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[ 1 .01 I NTRODUCTION 

T h e  A rdennes O ffensive i s  a n  h i s t o r i c a l  
s imulat ion o f  the German attempt t o  break 
through the A l l ied front in the Ardennes in 
December  1 944. The h istorical scenar io covers 
the period December 1 6th through January 
2nd, and  portrays the actual forces wh ich 
converged on the batt lef ield .  Several optional 
scenarios perm it  the "What i f?" poss ib i l it ies of 
the battle to be s imu lated. 

[2.01 GENERAL COU RSE OF 

PLAY 

The Ardennes Offensi11e is basically a two
player game. I t  is played in sequenced turns, 
ca l led Game-Turns, du ring  which' the Players 
move un its on the map, have combat and  

a 1 1cmpt to ach ieve certa i n  objectives. The  
German A rmy i s  attempt ing to  destroy the 
A l l ied forces and ach ieve a penetrat ion to 
unh inge the en t i re A l l ied front in Western 
Europe. The German objective is to e l iminate 
A l l ied un i ts and  occupy "exit" hexes on the 
northern, western and southern edges of the 
map The A l l ied objective Is to prevent  the 
Germans from ach ieving  a s ignif icant penetra
tion, wh i le  shaitering the last rema in ing  
German strateg ic reserve, by  e l im inat ing un its . 
I n  the i n i t i a l  Game-Turns the German has a 
marked su perior ity of force and a n  i nherent 
tactical advantage. He must exploit these 
factors and rea l ize his objectives by Game
Turn 7 ( December 22) or he will probably lose 
the game. The A l l ied P layer starts in a weak 
posit ion .  He must concentrate on ho ld ing the 
"shou lders" whi le b locking the vital cross
roads in the center T ime is on his side as  
rei nforcements become ava i lab le .  
The game is won by scor ing Victory Points .  
The exit hexes arc worth a certa in amount  of 
V ictory Poi nts to the German P layer. Casua l 
t ies  in f l icted upon the oppos ing a rmy are 
worth points to each P layer 

12 1 )  GAM E LENGTH 
Each complete Game-Turn represents one  day 
o f  real t ime. The game extends eighteen 
Game-Turns from December 1 6, 1 944 to 
Janua ry 2, 1 945. 

12 .2 ]  G A M E  S CALE 
Each hex represents 3. 1 5  k i lometers of land .  
Each reg iment sized un i t  represents 1 ,000 to 
6,000 men .  

[3.01 GAME EQU I PM ENT 

l3. 1 ] T H E  G A M E  M A P  
The 22"x28" mapsheet portrays the Ardennes, 
an a rea where Germany, France and Luxem
bourg meet, and through which the Germans 
launched thei r  attack. A hexagona l gr id is 
super imposed upon the mapsheet to regu la rize 
the movement and posit ion of the p lay ing 
p ieces. 
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l 3  2] G A M E  CHARTS A N D  TAB LES 
Var ious v isua l  a ids a re provided for lhe players 
to simp l i fy and  i l l u strate certa in game func
t ions .  The Combat Results Tab les i l l ustrate the 
resolut ion of combat ,  and g ive the actual 
combat resu lts .  The Terrain Effects Chart 
summar iLes a l l  M ovement Poi nts cost expend
itu res and deta i l s  the effects of terra i n  on 
combat .  The Supply Effects Chart  deta i l s  the 
effects o f  S u pply Status on u n its ' fo r  their 
offensive and defens ive Combat Strength, and  
Movement Al lowance. The Tu rn Record/ 
Rein [orcement Chart records the prog ress of 
the game, and deta i l s  when rei nforc ing u n its 
a r rive. The V ictory Poi nts Charts i nd icate the 
cumu la tive total of the P layer's towards 
w inn i ng the game. 

