CASE YELLOW

Design by Jean-Claude Besida and Francois-Stanislas Thomas

Translation by Jim Mehl

     Case Yellow is a simulation of the campaign in France and the Low Countries that occurred in May and June 1940. It was one of the most brilliant military victories of all time and crushed the French Army, until then considered the best army in the world!

     Each turn represents three days of real time, except the first, which represents two days. Each hex equals 20 km.

     Combat units are corps for infantry units and divisions for motorized units.

1.  PIECES

     Combat units possess the following characteristics:

Combat strength: Used to calculate the force ratio for combats.

Movement allowance: The number of movement points, or MPs, that a unit may expend during a movement phase. Motorized units may also move again in the Exploitation Phase using half of their movement allowance.

Quality: An overall evaluation of a unit’s ability and capacity for waging modern mobile warfare. This value modifies the die in combat.

Steps: The number of steps that a unit possesses.

     In addition to a movement allowance, HQs possess the following values:

Command range: Expressed in hexes; interdicted by enemy zones of control unless occupied by friendly units.

Support value: Provides a shift to the combat ratio, in attack and defense.

     Most corps-sized units have three steps: front, back, and cadre. Some corps-sized units have only 2 steps: all infantry units with “Corps” or “Korps” on their counter are corps-sized units. These units do exert a ZOC. Other corps-sized units include: CEFS, 2/8 DLIC, 17/53 DLI, 235/236 DLI, 237/238 DLI, 239/240 DLI, 83/84 DIA, 85/88 DIA, and 1-2 DIP.

     Division-sized units have only two steps: front and back. For clarification, the following units are considered to have 2 steps and 1 stacking point:

--Belgium: 1-2 DLC

--Holland: Leicht, A/B, AS/GR, IN/IS, BET/MAA

--BEF: RAC, 1st Armored (1 DB)

--France: all DIMs, DCRs, DLCs, DLMs, (inlcuding 4/7 DLM)

--Germany: all panzer divs, motorized divs, SS bdes, 554,555,556,557 static divs.

     An HQ is destroyed whenever an enemy unit enters its hex or when all units stacked with it are destroyed in combat.

     Motorized units are armored, motorized, armored cavalry, and HQs.

2.  SEQUENCE OF PLAY

A. Common Phase

--Events Phase

--Reinforcements

--Special operations/Terror

B. Axis Operations Phase

--Supply and Replacement Phase (not on Turn 1)

--Motorized Unit Movement

--Combat Phase

--Allied Reaction Phase (not on Turn 1)

--Non-motorized Movement Phase

--Motorized Unit Exploitation Phase

--Isolation/Railhead/Bridge Phase

C. Allied Operations Phase

--Supply and Replacement Phase (not on Turn 1)

--Motorized Movement Phase

--Combat Phase

--Axis Reaction Phase

--Non-motorized Movement Phase

--Motorized Unit Exploitation Phase

--Isolation/Railhead Phase

D. Victory Phase

3.  STACKING

     A maximum of four stacking points may stack in a hex.

--A corps counts as two points, a division or a cadre counts as one point.

--Paratroopers and HQs do not count for stacking.

--French and British units may not stack together.

--Dutch and Belgian units may only stack with their own nationality.

Important: Stacking rules are in effect during all phases. However, units may temporarily overstack during movement, but not when they cease movement.

4.  ZONES OF CONTROL

     All hexes occupied by at least two stacking points, or a corps-sized unit with only 2 original steps, exert a zone of control (ZOC). 

--Opposing ZOCs may mutually co-exist.

--An enemy ZOC is negated by the presence of a friendly unit of any kind for purposes of supply, command, and retreat. Exception: Paratroopers and HQs.

--ZOCs do not extend into major cities or first line fortifications. In addition, French and British ZOCs do not extend into Belgium, Holland, or Luxembourg on the first turn.

5.  MOVEMENT

5.1 Movement phases

     These concern the movement of motorized units during the Motorized Unit Movement Phase and non-motorized units during the Non-motorized Unit Movement Phase.

