
x9 Infantry                        GE-44

CommandHQ x1 Commander                 GE-46

x2 Heavy Machine Gun    GE-50

dÉêã~å=ÇÉÑÉåÇÉêë

`çãé~åó=N=Eíê~áåÉÇF

x4 Infantry                        GE-44

CommandHQ x1 Commander                 GE-46

x2 Heavy Machine Gun    GE-50

`çãé~åó=O=Eíê~áåÉÇF

Command

x1 SdKfz 222 Armored Car  GE-91/DAK-22

^êãçìêÉÇ=`~ê=éä~íççåEíê~áåÉÇF

båíÉêë=qìêå=NMI=ëçìíÜ=ÉÇÖÉ

`çãã~åÇÉê=~åÇ=áåÑ~åíêó=ÇÉéäçóÉÇ=áå=
i~=mêÉëÄóíÉêÉ=E~ëäÉÉéFK=qÜÉ=íïç=ejdë
~êÉ=áå=íÜÉ=íïç=éáääÄçñÉë=åÉ~êÉëí=íç=áíK

låÉ=ëèì~Ç=áå=íÜÉ=ÜçìëÉ=ïáíÜ=íÜÉ=ê~Ç~êI=
íÜÉ=O ejdë áå=íÜÉ=íïç=êÉã~áåáåÖ=
éáääÄçñÉëK=qÜÉ=Åçãã~åÇÉê=~åÇ=P=
ëèì~Çë=áå=_êìåÉî~ä=îáää~ÖÉ=E~ëäÉÉéF

Game Length is 16 moves. It is night for the first 10 moves (DOWN 2 on spotting), turns 11-13 are dawn 
(DOWN 1), turns 14-16 are daylight.

Germans get 2 points for each British squad not moved off in landing craft, 15 points for killing

Flight Sergeant Cox, and 30 points for capturing him.

Germans may not move on turn 1.

Sleeping Germans will wake once they hear firing (including close assaults) – this takes a whole move, after 
which they may move normally.



x7 Commando    BR-58

CommandHQ x1 Commander   BR-50

x1 2 inch Mortar  BR-55

_êáíáëÜ=^íí~ÅâÉêë

`çäçåÉä=cêçëíÛë=Öêçìé=EbäáíÉF dêçìé=O=EbäáíÉF

aÉéäçó=áå=_êáíáëÜ=~ëëÉãÄäó=~êÉ~K

låÉ=ëèì~Ç=ëÜçìäÇ=ÄÉ=ÇÉëáÖå~íÉÇ=~ë=
íÜÉ=çåÉ=ïáíÜ=cäáÖÜí=pÉêÖÉ~åí=`çñK

oçää=Ñçê=Éåíêó=~í=íÜÉ=ëí~êí=çÑ=É~ÅÜ=íìêå=Ó óçì=ãìëí=
êçää=äÉëë=íÜ~å=íÜÉ=íìêå=åìãÄÉê=çå==ÇNMK=båíÉê=çå=
ëçìíÜ=ÉÇÖÉK

qÜÉëÉ=íêççéë=~êÉ=é~êí=çÑ=cêçëíÛë=jb

Game Length is 16 moves. It is night for the first 10 moves (DOWN 2 on spotting), turns 11-13 are dawn 
(DOWN 1), turns 14-16 are daylight.

On turn 12, two LMCs enter from the north edge (they take 1 move to reach land, load up on turn 13, 14, 15 
and 1 move to leave).

British get 10 points for each piece of radar taken off in boats (max 3)

5 points for captured technicians

2 points for killed technicians.

To dismantle radar, make an ‘improved position’ roll. Add one to the roll if  Cox is present. Add one for 
each preceding attempt (as per normal IP rules). Up to 3 successful attempts may be made by up to 3 squads 
at the same time.

x1 Boyes ATR     BR-76

x2 Commando    BR-58

x1 Boyes ATR     BR-76

dêçìé=P=EbäáíÉF

x2 Commando    BR-58




