
D-Day, making a game 
By David Newport 

(Originally published in Lone Warrior 208) 

Note:  About 12 years ago I made a D-Day game and ran it at a couple of miniature clubs in my area.  It is the 

most popular game I have ever run, and I had to turn away players almost every time I ran it.  I recently broke 

out my stuff and did a couple of solo run throughs of the game to check it out and think about running it again, 

and a Lone Warrior after action report resulted.  I found this old article I wrote for the club newsletter for the 

guys who had played the game, adjusted it for Lone Warrior, and sent it in at the same time.  Hopefully you find 

it interesting. 

 

The Normandy invasion in 1944, D-Day, is a fascinating subject, and an excellent topic for a game.  However, 

it’s also hard to pull off, as the rules and special conditions have to work right or players don’t get a feel for 

what had to be done at 0630 on June 6th, 1944.  This is how I put together my game. 

 

Over the last year, I made a couple of acquisitions which 

brought up the urge to do a D-Day invasion game and made it 

possible.  From ebay I got a set of five LCVPs and 5 LCTs in 

15mm.  These were very decent resin models from Game 

Models.  He casts his own stuff, and it looks fine.  This gave me 

the invasion fleet, especially as I planned on recycling the 

landing craft for each wave.  The second acquisition came at the 

club meeting in June 2006, where a gamer donated a goodly 

assortment of terrain, books, games, paints, miniatures, and 

models.   

 

 

For my purposes, I grabbed about six pieces of resin fortifications that would do very well for beach defenses.  

Now that I had the stuff, it was time to put on a game.  Omaha beach on June 6th, 1944 would be the setting.  

The hardest beach to crack on D-Day and the setting for Saving Private Ryan, it had to be gamed.  Now, how to 

do it? 

 

Once you start to consider a D-Day invasion game, there is really a lot going on that you should account for to 

make it an interesting game and give the players the feeling that they are actually doing Normandy.  Some items 

to account for in my game: unit scale, landing craft, tanks, beach obstacles, wire, mines, fortifications, 

current drift, sandbars, engineers, the shingle, the landing waves of heavy infantry and weapons, 

leadership, the defenders and their reactions, the tide, time, and shore bombardment.  And on top of that, 

you need to have a set of rules that can handle these items, plays quickly, and are easy to teach to players. 

 

First, the rules.  I have a set of fast play rules that I use for a variety of situations called Tactical Combat.  The 

rules have handled an airborne landing on Crete, an SS Kampfgruppe in the Bulge, and assorted action on the 

Russian Front.  These will do for the game.  The summary sheet is found at the end of the article for those 

interested, and the basic rules have been on the Lone Warrior web site for my solo actions on the Russian Front. 

 

Scale.  The invasion has to go in with each stand being a squad, and each tank representing 2-3 tanks.  This 

allows players to have enough stuff on the beach to work with, and gives them some staying power.  Plus, the 

invaders landed in company sized waves, which at one stand is one squad gives about 10 stands per wave.  

Waves of this size are manageable in a game, neither too much to work with nor too little to hold attention.  The 

plan will be to pick one section of the beach and attack, not do the whole beach.  The ground scale is sort of 

nebulous, chosen so that the movement rates work and everything feels right.  I rapidly decide to have only one 

range modifier for small arms, otherwise allowing stands to shoot across the entire beach. 



 

Landing Craft.  With five LCVPs, the infantry waves can be modeled.  

The five LCTs work well for the tanks, engineers, and other forces coming 

in.  The available models on hand are fine to portray the different landing 

waves.  Spray painting the landing craft in a light gray and sending them 

forth to do battle works.  More detail can be added later, but the basics are 

there.  LCIs and the heavier ships are not needed, as they brought in the 

follow on waves, and I’m looking to do the initial invasion, not the full 

landing plan. 

 

Tanks.  Gamers like tanks.  I like tanks.  DD, or Duplex Drive, 

Sherman tanks took part in the initial waves.  The problem is that 

the tanks which tried to swim ashore sank, so that won’t do.  The 

DD Shermans that were landed directly on the beach from their 

LCTs did participate in the landing.  With the LCTs on hand, the 

course was clear.  The tanks would land on the beach in the first 

wave from LCTs.   

 

 

This means that the 1st Infantry Division landings are out, as the DD 

tanks tried to swim ashore in this section of beach.  The 29th Infantry Division brought their tanks in on LCTs.  

Finding out where the tanks came ashore in the 29th ID sector then drives the scenario.  So there it is, 116th 

Regimental Combat Team, D-1 draw on Easy Green.  This is the scenario, driven by the fact that I want to play 

with armor on the beach.  I have tank rules, they just have to be tweaked to give the right effects.  Of note, the 

tanks are the only invading units allowed to fire while on the beach, so they are crucial in providing fire support 

in the opening moments of the game.  I tried a solo run once without the tanks and it is really tough. 

 

Engineers.  The US Army landed almost 30,000 men on Omaha Beach on D-Day.  Over a third of them were 

engineers, and these men effectively did the labor equivalent of building a four lane highway on the beach in 

one day, all while under fire.  These men were extremely important, but who wants to play “D-Day Engineer”?  

