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THE LONGEST DAY

AN OVERVIEW
Part II

By Jim Burnett
PLAY OF THE SCENARIOS


The following are a few observations, hints, and comments on the play of each scenario.  They are made with the use of the Addenda notes presented above in mind.  As one playtest group has done all this, it may be biased; your own attempts may produce slightly different results.  We think, however that the constraints of rules and play will lead to certain conclusions, regardless.

1. MORTAIN


Sit back and watch the Allies draw this one at the worst.  The German player must make a strong push toward Vire just to prevent a loss.  Because of this and the congestion that will occur at Mortain, send the 1 SS Panzer north to hold/attack at Vire.  This should prevent a loss.  As for the rest, St. Pois may fall with heavy German pressure.  With a little luck, the three hexes can be taken in four turns.  The 116 Pz and the 84 Inf are certainly strong enough to do this if used wisely.  Where the Allies usually hood is at St. Hilaire.  The 2 Pz, 2SS Pz and 17SS Pz, and 275 Inf, moving as far as they can on the first turn, will still be six, hexes away.  With only on road to go up, the 3rd Armored to contest the way, this is a nearly impossible task.  The reinforcement of the 2nd Armored merely clinches it.  The best way to regard thee scenario is as a training exercise.  If anything, the difficulty of an offensive surge against even moderately tough opposition should be readily apparent.  Learn with this one and put it aside.  An interesting variation is to alter the victory conditions to give one point for St. Poise, St. Hilaire, and each hex of Vire.  Not historical at all, but a bit better balanced.

2. FALAISE POCKET


This is another futile exercise for the German.  He has 333 points (as defined by this scenario) on the board, and must exit 182.  We recommend that the reinforcements be held off the board and 18 points be taken.  A very real problem here is that 60 points of infantry (277, 276, 326, 363, 84, and 275) can’t even exit just by walking out unmolested.  This leaves the Allied with only 91 more points to kill or stall.  A heavy attack towards Portages can easily do this, since the enemy must protect this route to get 10SS, 9 Pz, 3Fs, IIFs, IIIFlak, and LXXXIV out (123 points).  Since the losses taken at this time will add up to too many points, Germany has mathematically lost.  The Allies need do nothing but attack whenever possible and use all the defensive fire they can.


As a balancing suggestion, require the Allies to hold the Germans to 150 points or less to win.  Germany still needs 200 to win.  All other results produce a draw.  The lesson of Falaise is that while defense is easy, offense against trapped units whose options are limited is equally easy.  Lines of communications must be maintained at all times, no matter who you are.

3. COBRA
In the Cobra scenario, we come to the real challenge.  While it is advisable to assign sides based on player preferences so that a strong offensive-minded player will face a defensive-minded one, the scenario is balanced.  The lessons from the first two scenarios should be applied here.  The German must defend the roads to Pontabault and Mortain.  The problem is that there are several roads and two Allied options.  In any event, Villedieu is a key.  The capture of this city gives the Allied player a choice of which way to finish the scenario.  Germany is also working under a handicap of too few reinforcements, especially in the west.  An orderly and planned retreat is a necessity for 2SS Pz, 275 Inf, 353 Inf, and 317s.  If the other units are totally destroyed in the first two turns, however, it doesn’t matter.  The reserves must have time to cover the roads further south.  Maximize; have all of the units covering the main roads.  With a three-hex wide front at the point of each road and the rest of the units at crossroads along the advance route of the Allies, Germany may win by forcing the Allies to take the long way there.  The key is flexibility.  Remember that Avranches and Vire can fall after a fight, but that’s the limit.  If the entire operation is run as close as possible, victory can be had.

The Allied problem, conversely, is to go as fast as possible.  Destroy as many units as you can, especially during the first turn.  After that, move as far as possible.  Use all defensive fire that is available.  The main offensive should begin as a three-pronged attack at Essay, the 517s, and St. Lo.  The British units should put heavy pressure against the 326 Inf in an attempt to break a flank.  All other units should destroy as many Germans as they can.  While the carpet-bombing occurs against the 130 Pz, actual attack pressure should be on both sides of this division in order to thin out a given area.  Don’t forget to direct one of the bombers on the HQ unit.  At any rate, the next couple of turns should feature as much Allied movement as can be mustered, whether on roads or not, to engage as many Germans as feasible.  Fast movement and unit destruction are the order of the day.

Tactically, the use of air bombardment for disruption can be invaluable after the initial attack.  Mobile artillery for defensive fire makes the armored divisions worth even more than usual.  Each of the three thrusts should feature two infantry divisions supplemented by an armored division and an artillery corps (add two of each to the center attack), while the British advance with their infantry division and artillery corps on the eastern flank.

Cobra will also test the pre-planning ability of the Allied player with his supply units to the utmost.  Supply must be sent as far ahead as practical, destined for the place and units where it will be most needed.  Following the beginning of the scenario, some infantry divisions may no longer be able to keep up the pace.  Discard these divisions at the side of the road and send the supplies up to those who can.  If the German has played the game correctly from his point of view, the Allies must be outside of Avranches or through Vire by 29 July.  The decision of which way to go should have been made on the previous turn.  It now remains a matter of closing from the north and a flank.  The flank move is a direct result and benefit of the center thrust toward Brecey.  Remember that the


British units will be available if the Mortain objective is chosen.  Whatever the outcome, this scenario should not only be well balanced but exciting as well.

4.CHERBOURG

The Cherbourg scenario is essentially a miniature of Cobra.  It could also become the most popular, with a single mapboard and low unit density.  This is combined with a balanced game.  The Allied proposition is unit destruction, then advance, then a solid right into the city.  The German must conduct a fighting retreat using the terrain and then hold at the second fort line.

