Longest Day Sequence of Play

1.  Allied Player Segment
a.  Weather Phase:

1.) Roll for weather


a.) Modify roll for previous weather


b.) ST-1 automatically ST-2 next turn


c.) Any non-ST after ST-2 equals Fair


d.) Automatically Fair after six turns of ST


b.  Replacement Phase:



1.) Advance units along Allied Entry Track.



2.) Introduce new units/supply/replacements/independents/corps



3.) Conduct on-board replacement



4.) Position Airborne/Air Supply units and conduct drift



5.) Place new units on BH/Port Boxes


c.  Allied Air/Naval Phase:



1.) Place Air Bombardment Units on board



2.) Conduct Railroad & Road Interdiction



3.) Place Strategic Interdiction units



4.) Execute Naval Bombardment



5.) Execute Air Bombardment



6.) Execute German Coastal Artillery fire


d.  Allied Movement Phase:



1.) Check 8 hex supply route; mark unsupplied units



2.) Move all Allied units



3.) Beach landing units have full movement allowance


e.  German Mechanized Movement Phase:



1.) Check 8 hex supply route; mark unsupplied units



2.) Move German units with underlined movement allowance, unless




disrupted, unsupplied, or adjacent to Allied unit



3.) Move EB units


f.  German Defensive Fire Phase:



1.) German AT and Artillery units may fire, without loss



2.) INVERT all ranged units that fire


g.  Allied Combat Phase:





1.) Allied units execute and resolve ground combat (verify supply status)



2.) INVERT all supporting Allied ranged artillery units



3.) Expend Supply units


h.  Reset Phase:



1.) Turn all face-down GERMAN units face-up.



2.) Remove “Disrupted” markers from ALLIED units.

2.  German Player Segment

a.  German Replacement Phase:

1.) Introduce new units/supply/replacements/independents/corps

2.) Advance units along German Strategic Movement Track.



3.) Conduct on-board replacement



4.) Remove “Cut” markers



5.) Move Train units from Return box to Ready box


b.  German Movement Phase:



1.) Check 8 hex supply route; mark unsupplied units



2.) Move all German units



3.) Execute Rail Movement; place used Trains in Return box


c.  Allied Mechanized Movement Phase:



1.) Check 8 hex supply route; mark unsupplied units



2.) Move Allied units with underlined movement allowance, unless




disrupted, unsupplied, or adjacent to German unit


d.  Allied Defensive Fire Phase:



1.) Allied AT and Artillery units may fire, without loss



2.) INVERT all ranged units that fire


e.  German Combat Phase:





1.) German units execute and resolve ground combat (verify supply status)



2.) INVERT all supporting German ranged artillery units



3.) Expend Supply units


f.  Reset Phase:



1.) Turn all face-down ALLIED units face-up


2.) Remove “Disrupted” markers from GERMAN units


3.) Advance Turn marker one turn box

