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[1.0] INTRODUCTION 
The Ardennes Offensive rs an hrstorica1 
srmulatron of the German attempt to break 
through the Allied front rn the Ardennes m 
December 1944 The hrstoncal scenano covers 
the penod December 16th through January 
2nd. and portrays the actual forces which 
converged on the battlefield. Several optronal 
scenarros permit the "What rf?" possrbrlitles of 
the battle to be srmulated. 

[2.0] GENERAL COURSE OF 
PLAY 
The Ardennes Offensive is basically a two­
player game. It is played in sequenced turns, 
called Game-Turns, during which' the Players 
move unrts on the map, have combat and 

attempt to achreve certarn obJectrves. The 
German Army rs attemptrng to destroy the 
Allred forces and achreve a penetratron to 
unhrnge the enwe Allred front rn Western 
Europe. The German ObJeCtive rs to ehmrnate 
Allred unrts and occupy "exrt" hexes on the 
northern. western and southern edges of the 
map. The Allred ObJectrve rs to prevent the 
Germans from achievrng a srgnifrcant penetra­
tion. w hile shattering the last remaining 
German strategrc reserve, by ehmrnatrng unrts. 

In the rnltral Game-Turns the German has a 
marked supenonty of force and an inherent 
tactrcal advantage. He must explort these 
factors and realize hrs obJeCtrves by Game­
Turn 7 !December 221 or he wrll probably lose 
the game. The Allred Player starts in a weak 
positron. He must concentrate on holding the 
"shoulders" whrJe blockrng the vrtal cross­
roads rn the center Trme rs on hrs srde as 
rernforcements become available. 

The game rs won by scoring Vrctory Pornts. 
The exrt hexes are worth a certarn amount of 
Vrctory Pornts to the German Player. Casual­
tres rnfhcted upon the opposrng army are 
worth pornts to each Player. 

I2.1IGAME LENGT H 

Each complete Game-Turn represents one day 
of real time. The game extends eighteen 
Game Turns from December 16, 1944 to 
January 2. 1945. 

12.21 GAME SCALE 

Each hex represents 3. 15 krlometers of land. 
Each regrment srzed unrt represents 1,000 to 
6,000 men. 

[3.0] GAME EQUIPMENT 

l3.1lTHE GAME MAP 

The 22"x28" mapsheet portrays the Ardennes, 
an area w here Germany, France and Luxem­
bourg meet. and through which the Germans 
launched therr attack. A hexagonal grid is 
supenmposed upon the mapsheet to regularize 
the movement and posrt ion of the playing 
preces. 



13.21 GAME CHARTS AND TABLES 

Vanous v1sual aids are provided for the players 
to simplify and Illustrate certain game func­
tions. The Combat Results Tables illustrate the 
resolution of combat, and give the actual 
combat results. The Terrain Effects Chart 
summarizes all Movement Points cost expend­
Itures and details the effects of terrain on 
combat. The Supply Effects Chart details the 
effects of Supply Status on units for their 
offensive and defensive Combat Strength, and 
Movement Allowance. The Turn Record/ 
Reinforcement Chart records the progress of 
the game, and details when reinforcing units 
arrive. The Victory Points Charts indicate the 
cumulative total of the Player's towards 
w1nn1ng the game. 

[33] THE PLAYING PIECES 

Two differently colored sets of playing pieces 
(henceforth known as units) are supplied. 
These units represent the ac tual forces 
controlled by each side in the original battle. 
There ere a number of different types of units; 
vanous markers are also supplied to record 
certain game functions. The playing pieces are 
distinguished by color, type, strength and 
mobility, as represented by t he various 
numbers and symbols on the face of each 
p1ece. It is recommended that Players sort and 
store their units by type and color; this greatly 
reduces set-up time. 

[3.311 SAMPLE UNIT 

Combat Strength Movement Allowance 

[3.21 SUMMARY OF UNIT TYPES 

Un•t type •s used to determine the general 
classif1cat10n of the unit !Mechanized or 
Non-Mechan1zedl. These classifications are of 
major importance in the game. 

Mechanized Units: Non-Mechanized 
Unirs: (A) Armor (Panzer) 

Ill 

(§]!:! 

6-12 (A) In fan try~ 
111 

(B) Armored Infantry ~ 
~; (Panzer Grenadier) 

6~0 ~ ( Bl Paratroop 

~(C) Assault Gun 

~ (ClEngineer~ 
(D) Mqtorized ~ 
Para troops 

0 

[3.33] DEFINITION OF TERMS 

Unit Size IS used to determine Stacking 
capabilities. 
XX - Divis1on (9,000 to 14,000 men) 
X - Bngade (2,000 to 6,000 men) 
Il l - Regiment (2,000 to 6,000) 

Unit Designarion is the nationality and specific 
name of the historical formation represented. 
Gd. = Guard 
cca,ccb,ccr = combat command A, combat 
command B, combat command Reserve 
Fr. Lt. = French Light Infantry 
SS = Schutz Steffel 
F.E. = Fuhrer Escort 
F.G = Fuhrer Guard 

Combat Strength is the basic fighting power of 
a un1t. It is a numerical expression of the 
effectiveness of the uni t (see Combat) in terms 
of Combat Strength Points. A unit with a 
Combat Strength of "7" has seven Combat 
Strength Pojnts. 

Movement Allowance is the basic maximum 
number of hexagons wh1ch a un1t may move 1n 
one Movement Phase. A un1t expends one or 
more Movement Points in moving one hex (see 
the Terrain Effects Chart). 

[3. 341 UNIT AND BRIDGE 
STATUS MARKERS 

These counters are used to illustrate units 
affected by certain Supply and Movement 
Rules, and to identify Interdicted bridges. 

unsupphed 

Interdicted 
Bddg• I X I 

isolated 

[3.41 GAME EQUIPMENT INVENTORY 

A complete game of The Ardennes Offensive 
should con tain: 
one Game Map 
one set of d1e-cut counters 
one set of Rules 
Turn Record/Reinforcement Schedule 
one die 

[4.0] SEQUENCE OF PLAY 

Ardennes Offensive is played in turns. Each 
Game- Turn is composed of two Player- Turns, 
the ftrst German, the second Allied. Each 
Player-Turn is composed of six Phases. The 
Player executing the phase of his Player-Turn 
is called the "Phasing Player." A typical 
Game-Turn will proceed as outl•ned below: 

[4 .1] SEQUENCE OUTLINE 
A. GERMAN PLAYER-TURN 
1. Reinforcement Phase: the Phasing Player 
places all new uni ts on the game map, •n 
accordance w1th the rules of Reinforcement. 
2. Supply Judgment Phase: the Phasing 
Player determines the supply condition of all 
h1s units, placing "unsuppl1ed" and " isolated" 
markers as necessary. Place Bridge Interdic­
tion markers. 
3. lnirial Movement Phase: the Phasing Player 
may move all his units, as allowed by the 
Movement rules. 
4. Comba1 Phase: the Phasing Player may 
attack Enemy units adjacent to his own, at his 
optiOn. At the start of each attack, the supply 
condition of the defending Enemy units is 
determined. 

5. Mechanized Movemem Phase: the Phasing 
Player may move fagainl only his Mechanized 
units. This movement is in addition to that of 
the Initial Movement Phase. No combat occurs 
during or after th1s phase. (See the unit type 
symbol on each unit to determ1ne if it is 
mechanized or not) . See Movement, case K. 
6. Remove all supply condition markers. 

B. ALLIED PLAYER TURN 
Tl1e All ied Player executes Phases 1 through 6, 
becoming the Phasing Player. 

C. The Game-Turn marker is advanced on the 
Game-Turn track, signalling the start of a 
new Game-Turn. 

Note: Phases 3, 4 and 5 are critical ones in each 
Player-Turn. The play of the game essentially 
centers around ea~h Player moving, having 
combat and then moving mec han ized 
un1ts again. 

The above sequence IS repeated eighteen 
t1mes at whtch potnt the game ends. At that 
lime, the Player's performances are evaluated 
in light of the Victory Condit1ons. 
[4.2] SPECIAL DEPLOYMENT AND 
FIRST GAME-TURN RULES 

GENERAL RULE: 
Each Player sets up his forces as called for in 
the scenario chosen. 
The Allied Player always deploys first. The 
German Player deploys second and then 
starts the first Game-Turn. 

PROCEDURE: 
Players mutually agree on a scenario. The 
Allied Player deploys as Indicated in the 
scenario. The German Player deploys as 
1ndicated. The German Player begins the first 
Player-Turn subject to the following Special 
Case: 
GERMAN PLAYER-TURN, Nr. One 

German Reinforcement Phase: The German 
places his rein forcements on the map edge. 
German Supply Judgment Phase: All German 
untts are considered in supply for this first 
Game-Tum. 
German First Movement Phase: The German 
Player loses this phase on the first Game-Turn. 
German Combat Phase: The German Player 
allocates his attacks. On this Game-Turn 
German units have their combat strengths 
tripled (but never more than tripled) 
German Mechanized Movement Phase: The 
German Player may move those mechi:Jnized 
un1ts wh1ch were not tnvolved tn combat on 
the prev1ous phase. 

ALLIED PLAYER-TURN, Nr. One 
Allied Reinforcemem Phase: There are no 
Allied retnforcements. 
Allied Supply Judgmem Phase: The Allied 
Player places supply judgment counters on 
affected units. 
Allied First Movement Phase: The Allied Player 
loses thts phase. 
Allied Comba1 Phase: The Allied Player 
allocates hts atttacks. German units are tripled 
in defense. 
Allied Mechanized Movement Phase: The 
Allied Player moves those mechanized units 
wh ich were not involved in combat on the 
previous phase. 
Remove all supply condi tion markers. 

[5.0] MOVEMENT 
GENERAL RULE. 
Dunng the Movement Phase, the Phasing 
Player may move as many or as few of his units 
as desired. Uni ts move hex by hex through the 



gnd. Entering a hex reqUires a unit to expend 
one or more Movement Potnts. 

PROCEDURE: 
Move e3ch unit tnd1v1dually, trac1ng the path of 
movement through the hexagonal grid. The 
unit may not be moved again or the path 
retraced and/or changed dunng that Move­
ment Phase. 

CASES: 

[5. 11 HOW TO MOVE UNITS 
(Al Movement 1s never reqUired, 11 is always 
voluntary. The Phastng Player may move all, 
some, or none of h1s un1ts. Dunng a Movement 
Phase only the Phas1ng Player's units are 
moved. No Enemy movement, and no combat 
may occur. 
IBl Each hex contains ("represents") a certain 
type of terrain. The number of Movement 
Potnts a unit must expend to enter a hex varies 
w1th the Terram. See the Movement sect1on of 
the Terra1n Effects Chart for a full list of these 
dtfferent "entry costs." 
(C) Units may be moved as many or as few 
hexes as the owning Player deSires, as long as 
the unit's Movement Allowance is not ex­
ceeded during the Movement Phase. Unused 
Movement Points may not be accumulated 
from Phase to Phase, nor transferred from 
unit to unit. 
(D) A un1t may move over d1fferent types of 
terra1n m the same Movement Phase, prov1ded 
the unit has enough Movement Points to 
expend when entenng each type of hex. 
Terra1n effects are cumulative, 1.e., an Allied 
armor un1t seektng to enter a West Wal l hex 
through a non-road hexstde situated in rough 
terratn would expend two additional Move­
ment Points for the West Wal l hex and four 
Movement Points for the rough terrain, for a 
total of SIX Movement Po1nts. 

lEI Each unit must be moved individually, 
though un1ts may beg1n and end the1r 
movement in a stack. Stacks may not be 
moved together as a group. 

15.2) MOVEMENT PROHIBITIONS 
AND INHIBITIONS 

(F) Units may never ente1 a hex occupied by an 
Enemy un1t. 
(G) A un1t may only voluntarily leave a hex 
wh1ch 1s 1n an Enemy Zone of Control as 
perm1tted by the stacking rules (See Stacking 
and Zone of Control Rules). 
(H) You may move 1nto a hex containing a 
Fnendly unit by pay1ng the stackmg Movement 
Po1nt costs. However, in effect th1s prohibits 
movmg through Friendly units since no unit m 
the game has sufficient Movement Points to 
stack and unstack w1th another Fnendly unit in 
the same Movement Phase. 
(J) Units which do not have the Movement 
Potnts to enter a g1ven hex may not enter that 
hex. 
IKl Only those mechantzed units wh1ch did not 
partiCipate 1n the 1mmed1ately preceding 
Combat Phase may move during the Mechan­
IZed Movement Phase (see the Sequence 
of Playl. 

[5.3] ALLIED MAP EDGE HEXES 
(L) The s1ngle row of t1nted hexes running 
around the south, west, and north edges of the 
map are the Allied Map Edge hexes. These 
hexes may only be entered by Allied units and 
only under special Circumstances. German 
un1ts may never enter these hexes under 
any cond1t1on. 
IMl Allied units may only enter Map Edge 
hexes when such a hex IS the only open retreat 
route available when performing a retreat 

mandated by the Combat Results Table. Allied 
un1ts 1n such hexes are 1n a "dormant" state, 
1.e., they have no Zone of Control, may not 
move, may not attack nor be attacked, and are 
not cons1dered lost for Vtctory Point purposes 
(even 1f they never actively re-enter play). Such 
dormant units m Map Edge hexes can only be 
re-act1vated by bringtng an "in-play" Allied 
un1t adjacent to them on the " live" part of the 
map. At the beginning of any Allied Movement 
Phase m which this is so, the "dormant" 
unlt(s) may reenter the game and operate 1n 
the normal manner. 
(N) German unit~ do exert a Zone of Control 
1nto Allied Map Edge hexes for the purpose of 
blockmg retreat. German un1ts which are 
themselves forced to rP.trea t off the edge of the 
"live" map area, are elimtnated mstead. 
IPl See the Zone of Control Ru le, Stacking 
Rule, Retrea t Rule, and the Reinforcement 
Rule for further characteristics of the Allied 
Map Edge hexes. 

[6.0] ROAD MODE 
MOVEMENT 
[6.11 COMMENTARY 

The followtng rules simulate the effects of 
placmg a unit in road march formation. Such a 
formation substantially mcreases the speed 
with whtch a un1t may move along a road. A 
un1t deployed 1n the road march formatiOn 
cannot light as effectively, however, and 
for th1s reason its Combat Strength is reduced. 

A un1t may move along a road regardless of 
whether or not 1t IS m road march formation. 
Road march formation has certain benefits and 
certa1n restrict ions not found in norma l 
movement along a road. These will be 
explamed more fully in the following rules. 

The deployment of a unit 1nto or out of road 
march formation takes time. On the scale of 
this game (bastcally, a reg1mental Ieveil, a un1t 
consumes the better part of a day deploying 
1nto or ou t of road march formation (herein­
after referred to as "Road Mode"l. Thus, to 
s1mulate t1me expended, the Road Movement 
rules call for the expenditure of Movement 
Pomts when units change thei r mode of 
deployment. 

GENERAL RULE 
Units may be deployed and moved 1n two 
fash1ons: the normal (or "standard") mode, 
and the road march format1on mode (referred 
to as the "Road Mode" I. A unit does not have 
to be in Road Mode in order to move along a 
road. Note that a unit that is in "standard" 
mode may still ignore terrain effects when 
movmg along a road (that is, when it moves 
from road hex to road hex by connect1ng 
hexsides crossed by road terram symbol). 
Any unit may enter 1nto Road Mode. The Road 
Mode 1ncreases mob11ity, at a cost to combat 
effectiveness and deployment capability. 

CASES: 

l6 2] WHEN TO USE ROAD MOD~ 
(Al Non-mechanized un1ts may enter into, 
leave, or move, in Road Mode only during the 
ln111al M ovement Phase of a Friendly 
Player-Turn. 
!Bl Mechanized un1ts may enter into, leave, or 
move, 1n Road Mode during the lntial 
Movement Phase of the1r f'ne(ldly Player-Turn. 
In addll~<:in, if they have not engaged in 
Combal dunng the1r Friendly Combat Phase, 
they may enter 1nto, leave, or move, 1n Road 
Mode again in the Mechanized Movement 
Phase of their Friendly Player-Turn. 