As with Cobra, the Allies should use a three-pronged attack using each division as a spearhead reinforced by armor and artillery.  The corps HQ should stay near the center of the board to use the long-ranged guns for whichever division needs support and to be able to rapidly mobilize to whichever front shows the most promise after the opening moves.  Supply unit shuttle to the west flank must be carefully planned.  The quicker the road from St.  Vast to Les Pieux can be secured, the easier this will prove.  Use the first turn to destroy units by both direct attack and defensive fire.  Prime candidates for this destruction are units with only a single step.  This should mean the loss of over a dozen units for the Germans, well in excess of a quarter of their initial front line, and make the formation of a new solid line difficult at best.  The second turn should likewise be a slugging match; strive to eliminate another dozen counters.  Turns three and four should be used for positional play to put at least one of the attacks at the first fort line over a few hex width.  If the German has moved his flak units forward, destroy them as soon as possible; the forts will then fall easily.  Turn five should break the outside fort wall in about six places, giving plenty of room for advance.  If the Allies strike the inner fort wall on turn six and have been diligent at their job of unit destruction, the city should fall on the seventh turn.  Unless the German makes some very bad errors or you habitually throw sixes, this is about as much as can be expected.

Any loss of tempo will result in the loss of the game.  Allied air power is critical here, especially against hills and other tough defensive spots.  (Remember the loss of ZOC by a disrupted fort?) Naval bombardment should be held at least until turn five or six (or even seven-depending on progress) to make penetration on critical fortifications.  Your recon units can be used to spot for this fire, notably against unoccupied forts.  Note too that with 63 points of fire you have only two shots at a .833 chance or two at .667 and one at .5.  Take whichever combination gives you the best fit for your circumstances.  If the weather rules are used here, the Allies have run their course if the weather goes bad.  The balance of this scenario is so fine that the loss of air and naval capabilities to the vagaries of weather means the loss of the game.

The German player must play the terrain.  For him, this scenario is an exercise in the use of space, force, and time; none of which he ever seems to have enough of.  Heavy losses must be expected for the first turn, but careful maneuver on the succeeding ones can minimize the effects.  Whatever the losses, the first five turns must be used to hold the Allies in bad terrain.  Hills and rivers are your friends; bocage and cities, your allies.  Obviously, the crucial points are roads and their junctions.  Remember that the 243 Inf can hold more ground with fewer troops because of the hills, but beware of the thinning effects, which may cause quick collapse later.  For the first few turns, the two armored units and the AOK 7 are the most important ones you have on your roster.  Leave the armor in reserve to shore up potential trouble spots, especially those caused by defensive fire.  The AOK 7 should go to the Valognes area to prevent 4, breakthrough in the middle and to retain road movement capability for re-deployment.  The MC companies and OST units should fill the gaps ix the line; remember that you have ten independent units and only three HQs, so one of them will be unsupplied for the first turn (after the first turn you will not have ten independent units).  The 101 units attached to the 84 Korps can get in one good defensive fire-don’t waste it.  Keep the HQs supplied until the last turn, and then use them as last-ditch defensive units.  Their three-factor defense is really not that bad, better than many of their subordinates start with.  As a contrast to some others, I prefer to hold them in position on the crucial landfronte positions, using the 94 Inf units as a further backup.  Consider the 94 Korps HQ unit to be divisional HQ for these units.  The one and possibly two defensive fires that the flak batteries have can provide just enough damage to prevent the Allies from amassing the final factors needed to finish off the city.  Remember that flak needs no supply.  Turn seven should find you with the (depleted) AOK 7, 709 HQ, 1/919, a couple of flak units, and the artillery inside of Cherbourg.  If defensive fire and terrain advantages have been used judiciously, this should be just sufficient to save enough of the city to win.

As stated before, Cherbourg, like Cobra, is a near run thing, where time is of the essence.  Players are urged to be very careful in planning moves and positions (at least two turns ahead).  Failure to do this leaves large gaps on defense and stalled units on attack.  Force is only force if it has a point of application.

5.  NORMANDY
The Normandy scenario is a vital preparatory exercise for the Campaign Game, While players are urged to practice it a couple of times, actual play will probably not occur after that because of the nature of the scenario and the setup time.  The small number of turns keeps it at the exercise level.  As a bonus, however, the scenario is balanced.  The Allies should take Carentan, Ranville, and probably Bayeaux.  The Germans should hold Caen, Montebourg, and probably Isigny.  The essential points then are the fate of the airdrops for the British to hold Ranville and the strength of the Omaha landings for the Allies to threaten Isigny.  (Refer again to Figure 6 and 7 for the initial deployment suggestions.) From then onward, it is just a matter of following normal attack and defense procedures to attain your objectives.  The Allies should note that either the 2/22 or the 1/12 of the Fourth division could get to Carentan on the follow-up movement phase.  If this is not done, the Allies can dismiss any thought of a real shot at victory.  While this scenario is not recommended for repeated play, it is an exercise that cannot be skipped.  The Campaign Game can be won or lost on the beaches if a player does not know what is going on.

6.  OVERVIEW

The scenarios are of three types.  Mortain and Falaise are merely good practice for tactical situations which will reoccur later.  Normandy is a mathematical exercise for a situation that will definitely happen.  Finally, Cobra and Cherbourg are excellent games in their own right, the only inequity being that one player must act solely as offense and one as defense.  As it takes all kinds to make up wargaming, hopefully you will find your match.  Since all but the first two are balanced, and these can be fixed as noted above, the scenarios will all give a competitive game.  TLD is worth buying for the information and the scenarios alone, but the Campaign Game is the piece‑de‑resistance.