13 3]  T H E  P L AY I N G  P l  ECES 
Two d i f ferent ly colored sets of p lay ing pieces 
! henceforth known as un its) a re suppl ied.
T h ese u n i t s  represent  the act u a l  f o rces
con tro l led by each side in the or ig ina l  battle.
There are a number of different types of un i ts ;
va r ious markers a re a l so suppl ied to record
certa i n  game funct ions. The p lay ing pieces a re
d ist ingu ished by color,  type, strength and
m o b i l i t y ,  a s  rep rese n ted  by the  va r i o u s
numbers and  symbols o n  the face o f  each
piece. I t  is recommended that P layers sort and
store the i r  un its by type and color; th is g reatly
reduces set-up t ime.

1 3.3 1 1 SAM PLE  U N I T  

U nit  Type Unit Size 

Unit Designation 

Combat Strength Movement Allowance 

[3 .2 ]  S U M M A R Y  O F  U N I T  T Y P E S  
U n it type 1 s  used t o  determine the general 
classif ication of the un i t  I Mechanized or  
Non-Mechan ized ) .  These classif icat ions a re of  
major importance i n  the game. 

Mechanized Units · Non-Mechanized 
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l3 33l D E F I N IT ION  OF T E R M S  
Unit Size i s  used t o  determine Stacking 
capab i l i t ies. 
XX - Divis ion (9 ,000 to 1 4,000 men) 
X - Brigade (2,000 to 6,000 .men ) 
I l l  - Regiment 12 .000 to 6,000) 

Uni1 Designation is the nat ional i ty and specif ic 
name of the h istor ical formation represented . 
Gd = Gua rd 
cca ,ccb,ccr = combat command A, combat 
command B, combat command Reserve 
Fr. Lt .  = French L ight I nfantry 
S S  = Schutz Staffer 
F . E  = Fuhrer Escort
F . G .  = Fuh rer G uard
Combat Strength is the basic f ight ing power of
a un i t .  I t  is a n u merical expression of the
effectiveness of the unit (see Combat) i n  terms
of Combat Strength Poi nts. A unit with a
Combat Strength of "7" has seven Combat
Strength Pojnts .
Movement Allowance is the bas ic maximum
number of hexagons which a un it  may move in
one Movement Phase. A un it  expends one or
more M ovement Po in ts  i n  moving one hex (see
the Terra i n  Effects Chart ) .

1 3 341 U N I T  A N D  B R I D G E  
STAT U S  M A R K E R S  
These cou n ters a re used t o  i l lu strate u n its 
affected by certa i n  S upply and Movement 
R u les, and to identify Interdicted bridges. 

ITT Un i t  unsupp l ied

� Interd icted 

[J u,;, isolated

s ,;dge I X I 

l3 .4]  G A M E EQU I P M ENT I NVENTORY 
A complete game of The Ardennes Offensive 
should conta i n :  
one Game Map  
one  set o f  d ie- cut counters 
one set of R u les 
Turn Record/Rei nforcement Schedule 
one die 

[4.01 SEQU ENCE OF PLAY 

Ardennes Offensive Is played in t u rns.  Each 
Game- Tum is composed of two Plaver- Turns, 
the first German ,  the second Al lied. Each 
Player-Turn is composed of s ix Phases. The 
P layer executing  the phase of h is P layer-Tu rn 
is cal led the " P has ing P layer ." A typical 
Game Turn wil l proceed as out l i ned below: 
l4 1 J  S EQ U E N C E  OUTL I N E  
A .  G E R M AN PLAYER-TU R N
1 .  Reirforcemem Phase: the Phasing P layer
places a l l  new un its on the game map, in
accordance with the ru les of Rei nforcement.
2 . Supplv Judgmen t Phase. the P h a s i n g
Player determi nes the supply condit ion o f  a l l  
h is un its, p lac ing "u nsuppl ied" and  " isolated" 
markers as necessary. Place Bridge I n terdic
t ion markers. 
3 . Initial Movement Phase.· the Phasing Player
may move all h is u n its, as a l lowed by the 
Movement  ru les. 
4 . Combar Phase.· the P hasing P layer may
attack Enemy u nits adjacent to his own, at h is
opt ion .  At the start of each attack, the supply
condit ion of the defend ing Enemy u n its is
determined.

