Dark December - Variant
This variant applies to the 1979 O.S.G. edition of Dark December.  All known errata for the game have been assessed and some of these errata are incorporated into this variant, together with suggestions on the usage of optional rules.  O.S.G. capitalization conventions are used throughout.

INTRODUCTION

Sequence of Play: 4. All Out Assault (change) The mandatory step loss for All Out Assault is not assessed from each attacking hex but is suffered by one attacking unit only, regardless of the number of hexes from which the attack originates.

STANDARD RULES
1.0 Isolated Units (clarification) A unit is Isolated when all three of the following conditions are met:

1. It is unable to trace a supply line;

2. It is totally surrounded by enemy units or enemy Zones of Control in all six adjacent hexes, regardless of the presence of other friendly units; and

3. It is more than three hexes from any supplied friendly unit.

Note: Allied units can never be Isolated during clear weather.

1.1 Restrictions on Selection (clarification) Either Player may choose to place two of the three German independent brigades out of supply instead of a division.

2.0 Restrictions on Replacements (change) Eliminated units only return to the map from the east or west edges (as applicable) if the unit being replaced: 1) has no unit of its division still on the map; 2) is a surrendered unit; or 3) is an independent brigade or regiment.  In each of these cases an additional Replacement point is expended over and above the two Replacement points ordinarily required to return n eliminated unit (for a total of three Replacement points).  Otherwise, eliminated units that are replaced are positioned in the nearest friendly controlled town to any one of the units of the parent division.  The selected town must be at least three hexes away from the nearest enemy unit.
3.0 Movement Costs of Terrain (clarification) Units always pay the highest movement point cost of any terrain feature in the hex they enter (unless at road rate) and they likewise receive the greatest Terrain Defence Level when determining combat results.  Exception: a player may voluntarily reduce the Terrain Defence Level of a particular friendly occupied hex (to ‘0’) if he so states prior to the resolution of a combat.
3.1 Movement Restrictions (addition) Units may always move a minimum of one hex in a Movement Phase even if they have insufficient Movement Allowance to do so.  Such movement may not contravene any other prohibitions, and does not apply to units that have been in Strategic Movement at some point in the Movement Phase.
3.2 Road Space Requirements for Units in Strategic Movement (addition) Units in Strategic Movement may not enter a hex adjacent to another friendly unit also in Strategic Movement if a road connects the two hexes.

3.2 Strategic Movement and Enemy Zones of Control (change) Units in Strategic Movement may enter enemy Zones of Control and also attack at the owning Player’s discretion.  The attack strength of units in Strategic Movement is halved (rounded up), and the Terrain Defence Level of any hex they occupy is reduced by ‘1’.  Attacking units are removed from Strategic Movement at the end of the combat.
3.3 Road March Movement - Bridges (addition, also Charts and Tables) Units that do not fulfil the requirements of Road March Movement may cross bridged river hexsides by paying an additional two movement points over and above the cost of the hex entered.

3.4 Withholding Reinforcements, Blocked Entry and Screening Units (change) Neither Player may voluntarily withhold reinforcements.  If any of a reinforcing unit’s possible entry hexes are occupied by an enemy unit, each enemy-occupied entry hex must be screened by the first available reinforcement unit to appear at that reinforcement letter, irrespective of type.  The screening unit is placed adjacent to the enemy-occupied entry hex, and can neither move nor attack until that entry hex is vacated by enemy units.  If the hex is vacated, the screening unit may in this case either enter the Game-Map at this entry hex or may remain screening in its current location for as long as the owning Player desires.  Screening units may never be attacked.

Once an entry hex is screened, further reinforcements may enter other similarly designated entry letter hexes.  If all a reinforcement’s possible entry hexes are screened, the reinforcing unit may be placed on the next unblocked entry hex in the direction of the nearest supplied on-map (i.e. not screening) friendly unit.  However, reinforcements that are so placed are delayed one Game-Turn in their arrival (they appear in the friendly Player-Turn following the scheduled Game-Turn of their arrival).  A Player may also choose to screen, but is not required to do so, if all un-screened entry hexes applicable to a reinforcing unit are in enemy Zones of Control.