[6.3] MOVEMENT POINT COST TO 
CHANGE MODE 
ICl When a unit enters the Road Mode, it pays 
1hree Movement Po1nts 1f It IS non-mechan­
Ized, and six Movement Po1nts if it is 
mechan1zed. !Obv1ously, a unit must also be on 
a Road hex to enter Road Mode.) It then is 
turned face-down and is in Road Mode. To 
leave the Road Mode, the unit is tu rned 
face-up and pays a cost of three Movement 
Pomts if 1t 1s non-mechan1zed, or six Move­
ment Po1nts if 11 IS mechanized. 

[64] DURATION OF ROAD MODE 
IDl Any unit 1n Road Mode remains in Road 
Mode until it IS removed from Road Mode, 
e1ther voluntanly or as a result of having 
attacked or defended i n Combat (See 
Case L, below). 
(El A un1t that is not tn the Road Mode can 
only enter into Rode Mode volunatrily. It can 
never be forced to enter Road Mode. 

[6 51 MOBILITY AND RESTRICTIONS 
IN ROAD MODE 
IFl Un1ts 1n Road Mode are restricted to Road 
and Bridge hexes. Furthermore, they may move 
only through Road and/or Bridge hexsides, 
and they may not move through an interdicted 
Bndge hexside. They ignore the effect of any 
other terrain in Road hexes. 
IGl A unit in Road Mode may not stack with, 
nor be adjacent to, any other unit on that Road 
hex, or adjacent connected Road hexes 
regardless of whether or not the other unit is in 
Road Mode. !Sole exception: see Case N.l 
(H) Units m Road Mode may move through a 
greater number of hexes per Movement Point, 
accord1ng to the following formulae: 
1. All mechanized utnits in Road Mode may 
move up to two Road hexes for each 
Movement Point e»<pended while in Road 
Mode. 
2. Allied non-mecha n1zed units that are 1n 
Road Mode may mo'Ve up to ten Road hexes 
for each Movemenn Po1nt expended while 
1n road Mode. 
3. German non-mec:hanized units in Road 
Mode may move up to 1wo hexes for each 
Movement Point e»<pended wh1le in Road 
Mode. 
Note that a unit 1n R1oad Mode is not required 
to expend all of 1ts Movement Points, nor IS it 
reqUired to move the full number of hexes 
allowed for the expenditure of one Move­
ment Po1nt. 

[6.6] EFFECT ON COM BAT STRENGTH 
AND ZONES OF CONTROL 
(J) Un1ts 1n Road 1\lllode have no Zone of 
Control other than the hex they occupy. 
Enemy units may 1move through any hex 
adjacent to un1ts in Road Mode, and Enemy 
un1ts may trace Su1pply paths through any 
hexes adjacent to un1ts 1n Road Mode, 
assum1ng that the Road Mode unit IS the only 
Fnendly unit m the 'VICinity. 
(Kl Un1ts in Road Mode have the1r Combat 
Strength halved . !FractiOns are rounded 
upwards. For examplle, a untt with a Combat 
Strength of "9" wrould be reduced to a 
Combat Strength of "5" (half of "9" is "4 Y2" 
wh1ch would be roUinded up to "5"). 

[6.7] COMBAT AND RETREAT IN ROAD 
MODE 
ILl If a un1t 1n Road Mode attacks or is 
attacked, 1t must lea~o~e the Road Mode at the 
beg1nn1ng of the Initial Movement Phase of the 
nexl Friendly Player-Turn !Note that mechan­
Ized units in Road Mode that attack do not 
leave the Road Mode in the Mechanized 
Movement Phase). Unless they have excep­
tionally good memories, Players should make 



note of the unit des1gnation and hex-number 
of those un1ts wh1ch must mandatorily leave 
the Road Mode. 
If a unit does not have sufficient Movement 
Po1nts available to make a reqUired conversion 
out of Road Mode, then the un1t is elim1nated 
at the t1me that it should have converted out of 
Road Mode 
(M) In add1t1on to other retreat restrictions, 
units 1n Road Mode that are forced to retreat 
as a result of Combat must be retreated along 
a road, and may not be stacked (at any point 
dunng the retreat I as a result. Road Mode units 
that are retreat1ng as a result of Combat may 
not "bump" other units back in order to avoid 
elimmat1on. Units in Road Mode that would 
have to stack m order to retreat are eliminated. 
INl A unit in Road Mode that is retreated as a 
result of Combat, and which ends its reireat 
adjacent to another unit on the Road, is not 
eliminated; however, one or both of the units 
must be moved at the beginning of the next 
Friendly Initial Movement Phase, 1n order to 
conform to Case G, above. 

[7.0] ZONES OF CONTROL 
GENERAL RULE: 

The s1x hexagons 1mmed1ately surrounding a 
g1ven un1t lor stack of un1tsl constitute that 
unit's Zone of Control. These Zones of Control 
have an mh1b1t1ng effect upon Enemy move­
ment, but do not affect Enemy combat. Hexes 
upon wh1ch a uni t is exerting its Zone of 
Control are called controlled hexes. 

CASES: 

17 1 l EFFECT ON MOVEMENT 
lA) All units must cease movement upon 
entenng an Enemy Zone of Control. A unit may 
never voluntanly leave an Enemy controlled 
hex. 

[7.2] NEGATION OF ZONES OF CONTROL 
IBI Friendly units negate Enemy Zones of 
Control for all purposes. One Friendly unit in a 
stack negates all Enemy Zones of Control 
extendmg 1nto the hex, thus freemg other units 
1n the stack to move. 

17.31 EFFECT ON RETREATS 
ICI Units may retreat out of an Enemy Zone of 
Control as a result of combat. 
(D) Units may not retreat (due to combat) into 
an Enemy controlled hex. Zones of Control 
have no other effect upon combat. Supply 
Paths may not be traced through an Enemy 
controlled hex (see Supply Case AI. 

17.4] MOVING THROUGH ZONES 
(E) Case B bears directly on the movement rule 
prohib1tmg leaving an Enemy controlled hex 
(or moving from one Enemy controlled hex to 
another I. The unit or units remaining in a stack 
are cons1dered to absorb the Enemy Zone of 
Control so that the unit lsl moving from the 
stack are freed from the prohibition. Upon 

entemng another Enemy controlled hex the 
unstack1ng unit must stop. In effect, the 
stack1ng rules allow 1nfiltrat1on through an 
Enemy "line." 

In the example shown above the chain of 
movement has allowed the German 6-10 to 
leave the Allied 4-4's Zone of Control. 

17 51 OFF MAP ZONES 
lEI The Zone of Control of German units 
extends 1nto Allied Map Edge Hexes, even 
though the phys1cal entry of German units into 
these hexes IS proh1b1ted. Allied units, when 
restmg on Map Edge hexes, have no Zone of 
Control (for any purpose). 

[8.01 STACKING 
!More than one unit per hex) 

GENERAL RULE: 
A max1mum of one "diVISIOn equivalent" (one 
German Infantry diVISIOn, or any three regi­
ments or bngadesl may be stacked in a g1ven 
hex. Th1s lim1tat1on applies at ALL t1mes during 
the Game-Turn. Thus, un~ts that would violate 
stack1ng limits when retreating due to combat 
are eliminated 1nstead (see Explanation of 
Combat Results on the Combat Results Table). 
Sracking IS defined as any act1on that any t1me 
puts more than one Friendly unit 1n a 
g1ven hex. 

PROCEDURE: 
Dunng the Movement Phase, the Phasmg 
Player places units on top of one another to 
form a stack, or removes units to destack. 

CASES: 

18.11 MOVEMENT POINT COSTS 
IAI Mov1ng mto a hex with other Friendly 
Unlt(sl lstack1ngl costs Mechanized units six 
additiOnal Movement Points and non-Mechan­
Ized un1ts two additional Movement Points. 
Destack1ng costs are the same. These costs 
are addirional to the normal costs of entering 
or leavmg the hex. 
(8) Units may not be moved together in a 
stack. Un1ts 1n a stack must be moved 
1nd1V1dually, paymg the appropnate destack­
lng cost. 

18.21 STACKING RESTRICTIONS 
AND EXCEPTIONS 
ICl German 1nfantry d1v1sions may not stack, 
nor may other units stack with them. 
101 The vanous status markers do not 'effect 
stacking; they are ignored for these purposes. 

\8.31 STACKING POSITION 
(El The relative position of units in a stack has 
no beanng on their ability to destack. Thus, it is 
not necessary to destack the top unit in a stack 

m order to move a lower unit off the stack; a 
Player m1ght simply remove the unit from 
underneath. 
IFl There IS no stackmg limitation on Allied 
un1ts 1n Map Edge hexes (these hexes 
represent larger areas off the mapl. 

[9.0] COMBAT 
GENERAL RULE: 
Combat occurs between adjacent opposing 
un1ts at the d1scret1on of the Player whose 
Combat Phase 111s, th1s Player is considered to 
be the Attacker, wh1le the other Player is 
considered to be the Defender, regardless of 
the overall strateg1c positions of the two 
Players. 

PROCEDURE: 

Tota l up the Combat Strengths of the 
Attack1ng un1ts involved in a speci fic attack, 
and compare 1t to the total Combat Strength of 
the defendmg un1ts 1n the hex under attack. 
State the comparison as a probability ratio: 
Attacker's Strength to Defender's Strength. 
Round off the rat1o downward to the nearest 
"whole" number, to y1eld the simplified odds 
found on the Combar Resulrs Table; roll the d1e 
and read the result under the appropriate odds 
column for that d1e result. Apply the result of 
the combat immediarely before go1ng on to 
resolve any other combat. 

CASES: 

19.1] WHICH UNITS MAY ATTACK 
(A) During the Combat Phase of his Player­
Turn, a Player may only attack those units to 
wh1ch Friendly units are adjacent. Only those 
Fnendly un1ts d~rectly adjacent to a given 
Enemy unit may participate in the attack upon 
that Enemy unit. 
IBl Units adjacent to Enemy units are not 
compelled to attack, nor does the attacking 
Player have to use every adjacent unit if he 
does decide to attack. Attacking is completely 
voluntary. However, all units in the defending 
hex(esl muse defend. 
(Cl No unit may attack more than once per 
Combat Phase. No Enemy unit may be 
attacked more than once per Combat Phase. 
19 21 MULTIPLE UNIT AND 
MULTI-HEX COMBAT 

IDJ More than one Enemy-occupied hex may be 
attacked by a g1ven attackmg unit lor group of 
attacking un1tsl; that is to say, different 
defendrng units on drfferent hexes may be 
treated as Objects of attacks which might be 
made by a one-hex group of attacking units if 
the attackmg units ·happen to be adjacent to 
two or more Enemy-occupied hexes. 
(El An Enemy-occupied hex may be attacked 
by as many attackrng units as can be brought 
to bear. Concervably, as many as six stacks of 
un1ts could be brought to bear against a single 
Enemy-held hex. 
(F) Defendrng units stacked in the same hex 
must be attacked as a single combined 
Combat Strength, i.e., you may not individu­
ally attack rndrvrdual units which are stacked 
together. 
(Gl If one unrt rn a stack is used in an attack, 
the other unrts m the stack need not participate 
in the same attack nor m any attack at all 
during that Combat Phase. 
IHl Units rna stack may make separate attacks 
on separate Enemy-occupied hexes. 
[9.3] COMBAT RESOLUTION 
(Jl Terrain and supply effects upon Combat 
Strength are cumulative. Supply effects are 
always ca lcula ted fi rst. When Combat 
Strength is "halved" any fractions are rounded 
upward lr.e., "half" of nine is five). 



(K) Combat odds are rounded-off in favor of 
the Defender. For example: an attack with a 
total Combat Strength of 26 against a hex 
defended by a total Combat Strength of 9 
(26-9) would round-off to a "2-1" odds 
situation, and the 2-1 column on the Combat 
Results Table would be used. 

[9.41 VOLUNTARY REDUCTION OF 
COMBAT ODDS 
(L) The Attacker has the opt1on of decreasing 
the odds of h1s attack before rolling the results 
of the Combat. All units ongmally mvolved in 
the attack follow the results of the combat­
action, at the reduced odds (i.e., the Attacker 

may voluntarily make an attack at 3-1 1nstead 
of 5-1) 

19.51 HALVING UNITS AND STACKS 
(M) When the supply effects call for units in a 
stack to be halved, comb1ne the 1ndiv1dual unit 
combat strengths 1nto a stack total and halve 
the stack total. Do not combme the ind1v1dual 
un1t half -strengths. 

19.61 ADVANCE AFTER COMBAT 
(N) If as a result of combat act1on, a hex is 
completely cleared of Enemy units, then one 
Fnendly Mechan1zed unit wh1ch part1c1pated in 
the combat-act1on may advance 1nto the 
vacated hex. Such an advance takes place 

1mmed1ately dunng the Combat Phase before 
any other combat act1ons are resolved. Th1s 
may be done by Bither the Attacker or 
Defender. 

19.71 OFF-MAP RETREAT 
(PI Allied units wh1ch have no other path of 
retreat may retreat onto All1ed Map Edge 
hexes. Such retreated units are not cons1dered 
eliminated They do not count towards the 
German V1ctory Po1nts. However, such un1ts 
must remam on the Allied Map Edge hex that 
they first entered. They may return to the map 
and to play 1f and when an Allied unit enters 
the hex adjacent to the1r pos1tion. 

[10.0] ARDENNES COMBAT RESULTS TABLE 

GERMAN INITIAL COMBAT RESULTS TABLE 

COMBAT ODDS (Attacking Strength to Defending Strength) 

Die Die 
Roll 1-2 1-1 2-1 3-1 4-1 5-1 6-1 7-1 8-1 9-1 Roll 

1 Ar1 Dr1 Dr2 Dl3 Ex Ex De De De De 1 

2 Ar1 Dr1 Dr1 Dr2 Ex Ex Ex De De De 2 

3 Ar1 Dr1 Dr1 Dr2 Dl3 Dl3 Ex De De De 3 

4 Ar2 Ar1 Dr1 Dr1 Dr2 Dr3 Dr3 Ex De De 4 

5 Ar2 Ar2 Dr1 Dr1 Dr2 Dr2 Dl3 Dr3 Ex De 5 

Odds less than 1-2 6 Ar2 Ar2 Dr1 Dr1 Dr1 Dr2 Dr3 Dr3 Ex De 6 
are treated as 1-2. 
Odds greater than 9-1 
are treated as 9-1. STANDARD COMBAT RESULTS TABLE 

COMBAT ODDS (Attacking Strength to Defending Strength) 

110.1) EXPLANATION OF 
COMBAT RESULTS 

Die 
Roll 

1 

2 

3 

4 

5 

6 

1-2 

Ar1 

Ar2 

Ar2 

Ar3 

Ar3 

Ar3 

Ar1,Ar2,etc.: The attacking unit(s) must retreat 
the number of hexes given in the result. See 
Retreat and Advance Case below. 

Dr1,Dr2,etc.: The defending units must retreat 
the number of hexes given in the result. 

EX: The defending units are completely 
eliminated (removed from the map). The 
attacker must eliminate unit(s) whose Combat 
Strengths total at least that of the eliminated 
defending units. In calculating the strength of 
the eliminated defending units, count only the 
face value of the unit(s); disregard terrain 
eff~cts and . s~pply effects. Record Victory 
Po1nts for el1mmated units. 

De: All defending unit(s) are eliminated. They 
are removed from the game map and placed 
on the Attacker's Victory Point Record Chart. 

