Dec 17 AM
Overview

Marnach was overrun during the night and the 2Pz xx puts pressure on Clervaux. The roadblocks in Fischbach and Heinerscheid is still holding, but a tactical US retreat across Clerf to strengthen the line should be considered. If Clervaux falls in the early hours the 2Pz are on schedule and will reach the primary road between Bastogne and St- Vith before nightfall, which is a primary German objective for Dec 17. If a German breakthrough is achieved the positions in Fischbach and Heinerscheid will end up isolated and maybe the units surrenders.

A breakthrough by the VG in the center are imminent. The forward elements are fatigued at the moment but will most certainly be backed up by fresh troops in the morning. A US counterattack should be launched to drive the Germans back out of Drauffelt and across the Clerf. Holsthum are still holding but are isolated and not able to activate until Dec 17 PM.

The situation at Kautenbach are critical for the US. US have no units east of the Clerf and the 26VG and 5th FsJ are re-organizing before launching assaults on Kautenbach and Wiltz. Pz Lehr will start moving this turn and reach the frontline ready to participate in the PM turn. PzLehr are released from Maneuver Reserve this turn and qualifies for MR-bonus and Extended Night Activity without getting fatigued. 

On the bright side for the US are the activation of Army/Corps Engineers in Bastogne and Wiltz. Their main task at the moment is to setup strongholds (fieldworks) in key positions. CCR/9A xx also arrives in the morning and their arrival will be a major contribution for the US defenses.

This is the situation and the German plan for Dec 17 (illustrated by the arrows) before the US Dec 17 AM GT.
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a) Clervaux
b) Drauffelt
c) Kautenbach
d) 5th FsJ
Both players
From this GT on the German player has two TP dedicated to moving artillery. Artillery are first eligible for movement on this GT. Leaders are also able to be activated and use their influence on the troops this turn. To use their influence the Army/Corps Leaders has to be stacked with a subordinate HQ and the Divisional leaders must be close to their subordinate units. This gives some new and interesting challenges when planning moves and assaults.
Weather Determination Phase

The weather is “partiall overcast” and the ground conditions are normal. Better weather means better LOS. The only effect of the weather change is improved working conditions for observers and inspecting enemy stacks. See Line of Sight Table below.
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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


Line of Sight Table
Air Point Allocation Phase
In an Overcast GT there are assigned no Air Points, in a Partial Overcast GT half of the available AP’s are available. As mentioned before there are no AP in this scenario so the weather change has no effect on available AP.
German Transport Phase

The German TP’s are already assigned to the 5th Armee (only Armee in this scenario).
Leader Activation Phase
The following US units are active/activated this GT

· Inf Co (30) in Consthum are Entrenched and still not activated.
· Inf Co (23) is in IP situated in Munschausen and still not activated.

This GT all units with valid supply line of any length are activated except those units in fieldworks.

US has no leaders in the area. German player tries to activate all of his leaders.

· Manteuffel (5th Pz Armee)
- Initiative Rating = 9, dr 7, = activated

· vLuettwitz (XLVII Korps) 
- Initiative Rating = 7, dr 4, = activated

· vLauchert (2nd Pz xx) 
- Initiative Rating = 8, dr 7, = activated

· Kokott (26 VG) 
- Initiative Rating = 7, dr 2, = activated

All German leaders are activated. The leader counters are flipped to their active side and remains that way until Dec 18 AM.

Surrender Phase

Not in effect yet (starts on Dec 18 AM)

Mutual Player Turn – US Player
US Construction Phase

· 44 Eng Bn in Wiltz initiates construction of IP in Wiltz that is finished in the Movement Phase of this GT if 44 Eng Bn stays in Wiltz.
US Mode Determination

There are 5 tasks that has to be accomplished this morning.

Strengthen defenses in the northern sector.

The M4 Co () in Fischbach will be pulled back across the Clerf. The roadblock in Heinerscheid is still intact and is enough to block the flanking approach for another GT. In case Heinerscheid is overrun a force is sent to Binsfeld as a fall-back position for retreating units from Heinerscheid and a secondary defensive line.

Counterattack at Drauffelt.

