Battles for the Ardennes – Variant  Tim Alanthwaite, Raunds, UK, 20 Feb 2008-1.24-final

“Soldiers of the Western Front!  Your great hour has arrived ….  We gamble everything.”

This variant addresses (inter alia) the following in the SPI/TSR edition of Battles for the Ardennes:

1. A demoralisation and surrender rule is introduced to reduce the longevity of surrounded and bypassed units.

2. The map-edge ‘problem’ is addressed by the ability to attack from off-map, balanced by the requirement to screen Enemy on-map forces.

3. Bridges can only be ‘blown’ in direct response to an imminent Enemy threat.

Specifically relating to the 1944 Campaign:
4. The Germans have the ability to capture Allied fuel dumps, thereby delaying their fuel shortages, and potentially creating Allied fuel shortages.

5. Additional early confusion on the Allied side is created by the introduction of German commando teams.

6. The German Player may undertake determined assaults.

7. The Players bid Victory Points to determine sides.

8. The German plan is imposed rather than chosen.

9. The game can be extended for a further month if the Players wish to simulate the full extent of the Allied counterattack after 2 P.M. January 1945 (Game-Turn 36).

In addition, all known errata for the game are incorporated into this variant, together with recommendations on the usage of optional rules.

Note: this variant is not directly applicable to the Decision Games re-release of the game, which introduced significant amendments the overall effect of which is to further diminish German chances.

S.P.I. capitalization conventions are used throughout.

STANDARD RULES

[5.45] (change) The non-parenthesized costs are used in the 1944 games starting with 21 A.M. December (Game-Turn 11) until 28 A.M. (Game-Turn 25).  From 28 P.M. December (Game-Turn 26) the parenthesized costs are used again for the remainder of the game to reflect the effects of heavy snow.

[9.79] (addition) Mechanized units may not advance after combat into or through more than one heavy woods hex unless advancing along a road.

From 28 P.M. December (Game-Turn 26) for the remainder of the game any eligibility to advance after combat in excess of one hex is reduced by one hex (to a minimum of one hex advance) to reflect the effects of heavy snow.

[10.2] (change) No more than two U.S. or two British artillery units may participate in a combined attack.  If a second artillery unit is included in an attack, the total Barrage Strength that may be employed in the attack may not exceed double the Combat Strength of the attacking non-artillery units.

[11.42] (correction) 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.

[11.8] DEMORALISATION AND SURRENDER (additional section) 

Beginning with the earlier of 17 A.M. December (Game-Turn 3) or the third consecutive Game-Turn that units are Isolated, the Enemy Player in the Mutual Supply Determination Phase of his Player-Turn rolls the die each surrounded pocket to check for their demoralisation and surrender.

[11.81] A pocket is composed of a hex or a number of contiguous hexes all of which contain a Player’s units that have been Isolated by 17. A.M. December (Game-Turn 3) or for at least three consecutive Game-Turns, or are demoralised.  A pocket may change in size and composition from Game-Turn to Game-Turn due to unit movement and losses, but if any hex of a pocket is demoralised or surrenders, the entire pocket is affected.
[11.82] A Player rolls the die for each pocket containing Enemy units Isolated by 17. A.M. December (Game-Turn 3) or for three or more consecutive Game-Turns: a die-roll of ‘1’ or ‘2’ results in their demoralisation.  Mark these pockets with a Demoralised Marker, and remove one step (in total) from a unit in that pocket of the Owning Player’s choice.  The die is rolled in the Mutual Supply Determination Phase of each consecutive Enemy Player-Turn that pockets remain Isolated until they become demoralised or are restored to a non-Isolated state.

[11.83] Once a pocket has become demoralised, a die is rolled in the Mutual Supply Determination Phase of the Enemy Player-Turn for each demoralised pocket to determine whether it surrenders: a die-roll of ‘1’ or ‘2’ results in surrender, and a die roll of ‘3-6’ results in a further one step loss from a unit in the demoralised pocket of the Owning Player’s choice.  The die is rolled in the Mutual Supply Determination Phase of each consecutive Enemy Player-Turn that pockets remains demoralised until they surrender or are restored to a non-Isolated state.