1-1 2-1 3-1 4-1 5-1 6-1 7-1 8-1 

Dr1 Dr1 Dr2 Dr3 Ex Ex Ex De 

Dr1 Dr1 Dr1 Dr3 Dr3 Ex Ex Ex 

Ar1 Dr1 Dr1 Dr2 Dr2 Dl3 Ex Ex 

Ar2 Ar1 Dr1 Dr2 Dr2 Dr2 Dr3 Ex 

Ar2 Ar2 Ar1 Dr2 Dr2 Dr2 Dr3 Dr3 

Ar3 Ar2 Arl Drl Dr1 Dr1 Dr2 Dr3 

110.21 HOW TO RETREAT AND ADVANCE 
AFTER COMBAT 
Due to an "Ar" or "Dr" Combat Result, units 
will retreat after combat. Units may not retreat 
into an Enemy controlled hex. The victor 
determines the path of the retreating units 
according to the following priorities: 

1. to or along a road and non-interdicted 
bridge hex-sides; 
2. to or through clear terrain; 
3. through rough terrain and ford hex-sides; 
4. through interdicted bridge hex-sides; 
5. through unbridged river hex-sides; 
6. onto or through the least number of 
Friendly units; 
7. toward Enemy supply and away from 
Friendly Supply. 
Units may not move into an Impassable hex 
when retreated. 

Die 
9-1 Roll 

De 1 
-

De 2 
-

De 3 
-

De 4 
-

Ex 5 
~ 

Ex 6 

The retreated unit must come to rest the full 
number of hexes away from its initial position 
called for in the result as traced by the most 
direct path. Units which are unable to retreat 
safely, because of the interposition of Enemy­
controlled hexes, the position of Impassable 
hexes, and / or because the violation of 
Stacking limitations, are eliminated and placed 
in the victor's Victory Point Record Chart. 

110.31 GERMAN INITIAL 
COMBAT RESULTS TABLE 
The German Player uses the German Initial 
Combat Resu lts Table from Game-Turn 1 to 
Game-Turn 5. At the beginning of Game-Turn 
6, the German Player rolls the die. If he rolls a 
" 1" he commences using the Standard 
Combat Results Table. Any other result and he 
continues to use the Initial Table. On every 
Game-Turn thereafter, the German Player 
repeats the die roli until he rolls a "1" when he 
switches to the Standard Table. 



[11.0] ARDENNES TERRAIN EFFECTS CHART 

TYPE OF TERRAIN MOVEMENT POINT IMP) EFFECT ON COMBAT 
COST TO ENTER OR CROSS 

co 
-

Clear hex 1 MP None 
-

- Ford Mechanized units:3 None 
hex-side additional MPs to cross 

Non-Mechanized units:1 
additional MP to cross 

a - --
River Mechanized units: 6 None 
hex-side additional MPs to cross 

Non-Mechanized units: 3 
additional MPs to cross 

0 Bridge No additional cost for None 
hex-side river hex-side (see 

Bridge rules) 

0 
- -- --

--- Rough Terrain hex Mechanized units: 4 MPs None . 
Non-Mechanized units: 2 MPs 

- -- --
Town hex Same as other terrain in hex. Ar & Dr Combat results have 

no effect on units in town hex 

- - - --
Impassable hex Entry prohibited Not applicable ~0 

<[)~ 
- ---- ---

West Wall hex German units: No additional Defending German units in 
MPs. Allied units: 2 additional the hex tripled; doubled 
MPs. May not enter in if attacking out of the hex; 
Road Mode. Ar & Dr results have no effect 

on German unit. Allied units 
do not receive any benefits. 

{) - --- -- ---
--- "Cleared" West no additional M Ps German units doubled on 

Wall hex defense; Ar & Dr results have 
no effect on German unit. 
Allied units do not receive any 
benefits. 

@ - -- ---
Road hex 1 MP regardles of terrain. None 

Units do not have to be in 
road mode for roads to 
negate terrain. 

- -- -0 Allied Map-Edge hex Enter only by mandated retreat. Prohibited 

[12.0] SUPPLY 

GENERAL RULE: 
Un1ts must be "supplied" to use their full 
Combat Strength or Movement A llowance; if 
they are unsupplied or isolated, they are penal­
Ized wi th respect to movement and combat 
va lue. 

PROCEDURE: 
The supply condition of all Friendly units is 
determ1ned during the Supply Judgment 
Phase, and applies through the rest of that 
Friendly Player-Turn. Enemy units attacked 
du ring a Friendly Player-Turn have their supply 
condi tion determi ned at the mome nt of 
combat. Thu s, the e ffec t o f supp ly on 
Movement Allowance and Combat Strength 
for attacks occurs at the start of each 
Player-Turn, while the effect on Combat 
Stren.gth for defense occurs at the moment 
of combat. 

In order to d ist ing uish which units are 
unsupplied or isolated, markers have been 
provided. Whenever a unit is in an unsupplied 
or 1solated condi tion, place the appropriate 
marker on top of the uni t. Remove the markers 
whenever the uni t's supply status changes. 

CASES. 
[12.1] TRACING SUPPLY 
IAI Supply is traced along a line of continuous 
hexes stretching from the unit to a supply 
source, counting no more than three hexes 
from the unit to a road hex, wh ich road must 
then run uninterrupted by in terdicted bridge 
hex-sides or Enemy occupied or controlled 
hexes, to a supply source. Th is supply path 
may be traced through a Friendly uni t in an 
Enemy Zone of Control. 
(8 ) Any number of units may be supplied from 
the same supply path. 
ICI The first three hexes of the supply path 
may tra nsit any type of terrain excep t 

Impassable hexes. It may not trace through 
Enemy Zones of Control or Enemy occup1ed 
hexes. 
[ 12.2] SUPPLY SOURCES 

101 German supply is traced to any road 
hexside on the East edge of the map. 
IF) Allied supply is traced to any road hexside 
from the other map edges. 

[1231 SUPPLY STATES 
IGl Units are unsupplied when they are unable 
to trace a supply path. 
(Hl Units are isola ted when they are unable to 
trace a supply path, are totally surrounded on 
all six adjacent hexes by Enemy units or 
Enemy con trolled hexes and are more than 
three hexes from any Supplied Friendly unit. 
(J ) Uni ts which are w ithin three hexes of a 
road exit hexside on their respective map 
edges can never be isolated, even if cut off by 
terram or Enemy presence. 



I 12.4] EFFECTS OF SUPPLY 
(K) The effect of supply on Combat Strength 
for attack and Movement Allowance is 
determined dunng the Supply Judgment 
Phase. and applies to all Friendly unrts 
throughout the lnrllal Movement Phase, the 
Combat Phase and the Mechamzed Movement 
Phase of that Fnendly Player-Turn. The effect 
of supply on Combat Strength for defense rs 

[12.61 SUPPLY EFFECTS CHART 

SUPPLIED 
COMBAT 
STRENGTH 
ON DEFENSE 

Normal 

CO MBAT 
STRENGTH Normal 
ON ATTACK 

--- ------
MOVEMENT 
ALLOWANCE 

EXPLANATION OF SUPPLY CHART 

Normal: No effect 

Normal 

Halved: Combat Strength for attack and 
defense is cut in half rounding up f ractions. 
The total Combat Strength of a stack is 

[13.0] BRIDGES AND 
INTERDICTION 

GENERAL RULE: 
Bndges allow movement across river hex-sides 
lon roads) at no additronal cost. Bridge 
hex-srdes may be rendered temporarily rnoper­
allve l"rn terdicted") for movement and supply 
by the presence of an Enemy unit. Thrs is an 
automatic condrtron determrned dunng the 
phasrng Player's supply Judgment Phase. 

CASES. 

11311 WHEN BRIDGE 
INTERDICTION OCCURS 
IAI Dunng the Player's Supply Judgment 
Phase the condrtron of bndge hex-srdes is 
determrned and Bndge lnterdrctron counters of 
the appropnate color are placed where 
necessary (pornt the marker at the rnterdrcted 
Brrdgel. All bndge hex srdes wrthrn three hexes 
of an Enemy unrt are consrdered to be 
rnterdrcted for Friendly Movement and Supply. 
Only one of the two hexes which share the 
bridge hex-srde need be wrthrn three hexes of 
the Enemy unit for the Bridge to be considered 
rnterdrcted. Bndges remarn Interdicted for the 
entire Player Turn, regardless of any results of 
combat or movement. 

I 13.2]1NTERDICTION EFFECTS 
AND DURATION 
IBI The road crossrng an rnterdrcted bndge rs 
consrdered cut. Thrs road hex-side may not be 
used for supply or movement purposes (see 
Road Movement Case (F). 
(C) At the very end of each Player-Turn, 
remove the Enemy Bndge lnterdrcllon coun­
ters from those bridges which are no longer 
wrthrn three hexes of an Enemy unit. Such 
bndges are now once agarn fully operative. 

11331 UNITS WHICH DO NOT INTERDICT 
10) Unrts rn Road Mode do not in terdrct 
bndges. 

113.4] SPECIAL GAM E-TURN 1 RULE 
lEI All bridges on the German side of the start 
lrne are not affected by Allred units w ithin th ree 
hexes until Game-Turn 2. 

determrned at the moment of combat, dunng 
the Enemy Combat Phase. See the Supply 
[fleets Chart for a summary of condrtrons and 
effects of the vanous Supply states. 

1125] UNITS NOT LOST DUE TO SUPPLY 
STATES 
(L) Unrts may remarn unsupplied or isolated 
rndefrnrtely, r.e, unrts are never lost through 
lack of supply alone 

UN SUPPLIED ISOLATED 

Normal Halved 

-
Halved Zero 

- -
Halved Halved 

computed and then halved. Movement Allow­
ance is cut in half, with the fractions being lost. 
Zero: Attack Strength is reduced to zero (i.e. 
no attack is possible for such a unit). 

I 13.51 INTERDICTION SELECTIVITY 
(Fl Players are remrnded that Bridge interdic­
tion rs selectrve. r.e., a bndge which is 
interdrcted for the German Player rs not 
necessarily rnterdrcted for the Allied Player. If 
both Players have unrts wrthrn three hexes of a 
grven Bndge, then the Bridge is tnterdicted 
from the potnt of vtew of both Players. In such 
a case, rf the interdrctron effect wtth regard to 
one Player rs subsequently removed, this does 
not tn itself affect the rnterdrction effect w rth 
regard to the other Player Use the differently 
colored rnterdrctton markers to rndtcate who is 
rnterdrctrng a gtven Bndge. 

[14.0] REINFORCEMENTS 
GENERAL RULE 
Rernforcements come rnto the game as 
rndtcated on the Turn Record and Rernforce­
ment Chart. They appear on the indrcated 
map edge sectton. 

CASES 

114.1] W HERE REINFORCEMENTS 
ARE PLACED 
(A) Allred Retnforcements are placed on Map 
Edge hexes adjacent to a road hex-side. They 
appear rn Road Mode and therr appearance 
may not be voluntarily delayed. German 
Rernforcements appear on any map edge hex 
adjacent to a road hex-srde on the East edge of 
the map; also rn Road Mode. 
Allred rerntorcements appear on any map 
edge hex adjacent to a road hex-side on 
the destgnated map edge sectron. If the 
German Player has occupied or controls all of 
the road exrt hexes on the map edge segment 
that Allred rernforcemen ts are due, those 
retnforcements are delayed one Game-Turn 
and then enter on the adjacent map edge 
segment (if possrblel. The Allted side of the 
map rs drvrded rnto live secttons: Northeast, 
Northwest, West, Sou thwest and Southeast. 
If the German Player occuptes two successrve 
sectrons of the map on whtch rerntorcements 
are due, the rern forcements are delayed for a 
second Game-Turn, and must then appear in 
the next clear secuon. Rernforcemen ts may 
never be brought on the map through an 
Enemy occupred or controlled hex. 

114.2] SIMULATANEOUS ENTRY 
ON THE SAME HEX 
(B) Rernforcements whrch choose to use the 
same entry road hex must "stage" onto the 
map and lose two road hexes tn movement for 
every unrt whrch preceded them onto the map 
rn that same Phase. 

114 3] RESTRICTED BRITISH 
REINFORCEMENTS 
(C) Allied retnforcements labeled "WB" on the 
Retnforcement Chart enter on the West 
section of the map. They may not cross the 
Meuse Rrver until the German Player accumu­
lates 25 or more Vrctory Points. They may 
attack Enemy unrts whrch cross the Meuse 
and those Enemy unrts adjacent to rt. 

[15.0] GERMAN 
PARADROP 

Ill J: 

~~ 
1-4 

On Game-Turn 2 the German Player must drop 
hrs paratroop unrt (Von der Heydtel. 

PROCEDURE 
The paradrop occurs at the start of the lnitral 
German Movement Phase before any other 
movement takes place. The unrt may be 
dropped on any hex whtch tS not occupted by 
an Allred unrt or tn an Allred Zone of Control, 
wtth the exceptron of Impassable hexes. The 
German Player rolls the dte for the survival of 
the untt, a "one" or a "two" and the unit 
survrves. The unrt ts dropped rn a supplied 
condrtron for that Player Turn; thereafter, it 
must trace a supply path as a normal unit. If 
the unrt survrves tt may move dunng that 
Movement Phase. Note tha t no other paratroop 
untt rn the game ts capable of dropping. 

[16.0] VICTORY CONDITIONS 
COMMENTARY 

Httler ordered the Ardennes Offensive with the 
objectrve of breakrng through the Allied line, 
seiztng Antwerp and cutttng off the Allred 2lst 
Army Group. In order for the Germans to have 
even an unreasonable chance of reachrng 
these Objectrves, the Allred commanders 
would have had to be completely inept 
(whrch they weren't). However, the Germans 
drd have a chance to profrt by the offensrve in 
two ways ( 1) by ruptu nng the Allied front on a 
broad and deep basrs rn the first few days 
thereby caustng a general Allied withdrawal 
from the German frontier , and 121 by 
destroytng the Allied r eserve while preservrng 
therr own Thts would delay and weaken the 
expected All ted Spnng Offenstve and allow the 
Germans to transfer forces to the East. Of 
course, any krnd of German success would 
merely put off the rnevrtable. If the Germans 
get real lucky, they wtn the A-bomb sweep­
stakes from the Japanese. 

GENERAL RULE 
Throughout the Game, Players score Vrctory 
Pornts for destroyrng Enemy unrts. The 
German Player also scores Vrctory Pornts for 
occupyrng road extt hexes. The Players keep 
track of Vrctory Pornts w rth the Vtctory Point 
Chart. The German Player must score at least 
35 Vtctory Potnts at the end of the Game or the 
Allred Player automatrcally wins. Assuming the 
German Player does score 35 potnts, the total 
Vtctory Potnts for each side are compared and 
the ratro of Pornts obtarned is used to 
determrne the Vtctor (rf any) and the level of 
VICtory 



PROCEDURE: 
When a unll IS destroyed, 1! IS recorded as one 
Vtctory Potnt for the Enemy Player. Players use 
the Vtctory Pomt Records pnnted on the map 
as per the tnstructtons g1ven wtth them. In 
addttton to Potnts-for-destroyed-Enemy-unlts, 
the German Player ga1ns Vtctory Points for 
occupytng Road Exll hexes. These Potnts are 
recorded ustng the arrowhead markers on the 
Vtctory Pomt Record. 

