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CRETE/MALTA COMBAT RESULTS TABLE

Die Roll Number
Combat Odds Categories


1-4
1-3
1-2
1-1
2-1
3-1
4-1
5-1
6-1
7-1
8-1+

0
AR
AR
DR
EX
DE
DE
DE
DE
DE
DE
DE

1
AR
AR
AR
DR
EX
DE
DE
DE
DE
DE
DE

2
AE
AR
AR
NE
DR
EX
DE
DE
DE
DE
DE

3
AE
AL
AL
AR
NE
DR
EX
DE
DE
DE
DE

4
AE
AE
AE
AR
NE
DR
DR
DR
DE
DE
DE

5
AE
AE
AE
AL
AR
NE
DR
DR
DR
DE
DE

6
AE
AE
AE
AL
AL
NE
NE
DR
DR
DR
DE

7+
AE
AE
AE
AE
AE
AL
NE
NE
DR
DR
DR

NOTES:

1. 
Odds greater than 8-1 are treated as 8-1. Odds of less than 1-4 are automatically attacker eliminated.

2.
Ranged artillery units ignore adverse combat results (AE, AL, AR, EX) when firing in the friendly or enemy combat phase. "Exchange" results from defensive artillery fire are treated as "AL" results against the specific enemy ground units involved in the defensive fire attack.

3.
Combat resolution die roll modifications may be summarized at follows:

a.
Add "1" to all drift combat situations.

b.
Subtract "1" when armored unit participates in attack.

c.
Add "2" to all Axis attacks if no port friendly after turn #12 (MALTA only!)

EXPLANATION OF RESULTS:

DE = All defending units involved in that specific attack are eliminated and removed from the game. Place units in proper elimination box.

DR = All defending units involved in that specific attack must retreat one hex. Units may not retreat onto sea hexes, enemy zones of control (except if onto friendly unit), or in friendly hexes stacked to capacity. Units that cannot retreat properly are eliminated instead.

EX = Exchange of casualties. The attacker must remove one or more of his attacking units, at his option. The defender must then remove units whose total basic, undoubled, defense strength is equal to or less than the attacker's attack strength losses. The defender chooses which units to lose, providing his losses approximate the attacker's losses at closely as possible without exceeding the total number of strength points removed by the attacker. The defender must remove units whose total defense strength is equal to or less than the attacker's attack strength. If the defender cannot remove even a single unit without exceeding the attacker's losses, then he removes nothing. NOTE: German airborne battalions may break-down to cover partial unit losses.

NE = No effect. No losses to either side. No retreat for either side. EXCEPTION: For drift combat, treat all 'NE' as 'AR'.

AE = All attacking units involved in that attack are eliminated and removed from the game.

AL = Attacker must eliminate any one single combat unit involved in that specific attack. Surviving attacking units must retreat one hex. Attacker may not remove non-participating units. Airborne battalions may be broken down before extracting losses.

AR = All attacking units must retreat one hex.

BOMBARDMENT TABLE

Die Roll
Number of B, FB, or CD artillery strength points:


1
2-3
4-5
6-8
9+

1
N-1
N-2
N-2
N-2
N-2

2
N-1
N-1
N-1
N-2
N-2

3
--
N-1
N-1
N-1
N-2

4
--
--
N-1
N-1
N-2

5
--
--
--
N-1
N-1

6
--
--
--
--
--

NOTES:

1. Effects of neutralization are cumulative.

2. Neutralization result for naval units in beach or port landing boxes means those units are eliminated and removed from the game.

3. Neutralization result for port means no units may embark/debark. Also, any units currently in port landing box (except the coastal steamer) are eliminated.

4. CD artillery units are halved (rounded down) at night. Aircraft units may not be used at night.

EXPLANATION OF RESULTS:

-- = No effect.

N-1, N-2 = Target neutralized for one or two turns until next or following aircraft bombardment and placement phase. Neutralized targets may not function or move in any manner. They still maintain their zone of control.
ARMOR RELIABILITY TABLE

(Allied Heavy Armored Units Only)

Die roll
Effect

1
SUB 1

2
SUB 1

3
No Effect

4
No Effect

5
No Effect

6
ELIM

7+
ELIM


NOTES:

1. Roll once for each Allied heavy armored unit participating. No more than "1" ever subtracted.

2. Add "1" to reliability die roll for EACH enemy armored or anti-tank unit in defender's hex.

EXPLANATION OF RESULTS:

Sub 1 = Armored unit is effective; subtract "1" from combat results die roll for this attack.