[11.84] If Isolated units receive Supply (that is, are restored to a Supplied or Unsupplied state, except by Air Supply) after being Isolated for one or more Game-Turns, the count for consecutive Game-Turns until a demoralisation die-roll for the entire pocket, including if applicable units that did not receive Supply, begins anew.  Players should keep track of the number of consecutive Game-Turns that pockets have been Isolated.

[11.85] If demoralised units receive Supply (that is, are restored to a Supplied or Unsupplied state, except by Air Supply) they lose their demoralised state and the count for consecutive Game-Turns until a demoralisation die-roll for the entire pocket, including if applicable units that did not receive Supply, begins anew.

[11.86] Isolated pockets at least one hex of which receives Air Supply do not count any Game-Turn in which they received Air Supply toward their consecutive Isolated Game-Turns, nor is the die rolled for demoralisation.  Air Supply does not of itself restart the surrender Game-Turn duration count.

[11.87] Demoralised pockets at least one hex of which receives Air Supply, are not required to lose a step or to roll for surrender in any Game-Turn in which they received Air Supply.  Air Supply does not of itself restore units from demoralised status.

[11.88] Due to their elite status and/or training in operating behind Enemy lines, German SS units, the von der Heydte parachute unit, and all U.S. parachute (but not glider ) infantry units subtract one from any die-roll for demoralisation or surrender.  Should a pocket containing Isolated units include one or more of these unit types, the entire pocket benefits from this one point subtraction from the die-roll.

[11.89] Units that surrender should be segregated from units destroyed in Combat, as surrendered units require an additional Replacement point to replace their first step.

[11.9] ALLIED FUEL DUMPS (additional section) The Allied fuel dumps represent three million gallons of petrol of the U.S. First Army located in the vicinity of Spa-Stavelot, additional large amounts in the Liege-Namur area, and 50,000 gallons in the V Corps zone.  The Germans intended to capture as much of this fuel as possible to assist their offensive, although they knew the definite location of only one dump, near Bullingen.  Notwithstanding this, Peiper’s supply officer had a rough map of U.S. POL installations, although the location of the majority of the fuel in the Spa area was not precisely known.  Thus, in the game it is possible for the German Player to attempt to find and capture fuel in order to improve his Supply situation, and coincidentally to make the Allied Supply position worse.  It is also possible for the Allied Player to attempt to destroy or evacuate these dumps.  The exact location of the two largest dumps is unknown to the German Player at the beginning of the game.  This rule is employed only in the 1944 Campaign.

[11.91] There are five fuel dumps located as follows:

Name

Point Value
      Location

Bullingen
    1

       B1318

Liege

    6

       B2302

Namur

    4

       A1506

Depot A (secret)
  10
On a road within two hexes of B1509

Depot B (secret)
    5
On a road within two hexes of B1311

The actual hexes of the secret location depots are written down by the Allied Player prior to commencement of the game, and neither is revealed by the Allied Player until a German unit enters the specific hex.  The Allied Player is obliged to inform the German Player the instant a German unit enters a secret dump hex, and the dump is immediately placed in the revealed hex.  The German Player may then attempt its capture.

[11.92] The German Player captures a fuel dump by moving onto or through it with a combat unit, including during an advance after combat.  A die is rolled as follows:

Date


          Captured
  
Destroyed

16 A.M. Dec. – 17 A.M. Dec.    
 1-4

     5-6

17 P.M. Dec. – 18 A.M. Dec.     
 1-3

     4-6

18 P.M. Dec. – 31 P.M. Jan.
 1-2

     3-6

Neither the von der Heydte parachute unit nor a commando unit may find or capture a fuel dump.  A commando unit may assist in the capture of a fuel dump, however.  One is subtracted from the die-roll if a commando unit is accompanying or is in the same hex as the unit attempting capture.

