~ Memoir '44 ~

House Rules.

This is a collection of rules from all three sets - the original Memoir '44 rules, the Terrain Pack Expansion, and the Eastern Front Expansion. Also included are some suggested additions and variants, either official or home-produced. Memoir '44 is a fun, simple game that should be kept that way. The aim of these House Rules is to bring all the different sets together, but without taking away the simplicity. It's just a bit of a pain to have to refer to three sets of rulebooks, etc., as I only have a small living-room table and my wife gets easily bored and impatient. This set of rules should not be interpreted as a replacement for the real sets provided in the original game and its expansion packs. They look much better than this, everyone plays using them, and (above all) you paid for them.
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Main Rules

Game Scale

The scale for games is variable depending on the Scenario. The size of a Unit can be a single Section or soldier all the way upto a Division, Corps, or Army. The greater in size a Unit is supposed to be, the less types of Unit need to be on the Board. For instance, a Skirmish-game, where the Units are representing Sections of men, might have the full range of Infantry Support Weapons, Tanks, and Artillery. However, for games representing Divisions, Corps, or Armies as Units, there might only be Armour and Infantry Units, as all the other types of Unit are considered included in the larger-sized formations. An Infantry Division will have Artillery, Anti-Tank Weapons, Troop Carriers, etc. The removal of figures/models, and how Units continue to Battle just as well as before, is nothing to do with casualties. A Unit that has been eliminated is not the same as a Unit that has been annihilated. The reality is that the Unit has become so disorganised through losses, shock and confusion, that all order has broken down. Officers are no longer able to give effective orders, soldiers are no longer able to take effective action. Maybe the Unit ran out of ammunition or fuel. Perhaps too many vehicles broke down. They may even have laid down their arms and surrendered. Either way, the Unit has ceased to function and has become just a mob of unrelated men struggling to get out of harms way as quickly as possible.

Time and distance are also assumed to be scaled-up to suit the formation size. In a Skirmish-game, the games length might only be considered to represent an hour of fighting. Units of Regiment-size or higher might last a full day or even longer. Also, as different weapons are considered included in the formation the bigger they are supposed to be, so the Battle Range and Movement of different Units remain consistent. If an Infantry Section is firing Rifles with declining accuracy over greater ranges, the Infantry Division would also be using Artillery and Machine-Guns that give greater range to the Unit. In Close Assault, all three weapons would be firing. At 2 hexes only the Artillery and Machine-Guns might be effective and at 3 hexes only the Artillery would be having any effect. Furthermore, larger scale Units might be sending out reconnaissance patrols, fighter-planes or bombers in ground-support, or smaller Units infiltrating around the flank of enemy Units, that would not need to be represented except in the result. Similarly, weapons would increase in size, from, for instance, a man-portable Mortar, to a Medium Mortar, to a truck-based Heavy Mortar.

Using Figures

One of the intentions behind these rules is to use better or more different types of figures and models:

Unit Type
Correct Scale

Infantry
HO/OO, 25mm or 1/72 Scale

Armour, Artillery
10mm (or 1/285, 1/300 for larger models)

Personally, I'm rubbish at painting so I've come up with the following colour scheme:

German
Blue-Grey (or Dark Grey)
American
Olive Green

British
Khaki (or Green)
Russian
Brown

Paint each Army entirely one colour. This also matches the normal colouring for plastic figures and still looks good (nostalgic). Other colours are possible to distinguish different theatres (such as for North African Sand or a Russian Winter White) or different Units (such as for different sorts of Special Infantry Units).

Components

The typical components for the original set of Memoir '44 are:

· 1 double-sided Battlefield Board. One side is the Beach Landings Board, the other is the Countryside Board.

· 2 punchboards featuring:

· 44 double-sided, hex-shaped Tiles:

11 Forest/Hill

11 Forest/Straight River

4 Forest/Town
1 Forest/Hedge

8 Hill/Hedge

1 Hill/Curve River
2 Town/Straight River

3 Town/Curve River
1 Hedge/Straight River

2 Hedge/Curve River

· 10 double-sided Victory Markers - Iron Cross & Congressional Medal Of Honour

· 14 Special Unit Markers:

3 Grossdeutschland/Rangers

3 Grossdeutschland/Pegasus
2 Grossdeutschland/FFI

3 Rangers/Pegasus
2 Rangers/FFI

1 Pegasus/FFI

· 4 double-sided, rectangular Bunker or Bridge Tiles

· 2 bags of Miniatures (Green Army = Allied/American/British Forces; Grey Army = Axis/German), each containing:

· 42 Infantry Figures

· 24 Tank Models

· 6 Artillery Pieces

· 18 Obstacles Pieces - 6 Hedgehogs, 12 Sandbag Emplacements, 12 Barbed Wires

· 3 Cardholder Sections

· 1 Deck of 70 cards, including:

· 60 Command Cards:

40 Section Cards:

1 General Advance

1 Pincer Move

3 Recon In Force

2 Recon Left Flank
2 Recon Centre

2 Recon Right Flank

4 Probe Left Flank

5 Probe Centre
4 Probe Right Flank

3 Attack Left Flank

4 Attack Centre

3 Attack Right Flank
2 Assault Left Flank

2 Assault Centre

2 Assault Right Flank

20 Tactic Cards:

2 Armour Assault

2 Counter Attack

2 Direct From HQ

2 Infantry Assault
2 Move Out

1 Air Power

1 Ambush

1 Artillery Bombard
1 Barrage

1 Behind The Lines

1 Close Assault

1 Dig In
1 Firefight

1 Medics & Mechanics

1 Their Finest Hour

· 9 Summary Cards:

· 7 Terrain Summary Cards - Beach, Forest, Hedgerow, Hill, Obstacle, Ocean, River, Town

· 1 double-sided Unit Type Summary Card and 1 double-sided Obstacle Summary Card

· 8 Battle Dice

· 1 Rules & Scenario booklet

The components for the expansion sets are currently unknown but have been stated as:

Terrain Pack:

66 Tiles

28 Special Unit Badges

22 Landmark Tiles

20 Round Markers (Mines, Medals, etc.)

16 Obstacles

4 Historical scenarios

1 Rule Booklet
Eastern Front:

44 Double-Sided Tiles

42 Russian Soldiers

24 T-34 Tanks

14 Special Unit Badges

10 Round Markers (Mines, Medals)

8 Historical scenarios

6 ZIS-3 Guns

4 Obstacles (Dragon's Teeth, etc.)

1 Political Commissar Marker

1 Rule Booklet
Winter/Desert Board Map:

1 Double Sided Board

1 Rule Booklet

Setting Up The Game

Follow the step-by-step approach outlined below when setting up a Scenario, especially for your first few games:

1.
Select a Scenario. If this is your first game of Memoir ‘44, we strongly suggest you start with the first one, Pegasus Bridge. This Battle was both the opening engagement of D-Day and is a good introductory Scenario to Memoir ‘44.

2.
Place the Battlefield Board in the centre of the table, with the proper face (Countryside or Beach Landing) visible. For Pegasus Bridge, this means the Countryside Board is face-up.

3.
Place the necessary Tiles as indicated by the Scenario’s Battle Map. For Pegasus Bridge, lay the 20 River Tiles, then the 4 Towns & Villages Tiles, then finally the 9 Woods & Forests Tiles.

4.
Add the Fixed and Removable Obstacles, if any. For Pegasus Bridge, this means two Bridges (one over each River), along with four Barbed Wires and a Sandbag Emplacement to protect one of the Bridge’s.

5.
Place the figures on the Board, matching the various Units’ positions to the Scenario’s Battle Map. Experience shows that placing one figure per hex, for positioning purposes, then filling up with the other figures afterwards, is the quickest way to set up. Usually, an Artillery Unit is made of 2 models, an Armour Unit is 3 models, and an Infantry Unit is 4 figures.

6.
Add the Special Unit Markers to individual Units and then the Victory Markers, to specific, Terrain Objectives, if required by the Scenario’s special rules. For Pegasus Bridge, place an Allied Victory Marker on each Bridge.

7.
Display the Help Cards that correspond to the terrain types used in the Scenario (Woods & Forests, Towns & Villages, and Rivers Summary Cards for Pegasus Bridge) to one the side of the Board, plus the Obstacle and Unit Summary Cards, for in-game reference. If needed, refer to the Terrain Sections of the rulebook for additional details on each Terrain’s effects.

8.
Assemble the cardholder segments and place them on the Board’s edges. They are used to prevent the opposing player seeing what Command Cards are available to you.

9.
Choose each player’s side and sit in front of the Board accordingly. Given the relatively short duration of a typical Scenario, we recommend match play, with each player taking first one side, then the other in an immediate re-match. This helps balance any historical advantage that one side may have in a particular Scenario. The winner of the match is the player who scores the most Victory Points after both games.

10.
Thoroughly shuffle the Command Cards and deal them unseen to each side as indicated in the Scenario’s Briefing Notes. Place the cards in your respective cardholder, keeping them secret from the opposing player. For Pegasus Bridge, the Allied Player receives 6 Command Cards, while the German Player starts with a meagre 2.

11.
Place the remaining Command Cards face down, alongside the Board, within easy reach of both players. Make sure there is a space next to it for the used Command Cards pile.

12.
Each side takes four Battle Dice.

13.
The player indicated in the Scenario’s Briefing Notes starts the game. In the Pegasus Bridge Scenario, the Allied player represents Major John Howard, a British Officer.

Object Of The Game

Victory Points - The game ends when either side wins a set number of Victory Points, usually 4 to 6, depending on the selected Scenario's Conditions Of Victory.

Elimination Of The Enemy - A Victory Point is gained for each enemy Unit eliminated from the Battlefield. Place the last figure of the eliminated Unit on any of the available Medal Stands on each players lower-left of the Board.

Capturing Terrain Objectives - Additional Victory Points are gained for capturing and holding stated Terrain Objectives on the Board as specified in each Scenario. However, if the captured Terrain Objective is retaken by the enemy, then the Victory Point is lost with it. A player cannot win if he has not captured at least one of his Terrain Objectives, regardless of how many enemy Units have been eliminated. Some scenarios may require the capture of all, some, or one of the Terrain Objectives. Not all scenarios have Terrain Objectives.

Victory Markers - Terrain Objectives are indicated by the placement of a Victory Marker. When these objectives are captured, remove the marker to any of the available Medal Stands on the players lower-left of the Board. However, if the captured Terrain Objective is retaken by the enemy, then the Victory Marker is returned to the Board. Victory Markers are represented by double-sided counters featuring pictures of famous Medals:
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Germany
Iron Cross
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Russia
Hero of the Soviet Union
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USA
Congressional Medal of Honour
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Italy
Medal for Military Valour
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Britain
Victoria Cross




Counter-Attack - If one side achieves the required number of Victory Points then the other side gets to play one last turn. The game ends on completion of this turn.

End Of The Game - The player who has caused the most damage to the enemy wins the game. The amount of damage caused is calculated by adding the total number of enemy figures and models eliminated and then adding the total number of Terrain Objectives in their control. If both players have the same score then the game is a Draw.

Battlefield Board

Battles are fought on the Battlefield Board, 13 hexes wide by 9 hexes deep, with Medal Stands for each side. The Battlefield is divided into three Sections by two red dotted lines, giving each player a left flank, a centre, and a right flank Board Section. Where a dotted line cuts through a hex, the hex is considered to be a part of both the flank and centre Section.

[image: image6.jpg]



[image: image7.jpg]




Countryside
Beach Landing

Command Cards

Units may only Move and/or Battle when given an Order. Command Cards are used to order your troops to Move, Battle and/or execute a special command. There are two types of Command Cards: Section Cards and Tactic Cards.

Section Cards - Used to order a Move and/or Battle in a specific Section of the Board. These cards indicate in which Section(s) of the Battlefield you may order Units and how many Units you may order.

Tactic Cards - Used to make special Moves, Battle in a specific way, or take specific actions, as explained on the card. Some cards allow you to order Unit in just one Section, while others order Units in all Sections. Only the action(s) specified on the Tactic Cards may be made. If this does not specify Movement or Battle, then Units may not Move or Battle.

Starting Hand Method - This should give each player a first-turn equal footing. Each player starts with a hand of 4 cards:

· 1 Recon Left Flank

· 1 Recon Centre

· 1 Recon Right Flank

· 1 Direct From HQ

If a player is allowed more than four cards, then the other cards must be randomly drawn from the unused Command Cards pile. If less than four cards are allowed, then the player must take the Direct From HQ card, plus his choice of one of the others. In this last case, the two cards not selected are placed on the used Command Cards pile.

The Direct From HQ card gives flexibility to Move Units across the Board or push in just one area at the risk of not being able to follow up on it next turn. The Recon cards allow a choice to start slow while gaining the option of drawing 2 and discarding one. The additional cards a player gains over the his opponent should represent the advantage that player's forces have in the given Scenario. This could be greater numbers, better positions, or the advantage of surprise. Remember that to show this advantage, you can always specify what a player’s exact starting cards should be in the Special Rules Section for any home created scenarios. Armies would operate according to a plan, before mounting an operation, and the initial cards can be used to reflect what was originally intended.

Methods For Discarding Useless Cards - Both methods penalise the person exchanging their cards.

· Method 1 - A player places the cards they want to exchange (upto the entire hand) face-up on the table. The opponent may take any of those cards in exchange for a card from their own hand. The unwanted cards are discarded on the used Command Cards pile. The player initiating the exchange now draws Command Cards to the maximum allowed by the Scenario. This counts as the player's entire action for that turn. A player may only do this once per game.

· Method 2 - Exchange one card (facedown) for an unused one. One Unit may Battle, but not Move. No other Unit may Move or Battle that turn, except those in Close Assault. A player may do this as many times as needed.

See "Appendix 3 - Variants, Army Manoeuvres" for optional rules of play regarding Command Cards.

Game Turn Summary

The player listed in the Briefing Notes goes first. Players then alternate taking turns, until one of the players reaches the number of Victory Markers indicated in the Scenario’s Conditions Of Victory, when his opponent may make one final counter-attack. On your turn, follow the sequence below:

1 - Play a Command Card.

2 - Order. Announce all Units you intend to order within the limits of the Section or Tactical Command Card just played.

3 - Move. Move all ordered Units, one at a time, as required. Observe Unit, Terrain, and Movement limitations.

