FROM THE VOSGES TO ALSACE 1944:  The 1st Army through mud and blood

The battles of autumn 1944 mark a turning in the history of “de Lattre’” army.

Philippe NAUD

  On the one hand, the brilliant and rapid victories of Provence and the Rhone yielded to a brutal and murderous frontal assault, reminiscent of the First World War and, on the other hand, the 1st Army at the same time incorporated thousands of young and inexperienced volunteers in the name of “amalgamation” and “bleaching”, in place of the experienced colonial riflemen who were veterans of several campaigns.  Lastly, the offensive across the Vosges forests allowed the Germans to hold their attackers in check and rebuild their front, warning of difficult operations to come for the French, particularly in Alsace.

AN OMINOUS BEGINNING

  Towards the end of the month of September 1944, the victorious units of de Lattre’s army did not reach the buttresses of the Vosges in the best condition.  Logistical problems, strengthening German resistance, fatigue of the troops, and the incorporation of new recruits worked against the attackers’ effectiveness.  In addition, there was the difficulty of delineating the boundary between the US 7th Army and the new [Free French] 1st Army.  Further, this latter had initially only four, later six, divisions, of which two were armored.  Essentially, the sector which the French took over stretched from the Swiss border ever northwards from mid-October.

  De Lattre’s initial project was to rapidly break through the German front while avoiding the strong position of Belfort.  He also intended to drop the 1st Régiment des Chasseurs Parachutistes (1er RCP) in the enemy rear.  In the same theme as the operations since August 15th, the general wanted to break through as rapidly as possible into the Alsace plains to liberate all of the territory.  But the movement of American troops, the difficulties that they encountered in the broken terrain of the Vosges, and the perpetual logistical problems forced de Lattre to adopt a much more conventional plan.  In the months to come, he would frequently have to make last-minute changes to his plans for these same reasons.

  In their sector, the French were not celebrating.  Their opponent, General Wiese, faced them with his four decimated divisions of AOK 19 (19th Army), reinforced with assorted elements, but which had recovered an amazing cohesion.  Roughly speaking, despite reinforcements, the Germans were fighting at one versus two.  They relied upon fortifications, the Vogensenstellung (Vosges fortified line), incomplete but powerful:  the wooded and broken countryside, and the wretched weather also worked against the Allies, very dependent upon their tanks, their artillery and their aircraft.  In addition, the German high command baptized the Vosges line “Winterlinie” (winter line), clearly displaying their intention to hold it.  The 1st Army quickly learned as much.  On September 23 and 24, the 9th Colonial Infantry Division (9e DIC) suffered four counterattacks supported by strong artillery and had to evacuate two villages taken the previous days,

THE FRENCH OFFENSIVE

  The battle of the Vosges strictly speaking can be divided into three, even four phases.  First, on September 25, the 1st Armored Division (1re DB) launched a limited attack, assisted by the 1st Free French Division (1re DFL), northwest of Belfort.  Against all expectation the tanks, supported by abundant infantry, managed to break through the opposing defenses but could not exploit their success for lack of sufficient reserves.  In addition, the Germans reacted violently, and it was necessary to hastily send the Assault Battalion (Bataillon de Choc) to rescue the encircled Combat Command 2 (CC2).  Lightning offensive yielded to a slow and bloody advance, reminiscent of the Great War.  General Brosset, commander of the 1re DFL spread over 25 kilometers, wounded on September 30, deplored both the fatigue of his native riflemen and the inexperience of the FFI [Forces Française de l’Interieur, a partisan formation] recruits.

  De Lattre then decided to try his luck further north.  The 2nd Army Corps (2e CA) of Monsabert, perhaps thinking to repeat the victorious maneuver from the Garigliano, wanted to break through towards Gérardmer and Mulhouse.  He convinced the initially skeptical de Lattre.  The attack was set for OCtober 4.  Preparations were difficult, however, between supply problems, difficulty relieving American units, the miserable weather, etc.  The 3rd Algerian Infantry Division (3e DIA), reinforced by several independent units, including the Goums and the 1re RCP, even had to fight to reach its starting line, finally captured on October 8!  Once again operations looked like the slow progressions of the Great War, sometimes across the same battlefields as 1914-1918, encountering endless difficulties.  For the 1re RCP, used as infantry, the baptism of fire was brutal.  The doctors had no medicines and took winter clothing from prisoners to give to the wounded.  The 338th Infantry Division of General L’Homme de Courbière also launched a series of counterattacks.  Although they proved very costly for the German division, they worried the French, isolating the 1re RCP and a rifle battalion for 36 hours.  The FFI units engaged for the first time in conventional combat particularly suffered.  For example on October 15, the Corps Francs Pommiés, attached to the 1re DB, suffered not less than 33 killed.  Monsabert was stubbornly determined despite the unfavorable weather, the lack of winter equipment - sometimes still resting on the wharfs of Marseilles - the vigorous enemy resistance and the arrival of German reinforcements.

  On the 16th, the offensive resumed after a day’s pause.  The 2nd Corps was to break the main defense line of the Winterlinie.  The 3e DIA, supported for the occasion by the troops of the 4th Moroccan Mountain Division (43 DMM), finds itself once again given the primary task by Monsabert, its former commander ... Nothing doing, the attackers are in some cases literally decimated.  The Commandos d’Afrique [Commandos of Africa], badly employed as light infantry, lose nearly a hundred dead in two days.  In the 1re RCP, more than half of the men are out of action.  As for the reconnaissance platoon of the 2nd Battalion, 6th Moroccan Rifles [6e Tirailleurs Marocains], it wins a citation for conduct under fire ... after being reduced to six uninjured men in three days of combat!  The battalion loses 700 men in the capture of the butte of Haut-du-Faing.  On the other side, due to the progress of the war, morale is not always terrific but the German soldier is now fighting on  the borders of his own country - at least, according to the Nazis - and is generally very motivated, even if he suffers from the same problems as the French.  The latter however still capture 2000 prisoners.  But yet the front is not penetrated.  The arrival of new [German] reinforcements including the 269th Infantry Division causes de Lattre, dissatisfied with Monsabert’s butcher’s bill, to throw in the towel.  The supporting attacks of Béthouart’s 1st Corps in the south, with the newly-arrived 5th Armored Division, give no better result.  On the 18th, operations are suspended and the troops camp where they are, making shelters and trenches.

  Still, the commander of the 1st Army launches one last attack, at the start of November, as requested by the Americans who want to help their 7th Army, also in difficulties.  Once again the operation is given to the 3e DIA.  It is to be a very limited action, only intended to capture the heights southwest of Gérardmer.  Well supported by strong artillery, the attackers take the position despite mines, mortars and counterattacks.  The Germans are forced to use substantial resources against the French that they need against the Americans.  Nonetheless the Vosges line, partly taken, hasn’t yielded.  At the start of November, the Winterlinie still holds.

THE BREAKTHROUGH

  De Lattre knows that some of his troops - the 1re DFL and 1re DB - are going to be withdrawn and sent to the Atlantic pockets front.  He fights therefore to delay their departure and for three weeks prepares a major operation to break through with the 1st Army Corps in the Belfort sector.  Béthouart’s corps has relatively fresh troops, the 5th Armored Division (5e DB), the 9th Colonial Infantry Division (9e DIC) and 2nd Moroccan Infantry Division (2e DIM), strongly reinforced by the forces of the 4th Moroccan Mountain Division (4e DMM) the Commandos and some FFI units.  The 1st Armored Division had just joined the 1st Corps as well.  De Lattre obtains the agreement and support of the Americans.  At the same time, he tries to convince the Germans that he intends continuing to push through the Vosges.  Initially, the attack by the 3e DIA in early November serves as a diversion.  Then, fake orders ‘prove’ that the reinforcement of the southern sector masks a new offensive by 2nd Corps.  The 2nd Bureau [French Military Intelligence, I believe] manages to arrange for the document to fall into German hands.  And finally the weather comes to de Lattre’s rescue.  On November 13, under snow squalls, Winston Churchill, visiting General de Gaulle, asks the 1st Army commander “You aren’t going to have them attack in such weather?”  “Certainly not, Prime Minister: answers de Lattre who launches the offensive the next day.

  Surprise is complete.  Snow and mist hamper tank movement and artillery fire but also allow the 9e DIC and the 2e DIM to quickly take their objectives.  The 8th Moroccan Rifle Regiment (8e RTM) surprises General Oschmann, who replaced l’Homme de la Courbière, during an inspection tour of his 338th Volksgrenadierdivision, ex-338.ID.  He is killed, but his satchel yields complete plans of the German defense, also indicating that “The French ... do not intend to attack.”  Resistance remains stubborn even if General Wiese considers at first that the attack is a feint.  The attackers therefore meet only enemy tactical reserves, including the Aufklärungsabteilung 1000, a reconnaissance unit that had pursued partisans in central France and which fields some Panhard P178 armored cars!  On the morning of the 16th, with the German positions definitely pierced, de Lattre releases the tanks of the 1st and 5th Armored Divisions.  The armored columns swamp and bypass the nests of resistance.  The suburbs of Belfort are reached on the 18th, but fortifications let the defenders halt two of the three French columns.  In the north, the Commandos of the Gambiez Assault Group [groupement de Choc Gambiez] still succeed in entering the city.  They take bridges, which remain intact thanks to action by the local FFI, and, supported by tanks of the 6th Combat Command, throw back the counterattacks.  Belfort is taken on the 21st although it will require four days to mop up the last enemy strongpoints.  The hinge of the German defense had fallen.  Further north, the advance of the US 7th Army also allows the 2nd Corps to resume its forward progress and finally leave the Vosges highlands.

