A User Guide to the ADC2 Gameset for GDW’s 

   Operation Market-Garden: Descent into Hell ©

General

Operation Market-Garden: Descent into Hell was published by Game Designers’ Workshop (GDW) © in 1985.  It used a system of hidden movement where each player had his own copy of the map, called out his moves and identified the front lines of the enemy with markers.  It was obviously unworkable as a PBM game.  Using the hidden movement system of Aide de Camp 2, it is now available for PbeM.  However, porting the game required making some minor changes to the original rules.  This guide is meant to be a bridge between the original rules and the Aide De Camp 2 gameset.

The game covers Operation Market-Garden, the biggest airborne operation in history.  It was launched by the Allies in September 17, 1944 in an attempt to breach the Rhine and shorten the war in Europe.  Three divisions of paratroopers-the British 1st and the U.S. 82nd and 101st Airborne-were dropped in a narrow corridor stretching 60 miles into Nazi-occupied Holland; their mission was to seize a series of bridges so that the Allies could advance across the Rhine River and enter Germany.  The British 30th Corps was to attack overland and quickly link up with the paratroopers.  The Germans opposing the Allies were the remnants of the forces defeated in France plus scratch units hurriedly formed and thrown into combat.  The Allied player commands the British, U.S., Polish, and Dutch contingents; his goal is to capture the bridges across the numerous rivers and canals barring his path and to open a route into Germany.  The  German player commands the Army, SS, Landwehr, and Luftwaffe ground troops; his goal is to defeat the Allied plan.

The game is played on a map of the corridor between the Mause Canal and the Lower Rhine river.  Game pieces are used to represent the fighting units which were involved in the battles there. The map contains only depictions of terrain that were important to the battles fought there, and is broken into hexagonal spaces referred to as hexes.  Terrain types consist of natural features such as marshes, woods and rivers as well as man-made structures such as cities and bridges.  Hence, a hex may be referred to as an marsh hex or a city hex.  A clear hex is one that contains no impediments to movements or combat.  Some terrain such as rivers are depicted on hexsides which are referred to as river hexsides which represent a impediment to both movement and combat between hexes.  When a bridge or ferry crosses a river hexside, it is referred to as a bridge or ferry hexside instead.  These reduce the effect of the impediment.  Normal hexsides contain no impediments to either movement or combat.

Units occupy hexes and move from one hex to another, crossing hexsides, so as to pass through the terrain in a contiguous path of hexes. Movement of units is not determined by dice rolls; rather, each unit is assigned an allowance of movement points (MP), which it may expend on movement.  MP must be expended to enter a hex dependant upon the degree that the terrain in the hex is an impediment to movement.  Additional MP may be required depending upon any additional impediment to movement posed by hexside terrain that must be crossed.  1 MP is the cost required to enter a clear hex through a normal hexside.  Some hexes and hexsides are impassable for motorized units.

Highways were used to convey motorized units quickly from one location to another.  Highways are depicted as following a contiguous path of hexes.  Crossing a highway hexside means that travel is taking place using the highway rather than crossing the terrain of that hexside. 

The game breaks down fire and movement into game turns which further break down into player turns.  First the Allied player then the German player, takes on the role of attacker, while his opponent is defender.  During his player turn, the attacker performs two impulses, each consisting of movement then combat.  During movement, he may move any or all of his units singly, or in stacks, one at a time.  A unit does not have to be moved, but it may not be moved more than once in an impulse, whether it completely expends its MP, or not.  During movement, hidden enemy units will appear whenever a moving unit or stack moves adjacent to them.  In this case the moving unit or stack must cease movement at that point.  During combat, he must then resolve combat wherever his units occupy hexes adjacent to enemy units.

Combat is resolved through the exchange of fire by the units involved.  The are determined by the use of dice rolls.  The attack factor (AF) values of the attacking unit are compared to the defense factor (DF) of the defending unit to calculate a combat ratio.  The Combat Results Table (CRT) is used to determine the outcome.

Game Scale

Game turns represent one day and 1 hex represents 2 miles.

Using The Dice Roll

The dice roll (dr) results in a random number between 1 and 6. Another value may be added to or subtracted from the result of a dr to generate the final value of the random number.  This is referred to as a dice roll modifier (drm).  More than one drm may apply to a dr; in which case, all are added together and applied as a single value.  Original dr refers to the dr value prior to any drm applied.