4 - Battle. Battle one ordered Unit at a time. Announce the ordered Unit you want to attack with, and its target.

a.
Check Battle Range - Verify that your target is within Battle Range, based on the type of Unit you’re attacking with and its distance to target.

b.
Check Line Of Sight - Verify that your target is within Line Of Sight. Not applicable to Indirect Firing Artillery

c.
Check For Potential Terrain Effects - Determine any Terrain Battle Dice reduction. Reduce the number of Battle Dice to be rolled accordingly.

d.
Resolve Battle - Roll the Battle Dice and check the results. Remove any eliminated figures/models and make any required Retreat Moves/elimination's.

5 - Draw a new Command Card and put the old one in the used Command Cards pile.

Game Turn Explanation

1 - Play A Command Card - Play one Command Card at the start of the turn. Place it face-up in front of you, and read it aloud. Command Cards are normally used to order Units to Move and/or Battle. The card you play will indicate in which Section(s) of the Battlefield you may issue orders, and how many Units you may order.

2 - Ordering Units - After playing a Command Card, announce which corresponding Unit(s) you choose to order. Only those Units that are issued an order may Move, Battle, or take a special action, later in the turn. Units on a hex with a red dotted line running through it may be ordered from either Section. You may not give more than one order to each Unit. If the Command Card allows you to issue more orders in a given Section of the Battlefield than you have Units in that Section, those additional orders are lost. Ordered Units do not have to Move and/or Battle, unless you want them to.

3 - Moving Units - A Unit that is ordered does not have to Move. Ordered Units may Move in any direction, including from one Section of the Battlefield into another. Some Terrain types affect Movement and may prevent a Unit from Moving its full distance or Battle (see Basic Terrain Types Section). Retreat Movement rules vary slightly from normal Movement (see Retreat Section).
· Players Restrictions - Movements are announced and made, one ordered Unit at a time, in the sequence of your choice. You must complete one Unit’s Movement before beginning another. In addition, you must complete all Movements before proceeding to Battle.

· Units Restrictions - A Unit may only Move once per turn, unless forced to Retreat. Two Units may not occupy the same hex. When Moving a Unit, you may not Move onto or through a hex occupied by a friendly or enemy Unit, or any impassable terrain. You may not split off individual figures from a Unit, they must stay together and always Move as a group. Units that are reduced through casualties may not combine with other Units.

4 - Battle - Battles are made one ordered Unit at a time, in the sequence of your choice. You must finish one Unit’s Battle before beginning the next one. A Unit may only Battle once per turn. A Unit that is ordered does not have to Battle. A Unit may not split its Battle Dice between several enemy targets. The number of casualties a Unit has suffered does not affect the number of Battle Dice it can roll. A Unit with a single figure left retains the same firepower as a Unit at full strength.

· Combat - A Unit attacking an enemy Unit more than 1 hex away is said to be in “Combat” with that enemy.

· Close Assault - A Unit attacking an adjacent enemy Unit is said to be in “Close Assault” with that enemy. A Unit in Close Assault must attack the enemy Unit if it chooses to Battle. It may not fire on another, more distant, enemy Unit instead.

· Firefight - Units in Close Assault may continue to Battle the same enemy Unit in subsequent turns, without needing to be Ordered to do so, untill one side or the other either Retreats, Moves away, or is eliminated. As they are fighting continuously, and without orders, all Grenade Hits are ignored. Units engaged in a Firefight may not Take Ground or Armour Overrun if they successfully eliminate the enemy Unit and roll one less Battle-Die.

· Infantry Charge - An ordered Regular Infantry Unit that comes into Close Assault with an enemy Artillery or Infantry Unit as a result of Marching 2 hexes may Battle that Unit regardless of the distance. However, defending Units get a free Battle against the charging Unit. The defending Unit Battles before the charging Unit.

· Infantry v Tank Battle - Infantry, however well equipped, were not meant to attack Tanks. Infantry Units may only Battle Armour Units if they are in Close Assault. Armour Units are not penalised when fighting Infantry, except as a result of terrain. Infantry Support Weapons are excluded from this rule.

· Artillery v Tank Battle - Artillery Battle Armour Units with one less Battle Die. Infantry Support Weapons and Anti-Tank Artillery are excluded from this rule.

· Line Of Sight - A Unit must be able to “see” the enemy Unit it wants to Battle. This is known as having “Line Of Sight”. Imagine a line drawn from the centre of the hex containing the Battling Unit to the centre of the hex containing the enemy Unit. The Line Of Sight is considered blocked if any hex (or part of a hex) intercepting this imaginary line contains an obstruction. Obstructions include any Unit (whether friend or enemy) or certain type of terrain features. When the imaginary line runs along the edge of one or several hexes which contain obstructions, the Line Of Sight is not blocked, unless the obstructions stand somewhere along both sides of the Line Of Sight. See individual descriptions to see a Terrain type's effect on Line Of Sight. An Indirect Firing Artillery Unit does not require Line Of Sight to target an enemy Unit (see Indirect & Direct Firing Section on Artillery Unit).

· Terrain Reductions - Each type of Terrain and Obstacle is described in the Basic Terrain Types Section below and in Appendix 2, Tiles From Expansion Sets. Refer to the appropriate description or the corresponding Terrain Summary Cards, and deduct any potential terrain Battle Dice reduction from the number of dice to be rolled in the attack.

· Resolving Battle - Each Battle Die has six sides, displaying 2 Blue Infantry, 1 Black Tank, 1 Red Grenade, 1 Green Star, and 1 Purple Flag. Hits are resolved first, followed by Retreats:

· Hit - In Battle, the attacker scores 1 Hit for each dice symbol rolled that matches the Unit type targeted. Each Red Grenade rolled is also 1 Hit. For each Hit scored, 1 figure or model is removed from the defending Unit. When the last piece in the defending Unit is removed, place it on one of the empty Medal Stands on the attacking player's side of the Battlefield. If an attacking player rolls more Hits than the number of figures in the defending Unit, these additional Hits have no effect.

· Miss - If the attacker fails to roll any of the symbols needed to Hit the enemy Unit, or to force the enemy to Retreat, then it has Missed. The Green Star side of the Battle Die is a Miss and is also used in a limited number of Tactical Command Cards.

· Retreat - Resolve Retreats after all casualties have been removed. For each Purple Flag rolled against the target Unit, the Unit must Move one hex back toward its own side of the Battlefield. Two Purple Flags push the Unit back two hexes, etc. The player controlling the Unit decides which hex his Unit Retreats onto using the following rules:

· A Unit must always Retreat toward its player’s side of the Board. It may never retreat sideways, forwards, or towards an enemy Unit.

· Terrain has no effect on Retreat Moves, therefore a Retreating Unit may Move through Woods & Forests or Towns & Villages without stopping. However, impassable terrain may not be Moved through during a Retreat Move.

· A Unit may not Retreat onto or through a hex already containing another Unit, regardless of whether it is a friend or enemy.

· If a Unit cannot Retreat, is forced to Retreat off the edge of the Board, or would be pushed back onto a sea hex, one casualty must be removed from the Unit for each Retreat Move that cannot be completed.

· Some obstacles will allow certain Unit to ignore the first Purple Flag rolled against them.

· No Retreat - A player may not want his Unit to Retreat, in which case one casualty must be removed from the Unit for each Retreat Move that will not be completed. A Unit must either Retreat or not Retreat. A partial Retreat is not allowed.

· Taking Ground - When an ordered Infantry Unit in Close Assault eliminates an enemy Unit or forces it to Retreat, it may Take Ground by advancing into the abandoned hex. An Artillery Unit may not take ground. Terrain Movement and Battle restrictions still apply when Units Take Ground.

· Armour Overrun - On a successfull Close Assault, an ordered Armour Unit may Move into the abandoned hex and Battle a second time. If the ground taken puts the Armour Unit adjacent to an enemy Unit, this second Battle must once again be a Close Assault. The Unit may Take Ground again after a successfull Armour Overrun. However, an Armour Unit may only make one Armour Overrun during a turn.

· Sequence Of Battles - All Combats, Close Assaults, Taking Ground, Armour Overruns, and Retreats must be completed by one Unit before the next Unit may Battle.

5 - Draw A Command Card - The player completes his turn by discarding the used Command Card he just played and drawing another unused Command Card. If there are no more unused Command Cards, then shuffle the used ones and draw unused cards from there. Begin a new, used Command Cards pile.

Infantry Units
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Movement & Battle - An ordered Regular Infantry Unit may Advance 1 hex and Battle, or March 2 hexes and not Battle. A Special Infantry Unit may March upto 2 hexes and still Battle (instead of being forced to choose between Marching and Advancing). Both sorts of Infantry Unit still remain subject to the usual terrain limitations.

Infantry Battle Range - An ordered Infantry Unit may Battle an enemy Unit 3 or fewer hexes away, except in the case of Militia Infantry Units. All Infantry Units roll 3 dice in Close Assault (enemy on adjacent hex), 2 dice against a target at 2 hexes distance, and 1 die against a target at 3 hexes distance.

Regular Infantry Unit - Regular Infantry Unit, 4 figures. A Regular Infantry Unit may Advance 1 hex and Battle, or March 2 hexes and not Battle. Infantry Units may Close Assault, Take Ground, and Infantry Charge. Regular Infantry Units represent the majority of Infantry Units in Memoir '44.

Elite Infantry Units - Special Infantry Unit, 4 figures. Includes upto battalions of US Rangers, British Commandos, Paratroops of all nations, and other Elite Units. Higher formations of these troops may lose their Special Infantry status as their advantages cease to be significant. High morale is no substitute for adequate equipment. This Unit is included for games where other Infantry Units are not Motorised or Mechanised.

Mechanised Infantry Units - Special Infantry Unit, 4 figures. All Mechanised and/or Motorised Infantry Units, using a combination of trucks, half-tracks, and jeeps, intended for front-line use rather than supply or transportation. These Units were often given a greater priority in supplies and reinforcements than would normally be the case. Training and Leadership was also more rigorous than normal to fit-in with the increased expectations of these Units. Elite Infantry Units, that are also Motorised or Mechanised Units, gain no extra advantage from being both sorts of Special Infantry.

Militia Infantry Unit - Regular Infantry Unit, 2 Figures. A Militia Infantry Unit may March 2 hexes or Battle. Battle Range is 2 hexes with 2, 1 Battle Dice. These Units may not make an Infantry Charge or Take Ground. The elimination of these Units does not count towards the enemies Victory Points. A Militia Infantry Unit is a Regular Infantry Unit in all other respects. These Units represent large groups of cannon-fodder. A mixture of inexperienced civilians and infirm ex-soldiers, given a few arms as a last-ditch measure for use in times of utter desperation. Typically, they would be under-equipped, under-trained, and unfit for service. Examples include the British Home Guard, Soviet Workers Militia, and the German Volkssturm.

Paratroops & Glider Landings

Airdrop Method - At the beginning of the game, select one figure for each Unit of Paratroops or Gliders. Hold the Infantry figures in your hand about 12 inches above the battlefield and then drop them. If a figure falls off the Board or lands in a hex with another friendly or enemy Unit, then this figure is placed back in the box. The Unit it represents is considered lost, but no Victory Points are awarded to the opposing player on this occasion. If the figure is not out-of-action, place an additional 3 figures from the box onto the Infantry figure's hex. The Unit landed safely and is ready for action.

Alternate Airdrop Method - Instead of dropping figures in one location, you may move your hand across the Board from one side to the other with a slight pause when a figure or two is dropped. This simulates the flight of the transport planes across the drop zone. All the same rules for placement of dropped Unit still apply.

Armoured Units
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Armour Movement - An ordered Armour Unit may Advance and Battle in the same turn. Unless otherwise specified for a particular type of Armour, an Armoured Advance is 3 hexes.

Reconnaissance Units - Armour, 2 models. Advances upto 4 hexes. Battle Range is 2 hexes with 2 Battle Dice against Infantry, Artillery and other Reconnaissance Units only. These Units Move through Terrain using the Infantry Terrain modifiers instead of the Armour ones. This Unit represents armoured cars, half-tracks, small tanks (such as the Panzer I and Panzer II), motorcycles, jeeps, trucks, and any other armoured reconnaissance vehicles. Usually armed with machine-guns, mortars, and light anti-tank weapons.

Light-Medium Armour - Armour, 3 models. Battle Range is 3 hexes with 3, 2, 2 Battle Dice against Infantry, Artillery, Reconnaissance and other Light-Medium Armour Units only. Weaker Medium Tanks that typically used between 37mm to 50mm Cannons, such as the Panzer III, M3 Stuart/Honey or most British Cruiser Tanks, or had weak Armour, such as the American M24 Chaffee. Used in North Africa, often by the Germans, sometimes by the British.

Medium Armour - Armour, 3 models. Battle Range is 3 hexes with 3 Battle Dice against any Unit. These Medium Tanks used 75mm, or greater, Cannons. These represented the majority of tanks used during the War, such as the Panzer IV, T-34, and M4 Sherman Tanks. British Sherman VC Firefly's also count as Medium Tanks because they were used as Tanks, not Tank Destroyers.

Heavy Armour - Armour, 4 models. Battle Range is 4 hexes with 4 Battle Dice against any Unit. Not effected by Grenade Hits. Heavy Armour Units are German Units equipped with Panther, Tiger I, or King Tiger tanks, only. These were devastating and terrifying weapons on the Battlefield, manned by experienced and ruthless crews, creating panic and overwhelming casualties among their enemies.

Very Heavy Armour - Armour, 4 models. Advances upto 2 hexes in Open, Road, Bridge, or Towns & Villages Terrain only. Battle Range of 4 Hexes at 4 dice against any Unit. Not effected by Grenade Hits or the first Purple Flag. Infantry Units attack Very Heavy Armour in Close Assault with 3 Battle Dice due to these Tanks vulnerability to Infantry. These were the really big tanks, like the Maus, which were never deployed on the battlefield. As such, Very Heavy Armour Unit should normally be considered rare events in alternative history scenarios. Players should normally use only one such Unit, two at the absolute maximum.

Infantry Tanks - Armour, 3 models. Advances upto 2 hexes, not affected by Grenade Hits, otherwise exactly like any other Light-Medium Tank. These were slow, heavily armoured tanks, intended for Infantry Support. Mostly featured in the early part of the War in British service (such as Matilda, Valentine, Churchill, and M3 Lee/Grant Tanks) untill the Sherman Tank came along. British Tank Units in North African scenarios should include Infantry Tanks.