No Effect = Unit eliminated and removed from play.

ELIM = Unit eliminated and removed from play.

SEA MOVEMENT TABLE

Die Roll
CRETE
MALTA


AXIS CONVOYS
ALLIED REINFORCEMENTS
Follow-up Convoys Only


Day Turns
Night Turns
Port Entry

Night Only
South Edge

Day or Night
Day or Night

1
All Arrive
All Arrive
All Arrive
All Arrive
All Arrive

2
All Arrive
½Arrive/½Abort
All Arrive
All Arrive
All Arrive

3
½Arrive/½Abort
½Arrive/½Abort
All Arrive
All Arrive
Delay 1 Turn

4
½Arrive/½Elim
All Abort
All Abort
All Arrive
Delay 1 Turn; Elim 1 unit.

5
All Elim
All Abort
All Abort
All Abort
Delay 1 Turn; Elim 2 units.

6
All Elim
½Arrive/½Elim
All Abort
All Abort
Delay 1 Turn; Elim 3 units.

NOTES:
1. Subtract "2" from die roll for Axis emergency convoy. Subtract "1" from the die for Axis unit's landing at a port (Crete Only!).

2. Assault and special convoys enter automatically (Malta).

EXPLANATION OF RESULTS:
All Arrive = All units in convoy or group may enter play.

All Abort = All units in convoy or group fail to arrive and are placed in the proper abort box on Organization Card.

All Elim = All units in convoy destroyed and eliminated from game.

½Arrive/½Abort, ½Arrive/½Elim = Invert and ix all units in convoy. Allied player picks half (rounded down) of counters at random which are then either aborted or eliminated as indicated. Remaining units arrive normally.

Delay 1 Turn; Elim units = Units in convoy may not land this turn. Axis player must roll die again in following turn. For "Elim units", invert and mix all units in convoy.  Allied player then randomly picks number of units indicated which are eliminated and removed from the game.

DRIFT DIAGRAM
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EXPLANATION:

1. Roll one die for each unit counter executing 

airborne landing.

2. Number rolled, after modification, corresponds to final hex location as indicated on diagram.

3. All die roll modifications are cumulative.


a. Add "1" if unit's initial placement is enemy occupied hex.


b. Add "1" for EACH enemy AA battery within range.


c. Add "3" for EACH enemy AA battalion within range.


d. Subtract "2" if unit is a GLIDER company.

4. Die roll of "10" or more is automatic elimination

GERMAN AIRBORNE BATTALION SUBSTITUTION CHART

[image: image14.png]


Airborne infantry and engineer battalions may break-down and companies may recombine into battalions as outlined in the rules.  The exact organization is shown below, The 13th and 14th companies of all airborne regiments (except for the Sturm Regiment) are NOT attached to nor may they recombine into battalions. The 13th and 14th companies of the Sturm Regiment may only combine with the IV/Sturm HQ company to reconstitute the IV Battalion counter. 

TERRAIN EFFECTS CHART

TERRAIN TYPE
SYMBOL
EFFECTS ON MOVEMENT
EFFECTS ON COMBAT

CLEAR HEX
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Cost 1 MP to enter.
None

ROUGH HEX
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1. Cost 2 MP to enter.

2. Armored and units with MA greater than four may only enter via road.
1.  Defender doubles DS.

2.  Blocks LOF of ranged artillery units.

RIVER/WADI HEX
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1.  Cost 1 MP extra to leave river hex or to move from one river hex to another in addition to cost to enter adjacent hex.

2.  Armored units may only enter via road or bridge.
Add '1' to combat die roll when all attackers are on river hex and defender is behind river.  If at least one attacking unit is on a nor-river hex, then there is no addition to the die roll.

ROADS

Primary:

Cost1/2 MP to enter hex from adjacent road hex.


None

Secondary:

Cost 1 MP to enter hex from adjacent road hex.


None

Bridge:

Negates river penalty when entering hex from non-river hex.


None

CITY HEX
[image: image4.png]



1. Cost ½ MP to enter from connecting road hex.

2. Cost 1 MP to enter from non-road hex.
1.  Defender doubles DS.

2.  Blocks LOF of ranged artillery units.

SEA HEX
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Only coastal steamer may enter, at cost of 1 MP.
No movement, combat, or zone-of-control across sea hex sides.