  Meanwhile, since the 18th, the 1st Armored Division sends its combat commands east towards the Rhine.  Progress is not always blitzkrieg-rapid but, at the end of the next day, the Sherman squad of Lieutenant de Loisy (2nd Regiment of the Chasseurs d’Afrique, CC3) reaches Rosenau and the Rhine.  This very symbolic success does not mean the end of operations because General Wiese tries to attack southwards in order to encircle the advance French units which are dependent upon a narrow corridor for their communications.  A rough melee follows which lasts for more than a week.  AOK 19 commits an army corps, 63.AK, with mixed forces.  Next to the unmotivated Ukrainians of the 30th SS Waffen-Grenadier Division, is Panzer-Brigade 106, Jagdpanthers and two divisions of infantry.  The situation is initially uncertain, the fighting bitter.

  On November 20th, the 1st Armored Division again finds itself isolated and short of infantry to reduce local pockets of resistance.  Mulhouse is taken with difficulty on the 23rd, but Lieutenant de Loisy is killed when his Sherman is struck by a panzerfaust.  The 5th Armored Division and the 9e DIC, hampered by bottlenecks, have difficulty rejoining the 1st Armored Division.  On the 21st, the first German counterattacks are repulsed with difficulty.  The next day, the 5th Armored Division reacts.  It inflicts nearly 1000 dead and captured on the 63.AK during its bloody struggle around Seppois, destroying or capturing 15 tanks and antitank guns.  Despite their losses, the Germans return on the 23rd in the same sector with ‘fresh’ troops and cut the lines of communication with the 1st Armored Division, to be again defeated on the 24th.  Rain and snow do not halt operations but the French gain the advantage when units of the 2nd Corps, extracting themselves with difficulty from the Vosges valleys, arrive on the battlefield from the northwest.  De Lattre in turn can trap the enemy  between his two army corps and encircle the 63.AK.  This latter finds itself threatened in the rear by the DFL and the “Chocs”.  It retreats while still trying to break through to the south.  On the 26th, the 9e DIC, including the 152nd Infantry Regiment, formerly the “Auvergne Regiment”, rebuilt by amalgamation, repulses the Germans.  On the 27th, at Dannemarie, Combat Command 4 successfully meets the Ukrainian Waffen-SS, supported by their artillery and Jagdpanthers.  Despite all its efforts, the 63.AK ends in the French bag which the 1st Corps closes on the 28th at Burnhaupt.  The bulk of the German corps is annihilated, leaving 10,000 prisoners to which must be added the 7,000 taken since November 14.  But, the French are exhausted and the front is still not broken, a pocket forming around Colmar ... The battle of the Vosges ends with a partial success and the battle of Alsace has already begun.

MIXED RESULTS

  This autumn campaign remains the 1st Army’s most difficult and least successful.  The lightning breakthrough of November partially obscures the bloody battle of the Vosges and the absence of exploitation in December  Significantly, de Lattre in his memoirs is much more lavish on the brave maneuver of Burnhaupt than on the hard fighting in the Vosges valleys .  Beyond the attackers’ difficulties and the advantages the defenders enjoyed, already noted, the French command did not appear especially inspired ... Monsabert, in persisting with frontal assaults, reminds of the worst efforts of the First World War generals.  Among the participants, there were also critics, especially among the armored units, who felt themselves misused.  The human toll is perfectly eloquent.  The commander of the 1st Army announced 2000 prisoners and “roughly twice as many killed” among the enemy but was silent about French losses which, according to the sources, ranged from 800 to 1200 killed, the latter figure just for the 3e DIA and attached units!  Despite the loss of the Winterlinie, which could hardly have been otherwise given the disproportion of resources, the Germans seemed to have succeeded in bleeding the 1st Army white.  Even the toll of the November fighting is not so favorable for the French.  De Lattre encircled the 63.AK since he was unable to break into Alsace due to the fatigue of his troops.  Did he not also lack audacity?  The art is difficult ... In any case, the French in November lost as many men as the enemy, considering the number of sick and frostbitten.  Certainly, the Germans lost 17000 prisoners but the butcher’s bill had been heavy for the 1st Army.

  The brilliant ride from Toulon to the Vosges should not cause us to forget a more dubious conduct of operations during the autumn, especially in the Vosges, where Monsabert had overreached a bit.  Still it remains that the 1st Army, operating quasi-continuously since August 15th, subject to the already-mention strategic and logistical constraints, absorbing new recruits and confronting an adversary fighting in favorable terrain on the borders of his own country, was not in the best situation to take a fortified line under awful weather conditions.  As a result, despite the victorious breakthrough into Alsace, the battle of the Vosges remains a bitter victory for the 1st Army.

Thanks to L. Olivier and C/ Gentil-Perret.

Translation by Roy Bartoo

RHINE AND DANUBE - ALSACE 1944 [From Vae Victis 59] 

A game by Luc OLIVIER and Christophe GENTIL-PERRET, original system by Nicolas STRATIGOS.

[Translated by Roy Bartoo, translator's notes in square brackets.  This translation incorporates the errata from VV60.  I have dropped the use of green and blue text from the original, but have tried to retain the use of red text, since it has a particular meaning in the context of the Combat Results Table.  Also note that I have tried to retain the same use of italics and boldface as in the original. - RKB] 

Rhine and Danube:  Alsace 1944 simulates the offensive by the Free French 1st Army to bypass the Vosges mountains on the south and take upper Alsace.  One of the players controls the German forces, the other the French forces.

  Note:  This game uses the same system as Ardennes 44 which appeared in VV48 and which permits great fluidity.
  This game requires the use of a six-sided die (noted as 1d6).  the abbreviation hex. is used for hexagon.  All distances are given in hexagons.

0 - OVERVIEW

0.1 Game Scales

  A game turn represents two days of real time.  A hexagon on the map covers approximately 2 km [1.2 mi.].  The unit counters represent battalions, armored task forces and kampfgruppen, or headquarters with their organic elements. 

0.2 Terrain

  The map depicts part of the Vosges and Alsace.

  A hexagonal grid is superimposed to regulated units’ Movement (6.0) and Combat (7.0).  The effects of different terrain types on movement and combat are summarized in the Terrain Effects Table. [‘Effets du Terrain’, on the mapsheet, also at the end of this translation.] 

  [erratum:  the village in 0616 should be Sainte-Marie rather than Château-Lambert]

0.3 Rounding

  When values are halved, fractions are always rounded to the nearest whole number.  EX: 7 divided by 3 is 2.33 which becomes 2; 3 divided by 2 is 1.5, which becomes 2.

  Further, all values and modifiers are added before dividing

0.4 Glossary

  CC:  CC stands for Combat Command, an element of a French armored division composed of a tank regiment, an infantry battalion and various support elements.  It is subdivided into three tactical groups which correspond to the game counters.

0.5  Additional Units.

  Some counters are not used in the historical scenarios in this issue but in scenarios [sentence cut off, probably something like ‘to appear in future issues’].

  [Per official errata, the 1198 Heer Motor Abteilung should be removed from the game, as it was an artillery unit rather than the assault gun unit that research initially indicated.]

1 - Units and Organization

1.1 Units

  Infantry units have 2 Action Points, mechanized units, including HQs, have 3

Action Points.  These Action Points are used for movement and combat.

  Each unit has the following notations on the counter: combat strength, quality rating, unit type (infantry or mechanized/armored), identification (unit name, formation color code, NATO symbol).  A dot after the combat strength indicates a bonus against tanks (armored superiority). 

  Combat units are grouped into formations.  A color code allows the easy recognition of different formations.  [German independent units have their ID printed white on a grey-green box.  French independent units have their ID printed black on an orange/brown box.]

1.2 Unit Reduction

  Units have one or two strength step. When a unit with two combat steps loses a strength step the unit is flipped.  If the unit is already flipped, then it is eliminated.

  Units which only have one strength step (strongpoints, German garrisons and HQ) are eliminated by the first loss.

[Description of units, per box on p. 32.

Armored/mechanized unit has a picture of a tank; infantry unit has an infantryman standing; HQ has a portrait of the general.  A NATO-style unit type symbol appears in the upper right hand corner of the counter, along with the NATO symbols for unit size: II = battalion, KG=Kampfgruppe.  The flip side of most units has a white stripe across the center, indicating that the unit is reduced.  The flip side of HQ units is NOT a reduced HQ, since HQ have only one step, but indicates that the HQ has been activated already.

The unit ID (for example, 2/CC3) in the top left corner of the counter is printed on a colored bar, which denotes the formation to which it belongs.  French independent (army corps) units are printed black on an orange/brown bar.  German independent (army corps) units are printed white on a grey-green bar.

See section 20 for an explanation of the unit abbreviations.

  Along the bottom edge of combat units (not HQ) are two numbers.  The left-hand number is the unit's Combat Strength; the right-hand number is the unit's Quality, printed in a red box for armored/mechanized units, and a blue box for infantry units.

  On a HQ counter, the number in the bottom left corner is the HQ's Support Rating; in the bottom right corner is a letter representing that HQ's C3I Rating.] 

1.3 Headquarters (HQ) [counters with a portrait of a general]

  Headquarters counters represent formation HQ.  These are their sources of command and supply.  They have 3 Action Points and show the following notations: their C3I quality rating as well as how many supports they can allocate each turn to subordinate units.

  They have an intrinsic combat strength of 1 (which is only usable in defense) and a single strength step.  The reverse side of the counter indicates the HQ's activation.

