France 1940 errata as advised by Jean-Claude Bésida 

Q. Do enemy intrinsic defence hexes (that do not have a unit in them) stop movement? There are no rules that stop actually units moving into a hex occupied by an enemy unit. The only restriction is on moving from ZOC to ZOC. We assumed that you have to stop and attack a hex that only has an intrinsic defense value. If the attacker destroys the intrinsic defence value only then can the attacker advance. 

A. Yes, intrinsic defense points must be destroyed for enemy units to enter the hex. 

Q. Can Motorised units cross a major river in the Exploitation Movement Phase? In the Motorized Movement Phase it cost them 6 MP but if they cross a river in the Exploitation Phase it only cost s 3 MP. 

A. Major rivers : no it costs the full movement allowance of the unit (ie 6,7 or 8 MP). Minor rivers : possible 

Q. Can Motorised units move between ZOCs in the Exploitation Movement Phase. The rules about moving between ZOCs are all specified under the Movement Phase rules. 

A. Yes, provided there are sufficient Movement Points to account for the +1 MP penalty for leaving a ZoC. 

Q. Can German Motorised units conduct overruns if their movement allowance has been halved due to the 'Halt Befehl' order? 

A. Yes, provided there are sufficient Movement Points to do so (defender terrain+1 MP). 

Q. What is the combat sequence? Does a player have to nominate all attacks before resolving any of them or can they be announced one by one and resolved before deciding on the next attack. 

A. As you wish. Personally, I find it clearer (less disputes) if you state briefly all the attacks ("This stack attacks this one, this hex is attacked by these and these") before resolving them one by one in whatever order you prefer. 

Q. In addition do players resolve coup de main attempts before or after allocating air power? 

A. At this scale, the German tactical flexibility is sovereign (ie : Ko-Lüft calling the Stukas for air support / recon coy capturing an intact bridge). The order is as the German player wants, and he may change the order for every attack. "If the bridge is not taken intact, then we call the Stukas". Remember : a 1 hex fight does not represent just the crossing of the river a la Squad Leader but also the preparation, and the immediate exploitation in a zone 20 kms deep, the whole affair developed over 2 days. 

Q. Can motorised units retreat across a major river? 

A. Good point. Not if another path is possible. Cross and lose 1 step otherwise. 

Q. What is the effect of bad weather on naval interdiction. This did happen in our current game. The British were evacuating via Dunkirk on Turn 8 and the Random Events gave us bad weather. This reduces all Axis air support. The Axis can use air power to interdict naval evacuation. Is this interdiction ability affected in bad weather?
A. Well, we never saw this happen. Thank you. I propose the following alteration to the bad weather event : Bad weather limits Axis air interdiction to -1 evacuated allied stacking point.  It is only a suggestion, not based on actual playtesting. 

Q. Victory conditions. Condition 4 requires the Germans to destroy 10 stacking points of British units. Unless we have misunderstood something there are only 8 British stacking points in the game (3 Corps worth 2 each and 2 Divisions worth 1 each). 

A. This is a error, change the rule as follows. To get this victory point, the Germans must destroy 6 out of 8 British SP and 10 out of 15 French armored or motorized SP (DIM, DLM and DCR). 

Q. How many time can you carry out ‘Terror Bombing of major cities" during the game? The rules say only once per game. Is this correct or should it be once per turn? This rule seems important in conquering Holland on a reasonably historical timetable. Otherwise it could possibly hold out for 3 or 4 turns.

A. Yes, it is once per game turn (rule10.2). Against Holland, remember that you only need to control 3 cities plus terror bomb a 4th to force the country to surrender. I usually go for Nijmegen with the panzerkorps and 1 or 2 paradrops to negate the fort. With an infantry force I crush the static defences north of Arnhem and rush to Amsterdam-Rotterdam with an SS brigade and the Kav divosion. With some luck, Nederland is out on turn 2. You may divert some more troops or aircraft from Belgium. 

Q. Terrain Effects.  Think we have made a few mistakes with the Terrain. There appears to be a difference between the Terrain Key printed on the map and the Terrain Effects Charts.  We were using the Terrain Key on the map but the terms used on the Terrain Key appear to be incorrect. Could you clarify this please.

Terrain Key on map Terrain Effects Chart 

Description 

Example

Foret 


Foret 

(Forest) 

Green Trees 

1815

Difficille 

Accidente 
(Rough) 

Patch work brown 
1715

Difficille + Foret 
Difficille 
(Rough Forest) 
Brown Trees 

1816

A. Yes, these are corrected in the errata published in VV 38.

Q. In the Exploitation Movement Phase do you round up or down when halving movement? Some French armour has a movement allowance of 7.

A. Down. ie 7 halved becomes 3

Q. Do Paratroop units have any defence value?

A. No

Q. If Paratroops are alone in a hex can an Allied unit simply move into the hex and eliminate the paratroop unit? They give a special bonus in attack but have no strength value on the counter.

