
 

The name of the game clearly  
indicates which campaign and  
battle is being simulated-the  
fateful date is when Allied forces  
invaded German-occupied France  
at a place called Normandy. I  
have always been interested in  
this particular campaign, having  
picked up at least six different  
games on this battle. JUNE 6  
allows players to test out possible  
alternative outcomes of this  
decisive battle. GMT's effort  
results in an interesting game.  
The mechanics work smoothly.  
Both players have enough deci 

sions to make the game interest
ing. 
 
I will cover the smaller Cherbourg  
scenario [Playbook section 4.0] to  
introduce new players to nuances  
of play, get them into the game  
sooner and conversant with some  
tactics and strategy. These can  
prove invaluable in later sce 
narios and the campaign game.  
The Cherbourg scenario is rela 
tively small, involves no rein 
forcements, and has easily identi 
fiable victory conditions. 

The scenario victory conditions 
require the American player to  
remove all German units from the  
map and control all Cherbourg  
hexes by the end of the fifth of the  
six turns available. In the drive of 
VII Corp to take Cherbourg, it is  
easy to overlook that the Ameri 
cans must also remove ALL  
German units to win. The German  
player scores a Minor victory by  
having a unit remaining on the  
map, at conclusion of the fifth  
turn, no matter its condition.  
Hold out another turn and that  
becomes a Major victory. So how 

  



 

do the players accomplish vic-
tory? Let's look at the Americar 
side first. 

German units outside of the  
Cherbourg Command amount to  
20 steps with ten Disrupt Level 1  
markers apportioned among  
them. By the end of turn 2, a total  
of seven of these units will be  
eliminated due the effects of  
isolation without the American  
player doing a thing. The  
Cherbourg Command's units are  
not subject to isolation until a hex  
of Cherbourg is taken [5.22].  
Therefore, a primary goal of the  
US player is to take a least one  
hex of Cherbourg, as this will  
hasten the demise of this  
command's units. By turn 5, all  
units outside the Cherbourg  
Command will be eliminated due  
to isolation. Remember, isolated  
units cannot undertake a refit  
action [21.23]. As there are not  
enough turns in the game to  
simply allow this natural attri 
tion, the US player needs to speed  
this process along. The means to  
achieve this is the application of  
forces to achieve Disrupt markers  
on those units that do not start  
with one, while increasing the  
level on those that do. Bombard 
ment is an excellent means to do 

  
to achieve a Reduce result. Many  
combat results also inflict Disrupt  
results, and the Disrupt marker  
works against your opponent's  
counters in every End Phase. 
 
While the major aim of Bombard 
ment here is to achieve a Disrupt  
result, a Pin result helps to keep  
the German units from being  
troublesome. Corp Artillery is the  
best due the +2 modifier. When  
you move this unit, make sure  
that enemy units are going to be  
within range during the next  
bombardment phase. The Naval  
bombardment is your next most  
effective-it suffers no adverse  
DRM modifiers when used in 

single counters. Your airpower 
requires two units to avoid  
suffering a -1 DRM. I prefer to 

 

cannot be used elsewhere. Bom
bardment is carried out before  
your units move, so bombard  
with single ships and Corp  
artillery against German units  
within range to prepare for your  
attacks. Do not bombard  
Cherbourg Command's units  
until a hex of the town has been  
captured. While able to trace to  
the town, these units can under 
take refit actions and repair any  
damage caused. 
 
A second task of the American  
player is to prevent German units 
from retreating towards  
Cherbourg and taking a position  
in the defence perimeter. This can  
be achieved by the Pin result on  
the Bombardment table and  
judicious zone of control (ZOC)  
placement to hinder the German  
movement of units. Take note that 

Cherbourg Command's units are 
prevented from moving into a  
strongpoint hex more than three  
hexes from a Cherbourg hex  
[Playbook page 101. This means  
that hexes 4714, 5006 and 5206 are  
out of range of a Cherbourg unit  
from garrisoning it. Therefore,  
any garrison will need to come  
from units outside the fortifica 
tions. Use bombardment and ZOC 
placement to pin those units that  
are able to garrison those hexes. 

  

to attack and push forward to 
Cherbourg. When considering  
which enemy unit to attack, pick  
a unit that can "absorb" any  
Disrupt results. If the German  
unit has a level of disruption that is 
going to see it eliminated at the end 
of the turn anyway, then  
other more profitable units  
should be your target for attacks. 
 
Your opponent is going to strive  
to keep German units on the 

  

 

save the aircraft and use 
them to modify the  
combat rolls, but you  
should consider them  
for bombardment if they 

this. Use the Naval  
counters, Corp artillery  
and Airpower to bom 
bard units. Do not be  
disappointed if you fail 

The victory conditions 
make no mention of the 
state of American units 
at game end. Press the 
VII Corp hard-using it 



 
board; be vigilant for these units  
that will attempt to avoid combat  
and run to far edges of the board.  
You need not maintain a continu 
ous front in this scenario, as the  
German can only run so far due to  
map limitations. Your airpower  
units can attempt to disrupt units  
wherever they are. I have never  
seen American units have their  
supply seriously threatened in  
this scenario. Basically US supply  
is not defined in the scenario and  
therefore has the dubious distinc 
tion of tracing to a beach that  
doesn't exist on the map. I played  
the scenario such that a road that  
exited the South or East edge  
provided a valid LOC. This  
allows the American too many  
paths of supply for the slow  
moving Germans. Remember, RE  
activating units have no strategic  
movement. 