In the context of the opening waves, the engineers are able to clear beach obstacles, allowing later waves to 

make it ashore and the tanks to advance up the beach. I also allow them to clear wire, mines and aid in 

assaulting pillboxes.  

 

 Beach obstacles.  The beach was littered with obstacles, going by a variety of names.  There were obstacles 

designed to shred the bottoms of landing craft, some to tip over landing craft, others to keep tanks and other 

vehicles from passing through up the beach.  After looking at a few pictures, my son and I put together a belt of 

obstacles.  The rules: tanks can’t go past the last row of tetrahedrons until they are blown up.   

 

Further, the leading waves of the attack must clear a path through the whole line of obstacles so that the follow 

on waves can land.  Once the water covered the obstacles, they could not be cleared until the tide receded again.  

This is a crucial task for the engineers, and if they don’t succeed, the invasion fails. 

 

Wire.  The beach has a line of wire obstacles across the end of it.  This will effectively keep the infantry from 

crossing, and contains them in the kill zone of the beach.  The assault waves were liberally supplied with 

Bangalore torpedoes to take on the wire.  Thus, I allow any infantry or engineer unit to eliminate a section of 

wire.  The cost is that the stand has to remain exposed to German fire for a turn, making it risky to clear wire, 

no matter how vital a job it is. 

 

 

 

 



Mines.  The beach had a string of mines across the top as well.  Troops had to negotiate the minefields to get 

through.  Troops will be attacked if they enter the minefields.  Some casualties resulted, especially if the 

invaders found themselves pinned down in the minefield.  However, they also found some minefields were 

dummies, some were very sparse, and they were able to force a path through the minefields in many other cases.  

Thus, on a roll of 8+ on a d10 the minefield is removed, representing the dummy field or a path. 

 

Fortifications.  The Germans had a variety of fortifications at Omaha Beach.  Some of them were the classic 

pillbox style, but many of them were just trenches or rifle pits.  As far as the guys on the beach were concerned, 

they were all effective at multiplying the effect of the defenders.  I have a number of pillboxes and sandbag rifle 

pits, courtesy of our donator.  I spread these around at the top of the draw.  Admittedly, they don’t match 

exactly the defense scheme, but I was going for effect.  The effects will be such that it will be a rare shot (1 on a 

d10) that can cause a hit, and only a small chance (20%) to suppress the defense.  They won’t be allowed to 

become paralyzed, as their fortifications are sufficient to keep them in the fight regardless of the incoming fire. 

 

Current drift.  The currents and ocean effects played hell with the invading waves.  They were scattered way 

out of their areas, and unit cohesion was broken up.  The solution: put numbers 1-10 just off the beach and roll a 

d10 for each landing craft to see where it will arrive.  This will give the random effects I’m looking for, and will 

also result in a lot of replayability.  It’s rare to have an effective team of tanks, infantry, heavy weapons, and 

engineers all land at the same exact spot.  Players will have to make up a plan on the spot under fire. 

 

Sandbars.  Just off the beach were numerous sandbars.  Many landing craft grounded in water that was neck 

deep for their cargo of infantry.  Others made it in to just off the beach where the guys were only in surf up to 

their knees.  The solution: roll a d10, and that’s how many inches from the beach the landing craft stops and the 

troops have to get off.  They must then wade in, under fire, and get onto the beach.  This results in yet more 

variability in the landing scheme, as even if the right stuff lands in the right place, it may spend several turns 

wading ashore. 

 

The shingle.  The shingle is the natural seawall at the top of the beach, and it’s the most crucial piece of terrain 

in a D-Day game.  This is where the waves push up a wall of dirt and stones at high tide.  This is where the 

invading waves stalled out, as they had a little bit of cover.  Beyond the shingle were wire and mines, not to 

mention a lack of cover from the defensive fire, and it took guts to move on from there.  I allow a cover 

modifier at the shingle, the only one on the beach.   

 

This is also where the invaders were finally able to get their act together and do something.  Before they 

reached the shingle, the men were under fire and just trying to get across the beach.  They are not allowed to 

return fire until they get to the shingle.  The shingle also marks the only range break in the game, with infantry 

incurring a mod for fire crossing the shingle.  This will make rifle stands relatively ineffective, and it’s not until 

the Americans get a few mortars and MGs to the shingle that they will be able to effectively return fire on the 

defenders. 

 

Leadership.  Small unit leadership was crucial to the success of the invasion.  The men, no matter how well 

trained, needed a kick in the pants to get off the beach and over the shingle.  I include a lot of leaders in the 

game.  They are allowed to clear a suppression on the beach (to get their men to the shingle), and no unit can 

cross the shingle without having a leader order them to do it.  The invasion does not have a chance without their 

platoon and company leadership actively pushing the invasion, and I think it allows players to experience a little 

bit of the leadership role to have to push these guys around.  And yes, the officers suffer a lot of casualties on 

the beach. 

 

 

 

 

 



 

Assault Waves.  The waves of attackers came in waves of approximately company or platoon strength.  