[11.93] The numerical point value of the fuel dump represents the number of Game-Turns delay in the German Player being obliged to roll on the German Supply Shortage Tables.  For example, if the German Player has captured ten points of fuel, he would roll on tables one or two from 25 A.M December to 28 P.M. December (Game-Turn 19 through 26), and on both tables from 29 A.M. December (Game-Turn 27) onwards.  Furthermore, any German division that captures a fuel dump with a value in excess of one can never be placed Out of Supply by the Fuel Shortages Tables for the remainder of the game (exception: Case 34.32).

[11.94] The effects of German capture continue until the fuel dump is either recaptured by the Allied Player or destroyed.  If an Allied unit occupies a German captured fuel dump, on a die-roll of ‘1’ it is recaptured by the Allied Player, otherwise it is destroyed.  Should a German unit occupy an Allied recaptured fuel dump, it is automatically destroyed.

[11.95] If the secret fuel dumps have not been captured or destroyed by the end of the German Player-Turn of 19 A.M. December (Game-Turn 7) they are considered to have been evacuated and are moved immediately to B2203 and B2202, as determined by the Allied Player.  The remaining fuel dumps may not be moved or evacuated at any time in the game.

[11.96] If seven or more points of Allied fuel are captured by the German Player or destroyed, no U.S. reinforcements may arrive in Road Mode on the north edge of the map.

[11.97] If eleven or more points of Allied fuel are captured by the German Player or destroyed, Case 11.96 applies and in addition all U.S. mechanized units beginning the Friendly Movement Phase on the northern map-sheet suffer a one Movement Point reduction in their Movement Allowance.

[11.98] If sixteen or more points of Allied fuel are captured by the German Player or destroyed, Cases 11.96 and 11.97 apply and in addition the Road Mode movement multiplier of all U.S. infantry is three rather than six.

[11.99] If twenty-five or more points of Allied fuel are captured by the German Player or destroyed, Cases 11.96, 11.97 and 11.98 apply and in addition all supplied U.S. mechanized units including artillery suffer a one Combat (or barrage/final protective fire) Strength Point reduction.

[12.25] (addition) Artillery units and battalion sized units attempting to blow bridges add one to the die-roll, cumulative with all other modifications.

[12.28] (addition) A Player may elect to make an emergency bridge demolition the first time an Enemy unit moves within two hexes of a bridge within range of an eligible Friendly unit.  A die is rolled as normal but with a modification of plus one to the result.  Only one emergency bridge demolition is allowed per bridge in the course of the game, and a Player making an emergency bridge demolition attempt forfeits his entitlement to attempt to blow any bridge with the attempting unit in his next Player-Turn.  It does not restrict his ability to attempt to blow a particular bridge with another eligible unit during the subsequent Bridge Phase.

[12.29] (addition) An attempt to blow a bridge may not be made unless an Enemy non commando unit is within two hexes of the bridged hexside.

If a bridge is adjacent to a town or city hex, one is added to the bridge demolition die-roll.  This die-roll modification is cumulative with any modification for unit size or type, and an emergency bridge demolition attempt.

[13.14] (change) In addition, artillery units may not be used to build Improved Positions.

[14.22] (change) All interdiction target hexes must be chosen before any interdiction die-roll is made.

[14.25] (correction) ... These units may not be moved.  A Dispersed unit may not attack, and if attacked, defends at half strength (round fractions up).  Artillery units may neither attack nor provide FPF, but defend at half strength (round fractions up).  Any unit in March Mode must ...

[15.13] (addition) If the reinforcement units are entering the map in March Mode, the expenditure of Movement Points to move into the entry hex is based on the March Mode Movement Rate.  For example: a mechanized unit with a Movement Allowance of ‘5’ would be considered to possess 18 Movement Points (including one extra MP; see Case 15.12) before the cost for moving into the hex was subtracted.

[15.16] (addition) British reinforcements may not be delayed voluntarily.

[15.22] (change) If any of a reinforcement 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 cannot move 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 an Enemy Zone of Control.

[15.25] (addition) Reinforcing and screening 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, irrespective of German Supply die-rolls.  Any adverse attacker result must be taken as a loss, but otherwise normal rules of Combat apply.  For example, on-map artillery units in range may combine, and available Air Points may be used for Combat Support.  If the defender’s hex is vacated, at least one available attacking unit must advance after Combat.