     Units move through the hex grid and expend movement points based on the Terrain Table.

--A unit must cease movement if it enters an enemy ZOC.

--A unit must expend one additional movement point to leave an enemy ZOC.

--A non-motorized unit may never move from one enemy ZOC to another. It must first enter a hex free of enemy ZOCs.

--A motorized unit that begins its movement phase in an enemy ZOC may move directly into another enemy ZOC but may move no further that phase.

--A unit may always move at least one hex in a phase subject to the rules above.

5.2 Exploitation Phase

     Supplied motorized units, with the exception of HQs, may move up to half of their movement allowance during the Exploitation Phase. 

     Allied units may not move if they begin the phase in an enemy ZOC.

5.3 Reaction Phase

     During this phase, each HQ may activate one stack of units located within its command range.

     A stack designated by an HQ must pass a quality check in order to be activated. The player rolls 1d6 for the unit with the best quality in the stack. If the die roll is less than or equal to the unit’s quality value, the stack passes the check.

     These activated units may then move one hex, subject to ZOC rules, but may not perform overrun attacks.

     Also:

--The units must be in command.

--If an Allied unit, it may not be in an enemy ZOC.

--Dutch and Belgian are ineligible.

Terrain notes:

--Zone inondee = Marsh (ex. 0611)

--Accidente = rough (ex. 1715)

--Difficile = forest + rough (ex. 1816)

Terrain effects on combat and movement are cumulative.

6.  COMBAT

6.1 Generalities

     Units are never required to attack in the Combat Phase. However, if they do decide to attack, all enemy units exerting a ZOC on attacking units must themselves be attacked. Exception: Motorized units may ignore enemy ZOCs for purposes of this rule.

     Attacking units may be allocated as the player wishes, as long as the rule above is obeyed.

6.2 Combat resolution

     Combat is resolved using the following sequence:

1. Determine force ratio: This is a function of combat values and terrain. The ratio of the attacker to defender is rounded to the nearest whole number (0.5 is rounded up except for 3:2).

2. Determine the attack size: Based on the number of stacking points participating from both sides, the attacker rolls one or more dice. Attack size is a minimum of 1 and a maximum of 3. The final result will be the sum of the results from each separate die roll. 1-6 stacking points: 1 die; 7-12 stacking points: 2 dice; 13 or more: 3 dice.

3. Designate lead units: Each side, beginning with the attacker. This unit must take the first of any required step losses and applies its quality bonus. The differential between the two lead units is taken as a die roll modifier for that combat.

4. Apply results: The number indicated is the number of steps or hexes retreated by the indicated side. The attacker applies any results first. He may not retreat and must take all results as step losses. The defender may split his results under the following conditions:

a. Each odd numbered result must be taken as a step loss (e.g. a result of 3 requires that the first and third loss be a step loss).

b. If the defender is subjected to a blitz attack and if at least half of his steps do not have a quality of 3, the attacker may choose how the defender’s losses are taken. A blitz attack is an attack made solely by motorized units and including at least one armored unit plus air support.

c. Static units may not retreat and may only take step losses.

6.3 Retreat and advance after combat

     Units must retreat toward a supply source and must finish their retreat the number of hexes away from their starting position that they actually retreat (i.e. no doubling back).

     If they retreat through an un-negated enemy ZOC, their stack must suffer one additional step loss (owner’s choice) for each such hex retreated into/through.

     Retreat through enemy units (except enemy HQs) is prohibited.

     If no retreat is possible, the units remain in place and take all losses as step losses.

     Victorious attacking units may advance into a vacated defender hex, subject to stacking limits, and regardless of enemy ZOCs.

7.  OVERRUN

     Supplied motorized units that do not begin their movement in an enemy ZOC may attempt to perform an overrun during movement.

     Overruns are allowed during the Movement Phase and the Exploitation Phase, but not during the Reaction Phase.

     The units must expend MPs equal to the terrain in the defender’s hex plus one additional movement point and perform a normal attack. HQs may not provide support but airpower may do so. 

