Operation Merkur

The Swan Song of the German Paras

A game by Frank Veghichevan

translated by Charles Vasey





1.0 GENERAL RULES

1.1 Terrain

The map is divided into zones (one centimetre is equal to about one kilometre on the map). Each zone is adjacent to several other zones, movement is permitted between adjacent zones.



1.2 Game Scale

The game is divided into eight days (from 20 May to 27 May) of three turns each (2 day, and one night, turns).



2.0 UNITS AND ORGANISATION



The counter sheet contains the combat units of both sides together with the markers necessary for playing the game.



2.1 Units

Each counter in Crete 1941 represents

a headquarters (EM) for combat units and artillery and support units,

a battalion for infantry units

a platoon of tanks for armoured units

a battery for the anti-aircraft units or for the artillery of the 5th Mountain Division.

Each unit has an attack value, a defence value and a movement allowance (see diagram)



2.2 Reduction of units

All units have two effectiveness levels:

Front of the counter - full strength unit

Reverse of the counter - reduced unit



2.3 EM Counters (headquarters)

Each side posses a number of EM pieces which, as well as giving advantages to units which are under their command, serve as artillery and support units.



2.4 Destruction of Headquarters

An EM may only be targeted if it is alone without any other friendly unit in the zone. Aircraft may not attack an EM.

A destroyed EM loses the artillery values, which it could use, for its regiment brigade or division, as well as the advantages it provides to units under its orders,

An EM in a zone containing friendly units can never be destroyed, but it may nevertheless be damaged if it is the only unit left in the zone;

A destroyed EM can never be replaced;

An EM may voluntarily retreat with the last combat unit under its orders that is retreating as a result of combat or of bombardment.



2.5 Use of Headquarters

Artillery Support

The attack value of an EM represents artillery and other support weapons used with its regiment (for the German paratroopers), its brigade (for the Commonwealth troops) or its division (for divisional EMs). An EM may never attack directly, that is to say make an attack or fire at a unit, or do more than act as the uniting force behind an attack. Its role is to make artillery and support attacks, and to provide combat and moral bonuses. An EM may make an artillery bombardment or provide artillery support in its own or in an adjacent zone to its own.

	An EM or a battery in a contested zone may not support an adjacent zone. It must support its own zone. 



Combat bonus

+1 to attack and defence values of units in the same area as the EM and directly commanded by it. Friendly units in the same area, which are not directly commanded by the EM, may not use its bonus if they are the ones leading the attack.

	The divisional EMs give a bonus to all units of their side without any distinction. If several EMs are in the same zone, their bonuses may not be accumulated instead one uses the most favourable for combat.



Divisional EMs

German: Suessmann, Ramke, Ringel

Commonwealth: Freyberg



The artillery value of a division is different. To discover its value one adds together the artillery values of all its subordinate EMs (that is under its orders) which are on the same map and which are within two zones of the divisional EM’s own zone (that is three zones counting the zone of the divisional EM). If a player chooses to use the EMs in this fashion all the subordinate EMs are treated as having fired, and may not fire again that turn.

	If a subordinate EM uses its artillery before the divisional EM then it cannot be counted twice, and the divisional EM may not use it for the rest of the turn.

	Example: On the western map are the EMs of Meindl, Heidrich and Suessmann. Meindl is two zones from Suessmann, and Heidrich four zones from Suessmann’s zone. The divisional EM of Suessmann may fire with the same value as Meindl. If, however, Heidrich was within one zone instead of four, Suessmann would have an artillery value equal to the sum of Meindl and Heidrich added together.

	If Suessmann uses his artillery value, Meindl and Heidrich loses theirs for the rest of the turn whether or not they are in Suessmann’s zone of command. If Meindl and Heidrich use their values before Suessmann, it is Suessmann who cannot fire in the same turn.



EM of Suessmann and Ramke

These two EMs are divisional and may direct the parachute units found on the same map as them. If one of the divisional EMs uses its artillery then the other may not do so until the next turn. Example: if Suessmann uses his bombardment strength before Ramke then Ramke loses his own strength until next turn [That’s not an example, it is repetition].