Reinforcing units may attack screened enemy-occupied hexes from off the map-edge.  One stack only of friendly units may attack a screened hex.  All such attacking units are automatically in supply.  Normal rules of combat apply, and the attackers are assumed to occupy a hex with a Terrain Defence Level of ‘4’.  If the defender’s hex is vacated, at least one available attacking unit must advance after combat.  Note: the screening unit itself may not participate in this combat, nor is it affected directly by the outcome.
3.7 Stacking and Strategic Movement (change) Units in Strategic Movement may be stacked with or move over other friendly units that are not also in Strategic Movement, but must expend movement points equal to the cost of moving into the non-road terrain in such hexes and the non-road terrain cost of an adjacent connected road hex subsequently entered in that Movement Phase.
4.1 All Out Assault (Second Combat) (change) The mandatory step loss for All Out Assault is not assessed from each attacking hex but from one attacking unit only, regardless of the number of hexes from which the attack originates.

4.2 Terrain Defence Levels and Their Effect on Combat (addition) Prior to the resolution of an attack either or both Players may declare a voluntary reduction in the Terrain Defence Level of any or all hexes occupied by their units.  This reduction may be to a minimum of ‘0’ and may differ on a hex by hex basis.  The Terrain Defence Level reduction applies for the entire attack, including during any CA combat.
4.3 Battle Resolution (clarification) Attacks at odds ratios higher than 9:1 are treated as 9:1.  Attacks at odds ratios of less than 1:3 are not allowed.

4.4 Retreat After Combat (change) A unit’s retreat path is judged as a whole for compliance with retreat priorities prior to commencement of the retreat.  The retreat priorities are as follows: 1) survival; 2) to a hex not in an Enemy Zone of Control; 3) to a hex in an Enemy Zone of Control already occupied by a friendly unit; 4) not over an unbridged or non-ford river hexside and 5) to the east for German units and to the west for Allied units.
Infantry or armoured infantry (panzergrenadier) type units may retreat across unbridged or non-ford river hexsides.  They are never forced to retreat any further than the immediate hex after being retreated across a river.  That is, their retreat path may be reduced to one hex by virtue of retreating over a river.  A die is rolled individually for all units retreating across an unbridged or non-ford river hexside; on a die-roll of ‘1’ a retreating infantry, parachute infantry, glider infantry or engineer unit incurs a step loss, and on a die-roll of ‘1’ or ‘2’ a retreating armoured infantry (panzergrenadier) unit incurs a step loss.  Armoured (panzer) or armoured cavalry units may not retreat across unbridged or non-ford river hexsides; they must take step losses instead.  All units may retreat over a bridge or ford.
4.5 Terrain Effects on Advance (change) Advancing units may ignore terrain costs except that they must cease their advance in the first hex after crossing an unbridged or non-ford river hexside.  Armoured (panzer) and armoured cavalry may not advance across an unbridged or non-ford river hexside.
4.5 Zone Effects on Advance (change) Armoured (panzer) and armoured cavalry units may ignore enemy Zones of Control in the first hex of any advance after combat if that first hex is a non-town clear or rough terrain hex and the intended second hex of the advance is a non-town clear or rough terrain hex.  The ability to ignore enemy Zones of Control in the first hex of an advance after combat is negated if any bridge or ford hexside would be crossed at any point in such an advance.
4.5 Elimination and Length of Advance (clarification) The unit’s elimination is from any combat-related cause, including loss during or inability to retreat, and any loss for retreating across a river.
4.6 Effect of Divisional Integrity for Attack (change) During the period of German Tactical Advantage the German Player may receive up to two Divisional Integrity bonuses for one attack (not All Out Assault) within the command range of Manteuffel.  During clear weather the U.S. Player may receive up to two Divisional Integrity bonuses for one attack (not All Out Assault) within the command range of Patton.  The second Divisional Integrity bonus is ignored if this leads to an FF combat result.  Divisional Integrity bonuses are always optional and both Players must state before the combat die-roll if they are using one or more Divisional Integrity bonuses.
5.0 Blowing Bridges (addition) An attempt to blow a bridge may not be made unless an enemy unit is within two hexes of the bridged hexside.