     If successful, the attacker may enter the defender’s hex, but must then cease movement

     Units that perform overruns may also perform normal combat.

8.  SUPPLY

8.1 Generalities

     Supply is determined at the beginning of each Operations Phase for the player concerned.

     To be in supply, a unit must trace a supply line of length equal to or less than its movement allowance to:

--A supply source;

--A railroad leading to a supply source; or,

--A supplied HQ.

     Terrain costs are determined based on the type of unit. Count the ending hex cost but not the terrain in the hex the unit occupies.

     Enemy ZOCs block supply lines unless occupied by a friendly unit.

     Units unable to trace a valid supply line are out of supply and receive a marker to indicate their status.

8.2 Penalties

--Motorized movement allowances are halved and exploitation movement is prohibited.

--Overruns are prohibited.

--Attack strengths are halved.

--Non-motorized units have their movement allowance reduced by one.

--Unsupplied HQs may not provide support.

     During the Isolation Phase, determine the status of unsupplied units. If they are able to trace a supply line, their marker is removed. If still unable to trace a valid supply, the marker remains and the stack takes one step loss.

8.3 Supply sources

Axis: Major cities in Germany and railroads leading off the east edge of the map.

Allied: Major cities in a friendly country and railroads leading off the south and west edges of the map.

9.  REINFORCEMENTS AND REPLACEMENTS

9.1 Reinforcements

     Reinforcements are deployed on their turn of arrival, no more than one per major city in their home country, according to the scenario being played.

     British units arrive in friendly-controlled ports or on rail hexes on the west edge of the map.

     Reinforcements may move normally in the following Action Phase.

Errata: The French 237-238 DLI enters on Turn 7.

9.2 Replacements

     Each side has a pool of motorized replacement points at the beginning of the game: 3 for the Axis and 1 for the Allies.

     In addition, each side receives one infantry replacement point every two turns beginning with Turn 2. They may not be accumulated from one turn to the next.

     Any unit in supply and within an HQ’s command range may receive one replacement point per turn, as long as it is not in an enemy ZOC. Exception: Dutch, Belgian, and British units may not receive replacements.

     Replacements may only be used to rebuild reduced units. They may not be used to rebuild units that have been completely destroyed.

     Generic infantry cadre units represent the last of three steps for infantry, motorized infantry (British only), mountain infantry, and colonial infantry units. They have a quality of 3.

10.  AIRPOWER

10.1 Generalities

     Each side possesses bombers. The number on the counter represents the column shift bonus if it is used in combat. The number of bomber counters available each turn is 5 for the Axis and 1 (or 2, see 11.11) for the Allies.

10.2 Mission types

Tactical support: The attacker decides first in each attack if he will provide air support. There is no limitation to the number of bombers that may be included in a combat.

Interdiction: The air unit is placed in a hex other than a major city or first line fortification. Any units entering that hex must cease movement for that phase. Units located in that hex at the beginning of movement may only move half of their movement allowance. Stacks that retreat into that hex suffer an additional step loss. This mission is placed during the Special Operations Phase.

Terror (Axis only): An air unit bombs a major city or a unit with a quality of 2 or less:

--If a major city, a refugee counter is created.

--If it is the unit’s last step, it is eliminated.

--If a unit with at least 2 steps remaining, one step is eliminated.

This mission is performed during the Special Operations Phase and only one mission of this type is allowed per turn. The German player must choose the target (city or unit) if terror bombing a major city that also contains a low-quality unit.

Naval interdiction: If the Allied player declares an evacuation during the Special Operations Phase, the Axis may use one, and only one, air unit to cut the evacuation capacity in half.

11.  SPECIAL RULES

11.1 Rail movement

     During a standard Movement Phase, each player may move up to 2 stacking points by rail. This movement is performed before regular ground movement. Units that move by rail may not also move normally.

     Units must be in supply and may not begin or end their movement in an enemy ZOC unless occupied by another friendly unit.