Notes

to show that an EM has used its artillery value place a “tire d’artillerie” marker on top of it;

the paratroop EMs may be supported by the artillery of the 5th Mountain Division



Ringel and the artillery of 5th Mountain Division

The EM of 5th Mountain Division’s artillery value depends on the number of its artillery batteries that manage to debark in Crete. (Two of its batteries arrive by ship, and one by aeroplane). Ringel’s artillery value is therefore zero until his batteries land when it could be 2x8 and 1x6.

	Each battery is independent of the others. If one or more of the batteries are on a different map from Ringel they may be used separately from Ringel. If Ringel is present with at least two of his units, he may accumulate their factors at use them to bombard a zone adjacent to his own only (he may not bombard in his own zone because the artillery is too powerful) [range? shell weight? trajectory?].

	If Ringel is not present in the zone these values may not be added together. Each unit must then fire separately from the other, even if the three units (at the choice of the player) bombard the same zone one after the other, rather than bombard different zones.

	If Ringel is reduced or destroyed this has no influence on the value of the artillery units of 5th Mountain Division acting autonomously. The only effect is to prevent them acting together. (The batteries may only be targeted if there are no other friendly units in their zone).

	Note During an assault, an EM or an artillery battery of 5th Mountain Division may support either the attacker or the defender. In each case if several EMs or batteries are in the same zone, only the strongest of the counters present may support the defence or the attack. In the case of equal strengths the player chooses.

	Example: The six strength battery and an 8 strength battery of 5th Mountain Division are in a zone adjacent to a German assault, only the 8 strength battery may support the attack. (This would be the same for the defence).



3.0 MARKERS

3.1 Initiative

Turn/Initiative Marker

This counter is placed on the turn-chart, it governs the structure of the battle. The initiative shows for each turn which side has the possibility of influencing the course of combat.

	The initiative starts in the possession of the German Player, it may be used by the controlling player in a number of ways during his turn. But once used it passes automatically to the enemy player who may use it in his own turn.



Use of the initiative

It permits:

a re-roll of the dice in an action (paradrops, Royal Navy interception, bombardment, activation rolls for Commonwealth zones...) or an unfavourable combat for the player (in which case both sides re-roll their dice).

To activate a zone which has not already been activated;

to reactivate a zone which has already been activated for combat or movement.



Notes

one may not reactivate an EM of artillery battery which has already used its artillery capacity in the current turn;

the German player may, during paradrop turns, reactivate a zone containing paratroops which are dispersed. This reactivation permits the removal of the marker from the zone and the use of the paratroopers for combat or movement. (This reactivation indicates that the paratroopers have regrouped much faster than expected and have already recovered their heavy weapons);

if a reactivated zone contains units which have arrived in the zone and units which were already there it is the total number of units which is activated and may be used (with the exception of EMs and artillery batteries which cannot be reactivated).



3.2 Other markers

Forts

These counters are used by the Commonwealth player who at the beginning of the game, before the German starts his turn, place a fort marker is a zone containing Commonwealth troops who are not in a town zone. Units in a fort zone benefit from a +2 on defence. (Even for new units which have entered the zone). One can only have six forts maximum in the game, destroyed forts cannot be rebuilt.

	A fort may be destroyed in two ways:

if it is the only Commonwealth unit left in the zone;

if the Commonwealth player chooses to destroy in after an unfavourable combat instead of destroying or spending one of his other units at the end of combat.





Artillery Fire

These counters are placed on EMs and artillery batteries which have used their strength during the turn. The markers are removed at the end of the turn when no further units remain to be activated.



Dispersion

These counters are placed on para units after their arrival turn. They are not removed until the beginning of the following turn. An EM under a dispersion marker cannot use its artillery capability.



Gliders

These counters (four in all) are reserved for the following units on the arrival: 1st and 2nd battalions of the Sturm Regiment, and the Suessmann and Meindl EMs (for the solitaire game, these markers are distributed at the players choice to the Sturm Regiment.

	The units placed under these counters do not suffer the dispersion disadvantage on their arrival, and they are fully operational immediately. (However, they do not benefit from the -1 bonus for the landing test).



German/Commonwealth Control

These counters indicate which side controls an Objective Zone if they are now units in the Zone. The zone belongs to the last player to occupy it for a complete turn.



4.0 GAME SEQUENCE

The game is played over a number of turns. According to the side played as follows.



