TRAFFIC JAMS AND FOG OF WAR
Simple ways to model complex problems in wargames
These are some ideas for some of the more traditional Bulge games (like Bulge '65 and '81), but they can work with other designs, also.

1) We have all read of the massive traffic jams on both sides as they attempted to get to the battlefield down the road net of the Ardennes. Yet most of the Bulge games either address the traffic problems not at all or with cumbersome mechanics that detract from the play of the games.

So here is a simple way to model a complex problem, with no need for extra counters (as in Wacht am Rhein, for example).

a. Units using the road movement rate must individually.

b. No unit may enter or exit a hex in an enemy zone of control, nor one containing another unit, using the road movement rate. All such units must use the terrain cost of other terrain in the hex as if the road were not there. EXCEPTION: units in fortifications of whatever type are considered to be off the road and therefore do not interfere with the road movement of other friendly units into, through or out of the hex.

This rule will work with just about any game, Bulge or not, that provides benefits for using a road as opposed to moving cross-country.

2) The fog of war that stays the hand of the general does not exist on the cardboard battlefield for the most part. But a simple expedient can reintroduce a degree of uncertainty as to strength (and to a more limited degree, location) of enemy units, thereby granting advantage to the player with the "fingerspitzenfuehl" over the bean counter always looking for that last combat factor for a 3-1:

Paint the backs of the units (obviously it won't work in a game with backprinted pieces -- duh!) such that the units of one side are one color (ideally close to the front color of the units that predominate for that side, but not a requirement) and those of the other are one other color. The painting should include the blank counters that may come with the game, also. That's because:

a. Any friendly units not adjacent to enemy units at the start of a friendly player turn/impulse/action segment/whatever (depending on the given game) may be inverted, and remain so until the opposing player moves at least one unit adjacent.

b. In such a case, the moving unit is flipped face-up first, followed by the non-moving unit. A blank unit is removed immediately upon revelation to be such and the moving unit continues moving, if otherwise able.

c. Blank units may be placed with any inverted friendly unit, or with any unit entering the map, at the start of any friendly player turn/impulse/action segment/whatever (depending on the given game). A player may have up to one blank to each 10 real units in play at the given moment. Blanks have whatever movement allowance the owner desires at the given moment (subject, of course to the recognition that if he tries to move a blank an unbelievable distance the opponent is not likely to believe it is a real unit).

d. Players must observe the rules governing aspects of play subject to abuse (i.e. cheating) through the use of inverted units -- like moving a unit further than its legal movement allowance. A player may challenge the move of a unit if he believes it has moved illegally. Upon a challenge, the moving player flips the unit face-up. If it has moved illegally it is eliminated, but if it has moved legally the owner may select one inverted enemy unit anywhere on the map which is then eliminated from play. The moving player may then retrace the move of his challenged unit (all the way back to the beginning of the move if he so chooses), place a blank atop it, and then move each one as desired (and if the opponent desires, he can challenge the move again).

Enjoy.
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