Fortunately, the Osprey book on Omaha Beach included the invasion plan for the 116th RCT, so I was able to 

readily modify it for the game.  The first infantry company on the beach looks pretty lonely.  After a few turns 

they are joined by engineers, heavy weapons, and yet more infantry.  Every wave on the beach improves the 

chance of success, as more and more men land.  The defense gets swamped with targets, and at some point 

someone will finally get up and over the shingle.  As I mentioned, this also fits my available landing craft.  The 

game alternates a turn with an assault wave appearing off the beach, followed by a turn when that wave lands.  

Then the next wave comes in.  They keep coming in as long as they could have landed in an LCVP or LCM. 

 

Time.  The game does not have a definite time scale.  To match the assault waves, every turn is about 5-10 

minutes.  If I were to match what they actually accomplished on the beach, each turn would be 10-15 minutes.  

It’s close enough to stick with 5-10 minutes per turn to put a clock on the action. 

 

The tide.  The invaders hit at low tide.  After a few hours, the tide came up almost to the shingle.  I don’t 

actually track the tide, but the assault waves will try to get the hell off the beach, and by the time the tide would 

have rolled in the attackers would be at the shingle and off the beach.  The engineers have to blow a path 

through the obstacles, but playtesting showed that they would be able to perform this feat ahead of the 

advancing tide line.  The last assault wave hits about turn 12.  After that, the tide covered the obstacles and the 

LCI’s didn’t make it in until 1100, or about turn 30.  The attack has to work with what they’ve got landing in 

the first 90 minutes, and it’s a result of the tide.  So, the tide effects are worked into the game, even though the 

water isn’t tracked as it laps up the beach. 

 

Shore bombardment.  The opening barrage was ineffective.  Radios and navy fire control teams were similarly 

ineffective in the chaos on the beach.  Later on, about 0830, a couple of destroyers moved in to 2000 yards off 

the beach to provide fire support.  This fire was crucial to the invasion, but it wasn’t planned for.  I don’t 

actually track that in the game, as it wasn’t part of the plan and the players should not be allowed to count on 

destroyer support.  However, as a game master, I keep this in my back pocket and if it looks like the invasion 

isn’t going well, I can pull out the 5” guns of a destroyer and help the players out to keep the game moving. 

 

 

The Defenses.  So far, the article has been all about the attack and the environment of the beach.  What about 

the defenses?  The defenders on the beach are based on what was actually available to defend the E-3 draw.  

The two 50mm ATGs and the number of MGs present are historical, as are the mortars and the company of 

infantry.  This is what the Germans actually had on hand to defend this section of the beach.  The key during 

playtesting was to see if this was effective or not.  The tests showed that the heavy weapons were just as 

effective as I wanted, but the infantry needed some tweaking.  Thus, one platoon starts in the town at the head 

of the draw for just a little extra fire support.  The other platoons are deployed behind the defenses and are only 

released once the attackers start to cross the shingle.  Allowing them free movement was ahistorical, and made 

it really tough on the attackers.  The defenders don’t do a lot of movement, and instead shoot, and shoot, and 

shoot, and shoot some more, but all my German players have declared it to be interesting to watch the invasion 

unfold and try to influence the events on the beach by fire.  Of course, blowing away attackers like it was a 

video game does have an appeal, but the spectacle of the invasion unfolding in front of them is equally 

enthralling. 

++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++ 

 

 

 

 

 

 

 



TACTICAL COMBAT - D-DAY 
By David Newport 

          

Turn Sequence Actions apply to friendly units only. Turns alternate between players.   

     

1. Remove Fired markers         

2. Action Phase          

3. Reduce morale states (Paralyzed > Suppressed > None.)        

   

Command Rules          

Germans--Fire freely, overwatch, suppressive fire, etc. To move, must roll a 9+ prior to moving (first 

time).          

US- Units may fire freely. Tanks may always move freely.      

Infantry--may freely move to the shingle if on the beach. If they are past the shingle, may move freely. 

         

BUT infantry may not cross the shingle on their own, they must have a leader to motivate them. 

US Leaders--may move to a unit on the beach and clear a suppression so it may move that turn. 

Leaders should be attached to a unit at the end of their move, unless they are hit on the way.  

If the leader is attached to a unit, he can't be targeted individually, he shares the fate of this squad he's with. 

         

If leader starts a turn with infantry at the shingle, they may order the unit over the shingle.   

       

Action Phase          

- You may move or fire with any of your units in this phase, provided you have the command points.  

        

- Units can activate in any order you wish in this phase.  It is totally free-form.    

- You may call for artillery at any time during your turn.  Again, totally free-form.      -    

Artillery uses the large template. Germans must roll at 6+ to get it this turn.    

- The US gets destroyer support when allowed by the ref.  It counts as artillery.    

- Mortars use the small template. US must have a spotter.  Germans are always spotted.   

- Mortars can only fire once per turn in their own phase, no overwatch for them.   

- Units may activate only once per turn.  They may skip activating, in which case they can fire overwatch. 

         

- Activated units may take the following actions:      

- Suppressive fire action - fire at an enemy unit, mark with Fired marker.   

- Move action - all units can move up to 8", mark with Fired marker, can't fire overwatch.   

- Moving through water costs double.       

- Moving on a hill slope or through terrain costs infantry double movement, quadruple for vehicles. 