5. Mechanized Movement Phase: the Phas ing
Player may move (aga i n )  on ly h is  Mechanized 
un its. Th is movement is in addition to that of
the I n i t ial M ovement Phase. No combat occu rs 
during or after th is  phase.  ( See the un i t  type
symbol on each un i t  to determine i f  i t  is
mechanized or  not ) .  See Movement,  case K .
6 . Remove a l l  supply condit ion markers.
B. ALL I ED  P LAYER T U R N
The A l l ied P layer executes Phases 1 th rough 6, 
becoming the Phasing P layer 
C . The Game- Tu rn  ma rker is advanced on the
Game-Turn track, ·s igna l l i ng  the start of a 
new Game-Turn .
No1e.· Phases 3 ,  4 and 5 are cr it ical ones in each 
P layer-Turn The play of the game essentiall y 
centers around each P layer moving ,  having 
c o m b a t  a n d  t h e n  m o v i n g  m e c h a n i zed  
un its aga in 
The above sequen ce is repeated eighteen 
times at which point the game ends. At that 
t ime, the P layer's performances are eva luated 
i n  light of the V ictory Condit ions.  
14 2 1  S P ECIAL D EP LOYM ENT A N D  
F I R S T  G A M E-TU R N  R U LES 
GENERAL RULE. 
Each Player sets up h is forces as called for i n  
t he  scenar io chosen. 
The A l l ied P layer a lways deploys f i rst. The 
German Player deploys second and  then 
starts the f i rst Game-Turn .  
PROCEDURE. 

Players mutua l ly  agree on a scena rio .  The 
A l l ied P layer deploys as ind icated i n  the 
scenar io .  The German P layer deploys as 
ind icated . The German P layer beg ins  the first 
P layer-Tu rn subject to the fol lowing S pecial 
Case: 
G ER M A N  P LAYER-TU R N ,  Nr .  One 
German Reinforcement Phase: The German 
places h is  reinforcements on  the map edge. 
German Supplv Judgment Phase : Al l  German 
u nits a re considered in supply for th is first 
Game- Tum. 

German First Movement Phase: The German 
P layer loses th is phase on the f i rst Game-Tu rn .  
German Combat Phase: The German P layer 
a l l ocates his attacks. On this Game-Turn 
Germa n un its have thei r  combat strengths 
tr ip led (but  never more than tr ip led)  
German Mechanized Movement Phase: The 
German P layer may move those mechanized 
un its which were not i nvolved i n  combat on 
the p revious phase 
ALL I ED  P LAYER-T U R N ,  Nr .  One 
Allied Reinforcement Phase. Th\ire a re no 
A l l ied reinforcements. 
Allied Supplv Judgment Phase: The A l l ied 
P layer p laces supp ly judgment counters on 
affected u n i ts 
Allied First Movement Phase: The Allied P layer 
loses th is phase. 
A llied Comba t Phase: T h e  A l l i e d  P l aye r  
a l locates h is  atttacks. German u n its a re tr ip led 
in defense. 
Allied Mechanized Movement Phase: The 
A l l ied P layer moves those mechan ized u n its 
which were not i nvolved i n  combat on the 
previous phase. 
Remove al l supply condit ion markers 

[5.01 MOVEMENT 
GENERAL RUL E 

Dur ing the Movement Phase,  the Phas ing 
P layer may move as many or  as few of h is  un its 
as desired . Un i ts move hex by he� th rough the 

gr id .  Enter ing a hex requ i res a un i t  to expend 
one or more Movement Points .  
PROCEDURE 

Move e3ch un i t  i nd iv idual ly ,  trac i ng  the path of 
movement through the hexagona l  gr id .  The 
unit  may not be moved aga in  or the path 
retraced a nd/or changed dur ing that Move
ment Phase. 

