Battles for the Ardennes: Additional Rules Clarifications
“Reserves” - Movement, Artillery, Defensive Flanking Fire, Shock Combat [9.87, 10.0, 16.7, 16.95]
In “Reserve” - Designation and Movement [16.95]:  Any friendly units that began not in an enemy ZoC, which did not move, change formation, have combat, nor fire, may be designated as being in “Reserve” (up to 10 per board, 20 per side).  “Reserve” units should all be designated individually with an appropriate marker placed upon them.  “Reserve” units may stack normally with units that are not in “Reserve”.  “Reserve” units defend normally.  “Reserve” units may either change formation or move or both during the designated “Friendly Reserve Movement Phase” of the friendly player turn, or, they may wait and change formation or move or both during the subsequent “Enemy Defensive Reserve Units Movement Phase” of the Enemy player turn.  Artillery units may be put in “Reserve”.  During the “Reserve Designation Phase”, Artillery units must already be (or else they may immediately change formation and go) “Out of Battery” in order to be put into “Reserve”.  Thus, artillery units in “Reserve” may never fire, only move.  However, as any “Reserve” unit moves, changes formation, or attacks, immediately remove its “Reserve” marker.  In any case, all “Reserve” markers must be removed from all friendly units at the end of the Enemy “Defensive Reserves Movement Phase”.  They may be re-designated “Reserve” any number of times.  
Defensive Flanking Fire in Shock Combat, and “Reserve” Artillery in Shock Combat [16.7, 16.954]: The “Friendly Reserve Unit Movement Phase” immediately precedes the “Shock Combat Phase” in which the phasing player conducts all Shock Combat attacks, in any order desired.  “Shock Combat” uses the better CRT rows.  But, the defender may support the defending hex with Final Protective Fire from any previously unfired Artillery unit(s), and, apply an Air Support Point as available and as desired.  The phasing player (per the Official Errata rules), may conduct Shock Attacks with only one unit at a time [16.9542], thus, may NOT use any Air Factor(s) to support a Shock Attack.  And, Defensive Flanking Fire [16.7] still applies during this Phase, so all adjacent enemy-occupied hexes must also be attacked during this Phase, even if they had been attacked earlier in the turn.  However, unfired friendly Artillery units may conduct Bombardment Attacks in this Phase to satisfy Defensive Flanking Fire requirements [new clarification].  As always, note that Artillery units may only bombard once per game turn.  
“Reserve” Artillery Capabilities and Restrictions Summary [10.0, 16.95]:  Artillery units which did not move nor change formation during the friendly Movement Phase may be put in “Reserve” status.  Artillery units in “Reserve” may NOT fire – not FPF, not Bombardment, nor support any attack while still in “Reserve”.  “In Battery” Artillery units may freely change formation and go into “Out of Battery” and into “Reserve”.  An “Out of Battery” Artillery unit that was put into “Reserve” may move in one of either of the two subsequent reserve movement phases - during either the “Friendly Reserve Unit Movement Phase”, or, in the “Enemy Defensive Reserve Unit Movement Phase”.  Artillery in “Reserve” may go into March Mode normally.  An Artillery unit “Out of Battery” put into “Reserve” may also subsequently change formation back into “In Battery” and simply fire normally the next turn.  
Miscellaneous Rules Clarifications [6.32, 8.12, 8.13, 11.0, 11.7, 13.0, and 14.28]:  
March Mode and Zones of Control Clarifications [6.32, 8.12, 8.13]: Units in MM are no longer limited to road hexes.   All units while in March Mode have a ZoC that extends only into all adjacent connecting road hexes.  

Armored and Reconnaissance units exert a ZoC if located in towns, cities, IPs, or if they are in March Mode [6.32].  Essentially, Armored & Recon units can gain a ZoC, onto adjacent roads only, if they halve their combat strength.    

Supply [11.0]: Any unit in March Mode found Out of Supply during the Supply Phase must go out of March Mode.  

Improved Positions [13.0]: Artillery Units may NOT build Improved Positions (but qualify to keep them occupied).  
Air Interdiction [14.28]:  ALL Air Interdiction attempt hexes must be placed (use Air Point Markers; maximum of 1 per hex) before ANY Interdiction die-rolls are made.  Units in MM that are not on a road can be attacked by aircraft. 
Replacements (Optional, recommended): Units that Surrender, or eliminated while Isolated, may NOT be rebuilt.  

Useful Game Play Mechanics Conventions: 
Unless otherwise agreed, players MAY inspect any and all stacks at all times.  Try to put IP/OOS/Isolated/Bridge Construction markers on the TOP of stacks whenever possible (visibility).  Put all Blown Bridge/Victory Point Value markers on the BOTTOM of stacks whenever possible.  Always put the Blown Bridge markers on the GERMAN side of the river (so you’ll know where to check for them).  You’ll need at least 20-25 “Reserve” markers, and TWO DIFFERENT distinctive types of Out-of-Supply markers to use the OOS German Supply Shortages Table [11.7].  
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