Rounding of Fractions

Only whole numbers are specified in the rules, charts, and tables; but, calculated results may yield fractions.  In some cases those fractions  must be either rounded down (FRD) or rounded up (FRU) to whole numbers, as specified.  If rounding is not specified, fractions are retained.

Unit Capabilities

Units have their capabilities shown at the bottom of their game pieces consisting of  AF-DF-MP.  All units are Battalion sized and standard military symbols at the top of the game piece show their unit type.  The unit type and capabilities are also identified in the Piece Data Box for each unit.  For movement purposes, units are categorized as either motorized or non-motorized.   Motorized unit types consist of Armor, Pz,  Recon, Mech Inf, PzG, Mot Inf, Mot Eng, and Mot Bridging.  All other types of units are non-motorized.  Of these, the following Allied unit types are airborne and may take part in airborne operations: Para Inf, Gldr Inf, Para Eng, Gldr Eng, Airlanding Inf, and Afld Rpr.

A unit’s antitank fire capability must be considered when resolving combat.  All units have a colored dot above and to the right of their unit type symbol.  A red dot indicates full antitank fire capability whereas a black or white dot (dependant upon the color used to draw the game piece) indicates only partial antitank fire capability.  These are also specified in the Piece Data Box for each unit as an f or p suffix in the unit’s capabilities.  No dot and the absence of a suffix indicates that the unit has no antitank fire capability.

Movement

Whenever a unit is moved into a hex adjacent to one occupied by an enemy unit, it must move no further that impulse.  It may withdraw from that hex in any subsequent impulse.

There are two types of movement: road and  off-road.  Of the two impulses taken by the player during his player-turn, one must be a road impulse and the other an off-road impulse.  When executing movement during each impulse it must be done according to the corresponding type of movement.  Each player decides which type of impulse will be executed first during his player turn.

Highways are depicted as a terrain feature on the map, but because of the high density of other types of roads in the Dutch countryside, they are not shown explicitly.  Rather, the availability of these roads is indicated by shading of hexes.  Green shading indicates that road movement may not be conducted through a hex.  These are referred to as non-road hexes.  In the absence of green shading, road movement is possible regardless of the terrain in the hex.  These are referred to as road hexes.  All highway hexes are also road hexes.

During road movement, units may move in road hexes only.  A unit may not enter a non-road hex and may not move at all that impulse if it occupies a non-road hex at the beginning of the impulse.  Units must expend ½ MP to enter a road hex across a normal hexside.  Motorized units get an additional bonus when travelling along a highway, having to expend only ¼ MP for each highway hex entered.

During off-road movement, the distinction between road and non-road hexes and the presence of highways is ignored.  Movement depends entirely upon the terrain in a hex.  Units must expend 1 MP to enter a clear hex or a city hex across a normal hexside.  The costs of entering hexes containing other terrain types across a normal hexside are as follows: 

1. A woods hex is 1MP for non-motorized units and 3 MP for motorized units.

2. A marsh hex is 3MP for non-motorized units and is prohibited for motorized units.

3. A polder hex is 2MP for non-motorized units and is prohibited for motorized units.

During off-road movement all Mot Inf type units have only 3MP to expend rather than their usual 6MP

Water Barriers

River and canal hexsides may not be crossed by units except at bridges and ferries during either type of movement.  

Crossing a ferry hexside requires a unit to expend ½ of its MP value in addition to the cost of entering the hex on the other side.  No additional MP need be expended to cross a bridge hexside.  Only German units may use the ferries shown on the map.

The Germans attempted to deny the use of bridges by the Allies by blowing them up.  Any time an Allied unit moves into a hex with a bridge hexside, the German player may attempt to blow up that bridge.  This requires that the Allied player never move a unit across a bridge controlled by the German player before allowing the German player an opportunity to destroy that bridge.  In the event that he does, the Allied player executes a dr using the following drm:

1. –1 for a bridge over a river

2. –1 for a highway bridge over a canal

3. –2 if a German Eng type unit is adjacent to the bridge hexside
4. +1 if any type of Allied Eng type unit is adjacent to the bridge hexside
If dr < 2, the bridge is destroyed and two Blown Bridge  markers from the Bridge Marker pool should be placed in the hexes on either side of the bridge hexside.  These markers are visible to both players and are directional so as to avoid ambiguity.  if a bridge crosses a water barrier in the North-South direction, place a Blown Bridge North marker in the hex below and a Blown Bridge South marker in the hex above.  The markers were designed so as to not obscure the terrain in the hexes that are marked.