German Turn

The player may activate one after the other all the zones containing German units. For each zone activated, the player may make one or more of the following actions:

move units from that zone into an adjacent zone;

attack enemy units in the activated zone;

fire on enemy units in an adjacent zone;

make an artillery bombardment with the assistance of  EMs in the same or an adjacent zone;

use unused air counters to make air bombardments one any zone on the four maps�

debark reinforcement which have appeared on the turn chart�



Commonwealth Turn

As far as combats. Firing, attacks and bombardments the player may activate each turn (with the exception of night turns) whichever zone contains Commonwealth units and is

in a zone contested by German units; or,

is adjacent to a zone containing German units.



However where the activation is to be movement the player is limited for the first five turns as to the number of zones which he may activate. To discover the number of zones that may be activated the player dices as follows and modifies for German Paratroop Concentration.



Turn 1: (1d6-5) only zones may activate for movement

Turn 2: (1d6-4) zones

Turn 3: (1d6-3) zones

Turn 4: (1d6-2) zones

Turn 5: (1d6-1) zones

Turn 6 and following: 1d6 zones



In night turns there is no combat (no fires, attacks, or bombardment) with the exception of the Maoris. For movement and combat the player may for each turn activate 1d6 zones across all maps. [Movement and combat? Surely this clashes with the opening sentences].

	If the player has the Initiative he may activate one extra zone for movement, even during the first five turns.



Note This limitation to the number of zones which can be activated each turn reflects the lack of the means of transport and of the co-ordination together with the disorganisation which reigned throughout the battle in the Commonwealth forces.



4.1 German Paratroop Concentration

If during the first five turns of the game, the German player occupies less than 3 zones on the Carte Ouest, the Commonwealth Player has a bonus on his activation dice.

If the German occupies one a single zone: +2

If he occupies only 2 zones: +1

If three or more zones: no bonus





5.0 CONTROL AND STACKING

5.1 Stacking

Each player may have a maximum of six units (including EMs) in each zone of the three maps (est, centre, ouest). A unit moving or retreating cannot stop in a zone that already has six friendly units.

	Each of the zones on the strategic map of Crete an unlimited numbers of units may be stacked.

	Where several EMs are found in the same zone use the highest for combat. In case of equality pick your own.



5.2 Paradrops and arrival by gliders

During the first two turns of the game or those in which there are paratroopers due as reinforcements, the German player must make a landing check for each unit parachuting or landing by glider. The test decides whether the unit landed with or without losses (historically many of the paratroopers were wounded or out of action without equipment, without counting the glider losses which impinged on the chaotic relief of Crete). For each counter placed in a zone in its turn of arrival throw 1d6 and use the following modifiers:



Landing modifiers

zone de plaine (clear terrain): 0

zone boisee or terrain difficile (wounded or broken terrain): +1

zone de colline or terrain escarpe (hill or sloping terrain): +3

zone de montagnes (mountain zones): +4

zone occupied by 1 or 2 enemy units: +1

zone occupied by 3 or 4 enemy units: +2

zone occupied by 5 or 6 enemy units: +3

If testing for paratroopers without gliders: -1 (not used in the solitaire game)

Solitaire Game: zones adjacent to zones occupied by the enemy: +1

These modifiers are cumulative



Result of landing test

If the result is 6 or more, the unit suffers half losses (turn over the counter).



Combat upon landing

If a unit lands in a contested zones once all the landing tests are completed it must immediately have combat with these units (this combat is obligatory but the commonwealth units can only be supported by their artillery in the landing zone, not in an adjacent zone). The paratroopers who must fight in this arrival turn suffer from the malus of dispersion with its heavy costs. This reflects the lack of organisation and of co-ordination at their arrival and the loss of time necessary to recovered their heavy weapons that were dropped in containers. The troops who arrive by glider, plane or boat do not have these problems and arrive fully functional. 



5.3 Arrival of reinforcements by air

The German reinforcements of the 5th Mountain Division which arrive by Ju52 do this in two ways:

if the German paratroopers are masters of one of the three airfield zones on the map (that is to say they control an uncontested zone); or,

if they attempt a non-field landing in one of the zones de plaine (in this case a single unit only can attempt to land each turn, using a landing test for a glider landing).

The order of arrival of these reinforcements on the first day after the capture of an airfield is as given in Rule 13.1.



