Dec 16 AM
Overview

This is the situation before the US Dec 16 AM game turn
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In the northern sector there is nothing the US forces can do to prevent an assault on Marnach or Fischbach. At the moment only infantry elements of 2Pz xx are in attacking positions, and there is a fair chance that the US units will be able to hold their positions during the morning. Bound by their tight schedule the leg units of 2 Pzr xx are forced to attack.

In the centre the 26VG regiments 77 and 78 supported by Kunkel Rec. Bn are building up for an all out assault on Hosingen. The roadblock at Hosingen is the first obstacle on the advance towards Drauffelt. A coordinated attack with two regiments should eliminate the roadblock at Hosingen quickly.

After the two assaults at Predawn the southern flank is more or less open all the way to Wiltz. This flank has to be secured before Pz Lehr starts rolling. This means that the Arm Rcn Troop in Wiltz has to move eastward to block the bridges south of  Kautenbach before the 26 VG can establish a bridgehead or the M4 Co in Drauffelt has to be moved out of Drauffelt and placed as a blocking force in Kautenbach. None of the units are activated so a roadblock is earliest established during the afternoon. The bridges at Kautenbach are sure to fall into German hands this morning but a counterattack or a blocking force in Kautenbach should have priority and could be established during the afternoon.
Both players

Weather Determination Phase

The weather is overcast and the ground conditions are normal.
Air Point Allocation Phase
No AP in this scenario.
German Transport Phase

The German TP is already assigned to the 5th Armee (the only Armee in this scenario)

Surrender Phase

Not in effect yet (starts on Dec 18 AM)

Mutual Player Turn – US

US Construction Phase

US may not attempt to destroy bridges until Dec 17 PM

No units are active and thus no fieldwork construction is possible.

US Mode Determination

No active US units

US Resting Phase

No active US units

US Movement Phase
No active US units

Opponent Player Exploitation Phase

No German units in Exploitation Mode

US Combat Phase

Attack Designation Segment

No active US units

US Barrage Segment

· 687FA performs an unobserved barrage (no units with LOS) on 39/26VG in Merscheid-Les-Putscheid (4220). The barrage was close (modified dr=4, BF=3), but had no effect. See Dec 16 AM Barrage no. 1 for further details.
· 109/28 Div performs an unobserved barrage on 77/26VG in Rodershausen (4314). The barrage had no effect. See Dec 16 AM Barrage no. 2 for further details.

No ammo depletion dr on Dec 16 AM.

GE Barrage Segment

No barrages.

US Combat Segment

No active units

Own Player Exploitation Phase

No US units in Exploitation Mode.

US Administrative Phase

No supply check, no Ammo Replenishment, no replacements and no re-assigning of formations.

German Construction Phase

· The bridge constructions at Gemund (4517) and Dasburg (4413) are initiated. Hopefully they are both finished in the afternoon (On Dec 16 PM: One dr each bridge. Dr < 4 and the bridge are finished).

· No German fieldworks are built.

GE Mode Determination

No artillery, except those in MR-mode are allowed to move before Dec 17 AM so it is not necessary for any of the artillery units to change from In Battery to Out of Battery.
· II/14 5th FsJ Bn are Motorized by the one available German TP. Two more TP’s are available from the Dec 17 AM turn, but just for moving artillery. From Dec 20 AM and on the three TP’s are free to be used as desired by the German player. The II/14 5th FsJ Bn will use their assigned transports to move to Hoscheid to prevent the 687FA to move to Oberschliner and take up a blocking position there (Artillery are not allowed to voluntarily stop adjacent to enemy unit). After the move was done the Germans discovered that this precaution was not necessary because there where no active US units.
· Holt II Inf Co’s enters PA-mode. They are set up to attack the LtTk Co (2) in Fischbach.
Remaining units stays in Tactical Mode.

GE Resting Phase

No GE units are fatigued or in need of resting.