THE CAMPAIGN GAME RULES
This is not actually the "Longest Day", 6 June 1944.  It is the entire Normandy Campaign and to get the full spectrum of all components and rules and the full value for your money, the Campaign Game must be played and played as many times and as long as possible.  Too many people will start, get through the first few turns, and quit.  If you are going to do this, you may as well play the Normandy scenario.  It is when many divisions are on a great expanse of mapboard that the full effects of the rules covered below interact to create a complete game, with a subtlety of play that takes time and effort to realize.  Your only real problem will be to find a place to keep the game set up.  Find it, it’s worth it.

The weather should be the factor that keeps the German in the game.  Its blunting effects on Allied air and naval power are not only definite, but to a certain extent, unpredictable.  (Check Volume 17, Number 6 for clarifications on these rules.) One thing the German must be especially aware of is the rule that after the sixth consecutive storm turn, the weather is automatically fair.  As the Allies will realize this, they can call a carpet-bombing attack for the next turn with impunity.  They can also plan for an all-out assault with full naval bombardment and tactical air support.  Forewarned is forearmed! This will be the most dangerous point in the game for the Germans.  Conversely, OV-2 and ST-1 (the first time around) are the best times for counterattacks.  Both sides should definitely keep a weather eye out.

The rebuilding of units is definitely an Allied advantage.  While Germany theoretically has the same benefit and must take every opportunity to keep its units at top strength, the need for anything, no matter how battered, to hold the line would occur throughout much of the game.  Here is the quandary; whether to use spare units to counterattack or to use them to shore up the line while other divisions refit.  In this author’s experience, refitting is usually better than counterattacking unless the need or opportunity to retake a certain position (major city, bridgehead, breakthrough, etc.) is just too great to pass up.  Remember that attrition alone works in favor of the Allies.  The Allies, on the other hand, will find after the first three weeks that they have more divisions on the board than they can effectively use anyway, due mainly to supply and density-so the recycling of fresh units to the front is a free benefit.  Oddly enough this forces the Allies to use the standard German tactic of bleeding down a division and then making wholesale replacements.

As a warning to both sides, a replacement is just that.  Nothing can rebuild a completely destroyed unit, so losing that last step is a heavy penalty.  The same applies to artillery, except that nothing replaces those valuable tubes, so beware.  The only other thing to keep in mind about replacements is that they are self-regenerating so use as many as possible without upsetting other plans.  The first trick here is to pull a division out of the line, with the exception of one or two units left in one hex to assist in attacks for divisions on either side and to spot for free defensive fire.  This trick does keep a supply unit out of the system, but can be valuable for the Allies who have plenty of divisions and the Germans who should have plenty of supply.

Unit entry is an important point in the game for both sides.  The Allies must make sure of two things.  First, the landings must be executed as efficiently as possible to establish the maximum number of beachheads.  The section on Normandy covers this, but does not explain its full importance, especially at Omaha Beach.  Since three stacking points are available per beachhead the first ten turns, the beachheads captured initially are only important for the total amount.  If, however, the Allies do not capture at least three beachheads on each beach where it is possible, they are in serious trouble.  At Omaha, for example, the capture of only two will not allow any US infantry battalions to come ashore after turn ten except at the Mulberries.  The loss of the Mulberry hex is also a dreaded possibility.  This combination would almost surely spell a loss.  The British problem is not as acute since there are two beaches that are easier to take.  Figure 7 gives the Allied player some idea of what to expect with average luck on the beaches.  In normal action, the US will lose two beachheads and the British one.  Remember that while the units can move along the Unit Entry Track regardless, the debarkation port will be the holdup.  US one and two stacking point units (notably supply) can use Utah or the ports; like British units can use ‑Sword or ports.  The Mulberries may be the saviors but they are no substitute for taking enough beachheads.  As a final word, never forget that you can take all of a beach’s capacity at a single landing box, thus avoiding the threat of coastal artillery on a separate part of the beach.  Mulberries do no count for this.

If the Allies face a bottleneck at a point, the Germans are even in worse shape, being hounded over at least a three-box line just to get to the mapboard and then subject to interdiction for the rest of the trip to the front.  The Allies, with the use of their strategic bombers, can discomfit and scatter the units of a German division over the course of a week, insuring that it either reaches the front piecemeal or delays to reform.  For Germany there is no long or short-term solution other than to hope for bad weather and to negate the effects slightly by using as many different approach routes as possible.  The real difficulty to this is not so much the loss of time, but the confusion.  To my mind, it is preferable to wait with the initially arriving units eight hexes from the edge of the board until the HQ and supply can arrive.  Then move units forward eight more hexes and wait for as many stragglers as possible.  If a particular unit tries to enter the board unsupplied, it will take forever to reach the actual front.  A division 90% complete is worth waiting for an extra couple of days (in most instances) over a 50% fighting force.  At any rate, never commit individual units before their supplied HQ can enter the board.  This is merely elaborate suicide.

As was covered above, Allied Strategic Interdiction is a great asset.  So great in fact, that the use of the heavy bombers should be limited almost exclusively to interdiction, with carpet bombing being saved for special occasions when there are really not enough German units to make interdiction worthwhile or the weather favors you.  The value of interdiction is that the bombers can follow the German units on the Strategic Movement Track, placing themselves at the points where there is the most to be gained.  In particular, the addition of three bombers to the Rennes and Seine River boxes requires that the German roll a ‘6’ just to let a unit pass.  This is an almost solid roadblock.  Don’t worry about the two bombers "wasted" in South France.  They will play their role when possible.  Use the four you have for interdiction and try to force carpet-bombing to the back of your mind.