SPECIAL RULES
1.1 Tactical Advantage and Surprise Attack Advantage (change) During the period of German Tactical Advantage the German Player may receive up to two Divisional Integrity bonuses for one attack within the command range of Manteuffel.  The German Player can receive one Divisional Integrity bonus plus the Surprise Attack Advantage die-roll subtraction in the same combat.  Note that if the Optional Historical Assault Positions are used no Divisional Integrity bonuses will be applicable on the first Game-Turn.
1.2 Restricted Allied Movement (addition) Allied infantry units activated by German attacks in the first two Game-Turns may move a maximum of one hex for each Game-Turn they are activated, subject to their Movement Allowances.  Their movement capability becomes normal beginning with the 17 A.M. December Game-Turn.  Allied armoured and armoured cavalry units may move normally on the 16 P.M. December Game-Turn regardless of activation.  Units not permitted to move may not build fortifications.
OPTIONAL RULES
(clarification) Optional rules 1.0-4.0, 6.0, 8.0 and 9.0 should be used (as amended below).  In addition, it is recommended that the Optional Historical Assault Positions are used.  Note that if this is the case, it is assumed that all German units have already moved and therefore no German unit may begin the Combat Phase in reserve.
1.0 Surrender (replace section) During the first enemy Player-Turn Supply Determination Phase that a unit, stack or group of stacks is Isolated an Isolated marker is placed on the unit or stack(s).  A group of stacks is composed of stacks in contiguous hexes.  During the second consecutive enemy Player-Turn Supply Determination Phase that a unit or stack(s) is Isolated a second Isolated marker is placed on the unit or stack(s).  During the third consecutive enemy Player-Turn Supply Determination Phase that a unit or stack(s) is Isolated a third Isolated marker is similarly placed.
In addition, beginning with that third consecutive enemy Player-Turn Supply Determination Phase, the enemy Player rolls the die for each unit, stack or group of stacks comprised entirely of units Isolated for three consecutive enemy Player-Turns: a ‘1’ results in their surrender.  The die is rolled each consecutive enemy Player-Turn Supply Determination Phase these units remain Isolated until they surrender or are restored to a non-Isolated state.

If Isolated units receive Supply (that is, are restored to a Supplied or Unsupplied state) after being Isolated for one or more Game-Turns, the count for consecutive Game-Turns until a surrender check begins anew.

Allied units that would be Isolated but for clear weather do not count any Game-Turn of clear weather toward their consecutive Isolated Game-Turns, and the enemy Player does not roll for surrender during any Game-Turn of clear weather, but clear weather does not of itself restart the surrender Game-Turn duration count.

Due to their elite status, German SS units and all parachute (including mechanised parachute) and glider infantry units of both sides never roll for surrender.  Should a stack or group of stacks of Isolated units contain one or more of these unit types, none of the units in the stack or group of stacks will surrender.

Surrendered units require an additional Replacement point to replace their first step; units that surrender should be therefore be segregated from units destroyed in combat.

2.0 150 Panzer Brigade (addition) The 150 Panzer Brigade may attempt infiltration a maximum of three times during the game, all of which attempts must be made by the end of the 18 P.M. December Game-Turn.

3.0 Optional Forces (change) Change sentence five to read... “For every ‘1’ or ‘2’ rolled that Player may commit three units of his choice from his optional forces.”
(clarification) These units may not be taken as reinforcements prior to their Game-Turn of arrival.  U.S. optional forces are: CCA, CCB and CCR/5 armoured division.  German optional forces are 10, 21 and 22/10SS (Frundsberg) panzer division, 37 and 38/17SS (Gotz von Berlichingen) panzergrenadier division, and 15, 110 and 111/11 panzer division.
4.0 Disengagement (clarification) All units except armoured (panzer), armoured cavalry or any unit occupying a hex with a Terrain Defence Level of at least four must expend one movement point above and beyond that of moving into the first hex when moving from an enemy Zone of Control.  In assessing the Terrain Defence Level the effect of fortifications is included and rivers are taken into account if all adjacent enemy units are separated from the hex in question by a river hexside (irrespective of bridges or fords).
9.4 Commander Units (addition) A Commander unit not stacked with a friendly combat unit is displaced by an enemy combat (not Commander) unit moving into or through its hex.  A displaced Commander unit is relocated to the nearest supplied friendly unit or stack.  If two or more supplied friendly units or stacks are equidistant, the owning Player may choose between them.  This displacement is not a retreat; simply relocate the Commander unit to the alternate hex, ignoring terrain, enemy units and enemy Zones of Control.
9.5 (addition) For the period of the German Tactical Initiative Manteuffel may use his Attack Option Capability to make a second All Out Assault on a hex if the preconditions exist.  During clear weather Patton may use his Attack Option Capability to make a second All Out Assault on a hex if the preconditions exist.  That is, the initial attack and the first All Out Assault have both failed to affect the defender.  Note: these Commander units are not restricted in this capability in a Combat Phase in which an attack (possibly the same attack) was also made using two Divisional Integrity bonuses, but an All Out Assault itself may never receive more than one Divisional Integrity bonus.
SCENARIO SET-UP

It is recommended that the German Player use the Historical Assault Positions for scenarios beginning on 16 A.M. December.  In any event, the German Player is obliged to make five attacks on 16 A.M. December. 