The VG at Drauffelt must be thrown back across the river before it is backed up by fresh troops.

Hold Wiltz and Kautenbach.

Kautenbach is the same case as Drauffelt and has to be held for as long as possible. Kautenbachshould be strengthened but in lack of units that might not be possible.

Get 28th Inf HQ in safety at Bastogne.

28th Inf HQ will start moving slowly (max 6 hexes each GT) towards Bastogne.

Move Army/Corps Engineers into key positions and build fieldworks.

The question here is wether the Eng Bn’s should be broken down to cover more construction sites simultaneously or be kept as Bn’s with faster construction time. This depends on the number of critical spots. The US player decides that time is the important factor and drops the breakdown process and order the engineers to move out.

Basically the US Army/Corps Eng. are moved as Leg units (symbol on counter is Leg), but US Eng. has the oportunity to choose whether to move as Leg or Motorized units. This choice has to be taken during the “unit mechanization process” in the Mode Determination Phase and the motorized units must be marked with a Motor marker. I use the play adis below when figuting out how to mechanize units and which method to use.

This info-box explains the various mechanization methods:
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1) Select wich unit to Mechanize

2) Determine class and "Mechanization method" (See Special Unit abilities and allowances table )

2.a) See "Class"-column to decide unit class (Mech or Leg)

2.b) See "How to Mech"-column to decide wich Mechanization Method to use

3) Perform the Mechanization process with proper Mechanization Method

3.a) Mech Unit is a Mech Class unit (no need for Mechanization)

3.a) TP See Mechanize by using Truck Points box

3.b) Choose Choose move type (Leg or Mech) and follow move restrictions of chosen type.

3.c) US AT/Eng. See Mechanize by US AT and US Engineer units

3.d) Intr. See Mechanize by Intrinsic US Div Movement [5.6.4]

4) Become Mech again by reconstitution with Parent unit [5.7.1]

4.a) Reconstitute with parent unit (See Breakdown/Build up box -Reform)

or

4.b) Trace path, not adjacent to enemy units, back to parent unit or Div HQ (max 12 Mech MP) and  if 

path established replace Leg Breakdown unit with Mechanized Breakdown unit



The table below shows which method to use to motorize/mechanize depending on unit type.
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Horse OOB [5.8.3]

Self Propelled OOB

Self Propelled IB {A}

Motorized OOB

German Hvy Army Arty [5.8.4]

GE Corps/Army [5.8.4]

US 155 mm [5.8.2]

US 105 mm [5.8.2]

GE Nebelw. 150 mm [5.8.1a]

(SP if mechanized by TP {J})
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Y
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Y

N

N
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Y

N

Y

N

Y
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Enter 
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Mode

Retreat 

length

{G}

- 3

1 0

3 3

3 1

3 3

Class

Class

Class

Class

Class

HQ

German H Bridge Col. [5.7.5]

US Leg Engineer [5.7.3]

US AT [5.7.3]

GE Leg AT {C} Towed (H) -

Mech -

Mech -

Towed (M) Leg

Mech Leg

9 6

9 -

12 -

12 12

12 12

Choose {H}

Mech

Mech

US AT/Eng

US AT/Eng

-

-

-

-

-

Leg N

N

Y

Y

Y
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-
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Leg
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Mech {F}{K}

Leg  {I}
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Y

N

Y

Y
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Mech Leg OOB IB US GE

- N - 0 - Leg

Class

(Type for 

movement)

Mech Leg

GE Leg units 

US Leg units

- Leg

- Leg

- 12

- 12

Intr./TP
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-

-

N

N

Leg

Leg

Leg Y

Leg Y

Towed (H) -

How 

to 
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Unit Type

Horse IB [5.8.3]

SPECIAL UNIT ABILITIES AND ALLOWANCES TABLE

Towed 

H

Towed 

M

SP

-

Leader

Mech - - 12 Mech - Y Mech ?? Y

-

GE Bicycle Unit

- Leg - 12 TP - N Leg Leg Y

Bicycle

Leg

Notes

A) Use Road movement when IB, still considered Leg 

for stacking purpose when using Road movement 

while IB [5.8.1]

B) Move one hex when IB. This is the only Towed 

Artillery that can move while IB [5.8.2]

C) May cross Stream without bridge. Start adj. and use 

entire MA 

D) If not Horsedrawn only moved by using TP [5.8.4] 

E) Treated as Mechanized for movement and stacking 

purpose as long as using road movement  (only 

during movement). Considered Leg after movement 

is finished (except Strat Move units)..