COASTAL HEX

1. Units must stop when moving from BLB.

2. Cost same as other terrain in hex.
Attacking units half AS against units defending on coastal hex when attacking from BLB.

LANDING BOXES

Beach:

All units remaining on BLB at end of combat phase are eliminated.
1. Attacking units arc halved against units on coastal hexes.

2. Ranged artillery may not attack.

3. Bombardment target for CD artillery.

Port:

1. Artillery and armored units may not land without DOCKS unit.

2. Can only use if connecting city hex is friendly.
1. Cannot attack from PLB.

2. Bombardment target for aircraft and CD artillery.

3. Coastal steamer may not he bombarded while in friendly PLB.

AIRFIELD
[image: image6.png]



1.Cost same as other terrain in hex.

2. Air landing units may not land if light AA unit within range.

3. Airlanding units may not move in turn of entry.
None

TOWN

None
None

FORT (Malta only)
[image: image7.bmp]
None
Defender doubles DS

BATTERY (Malta only)

None
None

BASTION HEX (Malta only)

(Hexes G-20, H20, H-22 only.)
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Same as city hex.
Defender triples DS

SECTOR/AREA COMMAND BORDERS

None
None

COASTAL ISLANDS

No units may be placed on coastal islands.
None

Notes:

1. Abbreviations:

     MP = Movement Points

     MA = Movement Allowance

     AS = Attack Strength

     DS = Defense Strength

     LOF = Line-of-Fire

     BLB = Beach Landing Box

     PLB = Port Landing Box.

2. A unit may not enter a hex unless it has sufficient movement points remaining to do so.
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RULES SUMMARY CHART

The following rules summary is provided for two purposes.  First, it will give the veteran game player an overview of the game system before they read the rules.  Second, it will act as a quick reference chart for beginning gamers.  WARNING: This is a rules SUMMARY! It is neither complete nor exhaustive, but rather gives an overview and highlights specific numeric information or exceptions.

