lowing units appear as reinforcements any-
where on the indicated map edges. All
component units of each division appear at
the same time. All Corps HQ units that
would appear on turns X5-X6 appear two
turns earlier than indicated. Turn X5: East,
Panzer Lehr, 12th SS Panzer, 2nd Panzer;
south, 116th Panzer, 17th SS Panzer Gren-
adier. Turn X6: East, 1st SS Panzer, 2nd SS
Panzer, 9th SS Panzer, 10th SS Panzer;
south, 9th Panzer. ’

OKW: The OKW (German High Com-
mand) would have liked to have countered
an Allied invasion attempt by using immo-
bile troops on the invasion beaches, fol-

lowed by a rapid mechanized unit response. .

The plan represents probably the best the
Germans could have done, using their origi-
nal strategic deployment. Employment of
this plan can be simulated by the German
player when he deploys all German infantry
units scheduled to arrive on turns X1-X4 as
initial units. All these units would be placed
within four hexes of the coast and would not
be allowed to move on turns X1-X3. Next,
the German player would use the above
variant (Panzer Reserve) to simulate the
German mechanized unit response.
Rommel: If Field Marshal Erwin
Rommel would have been given a free hand
in the West, he might have adopted a plan
like this one. It assumes that there was a
massive redeployment of German forces,
together with a commitment to put as many
forces on the invasion beaches as quickly as
possible. This also assumes that Allied air
power was engaged in bombing the Reich,
and was not diverted to attacking French
transportation systems. This is imple-
mented by using all German infantry
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units that would have otherwise arrived as
reinforcements on turns X1-X5 as initial
units; all these units are placed within three
hexes of the northern coast. None of these.
initial infantry units can move during turns
X1-X3. All Corps HQ units that would ar-
rive as reinforcements appear two turns
earlier than indicated. The following divi-
sions and their component units arrive on
the indicated map edges in these turns:
Turn X4: East, 10th SS Panzer, 12th SS
Panzer, Panzer Lehr, 2nd Panzer; south,
9th SS Panzer, 116th Panzer. Turn X5:
East, 1st SS Panzer, 2nd SS Panzer; south,
17th SS Panzer Grenadier. Turn X6: South,
9th Panzer.

Additional Variants

THE FOLLOWING VARIANT RULES REPRE-
sent conditions that could have affected the
outcome of the D-Day landings or Opera-
tion Cobra. These variants may be used
with any scenario.

Optional Counters
E <

~ Bombing Militia Fortress

Carpet Bombing: Historically, the
Allied tactic of “carpet bombing,” or using
hundreds of bombers to saturate small ar-
eas of the German lines, backfired because
the bombings cratered the landscape to
such an extent that Allied mobility was im-
paired and the Germans were furnished
with ready-made defensive positions. This
created serious problems for the British
forces attacking from Caen toward Falaise
just prior to the formation of the Falaise
Pocket.

Anytime the Allied player conducts a
carpet bombing raid he rolls a single die; if
the die roll is even the hex being bombed is
altered. When this happens the Allied
player places a Carpet Bombing marker in
the bombed hex, where it stays for the re-
mainder of the game. When terrain is al-
tered as a result of carpet bombing, terrain
in the hex is treated as hill terrain for the
remainder of the game. Carpet Bombing
markers can be made as above by using
blank counters and a razor-point, felt-tipped
pen.
French Underground and Militia:
French underground forces provided the
Allied Armies with much valuable assist-
ance during the campaign. This rule as-
sumes that French underground activity
reached a point during the invasion where it
was in reality an uprising. To simulate this

effect, players can make six French under-
ground militia counters, using the same
methods. All French militia units are com-
posed of one step of strength (see example
above), with the left number representing
the combat factor, and the right number
representing the movement factor. To use
French underground/militia units, the Allied
player rolls one die, the result equalling the
number of units available. On game turn X1,
the Allied player places one unit per city or
town hex of his choice after the German
player has set up his units. Militia units can-
not be set up in hexes occupied by German
units, nor in fortress or defense zone
hexes. Underground units can always move
one hex, regardless of hex terrain, and can
function like normal units in every respect.
An even more widespread uprising can be
simulated by making 12 units and rolling two
dice. In all instances where French under-
ground/militia units are used, the German
player receives one victory point for each
such unit eliminated.

