Dec 16 PM
Overview

Before the US Dec 16 PM game turn it is decided to stick with the plans as laid out before the Predawn turn.

In north the assaults on Fischbach has been repulsed. The Germans are preparing for further attacks during the afternoon and night. Leg infantry units of 2Pz are breaking down preparing to cross the Our by foot. The US units in Fischbach and Heinerscheid held their positions through the morning and there is no immediate threat to an outflanking of Clervaux. If possible the US will try to strengthen the roadblocks both in Fischbach and Heinerscheid during the day.

In the central sector the 26VG are pushing slowly forward through the difficult terrain. They aim for Hosingen and the 109FA/28 Inf in 3915. After Hosingen is dealt with the VG are heading for their first day objective at Drauffelt.

Down south the development are ahead of schedule. The Kautenbach bridgehead-objective is achieved and while waiting for the PzLehr to arrive the 29 Inf Regt. will try to take Consthum by eliminating the 687FA/VIII there. For the US it is important to place blocking force  in Kautenbach to prevent the 26 VG to open the trails north of Wiltz towards Bastogne. 

The FsJ will continue their drive towards Sibret. 
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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 (only Armee in this scenario)

Leader Activation Phase
· M5Lt Co in Fischbach is active because of the assault in the morning.

· M4 Co (21) is activated due to Offensive begins – Special rules

Below is the Offensive begins – Special rules for this scenario.


[image: image2.emf]Phase

DEC 16 

Predawn

DEC 16 AM DEC 16 PM DEC 16 Night Dec 17 AM DEC 17 PM DEC 17 Night

Leader 

activation 

Phase

Construction 

Phase

Movement 

Phase

Combat 

Phase

-

Barrage 

Segment

Combat 

Phase

-

GA Segment

Admin Phase -

Tracing 

Supply 

1 US unit

No units in Fieldwork may voluntarily be activated

1 US unit

Assaulted units are automatically activated (barrages does not count)

2/110/28

CCR 9Axx

Pz Lehr may be activated

All German units are active except Pz Lehr (MR mode)

No Bridge constr. 1d10<4=complete Init Bridge constr. Bridge construction do not require dr

May not attempt to destroy bridge

Only PA-move

HQ -Not move

Leg -ignore river

Ldr: Adds no MP

Ldr: Adds no MP

Artillery may not move, except those in MR-Mode [32.1.4] Art has 2 TP to move until DEC 20AM [32.1.4]. From DEC 20AM, 3 TP no restr.

Up to 3 art pr. Brg

Unobs. target (-4)

Amm D Value: 4 Amm D Value: 3 No ammo depl. checks

-1 drm on all barrages

No ammo depl. checks Ammo Depl V: 4 Ammo Depl V: 7

1L shift all GA (exc: US 4 inf)

Rcn take Mndt Step 

Rcn take Mndt Step

Fully supplied (after DEC 17 Night start tracing supply

All Mech divisions have Normal Fuel-status until start of DEC 20 AM

Fully supplied (after DEC 17 Night start tracing supply)

FW: 2 arty/1 arty 

Supply

Supply

Use Bridge Bottleneck markers until end of DEC 19 Night (See Bridge bottleneck box)

May use TP to mechanize activated Leg units

All US units are activated No units may be activ. (exc. Assaulted units)

US Army/Corps -Arty and Eng units may be activated [32.1.3] Army/Corps FA/Eng. may not be activated

Units with valid supply path of any length are active , exc. units in Fieldworks


Offensive begins – special rules

Surrender Phase

Not in effect yet (starts on Dec 18 AM)

Mutual Player Turn – US player
US Construction Phase

US may not attempt to destroy bridges until Dec 17 PM

No active units will construct fieldworks at this point. The M5LtCo (2) in Fischbach are in desperate need of an Improved Position before the “big cats” of 2 Pz arrives but because of its size (breakdown unit) it is not allowed to construct anything. See the Fieldwork Construction Time Table below.
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b) Single Co Engineer or one 