Control of a bridge is necessary in order to trace supply across a water barrier.  Initially the German player controls all bridges on the map.  If a bridge is not destroyed by the German player, the Allied player may gain control of that bridge by moving one of his units across the bridge during either impulse.  Of course, he can only do this when there are no German units occupying the hex on the other side.  When he does cross, he should place two Allied Bridge markers from the Bridge Marker pool on the hexes on either side of the bridge hexside in the same way Blown Bridge markers are placed.  These markers are also visible to both players, indicating that the bridge is now Allied controlled.

The German player is not required to attempt to destroy a bridge, but if he does not or is unsuccessful, another attempt may only be made after regaining control of the bridge.  This is done by moving a German unit across the bridge, removing the Allied Bridge markers as he goes.  He cannot do this if there are Allied units occupying the hex on the other side.  After regaining control of a bridge, additional attempts to destroy the bridge may only be made again if an Allied unit moves into one of the hexes on either side of the bridge hexside.

A Br Mot Brdg Bn type unit may build a temporary bridge across a water barrier.  To do this, it must start a road impulse adjacent to the water barrier and there must be no German units occupying the other hex adjacent to the water barrier hexside that is to be bridged..  It must remain in that hex the entire impulse without moving or firing.  At the end of the impulse, the game piece is flipped revealing a bridge symbol.  An Allied Bridge marker should be placed on the other side of the water barrier to indicate that the hexside can now be crossed by Allied units and supply.  This is the case, so long as the flipped bridge unit occupies that same hex.  The game piece can be flipped again, at the beginning of any subsequent Allied impulse, back to the unit symbol.  It is then free to move and bridge another hexside.  When this occurs the Allied Bridge marker on the other side should be removed as Allied units and supply can no longer cross the water barrier using that hexside.  If a German unit should occupy either hex adjacent to a hexside bridged in this manner, the bridge unit must be immediately flipped to its bridging unit side and placed in the adjacent hex on the other side of the water barrier opposite the German unit.  The Allied Bridge marker is removed and Allied units and supply can no longer cross the water barrier at that hexside.

All Eng type units, excepting Aslt Eng type units, may be used as ferries.  To do so, the unit must occupy a hex adjacent to the water barrier to be crossed.  The unit to be ferried must first move to the hex occupied by the Eng type unit or to the one that is across the water adjacent to it, then expend ½ its MP value plus the cost to enter the hex on the other side in order to cross.  The Eng type unit may also ferry itself across.

Regardless of whether the ferry is one printed on the map or provided by an Eng type unit, only one unit per impulse may use each ferry that crosses a river.  Two units per impulse may use each ferry that crosses a canal.

Stacking

No more than 3 units of either side may occupy a hex.

During an off-road impulse, a moving unit or stack may violate this limit while moving through a hex occupied by friendly units, but not at the end of its movement.  During a road impulse, because of traffic jams, at most two units may stack together for purposes of movement and a moving unit or stack may never enter a hex occupied by friendly units.

The stacking limit may be violated during combat in either impulse, but not at the end of combat.

Supply

Units require supply in order to participate in combat at full effectiveness.  A unit is in-supply if it can trace a supply line through road hexes to a supply source.  German supply sources are any of the off-map red or blue colored entry locations.  Allied supply sources are any hex south of the start line.  Allied airborne units may also use Air Supply markers.

A supply line may include up to 3 non-road hexes.  It may not be traced through enemy units, and it may only be traced across water barriers over bridge hexsides controlled by the player attempting to provide supply.  If a unit cannot trace a supply line to a supply source, the unit is out of supply.

Combat

Whenever the attacking player moves a unit adjacent to enemy units, either those already visible or those exposed during movement, he must attack all hexes containing those enemy units during combat.  In each attack, the attacking units consist of all friendly units occupying hexes adjacent to the hex, and the defending units consist of all enemy units occupying the hex.  Units may not attack across water barriers except if a bridge or ferry exists on the hexside to which the units are adjacent.