Assault Guns - Armour, 3 models. Battle Range is 3 hexes with 3 Battle Dice against Infantry/Artillery or 2 Battle Dice against Armour. Infantry Units attack Assault Guns in Close Assault with 3 Battle Dice. Assault Guns were well protected and armed, but were vulnerable to Infantry attack or shots from the rear. The most typical example of an Assault Gun is the Sturmgeschutz III.

Tank Destroyers - Armour, 3 models. Battle Range is 4 hexes with 4 Battle Dice against Armour or 2 Battle Dice against Infantry/Artillery. Infantry Units attack Tank Destroyers in Close Assault with 3 Battle Dice. Tank Destroyers were well protected and armed, but were vulnerable to Infantry attack or shots from the rear. Typical examples of Tank Destroyers are the JagdPanzer IV, JagdPanther, and JagdTiger.

Blitzkrieg Rules (Optional)

Use Of Blitzkrieg - Germany uses the Blitzkrieg rules upto the Battle of Kursk. May also be used for the Ardennes Offensive. The Soviets use them increasingly from the Battle of Kursk onwards. The Allies may use them after El Alamein afterwards, certainly from D-Day onwards. Soviet and Allied use of Blitzkrieg should be made with caution as by the time they began using it, defensive tactics had improved. Weather Conditions could often prevent the use of Airpower at crucial moments.

Air Attack - The player may play a "Recon 1" card as an Air Power Tactic Card in that Section of the Battlefield. At least one target hex must be in that Section. Target a group of 4 or fewer enemy Unit adjacent to each other. Individually roll 1 Battle Dice per hex against each enemy Unit.

Armour Movement - An ordered Armour Unit may Move upto 3 hexes and Battle, while an ordered enemy Armour Unit may only Move upto 2 Hexes and Battle.

Artillery Units

Artillery Movement - An ordered Artillery Unit may March 1 hex or Battle. Exceptions are Mortars, Machine-Guns and Self-Propelled Artillery (see the Artillery Unit rules and Infantry Support Weapons rules, below).
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Indirect & Direct Fire - Direct Firing Artillery require a Line Of Sight to the enemy Unit they are firing at. Indirect Firing Artillery can fire at anything within their Line Of Sight or at a target within a friendly Unit's Line Of Sight. Indirect Fire can fire over any obstruction. Whether using Direct or Indirect fire, the enemy Unit must always be within the Artillery Unit's Battle Range.

Medium Artillery - Direct Firing Artillery, 2 models. Battle Range is 4 hexes with 3, 2, 2, 1 Battle Dice. May attack Armour with 1 less Battle Die.

Heavy Artillery - Indirect Firing Artillery, 2 models. Battle Range is 6 hexes with 3, 3, 2, 2, 1, 1 Battle Dice. May attack Armour with 1 less Battle Die. Heavy Artillery Units are considered the normal kind of Artillery in Memoir '44. An unspecified Artillery Unit on a Scenario Battle Map is considered Heavy Artillery.
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Big-Gun Batteries - Indirect Firing Artillery, 2 models. Battle Range is 8 hexes with 3, 3, 3, 2, 2, 2, 1, 1 Battle Dice. These are long-range batteries that are devastatingly effective once properly zeroed in on a target. Each Big-Gun Battery has a Big-Gun badge and three Cross-Hair Markers on the corresponding Artillery Unit. When a Big-Gun Unit scores a Hit on an enemy Unit, and the enemy Unit is not eliminated or Retreats, place one Cross-Hair Marker on the targeted Unit's hex. The Big-Gun Battery rolls 1 additional Battle Die when it fires next at the same Unit. Cross-Hair Markers are not cumulative and stay on the hex untill either the target Unit or the Big-Gun Battery Moves or is eliminated. The Cross-Hair Marker is then returned to the Big-Gun Battery.

Anti-Tank Artillery - Direct Firing Artillery, 2 Models. Battle Range is 3 Hexes. Fires at 3 Battle Dice against Armour or 2 Battle Dice against Infantry/Artillery. Fires 4 dice against Armour in Close Assault.

German 88mm Anti-Tank Artillery - Direct Firing Artillery, 2 Models. Battle Range is 4 Hexes. Fires at 4 Battle Dice against Armour or 2 Battle Dice against Infantry/Artillery. A Green Star against Armour also counts as a Purple Flag. Another, much-feared German weapon. Even a near-miss could make its enemies Retreat very quickly.

Self-Propelled Artillery - Indirect Firing Artillery & Armour, 2 models. March 2 hexes as Armour or Battles as Artillery. Battle Range is 4 hexes with 3, 2, 2, 1 Battle Dice. May not make an Armour Overrun or Take Ground. May attack Armour with 1 less Battle Die.

Rocket Artillery - Indirect Firing Artillery, 2 models. March 2 hexes or Battles as Artillery. Battle Range is 4 hexes with 4 Battle Dice. A large formation of towed or truck-mounted weapons, capable of laying-down a sudden, high volume of fire, that were as destructive to morale as they were to men and materiel. A player may have only one of these massed batteries, such as Nebelwerfers or Katyusha "Stalin's Organs", on the Board.

Infantry Support Weapons (Optional)

Explanation - Weapons, such as Machine-Guns and Mortars, were used in every Infantry formation at every level with varying degrees of success. Infantry Support Units represent specific concentrations of heavier, less-moveable weapons to give added firepower, such as tripod-mounted Machine-Guns intended for a sustained-fire role, or groups of tank-hunters sent out to ambush and destroy enemy Armour with two-man anti-tank weapons. Units of Infantry Support Weapons were usually small in size. Mostly they were divided up as fire-support to parent-formations. They are best suited to skirmish games where Units maximum size is Platoon strength.

Basic Infantry Support Rules - All Infantry Support Weapons are Infantry with 2 Figures and/or Models. Normal Infantry Movement Rules apply, except they may not make an Infantry Charge. The Flame-Thrower Unit is an Infantry Unit, but the other Infantry Support Weapons are Artillery Units.

Anti-Tank Infantry Unit (Bazooka, Panzerfaust, PIAT, Panzerschrek) - Direct Firing Artillery. Battle Range is 2 hexes with 3, 2 Battle Dice against Armour Units and 2, 1 against Infantry Units.

Machine-Gun Infantry Unit (Medium & Heavy Machine-Guns) - Direct Firing Artillery. Battle Range is 3 hexes with 4, 3, 2 Battle Dice against Infantry Unit or 1 against a Light Armour Unit when in Close Assault only.

Flame-Thrower Infantry Unit - Battle Range is Close Assault only with any Unit Type. Battles at 3 with no dice lost due to Terrain. A Flame-Thrower Unit treats Star results as additional Purple Flags. A player may only have one Flame-Thrower Unit on the Board.

Mortar Infantry Unit - Indirect Firing Artillery. Battle Range is 3 hexes with 3, 2, 1 Battle Dice against Infantry or Artillery Unit only. Red Grenade Hits count as Purple Flags. A Mortar Unit ignores Battle Dice Terrain restrictions. The “Artillery Bombard” card also activates Mortars. Mortars may not occupy Bunkers or Take Ground.

Motorised Infantry Support Weapons - If all the Infantry Units on a player's side are Special Infantry Units, then so are all of the Infantry Support Weapons. A Scenario may also state that only particular Infantry Support Weapons are Special Units. In either case, the Unit also shares in the increased Movement of upto 2 hexes. However, it must still choose between Movement or Battle, and obeys all the other rules for Infantry Support Weapons.

Using the Terrain Summary Cards

The Terrain Summary Cards provide a short summary of the key effects of each terrain type. The Effect Section describes the terrain. The soldier and tank icons indicate the number of Battle Dice lost by an attack on Units occupying the specified terrain.

Basic Tiles
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Beaches - Movement: A Unit that Moves onto a Beach hex may only Move 2 hexes. Battle: No Battle restrictions. A Unit may still Take Ground after a successfull Close Assault. Line Of Sight: A Beach does not block Line Of Sight.

[image: image21.png]



Bridges - Movement: No Movement restrictions. Battle: No Battle restrictions. A Unit may still Take Ground after a successfull Close Assault. Line Of Sight: A Bridge blocks Line Of Sight.
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Hedgerows - Movement: A Unit must be adjacent to the Hedgerow to Move onto the hex. A Unit that enters a Hedgerow must stop and may Move no further on that turn. A Unit that leaves a Hedgerow hex may only Move onto an adjacent hex. Battle: A Unit may not Battle the turn it Moves onto a Hedgerow hex. When Battling an enemy Unit that is on a Hedgerow hex, Infantry reduce the number of Battle Dice rolled by 1, Armour reduce the number of Battle Dice rolled by 2. Artillery Battle Dice are not reduced. Line Of Sight: A Hedgerow blocks Line Of Sight. Comment: Hedgerows, or Bocage, are a landscape typical of Normandy, with small grass fields separated by tall rows of shrubs, tree lines or fences. This proved to be very difficult terrain for the Allies as they would never know what danger lay hidden behind the next hedgerow.
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Hills - Movement: No Movement restrictions. Battle: Infantry and Armour reduce the number of Battle Dice rolled by 1 when Battling an enemy Unit that is up a Hill. Artillery Battle Dice are not reduced. There is no Battle Dice reduction when Battling an enemy Unit at the same height as your Unit. Line Of Sight: A Hill blocks Line Of Sight for Units trying to look over the Hill. Line Of Sight is not blocked when Units are at the same height and on the same Hill (plateau effect).
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Oceans - Movement: Any Unit on an Ocean hex may Move a maximum of 1 hex. Units are assumed to be in landing craft or in shallow waters until they Move onto a Beach hex. An Ocean hex is impassable terrain for Retreat Moves. Battle: A Unit on an Ocean hex may not Battle. Line Of Sight: An Ocean hex does not block Line Of Sight.
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Open Countryside - Movement: No Movement restrictions. Battle: No Battle restrictions. Line Of Sight: Open Terrain does not block Line Of Sight. Comment: Basically, a gameboard hex without a Tile. Representing open fields with not much in it. An empty Battlefield Board is entirely made of Open Countryside.
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Rivers & Waterways, Normal - Movement: A River is impassable terrain. A Unit may only enter a River hex on a Bridge. Battle: A Unit on a River hex with a Bridge Battles as normal. Line Of Sight: A River does not block Line Of Sight.

[image: image27.png]



Towns & Villages - Movement: A Unit that enters a Towns & Villages hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Towns & Villages hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Towns & Villages hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Towns & Villages hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Towns & Villages hex blocks Line Of Sight.
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Woods & Forests - Movement: A Unit that enters a Woods & Forests hex must stop and Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Woods & Forests hex. When Battling an enemy Unit that is on a Woods & Forests hex, Infantry reduce the number of Battle Dice rolled by 1, Armour reduce the number of Battle Dice rolled by 2. Artillery Battle Dice are not reduced. Line Of Sight: A Woods & Forests blocks Line Of Sight.

Obstacles

When an Obstacle is placed on a Tile, only the highest Battle Dice reduction counts. Reductions are not cumulative. For example, a Bunker on a Hill reduces the number of dice rolled by a Tank attacking from a lower elevation by 2, not 2+1 (Bunker protection is 2, Hill is 1). Obstacles do add their additional benefits to a Tile. For example, a Sandbag Emplacement on a Towns & Villages hex does provide its additional feature - Any Unit in the Village may ignore the first Purple Flag rolled against it.
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Barbed Wire - Movement: A Unit that enters a hex with Barbed Wire must stop and may Move no further on that turn. Battle: An Infantry Unit that is on a hex with Barbed Wire will reduce the number of Battle Dice it rolls by 1. An Infantry Unit that is eligible to Battle may remove the Barbed Wire instead of Battling. Armour automatically removes the Barbed Wire and may still Battle. Artillery may Battle the Barbed Wire as though it is a Unit. Any Blue Infantryman or Red Grenade Hit will remove the Barbed Wire. Purple Flags, Green Stars and Black Tanks are ignored. Line Of Sight: Barbed Wire does not block Line Of Sight.

[image: image30.jpg]



Bunkers - Movement: An Infantry Unit may Battle the turn it Moves onto a Bunker hex. An Armour or Artillery Unit may not Move onto a Bunker hex. Artillery Units that start the game on a Bunker hex may not Move from the hex. Battle: Only the side noted in the Briefing Notes may claim a Bunker as a defensive position. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Bunker hex. Artillery Battle Dice are not reduced. A Unit in a Bunker may ignore the first Purple Flag rolled against it. Remove one Artillery model for each Purple Flag rolled against it if it is in a Bunker, as Artillery in Bunkers are not allowed to Retreat. Line Of Sight: A Bunker blocks Line Of Sight.
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Hedgehogs - Movement: Only Infantry Units may enter a Hedgehog hex. Battle: No Battle restrictions. A Unit on a Hedgehog hex may ignore the first Purple Flag rolled against it. Line Of Sight: A Hedgehog does not block Line Of Sight. Comment: Hedgehogs were obstacles against Tanks and landing craft. They were usually made of steel rails assembled together. They could also be made of wood, with an anti-tank mine at their top. Unexpectedly, Allied Infantry used them for cover while crossing beaches.
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Sandbag Emplacements - Movement: No Movement restrictions. Battle: A Unit in a Sandbag Emplacement is protected on all sides, not just along the hex-sides where the Sandbag Emplacement is placed. Sandbag Emplacements reduce the number of Battle Dice rolled by 1 when attacked by Infantry or Armour. Artillery Battle Dice are not reduced. A Unit hidden behind Sandbag Emplacements may ignore the first Purple Flag rolled against it. The elimination of a Unit by an Artillery Unit, Big Guns, Barrage, or Air Power, will also remove the Sandbag Emplacement. Line Of Sight: Sandbag Emplacements do not block Line Of Sight. Comment: Represents a position that took upto a day of digging-in with wood, dirt and whatever else is close at hand, incorporating the most defensible local terrain.