Step of Engineer unit

Next Constr. Phase

(remain in hex)

c) >= 2 Step of Engineer unit

Move Ph in same GT

(remain in hex)

Move Ph in same GT

(remain in hex)

Next Constr. Phase

(remain in hex)

Constructing unit

Improve Position (IP)

Finished

Entrenchment (ET)

Finished

a) Any Combat unit > singl Co

(Single Co not allowed)

NA

Next Constr. Phase

(remain in hex)
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a) Single Co Engineers or one 

step Engineers (15.1.1a)

2 GT

1 Construction

1 Ace of Spades

Minor River

b) Other Engineers 1 GT1 Construction 2 GT

1 Construction

1 Ace of Spades

Bridge Construction Time

Major river 

[15.1.1c]

4 GT

1 Construction

3 Ace of Spades


Fieldwork Construction Time Table
Bridge Construction Time Table

US Mode Determination

All US units remains in Tactical Mode

US Resting Phase

No Fatigued or resting US units.
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US Movement Phase
· M5LtCo (2) in Fischbach stays in Fischbach with orders to hold their positions at any cost.

· M4 Co (24) in Drauffelt moves to block the immediate threat from 39 Regt/26VG at Kautenbach. It was a very difficult decision to leave the Drauffelt bridge unguarded, but the 26VG had to be stopped before crossing the Clerf. In the Dec 17 AM turn the CCR/9A are released. The US commander hopes to keep the Germans on the eastern side of the Clerf until the blocking positions along the Clerf are reinforced by the CCR/9A and later on by the Corps reserve units. I don’t think the 77 and 78 Regt of the 26 VG are able to cross the Clerf and take up a defensive position at Drauffelt before the bridge is defended by the arriving armor of CCR on the Dec 17 AM turn. It will be tight and it will all depend on the defenders of Hosingen and Buckhoz-Les-Hosingen.
Opponent Player Exploitation Phase

No German units in Exploitation Mode

US Combat Phase

Attack Designation Segment

No US units in Mandatory Combat positions and no US units wants to voluntarily engage in battle.

US Barrage Segment

· 687FA/VIII barrages adjacent unit II/39 Bn. See Dec 16 PM Barrage Report no. 1 for further details. Actually this was the first barrage that inflicted a hit. II/39 Bn prefers to retreat one hex and cancel the planned attack rather than taking any casualties. If I understand the retreat rules correct the II/39 must not end up adjacent to the FA (or any other enemy unit) after it’s retreat. Additionally it must retreat towards a friendly supply source. I believe that hex 3820 is the correct hex to retreat into and the II/39 retreats there.

Ammo Depletion Value is 4 on Dec 16 PM and with a depletion dr of 6, two participating artillery units are Ammo Depleted after this barrage. Ony one (687FA) participated so it is ammo depleted, and marked with an Ammo Depletion Marker. Running out of ammo with an inf bn within attacking range is not a enviable situation since the Defence Factor of ammo depleted artillery is 1 which gives very low odds if assaulted. I am convinced that at least one of the Bn’s of the 39 Regt. will assault 687 FA in the upcoming GE Combat Segement. After this experience I will always take the Ammo Depletion Value into the consideration before barraging an adjacent enemy.

Based on the experiences from the ammo depletion of 687 FA the 109FA/28 Inf will not barrage this time. Kunkel Rec. is the only observed target within range. If Kunkel is hit the unit will retreat one hex to absorb the hit and the 109FA risks being Ammo Depleted and assaulted later on when out of Ammo.

GE Barrage Segment

No barrages.

US Combat Segment

No possible retreats or withdrawals.

No Ground Assaults initiated by the US units.

Own Player Exploitation Phase

No US units in Exploitation Mode.

US Administrative Phase

No supply check. US ammo replenishment dr is 5 so the 687FA is still out of ammo and the ammo-situation starts to become critical for the artillery Bn. No replacements in this scenario and no reassignment of units at this time.

German Construction Phase

With some luck the Engineers at Damund and Gemund are finished constructing the heavy bridges this turn (dr < 4 and the bridge would be finished).