Combat is resolved through the exchange of fire between opposing units.  Each unit involved may fire only once and only at one of the enemy units involved.  More than one unit may fire at the same enemy unit.  Not all enemy units need be fired upon.  Each player may fire his units in any order he wishes.

In each attack, all defending units fire before attacking units fire.  Since combat results are implemented immediately after each fire, the attacker’s units may be reduced in strength or eliminated from the combat before they can fire. 

For each fire, the AF of the firing unit is compared to the DF of the unit being fired upon, resulting in a combat ratio reduced in favor of the defender to one of the combat odds shown in the CRT.  Combat odds range from 1:2 to 8:1.  If the odds are less than 1:2 the fire has no effect on the enemy unit.  If they are greater than 8:1, the fire is resolved at 8:1 odds.  

Terrain may affect the DF or AF values use in calculating the combat odds.  The following terrain effects on combat are cumulative, except that the AF may never be more than doubled:

1. The DF of a defending unit that occupies a woods, marsh, or city hex is doubled.

2. The AF of a defending unit is always doubled during a road impulse, but only doubled during an off-road impulse when it is attacked across a bridge or ferry hexside.

3. The AF of any unit is doubled when it occupies a hill hex and is firing on a unit that does not occupy one.

4. When defending against an Allied airdrop, the AF of German units in the same hex is doubled (see Airborne Operations)

A unit’s antitank fire capability also affects the DF and AF values used in calculating the combat odds.  Armor, Pz, Mech Inf, PzG and Recon type units are all armored units and are less vulnerable to enemy units without antitank fire capability.  A unit with full antitank fire capability is not affected when firing on armored units.  A unit with partial antitank fire capability has its AF halved when firing on Armor or Pz type units, but is unaffected when firing on either Mech Inf, PzG or Recon type units.  A unit with no antitank fire capability may not fire at Armor or Pz type units and has its AF halved when firing on either  Mech Inf, PzG or Recon type units.

The combat results of each fire are read from the CRT depending upon the results of a dr.  A drm of +2 is added to the dr whenever the firing unit is out of supply.  

Combat results include:

1. NE
means no effect on the enemy unit

2. R
means a defending enemy unit must be retreated or an attacking enemy unit is repulsed
3. L
means the enemy unit is flipped to its reduced side or removed from the game if it has none

4. E
means the enemy unit is removed from the game

Whenever a defending unit is required to retreat it must be moved 2 hexes from the hex it currently occupies.  The attacking player performs retreats.  A unit cannot be retreated to an enemy occupied hex, off the map, or through any hex or hexside that it is prohibited in crossing during off-road movement.  Nor can it be retreated to a hex in violation of the stacking limit.  If it cannot be retreated 2 hexes in accordance with these conditions, it may be retreated only 1 hex.  If that is also impossible, the unit is removed from the game.

If a defending unit ends its retreat in a hex that is subsequently attacked during the same impulse, it may neither fire nor be fired upon, but if all other defending units in the hex retreat or are eliminated, it must be retreated again.

If all defending units are removed or retreated from the attacked hex, the attacking player may advance up to 3 of his attacking units into that hex.

After an attacking unit is repulsed during an impulse, it may neither fire nor advance during the remainder of that impulse.

Initial Deployment

The German player’s initial forces are already deployed on the map.  The Allied player’s units are stored off-map in a set of force pools.  Just before the Allied player’s first player turn, he may deploy his initial ground forces in any hex south of the start line.  Stacking limits must be observed.  The allied initial ground forces consist of:

1. All units in the British Guards Armor XX force pool

2. Any 3 units in the British 43rd Infantry XX force pool

3. Any 3 units in the British 50th Infantry XX force pool

Allied Airborne Operations

All Allied airborne units are available for airborne operations at the beginning of the game. Only the Allied player may conduct airborne operations.  He does so through the receipt of transport points (TP) each game turn, as follows:

Sept 17th 
33

Sept 18th
30

Sept 19th
29

Sept 20th
20

Sept 21st
20

Sept 22nd
14

Sept 23rd
10

Sept 24th
6

Sept 25th
2

Sept 26th
2

Unused TP in any game turn are lost and may not be carried over to the next game turn.