     Movement is unlimited along connected rail hexes not in enemy ZOCs (unless occupied by a friendly unit) and part of that side’s controlled rail net. Each side has railhead markers that they may use during the Isolation Phase to mark captured rail hexes. These hexes may not be adjacent to enemy units, in supply, and have been last moved through by a friendly unit.

11.2 Armored and mechanized corps

     Each side has armored corps counters that provide a bonus of 1 column shift in attack and defense. During their respective supply phases, the players may choose to combine:

Axis

--Panzer corps: 3 panzer divisions, or 2 panzer divisions and 1 motorized division, or 1 panzer division and 2 motorized divisions.

--14th Motorized Corps: 2 motorized divisions, or 1 panzer division and 1 motorized division.

Allies

--Prioux Cavalry Corps: 2 DLM, or 1 DLM and 1 DIM.

--Keller Armored Group: 2 DCR, or 1 DCR and 1 DLM.

     These units must be located in the same hex. They are placed in the off-map holding displays in the box corresponding to their corps. Any losses taken by a corps must be removed from a unit located in its holding boxes. Stacking is calculated based on the actual contents of the corps.

     During the Supply Phase, the corps may be disbanded and the individual units placed back on the map.

Note: The corps marker may continue to provide its bonus even if only one division remains in it. Some corps begin the Historical Scenario with less than the required number for initial formation; this is allowed.

Errata: The 39th Panzer Corps is commanded by Schmidt.

11.3 HQ support

     Each of the six army group HQs may provide their bonus for attack or defense during the Combat Phase of both player turns. The attacking or defending units must be within the command range of the HQ providing the bonus. All participating friendly units must be in range to receive the bonus and the command range may not be traced through un-negated enemy ZOCs.

     Only one friendly HQ may participate in a given combat. Each bonus gives a column shift in that player’s favor. Opposing HQ bonuses may cancel each other out.

11.4 Fortifications

     Fortifications are either first line (Maginot Line, Metz, Belfort, Liege) or second line. The fortification benefit is not awarded if any attacking units attack across a non-fortification hexside. 

     Defenders receive the following benefits if attacked through fortification hexsides:

--The attacker is halved.

--Any intrinsic defensive value listed in the hex.

     First line fortifications provide the following additional benefits:

--Retreat results may be ignored. The defender may ignore any combat results that could e taken as retreat hexes according to Rule 6.2.4.

--Automatic supply.

     Intrinsic defenses have a quality of 2. They are eliminated on any result if alone. If friendly units are present, they are eliminated if enemy units advance after combat into the hex.

     Fortifications are always eliminated whenever enemy units enter the hex.

11.5 Airborne assaults

     Airborne units may be launched from supplied major cities not in an enemy ZOC up to a distance of 10 hexes during the Special Operations Phase.

--If the target hex is unoccupied, the units arrive intact.

--If the target hex contains enemy units, each airborne unit is destroyed on a separate 1d6 of 4, 5, or 6.

--If the target hex only contains an intrinsic defense, airborne units are destroyed on a 5 or 6.

--If they survive, they must attack any enemy units they are stacked with in concert with friendly units.

     A maximum of two airborne units may be launched against a single hex.

     Used airborne units are permanently removed during the Special Operations Phase of the following turn.

Effect of airborne units

--Any negative hexside effects (rivers and fortifications) are negated with respect to attacker combat strength. Other effects of fortifications remain in effect.

--The first step loss taken after the lead unit (i.e. the second step loss) is taken by an airborne unit.

--Airborne units automatically pass coup de main checks and do not count against the limit for the turn.

11.6 Coups de main and bridges

     A bridge exists wherever a railroad crosses a river. Whenever an Axis unit attacks across a water obstacle (canal, major or minor river) with or without a bridge, the player may attempt a coup de main to avoid the penalties of attacking across a river. Note: Bridges do not cancel the combat effects of water obstacles.

     A coup de main is successful on a 1d6 of 4, 5, or 6.

     Four attempts per turn are allowed at the rate of one attempt per combat and per phase (adjust the marker on the track located on the map).

