SET-UP VICTORY CONDITIONS

ALLIED: Set up first, anywhere on board D. German player wins if he can clear a path from East to West edge of mapboard,
GERMAN: Set up second, anywhere on board C. uncovered by Allied units or fire by the end of the Allied move in turn 10.
SPECIAL RULES Allied player wins by avoiding German victory conditions.

No more than four aircraft counters may be on the mapboard at the same time.
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SITUATION NO. 25 May 17, 1940: De Gaulle's 4th DCR attacks the flank 0o ]
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ALLIED: Set up second, on or South of the K hex row. 5 : z 3 4 -
VICTORY CONDITIONS
The Allied player wins by controlling one or more of these three towns: Nece, German player controls Nece, St. Athan and Artain: MARGINAL German
St. Athan and Artain, victory.
Allied player controls one town: MARGINAL Allied victory. No Allied unit is present on or North of the Q hex row and the German player
Allied player controls two towns: TACTICAL Allied victory. controls the three towns mentioned above: TACTICAL German victory.
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