     

 - During a Move, you can enter close combat. Resolve it immediately. Mark Fired after CC.  

       

- During the enemy turn, units without a Fired marker can fire Overwatch on enemy units which move or fire: 

         

 - If the enemy unit fires, and you have a good LOS to it, you may fire as soon as its fire is resolved. 

        

 - If the enemy unit moves more than 1", you may fire on it at that point.     

- You can only fire one overwatch unit per target--no ganging up with multiple fires on the victim! 

        

 - After firing overwatch which has a "No Effect", mark the unit with a Fired marker.   

      



Combat Rules         

- Each unit fires individually. You don't combine fire.       

- There is no maximum range. Infantry units whose fire crosses the shingle get a +1 modifier.  

- All units can take 3 hits, except US leader which can take as many hits as figures on the stand.  

- Combat is executed by rolling a single d10 on the charts on the back page.     

    

Close Combat          

- Alternate fires. Attacker is always in Open cover. Resolve in the following sequence:   

- Defender fires first. If attacker is Paralyzed, he retreats 4" after the assault, takes one hit, and stay Paralyzed. 

         

 He does get to fire once as a Paralyzed unit, though.      

For tanks, if the attacker is Forced Back, he moves back and CC is over before he can even fire.  

       

- Attacker fires second.  If defender is Paralyzed (by Attacker fire or if that way from the start of the assault): 

         

 Defender retreats 4", takes one hit, and is Paralyzed.        

 

For tanks, if the defender is Forced back, he must retreat and the combat is over.   

- If neither side is eliminated or forced to retreat, immediately fight another round until only one side remains. 

   

Infantry Combat Results Table        

Die Roll Results 

1 Hit and Paralyzed 

2-3 Hit and Suppressed 

4 - 5 Suppressed 

6+ No Effect 

 

Modifiers 

+2  Target in pillbox 

+2  Target in building 

+2  Firer paralyzed (CC only) 

+1  Target in cover 

+1  Firer Suppressed 

If infantry is firing across the shingle, they add +1 to their roll.  This goes both ways, and only affects infantry 

stands, no MGs or Mortars. 

 

Suppressed: 

 Unit may not move, but may fire suppressive fire (no overwatch). 

 +1 to die roll 

2 Suppressions = Paralyzed 

 

Paralyzed: 

 +2 to die roll 

 Unit cannot move, may fire only if assaulted in close combat. 

 Recover to Suppressed.  

 

Tank vs pillbox   ATG vs Tank 

Die Roll Results Die Roll Results 

1 Hit, Suppressed 1, 2 Hit Suppressed 

2, 3 Suppressed 3, 4, 5 Suppressed 

4+ No Effect 6+ No Effect 



 

Modifiers 

+1  if tank in cover 

+1  if Suppressed 

-3  if flank shot 

-3  if engineers attacking pillbox 

 

Infantry within 2” of a pillbox or a tank may use this table to fire. 

 

Morale results from combat : 

Infantry Suppression: Unit may not move or fire overwatch. May fire Suppressive fire at +1 to the die 

roll.         

  Paralyzed: Unit may not move, may only fire if assaulted in close combat.    

  Note: Two or more Suppressions turn into a Paralyzed.     

Tanks Suppressed: Suppressed tanks cannot move towards enemy tanks or fire overwatch.  

They can fire a Suppressive fire with a +1 modifier.      

Multiple Suppressions have no extra effect on tanks, they don't become Paralyzed.   

     

 

D-Day rules 
 

The Beach:          

- US infantry units may not fire while on the beach. They can only fire once they reach the shingle.  

        

- US units at the shingle are in cover, giving them +1 to incoming fire.     

- US units elsewhere on the beach gain no cover--the beach is pre-sighted with range markers.  

- US infantry may not cross the shingle unless a leader motivates them.      

    

Beach obstacles/engineers:          

- Tanks may not move past the last row of obstacles until they are cleared by the engineers.  

- Engineers may spend a turn to clear one obstacle.  If not Suppressed or worse while clearing it mark it blown. 

         

- Engineers may also clear wire or minefields or blow a bunker, spending a turn to do so.    

      

Wire:          

- Infantry may not cross.          

- Infantry must be motivated by a leader to attack the wire.  To attack/clear, move up the shingle out of cover.  

- Infantry and engineers may clear wire, taking a turn to do so.  If not Supressed or worse, it is cleared.   

          

Mines:          

- Infantry and tanks are attacked when they move across them.  Only engineers may clear mines.  

- If a mine attack rolls a 8+, remove the mines, either it's a dummy or a clear path is found.   

       

Bunkers:          

- Provide a cover save of +2 against fire.        

- Attackers may only Close Combat the rear entrance, not the front.     

- Units in bunkers cannot become Paralyzed except through close combat.     

- Infantry may shoot at the bunkers at a range of 2" as if the infantry were tanks.    

 



     

LCVP/LCM:     

   

- If hit at sea by ATG, they go down.  Any other 

result is suffered by the passengers.   

The landing schedule has the landing craft 

appearing in the sea at different landing areas.   