Demoralisation, & Disorganisation (Optional)

A number of Armies suffered from either misfortune, over-use or incompetence. Notable examples are the Italian, Hungarian and Rumanian Armies where the soldiers were persistently badly equipped, trained and led. Other examples include the German 6th Army cut-off and starving in the ruins of Stalingrad or any Army in headlong Retreat after a disastrous Battle (e.g. French/British in 1940, Russians in 1941, and Americans at the beginning of the Ardennes Offensive). Even victorious Armies could become worn-down and ineffective from fatigue, losses due to breakdowns or enemy action, and shortages from being stretched out along the line of advance (such as the Germans before being cut-off at Stalingrad). Effected Units start the game below strength to indicate their disaffection, demoralisation, or disorganisation. Typically reduce the number of figures/models per Unit, number of hexes a Unit can Move, and Battle Dice by a factor of 1. Only in exceptional cases of near-collapse should these be reduced by a factor of 2. Effected Units should be clearly defined, such as "all of them", or "all the Infantry", or "only the Rumanians", etc. Units are always able to Retreat, even if their Movement is reduced to 0 hexes per turn.

Political Commissar (Eastern Front Only)
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Stalin’s paranoia of any potential rivals resulted in the purge of some of the best and brightest officers in the Red Army in 1937-1938. Those who remained were timid leaders or grovelling "yes-men" to their political Commissars. In the heat of the most ferocious battles, soldiers were often forced into combat under the gun of their own Commissar. At the beginning of his turn, the Russian Player must then select one Command Card from his hand and place it face-down under the Commissar Marker. He will play this card on his next turn. However, on the Russian player’s next turn, instead of playing the Command Card already under the Commissar Marker, the Russian player may choose to play an Ambush, Recon, or Counter-Attack Command Card. The Command Card under the Commissar Marker remains where it is until it is played the following turn. The Russian Player must select one card to play on the first turn as well as another to go under the Commissar Marker. He then selects only one unused, replacement Command Card to put in his cardholder.

Night & Severe Weather Conditions (Optional)

Blizzards, Fog - Visibility is reduced to 2 hexes. Indirect Firing Artillery may fire at any target provided that it is within range and that a friendly Unit is within 2 hexes of the target. Deep Snow - All Units Movement is reduced by one hex per turn.

Mud - Rain and snow produces mud and mud slows down an advance to almost nothing. All Armour is reduced to Moving 2 hexes per turn. Special Infantry Units are reduced to Regular Infantry Units. Movement is normal on Railways, Roads, and through Towns & Villages, etc. as Mud does not affect them. Russian Mud reduces all Units, except on Railways, to Moving only 1 hex per turn.

Night - Visibility is reduced to adjacent hexes only. Indirect Firing Artillery may fire at any target provided that it is within range and that a friendly Unit is in Close Assault with the target.

Rainstorm - No paradrops or tactical airpower are allowed. Visibility is reduced to 3 hexes. Indirect Firing Artillery may fire at any target provided that it is within range and that a friendly Unit is within 3 hexes of the target.

Battle Star Markers (Optional)
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Standard Battle Star Effects - Battle Star Markers are used to denote special effects, unique events, actions or triggers associated with a given hex or Unit for the duration of a Scenario. These rules are not definitive, permanent rules, but rather Scenario-specific suggestions, outlined in the Special Rules Section of each Scenario. Some additional, frequently used Battle Star effects, associated with specific terrain pieces, are listed in the Landmark Section, below.

Calling In Air Strikes (Hill 317 Rule) - From Operation Lüttich: Attack on Hill 317. For as long as a Unit occupies a specific hex, the player may play any Recon Card as an Air Power Card. This rule can be used with a hill, church, lighthouse, etc., or any other Landmark offering excellent views of the countryside.

Camouflage - A Battle Star may be used to mark Units in concealment. Concealed Units may only be attacked through Close Assault. A Unit loses its concealment the moment it Battles, is Battled by an enemy Unit, or Moves. Concealed Units have to be placed at the beginning of the game and may only be concealed on a Tile.

Capturing Equipment - A Battle Star may be used to identify any valuable piece of equipment the enemy might want to capture. Place the Battle Star on a hex to represent where this valuable item or cargo is on the Board. An Infantry Unit must stop on that hex to pick it up. From then on, the piece of equipment represented by the Battle Star Moves with the Infantry Unit. If the Unit is destroyed, the equipment remains on the ground, waiting to be picked up by another Infantry Unit using the same rule. Artillery fire will destroy the equipment if its attack also eliminates the carrying Infantry Unit.

Collapsible Assault Boats - In the Nijmegen Bridges Scenario, Battle Stars are used to represent Assault Boats. The three Allied Infantry Units on the left flank have collapsible, flat-bottom Assault Boats. Place a Battle Star in the same hex as each Unit, to distinguish them from other Units. A Unit with Assault Boats may enter a River hex. A Unit entering a River hex must stop and may Move no further on that turn. Reduce the number of Battle Dice the Unit rolls by 1 when on a River hex. A Purple Flag rolled against a Unit in Assault Boats on a River hex causes a loss of one figure instead of a Retreat. Once the Unit has crossed the River, remove the Unit’s Battle Star. The Unit has abandoned its Assault Boats, and may now no longer Move or Retreat onto a River hex.

Drop-Zone - Place a Battle Star on an Open Countryside hex. This is the supply-base for all associated Paratroops and Glider-borne Troops. The loss of their Drop-Zone through enemy occupation means that these Units are now Out Of Supply (see optional Supply Lines & Sieges Section).

Forward Spotting Artillery - This is a variation of the Calling In Air Strikes rule, applied to Artillery. Big Guns rules are in effect for all Artillery Units for as long as a specified Unit occupies a specified hex.

Freeing Prisoners - Using the same rule as Capturing Equipment, a Battle Star can be used to represent an important prisoner waiting to be rescued. The only difference is that the prisoner is killed if the Unit freeing him is destroyed. This prisoner would be located in something like a Fortress or a Prison Camp.

Heroic Leader - A Battle Star Marker may represent a Heroic Leader. A Unit ignores the first Purple Flag and receives 1 additional Battle Die when accompanied by this Leader. The Leader may not willingly leave the Unit he is placed with. If the Unit is eliminated, roll two Battle Dice. If a Green Star is rolled, the Heroic Leader is lost. Otherwise, Move his Battle Star to the nearest friendly Unit and continue the fight from there.

Sabotage - This rule may be used to blow-up a fuel depot, a factory complex, a radar station, or any other strategic objective. To destroy the objective, the Unit must be on the corresponding hex and roll its Close Assault combat dice. If a Star is rolled, the objective is destroyed. Take the Battle Star as a Victory Marker, and remove the destroyed Tile from the map. For another example of a potential Sabotage rule, see Sabotaging A Dam, below.

Sabotaging A Dam: Used to indicate German sabotage efforts in the Schwammenauel Dam Scenario. The Axis player may attempt to sabotage the Schwammenauel and Urft dams, when he has Units on both or either Dam hex. After playing a Command Card, and before any Units are ordered, he rolls two Battle Dice. For each Green Star rolled, one Battle Star is placed on the Dam. If two Green Stars are rolled and only one Dam is occupied, only one Battle Star is placed on the occupied Dam. When a fourth Battle Star is placed on the Dam, it is considered successfully sabotaged. Remove the Battle Stars from the Dam hex and place four Axis Victory Markers onto the German Medal Stands. But if an Allied Unit captures the Dam hex at any point before the Axis Battle Star count reaches four, the Battle Stars are removed and the sabotage process must begin again if the Dam is recaptured.

Appendix 1 - Special Units

Using The Special Unit Summary Card

On the back of the Standard Unit summary card is a list of the various types of Special Unit that may be encountered in Memoir ‘44. Rounded corners at the top of a Unit’s symbol on the Scenario's Battle Map are used to denote a Special Unit. A number in the lower, right-hand corner of a Unit’s symbol is used to indicate the number of figures/models per Unit, where it differs from the standard number. Special Units behave in the same way as corresponding Regular Units in all respects except as described below and on the Summary Card.

Using The Special Unit Summary Marker
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A Special Unit Marker is used to distinguish different Units, (for example, Commandos mixed with Regular Infantry on the edges of Sword Beach) where both types might otherwise look the same. Usually the one(s) identified will be those that are either the smallest in number or are a Special Infantry Unit. For instance, if the German Player has a number of Light-Medium Armour Units (Panzer III's) and one Medium Armour Unit (Panzer IV's), when both of them would otherwise be represented by three models, then it is the Medium Armour Unit that would receive the Special Unit Marker. If there are more than two separate types of Armour, Artillery or Infantry, then use any different looking markers and write down which Units are represented by which markers. Try not to use too many types of Unit, whatever the temptation.

La Resistance
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French Resistance Units are Regular Infantry Units. These Units have 3 figures. Place a French Resistance badge in the same hex to distinguish them from other Infantry Units. French Resistance Units Move in the same way as other Regular Infantry Units, but may not make Infantry Charges. An ordered French Resistance may:

· Battle when it Moves onto a new terrain type (Woods, Villages, etc) where other Infantry would have to stop and not Battle. The Unit must still stop and Move no further on these hexes.

· Retreat upto 3 hexes instead of the standard 1 on any Purple Flag rolled. The number of Purple Flags rolled is irrelevant.

Note - All irregular Partisan, Guerrilla, or other Resistance Units from any nation are covered in the same way. They may also use the French Resistance Marker in the absence of any other.

"La Resistance” is the generic term used to describe the various Movements (armed or not) that fought the Axis forces in occupied France following the surrender of 1940. General De Gaulle’s widely heard BBC broadcast on 18th June, 1940, galvanised patriots of all political and geographic origins. Increasingly larger, well-organised and better-equipped groups sprang into action over the following years, providing an effective “Shadow” army in the days leading to D-Day. In close contact with the Allies, who often air-dropped them arms and money, the Resistance sabotaged supply lines, sheltered Allied Forces operating behind the enemy lines, and assassinated prominent figures of the Vichy, German-backed regime. From 1944, the military groups within the Resistance became known as the FFI (French Forces of the Interior). The intelligence they offered during the preparatory stages of Operation Overlord paved the way for the successfull Allied landings. The French Resistance benefited from a superior knowledge of the local countryside and increasing support of the population as the war went on.

Sniper
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Sniper Units are Special Infantry Units. These Units have 1 figure. Place a Sniper badge in the same hex to distinguish them from other Infantry Units. An ordered Sniper may:

· Battle when it Moves onto a new terrain type (Woods, Villages, etc) where other Infantry would have to stop and not Battle. The Unit must still stop and Move no further on these hexes.

· Not attack an Armoured Unit. The Sniper can only be eliminated when Hit with a Red Grenade symbol. A Snipers elimination does not count as a Victory Point.

· Retreat upto 3 hexes instead of the standard 1 on any Purple Flag rolled. The number of Purple Flags rolled is irrelevant.

Battle Range is 5 hexes. It must have Line Of Sight to its target. Rolls 1 Battle Dice against enemy Infantry or Artillery. A Sniper’s Battle Dice are not reduced by Terrain. A Sniper scores one Hit on a Red Grenade or Green Star. A Purple Flag still makes the target Unit Retreat as normal.

Note - If a Sniper is adjacent to an enemy Unit it must combat the adjacent Unit. If the only adjacent Unit is a tank, which a Sniper cannot target, the sniper must Move before he may Battle.

Cavalry
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Cavalry Units are Special Infantry Units. These Units have 4 Infantry figures. Place a Cavalry badge in the same hex to distinguish them from other Infantry Units. An ordered Cavalry Unit Moves upto 3 hexes and may still Battle. Battle Range is 2 hexes. Rolls 2 Battle Dice in Close Assault and 1 Battle Die against an enemy Unit 2 hexes away. Cavalry may make Armour Overruns, but not Infantry Charges.

Ski Troops
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Ski Troops are Special Infantry Units. These Units have 3 Infantry figures. Place a Ski Troops badge in the same hex to distinguish them from other Infantry Units. An ordered Ski Unit may:

· Move upto 3 hexes and still Battle. Battle Range is 2 hexes. Rolls 3 Battle Dice in Close Assault and 2 Battle Dice against an enemy Unit 2 hexes away. Ski Troops may only operate in Snow or Blizzards.

· Battle when it Moves onto a new terrain type (Woods, Villages, etc) where other Infantry would have to stop and not Battle. The Unit must still stop and Move no further on these hexes.

· Retreat upto 3 hexes regardless of the number of Purple Flags rolled.

Combat Engineers
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Regular Infantry Unit, 4 figures. A Player may only have one of these Units on the Board. Place a Special Unit Marker with this Unit to indicate that it is the Engineer Unit. These Units were used throughout the War to provide engineering support. They were often given titles such as Engineers, Pioneers & Sappers. An Engineer Unit is exactly like any other Regular Infantry Unit, except it:

· Ignores all Battle Dice terrain reductions when in Close Assault.

· May place charges on a Bridge prior to its detonation or construct a Pontoon Bridge. See Bridge Demolition Rules or Pontoon Bridges Rules, below.

· Must clear a Minefield hex instead of Battling on the same turn that it moves onto the hex, provided that it is that is eligible to Battle. If the Engineer Unit cannot clear the Minefield, the Minefield detonates. See Minefields, below.

· Must remove Barbed Wire or Hedgehog hex on the same turn that it moves onto the hex but reduces the number of Battle Dice it rolls by 1. If the Engineer Unit cannot remove the Barbed Wire or Hedgehog that turn, then it must do so the next time it is ordered before being able to move away.

Minefields
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Placement Of Minefields - The Scenario Briefing Notes indicate which side has laid Minefields. Minefields are set up on the Board at the same time as Tiles. Before placing any Minefield, mix all Minefield pieces with their numbered side hidden. Place one Minefield piece, selected at random, numbered side still hidden, on each Minefield hex indicated by the Scenario. Return any unused Minefield pieces to the box, their numbered side still hidden from the players’ view.

Using Minefields - A Unit must stop, and may not Move any further on that turn, when entering a Minefield. If the Unit entering the Minefield is an enemy Unit, turn the Minefield piece over to reveal its numbered side. If the Minefield is a Decoy ("0" Strength), remove it from the Board. Otherwise roll a number of Battle Dice equal to the Minefield's numbered side. Score 1 Hit for each die matching the Unit symbol or a Red Grenade. Ignore all other symbols, Purple Flag included. After any explosion, the Minefield remains in effect, its numbered side visible to both players.