Inter-Allied Co-operation is normally a plus for the German but little else need be said other than the fact that it gives some justification for different colored British and US counters.  A lethal variant is to require the Luftwaffe, SS, and Wehrmacht to abide by the same rules.  This is historical and very interesting but not really recommended.  The only other point to note here is that the US can use the British Mulberry.  You’re usually in trouble if you have to, but it can keep the Allies in the game if the landings have gone poorly.

Ports and Mulberries are strictly an Allied bonus.  The Mulberries are necessary for Allied buildup.  Some care should be exercised to insure the capture of the particular landing boxes since the first objective at Omaha Beach should be to clear the way for Mulberry placement.  Any piece of equipment that puts an Allied division ashore in three turns is worth fighting for.  Remember to defend your locations; Mulberries, once gone, are irreplaceable.

	Date
	US 

To Land
	US Back-log
	Brit To Land
	Brit Back-log

	June7
	34
	19
	11
	

	8
	28
	32
	6
	0

	9
	33
	50
	0
	0

	10
	3
	38
	34
	0

	11
	0
	26
	36
	4

	12
	1
	15
	34
	10

	13
	33
	36
	0
	14

	14
	33
	59
	0
	2

	15
	6
	51
	0
	0

	16
	0
	39
	0
	0

	17
	0
	35
	0
	0

	18
	33
	63
	0
	0

	19
	0
	58
	0
	0

	20
	0
	53
	0
	0

	21
	0
	48
	0
	0

	22
	0
	31
	0
	0

	23
	28
	42
	34
	12

	24
	0
	25
	0
	0

	25
	0
	5
	0
	0

	26
	0
	0
	68
	46

	27
	0
	0
	24
	46

	Figure 7c: The first three week’s unit backlog for the Allies.   This figure assume average beachhead emplacement per Figure 7b.   The US has five beachheads, British 10, Mulberries on 22 June. Minor ports of Isigny and Courseulles on 25 June.


In contrast, the minor ports really are minor.  At most they are valuable to land supplies close to the action; but, since they take 14 turns to clear, there is generally no action nearby.  The German player should not worry about the loss of these locations unless they are strategic points like Carentan and Isigny.

Cherbourg, however, is another matter.  The full value of the port is exceptional, but the Allies will have quite a wait to use it.  Since any competent German should be able to hold the port hex until 27 June, which will put the expected capacity at -4, a typical Allied takeover on 1 July will make the full factors unavailable until 29 August.  This is two days before the end of the game.  The time average value of the port of ten stacking points over the last two months will be an aid to the US starting 24 July when the 28th Infantry Division arrives.  Since storms can wipe out Mulberries, Cherbourg may be necessary.  As is, the Allies should make a real effort toward Cherbourg to gain this extra supply and reinforcement port.

In the Campaign Game’s alternating benefits design, the German player has use of railroads.  Because of the need to rush units from the edge of the board to the front lines, Germany must have the rails to move infantry divisions.  (With the extra movement factors, strategic road movement, and mechanized move available to armored divisions, they will go faster on the roads.) An extra bonus in the rail system is that units do not have to be supplied to get full benefit of rail movement.  Thus, divisions split up by strategic interdiction can be reassembled.  Armored divisions can also benefit from this as they lose the above bonuses if out of supply.  The German is urged to make maximum possible use of the rail net as long as it is available.

However, Allied interdiction with FB units may well cut that availability to a bare minimum.  Even though the FBs will be used in road interdiction for the 6 June turn, 32 factors should be assigned to rail interdiction (17 from one country, 15 from the other) starting 7 June until the 60 points to collapse the rail system has been achieved.  This can take an average of one week of Fair or OV-1 weather.  Notice the big bonus of OV-1.  This use of Allied airpower is strongly recommended.  With full use of all necessary factors against the rails, there will still be four units left for the small amount of road interdiction, which will actually be needed at this point in play.  Units are fairly engaged for the first week and German strategic movement should be slight.

As if the loss of the net itself were not enough, the FB interdiction also cuts the rail net on the board.  This, in and of itself, seems like damage enough.  The first cuts should be placed as near to the edge of the board as practical.  The next few days’ cuts can be used in specific locations as the Allies spot where German reinforcements are coming on the board.  Remember to put your cuts at rail junctions and to use the fact that a city on the way to the front is just like a cut.  A final nasty tactic for cut placement is to put them as far from the regular road net as possible.  This makes it difficult for the Germans to transfer units from rail to road movement and usually gains at least another day‘s delay.

The minor German rail units, E.Tr and artillery, are of limited use.  The E.Tr units are like the little Dutch boy with his finger in the dike.  They are trying to repair at the rate of three per turn what the Allies are destroying at nine.  The job must be done, however.  Don’t forget them as they can be of some help.  And remember that you are laboring to remove only the cut units; net damage is forever.

The RR artillery is in somewhat the same shape.  For fire purposes it proves the same as coastal artillery, except that it can fire at any hex within range.  Being only two units of one strength point each; these must have a die roll of W to be of any help at all.  Use them separately as there is no difference between one and two on the bombardment table.  Suggested positions for the units are northwest or east of Cherbourg and south of Caen, at a distance of about ten hexes to allow fire for a long time.  Put them someplace where a defense factor or two might help someday.  They’re inevitably going to stay for a considerable time and may as well be put to as much use as possible.

