Battles for the Ardennes: Rules Summary

Movement:  Entering an Enemy Zone of Control (EZOC) ends any unit’s movement.  To leave an EZoC costs +1 MP (Exception: Arty EZoCs don’t cost +1 for Mech units).  NO EZoC to EZoC movement is permitted (Except for as just above).  Minimum Move is 1 hex (Except no EZoC-to-EZoC).  Arty “In Battery” may not move.  Only Infantry and Armored Infantry (dismounted) NOT in March Mode may EVER cross unbridged River hexsides.  
Stacking:     3/hex, except Mech units next to a bridge (1/hex, [7.3]).  Units that are in March Mode may not stack with each other.  Units in March Mode can stack with units that are not in March Mode.   
ZoCs:  
All units have ZoCs at all times, except: Armor and Recon not in Towns or IPs, German Egrs.   Arty ZoCs have NO effect on Mech units nor Enemy Supply lines.  
Combat:      Semi-voluntary [16.7], odds-based [9.5].  Column shifts for Towns/IPs/Air Points, Armor Sup,  Div Integrity, Surprise. Ger DF is X3 in West Wall hex. Barrage Attacks [10.1]. Reserves [16.95].  
Retreats:    Units may NOT violate stacking during RETREATS; excess units are destroyed instead [9.63].
Advances:   Arty: No.  Inf may take the defender hex, ONLY.  Armor and Recon, only, may proceed x hexes.  

Air Points:  Gen’ly colm shift for Combat Support, rarely >1 (restrictions). Interdiction [14.2]. Air Supply.    

Bridges [12.2]:  May be destroyed by ANY unit on a 1d6 dr of 1-3 at range 1. If an Egr or is adjacent, dr is 1-4.  







              Effect on Combat Strength [11.49]
Supply State



  ZoC

   Attack
          Defence 
Movement Points
Out of Supply:                    
         No Change
   ½ FRU
        No Change  
      ½ FRU


Isolated (>4 hexes frm friendlies):  No Change
    ZERO
          ½ FRU
    
       ZERO


Surrender (certain units [16.5]):    No Change
    ZERO
          ½ FRU
    
       ZERO
Dispersed State [14.25]:       
         No Change
    ZERO
          ½ FRU
    
       ZERO

Interdicted Hex [14.27]:       
         No Change
 No Change
       No Change        Combat Mode Only

March Mode:

 Only along adjacent ROADs     ½ FRU
          ½ FRU

  ½ FRU MPs to







No Div Integ.



ENTER M. Mode.







If attkng, may



Zero MPs to go 







suffer a step loss


OUT of M. Mode.  







AND must go out


Arty may NOT go
of March Mode. 
directly to “In Battery”.  1MP Arty


may NOT use MM.  Units in MM may not exit an EZoC.

March Mode Movement Multiple: (German, French, Belgian Non-Motorized)

      Doubled (x2)
March Mode Movement Multiple: (ALL Mechanized and Motorized)


      Tripled   (x3)

March Mode Movement Multiple: (US and Commonwealth Non-Motorized)

              x6
Artillery (Ger, Fr, Belg): Barrage (attack) Strength variable, FPF (defense) Strength variable, Range 3.    
Artillery (US and Commonwealth):   Barrage (attack) Strength 8, FPF (defense) Strength 3, Range 4. 






     End
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