CASES 

(A) All units count as one Vtctory Potnt, 
~rrespectlve of s1ze or type. 
(B) The Vtctory Potnt(s) for a Road Exit hex are 
shown in that hex 
(C) The German Player occup1es these hexes 
by the phystcal presence of hts unit or his unit's 
Zone of Control. One un1t can occupy more 
than one ex1t hex. If the ex1t hex is in the Zone 
of Control of both an Allted unit and a German 
umt, 11 tS constdered occup1ed by the German 
unit If the Allied unit IS m the exit hex, 11 
negates any German Zone of Control and the 
hex IS not occupted by the German Player. 
(D) The Vtctory Potnt(s) for the Road Exit hexes 
on the Southeast and Southwest segments of 
the map count only whtle the German Player 
has a umt m supply m Bastogne. 
(E) Vtctory Pomts are tabulated at the end of a 
complete Game-Turn. 
(F) The German Player must rema1n in control 
of a road ex1t hex 1n order to get the Victory 
Potnts. He does no1 get Vtctory Points for 
be111g tl1e last to occupy a Road Ex1t hex. 
Unoccupted Road Ext! hexes are considered to 
be con trolled by the Allied Player and may be 
used for rem forcements and supply. 
(H) German units 111 Road Mode may occupy a 
Road Exit hex by bemg physically on the road 
ex1t hex. 
(GI German units must be m supply 1n order to 
rece1ve Vtctory Pomts for occupymg road 
ex1t hexes 

116 1 I HOW TO CALCULATE VICTORY 
Compare the number of German Vtctory 
Potnts to the number of Allied Vtctory Pomts 
expressed as a ra11o· German Vtctory Pomts 
dtvtded by Allied Vtctory Potnts. 
German Vtctory 1 5 or greater 
Allied Vtctory Less than 1.0 
Draw 1 0 to 1.4999 

116.21 GERMAN IMMEDIATE VICTORY 
If the German Player scores 35 Vtctory Points 
by the end of Game-T urn 6, he wins an 
tmmediate victory and the Game ends. 

[16.31 ALLIED CUMULATIVE VICTORY 
If the German Player scores less than 35 
Vtctory Potnts by the end of Game-Turn 18, 
the Allied Player w1ns regardless of the Victory 
Potnts RattO. 

[17.0] SET-UP AND 
REINFORCEMENT 
VARIATIONS 
Vanous set-ups and remforcement rates are 
called for 1n the Scenanos. They are as follows: 
German His10rical Se1-up: This represents the 
actual German deployment at the begmntng of 
thetr olfenstve. At the begtnning of the Game 
the German Player places hts un1ts as shown 
on the map. 
Allied Historical Set-up: Thts represents the 
actual Allied deployment at the begmning of 
the German offensive. At the beginning of the 
Game, the Allied Player places his units as 
shown on the map. 

German Free Ser up: Thts assumes the 
Germans were not as rushed to begm the 
offenstve as they were by events 1n the East, 
and had ttme to deploy the1r units rather than 
s1mply runmng them up to the front. The 
German Player places h1s unlls as shown on 
the Htstoncal Set up. He may then rearrange 
those untts 1n the front line 1n any !ashton he 
des1res so long as these untts rematn on the 
front line and so long as he does not stack 
these un1ts He then rearranges those un1ts 
deployed behtnd the front line 1n any fash ton 
he des1res so long as these units do not enter 
the front line and so long as he does not 
stack them. 
Allied Free Se1 up: Thts assumns that the Allies 
had acknowledged the posstbdity of a German 
offenstve and changed thetr deployment to a 
defenstve rather than an offenstve posture. 
The Allied Player places hts un1ts as shown on 
the Htstortcal Set-up. He then rearranges those 
unlls on the front line 1n any fashton he desires 
so long as these unttS remam on the front line 
and so long as he does not stack these un1ts. 
He then rearranges those un1ts deployed 
behtnd the front line m any !ashton he desires 
so long as these unns do not enter the front 
line and he does not stack them 
The His10ncal Remforcement Ra1e (for both 
the Allied and the German Playe1 I represent 
the actual retnforcements dunng the battle. 
German Accelera1ed Remforcement Ra1e: Thts 
assumes the Germans had launched a total 
all out effort agamst the Alltes. 
Allied Slowed Reinforcemenl Rate: Thts 
assumes that the Allied Command dtd not 
react as qutckly as 1t dtd. 

[18.01 SCENARIOS 

# Allied All ted German German 
Set-up Retnforc. Set-up Remforc. 
h1St hlSt. h1St hJSt. 

2 hiS! hiS! htst. htst. 
'3 h1st hlSl free hJSt. 
4 free slow hi st. htst. 
5 ree slow free hJSt 
6 free slow free accel. 
7 hlSt slow hiSl accel. 
8 hiS!. slow free accel. 

9 hiSt hiS I free accel 
10 free hiS!. free accel. 

Scenano #1; favors a draw or an Allied victory. 
Scenano # 2; favors a German victory. 
Scenano # 3; favors a German immediate victory 
Scenano #4; 50-50 
Scenano #5; favors German 
Scenano #6; strongly favors German 
Scenano # 7; very strongly favors German 
Scenano #8, very bad news for the Allies 
Scenano #9, very strongly favors German 
Scenano # 10; Germans either w1n early 

or not at all. 

[19.0] DESIGNER'S NOTES 
The Battle of the Bulge. There 1S probably no 
other subject that has been covered so often in 
games. Avalon Hill first dtd 1t 111 1965. Then we 
dtd 11 agam 111 1970. In add1t1on, there have 
been numerous variattons, rev1S1ons and what 
have you. So why another game? Mainly 
because there's a demand lor 11. And it was fel t 
that the subject had not yet been done JUStice 

1n a game form. How, therefore, have done any 
better wllh the Ardennes Offensive? 

Ftrst of all, before des1gning a game on the 
Battle of the Bulge, you must choose which of 
the many cnt1cal factors 1n the campaign you 
w1sh to stress The Battle of the Bulge was a 
very complicated campatgn. Many factors 
whtch are stmply present 1n other campa1gns 
were potentially dectstve 1n the Battle of the 
Bulge. Take, lor example, the roads. In any 
battle these are a factor. But 1n the Ardennes, 
the roads acqu1re cnt1cal Importance. Mainly 
because of the terra1n. And so the terrain also 
becomes of "more than usual" importance. 
The weather IS cnt1cal. Bad weather was 
essential for the Germans 1n order to keep the 
Amencan atr power neutralized. From these 
few fac tors JUSt mentioned we can derive 
numerous other complications. The following 
are the ones we feel were most necessary, 
whtle at the same lime not compltcaltng the 
game to the point where ll was not enjoyable 
to play 

We ptcked the road net as one of the maJOr 
cn11cal factors. The road net shown was 
ong1nally developed for our Bas10gne (1970) 
game. Comptling that road net on a hex gnd 
was a maJOr proJeCt, so here we use a modified 
(simplified) vers1on of I! The road net 1tself 
also mcludes much mformat1on about the 
terram. Thus we d1dn't have to add much 1n 
order to obtatn a qu1te accurate terratn 
analys1s To make thts road bus1ness even 
more elfect1ve we added a rule for "road 
movement" of untlS. That, we felt, would take 
care of the road problems. 

Next there was a problem, of sorts, w ith the 
order of battle. Particularly the German one. 
Thetr mfantry diVISIOns varied enormously in 
qualtty The solutton was to represent those 
Volksgrenadter divis1ons the Germans de­
scnbed as "armed mobs" as div•stons, while all 
other untlS were represented as reg1ments or 
bngades. Otherwtse, order of battle wasn't 
much of a problem The enormous German 
supenority m arttllery dunng the first few days 
of the campa1gn was represented by givtng the 
Germans more offens1ve punch on the ftrst 
turn Th1s also accounted for the surprise 
factor, which was constderable on the ftrst 
day. 

The combat system was made rather 
bloodless. Even so, the Germans are able to 
really chew up the American line during the 
ltrsl lew days. That's the cntical period. Ten 
days at the most. All of that wh ich came after 
the ten days (mcludtng the famous "siege of 
Bastogne"l was anti-climactical. It was a ten 
day battle. Of f to a fast start and peaking out 
very early. Tha t's how we've tned to re-create 
tn a game form . 
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[1.0] INTRODUCTION 
The Ardennes Offensive is an historica l 
stmulation of the German attempt to break 
through the Allied front in the Ardennes in 
December 1944. The historical scenario covers 
the penod December 16th through January 
2nd, and portrays the actual forces which 
converged on the battlefteld. Several optional 
scena11os permit the "What if?" possibili ties of 
the battle to be simulated. 

[2.0] GENERAL COURSE OF 
PLAY 
The Ardennes Offensive is basically a two­
player game. It is played in sequenced turns, 
called Game· Turns, during which" the Players 
move units on the map, have combat and 

attempt to ach ieve certam objecttves. The 
German A rmy ts attemptmg to destroy the 
Allied forces and ach ieve a penetration to 
unhinge the entire Allied front tn Western 
Europe. The German ob]ecttve IS to eliminate 
Allied untts and occupy "exit" hexes on the 
northern, western and southern edges o f the 
map. The Allied Ob]ecttve IS to prevent the 
Germans from achievtng a stgnifican t penetra­
lion, while shattering the last remaining 
German strategtc reserve, by eliminating units. 

In the tn llia l Game-Turns the German has a 
marked supenority of force and an inherent 
tacttcal advantage. He must exploit these 
factors and realize h1s ObJeCtives by Game­
Turn 7 (December 221 or he w1ll probably lose 
the game. The Allied Player starts in a weak 
post tion. He must concentra te on holding the 
"shoulders" while blocktng the v1tal cross­
roads m the center. Time is on hts side as 
reinforcements become available. 

The game is won by scoring Victory Points. 
The ext! hexes are worth a certain amount of 
Vtctory Points to the German Player. Casual­
tieS mflicted upon the opposing army are 
worth pomts to each Player. 

12.1] GAME LENGT H 

Each complete Game-Turn represents one day 
of real time. The game extends eigh teen 
Game-Turns from December 16, 1944 to 
January 2, 1945. 

12.2] GAME SCALE 

Each hex represents 3.15 kilometers of land. 
Each regiment stzed unit represents 1,000 to 
6,000 men. 

[3.0] GAME EQUIPMENT 

13.1 ] THE GAME MAP 

The 22"x28" mapsheet portrays the Ardennes, 
an area where Germany, France and Luxem­
bourg meet. and through which the Germans 
launched their attack . A hexagonal grid is 
supenmposed upon the mapsheet to regularize 
the movement and position of the playing 
pieces. 
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13.21 GAME CHARTS AND TABLES 

Vanous v1sual aids are provided tor the players 
to simpli fy and tllustrate certain game func­
tions. The Combat Results Tables illustrate the 
resolution of combat, and give the actual 
combat results. The Terrain Effects Chart 
summarizes all Movement Points cost expend­
itures and details the effects of terrain on 
combat. The Supply Effects Chart details the 
effects o f Supply Status on units tor their 
offensive and defensive Combat Strength, and 
Movement Allowance. The Turn Record/ 
Reinforcemen t Chart records the progress of 
the game. and details when reinforcing units 
arrive. The Victory Points Charts indicate the 
cumulattve total of the Player's towards 
wtnntng the game. 

[3.31 THE PLAYING PI ECES 

Two different ly colored sets of playing pteces 
(henceforth known as units) are suppl ied . 
These un1ts represen t the actual forces 
controlled by each stde 1n the original battle. 
There ere CJ number of differen t types of units; 
vanous markers are also suppl1ed to record 
certain game functions. The playing pieces are 
dtstmguished by color, type, strength and 
mobi lity, as represented by the various 
numbers and symbols on the face of each 
piece. It is recommended that Players sort and 
store their un1ts by type and color; this greatly 
reduces set-up time. 

13.311 SAMPLE UN IT 

Combat Strength Movement Allowance 

13.21 SUMMARY OF UNIT TYPES 

Unit type tS used to determtne the general 
classifica tion of the untt !Mechanized or 
Non-Mechanized). These classifications are of 
maJOr tmportance in the game. 

Mechanized Unils: Non-Mechanized 
Unils: 

I ll 
(AI Armor (Panzer) 

1§]1=1 

6-12 
IAIIol.ot<y I c8l•l 

.-----. (B) Armored Infantry 4-4 
Ill 

~~ (Panzer Grenadier) 

6~0 ~ I Bl Paratroop 

~!C) Assau lt Gun 

~ (C) Engineer~ 
(D) MQtorized ~ 
Paratroops 

0 

13.33] DEFINITION OF TERMS 

Unit Size is used to determine Stacking 
capabtlit1es. 
XX - Diviston (9,000 to 14,000 men) 
X - Bngade (2,000 to 6 ,000 men) 
Ill - Regiment 12,000 to 6,0001 

Unit DesignaLion is the nationa lity and specific 
name of the historical formation represented. 
Gd. = Guard 
cca.ccb,ccr = combat command A. combat 
command B. combat command Reserve 
Fr. Lt. = French Light Infantry 
SS = Schutz Staftel 
F.E. = Fuhrer Escort 
F.G. = Fuhrer Guard 

Combat Slrenglh is the basic fighting power of 
a unit. I t is a numerical expression of the 
effectiveness of the unit (see Combat) in terms 
of Combat Strength Points. A unit w ith a 
Combat Strength of "7" has seven Combat 
Strength Pojnts. 

Movement Allowance is the basic maximum 
number of hexagons wh1ch a unit may move in 
one Movement Phase. A unit expends one or 
more Movement Points in moving one hex !see 
the Terratn Effects Chart). 

13.34] UN IT AND BRIDGE 
STATUS MARKERS 

These counters are used to illustrate units 
affected by certain Supply and Movement 
Rules, and to tdentify Interdicted bridges. 

I u I"""""'"'''"' 
Interdicted 

ITJ """ ""''"' Bddg• I X I 

13.4] GAME EQUIPMENT INVENTORY 

A complete game of The Ardennes Offensive 
should contatn : 
one Game Map 
one set of d1e-cut counters 
one set of Ru les 
Turn Record/Reinforcement Schedule 
one dte 

[4.0] SEQUENCE OF PLAY 

Ardennes Offensive is played in turns. Each 
Game-T urn is composed of two Player-Turns, 
the first German, the second Allied. Each 
Player-Turn IS composed of six Phases. The 
Player executing the phase of his Player-Turn 
is called the "Phastng Player. " A typical 
Game-Turn will proceed as outl ined below: 

14.1] SEQUENCE OUTLINE 
A. GERMAN PLAYER-TURN 

1. Reinforcemem Phase: the Phasing Player 
places all new units on the game map, in 
accordance with the ru les of Re1nforcement. 
2. Supply Judgment Phase: the Phasing 
Player determines the supply condition of all 
h1s units. placing "unsuppl ied" and " isolated" 
markers as necessary. Place Bridge Interdic­
tion markers. 
3. Initial Movement Phase: the Phasing Player 
may move all h is units, as allowed by the 
Movement rules. 

4. Combat Phase: the Phasing Player may 
attack Enemy units adjacent to his own, at his 
option. At the start of each attack. the supply 
condition of the defendmg Enemy units is 
determined. 

5. Mechanized Movemem Phase: the Phasing 
Player may move laga1nl only his Mechanized 
un1ts. This movement is in addition to that of 
the ln1t1al Movement Phase. No combat occurs 
during or after this phase. !See the unit type 
symbol on each unit to determine if it is 
mechantzed or not). See Movement, case K. 

6. Remove all supply condition markers. 

B. ALLIED PLAYER TURN 
The Allied Player executes Phases 1 through 6, 
becoming the Phasing Player. 

C. The Game-Turn marker IS advanced on the 
Game-Turn track, signalling the start of a 
new Game-Turn. 

Nole: Phases 3, 4 and 5 are critica l ones in each 
Player-Turn. The play of the game essentially 
centers around each Player moving, hav1ng 
combat and then moving mechan ized 
untts again. 

The above sequence is repeated eighteen 
times at which point the game ends. At that 
ttme, the Player's performances are eva luated 
in l1ght of the Victory ConditiOns. 

14.2] SPECIAL DEPLOYMENT AND 
FIRST GAME-TURN RULES 

GENERAL RULE: 
Each Player sets up hts forces as called tor in 
the scenario chosen. 

The A llied Player always deploys first. The 
German Player deploys second and then 
starts the t~rst Game-Turn. 