  HQ can support friendly units in attack and defense if they are within its command range (if a Line of Communications reaches their hex, see 8.1) at the moment of support (attack or defense).  In that case, Support markers possessed by the HQ can be stacked with the supported unit.  French HQ can support any unit of any formation which is in their command range.  German HQ can support only units of their formation which are within command range.

  HQ can only be destroyed if they are attacked while alone in a hex, or if all of the units with which they are stacked are eliminated.

  Note: a destroyed HQ returns in the following turn at the end of phase 1 of the  sequence of play and may be placed by the owning player wherever he wishes on the map, so long as the placement hex is not in enemy Zone of Control (see 4) and is supplied (see 10).  At the moment of the HQ's destruction, Support markers present in its HQ box are returned to the pool.  They will be available again on the following turn.
1.4 Status

  At all times, units have a specific status according to the circumstances:  Normal, Isolated (10.3), Unsupplied (10.3), Out of Command (8.2), Fatigued (3.5), in Improved Positions (12.1), Disorganized (3.6).

  The effects of status on unit performance are explained in the relevant rules.  Normal status is the default for all units.

  A unit can have multiple statuses (for example, Isolated, in Improved

Positions (see 12), and Out of Command).  In this case, the effects are cumulative.

  Example:  a fatigued and unsupplied unit will have no APs: base of 1 AP

for an Unsupplied unit, -1 for being fatigued.
1.5 Organization and Command

  Each formation includes a HQ and a certain number of units which are attached to it.  A color code allows the rapid determination to what formation units belong.

  During a game turn, a player may activate his units in two ways:  either by activating all the units of one formation which are in command range of their HQ; or by activating a given number of units which are belong to different formations or which are out of the command range of their HQ (see 3).

  Note:  The number of activated units is given in the doctrine rules as a function of nationality.  Note that certain independent units are not attached to any formation, they follow the activation rules particular to each side (see 9).
1.6 Support markers

  Each side has a pool of Support markers.  This pool may increase during the game through reinforcements and will decrease according to the rules for expending each type of support.  During the Support Phase, each side can allocate its support markers to the different friendly HQs on the map or arriving as reinforcements during the game turn.  Each HQ may receive a number of markers equal to its support level [note that an Unsupplied HQ cannot be allotted Support markers, see 10.3].  These support markers will then be expended during combat, in attack or defense, to assist units within the HQ's command range at the moment of combat.  Exception:  each French Combat Command may receive a Tank Destroyer support marker, even if it is out of command range from its HQ.

1.6.1 German Markers

  Heavy Artillery [picture of a wheeled artillery piece with the barrel pointing to the upper left, and ‘+2 col’ on the counter]:  Shifts the combat two columns in favor of the German player (to the right in attack, to the left in defense).  When it is used, the German player rolls one die, on a roll of 1 to 3 the counter is returned to the pool for the following turn.  On a result of 4 to 6, it is removed from the game (representing the Germans’ ammunition shortage).

  Light Artillery [picture of a wheeled artillery piece with the barrel pointing up, and ‘+1 col’ on the counter]:  Functions as Heavy Artillery but only shifts the combat one column and is removed on a die roll of 5 or 6.

  Pioneers [picture of a soldier with a flamethrower, and ‘+/- 1’ on the counter]:  gives plus or minus two to the combat in attack or defense.  The player may choose to lose the marker as a combat loss (the Pioneers marker counts as a single combat step).  If it is not chosen as a loss, it is removed on a roll of 4 to 6.  [The errata clarifies that the counter is incorrect, the modifier is indeed +2/-2]

  FlaK 88 [picture of a gun with a cruciform platform and barrel pointing directly left and ‘-2 col’ on the counter:  useable only in defense against armored units (whether or not accompanied by infantry).  The defender benefits from a shift of 2 columns to the left.  The marker is removed on a roll of 5 or 6.

1.6.2 French Markers

  Heavy Artillery [picture of an artillery piece pointing upper right and ‘+2 col’]:  as the German Heavy Artillery, but only removed on a 5 or 6.

  Light Artillery [picture of an artillery piece pointing directly right and +1 Col]:  as German Light Artillery, but only removed on a 6.

  Tank Destroyer (TD) [picture of what I believe is an M10 and ‘+1’]:  Gives plus or minus one to the die roll in combat in attack or defense.  The player may choose to eliminate the marker as a combat loss (the TD marker counts as a single step loss).  If it is not chosen as a combat loss, the marker is removed on a 6.  The TD marker may only be used if the defender’s terrain and at least one attacker’s hex are not impassable for tanks (see table 0.2).

  Note:  the French infantry divisions did not have independent tank battalions in support, unlike their American counterparts.  To remedy this, the French tank destroyer regiments were committed by company and even by platoon and became merely support tanks.
2 - SEQUENCE OF PLAY [Turn marker is single-sided, picture of a wristwatch]

  Alsace 1944 is played in a number of turns (depending on the scenario being played), each game turn being composed of several phases.

2.1 Game Sequence

1 - Supply and Command Phase

  Both players check the Line of Supply (LoS, see 10) and Line of Command (LoC, see 8) for all of their units.

2 - Support Phase

  Both players allocate their available Support markers  to the division HQs by placing them in the appropriate box on the player aid display (on the back of the countersheet), up to the limit of each HQ's support rating [note that unsupplied HQ cannot be given Support markers, see 10.3].

3 - Determine Initiative

  Each player rolls 1d6 to determine who has the initiative for the turn, high roll wins.   Reroll in case of ties.  The Stratagems ‘Etat-Major 1er CA’ and ‘Etat-Major LXIII AK’ (see 15) may be played during this phase.  If they are played in the same turn, initiative is determined in the usual manner.

4 - Operations Phase

  - First Player activation sequence:  the player with the initiative may activate all of the units belonging to a single formation, or 3-4 (depending on nationality) units of his choice (including this turn's reinforcements, see 18).  These units may then their Action Points (AP) according to the action rules (see 3.4.1).  They may move, take up defensive positions and/or attack.

  The player may also decide to pass and not activate any units.

  Stacking limits are checked and corrected as needed (see 5).  Both

players may play Stratagems.

  - Second Player activation sequence:  the second player does the same with the units of his choice.  Stacking limits are checked and corrected as needed (see 5).  Both player may play Events. 

    The players thus alternate activation sequences until the end of the turn.

5 - Administrative Phase

  -  “Activated”, “Breakthrough” and “Disorganized” markers are removed;

  - Victory Conditions are checked;

  - the Turn marker is advanced one space.

2.2 Turn End

  The game turn may end early in two ways:

  - if both players in succession pass in their action phase.  A player may decide to pass during his action phase, and not activate any unit.  If the opposing player does likewise, the turn automatically ends.

  - if one of the players has activated all of his units twice (Fatiguing them), the opposing player may then do a series of activation sequences.  At the end of each activation sequence (of either type) beginning with the second, this player must roll 2d6.  On a result of 11 or 12 the turn ends prematurely.

  When either player has unit remaining to activate, the turn automatically ends.

3 - ACTIVATION  [the Activated marker is the green radio on a blue background, with a small ‘A' in the upper left corner]

3.1 Overview

  In order to move and fight, a unit must be activated.  A unit' is activated by the owning player during his operations phase, as either a ‘formation activation' (see 3.2) or a ‘general activation' (see 3.3).

  - Each unit or HQ can normally only be activated once per turn (exception, Fatigue see 3.5).

  - A unit may only move and fight during its activation.  A HQ cannot be activated during a general-type activation except to move (but in no case to activate the units of its formation).

  In order to avoid confusion, an Activated marker may be placed on a unit at the end of its activation.

3.2 Activating by “Formation”

  The player may activate all of the in-command units of a single formation during the operations phase.

  A HQ must be activated to perform this type of activation and the following conditions must be met:

  - The formation's HQ is not destroyed;

  - the units of the formation which the player wishes to activate must be in command (see 8.1).

Note: a player is not required to activate all the units of his formation, they may instead be activated during a general-type activation (see 3.3).

  An already-activated HQ may normally not do a formation activation.  A player may however decide to perform a new

formation activation by reactivating this HQ, in which case the HQ is

automatically Fatigued at the moment of activation, and suffers the same

penalties as a Fatigued unit (see 3.5).  An un-Fatigued HQ may also be reactivated during a general-type activation, in which case it is treated as any other unit, i.e. it becomes Fatigued.

3.3 General-Type Activation 

  Instead of activating units through a single formation HQ, the player may decide to activate or reactivate units which are independent or belong to different formations, whether in or out of command.  To do this, he chooses a general-type activation and may activate 3 or 4 units, depending on nationality (see 9).  These units do not need to be within a certain distance of each other.

  A unit which is out of command or whose HQ has been destroyed must make a C3I check to activate (see 9.4).  If it passes, it has all of its normal APs, if not it has only one AP.

  Special case:  Units arriving before their HQ is on the map can only be activated using general-type activations.

3.4 Activation Mechanics

  The activation process is relatively flexible and allows the players to perform different combinations of movement and combat.

3.4.1 Actions

  The actions undertaken by a unit (Movement, Combat etc.) during the course of its activation cost Action Points (APs) which are subtracted from its current allotment as a function of its Category (see 1.1) and Status (see 1.4).

  A unit may choose as many actions as its APs permit.

  A unit is not required to use all of its APs during its activation but

unused APs do not accumulate for later activations and are lost immediately at the end of the current activation phase.

  The possible actions are:

  - Movement (costs 1 AP).  The unit may move up to its movement allowance as a function of its mobility class and status, paying the terrain costs according to unit type. 

  - Normal Attack (costs 1 AP).  The unit may attack any unit in

its zone of control (ZoC, see 4) possibly in conjunction with adjacent friendly units.