Friendly Minefields - If the Unit entering the Minefields is a friendly Unit (i.e. A Unit belonging to the player who controls the Minefield), the Unit must still stop, but will ignore the Minefield, never revealing its strength if still hidden, nor rolling dice.

Retreating Through Minefields - In accordance with the general rules of Retreat, a Minefield has no effect on Retreat Moves. Therefore, a Retreating Unit may Move through a Minefield without stopping. Retreating Units that Move onto or through a Minefield do not roll for Hits or reveal the strength of a Minefield.

Minefield Clearance - Roll a single Battle Die whenever an Engineer Unit Moves onto a Minefield hex. The Minefield is removed if the score is a Blue Infantryman or a Red Grenade. However, the Engineer Unit Retreats 1 hex for any other result and the Minefield is considered to have detonated. Turn the Minefield piece over to reveal its numbered side. Engineer Units may not Battle while engaged in Minefield Clearance. Artillery may also attempt to clear a Minefield by firing at it. A Red Grenade means that a path has been cleared and that the Minefield piece should be removed. Only one attempt per turn may be made to clear a Minefield.

Bridge Demolition Rules

Only an Engineer Unit at one end of a Bridge may place charges on a Bridge. However, a Scenario may state that the Bridge is already rigged for detonation without the need for an Engineer Unit to be present. Play a Section Card corresponding to the Section of the Board in which the Bridge lays. If the Bridge is across two Sections of the Board, then the player may play a Section Card from either end. The following options describe different ways to destroy a Road, Pontoon or Railroad Bridge:

Option 1 - Not Rigged For Detonation: An Engineer Unit uses its entire action to place charges. It may nor Move or Battle. Place a Battle Star on the Bridge to signify that charges have been placed. The Bridge is now rigged for detonation and the charge remains in place without the need for the Engineer Unit to remain. The procedure now moves to Option 2, below.

Option 2 - Already Rigged For Detonation: Detonation of a Bridge is the same as ordering a Unit. The player rolls two Battle Dice. If a Green Star is rolled, then the Bridge is not destroyed. If a Battle has taken place on the Bridge after the charges have been placed, then the chances of an unsuccessfull detonation increase to a Blue Infantryman. Further rolls of the Battle Dice may be made once per turn as additional Orders. A successfull roll of the Battle Dice means that the Bridge has been destroyed and is removed from the Board. The explosive charges are considered to be removed if the Bridge is ever occupied by the enemy.

Option 3 - Not Rigged For Detonation & No Engineer Unit Present: The Bridge can only be destroyed by four Black Tank Hits from Heavy Artillery, Big-Guns, Barrage, and/or Air Power. Use Battle Stars to mark the accumulation of Hits.

Appendix 2 - Tiles From Expansion Sets

Urban Terrain
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Towns & Villages, City Ruins - Movement: Only Infantry Units may enter a City Ruins hex. An Infantry Unit must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a City Ruins hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a City Ruins hex. Artillery Battle Dice are not reduced. An Infantry Unit on a City Ruins hex may ignore the first Purple Flag rolled against it. Line Of Sight: A City Ruins hex blocks Line Of Sight.
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Towns & Villages, Factory Complex - Movement: A Unit that enters a Factory Complex hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Factory Complex hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Factory Complex hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Factory Complex hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Factory Complex hex blocks Line Of Sight. Comment: See specific Scenario rules for Factory Complex.
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Towns & Villages, Hill With Village - Movement: A Unit that enters a Hill With Village hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Hill With Village hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit on a Hill With Village hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Hill With Village hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Hill blocks Line Of Sight for Units trying to look over the Hill. Line Of Sight is not blocked when Units are at the same height and on the same Hill (plateau effect).
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Towns & Villages, Russian Town - Movement: A Unit that enters a Russian Town hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Russian Town hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Russian Town hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Russian Town hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Russian Town hex blocks Line Of Sight.
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Towns & Villages, Russian Wooden Village - Movement: A Unit that enters a Russian Wooden Village hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Russian Wooden Village hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Russian Wooden Village hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Russian Wooden Village hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Russian Wooden Village hex blocks Line Of Sight. Comment: These represent farm or village houses that were more susceptible to Artillery fire. Russian Wooden Villages are removed from play if subjected to Artillery fire.

Fixed Obstacles
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Bunkers, Field - Movement: An Infantry Unit may Battle the turn it Moves onto a Bunker hex. An Armour or Artillery Unit may not Move onto a Bunker hex. Artillery Units that start the game on a Bunker hex may not Move from the hex. Battle: Either side may claim it as a defensive position. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Bunker hex. Artillery Battle Dice are not reduced. A Unit in a Bunker may ignore the first Purple Flag rolled against it. Remove one Artillery model for each Purple Flag rolled against it if it is in a Bunker, as Artillery in Bunkers are not allowed to Retreat. Line Of Sight: A Bunker blocks Line Of Sight.
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Bunkers, Winter Field - Movement: An Infantry Unit may Battle the turn it Moves onto a Bunker hex. An Armour or Artillery Unit may not Move onto a Bunker hex. Artillery Units that start the game on a Bunker hex may not Move from the hex. Battle: Either side may claim it as a defensive position. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Bunker hex. Artillery Battle Dice are not reduced. A Unit in a Bunker may ignore the first Purple Flag rolled against it. Remove one Artillery model for each Purple Flag rolled against it if it is in a Bunker, as Artillery in Bunkers are not allowed to Retreat. Line Of Sight: A Bunker blocks Line Of Sight.
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Dragon's Teeth - Movement: Only Infantry may enter Dragon's Teeth hexes. An Infantry Unit that enters a Dragon's Teeth hex must stop and may not Move any further on that turn. Battle: No Battle restrictions. Line Of Sight: A Dragon's Teeth hex does not block Line Of Sight.
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Trenches - Movement: An Infantry or Armour Unit that Moves onto a Trench hex must stop and may not Move further on that turn. A Trench is impassable terrain for Artillery. Battle: Units reduce the number of Battle Dice rolled by 1 when Battling an enemy Unit on a Trench hex. An Infantry Unit in Trenches may ignore the first Purple Flag rolled against it. Line Of Sight: Trenches do not block Line Of Sight.

Roads & Railways

Roads and Railways played a key role during the War. Controlling them meant being able to quickly move troops, equipment and supplies very quickly to the front line. Roads were also used to push Tanks and Infantry assaults deep into enemy territory.
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Bridge, Pontoon - Movement: A Unit may cross a River hex, using a Pontoon Bridge, with no Movement restrictions. Battle: No Battle restrictions. Line Of Sight: A Pontoon Bridge does not block Line Of Sight. Comment: Pontoon Bridges may only be used in scenarios allowing them, as described by the scenarios Special Rules Section. To construct a Pontoon Bridge, play an Attack Command Card. An Engineer Unit next to a River uses the turn to place a Pontoon Bridge on the River hex. The Command Card has to be for the correct Section of the Board.
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Railway Bridge - Movement: A Unit may cross a River hex using a Railway Bridge. No Infantry Movement restrictions. An Armour Unit must stop when it Moves onto a Railway Bridge hex. Battle: No Battle restrictions. Line Of Sight: A Railway Bridge does not block Line Of Sight.
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Railway Station - Movement: A Unit that enters a Railway Station hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Railway Station hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Railway Station hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Railway Station hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Railway Station hex blocks Line Of Sight. Comment: Also, see the Supply Train rules.
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Railway Tracks - Movement: No Movement restrictions for Infantry. Armour and Artillery must stop when Moving onto a Railway Track hex. Battle: Units on Railway Tracks hexes are considered to be in the type of terrain the hex depicts. Example: a Unit on a Railway Tracks hex through Woods & Forests terrain is considered to be in Woods & Forests terrain for attack or defence purposes. Line Of Sight: A Railway Track hex does not block Line Of Sight.
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Road Crossing A Railway - Movement: A Unit that has spent its entire Move on a Road Crossing A Railway, may Move 1 additional hex along the Road Crossing A Railway. Units must still stop when entering a Towns & Villages hex, but not when passing through other terrain types with Road Crossing A Railway. Hedgerow Tiles may not have Road Crossing A Railway. Battle: Units on Road Crossing A Railway hexes are considered to be in the type of terrain the hex depicts for Battle purposes. Line Of Sight: A Road Crossing A Railway does not block Line Of Sight.
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Road Over A Hill - Movement: A Unit that has spent its entire Move on a Road Over A Hill, may Move 1 additional hex along the Road Over A Hill. Units must still stop when entering a Towns & Villages hex, but not when passing through other terrain types with Road Over A Hill. Hedgerow Tiles may not have Road Over A Hill. Battle: Units on Road Over A Hill hexes are considered to be in the type of terrain the hex depicts for Battle purposes. Line Of Sight: A Road blocks Line Of Sight.
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Roads - Movement: A Unit that has spent its entire Move on a Road, may Move 1 additional hex along the Road. Units must still stop when entering a Towns & Villages hex, but not when passing through other terrain types with Roads. Hedgerow Tiles may not have roads. Battle: Units on Road hexes are considered to be in the type of terrain the hex depicts for Battle purposes. Line Of Sight: A Road does not block Line Of Sight.
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Roads, Road-Blocks - Movement: Only an Infantry Unit may enter a Road-Block hex, but it must stop and may Move no further on that turn. Battle: A Roadblock reduces the number of Battle Dice rolled by 1 when an occupying Infantry Unit is attacked by enemy Infantry or Armour. Artillery Battle Dice are not reduced. A Unit on a Roadblock hex may ignore the first Purple Flag rolled against it. Line Of Sight: A Roadblock does not block the Line Of Sight.

Trains, Railway Engines and Wagons

Refer to the Scenario Special Rules to use these pieces. Trains may be used to carry Reinforcements (Supply Trains) or Artillery (Armoured Trains). Trains may also be mission objectives.

Attacking Trains - An enemy Unit may target a Train. One Hit is scored for each Red Grenade rolled against the Train. Place a Battle Star on the Railway Engine for each Hit on the Train. On the second Hit, place a second Battle Star. On the third Hit, place a third Battle Star, and remove the Wagon. On the fourth Hit, the Railway Engine is removed. When the entire Train is removed, place the Railway Engine on an empty Medal Stand.
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Movement - A Train may Move forwards or backwards upto 3 hexes along Railway Tracks, but it may not Move through Railway Tracks hexes that are blocked or occupied by an enemy Unit. Trains are ordered like any other Unit by playing a Command Card, but may pass through hexes occupied by friendly units. If the Train is across two Sections of the Board, it may be ordered in either Section.

Retreats - A Train may ignore the first Purple Flag rolled against it. When it Retreats, it Moves backwards (opposite way the Train is facing) one hex along the Tracks for each Purple Flag rolled against it. If it cannot Retreat, place one Battle Star on the Railway Engine for each hex it cannot Retreat.

Supply Train - A Wagon may carry Infantry, Artillery, or Armour reinforcements. The Units being carried are indicated in the Scenario. Carried Units may not Battle. A Train may stop to allow a Unit to disembark when the Railway Engine arrives at a Railway Station. Any disembarking Units are placed on the hexes adjacent to the Wagon. Artillery and Armour Units may not Move or Battle the turn they disembark. Infantry Units may not Move the turn they disembark, but may Close Assault.

Armoured Train - An Armoured Train has a single Artillery model on its Wagon piece. The Armoured Train may Move upto 3 hexes and still Battle. Apply Battle Range, and number of Battle Dice, for a Medium, Direct Firing Artillery Unit. The Artillery model may be the first casualty in an attack on the Train, instead of damage to the Train. If the Train is destroyed then so is the Artillery model. Use the other Train rules for Movement and Damage.

Supply Lines & Sieges (Optional)

Supply Problems - Every Unit needs to be in Supply. Lines Of Supply are traced along Roads and Railway Tracks. These may be used equally by both players unless otherwise noted in the Scenario Special Rules. For instance, the German player may be forbidden the use of Railway Tracks in a Barbarossa Scenario. A Line Of Supply must be traced along an uninterrupted path of Road and/or Railway Tracks to the players own edge of the Board. Units Line Of Supply continues along the shortest possible route of hexes to the nearest Road or Railway Track. Interruptions - A Line Of Supply is broken if an enemy Unit is occupying a hex along the Line Of Supply, or the Line Of Supply is in Battle Range of an unconcealed, enemy Armoured or Infantry Unit. Every Unit forward of the point of interruption in their Line Of Supply is considered Out Of Supply. First Turn - Units may be Out Of Supply for one turn, after which they experience problems. Second Turn - Armoured Movement is reduced by one hex, all Special Infantry Units temporarily become Regular Infantry, and Artillery may not Move at all. All Battle Dice are reduced by 1. Fuel and ammunition are running low and need to be conserved. These non-accumulative restrictions apply every turn untill the Units are in Supply.

Third Turn Losses - Roll one Battle Dice at the beginning of the players turn for each Unit. A Green Star means that an Out Of Supply Unit must lose 1 figure/model. Repeat this each turn untill the interruption to the Supply Line no longer applies, one way or the other. Losses due to Green Stars are permanent, but everything else goes back to normal once the Line Of Supply is restored.

Exclusions - A Scenario may exclude Lines Of Supply if the Units concerned start the game already besieged. Supplies might not be an issue if an adequate airlift is possible or the city being besieged is also the supply-base for the entire Army anyway. The best example would be the American forces besieged in Bastogne, where the real issue was whether or not the Germans could break-in before relief could arrive. Some Units, most notably Paratroops, were always intended to be deep behind enemy lines, and therefore Out Of Supply. The Scenario Special Rules should state how many turns these Units have, or under what conditions should apply, before they are considered Out Of Supply.