All in all, the rail system is a deceptively crucial part of the game.  Every turn it is in operation is of benefit to the German.  The Allies must destroy it as rapidly as they can.  Don’t underestimate this facet of the game.

Now for the three final extras for the Allies:  Air bombardment is a bigger bonus than it may seem.  The typical gamer is always looking for that extra factor to increase the attack odds one ratio and therefore will usually be thinking of TAC bombing.  The mere fact that tactical bombers have to be assigned before mechanized movement and defensive fire tends to lessen their effectiveness, however, especially if the Allies face a cunning German who has a good defense in depth.  Naval bombardment is fine, but of limited range and must have spotters.  Air bombardment, on the other hand, requires no spotters and is not restricted by range.  While there are only 27 factors available, these can be enough to prevent an armored unit from making mechanized move, an artillery battery from using defensive fire, or generally disrupt a particular location in the German line which can then be attacked by regular forces with a favorable die roll modification.  A clever tactic is to fly six different 4 factor and three different I factor attacks against a division; which will give an average of over two disruption counters.  If you then attack with a +2 CAM, almost any position can be broken.  The only drawback is that air bombardment is truly a fair weather friend.

	DATE
	EVENT

	6 June
	Allies landings and linkups.  Isigny, Carentan, Bayeaux, and 0streham fall.

	10 June
	German counterattacks north of Caen.   15 beachheads emplaced with both Mulberries

	22 June
	Mulberries active and new Allied supply ration arrives.

	29 June
	Cherbourg and Caen taken.

	10 July
	Second big offensive aimed at St. Lo.

	15 July
	Allied are on line from Lessay to St. Lo to Caen.

	24 July
	Third big offensive.  Targets are either Falaise/Conde or Granville/Villed eu/Vire.

	4 August
	Final push begins, Aimed off board wherever Germans are weak.

	18 August.
	Allied victory.  If not, continue

	17 August
	Final push for the Allies.   They will not have time for another.   The German should not lose if this one is halted.

	Figure 8.   Expected timetable based on average luck in a Campaign Game with no optional rules.   See the Optional Rules section for the estimated effect each rule would have on this timetable.


Air supply is another bonus to be exploited.  The four air supply counters are only a half factor each, but are immediately renewable in contrast to other supply.  While they are subject to drift and destruction upon disruption, they may be delivered anywhere in F and OV-1 weather.  There is only a one third chance of survival, but even this usually means more than one free supply unit per turn.  Remember that any type of HQ can use these units.  Air supply should be used the turn it is received so that another delivery attempt may be made on the next turn.  At the very least, waste it on defensive fire if a regular attack is riot feasible.

Unit withdrawal by the Allies is probably not worthwhile.  The time it takes to withdraw a unit and then send it back with its replacements is just about the same as running replacements through the unit entry track.  There is one notable difference.  Replacements have zero stacking points and thus may be sent free when available.  A unit withdrawn and then returned uses landing capacity in both directions and there are not that many instances in the game when the Allies have this capacity to spend.  About the only time withdrawal could be of assistance is when using the Second Allied Drop Variant (covered below).  In this case, a paratroop division, which has been severely battered and thus is worthless for other duty can be sent back for refit, creating a threat not to be ignored by the enemy.  The two stacking factor paratroops can use Utah, Sword, or a two-factor port without upsetting much of the entry schedule.  Don’t base a whole game plan on withdrawal, but don’t forget it either.

A couple of other minor details which are not directly addressed in the rules per se but have an impact include the following: Allied and German corps do not get a free supply unit on the entry schedules such as divisions do.  Care should be taken to have one from the used pile available to join them when they are due to enter.  The Allied non‑divisional reinforcements should be chosen with some care.  US armored units can use Utah’s two landing point capacity after 17 June.  A balance must be struck between the entry of these units and the artillery to insure that the corps HQs are not overloaded.  While players may wish to bring on the 155mm’s early for their large firepower, remember the mechanized capabilities of the M10s are very valuable and that you get two of these per turn.  You also get two 155Gs with the same advantages.  The British should normally receive the first reinforcements since they will have the extra landing capacity and will have to battle the Panzer divisions and forts north of Caen.

CAMPAIGN GAME SCENARIO

As stated above, the Campaign Game is t real reason to buy TLD.  While the rulebook is n so massive that complete recall of each part will be impossible, the planning and adaptable: necessary to make use of the full system will provide the real test for each player.  The only unique aspects presented here are the victory conditions and they are easy to understand.  The early game end conditions for the Germans are there merely halt a game which has no chance for reasonable continuity, since the attainment of any of the almost impossible requirements would spell Ion range doom for the Allies.  Other than these conditions being met, play the game out to conclusion.  You will never realize all the subtle nuances and interactions unless you do.

As an overview of what will normally go on during a game, assuming typical weather and average die rolls, a sample time table (Figure will give you some guidance.  As a further look the Campaign Game, two views are necessary first from the action side, then from the system side.