  - Fatigue Recovery (costs 2 AP).  A fatigue recovery (see 3.5.2) must be

done as a fatigued unit’s first action of its first activation sequence.

  - Prepared Attack (costs 2 AP).  The unit may attack any unit in its ZoC with bonuses and possibly in conjunction with adjacent friendly units.

  - Enter Improved Position (costs 1 AP).  See 12.

  - Leave Improved Position (no AP cost). See 12.1.

3.4.2 Free Combination

  During the activation, the player may move all or some of the activated units, attack with one or more of these units, then move other activated units and have them attack in all possible combinations within the following limits:

  - entering an enemy ZoC stops movement and requires combat before the end of the formation's activation sequence, in those cases where it is mandatory (see 4.3).

  - a unit may attack more than once per turn.

  - an enemy unit may be attacked more than once per turn.

3.4.3 Order of Action

  Each activated unit undertakes actions singly or as a stack (see 5), in the order desired, regardless of the activation method used.  None of the units of a stack can however expend more APs than they have available.  Units with APs remaining may continue their Activation even if other units in the stack must end theirs.

  A unit or stack may spend part of their APs, then wait while another stack also spends APs, before resuming in turn: the only restrictions are the rules on zones of control (ZoC, see 4) and the number of APs per unit.

  AP Remaining markers [blue background, large letters ‘PA 1’/ ‘PA 2’] are provided to note the remaining APs within an activated formation during an activation phase.

3.5 Fatigue [black & grey marker with a guy sitting down that says ‘Fatigue’ on it]

  A unit may be reactivated once more during the same turn in another activation phase by its HQ or a general-type activation.  In this case the reactivated unit and/or HQ automatically receive a Fatigue marker at the start of their activation.  It is possible to activate together some units which are fresh and others which will be fatigued.

3.5.1 Fatigue Effects

  The unit loses 1 AP and has its combat strength halved [per 0.3].

3.5.2 Fatigue Recovery

  To recover from fatigue, the HQ or unit must spend 2 AP at the moment of

its first activation in a turn, even if it is in enemy ZoC.  The marker is then removed.

  Note: a fatigued unit cannot immediately refatigue, it must first recover from fatigue before possibly fatiguing itself again.
3.6 Disorganization [grey marker with a silhouette of a kneeling rifleman and the letter ‘D’]

  A unit which retreats after combat becomes disorganized.  Its combat strength is halved in both attack and defense until the end of the turn.  A Disorganized marker is placed on the unit.

4 - ZONES OF CONTROL (ZoC)

4.1 Overview 

  A unit's ZoC affects movement and combat of other [enemy] units.

  Most units exert a ZoC into their own hex and the six adjacent hexes,

except across a river, even one spanned by a bridge.  However, ZoC applies along a river hexside, it is thus forbidden to move long a river hexside if an enemy ZoC is in the hex on the other side of the river.

  HQ, and units with a combat strength equal to 1, exert ZoC only into their own hex which remains unenterable. 

4.2 ZoC Effects

  - A unit which enters an enemy ZoC must stop its movement.  It must then make a Normal Attack (7.3.1) or a Prepared Attack (7.3.2), before the end of the formation’s activation phase, and pay the appropriate APs.  If it does not have sufficient AP to declare an attack, it cannot enter the ZoC in question, except if it is a hex where attack is not mandatory:  city, village or forest ... (see 4.3).

  - A unit which begins its movement in an enemy ZoC may disengage from this ZoC by spending an additional +1 movement point (MP).

  - A unit may move directly from one enemy ZoC to another enemy ZoC by paying +2 MP (do not count the +1 MP for leaving an enemy ZoC in this case), provided that this second ZoC is not exerted by the same unit.

  - A unit cannot move directly from one ZoC to another ZoC exerted by the same enemy unit (exception, see Breakthrough, 7.8).

  - The presence of a friendly unit in an enemy ZoC nullifies it for retreat (see 7.7), and supply lines (see 10.1), but not for movement.  Important:  the presence of a friendly ZoC does not negate an enemy ZoC.

4.3 ZoC and Combat

  - Combat is mandatory for a unit which ends its move in an enemy ZoC during its activation (see 3.4.2 and 4.2).

  Exception:  a unit in city, village, forest, or difficult terrain is not required to attack enemy units exerting a ZoC upon it.
  - A unit which enters an enemy ZoC during an advance after combat is not required to attack.

  - A unit which begins its activation phase adjacent to an enemy unit which exerts a ZoC upon it is not required to attack.  It may remain in place without being required to attack, disengage, or recover from fatigue.

  - A unit or stack of units which retreats into an enemy ZoC as a result of combat loses 1 strength step (for the entire stack) per hex of enemy ZoC traversed. (see 7.7) unless a friendly unit is present in the hex.

5 - STACKING

  Maximum stacking in any given hex is 6 strength steps.

  Stacking limits apply after each of a unit's move actions.  However, during each sequence friendly units may freely move through each other.  Units in violation of stacking at the end of the sequence are eliminated, owning player's choice as to which units.  The various markers do not count toward stacking limits.  Exception:  armored movement along a road (6.2).

  Important: it is the unit's current size, not its maximum size, which counts toward stacking.  For example, a unit of two strength steps which has lost one step, counts for only one step of stacking.
  Reminder:  a HQ is worth one strength step and thus counts one towards stacking.

6 - MOVEMENT

6.1 Overview

  During a movement action, a unit may move using all or part of its movement allowance by spending the movement points (MPs) required for each type of terrain moved through.

  Infantry units have a movement allowance of 4 MPs per move action, mechanized units have an allowance of 6 MPs.

  A unit is not required to expend all of its MPs during its move action, but if it does not, the remaining MPs are lost for this action.

  A unit which wishes to spend several consecutive movement actions may sum the MPs from these actions.

  Example: a unit of tanks uses a move action to move through 5 hexes of clear terrain (5 MPs) then a hex of difficult terrain (2 MPs); it may use a second movement action in order to pay the missing MP and continue its movement with the remaining 5 MPs.  This is equally true with certain events that cost 1 AP.  The unit pays the AP and then continues with its remaining MPs.
6.2 Terrain Effects

  Terrain effects on movement and combat are given on the Terrain Effects Table [on the map, also translated at the end of these rules].

  Roads:  For mechanized units, the road movement cost only applies if the unit is alone in the hex.  If another unit is stacked with it or it moves through a unit already on the road, it will then pay the cost of the non-road terrain.  Mechanized units ignore infantry units when determining whether they are alone in the hex.

Note:  if a mechanized unit occupies a road hex in difficult terrain, no other mechanized unit may enter the hex.

  Infantry units always benefit from the road bonus [the errata clarifies that the table on the map is incorrect in this regard].

7 - COMBAT

  In Alsace 1944, combat occurs during an attack action taken during the activation sequence.  Units which attack are termed the Attackers, the units in the attacked hex(es) are termed the Defenders.

7.1 Overview

  A unit may attack any hex containing an adjacent enemy unit (the ‘target hex’) by choosing between the two permitted types of attack (see 7.3).

  - Combat is mandatory once a unit or stack (5.0) enters an enemy ZoC (4.2, 4.3), this requirement may be voided by the terrain in the attacker’s hex;

  - the number of stacked units which can attack from the same hex cannot

exceed six;

  - a unit may attack any adjacent enemy unit (unless it cannot normally enter the defender’s terrain:  tanks across an unbridged river or out of a difficult terrain hex that is not connected by road to the defenders hex ...);

  - a unit must attack at least one hex containing en enemy unit or stack which exerts a ZoC upon it, but is not required to attack all the hexes which exert a ZoC upon it;

  - an enemy unit may be attacked by all the friendly units adjacent to it.

7.2 Multiple Attacks

  All the enemy units in the same hex must be attacked together, and must all take part in the defense; their defense strength is the sum of their combat strengths.

  Different units attacking from a single hex (i.e. a stack) may attack different enemy hexes.  Each attack is resolved separately.  However, the combat strength of a unit may not be divided among several combats.

7.3 Attack Actions

  There are two possible types of attack.  Each type has its own characteristics as explained below and summarized in Table 7.3.

7.3.1 Normal Attack

  The unit or stack spends 1 AP to attack a target hex.  This attack may

benefit from one and only one HQ support.  Other adjacent stacks may join in the attack if they have at least 1 AP [this is a substantial change from Ardennes].

  The unit or stack of units may again move and/or attack after its first attack if it has APs remaining.

7.3.2 Prepared Attack

  The unit or stack spends 2 APs to attack a target hex.  The active player notes the APs expended then may activate other units or stacks within the constraints of the chosen activation (3.1) and available APs (3.4.1), in order to attack the same hex.  He then notes the APs expended by these new participants in the attack and declares a Prepared Attack.  This attack may benefit from two HQ supports.

  Following any required advance after combat (see 7.7.2), units may subsequently attack units adjacent to them or move if they have APs remaining.

7.4 Modifiers

Modifiers are as follows:

  - Defender's Terrain:  the terrain in the defender's hex provides column shifts.  These modifiers are cumulative (example: a village in difficult terrain shifts two columns to the left).
  - Quality Difference:  the quality rating of one attacking unit minus the

quality rating of one defending unit gives a positive or negative die

roll modifier.  The unit whose quality rating was chosen must suffer the

first step loss, if any.

  - HQ Support:  these supports provide either column shifts or die roll

modifiers (see 1.6).

  - Improved Positions: An IP provides a 1 column shift to the left [see 12.1].

  - Combined Attack:  when an infantry unit (mechanized or foot) and a mechanized unit are stacked, they benefit from a +1 drm when attacking, regardless of the number of ‘tank-infantry’ groups involved.