Gemund, dr=5
Dasburg dr = 9. 
None of the bridges are finished until the night turn. This means a few hours delay for the Pzr formations. 
GE Mode Determination

Mechanization

· I/14 Bn of 5th Fsj is Mechanized using the one 5th Armee TP and will use the trucks to push forwards towards Sibret.

PA-Mode

· Holt II Inf Co’s are ordered to take another attempt on eliminating the roadblock in Fischbach and enters PA-Mode.

· Holt I/304 are ordered to attack the roadblock at Heinerscheid and enters PA-mode. This attack will be supported by the 2 Pz artillery in 4411.

· 77 Regt. and 78 Regt. of 26 VG enters PA-mode with orders to attack Hosingen. 

· Kunkel Rec. would have been excellent in combat reserve but are not eligible due to the adjacent enemy unit in 4017.

· II/39 Bn enters PA-mode to attack the ammo depleted 687FA in Consthum.

Tactical Mode

Remaining units stays in Tactical Mode.

I’m also planning to release the Pz Lehr from it’s Maneuver Reserve Status in the Exploit phase, but I’m not sure yet.

GE Movement Phase
Tactical Road movement.

· I/14Bn 5th FsJ is Motorized and moves along the trail from 4020 – 3919 (+1,5) – 3920 (+1,5) – 4021 (+1,5) – 3921 (+1,5) – 3821 (+1,5) – 3720 (+1,5) – 3621 (+1,5) – 3520 (+1,5), ending up in Dahl.

Tactical non-Road movement.

· Inf Co (11) move from 4310 to 4212 using all its MA (+6 River +2 Rough +1 Forest +2 Constricted) No MP for moving into hex with unit from same formation.

· Inf Co (25) moves from 4310 to 4211 with the same MP-cost as Inf Co (11)

· Inf Co (4) cannot cross Our due to stacking restrictions in constricted terrain so it remains in 4310 until the night turn.

· II/14 moves from 4020 – 4021 (+2 Rough +1 Forest) – 3921 (+2 Trail) – 3821 (+2 Trail) – 3720 (+2 Trail) – 3621 (+2 Trail)

· III/14 uses the same trail from 4119 to 3720

· 26AT/26VG is ferried across the Our by 26 Eng Co in 4415 an moves into 4416 (+2 “Ferry” +2 Rough +1 Forest) (See River Crossing Table below). 26 AT is moving as Leg and has only 6 MP to spend. He circle in the River Crossing Table shows the MP-cost for 26AT/26VG to be ferried across the Our.
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1) Remember Bridge Collapse (GE M Pzr) and movement restriction for (GE H Pzr) when crossing Minor/Major rivers

2) Remember Bridge Bottleneck Marker when Mech units are crossing bridge in Tactical Mode using Road Move

3) Ignore Stream/River

4) Remember to add MP cost for terrain in entered hex unless unit is using road movement

5) US AT (leg) is US AT units that are chosen to be moved as Leg units .

Stream Minor River

Major River


This is the River Crossing Table

I found it difficult to get full overview of the “river crossing”-rules. That’s why I made the “River Crossing Table”.

· Kunkel Rec. moves from 4116 to 4016. This move makes a retreat from Hosingen more difficult and puts pressure on the Inf Co in Holstum and the 109FA in Bockhoz-Les-Hosingen.

· Eng Co (49) crosses Our from 4417 to 4317

Prepared assault movement

· Holt I/304 moves across Our from 4310 to 4210

· Holt II Inf Co (21) moves from 4211 to 4111

· Holt II Inf Co (16) moves from 4212 to 4111

· 78 Regt./26VG moves from 4315 to 4216

· 77 Regt./26VG: Due to stacking restrictions in constricted terrain only one Bn is allowed to enter 4215. II/77 remains in 4314. The I/77 moves from 4314 to 4215. I was not aware of this restriction during Mode Determination, otherwise I had put one of the 77 Regt. Bn’s in Combat Reserve, but that’s life. The assault on Hosingen is building up.