F) Ignored for stacking purpose after deploy  [5.7.5]

G)German IB Towed Artillery are eliminated if forced to 

retreat. Artillery must retreat if possible before taking 

discretionary hits as step losses. [11.4.5/11.7.4a]

H) Choose how to Mech. by choosing move type (Leg or 

Mech) and follow move restrictions for chosen type. 

I) Must be static to be treated as Leg for Stacking 

purpose. Unit is static if it is not moving itself.

J) Considered SP when assigned TP. Halv FP when 

OOB and Mechanized by Army level TP [5.8.1a]

K) Static Mechanized Engineers stacked with a deployed 

heavy bridge [7.2.0]

Voluntary 

stop move 

adjacent 

to enemy


When proper method is chosen, follow the process as described in one of the “process-boxes” below:


[image: image5.emf]Mechanize by using Truck Points [5.7.3]

1) Check Army Track for available TP for Mechanization (allocated during Transport Phase)

2) Determine if chosen unit is eligible for mechanization by the use of TP

US: Leg Infantry units

GE: Army/Corps artillery, Leg AT, Leg Infantry

3) Determine TP-cost to mechanize unit

One Artillery unit 0,5 TP

One Leg unit  1 TP

4) Place Motor-marker on unit

5) Adjust TP marker on Army Track according to TP's used
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1) Choose 3 leg units from any US division

1.a) Place Motor-marker on chosen unit when it is Mechanized

-Must follow all Mechanized movement and stacking restrictions  during movement

-Never move adjacent to enemy units (Ref. Movement  tables)

2) Unit is considered a Leg unit (stacking and movement purpose) when movement is finished, even for 

other units moving in same phase, including those employing Road ovement

3)Remove Motor-marker when movement is finished



[image: image7.emf]Mechanize US AT and US Engineer units [5.7.3]

1) Choose to use either Mech or Leg movement for unit

1.a) Place Motor-marker on chosen unit when it is Mechanized

-Must follow all Mechanized movement and stacking restrictions  during movement

2) Unit is considered a Leg unit (stacking and movement purpose) when movement is finished, even for 

other units moving in same phase, including those employing Road ovement (except Strat Move units)


US Resting Phase

This info-box explains the various mechanization methods:

No Fatigued or resting US units.

US Movement Phase
Construction

· The IP in Wiltz are finished.

Tactical road movement

· CCR/9A (one of the xx-xx-xx units) moves from 3609 to Kinscheid (3514) following the primary road to 3212 and the trail to Kinoscheid for 10,5 MP.

· CCR/9A (the other xx-xx-xx unit) moves from 3609 to Binsfeld. Due to traffic congestion it has to move Boxhorn, down to the Clerf and up to Binsfeld for 9,5 MP.

· CCR/9A (10-8-4) moves to Allerborn (4,5 MP) as a tactical reserve awaiting further orders.

· Eng Co (17) moves from Troisverges (3707) to Clervaux (3613) for 6MP. The Engineers will mainly contribute to the AT-capability in the defense of Clervaux.

· 73/105 FA in Troisverges moves to Troine (5MP). The position at Troine is not perfect, because it lacks exit-roads towards Bastogne, but Troine is in range of most of the area where the action is going to take place.

· M4 Co (27) in Fischbach retreats across the Clerf on the trail bridge north of Clervaux into relative safety (possible bridge collapse) of 2Pz xx medium tanks. M4 Co (27) has to move through Grindhausen and Urspelt over the trail bridge into 3812 for 4,5 MP.

· M18 Co (5) moves from 3708 to Buret (3009). This is a road intersection where 2 Pz xx surely will pass through so a roadblock has to be established here.