  - Armored Superiority:  a tank unit whose combat strength is followed by an asterisk and which is facing tanks benefits from a +1/-1 die roll modifier, regardless of the number of tanks involved.

  All modifiers are cumulative.
7.5 Combat Resolution

  Combat takes place as follows:

  - The attacker declares the type of attack and the target hex(es).

  - The attacker sums his modified combat strengths.

  - The defender sums his modified combat strengths.

  - A ratio is made between the attacker's and defender's sums to obtain a basic force ratio.  This ratio is always rounded to the nearest whole number (Example: 1.49 to 1 gives a 1:1; 1.50 to 1 gives a 2:1).

  - Beginning with the active player, the players add support from their HQ (see 1.6).

  - Column shifts are applied to obtain the final strength ratio column.

- The attacker consults the appropriate column on the Combat Results Table (CRT) then rolls 1d6 which he modifies to determine the final combat result.

7.6 Combat Results

  Results are given in the form of numbers which can affect the attacker as well as the defender.  These numbers indicate the number of strength steps which that force must lose and/or the number of hexes of retreat.

  The owning player decides how to apportion the combat losses received among the stack (noting that the unit whose quality rating was used must suffer the first loss) and the number of retreat hexes, always beginning with the losses (mandatory or not) and then the optional retreats.  The defender apportions his losses and retreats if needed, then the attacker does the same (noting that for a prepared attack or if the defender takes losses the attacker must suffer at least one step loss on any adverse result).

  Results in red indicate that at least one strength step must be lost by the defender or attacker before any retreats, regardless of the type of attack

  If the defender chooses to remain in place and lose strength steps, the attacker must take any of his losses and may not retreat.

  If armored or mechanized units are present on both sides, the the first or second loss (if the unit whose quality rating was used is not armored/mechanized) must be taken from an armored or mechanized unit.

7.7 Retreats and Advances After Combat

7.7.1 Retreats

  The owning player may decide to retreat instead of suffering step losses.

  A unit or stack of units which retreats cannot enter a hex occupied by

enemy units.  It cannot retreat into a hex impassible to it such as an unbridged river for tanks for example.

  Retreats must be done if possible in the order of the following priorities:

  - toward a hex out of enemy ZoC;

  - in the general direction of the friendly board edge or towards the HQ to which the unit belongs;

  - toward the hex furthest from an enemy unit.

  A unit or stack may retreat into an enemy ZoC, losing one strength step for the entire stack per hex of enemy ZoC moved through, unless this hex is occupied by a friendly unit.

  A unit cannot retreat into a hex in violation of stacking limits.  If such would be the case, the unit must absorb the entire combat result as losses.

  Units from a retreating stack may retreat into different hexes so long as they all retreat the same number of hexes.

  Any unit which retreats, whether attacker or defender, becomes disorganized [, this is a change from Ardennes, see 3.6].

  A unit which must retreat off the map or into a hex with impassable terrain is eliminated.

7.7.2 Advance After Combat

  When a unit or stack of units retreats or is destroyed, it leaves the hex that it was in vacant, as well as a retreat path of varying length depending upon the number of hexes retreated.

  Victorious units which took part in the combat may then enter the vacated hex and advance along the retreat path of the defeated unit still respecting impassible terrain (an unbridged river to tanks, for example).  If a retreating stack splits into several hexes, the active player is free to following whichever of the retreat path(s) as he wishes.

  Exception: Armored and mechanized units are not required to follow the retreat path of retreating units after the first hex.
  This movement ends when they enter an enemy ZoC, except for the initial vacated hex.

  This movement also ends after crossing a river, even if the enemy retreated further.

  In the case of a shared result, the attacker must convert all of his adverse result into step losses if he wishes to remain in place or advance after combat. Only the attacker may advance after combat and this advance is mandatory (by at least one unit) in the case of a prepared attack.

  Example: the result 1/2 indicates that the defender must:  lose 2 strength steps and remain in place or lose 1 strength step and retreat all of his units 1 hex or retreat all of his units 2 hexes.  The attacker must either retreat 1 hex (only if the defender did not remain in place) or lose 1 step.  If he chooses the second option, he may then advance into the defender's vacated hex if the defender retreats.
  If the defender retreats 2 hexes, the attacker may follow the defender along his retreat path provided that an enemy ZoC does not prevent him from entering the second hex vacated by the retreat (exception breakthrough, see 7.8).  If the result had been 1/2*, the defender would have been obliged to take a step loss before being able to choose whether to retreat a hex or take a second step loss.

Limitations on advances:
  - if an enemy unit is eliminated before fulfilling all the requirements of its combat result, the attacker may convert remaining requirements into hexes of advance after combat.

  Example: a result of -/3* eliminates a unit which had only one strength step, in this case the attacker may advance two hexes.
  - Fatigued units may advance after combat normally.

  - If a unit ends its movement in ZoC, it is not required to attack.

7.8 Special Result:  Breakthrough [a single counter, blue background, black silhouette of a Hetzer overprints an oblique red arrow]

  If the attacker's result is printed in bold on the CRT, a “breakthrough” has occurred in the enemy front.  A Breakthrough marker is then placed in the hex formerly occupied by the enemy unit before its elimination or retreat.  This marker nullifies all enemy ZoC in the hex it occupies and the six adjacent hexes.  Units advancing after combat and friendly units activated during the same operations phase may then move through the breakthrough hex or the six adjacent hexes without being stopped by any ZoC exerted into these hexes.

  This Breakthrough marker is removed at the end of the turn in which it was placed.

8 - COMMAND [Out of Command marker is a green radio on a grey background, top left corner has a small red arrow pointing down and the letters “NC”

(Non Commandé)]

8.1 Command Range

  Each HQ has a command range of six hexes (range exclusive of the HQ's own hex but inclusive of the hex of the unit concerned) [the errata clarifies that the table on the bottom of p.34 is incorrect, the German command range is indeed 6 hexes].

  In order to be in command, a unit must be able to trace a Line of Command (LoC) to its HQ.  This LoC may pass through any terrain or enemy ZoC but not through an enemy-occupied hex occupied.

  At the start of each turn, both players check the command status of all

their units.  Units which are in command at the start of the turn remain so for the entire turn, even if they move out of command range.

8.2 Effects

  A unit which is unable to trace a LoC to its HQ at the start of the turn gets an Out of Command marker.  It cannot be activated during an activation by “formation”, only during a general-type activation.  In addition, an Out of Command unit must pass a C3I test to be activated (see 9.4).

9 - DOCTRINE

9.1 Overview

  The doctrines of the various belligerents require some modifications or restrictions to the base rules; they are indicated by nationality.

9.2 French

  Activation by formation:  The French player may, at the start of each turn, attach the units of two (at most) Combat Commands (CC) to an infantry division.  These units must be able to trace a LoC.  The CC(s) are then activated by the HQ of the division to which they are attached.  If the units of the CC engage in combat, they receive artillery supports from the divisional HQ to which they are attached rather than from their usual HQ.  Each turn, a CC may be attached to a different infantry division or returned to its own division.

  In addition to the units of its formation, a French HQ may activate all independent units within command range.

  General Activation:  4 units

9.3 Germans

  Activation by formation:  A German HQ may activate, in addition to its formation, 3 independent units within command range.  Use Activated markers.

  General Activation:  3 units

  A German unit which is unable to trace a LoC to its HQ at the start of the turn but which is able to trace a LoC to another HQ, is considered to be in command.  However, it may only be activated during a general-type activation.

9.4 C3I Check for Out of Command units

  Out of Command units must pass a C3I check to be activated.  To pass a C3I check, the player rolls 1d6 and must roll less than the unit's quality rating.  Example:  for a quality rating of 5, the player must roll 1, 2, 3, or 4.

9.5  SNAFUs (optional) [from VV60]

  To simulate the uncertainties of combat, even the best-prepared, we offer you the following optional rule.

  After each side has allocated its support markers and designated the unit whose quality rating will be used, but before resolving the combat, the attacker rolls 2d6.  The sum of the dice is modified as follows:

  + the quality of the attacker’s formation HQ;

  - the quality of the defender’s formation HQ;

  +1 if the defender is out of command;

  -1 if the attacker is out of command.

  If one side’s units belong to more than one HQ, use the HQ which provides the most supports.  In cae of a tie, it is the owning player’s choice which to use.

  If one side has only independent units, instead of a HQ’s quality modifier use the average quality of this side’s units in the combat.

  The attacker suffers a SNAFU [Situation Normal, All Fouled Up] if the final total is less than 4, the defenders suffers one if the final total is greater than 10. 

  If the final result is even, the troops of the afflicted side lack enthusiasm.  the opposing player may choose:

  - a different opposing unit involved in the combat for calculating the quality differential;

  - to apply a penalty of -1 to the combat;

  - to apply a bonus of +1 to the combat.

  If the final result is odd, the allocated support markers cannot all arrive.  One support marker from the side suffering the SNAFU is randomly drawn and returned to the pool:  it will not take part in the combat.  If no support was allocated, the opposing side benefits from a surprise support drawn at random from his pool.

  The combat is then resolved normally:

  - column modifiers are applied to obtain the final odds ratio column.

  - the attacker consults the correct column on the Combat Results Table (CRT) then rolls 1d6 and modifies it as required to obtain the combat result.

10 - SUPPLY

10.1 Overview

  A LoS may pass through any type of terrain usable by the unit but cannot pass through an enemy-occupied hex or through an enemy ZoC, unless this hex is occupied by a friendly unit.  This means that the LoS of an infantry unit may pass through a mountain hex, but that of a mechanized unit may not [changed per errata].