 

 

 

This gives the Germans a turn to shoot at them.  On the second turn, the landing craft move up to within d10 

inches of the beach, disgorge their passengers, and the passengers can then start moving from there.  We then 

pull the landing craft back to be reused for the next wave.  The landing craft can get shot at on the turn when 

they are sitting at sea.  Infantry heavy weapons units may lose their weapons and become regular infantry if 

they are in the water.  Each turn the stand is in the water, roll a die, if it is >distance to beach, then they lose the 

weapons. 

 

D-Day, June 6th, 1944 

Easy Green beach, 29th Infantry sector 

0630 hours 

Invasion by David Newport 
 

This article describes a D-Day invasion game that I put on.  I ran this for our local club 10-12 years ago, and it 

was time to dust it off.  A solo run was needed to get up to speed, and of course this makes for a good Lone 

Warrior article. 

 

The game covers an attack on one of the 29th infantry beaches at one of the draws.  The idea is to throw the 

initial waves at the beach until the tide has come in and no more landing craft can arrive.  This takes about two 

hours of game time to land everyone, and in the end the equivalent of a reinforced battalion is on the beach at 

the level of individual squads.  Against the invasion force are the beach defenders and a weak company of 

infantry which is mostly on call.  I usually run about 20 turns, which is 3-4 hours of game time.  If it hasn’t 

succeeded by then, the LCIs and LCMs go to the next beach, as this one is struggling too hard.  I never saw an 

invasion fail, but man was it close a number of times. 

 

I’ve run the game a large number of times but have not done it in many years, so it was a good refresher.  I 

recall that the infantry company which comprises the first wave looks very lonely out there on the beach, and it 

has a very tough time.  But slowly support arrives, and after a weapons company, the tank company, an 

engineer company, and another infantry company eventually land the invasion reaches enough mass to get 

moving.  There are so many targets that the Germans can’t service them all, and the Americans are able to dish 

out some fire, get off the beach, and start taking on the defenses.  It’s really hard and bloody at first and 

suddenly it seems to tip over the edge and the invasion succeeds.  Look at it this way: the rules randomly spread 

the invaders along the beach, at a random distance, so it’s hard to get a team together.  Then at first, half the 

units that try to do anything, even as simple as moving up the beach, get pinned and possibly suffer casualties.  

This random delivery of forces that work only half the time is what you have to work with to crack the Atlantic 

Wall. 

 

Accompanying this AAR are the rules (admittedly very terse) and invasion schedule, so I won’t get into heavy 

detail.  The defenses include two 50mm ATGs, 5 HMGs, two mortars, and a short company of infantry just off 

table that gets called in.  Sometimes I start some Germans in the town at the base of the draw, but elect not to do 

that this time.  The defenders are dug in and have the whole beach pre-sighted.   



The way I intend to handle the defenders is to have the ATGs fire on landing craft or tanks on the German turn, 

and then have the MGs and infantry stay on overwatch so they can get in more fire on my men when they move.  

The pre-invasion bombardment basically failed to touch this defense, so my guys will have to do this the hard 

way. 

 

The pictures with the article may be a bit rough, as the lighting in my basement was confusing my camera’s 

light sensor.  The club game takes about 6’ square of space, but in my basement it got compressed to 4’x6’.  My 

spare table on wheels is dominated by another project at the time.  The real action is on the beach anyhow, so 

the loss of a bit of inland space and sea room is no big deal. 

 

Turn 0.  I have 5 LCVPs with an infantry company and 5 LCTs with five tanks (each representing a platoon of 

three tanks) in the water.  Per the rules, they are scattered randomly, and the infantry ends up mostly on the left 

and in the middle while the tanks are mostly on the right.  If you could just get tanks, infantry, heavy weapons, 

and engineers to land at the same spot in order you could burn through the defenses.  It never happens that way, 

so the Americans will have to make up a plan on the spot.  German defensive fire has a field day, taking out two 

LCTs and with them 40% of my armor support, gone before we’re even on the beach.  Some of the infantry will 

start the invasion pinned in the water just outside their LCVPs as well.  About par for the course in this game.  

It’s not going to be easy to crack the Atlantic Wall. 

 

 

Turn 1. The men struggle off the landing craft and run 

into a wall of fire.  Most of the company gets pinned 

down in the surf, but the officers get a few men moving 

and they struggle up onto the sand.  The defending 

mortar fire pins down my company CO in the center. 

 

 

 

Turn 2. The engineers start to appear off shore, on the 

right side though.  Not behind the infantry.  I guess they’ll 

help get the tanks off the beach and push on from there.  

One of the objectives which must be met is that a line of 

obstacles from the surf to the shingle has to be cleared or 

the follow on forces fail to land in the LCIs.  Also, the 

tanks have to have a hole through the tetrahedrons at the 

top to move up.  Having most of the engineers in one area 

does facilitate this, even if they aren’t reinforcing the 

infantry. 

 

As far as the lead company, on my left they are all pinned 

down at the water’s edge by MGs.  In the center the CO 

gets his guys moving, and on the right the tanks get up 

onto the beach where they can start to put some shells onto the defense.  It may seem like a drop in the bucket 

with only three tanks firing, but every bit helps and the tanks are the only thing I have which can shoot from the 

beach itself.  Infantry has to get to the shingle at the top of the beach to fire. 