11.7 Refugees

     At the beginning of the game, the Axis possesses six Refugee markers. Refugees may appear in two ways:

a. Terror bombing of a major city during the Special Operations Phase. Only one major city may be terror bombed during the game.

b. During the Special Operations Phase, the Axis player may place one unit in each major city controlled by the Allied player that is within three hexes of a friendly (German) unit.

The effects are:

--During the following Special Operations Phase, the Axis player may move Refugee units up to two connected rail hexes. Optional: Refugees must be moved along railroads each turn toward the southern and western map edges (hexes 1232, 0732, 0332, 0129, 0120, and 0122).

--Allied units that enter or begin in the hex must expend one additional movement point.

--Refugees are never destroyed.

11.8 Evacuation

     During the Special Operations Phase, the Allied player may declare an evacuation by indicating the port to be evacuated.

--The Allies may evacuate by sea up to 4 stacking points per turn during the Special Operations Phase from the indicated port.

--The units must be present in the hex at the beginning of their movement phase.

--Evacuated units may never return to the game.

11.9 Ports

     Ports are indicated by an anchor symbol. British reinforcements a certain French reinforcements may arrive by port. Rotterdam and Anvers are not located on the coast. In order to use these ports, all hexes bordering the rivers that connect these ports with the sea must be friendly controlled.

11.10 Hex 1803

     This hex is considered a bridge. Stacking is limited to 2 points. Any attacks from this hex suffer a –1 to the die roll. Attacks on this hex gain a +1 to the die roll. Combat may only occur between this hex and hexes 1703 and/or 1802.

11.11 Random events

     During each Event Phase, one of the players rolls 2d6, consults the Random Events Table, and applies any results.

11.12 War plans

     Units are either attached to an army or are free.

     Each side has three HQs that control an operations sector on the map.

     On Turn 1, each side must designate a sector for their main effort.

On the Allied side: Only the armies in this army group may move. No combat is permitted except overruns. The other sectors may not move or attack. Exception: Neutral country units adjacent to Axis units may move.

--On Turn 1, Allied units outside the main effort zone as well as units in reserve may not move or attack. Also, no bombardment missions or defensive HQ support is allowed.

--On Turn 2, Allied units outside the main effort act normally but may not leave their initial sector.

--Beginning on Turn 3, one army per turn outside the main effort may be released to function freely.

--Reserve units function normally beginning with Turn 2.

On the Axis side: Only the main effort may attack with units from PanzerGruppe Kleist (14th, 19th, and 41st corps). The other sectors may move normally and overrun. Airborne operations are allowed.

Neutral countries

     A city is captured whenever an enemy unit is the last unit in the hex and the hex is in supply.

     When a neutral country surrenders during the Victory Phase, all of that country’s units are removed from the game.

--Luxembourg: Allied units may only enter after the Germans do.

--Holland: Surrenders when 4 major cities have been captured during the Victory Phase. A major city that has been terror bombed counts as a captured city.

--Belgium: Surrenders when its major cities are captured during the Victory Phase and there are no more Allied units in Belgium. Belgian units may not leave their country if Brussels has not fallen. If forced out of Belgium, they must attempt to return before the next Victory Phase; otherwise they are eliminated.

11.13 Victory

     At the beginning of the game, the Axis player secretly chooses from among the four following plans:

1. Race to the Sea: Conquer Holland, Lille, and the Channel ports (Anvers, Calais, Dunkerque, Boulogne, and Dieppe).

2. Invasion: Exit six motorized units by one or more communication lines along the south or west map edges (0115, 0117, 0120, 0122 and 0129, 0332, 0732, 1232).

3. Isolate the Maginot Line: All Maginot Line hexes are captured or isolated by units or non-negated ZOCs. Maginot Line hexes are those border fortifications located in the Army Group 2 zone (1719-2325).

4. Destruction of the BEF and French armor: 10 British stacking points and 6 French armored stacking points destroyed. Evacuated units count as half.

Victory determination

--Major Allied victory: The Axis do not achieve any objectives.