PROCEDURE: 
Players mutually agree on a scenario. The 
All1ed Player deploys as indicated in the 
scenario. The German Player deploys as 
tndtcated. The German Player begins the f irst 
Player-Turn subject to the following Special 
Case: 

GERMAN PLAYER-TURN, Nr. One 

German Reinforcement Phase: The German 
places his retnforcements on the map edge. 

German Supply Judgment Phase: All German 
un1ts are considered in supply for this first 
Game-Tum. 
German First Movement Phase: The German 
Player loses this phase on the f1rst Game-Turn. 

German Combal Phase: The German Player 
allocates his attacks. On this Game-Turn 
German units have their combat strengths 
tripled (but never more than tripled) 

German Mechanized Movement Phase: The 
German Player may move those mechanized 
untts whtch were not tnvolved in combat on 
the prevtous phase. 

ALLIED PLAYER-TURN, Nr. One 

Allied Reinforcemem Phase: There are no 
Allied reinforcements. 
Allied Supply Judgment Phase: The A llied 
Player places supply judgment counters on 
affected un1ts. 

Allied Firsl Movement Phase: The A ll ted Player 
loses th1s phase. 

Allied Combat Phase: The A llied Player 
allocates hts atttacks. German untts are tripled 
tn defense. 
Allied Mechanized Movement Phase: The 
A llied Player moves those mechanized units 
wh ich were not involved in combat on the 
previous phase. 
Remove all supply condit ion markers. 

[5.0] MOVEMENT 
GENERAL RULE: 
During the Movement Phase, the Phastng 
Player may move as many or as few of his units 
as destred. Untts move hex by hex through the 



gnd. Entering a hex requires a unit to expend 
one or more Movement Points. 

PROCEDURE: 
Move each unit 1nd1v1dually, trac1ng the path of 
movement through the hexagonal grid. The 
unit may not be moved aga1n or the path 
retraced and/or changed dunng that Move­
ment Phase. 

CASES. 

[5.11 HOW TO MOVE UNITS 
IAI Movement IS never required, 11 is always 
voluntary. The Phasing Player may move all, 
some, or none of h1s un~ts. Dunng a Movement 
Phase only the Phasing Player's units are 
moved. No Enemy movement, and no combat 
may occur. 
IBI Each hex conta1ns !"represents") a certain 
type of terrain. The number of Movement 
Pomts a unit must expend to enter a hex varies 
with the Terra1n. See the Movement section of 
the Terram Effects Chart for a full list of these 
d1fferent "entry costs." 
ICI Un1ts may be moved as many or as few 
hexes as the own1ng Player des1res, as long as 
the un1t's Movement Allowance is not ex­
ceeded dunng the Movement Phase. Unused 
Movement Po1nts may not be accumulated 
from Phase to Phase, nor transferred from 
un1t to unit 
IDI A unit may move over different types of 
terra1n 1n the same Movement Phase, prov1ded 
the unit has enough Movement Points to 
expend when entenng each type of hex. 
Terram effects are cumulative, 1.e., an Allied 
armor unit seek1ng to enter a West Wall hex 
through a non-road hexside si tuated in rough 
terra1n would expend two additional Move­
ment Points for the West Wall hex and four 
Movement Points for the rough terrain, for a 
total of SIX Movement Points. 

lEI Each unit must be moved individually, 
though un1ts may beg1n and end the1r 
movement 1n a stack. Stacks may not be 
moved together as a group. 

15 2) MOVEMENT PROHIBITIONS 
AND INHIBITIONS 
IFI Unns may never enter a hex occup1ed by an 
Enemy un1t. 
IGI A unll may only voluntarily leave a hex 
wh1ch is 1n an Enemy Zone of Control as 
permitted by the stacking rules !See Stacking 
and Zone of Control Rules). 
IHI You may move into a hex containing a 
Fnendly unit by pay1ng the stacking Movement 
Po1nt costs. However, in effect this prohibits 
mov1ng through Friendly units since no unit in 
the game has suffic1ent Movement Points to 
stack and unstack w1th another Friendly unit in 
the same Movement Phase. 
IJI Units wh1ch do not have the Movement 
Po1nts to enter a g1ven hex may not enter that 
hex. 
IKI Only those mechan1zed units wh1ch did not 
participate 1n the 1mmed1ately preceding 
Combat Phase may move durmg the Mechan­
Ized Movement Phase lsee the Sequence 
of Play) 

[5.3) ALLIED MAP EDGE HEXES 
IU The s1ngle row of tmted hexes running 
around the south, west, and north edges of the 
map are the All1ed Map Edge hexes. These 
hexes may only be entered by All1ed units and 
only under special circumstances. German 
units may never enter these hexes under 
any cond1t10n. 
IMI All ied units may only enter Map Edge 
hexes when such a hex is the only open retreat 
route available when performing a retreat 

mandated by the Combat Results Table. Allied 
un1ts 1n such hexes are in a "dormant" state, 
1.e., they have no Zone of Control, may not 
move, may not attack nor be attacked, and are 
not cons1dered lost for V1ctory Point purposes 
Ieven 1f they never act1vely re-enter play). Such 
dormant unlls 1n Map Edge hexes can only be 
re-activated by bnngmg an "1n-play" All1ed 
unll adjacent to them on the "live" part of the 
map. At the begmn1ng of any Allied Movement 
Phase 1n wh1ch th1s IS so, the "dormant" 
unlt(s) may reenter the game and operate 1n 

the normal manner. 
IN) German unltl> do exert a Zone of Control 
1nto All1ed Map Edge hexes for the purpose of 
block1ng retreat. German un1ts which are 
themselves forced to retreat off the edge of the 
" l1ve" map area, are eliminated instead. 
IPI See the Zone of Control Ru le, Stacking 
Rule, Retreat Ru le, and the Reinforcement 
Ru le for further characteriStiCS of the Allied 
Map Edge hexes. 

[6.0] ROAD MODE 
MOVEMENT 
1611 COMMENTARY 
The followmg rules s1mulate the effects of 
plac1ng a unit 1n road march formation. Such a 
format1on substantially 1ncreases the speed 
w1th wh1ch a unll may move along a road. A 
unit deployed in the road march format1on 
canno t f1ght as effectively, however, and 
for this reason its Combat Strength is reduced. 

A unit may move along a road regardless of 
whether or not 1t IS 1n road march formation. 
Road march formation has certain benefits and 
certac n restrictions not found in normal 
movement along a road. These w ill be 
explained more fully in the following rules. 
The deployment of a unit 1nto or out of road 
march formatcon takes t1me. On the scale of 
th1s game lbasccally, a reg1mentallevell, a unit 
consumes the better part of a day deploying 
cnto or out of road march formation !herein­
after referred to as "Road Mode"). Thus, to 
Simulate t1me expended, the Road Movement 
rules call for the expenditure of Movement 
Po1nts when units change the1r mode of 
deployment 

GENERAL RULE 
Unlls may be deployed and moved in two 
fashcons: the normal lor "standard") mode, 
and the road march formation mode !referred 
to as the "Road Mode"). A unit does not have 
to be in Road Mode in order to move along a 
road. Note that a unit that is in "standard" 
mode may still ignore terrain effects when 
movmg along a road !that is, when it moves 
from road hex to road hex by connecting 
hexsides crossed by road terrain symbol). 
Any unll may enter mto Road Mode. The Road 
Mode mcreases mobclity, at a cost to combat 
effectiveness and deployment capability. 

CASES 

l6 21 WHEN TO USE ROAD MODE 
IAI Non mechan1zed uncts may enter into, 
leave, or move, in Road Mode only during the 
ln111al Movement Phase of a Friendly 
Player-Turn. 
IBI Mechan1zed un1ts may enter into, leave, or 
move, in Road Mode during the lntial 
Movement Phase of thecr f-ne{ldly Player-Turn. 
In add1 t1cin, if they have not engaged in 
Combat dunng thecr Friendly Combat Phase, 
they may enter mto, leave, or move, in Road 
Mode again in the Mechanized Movement 
Phase of the1r Fnendly Player-Turn. 

16.31 MOVEMENT POINT COST TO 
CHANGE MODE 
ICI When a un1t enters the Road Mode, it pays 
three Movement Pomts if it cs non-mechan­
Ized, and six Movement Po1nts if it is 
mechanized. IObv1ously, a un~t must also be on 
a Road hex to enter Road Mode.) It then is 
turned face-down and cs en Road Mode. To 
leave the Road Mode, the unit is turned 
face-up and pays a cost of three Movement 
Points 1f 11 cs non-mechanczed, or six Move­
ment Pomts cf ct IS mechanized. 

16.41 DURATION OF ROAD MODE 
IDI Any unit en Road Mode remains in Road 
Mode until 11 IS removed from Road Mode, 
ecther voluntarily or as a result of having 
attacked or defended in Combat !See 
Case L, below). 
lEI A un1t that is not en the Road Mode can 
only enter into Rode Mode volunatrily. It can 
never be forced to enter Road Mode. 

16.5) MOBILITY AND RESTRICTIONS 
IN ROAD MODE 
IF) Units en Road Mode are restncted to Road 
and Bndge hexes. Furthermore, they may move 
only through Road and/or Bndge hexsides, 
and they may not move through an interdicted 
Bndge hexs1de. They 1gnore the effect of any 
other terracn en Road hexes. 
IGI A unll en Road Mode may not stack with, 
nor be adjacent to, any other unit on that Road 
hex, or adjacent connected Road hexes 
regardless of whether or not the other unit is in 
Road Mode. !Sole exception: see Case N.) 
IHI Units en Road Mode may move through a 
greater number of hexes per Movement Point, 
accord1ng to the following formulae: 
1. All mechanized urnits in Road Mode may 
move up to two Road hexes for each 
Movement Point e»<pended while in Road 
Mode. 
2. Allied non-mecha nized units that are 1n 
Road Mode may mo•ve up to ten Road hexes 
for each Movemenn P01nt expended while 
1n road Mode. 
3. German non-mec:hanczed un1ts in Road 
Mode may move up to two hexes for each 
Movement Pocnt e)l(pended wh1le in Road 
Mode. 
Note that a unit 1n Rcoad Mode is not requ1red 
to expend all of Its Movement Points, nor 1s it 
requcred to move the full number of hexes 
allowed for the expenditure of one Move­
ment Pomt. 

16.6) EFFECT ON COMBAT STRENGTH 
AND ZONES OF CONTROL 
IJI Uncts en Road f\vlode have no Zone of 
Control other than the hex they occupy. 
Enemy units may 1move through any hex 
adjacent to unlls in Road Mode, and Enemy 
uncts may trace Su1pply paths through any 
hexes adjacent to units in Road Mode, 
assumcng that the Road Mode unit IS the only 
Fnendly unll m the 'VIccnity. 
IKI Uncts in Road Mode have the1r Combat 
Strength halved IFracllons are rounded 
upwards. For examplle, a unll with a Combat 
Strength of "9" w10uld be reduced to a 
Combat Strength of "5" (half of "9" is "4Y2" 
wh1ch would be rounded up to "5"1. 
16.71 COMBAT AND RETREAT IN ROAD 
MODE 
IU If a unn 1n Road Mode attacks or is 
attacked, It must leave the Road Mode at the 
begmn1ng of the Initial Movement Phase of the 
next Friendly Player-Turn I Note that mechan­
Ized units in Road Mode that attack do not 
leave the Road Mode in the Mechanized 
Movement Phase). Unless they have excep­
tionally good memories, Players should make 

note of the unit des1gnation and hex-number 
of those u n~ts which must mandatorily leave 
the Road Mode. 
If a unit does not have suffic1ent Movement 
Pocnts available to make a required conversion 
out of Road Mode, then the unit 1s elimmated 
at the lime that it should have converted out of 
Road Mode. 
IMI In addition to other retreat restrictions, 
uncts in Road Mode that are forced to retreat 
as a result of Combat must be retreated along 
a road, and may not be stacked (at any point 
dunng the retreat) as a result. Road Mode units 
that are retreatcng as a result of Combat may 
not "bump" other units back in order to avo1d 
elimcnatcon. Uncts in Road Mode that would 
have to stack 1n order to retreat are elimmated. 
INI A unit in Road Mode that is retreated as a 
result of Combat, and which ends its retreat 
adjacent to another uni t on the Road, is not 
elcminated; however, one or both of the units 
must be moved at the beginn1ng of the next 
Fnendly Initial Movement Phase, 1n order to 
con form to Case G, above. 

[7.0] ZONES OF CONTROL 
GENERAL RULE: 

The s1x hexagons 1mmediately surrounding a 
gcven unll lor stack of units) constitute that 
unit's Zone of Control. These Zones of Control 
have an cnh1bcting effect upon Enemy move­
ment, bu t do not affect Enemy combat. Hexes 
upon whcch a unit is exerting its Zone of 
Control are called controlled hexes. 

CASES: 

17 11 EFFECT ON MOVEMENT 
IAI Al l units must cease movement upon 
entenng an Enemy Zone of Control. A un1t may 
never voluntarily leave an Enemy controlled 
hex. 

17.21 NEGATION OF ZONES OF CONTROL 
IBI Friendly units negate Enemy Zones of 
Control for all purposes. One Friendly unit in a 
stack negates all Enemy Zones of Control 
extending mto the hex, thus free1ng other uncts 
en the stack to move. 

17.31 EFFECT ON RETREATS 
ICI Unlls may retreat out of an Enemy Zone of 
Control as a result of combat. 
IDI Unlls may not retreat ldue to combat) 1nto 
an Enemy controlled hex. Zones of Control 
have no other effect upon combat. Supply 
Paths may not be traced through an Enemy 
controlled hex (see Supply Case Al. 

17.41 MOVING THROUGH ZONES 
lEI Case B bears directly on the movement rule 
prohibctcng leaving an Enemy control led hex 
lor moving from one Enemy controlled hex to 
another). The unit or units remaining in a stack 
are cons1dered to absorb the Enemy Zone of 
Control so that the unit(s) moving from the 
stack are freed from the prohibition. Upon 

entering another Enemy controlled hex the 
unstacking unit must stop. In effect, the 
stackmg rules allow infiltration through an 
Enemy "lme." 

In the example shown above the chain of 
movement has allowed the German 6-10 to 
leave the All1ed 4-4's Zone of Control. 

17 51 OFF MAP ZONES 
IE) The Zone of Control of German units 
extends into Allced Map Edge Hexes, even 
though the physical entry of German unns into 
these hexes 1s prohibited. Allied units, when 
resting on Map Edge hexes, have no Zone of 
Control (for any purpose). 

[8.0] STACKING 
!More than one unit per hex) 

GENERAL RULE: 
A maxcmum of one "dcv1sion equivalent" lone 
German 1nfantry d1v1sion, or any three regi­
ments or brigades) may be stacked in a g1ven 
hex. Th1s limctation applies at ALL limes during 
the Game-Turn. Thus, un1ts that would vcolate 
stack1ng l1m1ts when retreating due to combat 
are elimmated cnstead lsee Explanation of 
Combat Results on the Combat Results Table). 
Stacking IS defcned as any act1on that any tcme 
puts more than one Friendly unit 1n a 
g1ven hex. 

PROCEDURE 
Dunng the Movement Phase, the Phascng 
Player places un1ts on top of one another to 
form a stack, or removes units to destack. 

CASES: 

18.11 MOVEMENT POINT COSTS 
IAI Moving cnto a hex with other Fnendly 
Unctlsl lstackmgl costs Mechanized units six 
additional Movement Points and non-Mechan­
czed uncts two additional Movement Po1nts. 
Destack1ng costs are the same. These costs 
are additional to the normal costs of entenng 
or leavmg the hex. 
IB) Units may not be moved together 1n a 
stack. Un1ts 1n a stack must be moved 
1ndivcdually, paying the appropnate destack­
cng cost. 

