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Duration and Scope of the Game:  7 turns - April I to June I.  (April I was actually only April 9-10 and demonstrates the instant effectiveness of prior planning and preparation.)
Victory Conditions - a Victory Point margin of 1 is a Marginal Victory - 2 is a Strategic Victory worth 2 games:  
Norwegian and Allied:  If the Germans fail to achieve victory, Norway and the Allies get a victory point.  If N&A win and  there are more Norwegian than German units are left in Norway at the end of the game, N&A get another victory point.  The sinking of naval groups worth more than 9 in combat factors - gives the opponent another victory point.  (Historically, the Germans lost the equivalent of the game's Naval Groups I, II, and III. !)
German:  If the Germans control 5 of the red-underlined victory objective sectors including Oslo at the end of the game, they get 1 victory point.  If they control all 6 victory sectors, they get 2 victory points.  As long as the Germans have an UnDisrupted regiment in Narvik, even if the sector is under Norwegian/Allied control, they may count it for victory.
Starting Forces and Their Deployment and Special First and Second Turn Rules - Historical Scenario:
Norwegian and Allied:  The Guards infantry battalion (II) start on Oslo, UnDisrupted as are the coastal defenses.  All other Norwegian units start the game on 9Apr40 - turn April I - unmobilized/Disrupted.  Their starting positions are listed on the mapsheet.  The Norwegian Gladiator fighter unit starts on the Fornebu airfield.  Except for the Norge and Eidsvold, which were too big and slow to hide, all Norwegian warships and the Fog of War piece start the game upside-down and are not revealed unless they attack or are attacked (by air or sea) in a sector.
Norwegian Unpreparedness:  In  Turn 1 only, Norwegian ground units may not recover from Disruption, if there are any German units in their sector, and if any of those German units are UnDisrupted regiments - before the German Recovery from Disruption phase - all the Disrupted Norwegian units are instead eliminated.
German:  Both parachute Abteilungs/units - file_0.wmf

 (small, II size units) - and all other ground units ready to be dropped and/or transported/landed.  All naval groups, and in each turn they are risked, Groups I-V and the Schlag Gruppe may each carry 1 regiment - not the Krupp panzer yet - of the German player's choice.  3 Luftwaffe air units.  On the first turn only, 2 regiments may be air-transported to airfields taken by parachute units, but are Disrupted upon landing.
First 9Apr40 Turn Nazi Treachery/Surprise:  On the first turn, all ground and sea combat die rolls are shifted 1 to German advantage, except:
Pol III vs. the Kriegsmarine:  At the entrance to the Oslo Fjord, Captain Leif Welding-Olsen of the little picket boat Pol III had the alertness ... and brass ... to confront the very powerful German Naval Group V and ORDER it to either leave Norwegian waters OR SURRENDER!  :-)  Therefore, any German naval group entering/attacking Pol III's sector - whichever sector the Norwegian player chooses that to be - must risk this confrontation.  On a die roll of the 5 best numbers, Norwegian warships and coastal defense for Pol III's sector are alerted, and are not penalized for Nazi Treachery/Surprise when rolling the die.

Ground Movement Phase:  UnDisrupted ground units may be moved 1 sector by the owning player or 2 sectors if the 2nd sector is empty or occupied only by friendly units.  A unit moving over a mountain range may not move more than 1 sector, and it is Disrupted unless it is mountain-qualified.  Mountain-qualified infantry:  file_1.wmf

   Not qualified:  parachute file_2.wmf

, cavalry file_3.wmf

, regular infantry file_4.wmf

, and tanks.
Note that Åndalsnes to Dombås is not a mountain range.  (It is Gulbrandsdal - Gulbrand's Dale/Valley.)   Units may not cross the Elverum/Dombås/Oppdal/Røros corner.
Unless moving into an enemy sector having a friendly unit (Disrupted or not) already there - including a just-dropped parachute unit - a ground unit in a sector with UnDisrupted enemy units may not move on land out/past those into an enemy-controlled sector, unless there are twice as many UnDisrupted friendly units as UnDisrupted enemy units in the sector being left or unless being accompanied by a tank unit.  Units crossing the Sogne Fjord from Førde to Bergen or Telemark or vice versa are Disrupted, unless they are Norwegian.