Natural Terrain
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Hill With Woods & Forests - Movement: A Unit that enters a Hill With Woods & Forests hex must stop and Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Hill With Woods & Forests hex. When Battling an enemy Unit that is on a Hill With Woods & Forests hex, Infantry reduce the number of Battle Dice rolled by 1, Armour reduce the number of Battle Dice rolled by 2. Artillery Battle Dice are not reduced. Line Of Sight: A Hill blocks Line Of Sight for Units trying to look over the Hill. Line Of Sight is not blocked when Units are at the same height and on the same Hill (plateau effect).
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Ravine - Movement: Impassable to Armour and Artillery. No Movement restrictions for Infantry. Battle: No Battle restrictions. An Infantry Unit on a Ravine hex may ignore the first Purple Flag rolled against it. Line Of Sight: A Ravine does not block Line Of Sight.
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Rivers & Waterways, Fordable - Movement: A Unit may enter a Fordable River hex but must stop and may Move no further on that turn. Battle: A Unit on a Fordable River hex will reduce the number of Battle Dice it rolls by 1. Line Of Sight: A Fordable River does not block Line Of Sight.
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Rivers & Waterways, Frozen - The River is frozen and may be crossed. The ice, however, might not be thick enough to be safe. Roll two Battle Dice whenever a Unit Moves or Retreats onto a Frozen River hex. For each Green Star rolled, 1 figure or model is lost. There are no other Movement or Battle restrictions.
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Rivers & Waterways, Headwaters & Forks - Movement: A River is impassable terrain. A Unit may only enter a River hex on a Bridge. Battle: A Unit on a River hex with a Bridge Battles as normal. Line Of Sight: A River does not block Line Of Sight.
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Rivers & Waterways, Lake - Movement: A Lake hex is impassable terrain. Line Of Sight: One Lake hex does not block Line Of Sight. Sighting across two or more adjacent Lake hexes does block Line Of Sight.
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Woods & Forests, Winter - Movement: A Unit that enters a Winter Woods & Forests hex must stop and Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Winter Woods & Forests hex. When Battling an enemy Unit that is on a Winter Woods & Forests hex, Infantry reduce the number of Battle Dice rolled by 1, Armour reduce the number of Battle Dice rolled by 2. Artillery Battle Dice are not reduced. Line Of Sight: A Winter Woods & Forests blocks Line Of Sight.

High Ground & Flooded Fields

The practice of flooding low-lying European fields was employed by the Germans after D-Day as an anti-tank measure. This tactic made Movement very difficult for both Armour and Infantry, except on raised roads, higher ground, and around Towns & Villages.
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Flooded Fields - Movement: A Unit must be adjacent to a Flooded Field to Move onto it. A Unit that enters a Flooded Field must stop and may not Move further on that turn. A Unit that leaves a Flooded Field may only Move onto an adjacent hex and no further. Battle: Infantry or Artillery on a Flooded Field hex does not have any Battle restrictions. Armour may not Battle when Moving onto, or out of, a Flooded Field hex. An Armour Unit that makes a successfull Close Assault on a Unit in a Flooded Field may Take Ground but may not make an Armour Overrun. Line Of Sight: A Flooded Field does not block Line Of Sight. Comment: In Flooded Field scenarios, any hex that is Open Countryside is considered a Flooded Field hex. High Ground, Hills, Roads, Railways, or Towns & Villages are treated as normal.
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High Ground - Movement: No Movement restrictions. Battle: No Battle restrictions. The difference in elevation between High Ground, Roads, and other dry Terrain on one hand, and Flooded Fields on the other, is not sufficient to cause any Battle Dice reductions either way. Line Of Sight: A High Ground hex does not block Line Of Sight. Comment: High Ground hexes are used to mark dry, elevated, open ground in scenarios using Flooded Fields rules.
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Marshes - Movement: An Infantry and Armour Unit that Moves onto a Marsh hex must stop and may not Move further on that turn. A Unit that leaves a Marsh hex may only Move onto an adjacent hex. An Artillery Unit may not enter a Marsh hex. Battle: An Infantry Unit on a Marsh hex has no Battle restrictions. An Armour Unit may not Battle the turn it Moves onto, or out of, a Marsh hex. An Armour Unit that makes a successfull Close Assault in a Marsh hex may Take Ground but may not make an Armour Overrun. Line Of Sight: A Marsh hex does not block Line Of Sight.

Landmarks

The Terrain Pack introduces a new category of Terrain referred to as Landmarks. Sometimes Landmarks will be purely symbolic, but often they can play a key role in the Scenario. A Landmark's effects may vary from Scenario to Scenario as described in its Special Rules or Conditions of Victory Section. Some Landmarks are also linked to the Battle Star optional rules.

Note: Landmarks are also suitable for large-scale actions, where Units represent Regiments, Brigades, or Divisions. Other Tiles can also be used at the same scale. Towns become Cities, Woods become Forests, and Roads become Motorways, etc.
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Airfield - Movement: No Movement restrictions. Battle: No Battle restrictions. Line Of Sight: Airfield does not block Line Of Sight. Comment: Reinforcements may not be landed if the Airfield is occupied by, or within Battle Range of, enemy Units. After playing a Direct From HQ Command Card, one Infantry Unit is placed on an Airfield hex as Reinforcements. The Unit may not Move or Battle the turn it lands. Reinforcements must be allowed by the Scenario's Special Rules. See also the Sabotage rules.
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Bunkers, Fortress - Movement: An Infantry Unit may Battle the turn it Moves onto a Fortress hex. An Armour or Artillery Unit may not Move onto a Fortress hex. Artillery Units that start the game on a Fortress hex may not Move from the hex. Battle: Either side may claim it as a defensive position. Units in Fortress hexes are Hit by Artillery Units rolling a Green Star only. A Unit on a Fortress hex may ignore all Purple Flags rolled against the Unit. Line Of Sight: A Fortress blocks Line Of Sight. Comment: These represent larger stone/concrete structures and reinforced shelters made "impregnable" against enemy attack. See also the Freeing Prisoners rules.
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Cemetery - Movement: No Movement restrictions. Battle: No Battle restrictions. A Unit on a Cemetery hex may ignore the first Purple Flag rolled against it. Line Of Sight: A Cemetery does not block Line Of Sight.
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Dams - Movement: Impassable to Armour and Artillery. No Movement restrictions for Infantry. Battle: No Battle restrictions. A Unit on a Dam hex may ignore the first Purple Flag rolled against it. Line Of Sight: A Dam blocks Line Of Sight.
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Mountains - Movement: Only Infantry may Move up from a Hill onto an adjacent Mountain hex, or down from a Mountain onto an adjacent Hill hex. Infantry may also Move from a Mountain hex onto an adjacent Mountain hex. Movement is not possible from other Tiles or an Open Countryside hex. Mountains are impassable to Armour and Artillery Units. Battle: Infantry and Armour reduce the number of Battle Dice by 2 when Battling an enemy Unit that is up a Mountain. Artillery Battle Dice are not reduced. There are no Battle Dice reductions when Battling an enemy Unit at the same height as your Unit, unless the target Unit is on an unconnected Mountain hex. An ordered Artillery Unit, permanently in position on a Mountain hex, may target any enemy Unit with a Battle Range of 7 or fewer hexes. It Battles at 3, 3, 2, 2, 1, 1, 1. Line Of Sight: A Mountain blocks Line Of Sight for Units trying to look over the Mountain. Line Of Sight is not blocked when Units are at the same height and on the same Mountain.
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Power Plant - See specific Scenario rules for Power Plants. See also the Sabotage rules.
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Prison Camp - See specific Scenario rules for Prison Camp. See also the Freeing Prisoners rules.
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Supply Depot - Movement: No Movement restrictions. Battle: No Battle restrictions. Line Of Sight: A Supply Depot blocks Line Of Sight. Comment: When indicated in the Scenario, destroying an enemy Supply Depot reduces the Movement of all enemy Armoured Units by one hex.
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Towns & Villages, Barracks - Movement: A Unit that enters a Barracks hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Barracks hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Barracks hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Barracks hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Barracks hex blocks Line Of Sight.
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Towns & Villages, Church/Cathedral - Movement: A Unit that enters a Church/Cathedral hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Church/Cathedral hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Church/Cathedral hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Church/Cathedral hex will reduce the number of Battle Dice it rolls by 2. A Unit on a Church/Cathedral hex may ignore the first Purple Flag rolled against it. Line Of Sight: A Church/Cathedral hex blocks Line Of Sight. Comments: A Church/Cathedral Tile should be used in the St Mere-Eglise Scenario. Replace one of the Towns & Villages Tiles with a Church/Cathedral and place the Axis Infantry Unit on it. The Town now becomes a much stronger position.
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Towns & Villages, Factory Complex - Movement: A Unit that enters a Factory Complex hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Factory Complex hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Factory Complex hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Factory Complex hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Factory Complex hex blocks Line Of Sight. Comments: See specific Scenario rules for Factory Complex. See also the Sabotage rules.
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Towns & Villages, Lighthouse - Movement: A Unit that enters a Lighthouse hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Lighthouse hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Lighthouse hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Lighthouse hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Lighthouse hex blocks Line Of Sight. Comments: See also the Calling In Air Strikes and Forward Spotting Artillery rules.
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Towns & Villages, Radar Station - Movement: A Unit that Moves onto a Radar Station hex must stop and may Move no further on that turn. Battle: A Unit may Battle the turn it Moves onto a Radar Station hex. When Battling an enemy Unit that is on a Radar Station hex, Infantry and Armour reduce the number of Battle Dice rolled by 1. Artillery Battle Dice are not reduced. A Unit on a Radar Station hex may ignore the first Purple Flag rolled against it. Armour and Artillery fire will destroy a Radar Station and reduce it to City Ruins. Line Of Sight: A Radar Station blocks Line Of Sight. Comment: If a Battle Star is present on the hex, the player occupying the Radar Station benefits from the following feature. If his opponent wants to play an Air Power Card against the owner of the Radar Station, he must do so by declaring his intention one turn ahead, and displaying his Air Power Card face-up on the table. On his next turn, his opponent must then play his Air Power Card.

North African Desert Rules

North African Armour Overrun - After a successfull Close Assault, an ordered Armour Unit may Take Ground and may then Move one additional hex. It can then Battle again. All other Armour Overruns and Taking Ground rules remain in effect.
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Desert Towns & Villages - Movement: A Unit that enters a Towns & Villages hex must stop and may Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Towns & Villages hex. Infantry reduce the number of Battle Dice rolled by 1, and Armour reduces the number of Battle Dice rolled by 2, when Battling an enemy Unit that is on a Towns & Villages hex. Artillery Battle Dice are not reduced. An Armour Unit defending in a Towns & Villages hex will reduce the number of Battle Dice it rolls by 2. Line Of Sight: A Towns & Villages hex blocks Line Of Sight.
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Oasis - Movement: A Unit that enters an Oasis hex must stop and may Move no further on that turn. Battle: A Unit may Battle the turn it Moves onto an Oasis hex. Infantry and Armour Units reduce the number of Battle Dice rolled by 1 when Battling an enemy Unit on an Oasis hex. Artillery Battle Dice are not reduced. A Unit on an Oasis hex may ignore the first Purple Flag rolled against it. Line Of Sight: Oasis blocks Line Of Sight. Comment: An ordered Infantry Unit in an Oasis may recover lost figures, by applying the same procedure as a Medics & Mechanics Command Card, as indicated in the Scenario.
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Palm Trees - Movement: A Unit that enters a Palm Trees hex must stop and Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Palm Trees hex. When Battling an enemy Unit that is on a Palm Trees hex, Infantry reduce the number of Battle Dice rolled by 1, Armour reduce the number of Battle Dice rolled by 2. Artillery Battle Dice are not reduced. Line Of Sight: A Palm Trees hex blocks Line Of Sight.
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Wadis - Movement: No Movement restrictions through the Wadis open ends. The side slopes of a Wadi are impassable, both up from the Wadi hex or down into it. Moving along a Wadi is allowed. But crossing its walls is impossible. Battle: Infantry or Armour Battling into or out of a Wadi must be in Close Assault. When Battling an enemy Unit that is in a Wadi, Infantry, Armour, and Artillery reduce the number of Battle Dice rolled by 1. Line Of Sight: A Wadi does not block Line Of Sight. Note that a Unit in a Wadi still blocks Line Of Sight, as normal.

Appendix 3 - Variants

Additional Scenarios

Memoir ‘44 is a game of endless possibilities. The various offensives and counter-attacks, critical Battles and lesser-known skirmishes, plus the numerous other theatres of operations on which the War was fought, provide a fertile ground. In collaboration with Memoir ‘44 author, Richard Borg, Days of Wonder will continue to update the game through the regular release of new campaigns and scenarios, additional rules, materials and miniatures, etc. For a first taste of things to come and additional hours of enjoyment visit us and make sure to register at: www.memoir44.com

How To Read A Scenario

In order to ensure a rapid game setup, all Memoir '44 scenarios are presented in a standard one-page layout featuring:

· Title - The Scenario title (usually the battle's best known historical name) and historical date.

· Map - A display of the Battle Map, showing the required Tiles, obstacles, and military Units, in their actual positions.

· Terrain Required - A list of the required Tiles, by type and quantity.

· Historical Background - An account of the historical events, feats or anecdotes surrounding the battle.

· Briefing Notes - Divided between Allied and Axis Players, detailing the number of Command Cards issued to each side, when they are issued (usually all of them at the start of the game), and which player starts first.

· Conditions Of Victory - The special victory conditions, where to place the Victory Markers, and any associated rules.

· Special Rules - An optional section detailing additional rules applicable to this particular Scenario, such as special events, Units, or terrain. Any Battle Star rules should be listed here.

Team Play

The simplest way to play with upto six players is to try Memoir '44 in team play. Make two teams of upto 3 players a side. If there is an odd number of players, then the extra player will be fighting on the Allied side. Each team places their Command Cards in the cardholder, evaluating possible strategies internally, before jointly agreeing on the card to play. The member of the team most directly concerned by the card being played then carries out the relevant actions, Moving Units, selecting targets, and rolling Battle Dice where appropriate.

· In 2-player teams, one player is in charge of the centre Section of the Battlefield and acts as Commander-in-Chief, while the second player is the Field Marshal in charge of the two flanks.

· In 3-player teams, each player is assigned an individual Section as its Field Marshal. The player in the Centre is also Commander-in-Chief.

The Commander-in-Chief is responsible for playing Tactic Cards that apply to no particular (or all) Sections of the Battlefield. Field Marshals are responsible for the Units in their Section of the Board.

Variant For Young Generals

If needed, young children can play a simplified version of the game and still have a lot of fun. We suggest the following changes:

· Do not use any Optional Rules, Appendix 1 - Special Unit Rules, or Appendix 2 - Tiles From Expansion Sets.

· Do not use the Take Ground or the Armour Overrun rules.

· Do not use the Disaffection, Demoralisation, & Disorganisation Rules.