  Unit supply is checked during the supply and command phase.

10.2 Supply

  In order to be supplied a unit must be able to trace a LoS to a supplied HQ within command range (depending on nationality) [this is a holdover from Ardennes, in Alsace all nationalities have a command range of six hexes] or to a road within 1 hex and leading to a friendly board edge, regardless of distance.

  - In order for a division HQ to be supplied it must be able to trace a LoS to a road within 1 hex distance, which itself connects to a friendly board edge regardless of distance.

  - German friendly board edge:  hexes 1701 to 3412 on the east [this suggests that the half-hex which would be 1700 is unplayable].
  - French friendly board edge:  hexes 1121 to 0701 on the west [this suggests that the half-hex which would be 0700 is unplayable].
10.3 Effects

  If a unit or HQ is unable to trace a LoS at the start of the turn, it gets an Isolated marker [silhouette of a soldier on a grey background, inside an almost complete circle with arrows on the ends].  The consequences are as follows:

  - An armored or mechanized unit or HQ has only 2 AP (an isolated infantry unit still has 2 AP);

  - All units attack normally but cannot make prepared attacks;

  - All units defend normally.

  An Isolated unit or HQ which is unable to trace a LoS at the start of the turn gets an Unsupplied marker [green jerrican of gas on its side, spilling a yellow drop, over a red splash on a grey background, in the top left corner is a small red arrow pointing downward and the letters “NR” for “Non Ravitaillée”], the consequences are as follows:

  - An armored, mechanized, HQ or infantry unit has only 1 AP;

  - All units attack with only half their combat strength and cannot make

prepared attacks (they do not have enough AP to do this);

  - Units defend with half their combat strength.

  An unsupplied HQ cannot receive support markers to distribute to its units in the support phase.

11 - Fog of War (optional rule)

  In order to limit players' knowledge of enemy dispositions and strengths, the following rules are used.

11.1 Enemy Stack Inspection

  Players may only examine the contents of an enemy stack under the following conditions:

  - the stack is engaged in combat with friendly units (at the moment when the attack type is declared); 

  - if a friendly unit exerts a ZoC on the enemy stack.

11.2 Stacking Order

  A player may arrange his stacks in whatever order he wishes, for example

putting the weakest unit on top in order to hide stronger units.

  Note:  players may mutually agree to use the game markers (Unsupplied, Activated, Fatigued, etc.) to hide the top unit of a stack.

12 - DEFENSIVE WORKS

12.1 Improved Position [marker shows a pile of sandbags on a blue background]

  A unit can establish a defense and take up an Improved Position (IP) at any point in its activation.  To do so it spends 1 AP and cannot be in a hex where it is required to attack (see 4.2).

  Each unit which wishes to enter IP must spend 1 AP.  An IP cannot be transferred from one unit to another.  If a stack of units wishes to enter IP, each of the units in the stack must spend the required AP.  If some units in a hex are in IP and others are not, the IP bonus does not apply in combat.  Units may freely leave an IP in order to perform normally (i.e. to be able to move in a new activation).

  The unit or stack in IP gets a beneficial modifier for combat (see the CRT).

12.2  German Strongpoints [counter shows a bunker with a German cross in the upper right and “StP” in the upper left]

  These German counters represent fortified positions.  They have a combat strength which adds (in defense only) to that of units in the same hex as well as a quality rating.  They have only one strength step and count towards stacking.  They cannot move and are destroyed in case of retreat.  They are placed on the map at the start of the game according to the scenario instructions, at most one per hex.

  An IP marker may not be placed on a lone Strongpoint.  However, if units stacked with a strongpoint  are in IP, the entire stack is considered to be in IP and benefits from a one column shift in its favor in case of combat.

  A strongpoint does not have a ZoC.

12.3  Forts [not counters but printed on the map, e.g. hex 0816]

  Unlike strongpoints, they do not have any combat strength.  They provide a defensive bonus to German (only) units within them (see the Terrain Effects Table).

13 - BRIDGES AND RIVER CROSSINGS

13.1 Overview

  Bridges are the only way for armored or mechanized combat units and supply lines to cross a river or canal. The cost to cross a bridge is noted on the Terrain Effects Table.

14 - BOOBYTRAPS AND MINES [counter shows a mine sitting beside a fence]

  A German infantry unit may mine a village hex under two circumstances:

  retreat after combat:  if at least one German infantry unit survives, the German player may try to mine the village that he has just left by passing a quality check with the unit of his choice.  In case of a breakthrough, the player may not attempt to mine a village.

  - during an activation, a unit may mine a village by spending 1 AP.

  A unit may not enter IP in a mined village.  If it is already in IP, it must drop this status in order to be able to mine the village, except in case of retreat after combat.  It is not required to leave the hex that it has just mined.

  Any French unit that enters a hex with a boobytraps and mines marker cannot leave the hex until it has spent 1 AP to eliminate the marker.  If several units are present, only one needs to pay.

15 - EVENTS

15.1 When and How to Play Them

  Each side has event markers to play during the game.  Each counter may only be played once and then is removed from the game.  An Event may be played during an

activation by either side, per the conditions of the Event itself.

15.2 German Events (5)

  - Bottleneck [counter is labeled “EMBOUTEILLAGE”]:  Played during a French or German action phase.  Allows you to place a bottleneck marker on the map, which remains until the end of the current turn.  French armored/mechanized units which pass through this marker pay 1 AP.  This marker can only be placed on a road intersection hex (where at least two roads cross) or on either side of a bridge and only after at least one French armor/mechanized unit has moved through this hex.

  - Antitank Ditch [counter is labeled “FOSSE ANTICHAR”]:  The German player may place an Antitank Ditch marker on the map during a friendly or enemy activation.  This immobile marker blocks the movement of French tanks and costs 1 AP to a French unit to eliminate it.  When a French unit pays 1 AP to eliminate the Antitank Ditch, it enters the hex for free.  [clarifications per errata]

  - LXIIIth Armee Korps HQ [counter has a German cross on a red field, overprinted with “ETAT-MAJOR LXIIIe AK”}:  Played at the start of the turn, gives the initiative to the German player and allows him to simultaneously activate up to 2 HQ and 3 independent units.

  - Alarm Battalion (2) [counter shows a German soldier on a grey-green field and says “ALARM BAT.”]:  The German player may place an Alarm Battalion marker in a city or village hex under his control (i.e. through which no French unit has passed) at any time during the turn, even during an enemy activation phase.

  This immobile marker blocks the movement of French units.  It does not exert a ZoC and costs one French unit 1 AP to eliminate it. When a French unit pays 1 AP to eliminate the Alarm Battalion, it enters the hex for free.  [clarification per errata]

15.3 French Events (5) 

- Lack of SS Elan [marker has a red silhouette of a kneeling soldier and says “MANQUE D’ELAN”]: The French player may play this stratagem to prevent the 30th SS from fatiguing during a turn.  At the moment when the German player reactivates any unit of the 30th SS to fatigue it, play of this stratagem prevents the reactivation of these troops and all such until the end of the turn.

  Note:  This division suffered discipline and motivation problems from its inception.  At the end of August, two Ukrainian battalions of this division deserted and joined the partisans.  In October some of these soldiers enlisted in the French Foreign Legion.
- Capture of a Bridge by the FFI [FFI were the Forces Française de l’Interieur, a partisan band, marker has a picture of a bridge and the caption “PONT CAPTURE”]:  Cancels the combat modifier (attacker halved) for attacking across a bridge for one combat.

  - Raid (2) [marker has a crouching soldier overprinting a star, and the caption “Raid”]:  The French player may make a commando raid on a German fort, which contains only a single static unit (see 16) and located less than four hexes from a French unit.

  The garrison unit is revealed after the French player has declared his raid.  If the unit has a combat value of zero, the raid is a success.  Otherwise, on a die roll of 1 to 4, the garrison is taken by surprise and the fort falls, the static unit is destroyed and the commando unit is placed on the fort.  This unit has a combat strength of 3, a quality of 5 and a single combat step.

  The commando unit must be removed from the game at the end of the turn.  It has no AP and does not exert a ZoC.

  - 1st Army Corps HQ [marker is captioned “ETAT-MAJOR 1er CA”]:  Played at the start of the turn, gives the French player the initiative and allows him to activate 2 HQ in succession.

16 - GERMAN GARRISONS

  In front of the French advance, the Germans mobilized numerous second-line troops:  Festung [fortress] units, Feldgendarmerie [military police?], training units, service units ...

  These units are simulated by static counters (Festung Truppen) [fortress troops] whose combat strength and quality are unknown.  Their counters have two sides:  one with the unit’s values and the other with a question mark.

  At the start of the game, the German player randomly draws each static counter and places it face-down, one per fort hex, one in Chalampé [3103] and one in Huningue [3312] (see 19.2).

  Note:  the number of garrison counters deliberately exceeds the number that will be placed on the map.  The remaining counters are set aside face down and should not be examined before the end of the game.
  A static unit may be permanently flipped to its combat-values side in three ways:

  - during a German activation, at the German player’s choice;

  - during a French commando raid (Raid stratagem);

  - during an attack against this unit, after the French player has declared his attack and allocated his supports.

  If the flipped unit has a combat strength of zero, it is immediately eliminated.

  Static units have no AP and therefore cannot move.  In case of retreat, they are eliminated.  they have only a single combat step and their combat strength is usable only in defense.  However, they do exert ZoC.