Reinforcements and Withdrawals:
Allied Reinforcements:  Turns 2-6, 3 Allied units (including RAF squadrons) may land in Norway per turn - alternating British then other ally, then British, etc.  2 Norwegian or Allied units may instead be moved by sea from one coastal sector to another.  There may be only one of these movements per N&A player-turn, and they are done with a die-roll-determined escort subject to German naval or air interception/attack at sea.  On Turn 2, the Alta battalion appears UnDisrupted on Bardufoss, whether or not there is a German unit there.  On Turn 4, the Varanger battalion appears similarly.
German Reinforcements:  As many as can be brought in by ship or air - see rules below.
Replacements from Lost/Eliminated Units:  There are none.
Withdrawals:  At the start of the last Norwegian/Allied player-turn, all non-Norwegian Allied units are removed from the mapboard because of the Fall of France.
Control:  Starting the game - before invasion - all sectors in Norway are of course under Norwegian/Allied control.  A sector - its airfield and harbor core - otherwise changes to come under friendly control at the instant there is at least 1 UnDisrupted friendly regiment (I I I) or brigade (X) in it, while there are no UnDisrupted enemy regiments or brigades in it at that moment.  If both sides' units are Disrupted, control is retained by the side which had it.  For German control of a sector, place a German marker on it.  Remove that when German control is lost.  An air unit based in a sector which is lost to the enemy must immediately transfer to another friendly airbase within a range of 3 sectors.  If it cannot, it is destroyed.  Unless it is trapped - see below - a naval unit/ship must similarly immediately leave a lost sector for a friendly coastal hex.  Control of a sector controls its coast defense artillery emplacements, although reduced for the Germans and destroyed entirely if lost by them too.
Supply:  To be in supply, German ground units must be able to trace a line of sectors, starting with the one behind them, under German control back to and including Oslo or Kristiansand sectors, whether or not there are any Norwegian/Allied units (still) in them.  If any unit arrives - lands by sea or air - in a sector UnDisrupted, it brings Supply to that sector for that turn.  German units in a sector they control which has an airfield are in supply.  Ground units out of supply may not attack, although they (with the exception of tanks) may still move and fire defensively if attacked, and they may be recovered from Disruption.  Norwegian units are never out of supply.  Other Allied units must trace a supply line to any friendly-controlled coastal hex.
Disruption:  A Disrupted unit is flipped over and not recovered to the owning player's control until the very end of his turn.  A Disrupted unit may not move, attack, or defend.  It may take a hit, which causes its destruction.  After the first turn, Norwegian units which are not mountain-qualified may not be recovered from Disruption in a German-controlled sector.  Mountain-qualified infantry:  file_5.wmf

   Not qualified:  parachute file_6.wmf
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, and tanks, of course.
Air Operations:
Range and Basing:  A German air unit has a range 3 sectors away from any airfield in Norway in sectors under German control.  From Denmark, its range is only at a range of 2 to Kristiansand and Stavanger, and at a range of 3 Bergen, Telemark, and Oslo sectors.  All 3 German air units may be based in Denmark.  In Norway, the trangular airfields can base a maximum of 2 air units, while the X airstrips only base 1.  (Thus with both Fornebu airfield and Kjeller airstrip, Oslo can base 3.)  Allied fighter units' range is up to 1 sector away.
Bombing:  The German air units are committed to their target sectors.  At a range of 0-1, 2, or 3 sectors away, an UnDisrupted N/A unit in the target sector is Disrupted on a roll of 4-6, 5-6, or 6 respectively.  Already Disrupted units are not destroyed (presumably already being dispersed and less of a target)..
Allied fighter units' interception range is 1 sector away from any airfield in a sector under Norwegian/Allied control.
Die roll for Royal Air Force Hurricane 46. Squadron, Nor. Army Air Service Hawk 75As, and U.S. Marine F2A Buffalos:
1:  German air unit - KampfGeschwader - destroyed! ... along with any parachute unit and air-transported regiment.
2-3: German air unit's mission stopped, but it is not destroyed.
4-5: N/A interception fails, but Norwegian/Allied air unit not destroyed.
6:  N/A interception fails, and air unit destroyed!
For the NAAS Gladiators, RAF 263. Squadron, or carrier air groups, add 1 to the die roll.