· Remove all Tactic Cards and only use the Section Cards.

· Remember to shuffle the Section Cards yourself when it has been exhausted.

It is easier if an adult introduces children to the game and plays a couple of games with them. It is also a good opportunity for a parent or teacher to use the game as an introduction to the War and draw their interest into the Battles that shaped modern history. With enough practice, Young Children may choose to play the game with the extra rules themselves.

Simplified Campaign Rules

Play a series of Battles that make up an entire campaign by linking the results of one campaign-Battle to the next. Any Memoir scenarios can be linked together and played as a series of campaign Battles. At the beginning of the game, before the Command Cards are dealt, each player rolls Battle Dice equal to the number of Victory Points won in the previous game. As a Victory Bonus, each player rolls 1 additional Battle Die for each Victory he has won in the Campaign. Each die result in these pre-Battle rolls will have the following effect on the starting conditions of the Scenario:

Die Roll
Results

Black Tank
Your opponent must remove one Tank model from any one of his Armour Units.

Blue Infantryman
Your opponent must remove one Infantry figure from any one of his Infantry Units.

Green Star
Reduce the number of Command Cards your opponent holds at the start of the Battle by 1. His starting hand however, must always be at least 1 card. He will draw two cards after each turn, untill the number of cards he holds is equal to the number listed in the Scenario Briefing Notes.

Purple Flag
Your opponent must Retreat any one Unit by one hex. Units may not Retreat off the Board.

Red Grenade
You remove one figure/model from any one of your Opponent's Units.

You gain a Victory Point if all of the figures/models of an opponent's Unit are removed before the Battle begins. Place the last figure/model of the eliminated Unit on any of the available Medal Stands on your lower-left of the Board.

Army Manoeuvres

Army Manoeuvres variants are additions to the normal Command Card Rules. Basically, communication and the transmission of Orders are assumed to be better than normal during actual battle-conditions. Commanding Officers are able to maintain their control of the battlefield without any difficulty. Units are able to respond quicker and with greater ease. Armies often hold completely unrealistic exercises each year to demonstrate their readiness for war by operating in near-perfect conditions. In Exercises, everyone gets to pretend out in the fresh air, but in Real Battles everything breaks down almost immediately in screaming chaos.
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Colonel Blimp, "I Say, Play Fair, Old Chap." - A gentlemanly officer, but angry and confused by modern warfare. Despite a long career of active service, still treats war as a game. Always very keen, very brave, and very outdated. Hides his age with a blind, youthful enthusiasm for the latest war. Believes in honour between enemies, preserving the social niceties, and playing fair at all times.

Extra Command Cards - Used by both players every turn. At least one Command Card may be played for each Board Section to a maximum of three cards. Units may not receive more than one Order per turn. Sections may not receive more than one Command Card, even if a card being used applies to more than one Section. A Section cannot be given any orders if the player has no cards for it that turn.
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Colonel Chapman, "You'll have to stop that now. It's getting altogether too silly!" - A professional officer, he is well trained in planning and technical matters. Feels he sets an example to the men, although maintains a distance from the rank and file. Has a long military career in being very well turned-out, orderly, and sensible. Takes control and restores order in very clipped, forthright tones. Sadly missed.

Restoring Order, Tactics Card - May only be used by each player once per game. Instead of playing a Command Card, a player may declare that he is Regrouping. He may order all his Units to Move, regardless of which Section they are in, but they may not advance towards the enemy. Only Units that do not Move may Battle. This action allows a player to reposition all his Units to restore control of the battlefield, either by strengthening his defences or in preparation for a major attack.
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General Melchett, "Baaah!" - An insane, bellowing officer with no real grasp of reality. Believes modern warfare is solely about fighting spirit. The trademark bellow would be delivered at random intervals for no apparent reason, while sending men to a senseless death, with seemingly no tactics at all. Worried that the men might be a bit depressed and might not want to get at the enemy. Rarely leaves his office.

The Big Push, Tactics Card - May only be used by each player once per game. Instead of playing a Command Card, a player may declare an Army Advance. Every Unit must advance at least one hex towards the enemy. Infantry Units must Infantry Charge and Take Ground if the opportunity presents itself. Armour Units must Armour Overrun if the opportunity presents itself. Artillery Units can March forward one hex or Battle with one additional Battle-Die.

Kriegspiel & The Fog Of War

Kriegspiel requires at least three people and two sets of the game. Someone is appointed as the Referee. The other two are the players. Normal Memoir '44 rules apply, except for the following:

· Neither player may see the other players Board. This might mean that a screen or curtain needs to be put in-between or for both players to face away from each other or simply agree not to look.

· Both Boards start the game with all the required Tiles in place for the chosen Scenario. Players may also know which Units his opponent has or even where they started (especially if a published Scenario is being played). A player may not know which Command Cards his opponent has or are being played.

· Each player has his entire Army fully represented on his own Board. Players can only "see" enemy Units on their Board when they come into Battle Range of their own Units. Enemy Units are placed on the Board as soon as they are detected. Detected enemy Units are removed from a players Board the moment they are no longer in Battle Range of his Units.

· Camouflaged Units are always left off the board untill they have lost their concealment. If a Camouflaged Unit is within Close Assault distance of a Moving Unit, then the active player should be informed and his Unit is left in Close Assault.

· Only the Referee may see both Boards. The Referee's job is to place Units on respective Boards as soon as they have been detected by the opposing player. The Referee should inform the player what each enemy Unit is and whether or not it is a Special Unit.

· The Referee's other job is to make sure that both Players play fair, don't cheat, and don't look at each others Boards. The Referee needs to be fair and impartial, ensuring that the results of Battles and Retreats, etc., are properly and accurately applied to both Boards.

Players are reminded of the value of good reconnaissance, active patrolling and forward observation posts.

Suggested Variants

Below are a number of fictional variants that might be of interest. Instead of suggesting new scenarios to go with the proposed rules, just take the existing, official scenarios and convert to the new Unit types as specified in each Variant's rules.

"Achtung! Zombie!" Variant

Hell Is Full! Zombies v The Living - Total War has swept across Europe and the World for the second time. Humanity has choked on its own self-destruction. The newly dead rise again like a pestilence. Zombie hordes appear everywhere, from every conceivable direction, searching for the Living. Zombies are super-strong, completely dead, and able to "survive" all but the most destructive wounds. These soul-less automatons use no weapons but their teeth to bite and gnaw with and their hands to rend and tare with. Their one desire is to eat the flesh of the Living. The battlefields and slaughterhouses of Europe vomit forth their dead to make war on the Living World that spawned them. No place is safe and the armies of the world fight a new enemy, more terrifying than ever before - their own dead comrades, the dead of their enemies, and the dead of their victims, returned for their pound of gore-filled flesh. The Old War has stopped. The War Of The Dead has begun.

Terrain Objectives: Searching For Food - Place a Victory Marker on every Towns & Villages or Bunkers hex. Other Terrain Objectives are ignored. One Zombie Unit must enter a Towns & Villages or Bunkers hex if it begins its Move next to one. A Zombie Unit takes a whole turn Occupying the hex, at the end of which the Victory Marker is permanently removed, and the Unit may Move freely once more. The Zombie Unit must complete the turn for it to count. At the end of the Scenario, add the number of unclaimed Victory Markers to the number of figures/models saved by the Living Player when determining if there has been a Draw.

Object Of The Game - Each side seeks to annihilate the other. The Dead Player may not attempt to Retreat any Units off the Board to save them from annihilation. The Dead Player will win if he annihilates all of the Living Units or lose if they annihilate all of his. The Living Player may Retreat Units off the Board in order to gain a Draw. If he saves more figures/models than were lost on the Board, then the game is a Draw. Otherwise the Dead Player wins. Only casualties and Terrain Objectives count in this variant. The number of Units eliminated and achieving a required number of Victory Points are ignored.
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Zombie Unit - Each Zombie Unit uses the following rules:

· The Dead Player is given no Command Cards. Zombies DO NOT require orders.

· Zombie Units start with 3 zombie figures each. Zombies are treated as a form of Infantry. They have the same number of Battle Dice as the number of Zombie figures in that hex.

· Zombie Units ignore all terrain limitations on Movement but still receive the benefits of terrain protection. They may Battle and Move one hex per turn.

· Zombie Units must Battle when in Close Assault with the Living. All Zombie Close Assaults are treated as Infantry Charges. Zombies may not Take Ground.

· Grenade Hits are treated as a Purple Flag. A Zombie Unit Retreats a maximum of one hex in any one turn regardless of the number actually required. A Zombie Unit that is forced to Retreat into another simply dislodges that Unit back one hex. Any Zombie Unit forced to Retreat off the Board is permanently lost. Zombie Units must always Retreat when required.

Scenario Conversions - Each Player takes one of the sides of a Scenario. The Living Player gets the Unit originally allocated to the side he has chosen. The Dead Player replaces all of his Living Units with the following Zombie Units:

· For each Infantry-based Unit = 1 Zombie Unit

· For each Artillery Unit = 2 Zombie Units

· For each Armour Unit = 3 Zombie Units

All Zombie Units are placed on the hexes indicated in the Scenario. The extra Zombie Units are placed as close as possible to the original positions, either to one side or behind the original positions. They may not be placed closer to the Living Player's Units.

Players - There are two players, the Living Player and the Dead Player. The Living Player plays as normal, but the Dead Player takes control of all Zombie Units.
Creation Of New Zombies - All eliminated Living figures or models are exchanged for Zombies on a one-for-one basis. Living figures/models are removed from the Board by the Dead Player. They are used later to see if the game ended in a Draw (see Object Of The Game, above). A new Zombie figure is placed with the Zombie Unit that eliminated the Living figure/model. It is now a fully functioning part of that Unit, even if it means that there are now more than 3 Zombie figures in the hex.

Creation Of New Zombie Units - If a Zombie Unit reaches 6 figures in size it immediately divides into two equally-sized Zombie Units. One Zombie Unit remains on the original hex, the other one is placed on any adjacent hex, provided that no Living Unit is already there. Zombie Units may be displaced backwards to make room for the new Unit, but may not group together into one Unit.

Use Of Zombie Figures - If there are not enough Zombie Figures, then use figures from the unused Axis or Allied box untill some Zombies are eliminated from play.

Note - In this variant, Players get to refight the apocalypse. Pit Hitler's Legions against the Zombie Hordes or re-take Manchester with a thin, Khaki line of British Regiments. But you just can't beat Classic American G.I's in a B-Movie Scenario. D-Day is not the deliverance of Europe, but Dead-Day, when the dead march out of the sea. Stalingrad becomes Necropolis as superstitious Russians Battle to liberate the Motherland from the newly risen 6th Army. Whatever Scenario is played, its going to be weird.

"EX-TER-MIN-ATE!" Variant
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OBEY! Daleks v British or Germans - British Television has occasionally produced some outstanding villains, usually from perhaps the Worlds longest-running science-fiction series, Doctor Who. Standing, or perhaps hovering, above all those villains are the Daleks. Created by the megalomaniac scientist, Davros, the Daleks are the mutated descendents of the Kaled people on the planet Skaro, intended to end a devastating world war. They travel using antigravity in tank-like mechanical casings, or "travel machines", and are armed with a lethal Energy Weapon. The Dalek mission is to conquer the universe by ruthlessly enslaving and exterminating all other intelligent life. They are conditioned to obey without question, are completely lacking in mercy or compassion, and have an unquestioned belief in their own superiority. They are not very nice chaps. Fortunately, they have always failed in their numerous attempts to conquer the Earth, although they have been successfull in doing a great deal of damage. British soldiers usually fought the Daleks throughout most of the series. Another likely antagonist for the Daleks would be the Germans. Terry Nation, the conceptual creator of the Daleks, based the Daleks character and behaviour on the British mythology and propaganda regarding the German enemy during the War. Not only does this make the Germans a worthy foe for the Daleks, but it also makes the Daleks a cultural offshoot of the War, and therefore strangely applicable to Memoir '44.

Unit Representation - It is very unlikely that models of Daleks small enough can be found. An alternative is to print some pictures of your favourite Dalek and fold them into a three-sided stand-up representation, like leaning two playing-cards together but with a glued-together base to keep it upright. A penny glued to the base will make them stand better.

Object Of The Game - Players win if they reach the required number of Victory Points. Daleks always need to get 10 Victory Points to win, or 20 in an Overlord Scenario, no matter what is required by the scenarios Conditions Of Victory. The Daleks have the full range of Command Cards available to them. They will be using Dalek equivalents for things like Barrage and Air Power.

Terrain Objectives: Exterminate! - All Towns & Villages hexes are Dalek Terrain Objectives. If a Standard Dalek Unit or Special Weapons Dalek Unit occupies a Towns & Villages hex, it may be ordered to exterminate it. This takes the Unit a whole turn, at the end of which the hex is replaced with City Ruins. The Victory Marker is permanently moved to the Dalek Medal Stands.

Dalek Unit Rules - All obstacles on the Dalek side are removed. They have a much-remarked antipathy to them. Dalek Units may be placed on any of the locations originally occupied by the Infantry, Armour, and Artillery in the Scenario.

Standard Dalek Unit - Armour, 3 models. Colour: Grey. Advances upto 4 hexes. Battle Range is 3 hexes with 3 Battle Dice. Movement is not effected by any Terrain limitations. Daleks are not effected by Landmines, Grenade Hits or the first Purple Flag. Additional Purple Flags result in the extermination of 1 model each. Daleks do not Retreat. This Unit represents a number of standard Daleks, only. They take the place of all Regular Infantry Units, given their habit of turning up in overwhelming numbers. Otherwise exactly the same as any other Armour Unit.

Special Weapons Dalek Unit - Artillery & Armour, 4 models including one Special Weapons Dalek. Colour: Grey. Advances upto 4 hexes. Battle Range is 4 hexes with 4 Battle Dice. Movement is not effected by any Terrain limitations. Daleks are not effected by Landmines, Grenade Hits or the first Purple Flag. Additional Purple Flags result in the extermination of 1 model each. Daleks do not Retreat. This Unit represents a number of standard Daleks guarding a smaller number of Special Weapons Daleks. A Special Unit Marker can be placed with this Unit to indicate that it is a Special Weapons Dalek. They take the place of all Armour Units.