AIR ASSAULT ON CRETE

I. SEQUENCE OF PLAY

A. Axis Segment:

1. Aircraft Placement & Bombardment Phase.

2. Airborne Assault and Air Landing Phase.

3. Sea Movement Phase.

4. Movement Phase.

5. Combat Phase.

B. Allied Segment:

1. Sea Movement Phase.

2. Movement Phase.

3. Combat Phase.

II. MOVEMENT

A. Conventional movement, hex-by-hex.

B. No movement allowed after initial placement for airborne, air landing, or convoy units.

C. Road Movement: ½MP for primary, 1 MP for secondary.

III. STACKING

A. Limit: 6 stacking points/hex.

B. Value = Number in upper left.

IV. ZONE OF CONTROL

A. Conventional: 6 adjacent hexes; stops enemy movement.

B. May not move out of and into enemy ZOC in same turn.

C. May move directly from one enemy ZOC to another with MA greater than 3.

D. Noncombat and artillery units may not move into/out of enemy ZOC.

V. COMBAT

A. Conventional: attack and defend once per phase.

1. Voluntary: Never required.

2. Not all adjacent units required to attack.

3. Defenders in hex attacked as one combined DS.

4. Artillery, CD, AA defend with DS of "1" when alone.

B. Conventional resolution: odds-CRT-die roll.

1. Retreat: Friendly units nullify enemy ZOC.

2. Advance: winner occupies vacant hex.

C. Ranged Artillery: Offensive and defensive fire.

1. Offensive: Friendly phase: add AS to attack.

2. Defensive: Enemy phase: attack enemy units with fire.

3. Requires friendly unit adjacent to target unit.

4. Blocking terrain: Rough terrain and city hexes and hex sides.

VI. AIRBORNE BATTALION/COMPANY SUBSTITUTION

A. See Substitution Chart.

B. Break-down anytime. Reform at start of segment.

C. Requires Battalion HQ Coy and any 4 infantry coy's.

VII. AIRBORNE ASSAULT

A. Three steps: Placement, Drift, Drift Combat.


1. Placement: As companies, stacking limi, non-rough terrain.


2. Drift: Each company, as per Drift Diagram.


3. Drift Combat: Compulsory, +1 to die, "NE" = "AR".

B. Surprise Rule: Allied units move 1 hex max on first turn.

VII. AIR LANDING

A. At friendly airfield only.


1. Not at night.


2. Not within range of light AA.

B. Max number per turn = number printed on Airfield.

IX. AIRCRAFT UNITS

A. Abstract: Three mission types:


1. Bombardment: B & FB. Targets =AA, CD and naval.


2. Air Support: B & FB. Add AS to attack.


3. Interdiction: F & FB. Nullify roads in hex and 6 adjacent.

B. Not at night.

X. ANTI-AIRCRAFT UNITS

A. Two types: Light and heavy.

B. Three functions:


1. Reduce air units to ½ effectiveness when in range.


2. Each AA unit add "1" to drift die roll.


3. Light AA functions as ranged artillery.

XI. SEA MOVEMENT

A. See Sea Movement Table.

B. Axis Convoys: 2 regular & 1 emergency.

C. Determine beach and turn of arrival before start.

D. Roll on Table, place in landing box, move ashore in same turn.

E. Allied Reinforcements: See Table.

F. Axis Port Entry. Redirect convoy 2 turns prior to arrival.

XII. ALLIED EVACUATION

A. Via ports or south edge "E" roads.


1. Port: 14 SP max with DOCK unit. 7 SP max without. Night only.


2. South Edge: Simply exit, day or night.

B. No evacuation before turn 8.

XIII. INVERTED UNITS AND DECOYS

A. Allied only.

B. Inverted: exposed when moving adjacent to enemy or at end of enemy movement phase when adjacent.

C. Decoy: Treat as real unit until end of movement phase.

XIV. NIGHT RESTRICTIONS

A. No airborne, air landing, aircraft.

B. ranged Artillery = 1 hex.

C. Allied: All infantry units may move into/out of and thru enemy ZOC in same turn.

XV. SPECIAL UNITS

A. Coastal Steamer: Transport 3 SP or 1 armored unit.

B. Truck: Transport 3 SP of infantry.

C. Armored units: -1 on die roll. See Armor Reliability Table.

D. Engineers: Destroy port, road/rough hexes, bridges.

XVI. VICTORY CONDITIONS: See Rules.

INVASION OF MALTA, 1942

(Essentially the same game system as Crete, with the following changes:)

I. SEQUENCY OF PLAY: No Allied Sea Movement or Reinforcement Phases.

II. AMPHIBIOUS ASSAULT

A. Assault Convoy units create beachhead markers.

B. Follow-up Convoys land at beachhead markers.

C. See Assault Organization Card.

III. OTHER CHANGES

A. CD Batteries: Forts or batteries only.

B. German Airborne Withdrawal: 50 casualty points or turn 15.

C. Commandos: Land any coastal hex, full AS, full MA first turn.

D. Axis Supply: Requires port by turn 12, otherwise +2 to die & ½ MA.

E. Victory Conditions: See Rules.

CASUALTY POINTS - Crete

TYPE OF UNIT
CASUALTY

POINT

VALUE

ALLIED-Evacuated Units:


  Each headquarters unit
5 points

  Each noncombat unit
5 points

  Each battalion-sized combat unit
5 points

  Each company-sized combat unit
2 points

  Each platoon-sized (or smaller) combat unit
1 point

  Each Greek unit (any size)
1 point




AXIS-Eliminated Units:


  Each airborne headquarters unit
7 points

  Each non-airborne headquarters unit
5 points

  Each company-sized (or smaller) airborne unit
2 points

  Each battalion-sized airborne unit*
15 points

  Each company-sized (or smaller) non-airborne unit
1 point

  Each battalion-sized non-airborne unit
7 points

*NOTE: Award the Allied player 15 points (instead of 13) it all three German airborne engineer companies and the battalion headquarters company are in the Eliminated box.

CASUALTY POINTS - Malta

AIRBORNE UNIT TYPE:
POINT VALUE

Each airborne headquarters unit
5 points.

Each Battalion-sized GERMAN airborne unit
21 points.

Each Battalion-sized ITALIAN airborne unit
11 points.

Each company-sized (or smaller) airborne unit
2 points.




Evacuation Points

Sector
Non

combatants
HQ's
Combat Factors
Greek Units

Maleme
20
5
29
1

Suda
45
20
77
2

Retimo

5
28
3

Heraklion
10
5
33
3

Free Set Up
5

8
1

Total
80
35
175
10

Combat Factor Comparison

Sector
Allied
German


Attack
Defense
Artillery
Attack
Defense
Artillery

Maleme
20
22
6
34
34


Suda
44
54
2
43
42
2

Glider
Battalion



10
10


Retimo
27
31
3
25
24


Heraklion
29
30
7
33
33


Free Set Up
5
7
4
18
14
2

Total
125
144
22
163
157
4


