

Postcard Arnhem – Rules – 3Sep23 – Copyright © 2023 Louis R. Coatney – 1-4 player game.

     (Probabilities on 2 dice/coins:  for best 25%, best 50% on both; for worst 25% worst on both; for 50% , the rest.)
Setup:   German 6.ParaIII on B1. G Grmn units inverted and randomly put on Eindhoven, Nijmegen, and Arnhem and not revealed to either player until combat.  50% chance Grmns get the 2 SS Pz divs Turn 1 – otherwise they start arriving Turn 3 – one per turn.  Allies airdrop all airborne units except Poles (who may airdrop later) wherever they wish – 50% chance Disruption upon landing.  British ground units attack onto board at B1. 
Winning: Allies win end of any Grmn turn if in control of a continuous highway line up to and into Arnhem – free of German units – or their Zones of Control (ZOCs) unless those are Allied occupied. - if SS pzdivs do not start game or up to Elst if they do. Otherwise, Grmns win.
Game-turn Sequence: Allies move all units to be moved and make attacks, with possible breakthroughs, then Grmn Reinforcements and same move/attack sequence and then Victory check.  Supply checks at end of owning players’ turn.
Reinforcements and Replacements:   Starting Turn 1, each turn Grmns get 1 reinforcement unit from the West and 2 from the East, until they run out. Lost G(arrison) units and KG Knoche can be brought back into game as replacements – inverted/unknown til combat. SS pzdivs above.
Weather and Air Ops:  Turn 1 Good weather. Thereafter 50% Bad – 4 turns max. either Good or Bad. No air ops in Bad. In Good, Allies have 2 air units/missions: 4th unit airdrop, air attack – 50% any Grmn unit in hex Disrupted, roll individually – or air supply to Allied units in a hex.
Operational Movement and “Stacking”:   Units move 1 hex to attack a next adjacent enemy hex, and they get a bonus of 1 hex if they do not attack.  Along a road, this movement is quadrupled for British ground units, trippled for German panzer units (and Tettau), but only doubled for all other units including Allied airborne if they have jumped. KGs with attack factors more than 1 and all divisions have adjacent-hex “Zones of Control” which stop enemy movement, although units can always move 1 hex into a friendly unit. No more than 3 units in a hex, ever.
Combat Factors and Combat:   Combat factors on units are Attack-Defense. UnDisrupted infantry units having larger attack factors behind a / can use those if they do not have to move to attack. Attack factors in excess of best odds ignored. Any 2 units may attack across each hex-side – 3 for the Germans with Tiger Abteilung 502. Attacks can be cancelled, unless a hidden defender has been revealed.
Total the combat factors of attckrs (from hexes adjacent to defender). Average/50% results are 1:1 nil, 3:2 D(isrupted), 2:1 D & defender retreats 1 hex, 3:1 D & attckr routs dfdr 1 hex anywhere he chooses. 25% chance result up or down 1 level – if down at 1:1 attkr elimed. 4:1 50/50 dfdr elimed or routed. Dfdrs may not retreat into hexes adjacent to attckrs, unless into  friendly unit not under an as yet unresolved attack. No Retreat! orders keeps unit in place but 50% risk of elimination.  Dfdr may voluntarily retreat from nil or D result, but are D-ed.
Pressed Attack:  50% risk of moving odds up or down 1 level. Voluntary No Retreat! Defense:  Defender does not retreat, on retreat result, but then another 25% roll to see if it is elim-ed, and it is automatically elim-ed by rout result. Grmn units in victory cities, No Retreat!
Terrain:  A major city and any infantry (including Tettau) on it gets 1 additional defense factor.  Units in a hex defending against a cross-river attack get 1 additional combat factor, unless flanked. To cross an un-bridged river a unit may only move 1 hex, and may not attack that turn.
Disruption: Disrupted units can only move 1 hex and cannot attack. Attacks against them shifted up one odds/level.  Unless out of supply units Recovered from Disruption at end of owner’s turn.
Tactical Advance after Combat:   Attackers with factors at least equal to the defenders if possible must advance into vacated hex, unless  defender’s retreat was voluntary, in which case the Attacker may or may not advance as he wishes. A D-elim result allows 1 attckr to advance along each road to make 1 more attack – pure armor/panzer 2 hexes along a road, with any air support which had accompanied the attack.
Supply:  To be in supply a unit must be adjacent to a line of road hexes back to friendly side – West or East for Germans (north of any Allied unit on the edge) and South for Allies – not blocked by enemy units or their unoccupied ZOCs.  First 3 turns, all Allied units in supply. Units out of supply at end of owner’s turn are Disrupted.
Postcard Arnhem is Dedicated to Allied veterans of the battle and the Dutch people, and to my children Rebecca, Robert, Rohan, and Johanna in the hope they will never suffer another world war.
“The more we learn from the Second World War, the better our chances it will be the LAST world war.” (LRC)
“War must be confined to history books and games and museums.” (LRC)
Suggested enhanced format:  Photocopy pieces separately for mounting on cardboard and scissoring.  Photocopy-enlarge map.
More Coatney historical games – and paper model ship plans – at http://www.CoatneyHistory.com 
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