Except for Afld Rpr type units, all Allied airborne units must enter play using air transport at the start of movement in either impulse provided sufficient TP are available.  Air transport allows these units to perform airdrops or air landings on the map.

TP are expended for air transport as follows:

1. 1TP for Para Inf and  Para Eng units

2. 3TP for Gldr Inf and Gldr Eng units

3. 5TP for Airlanding Inf and Afld Rpr units*

4. 5TP for Air Supply markers

*These units may not conduct airdrops, but must be air landed

Before conducting Airdrops in an impulse, the Allied player uses a dr to determine the weather:

1. If dr < 3, the weather is poor and no airdrops may be made that impulse

2. If dr > 4, the weather is good and had no effect on airdrops made that impulse.

3. Otherwise the weather is marginal and a dr is now required for each airdrop that impulse.

Weather is always good for the Allied player’s first impulse of the game.

A marginal weather dr =1 requires that the unit abort its airdrop that impulse; however, the TP are still expended.  If the dr =6, it lands in the selected landing hex; otherwise, its landing is scattered, requiring another dr to determine which of the 6 adjacent hexes the unit lands in.  

A convention for the numbering of the adjacent hexes is 1=North, 2=NE, 3=SE, 4=South, 5=SW, and 6=NW.  If a unit that scatters would land in a hex in violation of stacking limits, another dr is used until it does not.

Any hex may be selected as the landing hex for an airdrop, provided stacking limits are not violated. 

Losses may be incurred due to antiaircraft(AA)  fire when landing on or adjacent to a hex that is a German controlled city hex, a German controlled airfield hex or a hex occupied by a German unit.  All cities and airfields on the map are initially controlled by the German player.  Once occupied solely by an Allied unit, a city hex or airfield hex becomes controlled by the Allied player. An Allied Control marker should be placed on a city to indicate this.  If the German player should regain sole occupancy of the hex, it reverts to German control again and the marker is removed.

Air Landings are conducted the same as airdrops, but the landing hex must be an Allied controlled airfield, and marginal weather is treated as good weather, so no scattering occurs.

When the Allied player occupies an airfield hex, it is initially damaged and unusable by Airlanding Inf units.  The damage can only be repaired by first air landing an Afld Rpr unit.  These units do not count against stacking limits when occupying an airfield hex and may only move during the road impulse.  It may be air landed during any impulse.  At the end of any impulse that it has occupied a damaged airfield hex for the entire impulse and was not involved in landing, movement, or combat, the game piece is flipped to its Airfield marker side indicating that the airfield has been repaired and is Allied controlled.  The unit is effectively removed from play at that point and if ever a German unit occupies the hex, the marker must be removed from the map and air landing must cease until it once again is occupied by an Allied unit and repaired.

A unit may receive AA fire only once.  If it is eligible to receive fire from more than one source, the one most likely to cause losses must be used.  The Allied player uses a dr and consults the AA Fire Table (AAFT) to determine the result.  These include:

1. NE
means the AA fire had no effect on the unit

2. L means the unit loses 1 step and lands on the hex

3. AL
means the unit loses 1 step and the it aborts its airdrop (TP are still expended)

Each Gldr Inf and Gldr Eng type unit that lands in a city, polder, or woods hex immediately loses 1 step.

When Allied units are airdropped on a hex occupied by a German unit, the surviving Allied units may not move that impulse, but must attack the German units in the hex during combat.  In this case, in addition to doubling the AF of the defending German units:

1. They may fire once at each of the landing Allied units, not just at one.

2. The units of only one side may be left occupying the hex at the end of combat.  Additional rounds of combat must be fought until this is achieved.

3. If Allied airborne units survive, they are not obliged to attack any adjacent German units during the landing impulse.  Whereas, Allied units airdropped into a hex not occupied by German units, but with German units in adjacent hexes must attack those units during combat.  

4. In all other cases, Allied units that were airdropped during an impulse may also move during that impulse.

Allied Air Supply markers are stored in the Allied Air Supply force pool.  TP may be expended to airdrop these markers as a supply source for Allied airborne units.  These markers do not count against stacking limits and may not move after landing.  Like Allied units, they are hidden from the German player who must move a German unit adjacent to them in order to make them visible.  If unaccompanied by Allied units in the hex they occupy, they may be removed from play by the German player whenever he has a unit occupying the same hex.  Air Supply markers make airdrops in the same manner as airborne units, with the following exceptions:

1. They must land in a hex occupied by an Allied unit or be removed from play.

2. They are removed from play if they must take a loss due to AA fire.

In both of these cases, the TP for the Air Supply marker is still expended by the Allied player.