German Air Attacks on Ground Units, Coastal Defenses, and Ships:  In any sector it is attacking and not intercepted, a German Luftwaffe unit may do all of the following:  attack each N/A ground unit (individually), shift a seaborne attack against coastal defenses by 1 on the die, and attack Norwegian ships at a strength factor of 2.  It is also required, to accompany a paradrop and air assault in a sector.




Fleet Air Arm Squadrons:  British carrier air groups (represented by the Fairey Swordfish unit) may intercept German air units in a sector and/or during any N/A player-turn (including the first) may attack German naval groups - at a strength of 3 - those Swordfish pilots were good - in such a sector.  It may do so in Allied Sector Group A and (only up through turn 4) Sector Group B.  It may not attack a sector where a German air unit is based.

German ParaDrop and Air Assault:  In any (not just airfield) sectors within Luftwaffe range in any turn, up to 2 parachute units may be dropped, if each is accompanied by a Luftwaffe air unit.  A parachute unit dropping on an empty sector generally has a 67% chance - die roll of 1-4 - of surviving its paradrop.  If the sector has at least 1 UnDisrupted enemy regiment, its the parachute unit's success chance drops to 50% (1-3).  Thanks to Unpreparedness, its success chance improves 17% - shifted 1 number on the die to its advantage.  If it is successful in landing in a sector and that has an airfield, a German regiment may then be immediately air-transported into it, although it is Disrupted upon landing - limit of 1 such air-lifted regiment after the first turn.  If the paradrop fails and the parachute unit is elminated, the air-transported regiment is just returned to its takeoff base - it is not destroyed, unless its air unit has been destroyed by Allied (Hurricane) interception.

German Air Transportation:  After the first turn, 1 German regiment - but not the Krupp Neubaufahrzeug heavy tank panzer :-) - may be air-transported to any airbase in Norway within range of another airbase in a sector under German control or Aalborg/Denmark.  They are not Disrupted upon landing, and the sector is automatically considered to be in supply.  This is instead of an Air Assault described above.

Naval Movement and Transportation/Landings - General Rules:  An owning player's Norwegian or German naval units may move to any other sector (or back to "Germany," the Turn Record Track) before combat in his/her player-turn.  Unless they have been forced to withdraw, those naval units stay there, until the next turn's phase in which they can be moved again.   A German naval group must transport/accompany a ground unit to any sector in German Sector Groups B and C, and if that sector is under Norwegian/Allied control, it must first fight an Allied naval group, before any coastal defenses or Norwegian ships.
On the first turn, up to 6 German ground units may sail in/on naval groups to Norway from Denmark or Germany to invade Norway; thereafter, only 4 per turn may sail.  After the 1st turn, in German Sector Group A Transports 1-4 can carry them with no danger of surface interception by the Royal Navy.  (However, in each turn the Allied player may roll the die once for Allied submarine attack in German Sector Gp A - a 1 permanently sinking a transport, destroying its ground unit as well.  
Starting in the 2nd turn, only 3 German naval groups are available per game-turn, and then they must spend the next turn replenishing back in Germany to become available in the turn after that.  However, if not used in a turn once replenished, they can be saved to be used later, with another turn's 3 naval groups.
If moving from one Norwegian coastal sector to another, the most dangerous is used for the sailing risk resolution.  Norwegian warships based in a sector which comes under German control are considered captured - lost.  Sectors are grouped by their general vulnerability to enemy naval and air forces.  
Group A for the Germans, C for the Allies includes victory objectives Oslo and Kristiansand.
Group B includes victory objectives Stavanger and Bergen, Førde, Åndalnes, and victory objective Trondheim.
Group C for the Germans, A for the Allies includes Namsos, Moi i Rana, Bodø, victory objective Narvik, and Harstad
German Airpower:   The  result is further shifted 1 number to the Germans' advantage if the German-attacked or -defended sector is within range of a German air unit - see above.Harstad
Sogn Fjord:    As long neither as the Bergen and Førde sectors are occupied by UnDisrupted enemy units, friendly forces may be landed at the head of Sogn Fjord, in Dombås and/or Telemark.  
Starting in Turn 2, in addition to the separate Allied naval attack, up to 2 Allied ground units may sail from off-board Britain or friendly Norwegian coastal sectors - either to land in combat on hostile shores or to move to reinforce friendly units already in a coastal sector.  If moving from one Norwegian coastal sector to another, the most dangerous is used for the sailing risk resolution.  The defending player rolls the die to try to stop the movement/landing.


