. should setup in hex 0514; the British RT/29 Armored Reglment (a 3-6)
_should setup in hex 0607, :

_ (20.29) (Omission) The bridge from Hottem to hex 0721 is conszdered to
be blown at the start of the game

 SEDAN

(21.3) (Addition) If the German Player exits 30 mechamzed strength .

points off road hexes 0301 or 0107 sad controls Sedan at the end of the
 game, he is not required to exit an additional thirty strength points off the
west edge of the  map; but must fullfﬂl the other v1ctory conditions.

,CAMPAIGN RULES

(25.21) (Correction) The French 3 Spahl Bngade (@ 1-49 should setup in
_C1307; the French 1 Cavalry Brigade (a 1-4) should setup in C0518 The
Belglan 2¢e/2c (a 1-5) should setup in C1013. -

(23.22) Some of the German infantry divisions settmg up on the map have
their setup hexes incorrectly designated. See corrections below. Note that -
. German \xmts may not setup west of the westwall hexes.

Units , . Correet Setup hex

4/ 94/329/32 o . Bo4ln

183/62 164/62 190/62 . . B09M

 28/8 38/8 B4/8 - o Bl422

. 7/28 49/28 83/28 o ‘ . , . Bl

- 451/251 459/251 471/251 . BIDIO ‘
~ (25 23) The German Panzer Reglment demgnated 10/8 (a 6-6) should not ,

appear as 4 reinforcement on Turn 1, but instead on Turn 6. The French

. Cavalty Bngade designated 4/4 DLC (a 4-4) is marked “opt” but actually .

- should appear in the standard game on Turn 4 at entrance area “J.” The

14/4 DLC unit (a 2-5) should appear as areinforcement on Turn | instead

_ of Turn 2. The Sedan reinforcement track is correct for the campaign o
. _game with respect to the entry areas of the French units common te both

the games; the entry areas on the appmpnate counters should be 1gnored '

 BATTLE OF THE BULGE '
_{29.25) (Addition) umt in B0417 should also start in an Improved
Position,

@0, 34) (Correction) The 9H Panzer Division arrives accordmg to the

- _ errata in 18.12. The 2DR Panzer DlVlSlon arrives on Tum 10 mstead of

Tumn 8.

@09y (Correcuon) All G:rman units are automaucally in supply for the .

rst four Game Turns..,

. '(32 42) (Ccrrectmn) Each German mfantry step ehmmated -1Vp
’ _ Each German mechanized step eliminated: -2 VPs
. Each German artﬂlery or engineer umt elunmated 2
¥Ps
B4 21) The setup hexes of the umts below should be changed to that hsted .
~ below for the 22 December scenano

German* 5/3F) — Bi3l6 - A]hed 334/84 - A0518 ;
16/116 - B0701 - 333/84 ADB192
. 335)84 . A(D]S
CCR/3 — BOBO1
119/30 — BI1308
. (Omission)
- Br. 34 - AlGD6
ArmBrig ‘
IP in B1415 mstead
of B1515 '

- SUGGESTED RULES CHANGES

 The followmg rules changes are not oificial SPI errata but ate suggested

. by the designer to increase hlstorlcrty and balance

6.0 March Mode

6.1 1t costs all units one half of thetr Movement Allowance (munded up) .
to enter March Mode. It costs nothing to leave March Mode. -

611 A unit may enter March Mode even though it does not begin its tum

_ on a road hex. All other restrictions still apply. , ’
62 ‘Units in March Mode fay move through road hexes, ‘non-road‘

_hexes, or combinations of both. Units in March Mode move off roadsat '

the normal terrain cost (as described in 6.24). Units in March Mode may

transverse any terrain except unbridged river hexsides. Example: A 7.6 "
__armored unit in March Mode would have a March Mode movement

allowance of 18 and could thus move through six hght woodg hexes off
_theroad. , ‘ ‘

9.14 Second Combat

it and only If. an attacker teceives 2 “no result” ina battle5 he may dacxdek .