GE Movement Phase
Tactical Road movement
· II/14 5th FsJ Regt. moves by road movement from 4419 to 4020 (Hoscheid) as planned using 11,5 MP (10,5 Road MP + 1MP for meeting 39/26VG in 4220). This move secures the important trail intersection at Oberschlinder.
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Oberschlinder is secured by the FsJs (picture after movement phase)
Tactical Leg movement

· KG Gutt I/2 breaks down into Co’s, dismounts their vehicles and moves by foot. They will cross the Our and participate in the assaults to secure a crossing at Bielefeld. By breaking down, half their MA is spendt so they are not able to cross the Our before afternoon 

Note that there are no minimum movement rule in WaR II. If a unit is to be moved, the unit must have the required MP to enter the next hex.

· HoltI/304 (Bicycle Bn, moves as Leg) moves from Daleiden (4612) to 4310 (South of Kalborn), ready to wade across the Our in the afternoon (cannot follow the trail to 4309 because that hex is outside the playing area).

· I/78 26VG is ferried across Our by 26 Eng Co (from 4414 to 4315)
· II/78 26VG moves from 4416 to 4315 and joins the I/78 in 4315 (keeping the regiments together means RIB in the upcoming assaults)
· Kunkel Rec is moved to the vantage point south of Hosingen at 4115. The Bn moves from 4416-4317 (+2MP along trail) – 4217 (+2 Rough, +1 forest) – 4116 (+2 Rough, +1 Forest, +3  (+4 adj. to enemy in ET -1 for being in cover for movement purpose). Here the Recce Bn must stop because it is adjacent to ET enemy with >= 2 step of strength in enemy hex. This is a perfect spot for artillery observation.
· 26AT/26VG moves from 4515 to 4415 and prepares to be ferried across the Our in the PM game turn.
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26VG pushing on for Drauffelt

· I/39 uses 11 MP to move from 4220 to 3719 (moves on trail for 2MP each hex +1 Mp for meeting II/14th FsJ. NB there are no MP penalty for moving adjacent to enemy artillery). This secures the Kautenbach crossing which is a major achievement at this early stage.
· II/39 follows the same trail as I/39 but stops in 3819.
· I/14 moves from 4420 - 4320 (+2) – 4220 (+5) – 4119 (+2) – 4020 (+2)
· III/14 follows the same route but stops in 4119.
· Eng Co (48) does the same as III/14
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Germans has secured the Kautenbach bridgehead

· Holt II Inf Co’s moves in PA-movement into 4111. In the predawn turn the stacking restrictions was violated by a mistake so there are only two of the Co’s that are allowed to enter 4111 (Inf Co 16 remains in 4212). This mistake in the predawn turn reduces the GE assault strength with 1/3 but 4:1 in odds should be enough anyway. This was soon to be proven wrong.
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Inf Co’s gets into assault positions

GE Resting Phase
No German units fatigued or in need of resting.

Opponent Player Exploitation Phase

No US units in Exploitation Mode

GE Combat Phase

Attack Designation Segment

· Holt II Inf Co’s are attack designated because they are situated in a Mandatory Attack position (which means they have left cover due to PA-mode and adjacent to M5Lt Co in Fischbach)

· No other GE units are in Mandatory Attack positions. Kunkel Rec. in 4116 is in Cover for combat purpose and not forced to attack. The II/39 in 3819 is adjacent to 687FA/VIII but in Cover for mandatory combat purpose 

· No GE units are ordered to perform Discretionary attacks.

Q: Is Fort, Woods, Forest, Town and City Cover for mandatory Combat or is it only Entrenchment and Fort that is Cover for mandatory combat purpose).
This means that there will only be performed one assault in the Combat Segment, if this assault isn’t called off because of artillery barrages or placement of a Possible Retreat Marker.

Below is a table showing Covering Terrain for different purposes in the game.
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-All terrain Cover during Night turns

-Att designated units has left Cover, are in Open Ground

-Attack designated units always spot units in adjacent hex

-Rough at 3 hexes is always considered Covering Terrain [8.2.2]
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Night is 

NOT Cover
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Covering Terrain Table

US Barrage Segment

· 109/28 Div is called on to put a barrage on assaulting units in 4111 (Holt II Inf Co’s). See Dec 16 AM Barrage no. 3 for futher details.