Initial attacks 
should see the 
US 4th Division 
attack hex 4021 

(Montebourg) by surrounding  
this hex with attacks from 4020  
and 4022. With two aircraft  
committed, it is easily to obtain a  
+10 DRM combat roll (+2 for  
odds, +1 disrupt, +2 multi-hex  
attack, +1 arm superiority, +2  
cohesion difference, +2 artillery,  
+2 aircraft and -2 for terrain. The  
79th Division attacks both German  
regiments in Valognes, aiming to  
create additional Disrupt results  
on them. Lastly, the US 9th Divi 
sion attacks hex 3808, again the  
intent is to cause disruption. 

selecting Assault in all their  
combat choices. Should the  
Germans select Stand, the down  
side is the possibility of a Bocage  
ambush causing Disrupt results  
on the assaulting units. This  
should not dissuade you. The  
ambush requires a die roll and is  
therefore not an automatic "hit."  
More beneficial to the Americans  
in an Assault/Stand combat, out  
of the ten possible unmodified  
results, there are five that have a 

Disrupt element for a single 
defender. For the German "re 
treat" option, we see only one  
Disrupt out of the ten possible  
unmodified results. The American  
is looking for Disrupt results, so  
any German choice of Stand plays  
into this aim. The more likely  
German selection of retreat  
prevents a Bocage ambush from  
happening and conversely re 
duces the German chance of  
receiving a Disrupt result. Very  
few American attacks cannot  
drum up at least a +4 DRM  
(Artillery, Multi-Hex attack,  
armor, odds, cohesion difference  
and/or defender Disrupt). This  
changes the results from the  
combat table to six disrupts out of 
ten for a defender Stand option  
versus five out of ten for Retreat.  
Thus, the risk of ambush during  
your Assault is rewarded with  
more Disrupt potential, if the  
German player elects to Stand. 
 
In sum: 
 Use your bombardment assets  

to inflict Disrupt results as  
often as possible. 

 Get a hex of Cherbourg as 
soon  
as practical to cause the  
Cherbourg Command units to  
start suffering from isolation  
effects. 

 Attack with the intention to  
cause Disrupt results on the  
most profitable units. Select  
the Assault option and envi 
sion a German Retreat selec 
tion. 

 Move VII Corp HQ with an eye  
to where it can bombard next.

The Germans face a very uneven 
contest in this scenario. Your units  
are weaker than the  
Americans and will be destroyed  
by natural attrition even should  
the Americans not attack them.  
They all activate in the RE phase  
with all the consequent restric 
tions that places on you. Map  
restrictions of the scenario limit  
where you can run in an attempt  
to escape the Yanks. 
 
First, the German player must  
realize that he is rarely strong 

enough to attack. German attacks 
would help the Americans by  
causing Disrupt results at a rate  
greater than he could cause alone.  
Look at survival as your best  
opportunity for victory, avoiding  
the effects of attrition, staying  
away from the Americans, and  
winning by remaining on the  
board. Unfortunately, during the  
first turn, there is nothing you can 
do while the American Corp  
assault is played out. Those three  
US Divisions, each attacking  
twice, are going to do substantial  
damage to your units and make  
what follows more difficult. 
 
Always present a single counter  
for your opponent. This automati 
cally prevents the combat result  
allocation codes of B and C from  
applying to you. Where possible,  
place your units such that the  
Americans will have difficulty  
moving to attack them-trading  
space for "life" so to speak. Use a  
single counter that is likely to  
depart the game due to isolation  
effects as your delaying unit.  
Place it to receive the attack and  
allow longer duration units to  
avoid combat. 

combat choice. For the reasons 
elucidated in the American  
section, this reduces the amount  
of Disrupt results and allows the  
units to fight elsewhere. The  
disadvantage is the loss of the  
possible Bocage ambush result.  
Think of this as a small price for a  
little gain. The unit will be able to  
be used elsewhere and is one  
more unit on the board for the  
Americans to hunt down. Many  
of these can add up to frustration  
for your opponent. 
 
Keep in mind the fort hexes that  
the Cherbourg Command units  
cannot cover due to their sce-
nario-defined movement limita 
tions. These need to be covered  
with units from outside the  
Command. 
 
When everything falls apart and 

  

You should  
generally pick  
Retreat as the  
German

Irrespective of  
the terrain, I  
favor the  
American 



 

  

Cherbourg has lost a hex to the  
Americans, then the best you can  
hope to due is scatter your re 
maining units. Send the units as  
far and wide as possible, one unit  
per hex. 

The scenario is very difficult for  
the German player to win. In my  
playings, I've found that the best  
the German player can achieve is  
to have units on the board at the  
end of the third turn (and not  
many at that). By the fourth turn,  
all German units were destroyed  
and Cherbourg taken, the average  
roll had been around four for the  
Americans. I believe the scenario  
could be balanced by reducing the  
turn length by one and alter the  
respective victory conditions by a  
like amount. The Americans have  
a real challenge now and the  
German player can reasonably  
select Stand with the hope of  
bloodying the noses of the ad 
vancing Americans, perhaps  
delaying their entry into the great  
port. 
 
 
All up, JUNE 6 is an excellent  
game and the Cherbourg scenario  
is a good learning experience. I  
look forward with great anticipa 
tion to my next "landing." 

  
Rule 13.1 indicates Disrupt results  
from combat are cumulative.  
Bombardment results have been  
ruled to be cumulative as well.  
Any Disrupt result on the Bom 
bardment table are handled in the  
same manner as combat-accrued  
Disrupt results. 
 
The comprehensive Errata,  
Clarifications and FAQ can be  
found on the GMT Games website  
(www.gmtgames.com) by finding  
the "Games" button and going to  
"June 6"-hit the "Errata" icon. 

  