· II/39 is moved from 3820 to 3919 for the assault on 687FA in Consthum.

GE Resting Phase
No German units fatigued or resting.

Opponent Player Exploitation Phase

No US units in Exploitation Mode

GE Combat Phase

Attack Designation Segment

· Holt I/304 attacks Inf Co (37) in Heinerscheid

· Holt II Inf Co’s (21) and (16) gives the M5LtTk Co in Fischbach another try.

· Inf Regt. 78/26VG and I/77Bn./26VG attacks Hosingen

· II/39 attacks 687FA in Consthum.

This is all according to the plans except that II/77 should also have participated in the assault on Hosingen.

US Barrage Segment

· 687FA/VIII is Ammo Depleted and unable to barrage.

· 109FA/28 Inf. are pressed by the Kunkel Rec. Bn and not able to give any assisting fire to hard pressed defenders in Hosingen. Worried of being Ammo Depleted the 687 FA holds it’s fire preparing for its own defence.

GE Barrage Segment

· Gutt II/74 and Holt III/74 barrages Heinerscheid with Holt I/304 as observer. This barrage had no effect on the defenders of Heinerscheid. See Dec 16 PM Barrage Report no. 2 for further details.

· 766/III/XLVII, III/26VG, II/26VG with II/78/26VG as observer barrages Hosingen. This two artillery Bn. From own formation and one from a parent formation which is within II/78’s observation limits (Observer is in PA and can observe for unlimited artillery from own formation and three from parent formation). The defenders of Hosingen suffered an Artillery Shift (AS). See Dec 16 PM Barrage Report no. 3 for further details.

· IV/26VG, 25/975, 1094/1095 and 1099/1119 barrages Consthum. The barrage had no-effect on the defenders in Consthum. See Dec 16 PM Barrage Report no. 4 for further details.

The following artillery units are ammo depleted.  They are possibly replenished in the Administrative Phase later in the GT.

29/75

1094/1095

1099/1119

II/26VG

III/26VG

GE Combat Segment

No possible retreats or withdrawals.

· II/39 vs 687FA, both suffered 2 discretionary hits. II/39 retreats two hexes. Because attacker retreats the 687FA Bn gets rid of its loss obligations and remains undamaged in Consthum. This was a disappointing result for the II/39. See Dec 16 PM GA Report no. 1 for further details.

· 78 Regt. and I/77 vs. entrenched Eng Co (1) and Inf Co (38) in Hosingen. The defenders are in ET and has an AS from the previous barrage.  The assault had no effect on the attacker but the defenders suffered a *2(2). The PR check was ok so the final result was 2(2). With that result the defenders of Hosingen where eliminated and the attacker free to advance 4 hexes (limited to 2 hexes because the attackers are Leg units). The 78 Regt. advances through Hosingen and into 4015. I/77 Bn stops in Hosingen. See Dec 16 PM GA Report no. 2 for further details.
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After the advance through Hosingen

· Holt II Inf Co (16) and (21) vs. M5LtTk Co in Fischbach. Defender got a PR check, attacker *(1). Another setback. Both made successful PR checks, but the Inf Co (16) is eliminated due to the mandatory step loss. See Dec 16 PM GA Report no. 3 for further details.

· Holt I/304 vs. Inf Co (37) in Heinerscheid. Attacker gets *(1) with a failed PR check. The assault had no effect on the defender. Holt I/403 takes one step loss and retreats to 4211. See Dec 16 PM GA Report no. 4 for further details.

This combat phase was a near disaster for the Germans. Only the battle in Hosingen was successful. The northern flank seems difficult to open up until the bridge at Dasburg is opened and the Panzers supports the battles.

Own Player Exploitation Phase

Because of heavy road congestion the Pz Lehr wait until night before they start rolling.

GE Administrative Phase

No supply check, no replacements.