With respect to action, the dates in the figure are accomplished by the following.  The practice lessons from Normandy will put the Allies ashore in force, but not to the extent that they had hoped especially at Omaha.  From here, they attempt to accomplish several things.  (Remember that & German is essentially on the defensive and his idea should be to oppose and counter the Allie strategy.  In the main, his counterattack opportunities are localized and tactically motivated against strategic Allied points.) The Utah beach contingent will try to head north, west, and south to strike at Cherbourg, the west coast, and to link with the Omaha forces at Isigny.  Omaha landing units will go west and east to link with their flank at Isigny and Bayeaux.  The British will drive west to Bayeaux, south to Caen, and east to establish a defensive front in the flooded area between Cabourg and Oustreham.  Note that there is temptation to try to win the game early by exiting the mapboard immediately to the east, but that should prove practically impossible because of the, flooded area’s hindrance to Allied motorized movement and the immediacy of available German reinforcements and supplies.  After this initial phase, the Allies will attempt to establish a bam line running from the Ranville area, north of Caen, through Bayeaux to Isigny, past Carentan, into the flooded areas of Cotentin and north to Valognes.  Then the British should get involved in a tough battle for Caen with an eye out for German counterattacks.  If this localized battle is hard enough on the Germans, some progress should be made south of Bayeaux/Isigny to provide a flanking threat.  The US player should be concentrating on reaching the west coast to isolate the peninsula and on the advance toward Cherbourg.  After the fall of Caen and Cherbourg, the Allies can reach St. Lo and establish a new front line.  This line will be the one that produces the Cobra-style breakout, whether done by the US, British, or both.  A collapse of the dimensions of Cobra will cause the German line to be extended to a length, which cannot be adequately defended, and the game will be over,

In the above commentary, there is not much sign of hope for a German win.  If one is forthcoming it will be because he did well in his efforts on the beach, was able to stall the drives on the west coast and Cherbourg until after I July, and cost the British to such an extent that the final capture of Caen was pyrrhic.  Through it all, Germany must maintain a strong reserve system with a high degree of mobility so as to be responsive to the changing Allied thrust.  A bit of bad weather won’t hurt, either.


As far as the systems used, we will again consider first and mainly the Allied side, since they will be the most active.  All of the tactics used in the Normandy scenario will still be valid for the first three turns-except that after turn one, landing divisional units becomes much more difficult.  Remember to watch the landings of HQs on the first turn since they will be subject to coastal artillery fire.  Fighter-bombers should concentrate on road interdiction for the first turn, and then switch to rail interdiction until the rail net is destroyed.  Light and medium bomber units should be used to achieve higher odds on the first turn and then to suppress the remaining coastal artillery units on the second and third.  Even after, they should be employed adaptively as the situation merits.  The heavy bombers should go to the Strategic Interdiction boxes and stay there unless a carpet-bombing opportunity comes along that just cannot be passed up.  Recommended use for the first turn is three in Amiens and one in Seine River with the intent of breaking up the 346 Inf and I SS Pz.  A variant not permitted by the rules but historical is to allow the Allies to conduct a carpet-bombing on 6 June.  Because this is actually a preliminary raid conducted on 5 June, resolve combat before the paradrops.  Roll for drift on this if you desire.  Due to the dispersed nature of the German forces, the effectiveness would be slight so try it if you feel the urge, but this raid is not really recommended.

The positioning of the units for the invasion is also a slight reflection on their characteristics.  For the Allies, only the paratroops are really effective in the flooded areas due to movement restrictions imposed on all motorized units therein.  They should hold these river lines while regular divisions make their advance along the roads.  The CAM advantage will be difficult to come by since tracked units would be frozen in place if moved off the roads.

Naval bombardment after the first turn should be enough of a threat to the Germans to discourage them from massing too many units in a single hex near the coast-especially flak and non-ranged artillery-for fear of a strong naval strike.  The British are better at this than the US, but the US may need their few factors to squelch coastal batteries and strongpoints that did not fall in the first turn.

Artillery should be massed near cities and forts to give the punch the attacker requires to take these positions.  Non-divisional armored units should be parceled out among the divisions for maximum use of the CAM.  Remember that one armored unit on each attack will suffice to give the +2 desired.  Especially important are the capabilities of the British special function armored units.  Reread this section in the rules to avoid misuse of any of the units.  They will prove necessary to surround and take Caen,

After the opening, recreate the drive on Cherbourg scenario, using the same tactics and bout the same force as the scenario.  This will be a time of position solidification and unit formation or both sides.  Get all your divisions ready for the second part of the game.

From the Allied side, supply is the keyword in attack after the opening shots.  The initial glut of supply will by now be used up.  After being reintroduced on the Entry Track, it will not be available again until 22 June.  This ration should be used to take Caen and Cherbourg.  Note that a preferred supply usage system is to burn it out in four or five turns of heavy attacks, then to rest and form for the next round ten days later.  In our opinion, this is better than constant pressure and instant supply flow because it creates problems of a larger nature at a particular time for the Germans.  Small attacks allow the Germans to pull units out of the line for refit as they go.  With proper pressure, a large attack stretches the German out over several days and breaks him.  In effect, units are destroyed and cannot be rebuilt.  In general, it is the workings of the replacement rules that cause this.

After these battles and the resultant supply and unit refit and reassignment, the Allies should be ready to begin another round of heavy attacks near 10 July.  This is the preliminary to Cobra.

Note that the German reinforcements stop from I July to 20 July.  The first big assault during this time should be designed to weaken the German line beyond repair.  There will probably be no real advance past St. Lo, but this is sufficient strain on the German.  If Germany is forced to defend its line without backup units, defensive fire for the ten turns of waiting after the first push will weaken it even further.  If the second attack is begun 24 July, it should succeed as well as Cobra did historically.  When a defensive front is finally re-established, a third attack on around 4 August would hit right before the final reinforcements enter and result in victory.  If not, a fourth may be necessary around 17 August.  This one better work because there isn’t time for another.

Inspection of the German Entry Chart shows that their units usually enter at Pas de Calais.  This makes any attacks automatically more successful if they are to the western edge.  The British should pressure the German’s eastern flank with spoiling attacks and defensive fire while the US and unemployed British units strike southward.  While all of these suggestions may seem too rigidly bound by history, terrain and reinforcements tend to channel the game in this direction.