Surface Naval Battles - Interception of Naval Groups:    To land ground units, German naval groups must first run the gauntlet of Allied naval units out at sea.  No more than 1 battle out at sea between German and Allied - British, French, and Polish - naval groups occurs per German or N&A player-turn each, if any.  Because of German Luftwaffe airpower, the naval battle out at sea will not occur in German Sector Sector Group A.  However, for each German naval group, there is a probability of 33% it will occur out at sea in SG B and of 50% in SG C.  (Any lingering possibility of a naval battle is resolved in the order of the northernmost sector with a German naval group landing in it down to the southernmost.)  These probabilities are reduced by 17% - 1 on the die - in the 1st game-turn.  There is no First Turn Nazi Treachery/Surprise bonus against Allied naval battle groups.
A German naval group (for example, 6-factor Schlag Gruppe having Scharnhorst&Gneisenau) out at sea and not being used to transport ground units may (first) seek the battle out at sea - probably in German Sector Group C - increasing the basic probability 17%.  However, a German naval group looking for battle may not carry a ground unit.
Naval ship units must individually attack all enemy naval ship units individually - owning players decide which fight first - in a coastal sector before attacking coastal defense units.
Once German naval groups/missions have been committed/stated, the strength of the Allied naval group is determined by a roll of the die, albeit -2 in Sector Group B, if the Germans control the Stavanger, Bergen, or Trondheim sectors - unless the number is even, in which case the aircraft carrier Glorious is assumed to be accompanying the group there.  The Allied player may voluntarily reduce the rolled number to an even number - to avoid being slowed down by an old battleship, perhaps.  (If a German naval unit destroys an even-numbered Allied naval group, Glorious is assumed sunk, and its air unit can no longer be used.)
During the N/A player-turn, an Allied naval battle group of die-determined strength may attack a German naval unit in any one coastal sector in Allied Sector Groups A and B, in the battle manner described above, unless intercepted and defeated - at least forced to withdraw - by a German naval group out at sea:  an arbitrary 50% chance (for both, if both so choose).  The Allied player would have already had to have created a ground-unit-transporting convoy - combat factor of 2 without Glorious - beforehand, and that would have to run the gauntlet of any German naval unit still out at sea as well as any German-controlled coast defense or German naval unit in its sector of landing. 
Coastal Defense Battles - all conducted individually between units at a time
Naval ship units must individually attack all enemy naval ship units individually - owning players decide which fights first - in a coastal sector before attacking coastal defense units; however, because of German Luftwaffe airpower none occur in German Sector Group A.  The strength of a coastal defense unit is the number of guns on its counter.  Each player rolls a die for a number to add to his unit's combat factor number.  If the resulting difference in compared total numbers is ...
Equal, the defender retains naval control of the sector (unless subsequently successfully attacked by another naval unit).  The attacker may still attempt to land a navally transported ground unit, but there is a 33% chance of it being eliminated, with it being Disrupted if it is not.
+ 1, the victor takes/retains naval control of the sector - capturing coast defenses - and the opponent's naval unit is immediately forced to withdraw for the rest of the player-turn.  (Defending naval ship units forced to withdraw up Oslo or Narvik fjords are instead trapped/scuttled/destroyed, if all other defenders are +1 or worse overwhelmed as well.)  If the defender was victorious, the  attacker may still attempt to land a transported ground unit, but there is now a 67% chance - roll the die - of it being eliminated.  If it isn't, it lands Disrupted.
+ 2, the opponent's naval unit is DAMAGED, and any ground unit it might be carrying/transporting is forced to withdraw.  Roll a die to see how many turns before the naval unit can return to the game, if ever.
+ 3 or more, the opponent's naval unit is sunk/destroyed, and any ground unit it might be carrying/transporting is destroyed as well.
Example:  After first individually sinking (but not silencing) picket boat Pol III and then sinking destroyers Garm and Troll (unhistorically deployed in Oslo Fjord), Scharnhorst&Gneisenau (6) attack (alerted/prepared) Oscarsborg Festning/Fortress (3), the initial difference being 3 to the German's advantage.  The German player (disastrously) rolls a 1 on the die, while the Norwegian player miraculously rolls a 6!, for 7 vs. 9 ... meaning S&G are DAMAGED - only a 1/36 chance - (for however many turns) and any ground troops they may have been carrying forced to return to Germany.(These battles may instead be resolved using my also free Naval Action! naval miniatures rules and Norway scenario components - or those by someone else - but as playable as mine are, that would take much longer.)