Reassigning formation:

KG 1 in 2 Pz Division is established with the objective to remove blocking forces in Marnach. The units in KG 1 is:

Coch 3/V

Holt Stg

Gutt/V

KG 1 are supposed to enter Exploitation Mode during the night and cross the bridge at Dasburg as soon as it opens. The KG is established to try to exploit any openings in the US defenses.
Ammo Replenishment:

Depletion value for both US and GE is 4. US artillery has a +1 drm because it is the German GT.

German

29/75
dr=9
Ammo depleted

1094/1095
dr=2
Replenished

1099/1119
dr=3
Replenished

II/26VG
dr=9
Ammo depleted

III/26VG
dr=8
Ammoe depleted

US

687FA
dr=4+1Still ammo depleted

This concludes the action on Dec 16 AM. Fire Mission and Combat reports follows below.

Situation after Dec 16 PM GT [image: image7.jpg]o Y
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Planning Fire Missions – Dec 16 AM (p.1)

Game Turn Guide

Version 1.0
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Die Roll Modifiers
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BARRAGE  RESULT
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Barrage factors
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3
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5 [11.3.1]

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

6 - - - -

- - - -

7 Initial strength 6 4 18 3 4 1 7 2

8 6 1 18 3 4 1 7 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 7 6 7 6 5 7 6 6

13 +5 0 +5 0 0 -10 0 0

14 Number of qualified units 0 0 0 0 0 0 0 0

15 0 0 0 0 0 0 0 0

16 Number of qualified units 0 0 1 0 0 0 0 0

17 0 0 +5 0 0 0 0 0

18 Unit used armor in GA                                     Att:

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

20 - 2

21 0 -

22 0 -1

23 0 1

24 0 -10

25 0 0

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

27 Att./Def. Total DRM = (13+15+17+26) +5 0 +10 0 0 -20 0 0

28

29 Def. in West Wall hex 3L - - - -

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

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

32 Def. In Vantage Point 1L 1L 1L 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 1R 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 - - - -

44 Artillery Shifts 1X - - 1R - - - - -

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) 20 9 83 76 29 30 13 51

52 Modified Die Roll (42+20) or (42-20) 25 14 93 86 9 10 13 51

53 GAT Result *1 2 - *2(2) *(1) * *(1) -

54 Proficiency Check dr 7 - - 1 0 6 8 -

55 Proficiency Check Result (Fail/OK) Fail - - OK OK OK Fail -

56 GAT Result after PR Check 2 2 - 2(2) -1 - 1(1) -

4:1 3:1

Defending hex Id

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

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

Terrain

AAR

0

Initial armor

Initial AT

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

Final Armor/AT

-20

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

(Final DRM = 27A+27D) (Max +/- 45) +5 +10

Inf Co (16)

M5LtTk Co (2)

M5LtTk Co (2)

Inf Co (16)



687FA

I/77

Inf Co (38)



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

Player with superiority: PR = Diff. x 5

Dec 16 PM

3915

Consthum

Forest

II/39

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)



Dec 16 PM

4115

Hosingen

Village/Rough

German German

6:1 6:1

0 1L

Dec 16 PM

4109

Heiderscheid

Rough

2L

Rough

Fischbach

4011



0



Holt I/304



Inf Co (37)



6

German German

1 2 3 4

Dec 16 PM

5



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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RIVER CROSSING TABLE
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1) Remember Bridge Collapse (GE M Pzr) and movement restriction for (GE H Pzr) when crossing Minor/Major rivers
2) Remember Bridge Bottleneck Marker when Mech units are crossing bridge in Tactical Mode using Road Move
3) Ignore Stream/River
4) Remember to add MP cost for terrain in entered hex unless unit is using road movement
5) US AT (leg) is US AT units that are chosen to be moved as Leg units.
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a) Single Co Engineers or one step Engineers (15.1.1a)
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GA-resolution

														1				2				3				4				5				6

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

						2				Active Player				German				German				German				German

		AAR				3				Defending hex Id				3915				4115				4011				4109

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

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

								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)				-		-		-		-		-		-		-		-

						7				Initial strength				6		4		18		3		4		1		7		2

						8				Adjusted strength (Due to terrain, hexsides and unit status)				6		1		18		3		4		1		7		2

						9		[11.2.2]		Initial assault value [11.2.2] (Odds)				6:1				6:1				4:1				3:1

		Die Roll Modifiers		PR Bonus		10				Lead unit Id for PR-rating [10.2.0/10.3.2]		Att:		II/39				I/77				Inf Co (16)				Holt I/304