[16.0] (recommendation) All optional rules in this section should be used.

[16.11] (change) The March Mode marker is not removed from forced marched units until their next Movement Phase.

[16.4] OPERATION GREIF (additional section) Four commando units are available to the German Player in the 1944 Campaign, and two in each of scenarios St Vith and Clervaux.  These represent the “Einheit Stielau” jeep teams commanded by Otto Skorzeny.  Their purpose was to spread panic behind enemy lines, mis-direct enemy traffic, demolish bridges, disrupt communications and provide special reconnaissance.  They appear in the game as additional German reinforcements on 16 P.M. December (Game-Turn 2).
[16.41] The German commando units move as motorized units with a Movement Allowance of ‘10’, except they may freely move through Enemy Zones of Control.  Exception: on 16 P.M. December (Game-Turn Two) this Movement Allowance is tripled.  At the end of a commando unit’s movement, the die is rolled.  If the total number of hexes containing an Allied non artillery Zone of Control entered in that turn is greater than the die-roll, the commando unit is eliminated.  For this purpose, German non-commando units negate Allied Zones of Control.  Roll for each commando unit individually.  On each Game-Turn beyond 16 P.M. December (Game-Turn 2), one is subtracted from these die-rolls, cumulatively per Game-Turn.  Thus on 18 A.M. December (Game-Turn 5), three would be subtracted from the die-roll.  Commando units may not enter March Mode.

[16.42] A commando unit counts as a normal unit against the stacking limit.  A commando unit may not enter an Allied occupied hex.  A commando unit starting its Movement Phase in an Allied-occupied hex must move to the nearest hex not occupied by Allied units.  If unable to do so it is eliminated.  Commando units may never stack with other commando units.

[16.43] Commando units have no Zone of Control, nor do they prevent Allied units from entering the hex they occupy.  However, if an Allied unit enters a road hex a commando unit occupies, it must immediately stop and the German Player must roll a die.  If a ‘1’ or ‘2’ is rolled, the German Player may move the Allied unit up to three hexes of the German Player’s choice along contiguous road hexes, irrespective of any movement points remaining to the affected unit.  The Allied unit’s movement is completed for the present Game-Turn.  On a die-roll of ‘3’ to ‘6’, the Allied unit may complete its movement normally.  In addition, on a die-roll of ‘6’ the commando unit is eliminated.  Beginning with 18 A.M. December (Game-Turn 5), the commando unit is eliminated on a die-roll of ‘5’ or ‘6’ for the remainder of the game.

[16.44] Commando units have no Combat Strength; they cannot attack or be attacked.  Commando units may not attempt to capture Allied fuel dumps, but they may assist in doing so if they accompany or are in the same hex as a German combat unit.

[16.45] Commando units are always In Supply; they are never Unsupplied or Isolated.

[16.46] Commando units may attempt to destroy bridges.  They must be adjacent to the hex-side containing the bridge to be blown during the Bridge Phase.  The German player makes a die-roll: on a ‘1’ the bridge is destroyed.  Commando units may not attempt to blow a bridge if there is an Allied unit adjacent to the bridge hex-side.

[16.47] Commando units may attempt to interfere with Allied attempts to blow bridges.  If a commando unit is within one hex of a bridge hex-side that the Allied Player is attempting to blow, regardless of the presence of Allied units or Zones of Control, the commando unit causes one to be added to the die-roll of the demolition attempt.  A commando unit similarly may attempt to interfere with Allied fuel dump demolition.  In either case, if the Allied Player rolls an unmodified ‘6’ until 17 P.M. December (Game-Turn 4), or a ‘5’ or ‘6’ from 18 A.M. December (Game-Turn 5) onwards, the commando unit is eliminated.  No more than one commando unit may attempt to interfere with an individual bridge or fuel dump demolition attempt, but any one commando could attempt to interfere with multiple bridge or fuel dump demolition attempts, at least until it is eliminated.