How do we arrange these massive assaults? The Cobra scenario gives some hints, but does not cover all factors.  The Allies need full air support for their efforts.  Isolation of the battlefield by interdiction is as important as the bombardment of vital fortified positions.  While an attack can succeed without air, the amount of destruction and territory gain will be nowhere as great.  With supplies and divisions at the ready, an assault should utilize six infantry divisions, three armored divisions, and four corps of artillery in actual combat in three different locations at the front about ten hexes wide and separated by one to two divisions covering five hexes.  These attacks should be directed down roads.  The assault should be preceded by a massive defensive fire.  If at all possible, three armored divisions, six infantry divisions, and two corps of artillery should be held in reserve to exploit any real breakout.  All infantry divisions should have a full complement of independent armored units.  This force over a four to five day period will use up almost 24 supply units; a really heavy expenditure, so the advantage gained had better be worth it.  An even more supply-intensive tactic, but at times a good one, is to double the artillery assigned to a corps and fire six of them offensively and six defensively.  Doing this and alternating the movement of the units will dramatically increase firepower.  This pattern should guarantee success against all but the most stubborn resistance but should be used only when really necessary.  Be ready to exploit with your reserves.  Take whichever of the three segments of the line that breaks and drive down the road with the reserve armor and attack each flank with the infantry.  You are trying to cause collapse of at least two of the assaulted segments in order to trap the enemy units between.  While the first attempt may not show tangible results in terrain gained, the depletion of the German forces should make the second and third highly successful.  Continue the attack until your supply position forces you to stop, and then refit for the next.  Remember to keep UP the defensive fire along the rest of the front.
	MAPBOARD
	HEX GRID

	BOARD A
	

	Montebourg
	2718

	St. Pierre Eglise
	2700

	St. Vaast de la Hougue
	3311

	BOARD B
	

	St. Mere-Eglise
	3023

	Bameville
	0924

	Lessay
	1936

	Periers
	2538

	St.Sauveur
	2024

	La Have-du-Puits
	1931

	BOARD C
	

	Isigny City (Port)
	4030

	Tessay
	4153

	Caumonjt
	5445

	Dog Red (Box)
	3926

	Uncle Red (Box)
	3926

	BOARD D
	

	Bernieres
	7230

	Douvre
	7433

	LION
	7832

	Thury-Harcourt
	6953

	Ranville
	8137

	King Red (Box)
	6627

	Arromanches
	6330

	BOARD E
	

	Francville
	8534

	St. Pierre
	9151

	BOARD F
	

	Pontorson
	1878

	Wedieu 
	3361

	St. Hillaire 
	3878

	St. Pois 
	4067

	Pontaubault 
	2674

	BOARD G
	

	Conde
	6561

	Briouze
	7471

	Figure 9.  Hex grid locations for selected locations.


What can the Germans do to counter all of this? Frankly, not a lot.  Assuming that the invasion has average success, he has a tough right on his hands.  He must hope for bad weather at least half of the time.  Even OV-Is help quite a bit; and if the Allies get very little fair weather, their options are decreased and the timetable slowed.  Next, the German must remember his basic math.  After the third turn, the front line will be nearly 200 hexes long.  Even at 150 hexes, nearly 250 units will be required to adequately hold the Allies back.  Since the total German force in the game is about 1000 counters, scattered over three months, a concerted effort to preserve units is needed.  If at all possible, make replacements.  This is easier to do during bad weather turns.  Use field fortifications to back up the front, Construction of these should begin after an Allied offensive in an area has lost its punch.  Don’t let units get surrounded (except for Cherbourg.) It is far better to give up two or three hexes for a couple of turns than to hold fast until you are finally overrun.  The fastest way for Germany to lose is to play Adolph Hitler and keep major units holding untenable ground.  This does not preclude one or two infantry battalions being left behind to hold a piece of ground with the possibility of moving behind Allied lines.  Since units do not die from lack of supply, an occasional thorn in the side, which has to be eliminated, is worthwhile.  Always have supply ready if a large defensive fire or counterattack possibility presents itself.  The Allied army is not set up to lose a large number of units over many divisions without unbalancing supply usage.  Beware of every possibility for air and naval action against you.  Planning for the arrival of reserves should be a "worst case" exercise so that any that arrive on time are bonuses.  Keep a couple of mobile reserve divisions if possible (the Second Panzer is one good candidate).  Lastly, keep your head.  Time is not in your favor but time does run out.  Force the Allies to win.  They may make enough mistakes to lose.

You are also encouraged to read the Tactical Hints section of the rulebook.  Dr. Archer and Mr. van Zante have done an excellent job of playtesting and presenting their findings.  I would also call attention to my own list of hints and suggest that these be combined with the comments above to help you conduct your campaign.  The salient point in any case is to plan ahead.  Given the natural historical play balance, the Allies can afford a few more mistakes than the German (unless they are on the first turn), but they also have more chances for error.  Since the rules are easy to remember, keep also in mind the applications.

CAMPAIGN GAME VARIATIONS

These variants provide a little added interest to the game.  Since the Allies are favored in the Campaign Game, all but the first variant works to bring a bit of parity.  Whether anyone will ever be able to try every variant is Problematical, but a few could provide variety.  The estimated game length effect (EGLE) is based on an estimate of a normal Allied win on 7 August.