5.4 Arrival of reinforcements by sea

The German reinforcements of the 5th Mountain Division (B1) must come by sea and can land only on Turn 7 if they are not intercepted by the Glorious Royal Navy during Turn 6 (the night of the second day). The units that manage to avoid the RN may debark at the choice of the German player:

Either in a port controlled by German paratroopers (just as with airfields);

or on a beach. If the enemy occupies the latter, the unit debarking must make an attack at the end of their turn. (But the Player may not debark more than six units per beach zone because of stacking.



Royal Navy Interception Test

The Commonwealth player makes this test at the end of Turn 6. Throw 1d6

1: The convoy passes without difficulty, the reinforcements may debark next turn.

2-3: the convoy is delayed for a turn to evade the enemy fleet. Redo the test at the end of the next turn.

4-5 the convoy is intercepted by enemy destroyers, 1d6 units are eliminated

1,2, 3 units eliminated, the rest of the convoy passes without any problems and the survivors may debark next turn.

4,5, or 6 units eliminated, the rest of the convoy turns back and the German player can only [get these units at the end of play????]

6: The convoy is totally destroyed (remove all counters).



Note

For convoy B2, there is no need to make any interception test because the Royal Navy was already commencing the evacuation of Crete [A trifle deterministic mon brave?]

All the reinforcements (except paratroopers) may move and fight upon their arrival on the map.



5.5 Control of a Zone

All the zones on the map are under one of three statuses in the course of play:

Unoccupied Zone: These zones are under control of neither player, they do not affect the movement of units.

Commonwealth controlled Zone: A zone occupied only by Commonwealth units. If German units enter such zones they must halt their movement and engage in combat in the turn they enter the zone [I don’t fathom the parenthesised piece, it seems tautological].If units of both sides are still in the zone at the end of the turn it becomes a Contested Zone.

German Controlled Zone: A zone occupied only German units. These zones do not influence the movement of the German units. If Commonwealth units enter such zones then, in the turn they enter the zone, they must halt their movement and engage in combat. If units of both sides are still in the zone at the end of the turn it becomes a Contested Zone. An Objective Zone is only controlled if it is not contested. [!]

Contested Zone: A zone occupied by units of both sides. Each player may bring in extra troops into such zones to reinforce those present. All units of the two sides must stop movement upon entering such a zone but are not obliged to engage in combat. A contested Objective Zone does not give the victory point to the Germans [a bit of confusion about how to win here, it is the Commonwealth who counts Zones].



The maximum number of units in a contested zone is twelve (six Germans and six British)



6.0 MOVEMENT

6.1 Movement and terrain costs

A unit expends its movement allowance for each zone entered as shown on the table des mouvement. Id a unit does not use all its movement allowance by the end of a turn the remainder are lost. On leaving an activated zone, the units are not obliged to move together.

Example: 4 units are in an activated zone. In the same turn the player may:

move one unit into adjacent zone A

move one unit into adjacent zone b

fire with the remaining two units into adjacent zone C



Table des mouvement

Cost are denominated in movement points (PM)

1 PM for a road zone entered from other road zones throughout the unit’s movement.

1 PM to enter a zone de plaine, zone boisee or zone de terrain difficile

2 PM to enter a zone de colline or zone escarpee

4 PM to enter a zone de montagnes

6 PM to enter a strategic zone (A-H)

+1 PM to enter a zone controlled or contested by the enemy



The mechanised units may not enter zones that do not have roads in them.

	A unit in retreat should not enter an enemy controlled or contested zone. If it must then it is flipped over. If the retreating unit is already at half-strength then it is eliminated.

	A unit that enters an enemy controlled or contested zone must immediately halt.



6.2 Movement on the strategic map

To move from the Canee-Souda map to the Rethymnon map (or vice versa) or from the Rethymnon map to Heraklion one must pass through the strategic zones. If the enemy occupies these zones it is necessary to capture the zone before movement continues.



7.0 COMBAT

Combat is obligatory when units enter a zone controlled by the enemy. Accordingly combat is not obligatory in contested zones.

	A unit may attack in the zone in which it is placed (this is an assault) or make an attack into an adjacent zone (this is firing).

	To resolve combat compare the attack value plus 2d6 to the defence value plus 2d6.

Note: in a combat an EM may not act as lead defender (or as target in the case of a bombardment) if there are other friendly units in the zone.