Dalek Mercenary Unit - Special Infantry Unit, 4 Figures. Colour: Black. A Special Unit Marker can be placed with this Unit to indicate that it is a Special Infantry Unit of non-Dalek Mercenaries. They are fighting for the Daleks, in part out of fear of extermination, in part for wealth and power. They take the place of all Special Infantry and Artillery Units. Otherwise exactly the same as any other Infantry Unit. Dalek Mercenary Units will automatically surrender if all the Dalek Units are destroyed. Mercenary Units are treated as cannon-fodder by the Daleks and so, therefore, do not count as Victory Points when eliminated.

Human Factor - The Human Player gets a variant of the "Heroic Leader" optional rule in order to even things out a bit. A Battle Star Marker may represent a Heroic Leader with the Human Factor. A Unit ignores the first Purple Flag and receives two additional Battle Die when accompanied by this Leader. The Leader may not willingly leave the Unit he is placed with. If the Unit is eliminated, Move his Battle Star to the nearest friendly Unit and continue the fight from there.
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Cyberman Unit - Special Infantry Unit, 4 Figures. Colour: Silver. Advances upto 3 hexes. Battle Range is 3 hexes with 3 Battle Dice. Movement is not effected by any Terrain limitations. Cybermen are also not effected by Grenade Hits or Purple Flags. Casualties inflicted on enemy Units while in Close Assault are given to any Cyberman Unit as reinforcements. Otherwise Cybermen are exactly the same as any other Infantry Unit. One Cyberman Unit replaces each Infantry, Armour and Artillery Unit. Cybermen may not be used in the same game as Daleks or, at least, not on the same side.

The Cybermen are a fictional race of cold and logical cyborgs displaced from the Planet Mondas. Created in 1966, they first appeared in the serial, The Tenth Planet, the last to feature William Hartnell as the First Doctor. Unlike the Daleks, the Cybermen are fated to slip from history into possible extinction. They have well-known weaknesses and are too few in number to sustain their hopes of galactic conquest. Often the Cybermen would use infiltration before resorting to open warfare to compensate for their lack of numbers.

"War Of The Worlds" Variant
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The Martians Are Coming! Martians v Americans or British - No one would have believed in the last years of the nineteenth century that this world was being watched keenly and closely by intelligences greater than man's and yet as mortal as his own; that as men busied themselves about their various concerns they were scrutinised and studied, perhaps almost as narrowly as a man with a microscope might scrutinise the transient creatures that swarm and multiply in a drop of water. With infinite complacency men went to and fro over this globe about their little affairs, serene in their assurance of their empire over matter. It is possible that the infusoria under the microscope do the same. No one gave a thought to the older worlds of space as sources of human danger, or thought of them only to dismiss the idea of life upon them as impossible or improbable. It is curious to recall some of the mental habits of those departed days. At most terrestrial men fancied there might be other men upon Mars, perhaps inferior to themselves and ready to welcome a missionary enterprise. Yet across the gulf of space, minds that are to our minds as ours are to those of the beasts that perish, intellects vast and cool and unsympathetic, regarded this earth with envious eyes, and slowly and surely drew their plans against us. And early in the twentieth century came the great disillusionment.

Object Of The Game - The Martian Player needs to eliminate three-quarters of all Human Units, and achieve its required Terrain Objectives, to win the game. The Human Player needs only eliminate half of the Martian Units, or all Martian Handling Machines, to win. The Martians have the full range of Command Cards available to them. They will be using Martian equivalents for things like Barrage and Air Power. All figures are rounded down to the nearest whole figure/model.

Terrain Objectives: Harvest Time! - The Human Player does not have any Terrain Objectives. All Towns & Villages hexes are Martian Terrain Objectives that must be seized to win the game. Other Terrain Objectives are ignored. Martian Handling Machines seize Terrain Objectives by remaining on the hex for one complete turn and may then Move away. The Victory Marker is permanently moved to the Martian Medal Stands, as the Martians have spent the turn capturing all the Human civilians. All other Martian Attacks on Towns & Villages will reduce that hex to City Ruins. Martian Fighting Machines cannot seize Terrain Objectives, even if they are standing on them. If the Scenario has no Martian Handling Machines then the Terrain Objectives rule is ignored.

Martian Unit Rules - All obstacles on the Martian side are removed. They receive two extra Command Cards above the Scenario limit because of their greater intelligence, planning, and surprise attack. Martian Units may pass through each others hexes but may not end their Movement in the same hex. Martian Handling Machines are placed with a Special Unit Marker. Martian Units may only be placed on the rear-line of hexes, along the edge of the board. 1 Martian Unit replaces every 2 Infantry, Artillery, and Armour Units (rounded down). However, every 4th Unit has to be a Martian Handling Machine, the rest are all Martian Fighting Machines.

Martian Fighting Machine - Armour, 4 models. Colour: Silver. Advances upto 3 hexes. Battle Range is 8 hexes with 4 Battle Dice. Movement and Battle are not effected by any Terrain limitations. Martian Fighting Machines are not effected by Landmines, Grenade Hits or Purple Flags. This Unit represents one heavily protected 1 Martian Fighting Machine, only, moving on three legs, and armed with Heat-Rays and Black Smoke Projectiles. Otherwise exactly the same as any other Armour Unit.

Martian Handling Machine - Armour, 3 models. Colour: Silver. Advances upto 3 hexes. Battle Range is 4 hexes with 2 Battle Dice. Movement and Battle are not effected by any Terrain limitations. Martian Handling Machines are not effected by Landmines, Grenade Hits or the first Purple Flag. A Martian Handling Machine must Retreat for additional Purple Flags, even if it means Retreating off the Board (in which case it is lost). This Unit represents one less protected 1 Martian Handling Machine, only, moving on three legs, and armed with limited Heat-Rays only. Otherwise exactly the same as any other Armour Unit.

Human Resistance - All Human Infantry are Special Infantry Units as a result of the Martian Invasion. The Human Player chooses one Armour Unit in three to be a Heavy Armour Unit and places a Special Unit Marker with it. This represents a much larger concentration of Armour than the other Units, not just better Tanks. The Human Player also replaces all Medium Artillery with Heavy Artillery. All other Human Units remain the same as in the Scenario.

The Common Cold - The Martians were all killed by Earth diseases on the eve of complete victory, popularly thought to be the Common Cold. The whole war only lasted three weeks as a result. Apply the following rules at the beginning of the second turn and every turn thereafter. Roll one Battle Dice to see if the Martians have been contaminated with disease. A Green Star means that they have become sick (or sicker) and less effective:

· All Martian Movement is reduced by one hex.

· All Martian Units must lose 1 model.

· All Martian Units lose one Battle Dice.

Losses and restrictions due to Green Stars accumulate and are permanent. Place a Battle Star on the Martian side of the Board for each new level of sickness. The game automatically ends in a Human Victory if all Martian Units lose the last of their models to sickness.

Scenario, The Fall Of London, 1940 - This Scenario seeks to recreate this last Battle. Originally dated 08 June 1902, the battle is now dated 08 June 1940, the year that Britain faced another, as equally threatening invasion. Historically, the Evacuation of Dunkirk finished on the 04th, the Battle of France began on the 05th, and the Evacuation of Narvik was completed on the 08th. The Scenario is based on the Eastern Front Scenario #44, Kursk (Prokhorovka), an Overlord game. The Russian side becomes the British, and the German side becomes the Martians.
(Un)Historical Background - Altered From The Original Book. The British Army expected to win after a concealed Tank Squadron destroyed a Martian Fighting Machine in the early afternoon, with another Machine damaged by Artillery Fire later the same day. The Martians had breached the Stop-Line at Weybridge and Shepperton, but temporarily withdrew as a result of their loss, thus leading the Army to believe that the Martians were vulnerable to massed Gunnery. The biggest battle of the Martian Invasion was therefore fought on the Second Stop-Line stretching from Hounslow to Epsom. The Army stationed as many Tank Regiments and Artillery Batteries as it could muster to face the Martian Fighting Machines that were advancing south of the Thames. The British defences were spread along a 12 mile line to block the Martian advance. The Martians had brought up reinforcements in anticipation of a major confrontation and planned accordingly. The ensuing battle, beginning at 9pm, saw the Martians using Black Smoke projectile weapons to overwhelm the British Stop-Line. This deadly surprise effectively ended further organised resistance against the Martian Invasion. By midnight the Battle was over and the British had been decisively defeated. The Government moved to Birmingham and sought to evacuate as much of the Public as it was able. The Martians continued their advance across Southern England. The stage is set, the battle lines are drawn, and you are in command. The rest is, not quite, history.
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Terrain Objectives - The following Towns & Villages become their British equivalents:

Bogoroditskoye = Richmond

Veselyy = Hounslow

Prokhorovka = Wimbledon

Also, River Psel = River Thames

Hounslow is north of the Thames. Richmond and Wimbedon are south of the Thames.

Set Up - All Woods & Forests hexes are considered to be Hill With Woods & Forests hexes:

Hill With Woods & Forests - Movement: A Unit that enters a Hill With Woods & Forests hex must stop and Move no further on that turn. Battle: A Unit may not Battle the turn it Moves onto a Hill With Woods & Forests hex. When Battling an enemy Unit that is on a Hill With Woods & Forests hex, Infantry reduce the number of Battle Dice rolled by 1, Armour reduce the number of Battle Dice rolled by 2. Artillery Battle Dice are not reduced. Line Of Sight: A Hill With Woods & Forests blocks Line Of Sight.

British Armour - All British Armour, except for the required Heavy Armour Units, are Infantry Tanks (Armour, 3 models. Advances upto 2 hexes, not affected by Grenade Hits. Battle Range is 3 hexes with 3, 2, 2 Battle Dice). The Heavy Armour Units are assumed to be masses of British Cruiser Tanks, but, because this is very early in the War, they will be Medium Tanks. Not quite Heavy Armour, but better than the Light-Medium Armour it should have been at this stage of the War.

The Martian Side - The Martian Player(s) may place one Martian Fighting Machine north of the Thames, but the rest of the Martian Units must be initially placed south of the Thames. The southern Martian Units must be divided equally between the Centre and Right Flanks. The Martian side gets 9 Martian Fighting Machines, 3 Martian Handling Machines, and 12 Command Cards.

The British Side - The British Player(s) may place their Units anywhere on the first 4 rows with the following exceptions:

· One Artillery Unit each must be placed on any hex in Hounslow and Richmond.

· A Special Infantry Unit must be placed on each of the remaining Towns & Villages hexes.

· At least 2 Armour Units must be placed North of the Thames and a further 3 on the Left Flank.

The British side gets 10 Infantry Tank Units, 8 Special Infantry Units, 5 Medium Armour Units, 2 Heavy Artillery Units, and 10 Command Cards.

Conditions Of Victory - The British side must eliminate either all three Martian Handling Machines or 6 of any Martian Machines. The Martian side must have occupied all 7 Towns & Villages hexes and eliminated 18 British Units.

Note - The Martians must protect their vulnerable Handling Machines as much as possible or risk losing the game. However, the Martian Handling Machines have a lot of work to do, assuming that they are able to reach the three British towns, in order to win. The British Units are quite slow and can expect to receive severe casualties approaching the Martian Fighting Machines. The Special Infantry Units might very well prove to be cannon-fodder for the Martians and the British side should plan accordingly. The impact of Line Of Sight and Terrain is going to be significant on the course of the Battle. The River Thames is also going to badly effect the movement of British Units, but not Martian ones, but the British must still do their best to protect lonely Hounslow from the Martians. Saving Hounslow might make all the difference on who wins the game.

"Nineteen Eighty-Four" Variant

For The Love Of Big Brother! Russians v Russians - Three great, totalitarian states (Oceania, Eastasia, and Eurasia), each of them exactly the same, are involved in a permanent war with each other. Alliances between the three Stalinist regimes are made and broken to keep each other in check. Technology has declined dramatically under the strain of more than 45 years continuous conflict and bombardment. Society has crumbled and twisted along with the ability to talk, hope and think. Factory production has been eroded and destroyed, the only priorities now being war, stability and control. The populations of the world are enslaved and made to serve nothing but the war as a means towards extreme political stability. They are entirely ignorant and uncaring in who is fighting who at any given time. Torture, propaganda and mass-manipulation as a means of controlling society is endemic. The earlier revolutions and use of atomic bombs has given way to a general stalemate through shear exhaustion of resources and spirit. The war itself seems destined to last forever. To end the war is literally unthinkable.

Scenarios - Both sides each get whichever force in the Scenario has the greatest number of Units. Setup as indicated in the Scenario. The originally weaker side must setup as close to their own original locations as possible. Players may freely call themselves Oceania, Eastasia, and Eurasia, provided that neither of them are using the same name. In case you are interested:

· Eastasia - Primarily China, Japan, and Korea, covering something larger than the WW2 Japanese Co-Prosperity Sphere.

· Eurasia - The old Soviet Union and continental Europe.

· Oceania - The American Continent, the British Isles, Australia, New Zealand, and Iceland. Maybe Southern Africa as well.

· The Battlefields - Usually North Africa, the Middle East, India, North Asia, and Indonesia.

Object Of The Game - Victory goes to the first player to gain 12 Victory Points, regardless of the Scenario, double the maximum number of Medal Stands on the Board. This is to reflect the near impossibility of one side actually being victorious over another and the social-political undesirability to do so. Expect a lot of attrition.

Battles - Each player is given exactly the same Units as his opponent. Use Russian pieces only. No Special Infantry Units, Blitzkrieg Rules, or Armour Overruns are allowed. Purple Flags are casualties, not Retreats. Political Commissar rules are always in effect. Take any Scenario and convert this way:

· All Armour Units become Assault Guns.

· All Infantry Units become Militia Infantry Units.

· All Anti-Tank Support Weapons become Regular Infantry Units.

· Every third Artillery Unit is a Rocket Artillery battery, the rest are Medium Artillery Units.

· No other Unit types are permitted.

· Obstacles may be used freely by either side.

Reinforcements - A replacement Unit of exactly the same type is brought on the in the next turn whenever a Unit is eliminated. Draw a Command Card from the unused Command Cards to see which Board Section it enters the game on. This does not constitute an Order. It is placed on any hex along the edge of the owning players-side of the Board. It remains there untill it receives Orders as normal. This does not effect the accumulation of Victory Markers.
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