· 687FA is only allowed to barrage II/39 because it is in an adjacent hex. The II/39 is also in Cover for Observation purpose and a -4 drm is applied (I’m not sure but I hop this is an correct understanding of the rules). The barrage yields no effect. See Dec 16 AM Barrage no. 4 for further details.

There is still no ammo depletion dr on Dec 16 AM.

GE Barrage Segment

· Gutt II/74 will barrage M5 LtTk Co in Fischbach with Holt II Inf Co as observer. Because the observing unit is a breakdown company the limit is one artillery Bn from any “related” formation. The PA mode is a no help for the breakdown company’s observer limit. The barrage has no effect on the M5 LtTk Co. See Dec 16 AM Barrage no. 1 on page 2 for further details. 

Odds for successful barrages are very low and the GE player does not perform further barrages this AM turn.
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 Special Rules-Barrage Segm.

PA (12.1.6a) (not Breakdwn units)

ET (Also Breakdwn units) [12.1.6c]

Fort(Also Breakdwn units) [12.1.6c]

US

GE

Unlimited Unlimited Unlimited

Improved Position

(also Breakdown units)

(12.1.6c)

US

GE

Other mode (12.1.6b)

Air (only US) (12.1.6f)

US

GE

US 

GE

Breakdown (12.1.6e)

(unless IP/ET/Fort)

US 

GE

No friendly unit has LOS to hex 

(12.1.6g)

Same 

formation

Parent 

formation

1 other 

formation

Air: GE in Clear/Rough, on road within 5 hexes with units division as 'same 

formation' (12.1.6f)

+1 artillery unit if Obs. in Vantage point. 

(Does not apply to stat move, unobserved, breakdn or air) (12.1.6d)

Unlimited 3 -x-

Unlimited 2 -x-

Unlimited 1 -x-

1/2 1/0 -x-

1 -x- -x-

1

1

 
Observer Limit Table
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BLOCKING TERRAINTERRAIN IN LOS RESULT

Town, City City, Vantage Point Blocked

Vantage Point Vantage Point Blocked

Any other terrain Woods, Forest, Vantage 

Point, City

Blocked

LOS running along hexside in parallell fashion is only blocked 

if both hexes of that hexside contains blocking terrain  (8.1.1 

2nd sentence)

Vantage point

Clear/

Par. Overcast

Overcast Night

City, Town, Village, 

Location

Woods, Forest, 

Rough etc.

3

2

1

2 1

2 1

1 1

    Weather

Hex  Night

-LOS throug/or into one or more Rough, range reduced by 1 

[8.2.2]. Do not count Obs. hex for this.

-Nebelw./Rocket that fires can be observed from one hex 

further than units usual observation range  (cover terrain 

has no effect). Max range still 3. (8.3.2)

1) Draw imaginary line between center of 

Observation hex and target hex (8.1.0)

2) Check range (include target hex not 

observer hex). (See Observation Range box 

on right) (8.2.0)

3) Check for Blocking terrain between Observer 

hex and Target hex (none included) (8.1.1) 

(See Observation Range box)

4) If Observer within range of target and no 

blocking terrain the barrage is observed 

(observer has LOS to target) for artillery 

limitation purpose

Unobserved Barrage Definitions

a) No friendly units with LOS to target hex (1 

arty limit and -4 drm)

b) Friendly unit with LOS to target hex but units 

in target hex is in cover for observation 

purpose (Normal Arty Limit and -4 drm)

c) Friendly unit has LOS to target hex and units 

in target hex is NOT in cover for observation 

purpose (No penalties and result only 

applies to Observed units)

d) Attack design. units always spot units in 

adjacent hex


Check Line of Sight Table



GE Combat Segment

· No possible retreats or withdrawals are performed so the planned assault takes place as planned.

· Two of Holt II Inf Co’s are going to assault M5 LtTk Co in Fischbach. The attack was a disaster for the Germans. They got a *1(1) result. The PR-check was passed with success, but one of the Inf Co’s (Inf Co 5) was eliminated and the other had to retreat to minimize casualties. The M5 LtTk (2) holds its position in Fischbach and is activated because of the attack. See Dec 16 AM GA resolution, assault no. 1 for further details.