18.21 STACKING RESTRICTIONS 
AND EXCEPTIONS 
ICI German infantry d1visions may not stack, 
nor may other units stack with them. 
IDI The vanous status markers do not ·effect 
stacking; they are ignored for these purposes. 
18.3] STACKING POS ITION 
lEI The relative position of units in a stack has 
no beanng on their ability to des tack. Thus, it is 
not necessary to destack the top unit 1n a stack 

1n order to move a lower unit off the stack; a 
Player might simply remove the unit from 
underneath. 
IFI There cs no stacking limitation on Allied 
un1ts 1n Map Edge hexes (these hexes 
represent larger areas off the map). 

[9.0] COMBAT 
GENERAL RULE: 
Combat occurs between adjacent oppos1ng 
un1ts at the dcscretion of the Player whose 
Combat Phase ct 1s; this Player 1s considered to 
be the Attacker, while the other Player is 
conscdered to be the Defender, regardless of 
the overall strategic positcons of the two 
Players. 
PROCEDURE· 
Total up the Combat Strengths of the 
At tack1ng uncts involved in a specifcc attack, 
and compare ct to the total Combat Strength of 
the defending uf11ls 1n the hex under attack. 
State the comparison as a probability ratio: 
Attacker's Strength to Defender's Strength. 
Round off the ratio downward to the nearest 
"whole" number, to y1eld the simplified odds 
found on the Combat Results Table; roll the d1e 
and read the result under the appropriate odds 
column for that d1e result. Apply the result of 
the combat immediately before gocng on to 
resolve any other combat. 

CASES: 

19.11 WHICH UNITS MAY ATTACK 
IAI During the Combat Phase of his Player­
Turn, a Player may only attack those units to 
wh1ch Friendly units are adjacent. Only those 
Friendly un1ts directly adjacent to a given 
Enemy unit may participate in the attack upon 
that Enemy unit. 
IBI Units adjacent to Enemy units are not 
compelled to attack, nor does the attack1ng 
Player have to use every adjacent unit if he 
does decide to attack. Attacking is completely 
voluntary. However, all units in the defend1ng 
hexlesl must defend. 
ICI No unll may attack more than once per 
Combat Phase. No Enemy unit may be 
attacked more than once per Combat Phase. 
19 21 MULTIPLE UNIT AND 
MULTI-HEX COMBAT 
IDI More than one Enemy-occupied hex may be 
attacked by a gcven attacking unit lor group of 
attack1ng un1tsl; that is to say, different 
defending units on different hexes may be 
treated as objects of attacks which might be 
made by a one-hex group of attacking units if 
the attacking units ·happen to be adjacent to 
two or more Enemy-occupied hexes. 
(EI An Enemy-occupied hex may be attacked 
by as many attacking units as can be brought 
to bear. Conceivably, as many as six stacks of 
units could be brought to bear against a single 
Enemy-held hex. 
IFI Defendmg units stacked in the same hex 
must be attacked as a single combined 
Combat Strength, i.e., you may not indiVIdu­
ally attack ind1vcdual units which are stacked 
together. 
IGI If one unit 1n a stack is used in an attack, 
the other unlls in the stack need not participate 
1n the same attack nor in any attack at all 
during that Combat Phase. 
IHI Units 1n a stack may make separate attacks 
on separate Enemy-occupied hexes. 

[9.31 COMBAT RESOLUTION 
IJ) Terrain and supply effects upon Combat 
Strength are cumulative. Supply effects are 
always ca lculated f irst. When Combat 
Strength is "halved" any fractions are rounded 
upward l1.e., "half" of nine is five). 



(K) Combat odds are rounded-off in favor of 
the Defender. For example: an attack with a 
total Combat Strength of 26 against a hex 
defended by a total Combat Strength of 9 
(26-9) would round-off to a "2-1" odds 
situation, and the 2-1 column on the Combat 
Resul ts Table would be used. 

[9.4] VOLUNTARY REDUCTION OF 
COMBAT ODDS 
(L) The Attacker has the option of decreasing 
the odds of his attack before rolling the results 
of the Combat. All units original ly involved in 
the attack fol low the results of the combat­
action, at the reduced odds (i.e., the Attacker 

may voluntarily make an attack at 3-1 instead 
of 5-1). 

19.51 HALVING UNITS AND STACKS 
(M) When the supply effects call for units in a 
stack to be halved, combine the tndivtdual unit 
combat strengths into a stack total and halve 
the stack total. Do not combine the individual 
untt half-strengths. 

19.61 ADVANCE AFTER COMBAT 
(N) If as a result of combat action, a hex is 
completely cleared of Enemy untts, then one 
Fnendly Mechanized unt t which participated in 
the combat-actton may advance into the 
vaca ted hex. Such an advance takes place 

immediately during the Combat Phase before 
any o ther comba t actions are resolved. This 
may be done by either the Attacker or 
Defender. 

19.71 OFF-MAP RETREAT 
(P) Allied units which have no other path of 
retreat may retreat onto Allied Map Edge 
hexes. Such retreated units are not considered 
eltmtnated. They do not count towards the 
German Vic tory Points. However, such units 
must rematn on the Allied Map Edge hex that 
they first entered. They may return to the map 
and to play if and when an Al lied unit enters 
the hex adjacent to their position. 

[10.0] ARDENNES COMBAT RESULTS TABLE 

GERMAN INITIAL COMBAT RESULTS TABLE 

COMBAT ODDS (Attacking Strength to Defending Strength) 

Die Die 
Roll 1-2 1-1 2-1 3-1 4-1 5-1 6-1 7-1 8-1 9-1 Roll 

1 Ar1 Dr1 Dr2 Dr3 Ex Ex De De De De 1 

2 Ar1 Dr1 Dr1 Dr2 Ex Ex Ex De De De 2 

3 Ar1 Dr1 Dr1 Dr2 Dr3 Dr3 Ex De De De 3 

4 Ar2 Ar1 Dr1 Dr1 Dr2 Dr3 Dr3 Ex De De 4 

5 Ar2 Ar2 Dr1 Dr1 Dr2 Dr2 Dr3 Dr3 Ex De 5 

Odds less than 1-2 6 Ar2 Ar2 Dr1 Dr1 Dr1 Dr2 Dr3 Dr3 Ex De 6 
are treated as 1-2. 
Odds greater than 9-1 
are treated as 9-1. STANDARD COMBAT RESULTS TABLE 

COMBAT ODDS (Attacking Strength to Defending Strength) 

110.1] EXPLANATION OF 
COMBAT RESULTS 

Die 
Roll 

1 

2 

3 

4 

5 

6 

1-2 

Ar1 

Ar2 

Ar2 

Ar3 

Ar3 

Ar3 

Ar1,Ar2,etc.: The attacking unit(s) must retreat 
the number of hexes given in the result. See 
Retreat and Advance Case below. 

Dr1,Dr2,etc.: The defending units must retreat 
the number of hexes given in the result. 

EX: The defending units are completely 
eliminated (removed from the map). The 
attacker must eliminate unit(s) whose Combat 
Strengths total at least that of the eliminated 
defending units. In calculating the strength of 
the eliminated defending units, count only the 
face value of the unit(s); disregard terrain 
effects and supply effects. Record Victory 
Points for eliminated units. 

De: All defending unit(s) are eliminated. They 
are removed from the game map and placed 
on the Attacker's Victory Point Record Chart. 

1-1 2-1 3-1 4- 1 5-1 6-1 7-1 8-1 

Dr1 Dr1 Dr2 Dr3 Ex Ex Ex De 

Dr1 Dr1 Dr1 Dr3 Dr3 Ex Ex Ex 

Ar1 Dr1 Dr1 Dr2 Dr2 Dr3 Ex Ex 

Ar2 Ar1 Dr1 Dr2 Dr2 Dr2 Dr3 Ex 

Ar2 Ar2 Ar1 Dr2 Dr2 Dr2 Dr3 Dr3 

Ar3 Ar2 Ar1 Dr1 Dr1 Dr1 Dr2 Dr3 

110.2] HOW TO RETREAT AND ADVANCE 
AFTER COMBAT 
Due to an "Ar" or "Dr" Combat Result, units 
will retreat after combat. Units may not retreat 
into an Enemy controlled hex. The victor 
determines the path of the retreating units 
according to the following priorities: 

1. to or along a road and non-interdicted 
bridge hex-sides; 
2. to or through clear terrain; 
3. through rough terrain and ford hex-sides; 
4. through interdicted bridge hex-sides; 
5. through unbridged river hex-sides; 
6. onto or through the least number of 
Friendly units; 
7. toward Enemy supply and away from 
Friendly Supply. 
Units may not move into an Impassable hex 
when retreated. 

Die 
9-1 Roll 

De 1 

De 2 
-

De 3 
-

De 4 
-

Ex 5 
~ 

Ex 6 

The retreated unit must come to rest the full 
number of hexes away from its initial position 
called for in the result as traced by the most 
direct path. Units which are unable to retreat 
safely, because of the interposition of Enemy­
controlled hexes, the position of Impassable 
hexes, and/or because the violation of 
Stacking limitations, are eliminated and placed 
in the victor's Victory Point Record Chart. 

110.3] GERMAN INITIAL 
COMBAT RESULTS TABLE 
The German Player uses the German Initial 
Combat Results Table from Game-Turn 1 to 
Game-Turn 5. At the beginning of Game-Turn 
6, the German Player rolls the die. If he rolls a 
"1" he commences using the Standard 
Combat Results Table. Any other result and he 
continues to use the Initial Table. On every 
Game-Turn thereafter, the German Player 
repeats the die roli until he rolls a 'T' when he 
switches to the Standard Table. 

[11.0] ARDENNES TERRAIN EFFECTS CHART 

TYPE OF TERRAIN MOVEMENT POINT (MPI 
COSTTOENTERORCROSS 

,Q ---~~-=--C_I_ea_r_h_e_x ________ 1 MP 

-o:; ..,. t-- Ford Mechanized units:3 
hex-side additional MPs to cross 

River 
hex-side 

Bridge 
hex-side 

Rough Terrain hex 

Town hex 

Impassable hex 

West Wall hex 

"Cleared" West 
Wall hex 

Road hex 

Non-Mechanized units:1 
additional MP to cross 

Mechanized units: 6 
additional MPs to cross 
Non-Mechanized units: 3 
additional MPs to cross 

No additional cost for 
river hex-side (see 
Bridge rules) 

Mechanized units: 4 MPs 
Non-Mechanized units: 2 MPs 

Same as other terrain in hex. 

Entry prohibited 

German units: No additional 
MPs. Allied units: 2 additional 
MPs. May not enter in 
Road Mode. 

no additional M Ps 

1 MP regardles of terrain. 
Units do not have to be in 
road mode for roads to 
negate terrain. 

EFFECT ON COMBAT 

None 

None 

None 

None 

None 

Ar & Dr Combat results have 
no effect on units in town hex 

Not applicable 

Defending German units in 
the hex tripled; doubled 
if attacking out of the hex; 
Ar & Dr results have no effect 
on German unit. Allied units 
do not receive any benefits. 

German units doubled on 
defense; Ar & Dr results have 
no effect on German unit. 
Allied units do not receive any 
benefits. 

None <S> 
0 ---- Allied Map-Edge hex Enter only by mandated retreat. Prohibited 

[12.0] SUPPLY 

GENERAL RULE: 
Units must be "supplied" to use their full 
Combat Strength or Movement Allowance; if 
they are unsupplied or isolated, they are penal­
ized with respect to movement and combat 
value. 

PROCEDURE: 
The supply condition of all Friendly units is 
determined during the Supply Judgment 
Phase, and applies through the rest of that 
Friendly Player-Turn. Enemy units attacked 
during a Friendly Player-Turn have their supply 
condition determi ned at the moment of 
combat. Thus, the effect of supply on 
Movement Allowance and Combat Strength 
for attacks occurs at the start of each 
Player-Turn, wh ile the effect on Combat 
Strength for defense occurs at the moment 
of combat. 

In order to distingu ish which units are 
unsupplted or isolated, markers have been 
provided. Whenever a unit is in an unsupplied 
or isolated condition, place the appropriate 
marker on top of the uni t. Remove the markers 
whenever the untt's supply status changes. 

CASES: 

112.1] TRACING SUPPLY 
IAI Supply is traced along a line of continuous 
hexes stretching from the unit to a supply 
source, counting no more than three hexes 
from the unit to a road hex, which road must 
then run uninterrupted by interdicted bridge 
hex-sides or Enemy occupied or controlled 
hexes, to a supply source. This supply path 
may be traced through a Friendly unit in an 
Enemy Zone of Control. 
(8) Any number of units may be supplied from 
the same supply path. 
ICI The first th ree hexes of the supply path 
may transit any type of ter rain excep t 

Impassable hexes. It may not trace through 
Enemy Zones of Control or Enemy occupted 
hexes. 
[12.2] SUPPLY SOURCES 

101 German supply is traced to any road 
hexstde on the East edge of the map. 
I Fl Al lied supply is traced to any road hexside 
from the other map edges. 

112.3] SUPPLY STATES 
IGI Untts are unsupplied when they are unable 
to trace a supply path. 
!HI Units are isolated when they are unable to 
trace a supply path, are totally surrounded on 
all six adjacent hexes by Enemy units or 
Enemy controlled hexes and are more than 
three hexes from any Supplied Friendly unit. 
(J I Units which are within three hexes of a 
road exit hexside on thetr respective map 
edges can never be tsolated, even if cut off by 
terratn or Enemy presence. 



[12.41 EFFECTS OF SUPPLY 
IKI The effect of supply on Combat Strength 
for attack and Movement Allowance is 
determined during the Supp ly Judgment 
Phase. and applies to all Friendly units 
throughout the Initia l Movement Phase, the 
Combat Phase and the Mechanized Movement 
Phase of that Fnendly Player-Turn. The effect 
of supply on Combat Strength for defense is 

[12.6] SUPPLY EFFECTS CHART 

CO MBAT 
STRENGTH 
ON DEFENSE 

---
CO MBAT 
STRENGTH 
ON ATTACK 

MOVEMENT 
A LLOWANCE 

EXPLA NATION OF SUPPLY CHA RT 

Normal: No effect 

SUPPLIED 

Normal 

Normal 

Normal 

Halved: Combat Strength for attack and 
defense is cut in half rounding up fractions. 
The total Combat Strength of a stack is 

[13.0] BRIDGES AND 
INTERDICTION 

GENERAL RULE: 
Bridges allow movement across river hex-sides 
(on roads) at no additional cost. Bridge 
hex-s1des may be rendered temporarily Inoper­
ative ("Interdicted") for movement and supply 
by the presence of an Enemy unit. Th is is an 
automatic condition determined during the 
phasing Player's supply Judgment Phase. 

CASES: 

[13 1] WHEN BRIDGE 
INTERDICTION OCCURS 
(AI During the Player's Supply Judgment 
Phase the cond1tion of bridge hex-s1des is 
determined and Bridge Interdiction counters of 
the appropr iate color are placed where 
necessary (point the marker at the interdicted 
Bridge). All bridge hex-sides within three hexes 
of an Enemy unit are considered to be 
1nterd1cted for Friendly Movement and Supply. 
Only one of the two hexes which share the 
bridge hex-side need be w1thin three hexes of 
the Enemy unit for the Bridge to be considered 
mterdicted. Bridges remain interdicted for the 
entire Player-Turn, regardless of any results of 
combat or movement. 

[13.2]1NTERDICTION EFFECTS 
AND DURATION 
IBI The road crossing an Interdicted bridge is 
considered cut. Th1s road hex-side may not be 
used for supply or movement purposes !see 
Road Movement Case (Fl. 
ICI At the very end of each Player-Turn, 
remove the Enemy Bridge Interdiction coun­
ters from those bridges which are no longer 
w1thin three hexes of an Enemy unit. Such 
bridges are now once again fully operative. 

[13.31 UNITS WHICH DO NOT INTERDICT 
!01 Units in Road Mode do not interdict 
bndges. 