7.1 Attacker Value

This is the attack factor of the unit chosen by the attacker plus

+1 for each unit present in addition to the lead attacker

+1 if three battalions of the same German regiment attack together

+1 if three battalions of the same Commonwealth brigade attack together

+1 for German day-time attacks which benefit from German air-support

+1 for units which are in the same zone as their EM

+ Artillery strength of an EM or battery present or adjacent to the combat zone which supports the assault.



Note: if an EM or battery has a “tire d’artillerie” marker one may still use its values for an assault. Furthermore, if there are several EMs or batteries in the same zone to support an assault, the player may only use one to support the assault.





7.2 Defender Value

This is the defender factor of the highest value defender unit (chosen by the defender) [????] plus

+1 for units which are in the same zone as their EM

+0 defending in a zone de plaine

+1 defending in a zone boisee or zone de terrain difficile

+2 defending in a zone de colline or zone de montagnes

+2 Commonwealth troops defending in a zone containing a fort

+3 Commonwealth troops defending in the Maleme airfield/Hill 107  zone.

+4 Commonwealth troops defending in a zone containing a ville secondaire

+6 Commonwealth troops defending in the towns of La Canee, Rethymnion, and Heraklion.

+ Artillery strength of an EM or battery present or adjacent to the combat zone which supports the assault.

Note: All the bonuses are cumulative save that of terrain or towns where one uses the highest for the zone.

Examples

A Hill zone containing a town = (+2 colline) or (+4 ville), so the defender would chose +4

Zone Colline 107 and fort = (+3 for Colline 107) and (+2 for the fort, cumulated to +5



7.3 Special Combats

Combat against tanks: Paras attacked by enemy tanks have their defensive values halved (round up) for combat, unless a friendly EM is in the same area.

Firing into a contested zone: All units firing from an adjacent zone into a contested zone have their final scores (after modification) halved (round up).

Dispersion: The paratroopers in their turn of arrival are placed under a Dispersed marker (other than those arriving by glider) and remain so until the beginning of the next turn. Their combat values are modified (as shown on the counter) to 2-3-0.

Multiple combats: A zone may be attacked more than once in a turn. Example: a zone suffers an air bombardment, then an artillery bombardment, then it is attacked by fire from an adjacent zone, and finally attacked by enemy units moving in to assault it.





7.4 Combat results

Compare the final Attacker and Defender scores and apply as follows



If the attacker score is less than half of the defender (example: 10<20+)��Assault�Lead Attacker: reduced to half-strength* and retreat into an adjacent zone���Other Attackers: Retreat into an adjacent zone, or one unit is halved���Defender: No effect��Fire�Lead Attacker: reduced to half-strength���All other units: No effect��

If the attacker score is less than but not half of the defender (example: 10<11-19)��Assault�Lead Attacker: reduced to half-strength* and retreat into an adjacent zone���All other units: No effect��Fire�Lead Attacker: reduced to half-strength���All other units: No effect��

If the attacker score is equal that of the defender (example: 10=10)��Assault�Lead Attacker: reduced to half-strength* and retreat into an adjacent zone���Lead Defender: reduced to half-strength* and retreat into an adjacent zone���Other units: No effect��Fire�Lead Attacker: reduced to half-strength���Lead Defender: reduced to half-strength���All other units: No effect��

If the attacker score is greater than that of the defender but not double (example: 10>1-9)��Assault�Lead Defender: reduced to half-strength* and retreat into an adjacent zone���Other units: No effect��Fire�Lead Defender: reduced to half-strength���All other units: No effect��

If the attacker score is double or more that of the defender (example: 10>0 or less)��Assault�Lead Defender: reduced to half-strength* and retreat into an adjacent zone���Other defenders: Retreat into an adjacent zone, or one unit is halved���Other units: No effect��Fire�Lead Defender: eliminated���All other units: No effect��

[The examples on the last two are wrong if my translation is right they should be (10>6-9) and (10>5 or less). Am I missing something?]



Note (*): A unit that cannot retreat is halved. If a unit is halved two times in the same combat it is destroyed. In the same turn a unit may be attacked several times by different units. Each new attack may have a different result.





8.0 BOMBARDMENT

Artillery bombardment

Each EM or artillery battery may use its artillery value as follows:

in its own zone, or

in a zone adjacent to its own



Fire command structure

If Suessmann or Ramke (for the Germans) or Freyberg (for the Commonwealth) use their divisional artillery before those of their subordinate EMs which are on the same map then the latter lose the use of their artillery that turn.