CASES: 

l5 . 1 l  H OW TO MOVE U N I TS 
I A )  Movement is never requ i red, it is a lways 
volun ta ry .  The Phasing Player may move a l l ,  
some, or none of  h is  un its. Dur ing a Movement 
Phase only the Phasing P layer's u n its a re 
moved . No Enemy movement. and  no combat 
may occur .  
( 8 ) Each hex conta ins ( " represents")  a certa i n
type of terra in The  number o f  Movement
Poi nts a un i t  must expenp to enter a hex varies
with the Terra i n .  See the M ovement section of
the Terra i n  Effects Chart for a fu l l  list of these
different "entry costs . "
(C ) U r:i i ts may b e  moved a s  many or  a s  few
hexes as the owning Player desi res , as long as
the u n i t 's  Movement Allowance is not ex
ceeded dur ing  the Movement Phase. Unused
Movement Poin ts may not be accumulated
from Phase to Phase, nor t ransferred from
u nit to un it
( D I  A u nit may  move over d i fferent types of 
terra i n  i n  the same Movement Phase, provided 
the un i t  has enough M ovement Poi nts to 
expend when enter ng each type of hex. 
Terra i n  effects a re cumu lative, i . e . ,  an  A l l ied 
a rmor un i t  seek ing  to enter a West Wal l  hex 
through a non-road rexside s ituated in rough 
terra in  would expend two add i tional Move
ment Poin ts for the West Wall hex and four 
Movement Points for the rough terrai n ,  for a 
total of s ix Movement Points .  

( E ) Each un i t  must be moved i nd ividua l ly,
t h o u g h  u n i t s  may  beg i n  a n d  e n d  t h e i r
movement i n  a stack. S tacks m a y  not be
moved together as a g roup.

l5 .2 ] MOVEMENT P F: O H I B I T I O N S  
A N D  I N H I B IT I O N S  
( F l U n its m a y  never enter a hex occupied b y  a n  
Enemy un it  
(G I  A un i t  may on ly volu ntar i ly leave a hex 
which is in an  Enemy Zone of Control as 
perm itted by the stack ing  ru les ( See Stack ing 
and  Zone of Control R u les) .  
( H I  You may move into a hex conta in i ng  a 
Fr iendly u n i t  by pay ing  the stack ing M ovement 
Point costs. However, in effect this prohib i ts 
moving .through Fr iendly un its s ince no un i t  in 
the game has suff icient Movement Po ints to 
s tack and  unstack with another F riendly u nit in 
the same Movement Phase. 
( J ) U n its which do not have the Movement
Points to enter a given hex may not enter that
hex.
( K l  O nl y those mechan ized u n its which d id  not 
p a r t i c i pa te i n  t he  i m med i a tel y p reced i n g  
Combat Phase may move during the Mechan
ized Movement Phase ( see the Sequence 
of P lay ) .  
[ 5 . 3 ]  ALL IED M A P  EDGE H EXES  
( L ) The  s ing le row of t i nted hexes runn ing
around the south ,  west, and  north  edges of the
map a re the A l l ied Map Edge hexes. These
hexes may only be entered by All ied un i ts and
on ly u nder specia l  c i rcumstances. German
un i ts may never enter these hexes under
any condition .
(M ) Al l ied un its may  on l y  enter Map Edge
hexes when such a hex is the only open retreat
route ava ila ble whe, performing  a retreat

mandated by the Combat Results Table .  A l l ied 
un i ts  i n  such hexes are i n  a "dormant" state, 
i . e . ,  they have no Zone of Control ,  may not
move, may not a ttack nor be attacked, a nd a re
not considered lost for V ictory Point  pu rposes
(even i f  lhey never actively re- enter play l .  S uch
dorma nt un i ts i n  Map Edge hexes can only be
re- activated by br ing ing an  " i n-play" Al l ied
un i t  adjacent to lhem on the " l ive" part of the
map At the beg inn ing  of any Al l ied Movement
Phase in which this is so, the "dormant"
unit (s )  may reenter the game and operate in
the norma l manner .
I N  I German un i t<> do exert a Zone of Control 
into A l l ied Map Edge hexes for the purpose of 
b lock ing  retreat. German u n its which a re 
themselves forced to retreat off the edge of the 
" l ive" map a rea , a re e l im i nated i nstead. 
( P l  See the Zone of Contro l  R u le, Stack ing 
R u le, Retreat R ule,  and  the Reinforcement 
R u le for fu rther characteristics of the Allied 
Map Edge hexes 