 

Turn 3.  The engineers land, but are ground on sand bars way out in the water.  It will take an extra turn or two 

to get them up on dry land.  On the left my infantry finally gets onto land.  The CO with some men get pinned 

down again, and one of the tanks takes a hit.  Slow going with casualties, and we’re only 150 yards into France.  

Fortunately, the German artillery hasn’t hit and the mortars miss.   



The Germans only had the divisional artillery from the 352nd infantry division and they only had one unit of 

fire. They were swamped with calls for fire and there is only a 50% chance of them getting any heavy support 

each turn.   

 

Fortunately for me in this game, it winds up being about a 25% chance as the dice decree the guns are needed 

against the Big Red One farther East nearly every turn. 

 

Turn 4.  The next wave arrives off shore, in this case a weapons company with 3 MGs and 3 mortars.  They are 

mostly on my left and will support the infantry well.  Unfortunately, the defenders take out one of the landing 

craft, and I lose two stands out in the channel.  Only four stands will land and assist the landing. 

 

On the beach, the engineers get ready to start blowing up 

obstacles.  If they are unsuppressed (or worse) after a 

turn then they succeed.  As for the rest of my infantry, 

most of them finally reach the shingle.  It isn’t exactly 

safe, but they do get a cover mod there.  Of course, this 

is also where the officers start sending them over the 

shingle to death and glory.  Looking at the losses, about 

1/3 of my men are casualties by this point, and we’re just 

ready to start the real work of the invasion.  The tanks 

have been shooting constantly, but so far it has barely 

helped.  Still, returning any kind of fire has been good 

for morale. 

 

 

 

Turn 5.  Three squads get over the shingle.  Two on the left, which are promptly pinned down, and one in the 

middle and one on the right which manage to stay fresh.  This is good, if he can stay that way he can use a 

Bangalore torpedo to blow the wire in front of him.  The rest of my infantry manages to make it up to the 

shingle line as the guys going over the top took most of the fire.  The engineers set their charges, and the heavy 

weapons company (or what’s left of them) ground far out in the water and will take some time to get onto the 

beach.  German mortars are vicious this turn, killing the lieutenant on the right (he and a squad are all that 

landed with the tanks) and killing one of the squads that made over on the left.  Artillery lands but whiffs.  The 

ATGs put another hit on a tank. 

 

Turn 6.  The next wave is off shore.  You see how this goes?   More and more men show up, and eventually 

they get something done.  This will more than double the number of troops on the beach and start to give me 

some options.  The rest of the weapons company mortars and some engineers show up offshore on the left and 

center of the beach.  The engineers blow up their first beach obstacles and move on to new ones, and I manage 

to blow up wire in the center and on the right of the beach.  Of course, more of my men are on the left and the 

wire is still intact there, and the only squad remaining on the right is the one over the shingle who blew the wire.  

Chaos on the beach and nothing is going perfectly. 

 

On the left the weapons move up and the officers motivate two more squads to get over the shingle, one of 

which is suppressed but the other is good.  In the center the CO gets another squad over and it too is promptly 

pinned down.  The one squad that got up last turn and blew the wire?   He rushes forward and finds a path 

through the minefield just off the beach.  Lucky.  Not only is he unscathed by mines and defensive fire, but now 

I have a clear path through the mines right in the middle of the table!  The squad on the right tries the same 

thing and takes a hit and gets paralyzed in the minefield to his front.  The tanks try and help him out by firing 

the pillboxes but miss. 

 



As for the Germans, all their mortars miss but the guns 

do cause suppressions on half the guys in the water, they 

won’t get anywhere after getting off the landing craft.  

One platoon of Germans is released to head for the 

beach; they show up at the top of the draw to my right. 

 

Turn 7.  The next wave gets off the landing craft, but are 

pinned down in the surf.  The engineers prep for more 

demolition.  On the left the guys over the shingle try to 

get it together so they can blow the wire.  In the center I 

get another squad over the shingle, but he’s pinned down 

immediately. The weapons from the 3rd wave move up 

towards the shingle.  There are getting to be too many 

targets for the Germans to hit everyone, but by now the 

lead infantry company is down to 50% strength and I’m only just getting over the seawall.  Still, if they don’t 

keep pushing, I’ll never get the wire cleared, find lanes through the mines, or take on the defense.  If you sit on 

the shingle with its tiny fire modifier you just get killed. 

 

Speaking of that, the Germans pin the guy in the middle through the mines with their mortars, and the ATGs get 

another hit on a tank, leaving me with only two tank stands to play with.  They haven’t done a huge amount, but 

every now and then they’ve been suppressing a bunker making it a tiny bit easier on the infantry.  Again, if you 

don’t keep pushing and use everything you’ve got, then you make no progress at all, but man does it seem futile 

at times. 

 

Turn 8.  The next wave is an infantry company!  Need those guys, but the dice put them all over the place, 

drifting more towards the right where I don’t have much.  I do have a wire breach and tanks there though, so 

we’ll make the best of it.  If the Germans are focusing on what the lead company is trying to do, this follow-on 

company may make it up more or less intact and ready to fight. 