--Minor Allied victory: The Axis do not achieve their chosen objective.

--Draw: The Axis achieve their chosen objective and one other.

--Minor Axis victory: Chosen objective plus two others.

--Major Axis victory: All objectives.

     If a major German city is captured by the Allies at the end of the game, the level of victory goes up one in favor of the Allies.

     The victory level also goes up one for the Allies if the Axis loses more steps than the Allies (British, French, Belgians).

     If the Allies suffer twice as many losses as the Axis, the victory level goes one in their favor.

12.  SCENARIOS

12.1 Historical scenario

     Units are deployed in their historical locations.

     The main effort for the French is Army Group 1and for the Germans, Army Group B. The BEF and the 1st and 7th armies must enter Belgium. Holland and Belgium are invaded on Turn 1.

12.2 Free scenario

     Deployment is historical but the players may freely choose their main effort.

     Holland and Belgium need not be invaded on Turn 1. Their movement and combat is only subject to normal restrictions in 11.12.

12.3 Hypothetical scenario

     Same as in the preceding scenario, but with free deployment. Armies must still deploy within their sectors. Armor and mech corps may be deployed as the player wishes under the corps formation rules (Exception: Keller may only deploy on the first turn with two DCRs, but may change later on).

12.4 CEFS

     The French Scandinavian Expeditionary Corps (CEFS unit) may enter at any controlled port on Turn 7 or on a line of communication on the west map edge on Turn 8.

12.5 Mountain troops

     The German mountain corps (1-6 Geb unit) may enter on Turn 8 as an OKH reinforcement by removing on step from the 18 Corps of the 12th German Army.

12.6 14th French Alpine Corps

     The 14th CA joins the Alps Army. This unit may enter on Turn 4 at hex 1232.

12.7 North African troops

     The two units 83-84 IA and 85-88 IA arrive from North Africa. They may enter on Turn 8 by any controlled hex along the west or south map edge.

12.8 Early Italian attack

     Beginning with Turn 12 (12-14 June), the Allied player rolls 1d6 during the Common Phase. On a result of 6, Italy decides to go on the offensive. 14th CA is not available as a reinforcement; if it is in the game it is removed immediately. If it has already been destroyed, the Axis victory level goes up by one. Mussolini adds insult to injury by crossing the Alps!

12.9 Static divisions of the 7th Army

     In the free scenario, the 4 static divisions of the 7th German Army (554, 555, 556, and 557 ID) may be replaced at the Axis player’s choice by their two corresponding corps (25 and 33). They may be placed in two of the hexes occupied by the divisions.

12.10 Armored Group Keller

     In the free scenario, the Allied player has an initial armored corps in addition to the Prioux Cavalry Corps. Group Keller consists of 2nd and 3rd DCR and is placed on one of the two hexes of the divisions.

RANDOM EVENTS (2d6)

Turns 1 to 7

2-3    Colonials: North African troops are available as reinforcements this turn (a,e)

4-6    Halt Befehl: Movement for two stacks of panzers is cut in half this turn (b,e)

7   No event

8-10     SNAFU: 2 French motorized units (Axis choice) lose half their movement points this turn (e)

11-12 Brandenburgers: Automatic success on a coup de main this turn (e)

Turns 8 to 14

2-3 RAF squadrons: Axis air support reduced by 1 air unit this turn (e)

4-6 Bad weather: For this turn, Axis air support is limited to +1 column, no support for the Allies (e)

7          No Event

8-10 SNAFU: No French replacements this turn (d,e)

11-14    Save honor: Bonus for one French combat this turn (c,e)

a) 83-84 IA and 85-88 IA units. If this event does not occur, these units arrive on Turn 8

b) The stacks affected are the two with the most panzer combat factors; any infantry present is uneffected

c) Bonus of +1 on the dice when attacking and –1 if defending, cumulative with any other modifiers

d) If an infantry replacement point would normally be available this turn it is not lost, just delayed by one turn

e) Event may only occur once per game and is considered No Event if it has already occurred