Free Deployment: When this variant
is used with the expansion game, the Ger-
man player can deploy his initial units as he
desires. All reinforcements appear nor-
mally in the indicated locations. When this
variant is used with the standard game map,
all German units must be deployed on or
south of the following line of hexes: 0303-
0402-0704-0803-1306-1403-1707-1906-
2308-2905-3106-3504-3604-4002-4001. All
hexes within this line must be covered by
German units or by their zones of control.
Allied units are deployed as indicated north
of this line. In the standard game, the Allied
player can also try deploying his units as he
wishes as long as all units are deployed
north of the above-mentioned line. ,

Atlantic Wall: The massive fortifica-
tions deployed in the Pas de Calais had
large-caliber guns, concrete walls, and
barbed-wire entanglements. Fortunately
these defenses were never emplaced in
Normandy, due to the German belief that
the Allies would attack across the narrow-
est part of the English Channel near Calais.
Assuming that the Germans did build such
defenses in Normandy, this variant is for
use with either the expansion game or the
campaign scenario. Players can simulate
this by making 18 fortress counters, as in
the above example and by the same meth-
ods. These fortress counters are placed in
any hex adjacent to the coast and convert
the hex they occupy into a fortress hex.
These units exert a zone of control like a
regular unit. No more than one fortress unit
can be placed in a single hex; all fortress
hexes are “free-stacking,” as they do not
affect the stacking limit in the hex they oc-
cupy. No fortress unit can be deployed in or




adjacent to an already existing fortress or
defense zone hex; fortress counters cannot
move and are eliminated in any retreat re-
sult.

Fortress unit deployment is strictly
regulated; each hex of the five landing
beaches must either have a fortress unit or
its zone of control deployed in an adjacent

hex. Only then can the other fortress units
be deployed elsewhere, within any two
hexes of the north coast of Normandy.
Allied units in a hex adjacent to a for-
tress unit can be attacked by the fortress
unit can be attacked by the fortress unit;
however, the fortress unit can attack only
one hex per turn. Fortress units have

an offensive and defensive strength of 20.
Immediately prior to each game turn, the
Allied player can make three special carpet
bombing attacks on fortress units only. On a
die roll of 1-3, the fortress umit is elimi-
nated.

nn

Official
COBRA™
Game Errata

STANDARD GAME RULES John Al-
sen was inadvertently left out of the new
edition COBRA™ Game playtest credits.
[2.0] How to Play (The German

~Player Moves Again) (correction) After
any and all German attacks have been
resolved, the German player can move
any of his mechanized units a second
time, up to their full movement point al-
lowances. As in the first movement
phase, a German unit that begins in an
Allied zone of control can be disengaged,
and a unit that is moved into an Allied
zone of control must stop and cannot be
moved any further. Unlike the first
movement phase, the German player
cannot conduct any overruns during the
second movement phase. After the Ger-
man player has completed all movement,
his turn is over.

Moves Again) (correction) After all of
his attacks have been resolved, the Al-
lied player can move any of his units a
second time, as did the German player.
Allied mechanized units can be moved up
to their full movement point allowance,
except for the British and Canadian in-
fantry divisions, which can be moved up
to two-thirds of their movement point al-
lowance (6 movement points). The Al-
lied player’s turn is now over, and one
entire game turn has been completed.

[6.26] (correction) If a unit that has not
expended any movement points in a
given movement phase finds that, for
whatever reason, it has insufficient
movement points to move to an adjacent
hex, it can move to that hex anyway, un-
less the new hex is in an enemy zone of
control. A unit can never move out of an
enemy unit’s zone of control unless it has
sufficient movement points to do so —
see case 6.6. In other words, units can
always move at least one hex, regard-
less of movement point limitations, un-
less they are in enemy zones of control.

[2.0] How to Piay (The Allied Player

[9.21] (correction) All units in a given
hex must be attacked as a single defense
strength. The defender cannot withhold
a unit under attack. Different units in a
hex cannot be attacked separately, nor
can one unit be attacked without involv-
ing the other units in the same combat.

[9.34] (correction) The bocage country
is delineated on the map by a brown tint.
Any unit defending in a clear or light
woods hex in bocage country has a de-
fensive benefit of one column shift to the
left.

[11.0] Supply (correction to last sen-
tence of Procedure) To be in supply, a
unit must be able to trace a line of supply
to a supply source.