This picture shows the three Holt II Inf Co’s before the PA-movement into 4111 initiating the unfortunate attack in Fischbach. From this picture the stacking violation is obvious, three units in constricted terrain is not allowed (that is if I have understood the stacking rules correctly).

[image: image9.jpg]



Before the attack

After the battle. Inf Co (5) is eliminated and Inf Co (21) is retreated into 4211. Hopefully the newly detached Inf Co’s from KG Gutt I/2  might come to help, even though they where initially assigned for the attack on Heinerscheid.
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After the retreat and elimination of Inf Co (5)

Own Player Exploitation Phase

No GE units in Exploitation Mode.

GE Administrative Phase

No supply check, no Ammo Replenishment, no replacements and no re-assigning of formations.

This concludes the action on Dec 16 AM, artillery barrage reports and GA reports follows on the next pages.

Situation after Dec 16 AM
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2 Active Player

3

4

5 [11.3.1]

Rule Att. Def. Att. Def. Att. Def. Att. Def. Att. Def. Att. Def.

6 No No

7 Initial strength 4 1

8 4 1

9 [11.2.2]

10 Lead unit Id for PR-rating [10.2.0/10.3.2] Att:

11 (This att/def unit looses first step if no Armor/AT)  Def:

12 5 7

13 0 -10

14 Number of qualified units 0 0

15 0 0

16 Number of qualified units 0 0

17 0 0

18 Unit used armor in GA                                     Att:

19 (This att/def unit must take first step loss) Def:

20 0 2

21 0 -

22 0 -1

23 0 1

24 0 10

25 0 10

26 Final Armor/AT Bonus (Att. Max 40/Def. Max 10)

27 Att./Def. Total DRM = (13+15+17+26) 0 -20

28

29 Def. in West Wall hex 3L -

30 Def. In ET [16.1.2] (Not if overrun) 2L -

31 Def. IP [16.1.2] (Not if overrun) 1L -

32 Def. In Vantage Point 1L 1L

33 Night attack 1L -

34 Att. In Exploit. Mode (Overrun) 1L -

35 Attack on Soft Ground 1L -

36 Attack across bridge hexside (max 1 unit) 1L -

37 Attacker in PA-mode 1R 1R

38 Engineer vs IP/ET/Populated [10.7.0] 1(2)R -

39 Attacker eligible for MR-Bonus 1R -

40 Defender in Strat. Mode 2R -

41 Defender in Exploit Mode 1R -

42 Defender in Combat Reserve Mode 1R -

43 DEC 16 GE (Exc. US 4th Inf) [Scen. Special Rule] 1R 1R

44 Artillery Shifts 1X - -

45 Opponent overstacked 1X - -

46 All opponent units are OOS 1X - -

47 Opponent Div HQ moved > 6 MP 1X - -

48 Active Leader (Leader influence table) 1X - -

49 Army/Corps Leader (Leader influence table) 1X - -

50 Net Shifts (att. shift cancel def. shift or vice versa)

51 Die Roll (Att and Def double = RANDOM EVENT) 29 12

52 Modified Die Roll (42+20) or (42-20) 9 -12

53 GAT Result *1(1) 1

54 Proficiency Check dr 0 -

55 Proficiency Check Result (Fail/OK) OK -

56 GAT Result after PR Check 1(1) 1

Defending hex Id

Map location (Name of City, Town, Village, Location)

Defending terrain [11.3.1] (if multi-terrain, favour defender)

Terrain

AAR



Initial armor

Initial AT

Terrain modifiers (Never < 50% due to only terrain or IP/ET) 

Final Armor/AT



Armor/AT Bonus (Armor/AT = diff. X 10) 

(Final DRM = 27A+27D) (Max +/- 45) -20
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Adjustment for Min/Max rules (Night/Forest etc)

Both players: CR = each  qual. unit x 5

Both players: RIB = each qual. unit beyond the first x 5
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Observer limit (12.1.6)  Special Rules-Barrage Segm.
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Air: GE in Clear/Rough, on road within 5 hexes with units division as 'same formation' (12.1.6f)


+1 artillery unit if Obs. in Vantage point. 
(Does not apply to stat move, unobserved, breakdn or air) (12.1.6d)