[6.0) ROAD MODE 

MOVEMENT 

1 6 1 ]  C O M M ENTARY 
The  fol lowing ru les s imu late the  ef.fects o f  
placi ng  a u n it i n  road march format ion .  Such a 
formation substant ia l ly  i ncreases the speed 
with which a un i t  may move a long a road .  A 
un i t  deployed in the road march format ion 
cannot f ight as effectively, however, and 
for  th is  reason i ts  Combat S trength is reduced . 
A un i t  may move a long a road regard less of 
whether or not it is in road march format ion .  
Road march formation has certa i n  benefits and  
certa i n  res t r i ct i o n s  n o t  f o u n d  i n  n o r m a l  
movement a long a road .  These w i l l  be 
expla i ned more fu l ly  in the fol lowing ru les . 
The deployment of a un i t  i nto or out of road 
march formation takes t ime. On the scale of 
this game ( basically ,  a reg imental level ) ,  a un i t  
consumes the  better pa r t  of a day  deploy ing 
into or out of  road march format ion ( herein
after referred to as " R oad Mode " ) .  Thus,  to 
s imu late time expended, the Road M ovement 
ru les ca ll for the expendi ture of M ovement 
Po i nts when units change their mode of 
deployment .  

GENERAL RULE. 

U n its may be deployed and moved in two 
fashions: the normal (or  "standard " )  mode, 
and the road march formation mode ( referred 
to as the " R oad Mode" I .  A un i t  does not have 
tci be in Road M ode in order to move a long a 
road. Note that a un i t  that is in "standard" 
mode may sti l l  ignore terra in  effects when 
moving along a road (that is ,  when i t  moves 
from road hex to road hex by connecting 
hexsides crossed by road terrain symbol ! .  
Any u n i t  may enter i n to R oad M ode. The Road 
Mode i ncreases mobi l i ty, a t  a cost to combat 
effectiveness and deployment capabil i ty .  

CA SES.· 

[ 6 2 ]  WHEN TO U S E  R OAD M O D E  
( A l  Non-mechan ized un i ts m a y  enter into,  
·reave, or move, i n  Road M ode on ly du ring  the
l n t t i a l  M ov e m e n t  • P ha se o f  a F r i e n d l y
Player-Turn .
( B l  Mechan ized un i ts  may enter i n to ,  leave, or
move,  in  R oa d  M ode  d u r i n g  t h e  l n t i a l
Movement Phase o f  their Fr iepdly P layer-Turn .
I n  add i t ion ,  if they have not  engaged in 
Combar d u ri ng thei r  Friendlv Combat P hase,
they may enter i nto, leave, or move, i n  Road
Mode again i n  the Mechanized M ovement
Phase of their Fr iendly P layer-Turn .

16 .3 1  MOVEMENT PO INT COST TO 
CHANGE MODE 
I C )  When a u nit enters the  Road M ode, i t  pays 
lhree Movement Points i f  i t  is non-mechan
ized, and six Movement Poi nts i f  i t  is 
mechan ized. (Obviously,  a u nit must a lso be on 
a Road hex to enter Road M ode . )  I t  then is 
turned face- down and is in R oad Mode. To 
leave the Road M ode, the un i t  is tu rned 
face-up a n'd pays a cost of three M ovement 
Poi nts i f  i t  is non-mechanized, or six Move
ment Poi nts i f  i t  is mechanized. 
16.4] DU RAT ION OF ROAD MODE  
( D )  Any un i t  i n  R oad Mode remains i n  R oad
M ode u ntil i t  i s  removed from Road M ode,
either vo l untar i ly  or as a result of having
a t tacked o r  de fended  i n  C o m b a t  I See
Case L, below ) .
( E ) A un i t  that is n o t  i n  t h e  Road M ode can
only enter into R ode M ode vol u natr i ly .  It can
never be forced to enter R oad Mode.