EXPANSION SET RULES

[4.0] Initial Set-up (addition) NOTE:
In some cases, the boxes on the British
and US Reinforcement Displays contain
a symbol to indicate that units in those
boxes must or else may undergo Land-
g Attrition when they enter the game.
Units with a large dot in their box enter
via a beach hex and must undergo Land-
ing Attrition during step 6 of the landing
phase. Units whose. boxes contain a
smaller dot are Commando units which
must undergo landing attrition only if
they land on a beach hex. Units contain-
ing a triangle inside a circle must un-
dergo a check to see if they scatter
before undergoing landing attrition. In
this regard, note that all three boxes
containing Paratroop units should con-
tain a triangle surrounded by a circle.
Also, the X2 box for Utah Beach should
not contain a dot. The US 90th Infantry
Division entering on game turn X2 does
not undergo landing attrition.

[17.0] The Battle of the Build-up
(correction) In Exception 3 of this sec-
tion, Carentan should be listed as hex
X2120. The five hexes of Cherbourg
should be listed as: X1207, X1307,
X1308, X1208, and X1407.

EXPANSION COUNTER SHEET
The German 326th Division (XX) is in-
correctly shown as a regiment (III) on
the front of its counter.

. The German LXXXIV Corps unit’s de-

“Hex X0709 contains light woods and bo-

The British 5th Guards Brigade is incor-
rectly shown as the 15th Guards Bri-
gade.

ployment should be hex X1606, not plain
1606.

The German 10/10SS unit’s deployment
is missing; it should appear on the unit’s
back (depleted) side as “X8E.”

EXPANSION SET MAP

The supply head symbols were left off
the map. There should be a standard
supply head symbol [ @ ] on the
“supply head” and “beach” entries of
the Terrain Key and in the following
hexes: all beach hexes (X2315, X2415,
X3118, X3218, X3318, X4018, X4119,
X4219, X4319, X4620), three Cher-
bourg hexes (X1207, X1307, X1407)
and the ports of Barfleur (X2207), St.
Vaast-La-Hogue (X2209), Grand-
champs-les-Bains (X2717), Carentan
(X2120), Isingy (X2619); and Port-en-
Bessin (X3418). An easy way to remem-
ber which hexes are supply heads is that
all beach hexes and all hexes for which
supply head counters are provided fall
into this category.

The marsh terrain shown in hexes
X2919-X3019-X3120 is incorrect; these
hexes contain no marsh terrain. Instead,
hexes X2920-X2819-X2719 should con-
tain this marsh feature.

Hexes X0707 and X0808 contain hills.
Hex X0908 contains light woods.

cage only. There should be no hills in this
hex.

Ignore the “x3 VPs” indication in the Al-
lied Withdrawn Units Box. The VPs
awarded for withdrawing these units
are, indeed, variable as detailed in the
rules.

A number of units are missing from the
US Reinforcement Display. These units
and their turns of entry are: turn 1, US
5th Infantry Division; turn 2, CCA of the
US 4th Armored Division; and turn 3,
CCA and CCB of the US 6th Armored
Divison. aa




	COBRA: Game of the Normandy Breakout - New Expanded Edition

	Rulebook

	Table of Contents

	COBRA: Game of the Normandy Breakout

	1.0 Introduction

	2.0 How to Play

	3.0 Equipment

	4.0 Initial Set-Up

	5.0 Sequence of Play

	6.0 Movement

	7.0 Stacking

	8.0 Zones of Control

	9.0 Combat

	10.0 Headquarters Units

	11.0 Supply

	12.0 Allied Supply Points and Command Limits

	13.0 Replacements

	14.0 Reinforcements

	15.0 Allied Air Power and Carpet Bombing

	16.0 How to Win

	17.0 Rules Summary


	Cobra Expansion Set Rules

	1.0 Introduction

	2.0 How to Play

	3.0 Game Equipment

	4.0 Initial Set-Up

	5.0 Sequence of Play

	6.0 Movement

	7.0 Stacking

	8.0 Zones of Control

	9.0 Combat

	10.0 Headquarters

	11.0 Supply

	12.0 Allied Supply Points and Command Limits

	13.0 Replacements

	14.0 Reinforcements and Withdrawals 

	15.0 Allied Naval and Air Support

	16.0 How to Win

	17.0 The Battle of the Build-Up




	Counters

	Cobra

	Front

	Back


	Cobra Expansion

	Front

	Back



	Maps

	Cobra

	Cobra Expansion


	Box Back Cover


	Article: Strategy & Tactics #45: Sept/Oct 1985 