17 - FRENCH TRUCKS [counter has a picture of a truck on a blue field]

  The French player has a “Trucks” counter each turn beginning turn 3.  This counter allows one battalion of infantry to have 3 AP and 6 MP per movement action.  The infantry unit thus motorized pays terrain costs according to the “mechanized movement” column.

18 - REINFORCEMENTS

18.1 Overview

  Reinforcements are listed with their turn and hexes of entry.  On the turn of entry, reinforcements spend the number of MPs required by their entry hex, +1 MP per unit already entered during this activation sequence through this hex.

  Reinforcements are automatically in command and in supply on their turn of entry.  They may enter the game when their formation is activated.  Reinforcements indicated as entering by truck use rule 17 for their first activation phase.

  For all subsequent activations until the end of the game, they move normally (they no longer have trucks at their disposal).

19 - SCENARIOS

  Alsace 44 may be played in two scenarios.  The initial assault or the entire battle.

19.1 The Initial Assault

  This scenario lasts three turns.

  Victory conditions:  For a French strategic victory, the French must hold a hex of Belfort [1109, 1110] and reach a hex of the Rhine during the game even if the unit then leaves it or is later destroyed (historical result).

  Holding two cities of Belfort [1109, 1110], Sochaux [1015] and Montbéliard [0915] gives the French a tactical victory.

  Otherwise the Germans win.

19.2 The Entire Battle

  This scenario lasts 8 turns.

  •  Victory Conditions:

  For a French tactical victory, the French must hold Belfort [1109, 1110] and Mulhouse [2505, 2506, and 2606] and all of the forts on the map.

  For a strategic victory, in addition to the objectives of Belfort and Mulhouse, exit the equivalent of an entire armored division (1 HQ and 3 CC) by a northern road outside of the Vosges mountains [presumably 2101, 2201, 2601, or 3102].

  Otherwise the German player wins.

• Germans

  German units have only 1 AP on Turn 1.

  On Turn 1 only the 189 ID et 338 VGD divisions; the 3 army reserve units (1000 Aufkl Abt, ss Festung MG 808, Ohren Battalion); and I/1209 & II/1209 of the 159 ID, may be activated [per official errata].

Initial placement, all units less than 2 hexes from the front line are in IP:

  10 garrisons are placed randomly face down on the map’s fort hexes (0812, 0816, 1010, 1011, 1110, 1112, 1209, 1210, 1211, 1212), one in Chalampé (3103), and one in Huningue (3312).

159th ID

  1006:  HQ and FEB 205

  0810:  I/1209

  0811:  II/1209

  0707:  I/1210

  0706:  II/1210

  0609:  I&II/1211

  0705:  Rollin

189th ID

  0612:  HQ

  0411:  I/1212

  0410:  II/1212

  0312:  I/1213

  0311:  II/1213 [one counter labeled I/1213 should in fact be the II/1213, a corrected counter was printed in VV60]

  0313:  I/1214

  0415:  II/1214

269th ID

  1103:  HQ

  0902:  I/469

  0804:  II/469

  0904:  Ost 60

338th VGD

  0915:  HQ

  1120:  I/757

  0920:  II/757

  0416:  I/758

  0517:  II/758

  0616:  I/759

  0718:  II/759

  0713:  MG 50

Independent unit

  2606:  34 Fu/ 335 Gr (34e bataillon de fusiliers / 335e bataillon de grenadiers)

  1000 Aufkl and ss MG 808 are placed at the German player’s choice east of Belfort and north of the Allaine.

  Ohren Battalion is placed in one of the two hexes of Belfort.

  6 strongpoints, with a minimum of 1 strongpoint per German division.  A strongpoint may not be placed more than 5 hexes from the front line [0901 - 0903 - 0605 - 0609 - 0310 - 0314 - 0415 - 0418 - 0820 - 1120].  Additional strongpoints in 0514, 0820, 1414, 1506, 1608, 1610.

19th Army support:  1 pioneer, 3 light artillery, 1 heavy artillery.

  Reinforcements, unless otherwise indicated, enter via Chalampé on the banks of the Rhine (hex 3103):

  - Turn 3:

  30th SS ID (enter via road 2201 and/or 2601, all are in trucks except the Aufklarung and the HQ, but with only 2 AP, per official errata)

  198 ID, I/490 & II/490 of the 269 ID (enter via a German-controlled road hex on the north map edge)

  1 heavy artillery, 3 light artillery, 1 pioneer

  - Turn 4:

  KG Renschling in a German-controlled hex north or northeast of Mulhouse

  654 PzJg. Abt

  2SS Ersatz

  KG Diemer

  KG Reutlingen

  106 Panzer Brigade (2 units:  106 Pz and 106 PzGr)

  1 light artillery, 1 FlaK 88

  - Turn 6:

  280 StuG

• French
  On Turn 1 the French play the 1st Army Corps HQ stratagem.

  2 Tabors, 3 Tabors & 12 Tabors can be activated beginning Turn 2.

  The 1re DFL (minus the 1st Brigade:  1 BLE, 2 BLE, 22 BMNA) can be activated beginning Turn 4.

  The 1st Brigade of the 1re DFL (1 BLE, 2 BLE, 22 BMNA) can be activated beginning Turn 6.

  Initial placement:

2nd DIM

  0115:  HQ

  0315:  I/4 RTM, II/4 RTM & I/Bourgogne

  0214:  III/4 RTM

  0317:  I/5 RTM, II/5 RTM & Vigan–Br.

  0218:  III/5 RTM

  0316:  I/8 RTM & II/8 RTM

  0217:  III/8 RTM & II/Bourgogne

  0215:  3 RSM

1 DFL

  0305:  HQ & 12th Tabors (independent)

  0407:  BIMP

  0701:  1 BLE

  0602:  2 BLE

  0604:  BM 4

  0504:  BM 5

  0505:  BM 11

  0507:  BM 21

  0408:  BM 24

  0603:  24 BNA [should be 22 BNA, a corrected counter was printed in VV60]

  0506:  Cps. Francs

  0503:  Morvan

  0508:  RFM

9 DIC

  0520:  HQ

  0419:  I/6 RIC

  0720:  II/6 RIC

  0620:  III/6 RIC & I/Auvergne

  0519:  II/Auvergne

  0821:  I/21 RIC, II/21 RIC & III/21RIC

  1021:  I/23 RIC, II/23 RIC & III/23 RIC

  0220:  RICM

Independent units

  0110:  Cdo Fr & Chocs

  0207:  2 Tabors

  0210:  1RSAR

  0212:  Yonne

  0213:  Corrèze

  0306:  3 Tabors

  0921:  I/9 Zouaves, II/9 Zouaves, & III/9 Zouaves

  1121:  I/6 RTM, II/6 RTM, & III/6 RTM

1st Army supports:  6 TD, 3 light artillery, 3 heavy artillery

  • French reinforcements, enter at the players choice along the west or south edge of the map:

  - Turn 1:  14-15 November

  B/CC5, D/CC5, and R/CC5 of the 5e DB

  A/CC4, B/CC4, and C/CC4 of the 5e DB (1 AP remaining)

  - Turn 2 : 16–17 November

  HQ 1re DB

  A/CC2, B/CC2, and C/CC2 of the 1re DB

  1/CC3, 2/CC3, and 3/CC3 of the 1re DB (1 AP remaining)

  HQ 5e DB

  1/CC6, 2/CC6 and 3/CC6 of the 5e DB

  1 light artillery support

  - Turn 3 : 18–19 November

  D/CC1, V/CC1 and L/CC1 of the 1re DB

  2 TD supports, 1 light artillery support

  - Turn 4 : 20–21 November

  2TD supports

  - Turn 6 : 24–25 November

  I/1 RTM, II/1 RTM, & III/1 RTM by truck (independent units)

  4 RSM (independent unit) [per official errata]

19.3 [I’ve consolidated the information from this section into section 19.2 and reorganized]

19.4  Variant scenario [from VV60, I’ve changed the numbering to make it consistent with the base rules]

  This variant scenario may be used with either the short or long scenarios.  The scenario lengths and victory conditions are not changed.

19.4.1 - Initial placement

  • Germans

  The German player may freely place the units of the 338 VGD, 189 ID, 159 ID and part of the 269 ID (I/469, II/469, Ost 60) within the following conditions:

  - east of the front line (hexes 0901 - 0903 - 0605 - 0609 - 0310 - 0314 - 0415 - 0418 - 0820 - 1120);

  - west of the Savoureuse and the Allaine rivers;

  - units from two different divisions may not stack;

  - each unit must be able to trace a line of communications to its formation HQ;

  - each hex of the front line must be covered by a unit or a Zone of Control.

  All units less than 2 hexes from the front line are in IPs.

  Reserve units:  1000 Aufkl Abt, ss MG 808, Ohren Battalion and 4 Fu/ 335 Gr are placed anywhere east of Belfort and north of the Allaine.

  11 strongpoints are placed freely about the map, the 12th being placed in 2606 (Mulhouse barracks).

  Garrison units are placed as per the historical rules, face down, one per fort hex.

  • French

  The French player places his units second, freely within the following conditions:

  - strictly west of the front line [0901 - 0903 - 0605 - 0609 - 0310 - 0314 - 0415 - 0418 - 0820 - 1120];

  - units of two different divisions may not stack;

  - each unit must be able to trace a line of communications to its formation HQ;

  - units of each independent regiment (9th Zouaves, 6th RTM, Tabors) may not be placed more 3 hexes from each other.

  French offensive effort

  After setup and before play begins, the French player must announce to his opponent the number of heavy artillery support markers (from 1 to 5) and infantry divisions (from 1 to 3) that will take part in the offensive.

  Only those divisions chosen by the French player may be activated on the first turn.  Each German unit will have 1 AP if the French use one or two divisions, 2 AP if the French use three divisions.