l6 5] M O B I L ITY AND R ESTR ICT IONS 
IN ROAD MODE 
I F ) U n its i n  R oad M ode a re restricted to R oad 
and Br idge hexes . Furt hermore,  they may move 
only through R oad and/or Bridge hexsides, 
and they may not move through an  interdicted 
Br idge hexside. They ignore the effect of any 
other terra i n  i n  R oad hexes. 
( G ) A un i t  in R oad Mode may not stack with,
nor be adJacent to, any other un i t  on that Road 
hex, or adjacent ,connected Road hexes 
regardless of whethetr or not the other un i t  is in 
Road Mode. ( S ole except ion :  see Case N . )  
( H I  U n its i n  Road M ode may move through a 
greater n umber of hexes per Movement Point,  
accord ing  to the fol llowing formulae: 
1 .  All mechan ized un its i n  Road M ode may
move up to two R oad hexes for each 
Movement Po int  elXpended whi le in  Road 
Mode. 
2. A l l ied non-mecha n ized u n its that a re in
Road Mode may mo,ve up to ten R oad hexes
for each M ovemenn Point  expended while
in road M ode.
3. German non-mec:hanized un its i n  Road
Mode may move UfJl  to two hexes for each
Movement Point e)o(pended whi le in R oad
Mode. 
Note that a u nit i n  R <oad M ode is not required 
to expend a l l  of its M1ovement Points, nor is it 
requ i red to move the ful l number of hexes 
a l lowed for the expendi.ture of one Move
ment Point .  
[6 .6]  E FFECT ON COM BAT S T R ENGTH 
AND ZON E S  O F  CONTR O L  
I J )  U n its i n  R oad Mode have n o  Zone of 
Control other than the hex they occupy. 
Enemy u n i ts may move through any hex 
adjacent to un i ts i n  R oad M ode, and Enemy 
un i ts may trace S u 1pply paths through any 
hexes adjacent to un i ts i n  Road Mode, 
assuming that the ROJad Mode unit is the only 
Fr iend ly unit i n  the ,vic i nity. 
( K ) U n i ts i n  R oad M1ode have their Combat
S t re n g t h  h a l ved . fF r a c t i o n s  a re r o u nded  
upwards. Fo r  examplle, a un i t  w i t h  a Combat 
Strength of "9" w1ou ld be reduced to a 
Combat Strength of '"5" (ha l f  of "9" is "4 ½ "  
which wou ld be rou1nded u p  to "5" ) .  
1 6  7]  COM BAT A N D  R E T R EAT I N  R OAD 
MODE 
( Ll I f  a un i t  1 n  Road Mode attacks or  i s  
attacked, i t  must leave the Road Mode at  the 
beg i nn i ng  of the Initial Movement Phase of the 
next F riendly Player-Turn ( Note that mechan
ized un i ts i n  R oad Mode that attack do not 
leave the R oad M ode i n  the Mechanized 
Movement P hase) . U n less they have excep
t iona l l y  good memories, P la yers should make 

note of the un i t  des ignation and hex-number 
of those un its which must mandatori ly leave 
the Road M ode. 
I f  a unit does not have sufficient Movement 
Poi n ts available to make a requ i red conversion 
out of R oad M ode, then the unit i s  e l im i nated 
at the time that i t  shou ld have converted out of 
Road Mode.  
( M ) In add i tion to other retreat restrictions,
un i ts in Road M ode that a re forced to retreat
as a resu l t  of Combat must be retreated along
a road,  and  may not be stacked (at  any point
du ring the retreat)  as a resu l t .  Road M ode units
that a re retreat ing as a resu l t  of Combat may
not "bump" other u n its back i n  order to avoid
e l im inat ion .  U n its i n  R oad Mode that would
have to stack i n  order to retreat a re el iminated.
IN )  A unit i n  Road M ode that is retreated as a 
result of Combat,  and  which ends its reireat 
adIacent to another u nit on the Road,  is not 
e l im inated; however, one or both of the u nits 
must be moved at the beg inn ing  of the next 
Friendly I n i t ia l  M ovement Phase, i n  order to 
conform to Case G, a bove. 

[7.01 ZONES OF CONTROL 

GENERAL RULE. 