[13.41 SPECIAL GAME-TURN 1 RULE 
lEI Al l bridges on the German side of the start 
I me are not affected by All ied units w ithin three 
hexes until Game-Turn 2. 

determined at the moment of combat, during 
the Enemy Combat Phase. See the Supply 
[ fleets Chart for a summary of condit1ons and 
effects of the various Supply states. 

[12.5] UNITS NOT LOST DUE TO SUPPLY 
STATES 
Ill Units may remain unsupplied or isolated 
mdefin1tely; 1.e., units are never lost through 
lack of supply alone. 

UN SUPPLIED ISOLATED 

Normal Halved 

-
Halved Zero 

-
Halved Halved 

computed and then halved. Movement Allow­
ance is cut in half, with the fractions being lost . 
Zero: Attack Strength is reduced to zero (i.e. 
no attack is possible for such a unit). 

[ 13.51 INTERDICTION SELECTIVITY 
(FI Players are reminded that Bridge interdic­
tion is selective: i.e., a bndge which is 
interdicted for the German Player is not 
necessarily Interdicted for the Allied Player. If 
both Players have units within three hexes of a 
given Bridge, then the Bridge is interdicted 
from the point of view of both Players. In such 
a case, if the interdiction effect w1th regard to 
one Player is subsequently removed, th1s does 
not 1n itself affect the 1nterd1ction effect w ith 
regard to the other Player. Use the differently 
colored Interdiction markers to mdicate who is 
interdicting a given Br1dge. 

[14.0] REIN FORCEMENTS 
GENERAL RULE 
Reinforcements come into the game as 
1nd1cated on the Turn Record and Reinforce­
ment Chart. They appear on the indicated 
map edge section. 

CASES 

[ 14.1] WHERE REINFORCEMENTS 
ARE PLACED 
(AI Allied Reinforcements are placed on Map 
Edge hexes adjacent to a road hex-side. They 
appear in Road Mode and their appearance 
may not be voluntarily delayed. German 
Reinforcements appear on any map edge hex 
adjacent to a road hex-s1de on the East edge of 
the map; also in Road Mode. 
Allied reinforcements appear on any map 
edge hex adjacent to a road hex-side on 
the des1gna ted map edge section. If the 
German Player has occupied or controls all of 
the road ex1t hexes on the map edge segment 
that Allied reinforcements are due, those 
remforcements are delayed one Game-Turn 
and then enter on the adjacent map edge 
segment (if possible). The All ied side of the 
map is d1v1ded 1nto five sectiOns: Northeast, 
Northwest, West, Southwest and Southeast. 
If the German Player occupies two successive 
sections of the map on which reinforcements 
are due, the reinforcements are delayed for a 
second Game-Turn, and must then appear in 
the next clear section. Reinforcements may 
never be brought on the map through an 
Enemy occupied or con trolled hex. 

114.2] SIMULATANEOUS ENTRY 
ON THE SAME HEX 
!BI Remforcements which choose to use the 
same entry road hex must "stage" onto the 
map and lose two road hexes in movement for 
every un1t which preceded them onto the map 
in that same Phase. 

114.31 RESTRICTED BRITISH 
REINFORCEMENTS 
ICI Allied reinforcements labeled "WB" on the 
Reinforcement Chart enter on the West 
section of the map. They may not cross the 
Meuse R1ver until the German Player accumu­
lates 25 or more Victory Points. They may 
attack Enemy units which cross the Meuse 
and those Enemy units adjacent to it. 

[15.0] GERMAN 
PARA DROP 

til~ 

~~ 
1 - 4 

On Game-Turn 2 the German Player must drop 
h1s paratroop unit !Von der Heydtel. 

PROCEDURE 
The paradrop occurs at the start of the Initial 
German Movement Phase before any other 
movement takes place. The unit may be 
dropped on any hex which is not occupied by 
an All1ed un1t or in an Allied Zone of Control, 
w1th the exception of Impassable hexes. The 
German Player rolls the die for the survival of 
the unit; a "one" or a "two" and the unit 
surv1ves. The unit is dropped in a supplied 
cond1t1on for that Player Turn; thereafter, it 
must trace a supply path as a normal unit. If 
the un1t surv1ves it may move during that 
Movement Phase. Note that no other paratroop 
un1t 111 the game IS capable of dropping. 

[16.0] VICTORY CONDITIONS 

COMMENTARY 
H1tler ordered the Ardennes Offensive with the 
objective of break1ng through the Allied line, 
seizing Antwerp and c utting off the Allied 21st 
Army Group. In order for the Germans to have 
even an unreasonable chance of reaching 
these ObJeC tives, the A llied commanders 
would have had to be completely inept 
(which they weren't). However. the Germans 
did have a chance to profit by the offens1ve in 
two ways 11 I by rupturing the Allied front on a 
broad and deep bas1s in the first few days 
thereby causing a general Allied withdrawal 
from the German frontier, and 121 by 
destroymg the Allied reserve while preservmg 
their own. This would delay and weaken the 
expected Allied Spring Offensive and allow the 
Germans to transfer forces to the East. Of 
course, any k1nd of German success would 
merely put off the mevi table. If the Germans 
get real lucky, they win the A-bomb sweep­
stakes from the Japanese. 

GENERAL RULE 
Throughout the Game, Players score Victory 
Po~nts for destroying Enemy uni ts. The 
German Player also scores Victory Pomts for 
occupy1ng road ex1t hexes. The Players keep 
track of Victory Pomts w1th the V1ctory Point 
Chart. The German Player must score at least 
35 Victory Points at the end of the Game or the 
Allied Player automatically wins. Assuming the 
German Player does score 35 points, the total 
Victory Pomts for each side are compared and 
the ratio of Points obtained is used to 
determine the Victor lif any) and the level of 
victory. 

PROCEDURE: 
When a unit IS destroyed, it IS recorded as one 
V1c tory Pomt for the Enemy Player. Players use 
the V1ctory Point Records printed on the map 
as per the Instructions given with them. In 
add1tion to Points-for-destroyed-Enemy-units, 
the German Player gains V1ctory Points for 
occupymg Road Exit hexes. These Pomts are 
recorded using the arrowhead markers on the 
V1ctory Point Record. 

CASES 

(AI All units count as one Victory Pomt, 
~rrespect1ve of size or type. 
(BI The Victory Point!sl for a Road Exit hex are 
shown in that hex. 
(CI The German Player occup1es these hexes 
by the phys1cal presence of h1s un1t or his unit's 
Zone of Control. One umt can occupy more 
than one ex1t hex. If the exit hex is in the Zone 
of Control of both an Allied unit and a German 
un1t, 1t IS considered occup1ed by the German 
un1t. If the All ied un1t is in the exit hex, it 
negates any German Zone of Control and the 
hex is not occup1ed by the German Player. 
!D) The Victory Point(sl for the Road Exit hexes 
on the Southeast and Southwest segments of 
the map count only wh1le the German Player 
has a un1t 111 supply 1n Bastogne. 
lEI V1ctory Points are tabulated at the end of a 
complete Game-Turn. 
(F) The German Player must remain in control 
of a road exi t hex in order to get the Victory 
Points. He does nor get Victory Points for 
bemg tile last to occupy a Road Ex1t hex. 
Unoccupied Road Exit hexes are considered to 
be con trolled by the Allied Player and may be 
used for reinforcements and supply. 
(HI German units 1n Road Mode may occupy a 
Road Exit hex by bemg physically on the road 
ex1t hex. 
IGI German un1ts must be 111 supply in order to 
rece1ve V1ctory Po1nts for occupying road 
exit hexes. 

1161] HOW TO CALCULATE VICTORY 
Compare the number of German V1ctory 
Pomts to the number of Allied V1ctory Points 
expressed as a ratio: German Victory Pomts 
d1v1ded by Allied Victory Po1nts. 
German Victory 1.5 or greater 
Allied Victory Less than 1.0 
Draw 1 .0 to 1.4999 

116.2] GERMAN IMMEDIATE VICTORY 
If the German Player scores 35 Victory Points 
by the end of Game-Turn 6, he wins an 
1mmediate v1ctory and the Game ends. 

[1 6.31 ALLIED CUMULATIVE VICTORY 
If the German Player scores less than 35 
V1ctory Points by the end of Game-Turn 18, 
the Allied Player wins regardless of the Victory 
Points Ratio. 

[17.0] SET-UP AND 
REINFORCEMENT 
VARIATIONS 
Various set-ups and reinforcement rates are 
cal led for in the Scenarios. They are as fol lows: 
German Hisrorical Sec-up: This represents the 
actual German deployment at the beginning of 
their offensive. At the beginning of the Game 
the German Player places his units as shown 
on the map. 
Allied Historical Sec-up: This represents the 
actual Allied deployment at the beginning of 
the German offensive. At the beginning of the 
Game, the Allied Player places his units as 
shown on the map. 

German Free Set-up: Th1s assumes the 
Germans were not as rushed to beg1n the 
of fens1ve as they were by events in the East, 
and had t1me to deploy their units rather than 
Simply running them up to the front. The 
German Player places his units as shown on 
the H1storical Set-up. He may then rearrange 
those un1ts 1n the front line 111 any fashion he 
desires so long as these units remain on the 
front l111e and so long as he does not stack 
these uni ts. He then rearranges those units 
deployed behind the front line in any fashion 
he desires so long as these units do not enter 
the front line and so long as he does not 
stack them. 
Allied Free Ser-up: This assumr.s that the Allies 
had acknowledged the possibili ty of a German 
offens1ve and changed thw deployment to a 
defens1ve rather than an offensive posture. 
The Allied Player places h1s units as shown on 
the H1stoncal Set-up. He then rearranges those 
un1ts on the front line 111 any fashion he des1res 
so long as these un1ts remam on the front line 
and so long as he does not stack these units. 
He then rearranges those units deployed 
beh1nd the front line in any fash1on he desires 
so long as these units do not enter the front 
l1ne and he does not stack them. 
The Historical Reinforcemenc Rate (for both 
the Al lied and the German Player) represent 
the actual reinforcements during the battle. 
German Accelerated Reinforcemenc Rate: This 
assumes the Germans had launched a total 
all-out ef fort against the Allies. 
Allied Slowed Reinforcement Rate: This 
assumes that the All1ed Command did not 
react as quickly as it did. 

[18.0] SCENARIOS 

# Allied All ied German German 
Set-up Reinforc. Set-up Reinforc. 

1 lSI. hi St. hiS I. hiSt. 
2 hi st. hist. hist. hist. 

hiS! hist. free hiS I. 
4 free slow hiS!. hi st. 

free slow free h1st. 
6 free slow free accel. 
7 hist. slow hiS I. accel 
8 hiS!. slow free accel. 

hiS I hist. free acce 
10 free hi St. free accel. 

Scenario # 1; favors a draw or an Allied victory. 
Scenario #2; favors a German victory. 
Scenario # 3; favors a German immediate victory 
Scenario #4; 50-50 
Scenario #5; favors German 
Scenario #6; strongly favors German 
Scenano #7; very ·strongly favors German 
Scenario # 8; very bad news for the Allies 
Scenario #9; very strongly favors German 
Scenario # 10; Germans either win early 

or not at all. 

[19.0] DESIGNER'S NOTES 
The Battle of the Bulge. There is probably no 
other subject that has been covered so often in 
games. Avalon Hill f irst did 11 in 1965. Then we 
did it again in 1970. In addition, there have 
been numerous variations, revisions and what 
have you. So why another game? Mainly 
because there's a demand for it. And it was felt 
that the subject had not yet been done justice 

in a game form. How, therefore, have done any 
better with the Ardennes Offensive? 

F1rst of all, before designing a game on the 
Battle of the Bulge, you must choose which of 
the many crit1cal factors in the campaign you 
w1sh to stress. The Battle of the Bulge was a 
very compl icated campaign. Many factors 
wh ich are s1mply present in other campaigns 
were potentially dec1sive in the Battle of the 
Bulge. Take, for example, the roads. In any 
battle these are a factor. But in the Ardennes, 
the roads acquire critical importance. Mainly 
because of the terra1n. And so the terrain also 
becomes of "more than usual" importance. 
The weather is critical. Bad weather was 
essential for the Germans 111 order to keep the 
American air power neutralized. From these 
few factors just mentioned we can derive 
numerous other complications. The following 
are the ones we feel were most necessary, 
while at the same time not complicating the 
game to the point where it was not enjoyable 
to play. 

We picked the road net as one of the major 
cri tical factors. The road net shown was 
originally developed for our Bascogne (19701 
game. Compiling that road net on a hex grid 
was a maJor project, so here we use a modified 
(s1mpli f1edl version of it. The road net itself 
also includes much information about the 
terrain. Thus we didn't have to add much in 
order to obtain a quite accurate terrain 
analysis. To make this road business even 
more effective we added a rule for "road 
movement" of units. That, we felt, would take 
care of the road problems. 

Next there was a problem, of sorts, with the 
order of battle. Particularly the German one. 
The1r infantry divisions varied enormously in 
qual1ty. The solution was to represent those 
Volksgrenadier divisions the Germans de­
scribed as "armed mobs" as divisions, while all 
other units were represented as regiments or 
brigades. Otherw1se, order of battle wasn't 
much of a problem. The enormous German 
superiority in arti llery during the first few days 
of the campaign was represented by giving the 
Germans more offensive punch on the first 
turn. This also accounted for the surprise 
factor, which was considerable on the first 
day. 

The combat system was made rather 
bloodless. Even so, the Germans are able to 
really chew up the American line during the 
first few days. That's the critical period. Ten 
days at the most. All of that which came after 
the ten days (Including the famous "s1ege of 
Bastogne"l was anti-climactical. It was a ten 
day battle. Off to a fast start and peaking out 
very early. That's how we've tried to re-create 
111 a game form. 
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CONSOLIDATED ERRATA & 
ADDENDA (aa • of 31 May 73) 
for Ardennes Offensive, 
Red St•riWhlte St8r 
Ardennes Offensive 
As a result of post-publication playtesting and 
questtons or comments received from SPI 
customers, the following errata has been 
assembled to clarify play of this simulation: 

MAP SHEET 
1 As deptcted, the Allied Map Edge Hexes 
extend beyond the flanks of the German side 
of the front-line. This is an error. Hexes nrs. 
0101 thru 0108 inclusive and hexes nrs 3701 
and 3702 are not Allted Map Edge Hexes and 
may not be entered by any unit of either side 
for any purpose. 
2. The river hexside shown between hex' nr. 
2311 and hex nr. 2211 is a· mistake. Ignore it. 

3. The bridge between hex nr. 3111 and hex nr. 
3010 was left out by mistake. Draw it in. 

4. Hexes nrs. 1107, 2819 and 1016 a~s :ainted 
wtth rough terratn. They should be cons1dered 
clear terratn. 

5. The "front-line" or "start line" is the line of 
dotted hexs1des running from hex nr. 01(11 to 
hex nr. 3702 exclus1ve. 

6. The towns of Monschau and St. Vith have 
an Amencan unit deployed in them. The unit is 
shown tn an adJacent hex w1th an arrow 
potnting 1nto the town. 