[16.48] Commando units may attempt to aid German units in combat.  The commando unit may be stacked with any unit involved in a combat.  A die is rolled immediately prior to the combat die-roll.  A ‘1’ or ‘2’ influences the combat one column in favour of the German player.  Until 17 P.M. December (Game-Turn 4), a ‘6’ eliminates the commando unit; from 18 A.M. December (Game-Turn 5) onwards the commando unit is eliminated on a die-roll of ‘5’ or ‘6’.  No more than one commando unit may attempt to influence any individual combat.  Commando units may not advance after Combat.  Commando units stacked with German combat units that are eliminated or retreat are not affected in any way.

[16.49] Commando units have no effect on the retreat of Allied units.  Likewise, retreating Allied units have no effect on commando units.
[18.42] (correction) The German Player earns two Victory Points for each mechanized unit that he exits off the west edge of the map on a road hex north of hex 0601.  The German Player must be able ...

[18.55] (correction) Omit 10 FB (Frundsberg) division from the German reinforcement schedule.  These units are not in the St. Vith counter-mix and do not appear in the St. Vith game.

[19.33] (clarification) Note: 23/Festung is designated as a regiment on the counter, but is treated as a battalion for all game purposes (Case 12.25).

[20.29] (omission) The bridge from Hotton 0620 to 0721 is considered blown at the start of the Celles game.

CAMPAIGN RULES

[28.21] (correction) ... no Allied reinforcements may arrive earlier than 17 A.M. December (Game-Turn 3), unless they are historically scheduled to enter earlier.

[29.11] (additional section) The German plan was a desperate gamble that most German generals thought was impossible to achieve.  The game Victory Conditions are in this sense a somewhat arbitrary yardstick for determining Player performance, rather than representing outcomes that would change the course of the war, barring a German strategic victory.  Therefore, before the start of the game, both Players must write down Victory Point bids to command the German forces.  The highest bidder takes the German side, and this is the number of Victory Points subtracted from that Player’s total at the end of the game.  Players may make negative bids, that is, they require a Victory Point supplement to command the Germans.

[29.12] The Victory Point bid does not affect totals achieved until the game is over, that is, 2 P.M. January (Game-Turn 36), or 31 P.M. January (Game-Turn 94) if the game is extended (Case 34.3).  Therefore, for example, the 25 P.M. December (Game-Turn 20) continuance calculations are not affected by this bid.

[29.13] If it transpires that the German Player is not pursuing the Historical Plan, the Victory Point bid is ignored when determining game outcome.

[29.21] (correction) The total of German units set-up at the start of the game is 82.

[30.23] (clarification) Note: One of these units (23/Festung) is designated a regiment on the counter, but is treated as a battalion for all game purposes (Case 12.25).

[30.93] (addition) The German Player may not retreat units after combat on 16 A.M December (Game-Turn 1).  All adverse combat results must be taken as step losses.

[30.94] (addition) For the period 16 P.M. December (Game-Turn 2) to 18 P.M. December (Game-Turn 6), the German Player may declare any attack to be a determined assault.  In a determined assault the German Player may ignore the combat result and re-roll the combat die.  The second combat result must be accepted.  Irrespective of whether a second die-roll is made, and in addition to the combat result, one step loss must be allocated to an attacking German unit.
[31.15] (addition) Under plans A, B and C, the German player receives one-half Victory Point for each U.S. unit in excess of 55 remaining eliminated (that is, including surrendered units but not including units replaced) at the end of the game.

[31.4] (addition) The German Player earns five Victory Points if the British units are activated as a result of the Allied Player losing 55 or more units (the third condition of Case 30.72).

[32.1] (change) Before the start of the game, the German Player chooses secretly at random a Plan Chit.  There are twenty chits in total as follows:

A. Historical Plan


17 chits

B. The Small Solution

1 chit

C. Operation Luxembourg

1 chit

D. Spoiling Attack


1 chit

The German Player must abide by the conditions of the plan, and the results of the game are judged by reference to the plan Victory Conditions.

Note that this chit distribution is heavily biased toward an outcome of the Historical Plan.  If all the Players agree, the number of Historical Plan chits may be reduced.  This should be agreed prior to the Victory Point bid (Case 29.11), and Players should note Case 29.13.