MAP ERRATA

(correction) The Allied and German Motorized Replacement Tracks are mislabelled.  The Allied track should be the German track and vice versa.

(clarification) La Roche (hex 2516) is a town in clear terrain.  Hexes 2111 and 2112 are woods hexes.  Hex 1010 is a clear hex.
(clarification) Two unconnected roads may coexist in a hex (examples: 2920 and 3213).  A unit entering such a hex on one road and exiting in the hex in the same Movement Phase from another road incurs the non-road terrain cost of the hex in question.  This does not of itself prevent the unit benefiting from the road cost of the hex subsequently entered.  Units in Strategic Movement may not enter and leave a hex via unconnected roads in the same Movement Phase.  The restriction on units in Strategic Movement moving adjacent to another friendly unit in Strategic Movement in a connected road hex is not affected by this, that is, it is a strict prohibition irrespective of which specific roads are in use.
COUNTER ERRATA

All three units of the U.S. 66 Infantry Division are brought into play only when using Variant XVIII.  These units enter the game on 24 A.M. December Game-Turn as shown in the Study Folder, not 24 A.M. January Game-Turn as shown on the counter.

The French unit (Fr Lt) is a restricted unit and should be denoted with a yellow bar.
The U.S. Middleton Commander unit is set up in hex 3022.
The U.S. 354 engineer unit should enter the game on 20 A.M. December Game-Turn.

DEVELOPER’S NOTES
Firstly, thanks to Danny S. Parker for his original game.  I have come to this game some 25 years after its publication, and was pleased to find it both attractive and playable, with possibilities of providing a reasonable simulation of a difficult subject.  The German Ardennes offensive is a wargame favourite, but the effects of hindsight and the doomed nature of the historical assault can lead to a dull struggle forward to an arbitrary “small solution” line.  Whilst undoubtedly aware of this, Parker has avoided giving the Germans ahistorical capabilities, whilst hopefully keeping alive in the German player’s mind the mirage of a breakthrough.

The main intention of the variant is to clarify and codify the various errata and suggestions available for this game into a coherent and usable format.  The secondary object is to improve simulation of the creation of the full extent of the bulge itself which, under the original design a competent Allied Player can generally prevent quite handily.
The foremost problem in this regard is the “push and shove” nature of the game system, and the difficulty in creating a breach in the Allied line through which the panzers can exploit.  The addition of an optional Reserve rule appears to be a response by the designer to this concern, and it is adopted in this variant.
Note that the developer in his turn has not sought to assist the Germans ahistorically, and therefore competent Allied play should still contain the German offensive short of its strategic objectives.  Clearly, it is preferable for the more experienced (or more talented) player(s) to take the German side.  A German win should be viewed as quite an achievement, and will require a rare combination of luck and judgment.
The improved replacement rule from Parker’s Battles for the Ardennes (SPI/TSR/DG) is adopted.  The map-edge ‘problem’ is addressed by the ability to attack from off-map, balanced by the requirement to screen enemy on-map forces.  In addition, a number of further amendments, such as the option of double Divisional Integrity under Manteuffel and Patton, bridge blowing only in proximity to an enemy threat, and easier armoured exploitation in suitable terrain will combine to increase slightly the fluidity of the game.

The Commander units may be viewed as an odd inclusion, but their employment in the front line is intended to simulate the effect of army-level assets being allocated to a particularly important part of the front, rather than merely reflecting the presence of the eponymous officer.
An exclusion that players may question are discrete artillery units.  The game was clearly designed to integrate the effects of artillery into the combat system, and I have no difficulty with this.  I would certainly caution against grafting in artillery units from BftA or another source.

As a final note, the use of the historical assault positions will allow the game to unfold in a manner recognisable as a version of history.  These positions reflect the German intent to create the initial breach with infantry, saving the armoured formations for exploitation.  This kind of thinking is counter-intuitive to a board wargamer, because it is very rare that cardboard counters tire or suffer straggling, breakdowns or attrition, therefore using each and every piece to its full capabilities each Game-Turn is natural.
In any event, the free deployment option, ably employed, will give the German offensive a considerable additional boost, and may either produce a breakthrough or at least a more competitive game.  The difference is such, however, that the free deployment game should be regarded in the same manner as the other ahistorical options.  That is, you’re no longer re-fighting the Ardennes, 1944, but exploring some alternate reality.
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