	But if even one subordinate EM uses its artillery value first the divisional formations may not fire for the rest of the turn.

Note: Commonwealth EMs are (except for those of Freyberg and Wassey [Vasey you French buffoon!]) fixed and may not move. However when defeated they can retreat normally.



Aerial bombardment

Only the German player has aircraft support in the form of a unit of Junkers 87 Stukas, two Junkers 88s, and a unit of Heinkel 111s. The player may use these anywhere on the four maps and may bombard zones together or separately.



Notes: 

Each German air unit may only sortie once a day, morning or afternoon.

Place the air units before resolving any attacks. As a result if more than one unit attacks the same zone it may find its target has retreated before the attack arrives. Such excess air units may not switch attacks, they have no further use that turn.



Bombardment resolution

To resolve bombardment compare the attack value plus 2d6 to the defence value plus 2d6. The defending player selects the target unit. An EM cannot be chosen as target while there are other friendly units in the same zone. Furthermore it can suffer any loss while it has friendly units present.



Collateral damage

All bombardments (artillery or aerial) on a zone containing units of both sides may inflict losses on both sides (exception, an EM bombarding its own zone).  If the result of the attacker dice is less than the defender then the friendly forces suffer the losses instead of the enemy.



Anti-aircraft fire

The Commonwealth AA units provide anti-aircraft fire in their own zone and all adjacent zones. Effect: A German air unit which bombards a zone covered by AA fire is halved (or eliminated if already halved) if the result of the attacker dice is less than the defender.



8.1 Attacker Value

The artillery value of an EM or battery plus 2d6



8.2 Defender Value

The highest defensive value in the stack (at the defender’s choice) plus 2d6. [Is it the highest or at the defender’s choice? Play it which way you will].

+1 defending in a zone de plaine (or a zone boisee or zone de terrain difficile)

+2 defending in a zone de colline or zone de montagnes

+2 Commonwealth troops defending in a zone containing a fort

+3 Commonwealth troops defending in the Maleme airfield/Hill 107  zone.

+4 Commonwealth troops defending in a zone containing a ville secondaire

+6 Commonwealth troops defending in the towns of La Canee, Rethymnion, and Heraklion.

+1 for each point of AA present in the zone or adjacent to the zone under aerial bombardment

+ Artillery strength of an EM or battery present or adjacent to the combat zone (against artillery bombardment only)





8.3 Results of bombardment

Compare the final score of the two sides:



If the attacker score is less than that of the defender ��Bombardment in an enemy controlled zone�No effect��Bombardment in a contested zone�A friendly unit is halved (or eliminated if already halved) due to an error in spotting. Where there is more than one target assign randomly.��Aerial Bombardment�If an AA battery is present or adjacent the bombers are halved (or eliminated if halved)��

If the attacker score is equal to that of the defender ��Principal target�Halved (or eliminated if already halved)��Other units�No effect��

If the attacker score is greater than that of the defender ��Principal target�Halved (or eliminated if already halved)��Second defender (defender chooses)�Must retreat or be halved. If only one unit in target zone it suffers only the first result��Other units�No effect��

8.4 Pre-invasion German bombardment

Before the start of the game but once the Commonwealth troops are on the map the German may attack each Commonwealth zone with an aerial bombardment of strength 8. 



9.0 PARA REGROUPING

Whenever the total of paratroop units lost reaches four the German player may select one of these eliminated counters (but not an EM) and return it to play. This is done in a zone containing the counter’s regiment or one containing an EM, or in the zone with the greatest number of surviving paratroopers if no EM is available.

	The elimination of para units merely shows that losses and combat have dispersed the unit and that isolated groups of paratroopers remain who can reform with their HQ or with the main body of troops.

	The three pieces not regrouped are permanently retired and may not be used in a subsequent regrouping.



10.0 VICTORY CONDITIONS

The German player must control all the Objective Zones at the end of Turn 24.

	The Objective Zones are indicated with red symbols on the map. At the end of the game if the Commonwealth player controls some objectives (even if contested), victory is measured as follows.