· 28 Inf HQ in Wiltz (3318) moves to 3114 for 5 MP. 28 Inf HQ should be positioned in Bastogne before the Supply Determination kicks in (Dec 18 AM).

· 35/VIII Eng. moves to Deranbach (10.5 MP) following the primary road to Magaret using the trail to Oberwampach (2914) to 3015 – 3114 – 3115 (Deranbach). No MP penalty for moving through 3114 and 28 Inf HQ  because those two units are in chain of command. 28 Inf HQ are considered Leg unit because it is static and the engineers can move on without having to pay +2MP and end movement.

· 158/1A Eng. moves to the vantage point north of Doncols for 8MP.

· 1278/1A Eng. in Ortho moves towards Buret ending in 2410 for 12 MP.
Tactical non-Road movement

· 2/110 in Clervaux dispatches one of its companies and sends it one hex north to xxxx.

Opponent Player Exploitation Phase

No German units in Exploitation Mode

US Combat Phase

Attack Designation Segment

CCR/9A in Kinoscheid are in a legal discretionary attack position and marked as attack designated.
US Barrage Segment

No US barrages.

GE Barrage Segment

No GE barrages. A barrage on Clervaux are planned but the German player awaits his own player turn to get units into PA-mode and able to increase the barrage factor by involving more artillery units.
US Combat Segment

· No US “possible retreats” or withdrawals.

· CCR/9A in Kinoscheid assaults Kunkel Rec. in Drauffelt. Kunkel is fatigued after the extended night activity and this is a good opportunity for the US to strike back. Attacking US units suffered a *1 result and the PR-check was successful. Kunkel suffered a 2 result wich means either a retreat or step losses if the attacker takes his discretionary hit as a step loss. CCR/9A takes the hit as a step loss and Kunkel has to take 2 step losses to hold the bridgehead at Drauffelt. See Dec 17 AM US battle report no. 1 for further details.
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Situation at Drauffelt after the CCR/9A counterattack.
Own Player Exploitation Phase

No US units in Exploitation Mode.

US Administrative Phase

No ammo replenishment, supply check, reorganisations or replacements.

This concludes the US turn of Dec 17 AM. Barrage and battle reports follows on the next pages.
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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 8 6

8 8 2

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 6 8

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 4 -

21 - 0

22 -1 +3

23 3 3

24 0 0

25 0 0

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

27 Att./Def. Total DRM = (13+15+17+26) 0 -10

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 -

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 -

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 -

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) 54 45

52 Modified Die Roll (42+20) or (42-20) 44 35

53 GAT Result *1 2

54 Proficiency Check dr 3 -

55 Proficiency Check Result (Fail/OK) OK -

56 GAT Result after PR Check 1 2

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) -10



Kunkel Rec.

Kunkel Rec.



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

Player with superiority: PR = Diff. x 5

DEC 17 AM

3615

Drauffelt

Forest

CCR/9A

Armor standoff [10.5.4] (Strength x 0,5, no Armor Bonus)

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

Initial assault value [11.2.2] (Odds)

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

CCR/9A



US



4:1



0



6



1 2 3 4



5

0

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



Mutual Player Turn – German player
GE Construction Phase

The bridges at Gemund and Dasburg are deployed and ready for use this turn.
No construction of fieldworks or additional bridges this turn either.
This concludes the US turn of Dec 17 AM. Barrage and battle reports follows on the next pages.
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Horse IB [5.8.3]


SPECIAL UNIT ABILITIES AND ALLOWANCES TABLE
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Notes
A) Use Road movement when IB, still considered Leg for stacking purpose when using Road movement while IB [5.8.1]

B) Move one hex when IB. This is the only Towed Artillery that can move while IB [5.8.2]

C) May cross Stream without bridge. Start adj. and use entire MA 

D) If not Horsedrawn only moved by using TP [5.8.4] 

E) Treated as Mechanized for movement and stacking purpose as long as using road movement (only during movement). Considered Leg after movement is finished (except Strat Move units)..

F) Ignored for stacking purpose after deploy [5.7.5]

G)	German IB Towed Artillery are eliminated if forced to retreat. Artillery must retreat if possible before taking discretionary hits as step losses. [11.4.5/11.7.4a]

H) Choose how to Mech. by choosing move type (Leg or Mech) and follow move restrictions for chosen type. 