The six hexagons i mmediately su rrounding a 
given un i t  (or stack of un i ts )  constitute that 
u n i t 's  Zone of Contro l .  These Zones of Contro l  
have a n  i nh ib i t ing effect upon Enemy move
ment, but  do not affect Enemy combat. Hexes 
upon which a u nit i s  exerting its Zone of 
Control a re cal led control led hexes. 

CASES: 

17 . 1 1  E FFECT ON M OVEM ENT
( A. )  All u n its must cec1se movement upon 
entering an  Enemy Zone of Control . A unit may 
never vo l untarily leave an Enemy control led 
hex. 

[ 7  2 ]  N EGAT ION  OF ZONES OF CONT R O L  
I B )  Fr iendly u n its negate Enemy Zones of 
Control for a l l  pu rposes. One Friend ly  unit i n  a 
stack negates a l l  Enemy Zones of Control 
extend ing into the hex, thus freeing  other u n its 
i n  the stack to move. 

l7.3 ]  EFFECT ON R ET R EATS 
I C) U nits may retreat out of an  Enemy Zone of 
Con trol as a resu l t  of combat. 
I D )  U nits may not retreat (due to combat) i nto 
an Enemy controlled hex. Zones of Control 
have no other effect u pon combat. S u pply 
Paths may not be traced through an Enemy 
controlled hex (see S upply Case A l .  

1 7.41 M O V I N G  T H R O U G H  ZONES 
( E ) Case B bears d i rectly on the  movement rule
prohib i t ing leaving a n  Enemy control led hex
(or moving f rom one Enemy controlled hex to
a nother ) .  The unit or units rema in ing in a stack
are considered to absorb the E nemy Zone of
Control so that the un i t ( s )  moving from the
stack a re freed from the prohib ition .  U pon

enter ing another Enemy control led hex the
unstack i ng  unit must stop. In effect, the 
stack ing rules a l low inf i l trat ion through an  
Enemy " l i ne ."  
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I n  the example shown above the cha in of 
movement has a l lowed the German 6-1 0  to 
leave the Al l ied 4-4's Zoi:ie of Control . 

17 51 O FF-MAP ZONES 
( E ) The  Zone of Control of German u n its
extends into Al l ted Map Edge Hexes, even
though  the physical entry of German u nits i nto
these hexes is proh ib i ted. Al l ied un its, when
rest ing on Map Edge hexes, have no Zone of
Con trol ( for any pu rpose) .

[8.01 STACKING 

( More than one un i t  per hex) 
GENERAL RULE 

A maximum of one "d ivis ion equivalent" (one 
German infantry div is ion, or any th ree reg i
ments or  b rigades) may be stacked in a g iven 
hex. Th is  l im itat ion appl ies at ALL  t imes dur ing 
the Game-Turn .  Thus,  u n its that would violate 
stack ing l im its when retreat ing due to combat 
are elim inated i nstead ( see Explanation of 
Combat Results on the Combat Results Table ) .  
Stacking is def ined as a n y  act ion that a n y  t ime 
p u ts mo re  t h a n  one Fr iendly u n i t  in a 
g iven hex. 
PROCEDURE.· 

Dur ing the M ovement Phase, the Phasing 
P layer p laces u n its on top of one a nother to 
form a stack, or removes un its to destack.  
CA SES: 

(8 1 ]  MOVEM ENT PO INT COSTS 
(A ) Mov ing  into a hex  w i th  other Fr iendly
Un i t ( s l  ( stack ing !  costs Mechanized units s ix
addit ional  M ovement Poi nts and non-Mechan
ized un its two add i ti onal  Movement Po ints .
Destack ing costs a re the same. These costs
a re addirional to the normal costs of enter ing
or leav ing the hex.
( B l  U n its may not be moved together i n  a 
stack. U n its in a stack must be • moved 
i nd iv idual ly, pay ing  the appropria te destack
ing cost. 
18 .21  ST A C K  I N G  R ESTRICT IONS 
AND EXCEPT IONS 
( C ) German infantry d ivisions may  not  stack,
nor may other un its stack with them.
I D )  The va r ious status ma rkers do not ·effect 
stack ing ;  they a re ignored for these purposes. 
\8 3] STA C K I N G  POS IT ION  
( E ) The relative posit ion of un its i n  a stack has
no bear ing on thei r  ab i l ity to destack.  Thus ,  i t  is
not necessary to destack the top unit in a stack

in order to move a ·Iower unit off the stack; a 
P layer might  sim ply remove the un i t  from 
u nderneath .  
( F ) There is no stacking  l imitat ion on Allied
u n i ts in M a p  E d g e  hexes ( t h ese hexes
represent · Ia rger a reas of f  the map ) .