Reinforcements

German reinforcements are stored in force pools by date of entry and entry location.  The entry locations correspond to the red and blue labeled map borders.  At the beginning of the German player’s player turn, all the units in a specific force pool may be placed off-map in their specified entry area or one that is adjacent.  During movement in any following German impulse, they may enter play at any hex adjacent to the entry area.

Allied units other than airborne units enter play overland in any hex south of the start line.  Units may only enter if sufficient deployment points (DP) are available to activate them.  The Allied player receives 3 DP each game turn beginning Sept 18th.  They may be expended to activate reinforcements or accumulated each game turn as the Allied player sees fit.  After activation, Allied units may enter play during movement in any following Allied impulse.

Activation costs consist of:

1. 2DP to activate all remaining units in the British 43rd Infantry XX pool

2. 2DP to activate all remaining units in the British 50th Infantry XX pool

3. 2DP to activate any 4 British Armor, Mech Inf, or Recon type units in the British 30th XXX pool or in the British 8th Armored X pool

4. 1 DP to activate any 2 Mot Brdg or Afld Rpr* type units in the British 30th XXX pool

5. 1 DP to activate all units in the Dutch Princess Irene X pool

6. 1DP to activate all the non-airborne units in the British 52th Infantry XX pool

Victory Conditions

The game is played until either the Allied player wins or calls off the operation, or 10 game turns have been played.  

The Allied player wins a strategic victory immediately that he exits an Armor type unit off the map into the German North entry area from which he can trace a supply line to a hex south of the start line.  

At the end of the game, he wins an operational victory if he can trace a supply line from any unit north of the Lower Rhine/Ijssel Rivers to a hex south of the start line, but only a tactical victory if supply can only be traced to air supply.

At the end of the game the German player wins an operational victory if there are no Allied units north of the Maas River.  He wins a tactical victory if the Allied player

does not win.

Play Instructions

At the end of his player turn each player must save the .ops files and send it to his opponent for replay and execution of his own player turn.  Since the Allied player’s turn is first, he should reset the game turn at the end of replaying the German player’s turn.

Exchange of an .ops file must also be done between movement and combat so that the defender can choose and resolve defensive fire before the attacker resolves his fire.

The German player need only be contacted by e-mail to determine whether he would like to blow up a bridge, no exchange of .ops files should be required, since the Allied player can execute the dr.

Hidden Movement

The gameset has the advanced option ‘Auto-Reveal When Moving (Range) ON’.  This means that enemy units remain hidden until you move one of your units or stacks adjacent to a hex they occupy, at which time they become visible.  Consequently, when moving units, you should always use the hex by hex method.  Whenever your unit’s path of movement comes adjacent to a hex occupied by an enemy unit, it will become visible and you must then click “OK” to stop movement, leaving your unit in that position ready to have combat.  It is also good practice to execute the advanced option ‘Run (Range) Auto-Reveal Now’ at the beginning of your player-turn.  This will ensure that you don’t inadvertently move into a hex occupied by enemy units.  That is only allowed during airborne operations.

After placing airdropped units on the map during his player turn, the Allied player needs to execute the advanced option ‘Run (Range) Auto-Reveal Now’ to determine if he has landed on or adjacent to a German unit which was hidden.   He can then resolve any AA fire.

Replay of Hidden Movement

Always zoom the map to the highest zoom level before beginning replay.  Since this gameset uses a scanned map, the detail was only made available at that level and the lower levels are not even useful for play.

During replay of your opponents movement, you will see nothing unless one of his units moves adjacent to yours.  Then you will see the complete path of his unit’s movement.

Because of the need to exchange .ops files during combat, it is important for your opponent to know what kind of movement you are using during the impulse.  You can provide this by adding a comment to the replay at the beginning of each impulse.

Since combat always involves firing one unit at another, it is better to add a comment to the replay identifying the hex location and id of each unit and then do a dice roll rather than using the normal ADC2 combat operations which do not provide sufficient information during replay.