						11				(This att/def unit looses first step if no Armor/AT)		Def:		687FA				Inf Co (38)				M5LtTk Co (2)				Inf Co (37)

						12				PR from lead unit (+2 if def. In Fort, Max 9)				7		6		7		6		5		7		6		6

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

				CRB		14				Number of qualified units				0		0		0		0		0		0		0		0

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

				RIB		16				Number of qualified units				0		0		1		0		0		0		0		0

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

				Armor/AT Bonus		18				Unit used armor in GA		Att:										M5LtTk Co (2)

						19				(This att/def unit must take first step loss)		Def:										Inf Co (16)

						20				Initial armor												-		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		0

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

						27				Att./Def. Total DRM = (13+15+17+26)				+5		0		+10		0		0		-20		0		0

						28				(Final DRM = 27A+27D) (Max +/- 45)				+5				+10				-20				0

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

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

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

						32				Def. In Vantage Point		1L				1L				1L				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				1R				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		-				-				-				-

				Both		44				Artillery Shifts		1X		-		-		1R		-		-		-		-		-

						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				1L				0				2L

		Assault result		Die roll		51				Die Roll (Att and Def double = RANDOM EVENT)				20		9		83		76		29		30		13		51

						52				Modified Die Roll (42+20) or (42-20)				25		14		93		86		9		10		13		51

						53				GAT Result				*1		2		-		*2(2)		*(1)		*		*(1)		-

				PR		54				Proficiency Check dr				7		-		-		1		0		6		8		-

						55				Proficiency Check Result (Fail/OK)				Fail		-		-		OK		OK		OK		Fail		-

						56				GAT Result after PR Check				2		2		-		2(2)		-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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Phase


DEC 16 Predawn


DEC 16 AM


DEC 16 PM


DEC 16 Night


Dec 17 AM


DEC 17 PM


DEC 17 Night


Leader activation Phase



Construction Phase


Movement Phase


Combat Phase
 - 
Barrage Segment


Combat Phase
- 
GA Segment


Admin Phase - 
Tracing Supply 


1 US unit


No units in Fieldwork may voluntarily be activated


1 US unit


Assaulted units are automatically activated (barrages does not count)


2/110/28


CCR 9Axx


US Army/Corps - Arty and Eng units may be activated [32.1.3]


Units with valid supply path of any length are active, exc. units in Fieldworks


Pz Lehr may be activated


All German units are active except Pz Lehr (MR mode)


No Bridge constr.


1d10<4=complete


Init Bridge constr.


Bridge construction do not require dr


May not attempt to destroy bridge


Only PA-move


HQ - Not move


Leg - ignore river


Ldr: Adds no MP


Ldr: Adds no MP


Artillery may not move, except those in MR-Mode [32.1.4]


Art has 2 TP to move until DEC 20AM [32.1.4]. From DEC 20AM, 3 TP no restr.


Up to 3 art pr. Brg


Unobs. target (-4)


Amm D Value: 4


Amm D Value: 3


No ammo depl. checks


-1 drm on all barrages


No ammo depl. checks


Ammo Depl V: 4


Ammo Depl V: 7


1L shift all GA (exc: US 4 inf)


Rcn take Mndt Step 


Rcn take Mndt Step


Fully supplied (after DEC 17 Night start tracing supply


All Mech divisions have Normal Fuel-status until start of DEC 20 AM


Fully supplied (after DEC 17 Night start tracing supply)


FW: 2 arty/1 arty 


Supply


Supply


Use Bridge Bottleneck markers until end of DEC 19 Night (See Bridge bottleneck box)


May use TP to mechanize activated Leg units


All US units are activated


No units may be activ. (exc. Assaulted units)


Army/Corps FA/Eng. may not be activated