[9.01 COM BAT 

GENERA L RULE 

Combat  occurs between adjacent opposing 
u n its at the discretion of the P layer whose 
Combat Phase it is ;  this P layer is considered to 
be lhe Attacker, while the other P layer is 
cons idered to be the Defender, regardless of 
the overa l l  strategic pos i t ions of the two 
Players. 
PROCEDURE. 

Tota l  u p  t h e  C o m ba t  S t re n g t h s  of t h e  
Attacking u n its i nvo lved i n  a specific attack, 
and compare i t  to the tota l Combat Strength of 
the defend ing un i ts i n  the hex under attack. 
State tl1e comparison as a probab i l ity rat io: 
A11acker's Strength to Defender's Strength. 
Round off the ra tio downward to the nearest 
"whole" number, to yield the simplified odds 
found on the Combat Results Table; roll the d ie 
and  read the resu l t  under the appropriate odds 
col umn for that d ie resu l t .  Apply the result  of 
the combat 1inmediatelv before go ing on  to 
resolve any other combat. 
CA SES.· 

19 1 ] W H I C H  U N I T S  MAY ATTACK 
(A) Du r ing the Combat Phase of h is Player
Turn ,  a Player may only attack those u n its to
which F riendly u n its are adjacent .  Only those
Fr iendly u n its d i rectly adjacent to a given
Enemy u nit  may part ic ipate i n  the attack upon
that  Enemy un i t .
( B ) U n its adjacent to Enemy un i ts a re not
compel led to attack, nor does the attack ing  
P layer have to use every adjacent un i t  if he  
does decide to attack. A !tack ing is completely 
voluntary However, al l un its in the defend ing  
hex (es) must defend. 

(C l  No un i t  may a ttack more than · once per 
Combat P hase No Enemy un i t  may be 
attacked more than once per Combat Phase. 
1 9.2 ]  M U LT I PLE  U N I T  A N D  
M U LT I- H EX C O M B AT 

( D )  More than  one Enemy-occupied hex may be
attacked by a g iven attack ing un i t  (or group of 
atlack ing  u n i ts ) ;  that  is to say, d i fferent 
defend ing u n its on  d ifferent hexes may be 
treated as objects of attacks which might be 
made by a one-hex group of attack ing un i ts if 
the attack ing un its -happen to be adjacen t  to 
two or  more . Enemy-occupied hexes. 
( E) An Enemy-occu pied hex may be attacked
by as many attack i ng  u n its as can be brought
to bear. Conceivably,  as many as s ix stacks of
un its could be brough t  to bear aga i nst a sing le 
Enemy-held hex.
( F ) Defend ing  un its stacked in the same hex
must be attacked as a s ing le combined 
Combat S t rength ,  i .e . ,  you may not ind ividu
a l ly  attack ind iv idua l  u n its which are stacked
together.
( G l  If one u n i t  in a stack ·is used in an attack, 
the other u n its i n  the stack need not participate 
i n  the same attack nor in any attack at  a l l  
du r i ng  tha t  Combat Phase. 
( H ) U n its i n  a stack may make separate attacks
on separate Enemy-occupied hexes. 
[9 3]  COM BAT R E SOLUT ION 
(J I  Terrain and supp ly  effects upon  Combat 
S trength a re cumu lative. S upply effects a re 
a lways c a l c u l a ted f i rs t .  W h e n  C o m b a t  
Strength is "ha lved" a n y  fract ions a re rounded 
upward ( i . e . ,  "half" of n ine is f ive ) .  
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