Objectives held by the Commonwealth Player

0 objectives held: decisive victory for the German player

1 objective held: major victory for the German player

2 objectives held: strategic victory for the German player

3 objectives held: marginal victory for the German player

4 objectives held: a draw

5 or more objectives held: strategic victory for the Commonwealth player



List of Objectives

Carte Ouest

Maleme Airfield/ Hill 107

Plananias

Galatas

La Canee

Vallee de la Prison

Souda



Carte Centre: 

Rethymnon

Rethymnon airfield



Carte Est: 

Heraklion

Heraklion airfield





11.0 NIGHT PHASE

No combat or bombardment can occur at night. Movement is possible but it is forbidden for units of either side to enter a zone containing enemy units unless the zone is contested, where entry is possible to reinforce units already in the zone.



Exception: Only the 28th Battalion (Maoris) may attack during an night turn or enter an enemy controlled zone. To resolve the combat the Commonwealth Player chooses a target unit (which cannot be an EM) and each throw 2d6. The Maori unit gets a +1 for the night attack, and the German his defence value only (there is no terrain advantage in a night attack). The effects of combat apply only to the Maoris in the case of defeat, or the German target in the case of victory.



12.0 SOLITAIRE PLAY

Before anything place all the Commonwealth EM pieces (except Freyberg and Vasey) [spelled correctly for once!] in an opaque container. Then draw three counters for Carte east and one for each of the Cartes centre and ouest. Note on a sheet of paper on which maps the brigades corresponding to the EMs will be placed.

	Then place the counters of the three brigades (with their EMs) for Carte est in the container, and the other two brigades in separate receptacles.



Place on the map the following counters that are not drawn randomly:

EM Freyberg, in the Akrotiri zone, Zone 16

The 1st Battalion Argyll & Sutherland Highlanders (called in the game 1 Bat Aus) and the 3/7 RTR in strategic zone F;

EM Wassey [Vasey!((!] together with 2/7 and 2/8 Australian battalions in strategic zone C



Once the map for each brigade is known place the German units that arrive on turn one in zones where they wish to land (these can be different from the historical ones). The player then makes a random draw of the Commonwealth troops to be placed on Carte est for turn one. The placement follows the chart below. (Troops on the other two maps are placed on Turn 2 after following the same procedure of German units in turn 1). 



Order of set-up

Draw randomly in priority for the zones as follows:

Objective zones

Historical set-up zones in number order

Zones containing German paratroopers which have landed

The remaining units after the process noted below repeat the draw for zones which had more than one counter historically.



Placement procedure for Commonwealth troops

Throw 1d6 and apply the following modifiers

-3 zone de montagne

-2 zone de plaine (de boisee, de colline or de terrain difficile)

+6 zone d’objectif

+2 historical placement zone 



Result of dice after modifiers

1, 2, 3 = 0 units in the zone

4 = one unit drawn and placed in zone

5 = two units drawn and placed in zone

6 = three units drawn and placed in zone

Note the modifiers are cumulative



Example: Score of 1d6 = 4 for a zone de montagne, modify by -3, no units are placed in the zone.



Following this procedure, one cannot have two EMs in the same zone. If such are drawn then replace and redraw. Once all the Commonwealth troops are placed it is time for Turn 1 and the pre-invasion bombardment (follow the Rule 8.4 procedure).



12.1 Placement of forts

Place a fort in each airfield zone, a fort in the “vallee de la prison”, then place the last two as good sense would indicate.



12.2 Movement and Combat for the Commonwealth troops

Following the same procedure as in a normal turn. To the best degree possible the Commonwealth troops will attempt to counter-attack Germans in a contested or objective zone. Commonwealth troops will not make an assault if there is less than three friendly units in the zone, otherwise they will just defend. To fire into an adjacent zone a single unit is sufficient.

	In no case will units in an objective or contested zone move. In the case of retreats the units retreat towards the nearest objective zone, or zones containing the largest number of friendly units. .

	The combat and movement priorities are towards objective zones held or contested by the Germans.

	The EMs will bombard the zones containing the most German units. In the case of a choice decide randomly.

	The player makes the Royal Navy interception tests for all German sea-borne reinforcements.



13.0 SET-UP AND ARRIVAL OF UNITS ON THE MAP







� for air units, activate the Luftwaffe Zone (this represents German airbases in Greece).



� for reinforcements activate the box on turn chart in which is situated the initiative marker and which contains the available reinforcements for that turn.
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