. to immediately attack again in a special second combat called an .
- ,Escalatmg Assault, The attack is carrwd out exactly as was the prevxous
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combat w1th a second dre roll at the same odds. Regardless of the result

_ however, the attacker must take 4 step loss from one of his attackmg units
that participated in the assault. An Escalating Assault Tnay be executed

only once for each unsuccessful attack. The loss taken is in addition to

any other oombat result that may be apphed agamst the attackmg umts

100 Arﬁllery

" U.S and Brmsh artﬂlery units have their. range 1ncreased to four hexes . 'f .

_ and their FPF strength increased to “3.”
101 Arttllery Corps Subordination. Any number of amﬂery umts may

- fire in a barrage attack, so long as they all have the same corps

‘ designation. (Abolish the artillery portlons of I8 26 1925, 3094)

10 19 The barrage strength of artillery units i is also halved when firing into o

, woods or dense forest hexes,

o 18211921, 30.12 The Alhed player may not attempt to blow bndges on '
Jum 1or Tum 2. .

21 22 The German player receives three Air Pomts each Game ’I‘urn

. ,21 23 Two times during the course of the game, the German player may ‘
expend more than one Air Point on. combat support for a single attack.

26.31 The Germian playet receives five Air Points per game turn, whichhe

_may use in accordance with Section 14.0. Three times in the pame, the

. German player may expend more than one, but not more than three, of
_ his available Air Pomts to ard a smgle attack (not defense} wrth combat[-'

_ support...

v . 304 The German player does not. recerve Air Pomts on Tum 4 or 5 but -

does have one avaﬂable on Turn 30. -
FURTHER OPTIONAL RULES

' 'The desrgner offers the followmg optronal rules to players mterested m

’ addmonal hlstortcal detail at some expense m playabxhty
"(16 4) ARMOR SUPERIORITY ’ \

A tactical superiority in armored forces was at times deClSWC in the:, o
Ardennes fighting, although the nature of the terram dxd serve io hrmt .

their effectrveness

Uo4hlfina battle, the attacker or defender possesses an armored or' -
_recon unit and his opponent has none, then the player owmng the armor -

is said to pOssess Armor Superiority.

UsanA player pOSsessmg Armor Supenorrty may shife the combat odds -
of the batile one eolumn in hrs favor (rrght for the attacker left for the -

. defender).

543 Nerther player may utrhze Armor Superronty in any battle in
which the defender occupies 2 town, Jmproved position, city, westwall or
heavy woods hex. Also. the attacker may not possess Armor Superlonty‘ .

if any of the units he is attacking in a battle are adjacent to a fnendly .
armor enpineer or recon unit or if all his partlcrpatmg armored umts are.

k attacking across a river, brrdge or ford hexside.

(16.44) 1f the attacker must take a loss in a battle in which he used Armor' '
_ Superiority, the losses must be taken by the partrcxpatmg friendly
_armored units(s). A defender usmg Armor Superrorxty is not bound by .

- such a restriction.

(16.5) SURRENDER \
Certain infantry divisions on both srdes were eompletely “green.” Thrs
had rather obvious morale problems which becarmne particularly acute if
the green unit was out of supply and surrounded by the enemy. As

_demonstrated by the 1] S, 106th Drvmon in the actua] battle, thls could ‘
. lead o outnght surrender. ' -

(16 5D Any umt from any of the followmg dmsrons are consrdered to be .

“green:’ ,
U.,S. t British - French Ger,man (f44 only) .
106,87,  (nong) . 53, 55, 61, 62 352 560
99,95 . 18,26, 71

{16.52) Roll the die for each green unit or stack of green umts that are -
_isolated at the beginning of the enemy player’s Suppiy Determination
~ Phase. A roll of “six” and the unit or stack in question is considered tobe

_ eliminated during that phase. This is checked each trme durmg the enemy -

Supply Determination Phase.

(16.53) If a green unit is stacked with a non—green umt ot umts, 1t is not :
considered to be a green unit at that moment for the purposes of tlns ruie,

’ regardless of supply state.

(16 6) COMBAT ATI"RITION r ' .
__ To more accurately simulate the actual combat attrition sxtuatron in the
‘Ardennes, the following changes are offered.

1) Combat Result “B” = Affected units lose one step each aud must be

tetreated two hexes or take two additional step losses.
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2) Combat Result “Eng” = Attacking plaver must lose at least as many

combat strength pomts as the defending player Defendmg player chooses
. first which unit will take the loss. \
3 Both players do not receive replacements untrl Game Tum 10.