  The remaining heavy artillery support markers assist French troops further north (3rd Algerian Infantry Division and 1st Free French Infantry Division).  These prevent the Germans from stripping the Vosges and sending reinforcements south (see infra).

  Activation of the 1st DFL follows special rules.  It was intended to be removed from the sector and sent to the Atlantic pockets front.  De Lattre had to fight with the high command to delay this departure, which kept the 1re DFL at a reduced activity level during the offensive.

  The French player may activate the 1re DFL in 5 out of the 8 turns of the long scenario and 2 out of 3 of the turns in the short scenario.

19.4.2  Reinforcements

  French reinforcements follow the historical timetable.

  German reinforcements follow certain conditions:

  • Rhine Group:  enters the game the turn after a French unit crosses the Savoureuse or the Allaine (the Rhine is threatened):

  2SS Ersatz

  KG Diemer

  KG Reutlingen

  106 Panzer Brigade (2 units:  2106 Pz Abt and 2106 PzGr Abt)

  StuG brigade 280 (two turns delay)

  1 light artillery, 1 FlaK 88

  • Mulhouse Group:  enters the game the turn that a French unit enters the 16xx hexrow:

  all of 30th SS by truck, except the Aufklarung and the HQ (enter via road 2201 and/or 2601, but with only 2 AP, per official errata)

  KG Renschling in a German-controlled hex north or northeast of Mulhouse (one turn delay)

  654 PzJg. Abt (one turn delay)

  1 heavy artillery, 1 light artillery

  • Vosges Group:  enters via a German-controlled road hex on the north map edge.  The Vosges Group is composed of 4 subgroups (plus supports) whose entry is dependent on the following table, according to the number of heavy artillery supports that the French player chose to leave for the Vosges front.

Number of French heavy artillery

support markers in the Vosges:
0
1
2
3
4
  198 ID (HQ & 7 units)
X
X
X
-
-

  I/490 & II/490 of the 269 ID (2 units)
X
X
X
X
-

  I/489 & II/489 of the 269 ID (2 units)
X
-
-
X
X

  Aufkl & FEB of the 269 ID (2 units)
-
X
-
X
X

  Supports (2 light artillery, 1 pioneer)
X
X
X
X
X

19.4.3  Victory Conditions

  These are unchanged for both scenarios.

20 - ABBREVIATIONS

French:

  BB:  Armored Brigade (“Brigade Blindé”)

  BIMP:  Pacific and Naval Infantry Battalion (“Battalion d’Infanterie de Marine et du Pacifique”)

  BLE:  Foreign Legion Battalion (“Battalion de Légion Etrangère”)

  BM:  March Battalion (“Battalion de Marche”)

  BNA:  North African Battalion (“Battaillon Nord’Africain”)

  CA:  Army Corps (“Corps d’Armée”)

  CC:  Combat Command

  Cdo Fr:  French Commandos (“Commandos de France”)

  Chocs:  Assault troops

  DB:  Armored Division (‘Division Blindé’)

  DFL:  Free French Division (“Division Française Libre”)

  DI:  Infantry Division (‘Division d'Infanterie’)

  DIC:  Colonial Infantry Division (“Division d’Infanterie Coloniale”)

  DIM:  Moroccan Infantry Division (“Division d’Infanterie Marocaine”)

  DMM:  Moroccan Mountain Division (“Division Marocaine de Montagne”)

  DR:

  RCA:

  RCCC:

  RFM:  Marines Regiment (“Régiment de Fusiliers Marins”)

  RIC:  Colonial Infantry Regiment (“Régiment d’Infanterie Coloniale”)

  RICM:  PROBABLY Motorized Colonial Infantry Regiment (“Régiment d’Infanterie Coloniale Motorisé”)

  RSAR:  Algerian Spahis Recon Regiment (“Régiment de Spahis Algériens de Reconaissance”)

  RSM:  Moroccan Spahis Regiment (“Régiment de Spahis Marocaines”)

  RTM:  Moroccan Rifle Regiment (“Régiment de Tirailleurs Marocains”)

German:

  Aufklarung Abt:  Reconaissance battalion

  FEB:  Ersatz Field Battalion (“Feld Ersatz Battaillon”)

  Festung Trup:  Fortress troops

  Fus:  Riflemen (“Fusiliers”)

  ID:  Infantry Division

  GR:  Grenadier Regiment

  Ohren Btl:  Deaf battalion

  VGD = Volksgrenadier Division
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TERRAIN EFFECTS CHART (0.2) [corrected per errata]

[and translated terms from Terrain Key on map.  I recommend setting  centered tabs at 2 1/2, 4 1/4, 6 1/4 inches.]

Terrain Type

Movement Cost
Combat Effects


Infantry
Mechanized

Clear
1
1
None

(Clair)

Difficult
1
only on road
-1 column,

(Difficile)


attack optional

Forest
2
3
-1 column,

(Fôret)


attack optional

Mountain Peak
3
only on road
-2 columns,

(Montagneux Sommet)

attack optional

Village
1
OTIH unless
-1 Col. + OTIH,



on road
attack optional

City
1
1 unless
-1 Col. + OTIH,

(Ville)

on road
armor halved, attack optional

Fort
OTIH
OTIH
-2 col (German defend) + OTIH,




attack optional

Factory
1
OTIH
-1 column + OTIH,

(Usine)


attack optional

Road
1
1/2 if alone
None

(Route)

in hex

River
+1 MP
uncrossable
only Infantry, attack optional

(Rivière)


halved attacking across,

Bridge
+0 MP
+2 MP
halved attacking across,

(Pont)


attack optional

Rhine River
uncrossable
uncrossable
no attack allowed across

(Rhin)

Switzerland
no entry
no entry
any unit that retreats into

(Suisse)


Switzerland is eliminated

[OTIH = per Other Terrain in Hex]

modifiers are cumulative
“attack optional” means that the unit is NOT required to attack enemy units that exert a ZoC into their hex.

STATUS EFFECTS TABLE (1.4) [Good luck getting this table to print out properly, 

I managed it by using  left tabs set at 2 1/2”, 3 3/4”, and a left tab at 5”].

Status 
Attack
Defense
APs
Notes
Normal
Normal
Normal
Mech 3




Armor 3




 Inf 2

Isolated
Normal but no
Normal
2

(12.3)
Prepared Attack

Unsupplied
Halved,
Halved
1

(12.3)
no Prepared Attack

Out of 

Command
Normal
Normal
Normal
general activation only,

(9.2)



check C3I

Fatigued
Halved
Halved
-1 AP
costs 2 AP to recover

(3.5)

Disorganised
Halved
Halved
Normal

(3.6)

In IP
Normal
-1 column left
Normal
Costs 1 AP to enter,

(12.1)

if all defenders in IP

no cost to leave

ATTACK TYPES (7.3)

Type
Modifier
Support
Attacker retreat?
Advance after combat
Normal
-
1 marker
possible
optional

Prepared
+2 columns
2 markers
possible but
mandatory




1 loss minimum

ACTIONS TABLE (3.4.1)

Action
APs required
Movement
1

Normal Attack
1

Prepared Attack
2

Enter IP
1 (12.1)

Leave IP
0

Recover Fatigue
2 (3.5.2)

DOCTRINES TABLE (9.0)

Nationality
Command Range
Formation Activation
General Activation
German
6 hexes
all the formation
3



+3 independent units

French
6 hexes
all the formation
4



+2 attached CC



+ all indep. units in command range

COMBAT RESULTS TABLE (7.6):  [see the map, Table de Résolution des Combats, or hope that the formatting below somehow survives the internet transmission process.  You can try setting centered tabs every half-inch.]

Die
1:4
1:3
1:2
1:1
2:1
3:1
4:1
5:1
6:1
7:1
8:1+
≤0
E/-
4/
3/1
3/1
3/1
2/-
2/1
1/1
-/1
-/1
-/1

1
4/-
3/-
3/1
2/-
2/-
2/1
1/1
-/1
-/1
1/2
-/2
2
4/-
3/-
2/-
 2/1
2/1
1/1
-/1
1/2
1/2
-/2
-/2
3
3/-
2/-
2/1
1/1
1/1
-/1
-/1
-/2
-/2
-/2
1/3
4
3/-
2/-
1/1
1/1
-/1
-/1
1/2
-/2
1/3
-/3
-/3
5
2/-
2/1
1/1
-/1
-/1
1/2
-/2
1/3
-/3
-/3
-/3
6
2/-
1/1
1/1
-/1
1/2
-/2
-/2
1/3
-/3
1/4
-/4
7
1/- 
1/1
-/1
1/2
-/2
-/2
1/3
-/3
1/4
-/4
1/E
≥8
1/1
-/1
1/2
1/2
-/2
1/3
-/3 
1/4 
-/4
1/E
-/E
Combat Results explanation

Attacker Result/Defender Result

#:  Strength steps lost and/or optional Retreats, see 7.5, 7.5.1

Bold:  Breakthrough, see 7.5.3

Red:  affected side must lose at least 1 strength step

E:  Entire stack is eliminated

Combat Modifiers (7.4):

Modifier
Effect
Terrain
See the Terrain Effects Table (0.2)

Prepared Attack
+2 columns

Combined Arms attack
+1 to die roll

Armored superiority
+1/-1 to die roll

Unit Status
see Table (1.4)

Artillery support (per marker)
+/- 1 or 2 columns

Armor Support (per marker)
+1 to die roll

Pioneers support (per marker)
+1/-1 to die roll

Quality bonus
+/- to die roll

Improved Position (IP)
-1 column