 

Boom!  More obstacles are blown up, and on the right, I have four out of five in a row blown up so I almost 

have my first lane through.  Also key, the tetrahedrons at the top are blown and I can get tanks up to the shingle.   

More boom, the wire gets blown on the left, some of the lead company have managed to stay unsuppressed long 

enough to clear some wire.  Progress. 

 

On the left everyone gets pinned down.  And the same happens in the center, though the weapons company is 

almost to the shingle where they will be allowed to fire on the defenders.  On the right my lone squad recovers 

and pushes through the mines.  No lane found, but they are through and ready to assault a bunker next turn if 

they live. 

 

The Germans fire on the LCVPs in the water and pin the troops on one.  The mortars pin the guys on the left 

some more, and an MG pins the guy on the right.  Guess he won’t assault this next turn.  Still, this draws fire 

and it won’t go to the poor guys still on the beach. 

 

Turn 9. The second infantry company wades ashore, which is good as I’ve lost half the first one and I need the 

forces to keep thing going.  The heavy weapons teams that have made it to the shingle start to lay down some 

covering fire.  Most of it bounces off the pillboxes, but every little bit helps and between the weapons and the 

tanks a couple of pillboxes won’t be bothering my men this turn.  This is good, as the infantry are struggling 

and pinned down by fire from the remaining pillboxes.  The engineers ready another round of demolitions. 



 

The German artillery arrives this turn, and it along 

with the mortars slam every one of my guys who 

made it off the beach, leaving them all suppressed 

and with casualties.  Forward progress is measured 

in inches (literally, I’m using inches in the game, 

heh) but I am grinding forward with more coming up 

behind. 

 

Turn 10.  This is a turn where the dice decree very 

little happens.  Most of my guys are pinned, but we 

do blow a hole through a line of beach obstacles and 

the tanks move up to the shingle.  The engineers did 

their basic job, now they can do a second hole 

through and start helping me with mines.  Otherwise 

my fire bounces, the German fire on the guys moving up the beach misses, and the mortars all miss.  On the 

plus side, all my guys recover from suppression so we can move (or at least try to move) next turn.  Also on the 

plus the beach is starting to look busy.  A company and a half of infantry, two tank platoons, a weapons 

company, and an engineer company are all working on the table.  Compared to turn 1 with the 13 stands of 

infantry on a wide open beach it’s a vast improvement. 

 

Turn 11. The beach remains very dangerous, despite my previous statement!  The follow-on infantry are 

largely pinned down trying to move up to the top of the beach, though fortunately they suffer almost no 

casualties.  My heavy weapons are ineffective; they must have got their guns and ammo wet as the dice give 

them a pass.  I’m starting to get a good mass of 

troops in the middle of the table, but the wire is 

largely intact here.  We’ll see about punching 

through that. 

 

On the German side, the mortars pin down that 

mass of guys in the middle.  Bunching up at the 

shingle gives them a nice fat target.  The AT guns 

put another hit on a tank. 

 

 

 

 

 

 

 

 

Turn 12.  Things are starting to click.  The weapons company and some infantry who can’t get over the shingle 

suppress most of the pillboxes, letting us move around for the first time.  I get that mass of men in the middle 

over the shingle and off the beach, aided by engineers blowing gaps in the wire.  On the right side that lone 

infantry squad that made it up and over back on turn 6 gets moving, assaults the pillbox to his front, and takes 

out a German MG!  The lead infantry squad in the center that found the minefield gap back on turn 6 also 

assaults into the town at the base of the draw, killing a German infantry squad and taking a building. 



 

The Germans get one hit with a mortar, and they 

counter attack my squad on the right.  They fail but 

he’s suppressed and can’t attack the ATG in the 

pillbox next turn.   

 

Turn 13.  The last of my forces wade ashore.  Lost 

in the action at the top of the beach, a platoon of 

engineers, some mortars, and one platoon of infantry 

landed in the last few turns.  This is it on landing 

craft, as now the tide has started to cover the 

obstacles and the boats can’t land.  It’s up to my 

heavily reinforced landing battalion to finish the job. 

 

They’re starting to do it too.  Between infantry, 

tanks, and the weapons company, we finally get most of the defenders suppressed.  I can finally move without 

that 50% chance of being  pinned or killed every time I try something.  It’s probably a fleeting chance, but we 

have to go now. 

 

In the center we attack the Germans in the town.  A newly arriving squad tries and gets wiped out, but the 

follow on attack by the original squad succeeds, the same one as last turn.  Silver Star or better for them, they’re 

single handedly clearing wire, mines, and defenders from the base of the draw.  On my left a squad led by their 

platoon leader attacks a machine gun bunker.  The squad lies killed and wounded in the trench, but the 

lieutenant finishes the job and takes the position, killing the defenders.  Otherwise I’m moving up, the engineers 

are gearing up to clear wire and mines, a full company of men are off the beach. Go go go!! 

 

The Germans strike back.  The mortars rain down 

and stop me on the left and inflict casualties in the 

center.  They are desperately rolling for a second 

infantry platoon to come help the defense, but the 

dice stubbornly are keeping them off the table.  

Which is great for me, I’m making progress but it’s 

still hard work. 