. (lﬁ 7) DEFENSIVE FLANI(ING FIRE

_ Almost invariably in the Ardennes fighting, although the attacker would
_attempt to strike on a narrow front for penetration, he would often come
. under flanking fire from adjacent unengaped enemy units in the line,
_{16.7]) Although a unit or units adjacent to enemy units are not required
. toattack, if they do choose to attack, then all enemy units adjacent to the
_aftacking units must also be attacked (by the aitacking unit or units
_ themselves or by other friendly umts or by friendly artlllery barrage)

_(16 8) DISORGANIZATKON IN. ADVANCE
All combat tends to be disruptive. This particularly affected armored
_ infantry units which had to dismount for battle, and then later found it
. difficult to rapidly follow up an eneny retreat.

oy 6801 If the advancmg units are armored infantry umts, or include
_armored infantry units, then those units must stop upon entering the first
_enemy controlled hex, including the first hex entered during the advance.
_ This is not true, however, for armored OF recon umts, which may advance
as stated in 9.73. . . .

- (16.9) HEAVY SNOWS ’ r
. Because of the bitter Wmter and heavy snows in the later part of
_ December, the offensive capabilities of ‘both sides were severely limited.
- s 91 Begmmrxg with Game Turn 27 of the '44 Campalgn Game, the
. maximum allowable advance for any type of unit after successful combat
I8 one hex (the vacated hex). Thls is apphcablc to both players but in no
 way affects retreats

- (16.95) RESERVES o
. (16.95]) Units that do not move or attack in the resular moverent and
- combat phases may be designated as reserves. Reserves cannot be created

k from units that start their turn in enemy zones of control. Reserves may
. be designated by placing a marker on these units. At no time may a player -
_ have more than 10 of his units in a quadrigame, or 20 units in a campaign
. pame, in reserve status. Reserves may be used in three ways: as

, explortatlon forces, as combat reserves, and as defensive teserves.

. {16.952) After friendly movement and combat has ended, units that were
. demgnated s reserves may move in a special exploitation phase or remain
. in reserve for defensive purposes, Once reserves are moved they are
_ removed from reserve status. '

(16.953) Units moving in the exploitation phase may move their full

movement allowance and may enter March Mode at the beginning of the
_exploitation phase if they are ehgrble Units may not enter Strategic
- Movement during the regular movement phase of a turn while they are
_ being held as reserves. .
U959 Umts that move in the explortauon phase may participate in a
 special “Shock Combat” phase at the end of exploitation movement. The

. Shock Combat Phase is identical to the standard combat phase with the
. followmg exceptions:

1) Units performing Shock Combat may not have moved by Strategic

~ Movement in the exploitation phase.

2) Only one unit may perform Shock Combat i m ‘@ given battle,

'3) The combat strength of an attacking unit performing Shock Combat

is doubled. In addition, Shock Combat is always resolved on the German

initiative die roll column regardless of the type of unit performmg the
_ shock combat. .
4 Itis posstble for both standard combat then second combat and .
- finally Shock Combat to be performed on one defending unit in the same
furn, It is also possrble for an armored unit performmg Shock Combat to

possess Armor Supenorrty
5) Any two units of a division may receive Divisional Integrity in a

_standard attack, if and only if, the other unit or units of the division is in
. reserve and within three hexes of the defending unit.

(16.955) Reserves that do not move in the exploitation phase are defensive
reserves and receive a special “reaction phase” during their opponent’s
following turn, This reaction phase occurs immediately after the enemy

movement phase and before the enemy combat phase. During the

- reaction phase, defensive reserves may move their full movement

allowance but may not be moved using Strategic Movement.

(16.956) Reserves may be held indefinitely. It ¢ost no movement points (o
enter or leave reserve status. Units are automatically removed from

teserve status whenever they move, whether in the standard movement
_ phase, the exploitation phase, or the reaction phase. Reserve units that

are attacked or otherwise find themselves adjacent to enemy units are

immediately withdrawn from reserve status. Reserve units defend normal-

Iy should they be attacked.