Unlimited


3


-x-


Unlimited


2


-x-


Unlimited


1


-x-


1/2


1/0


-x-


1


-x-


-x-


1


1



_1211107521.vsd
T
e
r
r
a
i
n


Westwall (-6)


T
a
r
g
e
t
s


Impr. position or City (-3)


Location (-1)


Town or Village (-2)


Entrenchment (-4)


He
x


Two or less Co eq in hex (-1)


>= 4 Co eq in hex (+1)


-1


-1


All targets pure armor (-2)


All targets active not att des. (-1)


All target units in Strat. M. (+4)


US using Pozit fuse ammo (+2)


Mix pure arm and other (-1)


-1


Target


-2


Barrage
1


Planning Fire Missions – Dec 16 AM (p.2)


Game Turn Guide
Version 1.0


O
b
s
e
r
v


Unobserved target (-4)


Dec 16 predawn/AM (-1)


Night turn (-1)


Obs. in VP (+1) Not if target on VP


Chain of Cmd


Army


Corps


Div/Form.


Limit


Inf Co (5)


-


LXVII


2 Pz


Observ.


Formation


Parent


Other


1


Die Roll Modifiers


Hex Id


4011


Location


Fischbach


BARRAGE  RESULT


No effect


-5


TOTAL DRM


Date


Dec 16 AM


Arty Id


Avail


Used


Remain


Barrage factors


GuttII/74		3		3		0


Volley result
No Effect


Drm
-5


Dr
5


mod dr
1


Vo
l
l
e
y

1


2 Bn and one other in hex (+2)


Obs VP


No


BF
3


Arty Id


Avail


Used


Remain


Barrage factors


Volley result


drm


dr


mod dr


Vo
l
l
e
y

2


BF


Arty Id


Avail


Used


Remain


Barrage factors


Volley result


drm


dr


mod dr


Vo
l
l
e
y

3


BF


AMMO DEPL. DR:


Comment: GE BARRAGE on DEC 16 AM (GE GT)


-


Depleted:


None



_1211611564.vsd
1) Draw imaginary line between center of Observation hex and target hex (8.1.0)

2) Check range (include target hex not observer hex). (See Observation Range box on right) (8.2.0)

3) Check for Blocking terrain between Observer hex and Target hex (none included) (8.1.1) (See Observation Range box)

4) If Observer within range of target and no blocking terrain the barrage is observed (observer has LOS to target) for artillery limitation purpose

Unobserved Barrage Definitions
a) No friendly units with LOS to target hex (1 arty limit and -4 drm)
b) Friendly unit with LOS to target hex but units in target hex is in cover for observation purpose (Normal Arty Limit and -4 drm)
c) Friendly unit has LOS to target hex and units in target hex is NOT in cover for observation purpose (No penalties and result only applies to Observed units)
d) Attack design. units always spot units in adjacent hex


Check Line Of Sight (LOS)


Vantage point
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Par. Overcast


Overcast


Night


City, Town, Village, Location


Woods, Forest, Rough etc.


3
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2
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2


1


1


1


	    Weather
Hex	    	 Night


- LOS throug/or into one or more Rough, range reduced by 1 [8.2.2]. Do not count Obs. hex for this.
- Nebelw./Rocket that fires can be observed from one hex further than units usual observation range (cover terrain has no effect). Max range still 3. (8.3.2)


BLOCKING TERRAIN


Observation Range


TERRAIN IN LOS


RESULT


Town, City


City, Vantage Point


Blocked


Vantage Point


Vantage Point


Blocked


Any other terrain


Woods, Forest, Vantage Point, City


Blocked


LOS running along hexside in parallell fashion is only blocked if both hexes of that hexside contains blocking terrain (8.1.1 2nd sentence)
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GA-resolution

														1				2				3				4				5				6

						1				Turn (Date and AM/PM/Night/Ext. N)				Dec 16 AM

						2				Active Player				German

		AAR				3				Defending hex Id				4011

						4				Map location (Name of City, Town, Village, Location)				Fischbach

		Terrain				5		[11.3.1]		Defending terrain [11.3.1] (if multi-terrain, favour defender)				Rough/Location

								Rule						Att.		Def.		Att.		Def.		Att.		Def.		Att.		Def.		Att.		Def.		Att.		Def.

