4.4 US Victory 


Play stops, and the US player is declared to have won the game, the instant there are no more German units on the map and that side’s reinforcement-holding container is also empty of all units (see 3.5). Again recall when judging this victory condition, carnage markers in no way count as units.

13.0 Play Balance

13.1 If you feel it’s too easy for the German side to win the game, play using the following rules changes. Except as herein added, deleted or otherwise amended, all the rules given above still apply.

13.2 Game Length

The game now ends at the end of Game Turn 16. That means you have to keep track of the passage of complete game turns. A Game Turn Record Track is provided at the end of this rules section. Players should photocopy or otherwise duplicate it, as best suits them, in order to facilitate their play of the game when using this rules section.

13.3 Winning 

If the German player hasn’t won the game by the end of Game Turn 16, play stops and the US player is declared the winner of that match.

13.4 German Bombardment Deterioration 

Starting with Game Turn 9, and for the rest of the game, at the start of each of his side’s Bombardment Phases, the German player should put all the artillery bombardment markers into a large-mouth opaque container, such as a coffee mug. He should then openly roll a die and note that result (one through six). He should then select (without first looking) that same number of artillery markers from the container. The markers he draws are the only ones he may use that phase. 
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*Start rolling for German Bombardment Deterioration.