Mines:  RNoMS Olav Tryggvason was a minelayer.  During the N/A sea movement phase, it may lay a minefield - marker upside down - in 1 sector either before or after moving (but not both)..  The dummy minefield marker may be put out (upside down) in another sector, if the OT has not yet been attacked/exposed.  Against German ships entering it, a minefield strength is 3, against an Allied naval group 0, and against a Norwegian warship -2.
   
Ground Combat:
The attacking/phasing player may make attacks during his player-turn, but is not required to do so.  Only UnDisrupted units can fire.  The defending player (whose attack phase it isn't) fires first and his hits take effect before the attacker fires/attacks.  A player may apportion the hits his units must sustain any way he wishes.  The first hit a regiment or brigade takes Disrupts it - flips it upside down.  At the moment of Disruption, a defending but not an attacking unit may be retreated to an adjacent sector under friendly control.  A second hit on an already-Disrupted regiment or brigade destroys it.  Note:  By contrast, a single hit on any parachute or tank unit or any battalion destroys it.
UnDisrupted German and Norwegian regiments from the same division may combine their combat factors on both attack and defense - example:  a German regular infantry division with all 3 UnDisrupted regiments scores 1, 2, or 3 hits on die rolls of those numbers, depending on how many are together.  The British and French units marked with a "+" may be combined within their nationality with a unit similarly marked, scoring similarly.  The Krupp Panzer may be combined with any Gerrman unit.  Tanks can only attack.  The Polish brigade scores 1 hit on a die roll of either 1 or 2 - the Poles wanted revenge! - but all other units (like the Norwegian cavalry/dragoons, independent battalions, or the parachute units) attack individually, scoring 1 hit on only a 1.

Game-turn Sequence:
I. German Player-Turn:
  A. German Ground Movement
  B. German Reinforcements are Designated and German Air Operations Executed.
  C. German Sea Movement, Battles, and Landings.
  D. German-initiated Ground Attacks/Battles.
  E. Recovery of German Units from Disruption.
II. Norwegian and (Other) Allied Player-turn:
  A. Norwegian and Allied Ground Movement.
  B. Norwegian and Allied Reinforcements are Designated.
  C. Norwegian and Allied Sea Movement, Battles, and (after First Turn) Landings.
  D. N&A-initiated Ground Attacks/Battles.
  E. Recovery of N&A Units from Disruption, unless Prevented

Historical 9Apr40 Location of Norwegian Warships - if this variant is used, the Germans must take all 6 victory objective sectors just to score a Marginal Victory.
Oslo(/Horten):  

Non-Historical Variants - Players may use more than one of the three:  

Norway Prepared!  On the 1st turn, all mountain-qualified Norwegian units are UnDisrupted.  Also, the Norwegian Army Air Service has its Curtiss Hawk 75As assembled and ready to fight, andd based in Oslo.  However, to win the German player now has to have 1 less objective sectors including Oslo under his control at game's end. 
Norway Alerted!  Norway is alerted (by British intelligence? sympathetic Danes?) about the impending Nazi attack.  Therefore, the German player gets no Nazi Treachery/Surprise attack bonus on the first/9Apr40 game-turn.  However, to win the German player now has to have 1 less objective sectors including Oslo under his control at game's end. 
Early Neutrality Patrol! - Pre-WW2 "NATO of neutrals":  President Roosevelt has convinced our isolationist senators that to prevent the war from spreading and dragging America into it, we should help defend neutral countries, especially strategic Norway.  On the 1st turn, the Norwegian player has the U.S. Marine reinforced rifle company to place anywhere UnDisrupted, as well as the Marine F2A Buffalo squadron.  He also has the 5 U.S. Navy ship units:  carrier Ranger, battleship Arkansas, scout cruiser Concord, and the 2 4-stacker destroyer groups.  However, to win the German player now only has to have 2 less objective sectors (including Oslo) under his control at game's end.

Playtesters:  Tor Mæhlum, Sebastian Marchesi
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