[32.42] (correction)
Each German infantry step eliminated: -1 Victory Point

Each German mechanized step eliminated: -2 Victory Points

Each German artillery/engineer unit eliminated: -2 Victory Points

[34.21] (correction) U.S. 1: 16 (B1515), 18 (B1516).
[34.3] EXTENDED CAMPAIGN (additional section) The Battle of the Bulge did not end on 2 January 1945, although in historical terms the German forces had been halted and there remained no threat to the Allied position in North-Western Europe.  In the game, however, it may be the case that the German Player still has the ability to achieve a victory even at this late stage.  This will probably be a consequence of the Allied armies having taken great casualties in their efforts to hold the German offensive.  Alternatively, both Players may simply wish to continue an interesting game.  In these circumstances, the game may be extended until the end of January 1945.

[34.31] Both Players may agree or the German Player (only) may unilaterally elect to continue the game if he has twenty or more Victory Points at the end of 2 P.M. January (Game-Turn 36).  In this event the game continues until 31 P.M. January 1945 (Game-Turn 94).

[34.32] To reflect the effects of increasing exhaustion, attrition and supply shortages, the attacker suffers an additional one column shift to the left in any combat during the period 3 A.M. January to 9 P.M. January (Game-Turns 37-50), and two columns to the left during the period 10 A.M. January to 31 P.M. January (Game-Turns 51-94).

In addition, the German Player must roll twice on each Supply Shortage Table during the period 3 A.M. January to 6 P.M. January (Game-Turns 37-44), and three times on each during the period 7 A.M. January to 9 P.M. January (Game-Turns 45-50).  If the German Player duplicates die-roll results during this process, the units affected suffer no additional effect as a result.

From 10 A.M. January (Game-Turn 51) onwards the German Player no longer uses the Supply Shortage Table.  Rather, during his A.M. supply phase he must designate any five panzer or panzergrenadier divisions (or non divisional units if he so chooses) to be Priority Supply units for the remainder of the day (two Game-Turns), of which three divisions (or non-divisional units) must be SS.  All remaining panzer and panzergrenadier are automatically Out of Supply.  Priority Supply units must still comply with the normal supply conditions otherwise they are Out of Supply or Isolated.  Finally, from 3 A.M. January (Game-Turn 37) onwards, no German division is immune from the effects of fuel shortage irrespective of whether it discovered a fuel dump (Case 11.93).

[34.33] The Allied Player receives the following reinforcements:

7 A.M. January (Game-Turn 46) on southern map-edge

U.S. 90 division (infantry): 357 (6-3/3-3), 358 (6-3/3-3), 359 (6-3/3-3)

8 A.M. January (Game-Turn 48) on northern map-edge

British 51 division (infantry): 152 (6-3/3-3), 153 (6-3/3-3), 154 (6-3/3-3)

8 A.M. January (Game-Turn 48) on southern map-edge

U.S. regiment (armoured): 712 (5-7/2-7)

[34.34] The Allied Player must withdraw the following U.S. units.  All components of these divisions are simply removed from the map.  Any destroyed units must be rebuilt to at least one step prior to any other Allied unit receiving Replacement Points.  These replacements can be allocated in Game-Turns subsequent to the Game-Turn of withdrawal.

28 P.M. December (Game-Turn 26)

U.S. 10 armoured division

10 P.M. January (Game-Turn 52)

U.S. 4 armoured division

On 12 P.M. January (Game-Turn 56) the Allied Player must withdraw all British units.  All British units are simply removed from the map.  Any destroyed British units need not be replaced.

The Allied Player may decide not to withdraw British units.  In this event the German Player may choose to end the game immediately with an operational victory.  If the German Player decides to continue, he must achieve a victory under the normal Victory Conditions.

[34.35] The German Player receives the following reinforcements: 
27 A.M. January (Game-Turn 85) on eastern map-edge

German 89 Volksgrenadier Division (infantry): 1055 (4-3/2-3), 1056 (4-3/2-3)

[34.36] From 21 A.M. January the German Player must withdraw one SS unit of his choice from the map at the beginning of each of his remaining Player-Turns for the remainder of the game.  These withdrawals continue until all SS units have been removed from the map.