I) Must be static to be treated as Leg for Stacking purpose. Unit is static if it is not moving itself.

J) Considered SP when assigned TP. Halv FP when OOB and Mechanized by Army level TP [5.8.1a]

K) Static Mechanized Engineers stacked with a deployed heavy bridge [7.2.0]



Voluntary stop move adjacent to enemy
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Mechanize by using Truck Points [5.7.3]
1) Check Army Track for available TP for Mechanization (allocated during Transport Phase)

2) Determine if chosen unit is eligible for mechanization by the use of TP
	US: Leg Infantry units
	GE: Army/Corps artillery, Leg AT, Leg Infantry	

3) Determine TP-cost to mechanize unit
	One Artillery unit	0,5 TP
	One Leg unit 		1 TP

4) Place Motor-marker on unit

5) Adjust TP marker on Army Track according to TP's used
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Mechanize US AT and US Engineer units [5.7.3]
1) Choose to use either Mech or Leg movement for unit
	1.a) Place Motor-marker on chosen unit when it is Mechanized
		- Must follow all Mechanized movement and stacking restrictions during movement

2) Unit is considered a Leg unit (stacking and movement purpose) when movement is finished, even for other units moving in same phase, including those employing Road ovement (except Strat Move units)
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								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				8		6

						8				Adjusted strength (Due to terrain, hexsides and unit status)				8		2

						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:		CCR/9A

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

						12				PR from lead unit (+2 if def. In Fort, Max 9)				6		8

						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:		CCR/9A

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

						20				Initial armor				4		-

						21				Initial AT				-		0

						22				Terrain modifiers (Never < 50% due to only terrain or IP/ET)				-1		+3

						23				Final Armor/AT				3		3

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

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

						26				Final Armor/AT Bonus (Att. Max 40/Def. Max 10)				0

						27				Att./Def. Total DRM = (13+15+17+26)				0		-10

						28				(Final DRM = 27A+27D) (Max +/- 45)				-10

		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				-

						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		-

						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		-

				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)				0

		Assault result		Die roll		51				Die Roll (Att and Def double = RANDOM EVENT)				54		45

						52				Modified Die Roll (42+20) or (42-20)				44		35

						53				GAT Result				*1		2

				PR		54				Proficiency Check dr				3		-

						55				Proficiency Check Result (Fail/OK)				OK		-

						56				GAT Result after PR Check				1		2



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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Mechanize by Intrinsic US Div Movement [5.6.4]
1) Choose 3 leg units from any US division
	1.a) Place Motor-marker on chosen unit when it is Mechanized
		- Must follow all Mechanized movement and stacking restrictions during movement
		- Never move adjacent to enemy units (Ref. Movement  tables)

2) Unit is considered a Leg unit (stacking and movement purpose) when movement is finished, even for other units moving in same phase, including those employing Road ovement

3)	Remove Motor-marker when movement is finished
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Unit Mechanization

1) Select wich unit to Mechanize 

2) Determine class and "Mechanization method" (See Special Unit abilities and allowances table)
	2.a) See "Class"-column to decide unit class (Mech or Leg)
	2.b) See "How to Mech"-column to decide wich Mechanization Method to use

3) Perform the Mechanization process with proper Mechanization Method
3.a) Mech		Unit is a Mech Class unit (no need for Mechanization)
3.a) TP			See Mechanize by using Truck Points box
3.b) Choose		Choose move type (Leg or Mech) and follow move restrictions of chosen type.
3.c) US AT/Eng.	See Mechanize by US AT and US Engineer units
3.d) Intr.			See Mechanize by Intrinsic US Div Movement [5.6.4]
	
4) Become Mech again by reconstitution with Parent unit [5.7.1]
4.a) Reconstitute with parent unit (See Breakdown/Build up box - Reform)
or
4.b) Trace path, not adjacent to enemy units, back to parent unit or Div HQ (max 12 Mech MP) and  if path established replace Leg Breakdown unit with Mechanized Breakdown unit
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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


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)


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)