A. These units are light infantry regiments without heavy equipement. At this game scale, left on their own for 3 days, they don't have any chance to control an area 25 kms wide against an army corps or a mobile division. With smaller hexes, yes they should definitely receive a combat value. 

Q. Airborne Assaults. If an airborne unit was used in an attack the second attacker loss must be an airborne unit. We are a bit puzzled by this as it seems to be better for the attacker. The airborne unit is going to be withdrawn anyway on the next turn so what is the penalty in taking an airborne unit as a casualty? We assume that when airborne units are withdrawn in the following turn they never return to the game.

A. It is not a penalty, it is a deliberate and often decisive part of their combat bonus. They absorb the casualties if the attack does not proceed perfectly well (A1/D1 or A1/D2). Just drop them in front of your panzers where you suspect that the armored units might suffer. Their first mission is to cancel forts and rivers. Their second mission is to die in lieu of the panzers. You are right, whatever happens they are withdrawn from the game.

Q. Do railways (bridges) negate rivers for normal movement?

A. Yes

Q. Do bridges ever get destroyed or are they assumed to remain ‘intact’ at all times ie the assumption is that all damaged bridges are considered rebuilt immediately?

A. Yes. We considered it was too much detail at this scale to add broken bridges counters.

Q. Marsh (Marais or Zone inondee) & Rough (Accidente).  If the attacker has both Motorised and Infantry units attacking a Marsh or Rough hex does the entire attacking force get one left column shift?

A. Yes.  Motorised units are halved (not infantry) and the whole attacking force is shifted 1 column left. 

Q. Forest+Rough (Difficile).  Are Motorised units halved when attacking into this terrain? In addition does the entire attack force get one left column shift.

A. Yes.

Q. The attacker must attack all adjacent defending units if they attack but Motorised units can ignore enemy ZOCs for this rule. What happens when the attacking stack consists of both Motorised and Infantry units? Do they have to attack all defending units or do they the Infantry ignore ‘other’ defending units as well or do the Motorised units and Infantry attack seperately?

A. Since there is infantry, all adjacent enemy units must be attacked. Organize the attacks as you see fit.

Q. Rail movement.  ZOCs do not extend into major cities or first line fortifications. Can you therefore rail units into a first line fortification or major city even if an enemy unit is adjacent to it?

A. If you control the railroad, yes. For the fort, you must be on the right side of the fort (i.e. you may rail French units to the Maginot line even if there are German units on the border).

Q. Supply is traced to a railroad leading to a supply source. Does the railroad have to be traced along ‘friendly’ controlled rail hexes ie ones that friendly units have moved along and captured?

A. Only requisit : the line must be free of enemy ZoCs (8.1)

Q. Can Dutch units leave Holland?

A. Yes, but not very frequent. Just remember to withdraw those adventured units when the motherland surrenders. It was Giraud's Army (7th) mission to help them retreat from Breda to Anvers.

Q. Do ZOC’s extend across major rivers?

A. Yes

Additional comments from Jean-Claude

This campaign is difficult to simulate, because the allied units are not that bad. They were just unnecessary concentrated where they were not needed. In the game, it is much easier to send your mobile forces stacked with infantry corps to blunt the panzers where you see them. But you know all this and it does not help much.

So yes, it is quite a challenge, especially if the earlier part of the game is unlucky (airborne, coups de mains...). The 4 first turns are critical. But you must not give up. Don't let the allied player have a look at your panzerkorps holding boxes and he won't dare attacking them (this is the best way to simulate fog of war). I have always won with the Germans because once the BEF and French motorized troops are gone, the Allied player does not have enough units to plug the holes in the frontline in the last turns. But very frequently, the panzers are almost depleted in the process. If you feel the game is too difficult for the German, just add 1 panzer replacement, and try the historical sequence for the events (given at Consim world). Remember also to push your infantry corps forward as quickly as possible to form a line. Once you have such a front, counterattacks are very difficult for the Allied player, who must scatter his striking force in multihexes attacks. But definitely a competent allied player will not loose his nerves like our GHQ while he has still plenty of room and troops and a clearly identified schwerpunkt. 

Comment from Jean-Claude re operations against Holland.  In my original query I said that we found it quite difficult to conquer Holland.  That however arose because we overlooked a rule,  Dutch and Belgium units can only move on Turn 1 if they are adjacent to German units.  We were moving them into defensive positions and places like Amsterdam.

Yes, you are very right and you point one of the game format limitation. We tried several approaches to fix this Nederland issue without tweaking too much geography (major rivers, real distances and number of hexes, cities and towns, forts) or the OOB (Holland static units are low value units but they still must be attacked, and I could not give an extra point of movement to the 9th panzer just to help it run faster). Maybe I should have added some sort of special rule (armored train, more overrun, some holland panic rule) to help deal with this issue. Remember that this whole combined airborne-armored operation was run on a shoestring. A bridge too far in reverse. A really daring operation. If you feel it is really too difficult to put Holland on its knees in the historical timetable, you may agree with the allied player to change the victory conditions to : "Holland surrenders once 3 out of 4 major cities are either terror bombed or german-controlled." 