[34.35] From 3 A.M. January (Game-Turn 37) onwards the Allied Player may voluntarily release one restricted U.S. unit per Game-Turn until all such units have been released.

[35.37] From 3 A.M. January (Game-Turn 37) onwards the Allied Player may voluntarily release all British units except the Guards armoured division.

[34.38] If from 3 A.M. January (Game-Turn 37) onwards the German Player has at least 35 Victory Points at the start of his A.M. Player-Turn, one division of the strategic reserve may enter the Game-Map as a reinforcement.  One division may be entered each A.M. Game-Turn that the German Player has 35 Victory Points in this manner until all three divisions in the strategic reserve have entered the Game-Map.  These reinforcements are automatically in supply for the first two Game-Turns they are on the Game-Map.

[34.39] From 3 A.M. January (Game-Turn 37) the Allied Player receives two U.S. replacements per Game-Turn or one British replacement each A.M. Game-Turn, this decision being made each A.M. Game-Turn.  That is, if a British replacement is taken on an A.M. Game-Turn, U.S. replacements may not be taken on the subsequent P.M. Game-Turn.  The Allied Player may now enter up to 20 armoured replacements until 2 P.M. January (Game-Turn 36) and up to one per Game-Turn for the remainder of the game.

[34.40] The German Player continues to receive one replacement each odd-numbered Game-Turn.  Three additional armoured replacements are available (as an alternative to infantry replacements) from 3 A.M. January (Game-Turn 37).

[34.41] Die-rolls on the Weather Table are unmodified for the remainder of the game.

[34.42] The Victory Conditions remain unchanged.

ADDITIONAL COMPONENTS

This variant requires the following additional components:

1. Numerical markers numbered ‘1’, ‘2’ and ‘3’ to identify the qualifying duration of Isolated units for surrender purposes.

2. Demoralised Markers.

3. Five Allied fuel dump markers as described in Case 11.91.

4. Four German commando units with a Combat Strength of ‘0’ and a Movement Allowance of ‘10’.

5. Twenty German Plan chits as described in Case 32.1.

6. Additional combat units as follows:

U.S. 90 division (infantry): 357 (6-3/3-3), 358 (6-3/3-3), 359 (6-3/3-3)

U.S. regiment (armoured): 712 (5-7/2-7)

British 51 division (infantry): 152 (6-3/3-3), 153 (6-3/3-3), 154 (6-3/3-3)

German 89 volksgrenadier division (infantry): 1055 (4-3/2-3), 1056 (4-3/2-3)

MAP ERRATA

Celles (Map A):

1. Ignore ‘End 1944 Campaign’ printed on 31 P.M. December (Game-Turn 31) of the Turn Record Track.

2. Change 2 P.M. December to 2 P.M. January on Game-Turn 36 of the Turn Record Track.

3. Two set-up hexes printed on the map are incorrect.  The German panzergrenadier unit 304/2 should be set up in hex 0514; the British armoured unit RF/29 should be set up in hex 0607.

Sedan (Map C):

The hex-side between hexes 2117 and 2216 should have a bridge symbol.

COUNTER ERRATA

St. Vith:

The U.S. airborne infantry unit 325G/8 should be 325G/82.  Note that the reduced strength side of the counter is correct.

Clervaux:

1. The following German units are armoured engineer units: 2815, 600/5 and 85/7.  The engineer symbol on these units may be difficult to discern.  Note that all German engineer units, and only German engineer units, have a parenthesized Combat Strength (see Case 9.15).

2. The U.S. armoured unit CCB/9 should be CCB/10.  Note that the reduced strength side of the unit is correct.

Campaign (Counter Section Nr. 5):

1. Fifteen German units in the 1940 Campaign have incorrect set-up hexes printed on them.  The following five infantry divisions (each composed of three units) are set up within one hex of the listed hex (see Case 25.22): 32 (B0419), 62 (B0924), 8 (B1422), 28 (B1721) and 251 (B1920).  The hex numbers printed on these units should be ignored.