 

 

Turn 14.  The defenders are starting to crack.  I’ve 

taken out two MGs and the infantry platoon in the 

town, and while I don’t suppress everyone the 

weight of fire coming my way is down by 2/3’s.  On 

the left the lieutenant that took out the MG comes 

down the bluff, rallies a squad, and then leads them 

back up the bluff to take out the ATG on the right.  Silver Star for him, if he can survive the day.  I try the same 

thing on the right but my men are killed although the gun is suppressed for a turn, and the Germans reoccupy 

the rightmost pillbox.  In the center the mines and wire are getting cleared by the engineers and the infantry that 

can move does, pushing forwards. 

 



 
 

The Germans get artillery in their turn, and it along with the mortars brings my attack in the center to a stop 

with casualties and suppressions all around.  Still, I’m pinned down while off the beach and ready to roll 

forwards. 

 

Turn 15.  My weight of fire keeps all the defenders heads down.  The officers rally some of the men, and I push 

on.  Two squads fall in close combat, but so do two defending pillboxes and the MGs inside them.  The hero 

squad in the center completely clears the town of Germans, and a tank starts to grind up the draw.  German 

mortar fire is a bust for once. 

 

Turn 16.  This is it!  I’ve taken half the pillboxes, and my weapons pin down the other half.  My men assault 

and take two more pillboxes.  The company COs are sending weapons squads forwards as they are running low 

on targets on the bluffs.  Next turn I’ll get to the damned mortar pits and then it’s over.  This beach and the draw 

are open! 

 

I call the game here.  The invasion is always quite a ride, moving from that initial wave pinned at the water’s 

edge to success as more and more men come in behind and lend their weight to the assault.  If you ever stop 

trying to move forward and make progress, you stall out and become mortar targets, so it’s an active game.   

 

It helps that I’ve run the game 12-15 times, so I know how it goes.  I’ve seen some players start to lose their 

morale in the opening turns as it looks really grim for a while.  It’s also very instructive.  How did the landings 

succeed?  Now I and my players have a feel for it that you can’t get from a book or movie, and the feel of 

playing with metal men and watching them fall lets the lesson sink in. 

 

I did get lucky on some respects.  The Germans only got their artillery a few times, when they could have had it 

every other turn.  It hits with a 5” template and it can stop the Americans cold in a sector.  The Germans 

couldn’t get their reinforcing platoon which would have helped them hold the bluffs for an extra turn or two.  

They had a few turns of bad dice, but then so did I.  On the other hand, they did blow up two of my five tanks 

along with two weapons teams before they even hit the beach. 

 



What was the cost?  Now granted many casualties from my game represent men combat ineffective or taking 

care of their buddies, but it’s still a grim total. 

 

Tanks 

15 tank steps (15 tanks effectively, a full company) 

6 sunk in the channel 

5 lost on the beach 

4 left at the end, 73% casualties. 

 

Engineers 

6 stands invaded, along with a couple of officers 

1 stand lost on the beach 

2 hits on another. 

15 of 20 steps survived, 25% casualties. 

 

Weapons 

6 mortars and 3 MGs invaded. 

1 mortar and 1 MG lost, with a couple of hits another MG 

19 of 27 steps survived.  30% casualties. 

 

Infantry 

A company—the first wave 

4 officers and 9 squads landed, 32 steps worth of men 

7 squads and two lieutenants dead, 2 hits on another stand 

7 steps are left at the end out of 32, 78% casualties.  These guys paid in blood to 

make the invasion work. 

 

B company 

4 officers and 9 stands, 32 steps 

No squads or officers were lost, but almost all the squads took casualties. 

23 of 32 steps left, for 28% casualties. 

 

We paid a high price to open the beach up and the campaign to liberate Europe has only just begun. 

 

On that note, we’ll end the article. 

 

 

116th Infantry attacks Dog Red, 0630 hours. 

This is the landing schedule. 
 

Turn  Landing Craft    Units   

   

0 LCM-5/LCVP-5 in water 5 tanks and an infantry company on board landing craft.  

         

1 LCM-5 hit the beach  5 Sherman tanks     

 LCVP-5 hit the beach  Infantry company     

         

2 LCM-3 in the water  On board landing craft: 3 Engineer stands    

         

3 LCM-3 hit the beach  3 Engineer stands     

         



4 LCVP-5 in the water  On board landing craft: 3 HMG, 3 Mortar    

         

5 LCVP-5 hit the beach  Heavy weapons company 3 HMG, 3 Mortar    

         

6 LCM-1/LCVP-2 in the water On board landing craft: engineer stand/ 3 mortar units   

  

7 LCM-1 hit the beach  Engineer stand     

 LCVP-2 hit the beach  3 Mortar units     

         

8 LCVP-5 in the water  On board landing craft: infantry company    

         

9 LCVP-5 hit the beach  Infantry company     

         

10 LCVP-2 in the water  On board landing craft: infantry platoon    

         

11 LCVP-2 hit the beach  Infantry platoon     

         

12 LCM-2 in the water  On board landing craft: 2 engineer stands    

         

13 LCM-2 hit the beach  2 Engineer stands     

         

14 After this, it's all LCI's so you better get the beach clear!        
 