7. Hexes nrs. 1516, 1506, 3505 and 8612 should 
be impassable terratn. 

RULES 

15 OJ MOVEMENT 
It ts suggested that all untts on a side maintain 
a common fac1ng Note that the initial 
deployment has all the Germans factng west 
and all the ll.mencans fi:ICIIIQ east. Whenever a 
Fnendlv r,1uchanized untt attacks 1ts facing can 
be turned sixty degrees. Then the Friendly 
Player ~n ·easily recogntze which of, his 
mechantzed untts are eligtble to ~'o' e during 
the Mechanized Movement Phase. At the 
completton of the Player- Turn all un1ts can be 
returned to the ortgtnal factng. 

l6llt ROAD MODE 
Sect1on 6.7 Case L - The open1ng sentence 
should read "If a Fnendly untt trJ Road Mode 
attacks or ts attacked 11 must leave the Road 
Mode at the begtnntng of the lntttal Movement 
Phase of the next Frtendly Player-Turn .... " 
Players should note that any untt with a 
Movement Allowance of less than twelve 
cannot leave Road Mode tf '' tS unsupplied or 
tsolated. If such an unsupplied untt ts required 
to leave Road Mode tl is eltmtnated. The 
eltmtnatton takes place before any other 
acttvtty tn the lntttal Movement Phase. It is 
enttrely conceivable that the strongest German 
Panzer unit would have to self-destruct if it 
was attacked whtle in Road Mode by an 
Amencan engtneer regiment and then found 
ttself unsupplied at the start of the German 
Player-Turn 

113 OJ BRIDGES AND INTERDICTION 
1 The Bndge Interdiction Rules simulate the 
effect cf arttllery ftre on bridge approaches as 
well as the bridge tlself being inoperative. The 
presence of Fnendly untts can never negate 
the tnterdtctton of a bridge by an Enemy unit. 
Do not confuse Zones of Control with Bridge 
lnterdtction. 

2. Sect. 13.4 Case E refers to all bridges which . 
are entirely behind the German side of the start 
line. Bridges which are bisected by the start 
line are interdicted by Allied units on 
Game-Turn 1. 
3. Sect. 13.1 .Case A establishes what bridges 
are interdicted for the Friendly Player. The 
bridges so established remain interdicted for 
the entire Friendly Player-Turn. Even if the 
interdicting Enemy unit(sl are eliminated or 
displaced as a result of Friendly unit attacks, 
the interdicted bridges would remain to affect 
the Friendly Player Mechanized Movement 
Phase. By the same token an Enemy Unit 
which has been retreated (or advanced) to 
within range of a bridge does.nor interdict the 
bridge for the Mechan1zed Movement Phase. 
4. Dunng the Fnendly Player-Turn the 
interdiction of bridges by Friendly units is 
determined for the Enemy units at the moment 
of combat. 

[1201 SUPPLY 
1. Supply status markers on Friendly units 
should be removed from Friendly units at the 
conclus1on of the Friendly Player-Turn. During 
the Enemy Player- Tu:n the supply status of 
Friendly untts wtll be determined at the 
moment of combat. 
2 Once the supply status of a Friendly unit has 
been determined during the Supply Judgment 
Phase of the Friendly Player-Turn it is 
determined for the entire Player-Turn. No 
combtnatton of movement and combat can 
change that status for that Player-Turn. 

REINFORCEMENT TRACK 
The Allied Retnforcemeot Track is accurate in 
terms of untt Combat Strength. Movement 
Allowance and dtrect1on of appearance. It is 
not accurate in terms .of unit size and type. 
Players can use units of the same Combat 
Strength and Movement Allowance inter­
changeably wtthout regard for unit size and 
type. It ts suggested that the Bnttsh units be 
reserved to represent West-Bank reinforce-
1\lents as 11 is easier to visually keep track of 
them. For those tntersted, the actual unit 
designations for reinforcements for both 
Players are detailed below. 

[ 10.21 RETREATING UNITS 
The first priori~y for retreating units should be:, 
toward Friendly Supply and away from Enemy 
Supply 

[901 COMBAT 
1 Sectton 9.2 Case F refers to a stack of 
delendtng untts whtch was intact at the 
begtnning of the Combat Phase If tn a given 
Combat Phase a untt ts retreated into a stack it 
does not add to the Defensive Strength of that 
stack during that phase. It does however suffer 
any combat results applied to that stack. 
2. Section 9.4 Case L. add "The German Player 
may never voluntanly reduce the odds of his 
attacks below 2-1." 

[4.21 SPECIAL DEPLOYMENT AND FIRST 
GAME- TURN RULES 
On the first Gan.e- Turn the German Player 
MUST attack every American unit adjacent to 
German units on the start line, and every 
German unit adjacent to an Amencan unit 
must participate in an attack. 

Ill OJ TERRAIN EFFECTS CHART 
The chart states that "Ar & Dr Combat results 
have no effect on units in town hexes." This is 
a voluntary immunity which may be waived by 
the Player whose unit ts tn the town hex. 

However, the immunity must be waived before 
the die is rolled and the Combat results known. 

This same voluntary immunity extends to 
German units in West Wall hexes. 

(18.0) SCENARIOS 
Scenario Nr. 2 should be played with German 
accelerated reinforcements. · 

Allied Historical Reinforcement 

Game-Turn 2: 
INEI: cca7, ccb7, ccr7, 39 i, 47 i, 26 i, 517 pi 
ISEI: caalO, ccb10, ccrlO 
Game-Turn 3: 
INEI: 117i,119i, 120i 
(.WI 504 pi, 506 p, 325 IGI, 401 pi, 327 pi, 
502 pi, 505 pt, 501 pi 
Game-Turn 4: 
(NEI: 16 i, 18 i 

Game-Turn 5: 
INEI 32 a, 33 a, 36 ai 
ISEI: cca4, cc::r4, c~b4 
tWBI: 56Gds, 32Gds. 129 i (XI, 130 i lXI, 214 i 
!XI, 152 I (XI, 153 i lXI, 154 i (XI, 71 i (XI, 158 i 
tXI, 160 1 tXI, 33 a lXI, 29 a (XI 
Game-Turn 6: 
INEI: ccr5, 333 i, 334 i, 335 i 
tSEI: 2 i, 10 i, 11 i, 101 i, 104 i, 238 i, 317 i, 
318 i, 391 i 
Game-Turn 7: 
tNEI 24 1, 60 i, 66 a, 67 a, 41 ai 
ISEI: 6 ac 
Game-Turn 8: 
INEI: 289 i, 290 I, 291 i 
tSEI 4 ac 
tWBI FR. LT. 1102e, 1107e, 1111e, 1128e, 
354e, 342e 
Game-Turn 11. 
(NEI 329 I, 330 i, 331 i, 401G (Ill 

ISEI 134 I, 137 I, 320 I 

IWBI 508 pt, 551 pi 
Game-Turn 12: 
tSEI· cca6, ccb6, ccr6 
tWBI 34 a (XI 
Game-Turn 14: 
tSEI: ccall, ccb11, ccrll 
Game-T urn 16: 
(WI 68 I (XI, 151 i (XI, 231 i (XI 
Game-Turn 17: 
(WI: 513 pt, 507 pt, 193G. 194G 

Allied Slowed Reinforcements 

Game- Turn 2 
INEI cca7, ccb7, ccr7 
tSEI ccalO, ccb10, ccrlO 
Game-Turn 3: 
tNEI 39 i, 47 I, 16 i, 18 i, 26 i, 517 pt 
Game-Turn 4: 
INEI 117 1, 119 i, 120 i 
,Game-Turn 5: 
tWI 327 pi, 401 pi, 502 pt, 501 pi, 506 pi, 504 pi, 
505 pt, 325G PI 

Game-Turn 8: 
tNEI: 32 a, 33 a, 36 ai 
tSEI: cca4, ccb4, ccr4 
Game-Turn 9: 

'tWI: 129 i (X). 130 i (X), 214 i (XI, 152 I lXI, 
153 i (XI, 154 t tXI, 56 GO, 32 GO 
Game-Turn 10: 
(WI 34 a, 29 a, 71 i, 158 i, 160 i 
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Game-Turn 11. 
INEl 289 i, 290 i, 291 i 
ISEl: 6 a cav 
Game-Turn 12: 
ISEl 2 i, 10 i, 11 i, 101 i, 104 i, 328 i 
INEl: 66 a. 67 a. 41 ai 
Game-Turn 13: 
ISEl: 317 i, 318 i, 319 i 
INEl: 329 i, 330 i, 331 i 
Game-Turn 14: 
IWI 354 e. 342 e, 392 e, 386 e, 131:8 e, 1313 e, 
Fr. Lt. i. IBrig) 
Game· Turn 15: 
ISEl 134 '· 137 I, 320 i 
INEl 24 r, 60 r, 401 G 
Game-Turn 16: 
IWI 34 a 
ISEI: cca6. ccb6, ccr6 
Game- Turn 17: 

I S E l cca 1 1 . ccb 1 1 . ccr 11 
Game- Turn 18: 
IWl 68 I IX), 151 i ,lXI, 231 I IX) 

ISEL 513 pr, 193 G. 507 pi, 194 G 

German Historical Reinforcements 

Game-Turn 1 
1 a lxl 
Game-Turn 2 
2 a lxl, Von Der Hedyte 
Game-Turn 3: 
3 a lxl 
Game-Turn 4: 
4 a lxl. 2ss a lllll, 3ss ar IIIII. 4ss ai IIIII, 9ss a 
11111. 19ssai lllll, 20ssai IIIII, 8ai lllll, 29ai lllll, 
Ff lx) 

G.1me· Turn 5 
5 a lxl, 1130 1 IIIII 

G.lmP Turn 6 
6 a lxl 
G<~me- Turn 7 
7 a lxl 

Game- Turn 8 
8 a lxl, 33 a IIIII, 10 ar lllll. 11 ar II Ill, 104 ar lllll, 
115 a1 IIIII, FG lxl, 79 r lXXI 
G.1rne- Turn 9 

Game-Turn 10 
167 I lXXI 
Game-Turn 11 

Game-Turn 12. 
246 I lXXI 
Game-T urn 13 
9 I lXXI 

Game-Turns 14, 15, 16, 17 

Game· Turn 18 
340 I lXXI 

German Accelerated 

Game Turn 1 
1 a lxl 
Game-Turn 2· 
2 a lxl. Von der Heydte, 2 ss a IIIII, 3ss ar lllll, 
FE lxl 
Game-Turn 3. 
3 a lxl. 4ss a1 IIIII. 9ss a IIIII, 19ss ar lllll, 20ss ai 
IIIII, 8 a1 IIIII, 29 a1 IIIII, lOss a IIIII, 21ss ai (Ill), 
22ss ar IIIII. 15 a lllll. 110 ar IIIII. 111 ai IIIII, 
FG lxl 
Game-Turn 4: 
4 a lxl 

Game-T urn 5: 
5 a lxl, 33 a IIIII, 10 ai IIIII, 11 ai IIIII, 104 ai II Ill, 
115 ai IIIII, 11:1> i IIIII 

Game-Turn 6: 
6 a lxl. 79 i lXXI 
Game-Turn 7: 
7 a lxl 

Game-Turn 8: 
8 a lxl, 167 i lXXI 
Game-Turn 9: 
246 i lXXI 
Game-T4rn 10! 

. Game-Turn 11: 
9 I lXXI 

Game-Turn 12 

Game- Turn 13: 
340 i lXXI 

Red Stsr/White Stsr 
As a result oflpost-pubhcatron playtesting, the 
following errata has been assembled to clarify 
and correct varrous errors or ambrgurties in the 
orrgrnal game components. 

COMBAT 

IAI Should read - You may not attack the 
same unrt more than once per phase usrng the 
same Weapon Class lexceptron· see Zones of 
Control I. 

FIRE COMBAT 
'HI Should read Only HE unrts may use 
Indirect Frre To u&e lndrrect Frre a unit need 
nor have a Range Allowance of "7" or greater. 

IJ) Should read - Drrect Frre may never be 
used at ranges greater than ten hexes. Drrect 
Frre never requrres Spottrng. Drrect Frre may 
be applred rnto, but not through, Blockrny or 
Coverrny Terrarn hexes. 

ILl Should read For Direct Frre purposes a 
lrrrng unrt may trace a Lrne of srght rnto. but 
.not through, Blockrng or Coverrng Terrain 
hexes 

IMI Should read - If the Lrne of Sight at any 
pornt BETWEEN IBUT NOT INCLUDING! the 
hex of t-he lrrrng unrt' and the target hex, passes 
through Blockrng Terrarn, the Lrne of Srght rs 
blocked and Drrect Frre rs prevented. A unrt 
may use Drrect Frre agarnst a unit rn Coverrng 
Terrarn. wrthout the target hex btlrng spotted, 
rl the lrrrng unrt can trace a Lrne of Srght lno 
longer than ten hexes! rnto the target hex 

IPI Should read - Spottrng 1s a necessary 
precondrl!on only lor lndrrect Frre Spottrng is 
never requrred lor Drrect Frre Because Direct 
Frre cannot be employed at ranges greater 
than ten hexes, and because a firrng unit will 
always be able to trace a Line of Srght rnto lbut 
not through! Blockrng or Covering Terrain 
hexes lassumrng the frrrng unrt rs wrthrn ten 
hexes range. ana that there-is no rntervening 
Blockrng or Coverrng Terraml Drrect Frre will 
never requrre Spottrng. 

101 Should read lndrrect Frre may only be 
used by HE unrts To use lndrrect Frre HE unrts 
need not have a Range Allowance of "7" or 
greater. lndrrect Fire may be used at anv range. 
subject to the firrng unrt's Range Allowance. 
The two prereqursrtes for using lndrrect 
Frre are 
1 I Only HE unrts may use Indirect Fire. 
21 The target hex must be spotted las in 
Case Pl. 

CLOSE ASSAULT 
IWI Should ffllld - An Enemy unit making 1 
Close Assault upon a defending Friendly unit 
may be fired on by the defending Friendly unit 
land any other Friendly units within range, 
using Direct or Indirect Fire) only if the hex 
from which the Close Assaulting unit enters 
the defending Friendly unit's hex, ·is in a 
Friendly Zone of Control li.e. Enemy units 
Close Assaulting from Woods or Town hexes 
may not be fired on during the Close Aauult 
by the defending Friendly unit or any other 
Friendly units!. 

ZONES OF CONTROL 
IDI Should read- Targets in Woods or Town 
hexes must always be spotted for Indirect Fire 
only If a frrrng unrt can trace a Lrne of Srght 
rnto a Woods or Town hex, it may use Direct 
Fire against Enemy units rn that hex without 
requrrrng the hex to be spotted. 

lEI Should read - No Friendly unrt may fire 
more than once durrng the Enemy Movement 
Phase No!l·Phasrng units may each fire only 
once durrng an Enemy Movement Phase at 
Enemy unrts whrch attempt to leave Fnendly 
Zones of Control .. Once a unrt fires during an 
Enemy Movement Phase it may not fire again 
durrng that phase regardless of how many 
Enemy units attempt to leave its own, or any 
other Friendly Zone of Control. Units which do 
lrre durrng the Enemy Movement Phase may 
not lrre durrng the ensuing Fire Phase. 

HELICOPTERS 
General Rules - Helicopters do possess a 
norma1 Zone of Control. Soviet ground unrt~ 
are affected by helicopter Zones of Control anu 
must announce their rntention to leave such a 
Zone. and are sub1ect to lire when they 
atlempt to leilve a helicopter Zone of Co,1110. 
Note also, rn .my Game-Turn rn whrch a 
helrcopter remarns statronary rn a Sovret Arr 
Defense Zone. the Soviet unrtlsl may frre at 
the helicopter lusrng the Sovret Arr Defense 
Tablelrn the Sovret Offensrve Frre Phase. Thrs 
lrre rs rn addrtron to any normal ground lrre the 
Sovret unrt wrshes to employ durrng hrs 
Oflensrve Frre Phase. 

UNIT IDENTIFICATION CHART 
The quantity of the following unrts is correct in 
the counter-mix but wrongly noted on the Unrt 
ldentrlrcat10n Chart. 
US M 125 Platoons 161 rs the correct 
quantrty. 
US M 106 Platoons - 141 rs the correct 
quantity. 
US OTOW/APC Platoons- 1121 rs the correct 
quantrty 

THE SCENARIOS 
Scenano # 8- The counter-mrx 1S lackrng one 
ARCv Platoon. In thrs scenarro Players shuuld 
make up the unrt from spare counters 

Sovret unrts enterrng the mapsheet !rather 
than be1ng rnrtrally deployed) may never 
employ lndrrect Frre 

0 
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