2. Three Allied units in the 1940 Campaign have incorrect set-up hexes printed on them.  They should be set up as follows: French 3 Spahi cavalry brigade in hex C1307, French 1 Cavalry brigade (1 Cav) in hex C0518, and Belgian 2cc/2c armoured Cavalry regiment in hex C1013.

3. The following corrections should be made to the 1940 Campaign reinforcement schedule.  The German Panzer regiment 10/8 does not enter on 10 A.M. May (Game-Turn l), but instead on 12 P.M. May (Game-Turn 6).  The French cavalry brigade 4/4 DLC is marked ‘opt’ but should actually enter in the historical game on 11 P.M. May (Game-Turn 4) at Entry Area ‘J’.  The French armoured infantry regiment 14/4 DLC enters on 10 A.M. May (Game-Turn 1) instead of 10 P.M. May (Game-Turn 2).  The Sedan reinforcement track (on the Turn Record Track) is correct for the 1940 Campaign with respect to the entry areas of the French units common to both games; the entry areas on the appropriate counters should be ignored.

DEVELOPER’S NOTES

Thanks to Danny S. Parker for his excellent original game, and for additional ideas contained in Hitler’s Last Gamble (3W).  The variant relates mainly, but not exclusively, to the 1944 Campaign.

The main intention of the variant 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, should he be minded to do so1.  This is facilitated by a little extra confusion on the Allied side (hence the German commandos) and a little more substance to the mirage of success available to the Germans (hence the fuel dumps).  In addition, a number of minor amendments, such as bridge blowing only in proximity to an Enemy threat and the German Determined Assault capability, should slightly increase the fluidity of the game in its earlier stages.  The former is intended to mitigate the Allied player’s ability to demolish the mapsheet as a precautionary measure, and the latter reflects the desperate urgency and associated heavy casualties attendant upon the initial days’ combat.

The map-edge ‘problem’ is addressed by the ability to attack from off-map, balanced by the requirement to screen enemy on-map forces.  This may make the ‘broad front’ German strategy less attractive, resulting in less attention being spent to mopping up the wings in prospect of latching the German flanks onto the world’s end.

The imposition of a German 1944 Campaign plan acknowledges the intention that the German Player represents the front commander and not the Fuhrer himself, and has the benefit of avoiding any tendency on the part of that Player to choose the most achievable plan, to the detriment of simulating the historic Battle of the Bulge.  Whilst this may be eminently sensible given the benefit of hindsight, or indeed under any reasonable assessment at the time, it rather undermines the purpose of the game, unless the intention is specifically for historical alternatives to be explored.  The Players have the option to skew the chit draw more to randomness than historicity, as this may be seen as preferable from the standpoint of keeping the Allies guessing.  Nevertheless, it remains the variant developer’s view that this game is such a large commitment in time and energy, an outcome of playing an alternate history version might be regarded as rather unsatisfying.

Note that the developer of this variant 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, and in these circumstances a threat to the Meuse crossings may become real as well as apparent.  A German strategic victory should nevertheless be viewed as quite an achievement, and will require a rare combination of luck and judgment.

Finally, the option is included to extend the 1944 Campaign to 31 P.M. January (Game-Turn 94), enabling the Players to continue a promising German assault or, as is more likely, allow simulation of the Allied counterattack.  With the gradual removal of the SS units (into reserve or the Eastern front) the German Player will find himself under enormous pressure to hold a line, aided mainly by the Westwall, Allied exhaustion and inclement weather.    
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A number of people have queried my phrase “should he be minded to do so”.  This raises an interesting point, reflecting the level of sophistication of Allied play.  Excellent Allied play, combined with lacklustre German play or merely ill fortune, can stall the offensive rather quickly.  Nevertheless, a truly decisive level of Allied victory, at least in terms of the destruction or Isolation of German units, can generally only be achieved if the Allied Player is prepared to draw the Germans forward into an untenable salient, and then successfully excise that salient.  
In many years of gaming I have occasionally witnessed excellent play, but rarely the degree of sophistication (and steely calm) necessary to set strategic traps of this nature.