A. AIRBORNE SECOND DROP; 

EGLE -2 DAYS

The danger to the Germans of a second drop is the present threat.  The difficulty in withdrawing and refitting a couple of airborne divisions, planning the drop, and getting the weather to respond favorably is tremendous.  The drop could not happen before mid‑July at any rate and only someone with a crystal ball could predict the front line 21 days in advance.  If the troops are withdrawn, however, the German must respect the potential, especially to the east flank.

B. REVISED DROP ZONE; EGLE + 2 DAYS

This variant is intriguing in that it can be tried in the Normandy scenario to judge effects.  There is nothing else to say except that it tends to favor Germany slightly.

C. CHANNEL ISLANDS; EGLE + 3 DAYS

This variant will do little to the overall game, but an extra division is an extra division.  Just for fun, land it at Cherbourg to delay the collapse of the port by at least a week.  The 91, 243, and 709 will be able to fight harder around the Utah Beach pocket knowing that help is on the way.  The 319 plus the flak units will certainly make the Allies pause at the outer fortifications of Cherbourg.  To judge the immediate effects, add the 319 to the Cherbourg scenario, starting in the forts, and give the US one more full infantry division and two more days.

D. SPRING WITHDRAWALS; EGLE +7 DAYS

The introduction of the two extra panzer divisions and one corps will make a counterattack against the British a virtual certainty around 11 June.  The increase in time value for these units will put heavy pressure on the Allies for quite awhile.  There is a slim chance for an early German victory if St. Lo can be held through 5 July.  An interesting variant in that both sides can now launch substantial offensives.

E. ROMMEL’S STRATEGY; EGLE +10 DAYS 


This is another version of the above with a minor exception.  Now the 130 Pz has a chance to arrive in time to collapse Omaha Beach.  With the 17SS in position to hold the center of the US positions and the 21 Pz ready to discomfit the British, another early German win is possible by throwing the Utah Beach forces out of Carentan.  As tough a variant on the Allies as above.  Try this one in a Normandy scenario also before starting a Campaign Game with it; allow the Allies five days to win.

F. ROMMEL C-in-C; EGLE +15 DAYS

Here is the German chance for not only an early win, but an extended one as well if the game drags on.  A force this large near the landing zones will create a drain on the Allies that they may never be able to recover from (much like the situation at Anzio).  In any case, there will be blood on the beaches.  Again, try this one in Normandy before beginning a full game.  Allow the Allies six days to win.

If you yearn to see a lot of counters on the board early, combine all variants except B and E into one big game.  As the Germans will be favored to win this one, change their victory conditions to total elimination of the Allies from the continent.  Be forewarned, this one is for lovers of blood and panzers.  The variants are here for your enjoyment and to keep your Campaign Games from becoming stale.  Use them as such.

OPTIONAL RULES

It is the author’s opinion that all three optional rules are more trouble than they are worth, but try them if you like.  They are more realistic.

Counter-battery fire is interesting if you are tired of just shooting at front line units with your defensive fire.  Its use is also evenly balanced for both sides.

Bridge demolition and repair is a bonus to the German designed to give special units something else to do and to litter the board with more counters.  The effect on the game will probably be noticeable, assuming the German player is competent.  It should be remembered that demo can be a two‑edged sword and that the bridge just destroyed may be desperately needed two turns later for reinforcements.  Add to the rules that the Pioneere unit must be supplied to attempt demo or repair (same for Allies).  If you use this one, combine it with hedgerow cutters to restore normal balance.

Hedgerow cutters are the opposite side of the bargain for the Allies.  As a favor to international relations, give the cutter to the British also.  They may actually have invented it first.

MULTIPLAYER

This section stands by itself as written.  The author would urge the play of the campaign by five players, and believes that if each player does his job thoroughly, an average Campaign Game will take about 120 hours to play.  This is a long time, but if spread over several months will provide the ultimate gaming experience for all.

PLAY BY MAIL

A game of this scope and density can probably best be enjoyed over a span of time by mail, where players have the opportunity to spread out the effort and concentrate more on the planning.  While the turn sequence and game time would force a Campaign Game to go on for 20 years, two confident, competent players could finish any of the scenarios in about a year.  By normal PBM standards, this is not bad.

The turn sequence for mailings is as follows:

1. The Allied player does his Replacement, Air/Naval, and Movement Phases.

2. German Mech Move and Defensive Fire.

3. Allied Combat and Reset Phases.

4. German Replacement and Movement.

5. Allied Mech Move and Defensive Fire.

6. German Combat and Reset Phases.

For Normandy, the first turn sequence must be added.  The Allies do all operations, even coastal artillery fire since this is just a mechanical phase with no decisions required by the German.  Note that before the game starts, the German will have to give the Allies a method to resolve airborne drift, combat, air/naval operations, assault wave combat, and coastal artillery fire, but this should be the only procedural problem encountered.  It will be slightly more realistic in making movement without the knowledge of the air/naval bombardment outcomes.  If using the weather option, the German sends the weather roll at the start of the game, and from then on with his combat phase mailing.  Each player should send a retreat path for units, which may be forced to retreat in combat.  Optional movement paths can be sent if movement is dependent upon bombardment to disrupt a ZOC.  Other than this, the PBM of any scenario should proceed smoothly.

There is just one thing missing: a hex grid.  To rectify this, the following grid is suggested.  Numbers for each hex are two-part, producing a four-digit reference.  The first two are the west to east numbered coordinates; the second pair runs from north to south.  (Figure 9 gives several cities

CONCLUSIONS

The commentary above has concentrated on game play.  If the reader wishes to understand the underlying historical and design concepts, he is referred to the Designer’s Notes and Bibliography.  The challenge now is to begin the play and enjoyment of THE LONGEST DAY.  It will be well worth your while.
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