		Assault value		Strength		6				Armor standoff [10.5.4] (Strength x 0,5, no Armor Bonus)				No		No

						7				Initial strength				4		1

						8				Adjusted strength (Due to terrain, hexsides and unit status)				4		1

						9		[11.2.2]		Initial assault value [11.2.2] (Odds)				4:1

		Die Roll Modifiers		PR Bonus		10				Lead unit Id for PR-rating [10.2.0/10.3.2]		Att:		Inf Co (5)

						11				(This att/def unit looses first step if no Armor/AT)		Def:		M5LtTk Co (2)

						12				PR from lead unit (+2 if def. In Fort, Max 9)				5		7

						13				Player with superiority: PR = Diff. x 5				0		-10

				CRB		14				Number of qualified units				0		0

						15				Both players: CR = each  qual. unit x 5				0		0

				RIB		16				Number of qualified units				0		0

						17				Both players: RIB = each qual. unit beyond the first x 5				0		0

				Armor/AT Bonus		18				Unit used armor in GA		Att:		Inf Co (5)

						19				(This att/def unit must take first step loss)		Def:		M5 LtTk (2)

						20				Initial armor				0		2

						21				Initial AT				0		-

						22				Terrain modifiers (Never < 50% due to only terrain or IP/ET)				0		-1

						23				Final Armor/AT				0		1

						24				Armor/AT Bonus (Armor/AT = diff. X 10)				0		10

						25				Adjustment for Min/Max rules (Night/Forest etc)				0		10

						26				Final Armor/AT Bonus (Att. Max 40/Def. Max 10)				-10

						27				Att./Def. Total DRM = (13+15+17+26)				0		-20

						28				(Final DRM = 27A+27D) (Max +/- 45)				-20

		Combat shifts		Defender		29				Def. in West Wall hex		3L				-

						30				Def. In ET [16.1.2] (Not if overrun)		2L				-

						31				Def. IP [16.1.2] (Not if overrun)		1L				-

						32				Def. In Vantage Point		1L				1L

						33				Night attack		1L				-

						34				Att. In Exploit. Mode (Overrun)		1L				-

						35				Attack on Soft Ground		1L				-

						36				Attack across bridge hexside (max 1 unit)		1L				-

				Attacker		37				Attacker in PA-mode		1R		1R

						38				Engineer vs IP/ET/Populated [10.7.0]		1(2)R		-

						39				Attacker eligible for MR-Bonus		1R		-

						40				Defender in Strat. Mode		2R		-

						41				Defender in Exploit Mode		1R		-

						42				Defender in Combat Reserve Mode		1R		-

						43				DEC 16 GE (Exc. US 4th Inf) [Scen. Special Rule]		1R		1R

				Both		44				Artillery Shifts		1X		-		-

						45				Opponent overstacked		1X		-		-

						46				All opponent units are OOS		1X		-		-

						47				Opponent Div HQ moved > 6 MP		1X		-		-

						48				Active Leader (Leader influence table)		1X		-		-

						49				Army/Corps Leader (Leader influence table)		1X		-		-

						50				Net Shifts (att. shift cancel def. shift or vice versa)				1R

		Assault result		Die roll		51				Die Roll (Att and Def double = RANDOM EVENT)				29		12

						52				Modified Die Roll (42+20) or (42-20)				9		-12

						53				GAT Result				*1(1)		1

				PR		54				Proficiency Check dr				0		-

						55				Proficiency Check Result (Fail/OK)				OK		-

						56				GAT Result after PR Check				1(1)		1



Date and time when the assault took place. This is only for the AAR.

German if German player turn or Allied if Allied player turn

Hex id of defending hex.

If assault take place in a named hex write the name of the location.

Terrain in defender hex. Used on the GAT when resolving the assault.

If attacker or defender chooses armor standoff write Yes or No in the corresponding cell
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 -All terrain Cover during Night turns
- Att designated units has left Cover, are in Open Ground
- Attack designated units always spot units in adjacent hex
- Rough at 3 hexes is always considered Covering Terrain [8.2.2]
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