
These are the L2 changes to the Avalon Hill Breakout: Normandy rules. 
The map and counters of the L2 and Avalon Hill versions of the game 
differ only cosmetically. If you are working from the Avalon Hill game 
and you wish to play the L2 version, make the changes below to the 
Avalon Hill rules. The L2 version is the standard for WBC tournament 
play. Designer Don Greenwood and publisher L2 have authorized the free 
distribution of this document. --Nels Thompson, editor.

9.61 Add "Victorious Assaulting units may not voluntarily retreat."

9.63 Remove "D. Units may not end their retreat in excess of stacking 
limits (9.66)."

9.64 Remove "D. Fully-stacked Area (9.66)."

Replace 9.66 RETREAT INTO FULLY-STACKED AREA with: "9.66 RETREAT 
DISTANCE: A retreating unit must end its retreat in an Area Adjacent to 
the Assaulted Area, except that it may not end its retreat in a fully 
stacked Area. If forced to retreat to a fully stacked Area, it must 
retreat again, using the same retreat restrictions and priorities as 
before. Units unable to make a legal retreat must absorb any Casualty 
Points by disruption and/or elimination."

Replace 11.21 ALLIED LOSSES with: "Whenever an Allied unit is 
eliminated, the Allied player loses the Advantage if he already has it. 
If more than one Allied unit is eliminated in an Impulse, the Allied 
player must lose the Advantage and the German may immediately move the 
Advantage marker one space in either direction along the Impulse Track 
for each eliminated unit beyond the first. If the Allies don't already 
have the Advantage to lose, advance or retract the Advantage marker 
immediately one space on the Impulse Track at the German's option for 
each Allied unit eliminated."

Replace 11.22 GERMAN LOSSES with: "Whenever three German units are 
eliminated in a single Impulse (including a Double Impulse, but not an 
entire D-Day or Refit Phase), the German player loses the Advantage if 
he has it. If more than three German units are eliminated in an Impulse,
the German player must lose the Advantage and the Allied player may 
immediately move it one space in either direction along the Impulse 
Track for each eliminated unit beyond the third. If the Germans don't 
have the Advantage to lose, advance or retract the Advantage immediately
one space on the Impulse Track for each eliminated German unit in excess
of two at the Allied player's option."

Remove 11.23 SUNSET DRM.

Replace 11.24 SHIFT LIMITS with: "The Advantage can never be moved more 
than three spaces per player Impulse or off the Impulse Track regardless
of the number of enemy units eliminated (even during a Double Impulse). 
A player may choose to move the Impulse marker fewer spaces than he is 
entitled to."

After 11.4 DOUBLE IMPULSE, add: "Note that the prohibition against 

attacking the same Area twice in the same Impulse applies only to entry 
of that Area. Fresh units which begin an Impulse in a Contested Area may
use a Double Impulse to attack before or after a bombardment of that 
Area, or to combine with units entering that Area in a combined 
Assault."

Change 12.53 RESERVES. Remove this sentence: "The maximum daily impulse 
purchase is three per player." Add this sentence: "Impulse purchases 



cannot move the Turn marker off the Impulse Track; otherwise there is no
limit to the number of Impulses which can be added or subtracted."

Replace 16.13 CORPS ARTILLERY with: "Corps Artillery (noted by the white
oval over its ID) can support any attack made by units of its own 
nationality. However, whenever more than one Corps Artillery unit 
occupies the same Area, if one fires, the others must support the same 
attack at the rate of +1 per unit. One Corps Artillery unit cannot 
attack while another friendly Corps Artillery unit remains Fresh in the 
same Area. This means that if Fresh British and American Corps Artillery
occupy the same Area, when one fires the other becomes spent without 
firing.

Add 17.11 Weather Exclusions: A Weather change cannot occur during a 
Naval or Air Bombardment Impulse.

Add 17.12 Daylight Savings Time: The Advantage marker does not advance 
on the Impulse Track during a Naval or Air Bombardment Impulse. However,
the day can end on a Sunset roll < the current Impulse number during 
such an Impulse.

17.3 Remove "Unlike all other impulses, however, Air Bombardment does 
not advance the Impulse marker, although a Sunset DR is still made to 
determine if the day ends or the Weather changes." NOTE new 17.12, 
however, that the day can still end.

19.3 Remove "The number of landing reinforcements and Allied units 
already in the Beach Area may never exceed ten during each Landing 
impulse." 

19.4 INTERDICTION Remove the sentence: "Each Allied unit landing at a 
Beach Area must be stated before any Interdiction is resolved." Add this
sentence: "If the first reinforcement to land in an Impulse is subject 
to interdiction, any remaining reinforcements to land during that 
Impulse are subject to the same amount of Interdiction even if the 
interdicting Coastal Artillery has been spent, disrupted or eliminated 
in the interim."

20.1 OVERVIEW Remove the last bullet on bridges changing hands: "Both 
connecting Areas become friendly-controlled." Add this bullet: "Both 
connecting Areas become Free."

Change 20.3 BRIDGE SEIZURE. Replace "If successful, all other units must
pay one additional MF when crossing the seized bridge during the impulse
it was seized" with "Regardless of the outcome, all other units must pay
one additional MF when crossing that bridge during any Impulse in which 
a seizure attempt is made."

Change 20.5 BRIDGE MODIFIERS. Remove "Repair/Demolition drms depend on 
the status of the two Areas on either side of the bridge." Add this 
instead: "Repair/Demolition drms depend on the status of the two Areas 
on either side of the bridge at the start of the Impulse."

Replace 22.1 BREAKOUT with: "The Allies win if they achieve a Breakout 
by controlling a Zone with a supply line to any Beach and can hold it 
and the supply line till the end of the current day."

22.2 WEEKLY VICTORY CHECK. Change "The Allies win by having ten or more 
Victory Points..." to "The Allies win by having 9.6 or more Victory 
Points..."



22.3 Remove "Allied possession of the Advantage is worth one Victory 
Point."

Additions to the FAQ

Q: Must the Allied player make a Sunset DR during an assault impulse 
where no assault is resolved?

A: Yes. Make the Sunset DR at the end of an assault impulse where no 
assault is resolved.

Version notes:

09 Feb 2014. The published version of this document is now 1.2.

Version 1.2 changes:
Added note to section 11.4.


