
Dec 16 Night
Overview

The positions in the northern sector are still holding and there is yet no significant pressure on Clervaux. When the 2Pz xx starts moving they will head straight for Marnach before the they start the main breakout by overrunning Clervaux. Any delays to the 2Pzr breakout is very valuable for the US regarding the long term goals (read: Victory conditions). 
The bridge at Gemund will be finished this night and the panzers will start rolling. The US commander has decided to strengthen the northern roadblocks at the cost of fewer US units in the central and southern sector. This is not an easy decision to make, but incoming reports says that PzLehr is still not on the move and will probably not be able to cross the Clerf until earliest Dec 17 Night. After the crossing at Dec 17 there are still some ground to be covered before Lehr reaches the Bastogne area. The US commander relies on the Corps and Army engineers to build roadblocks strong enough to withhold the panzers until reinforcements arrives. Reinforcemts appear in the area on Dec 18 PM and will not arrive at the frontline before Dec 18 PM/Night depending on any German roadblocks.

The 26VG are pushing hard for the bridge at Drauffelt which might be taken already during the night. If the upcoming battle for Buckhoz-Les-Hosingen is a success the 78 Regt. might have to push further forward during the night and early morning (Extended Night Activity) to secure the Drauffelt bridge. 

The FsJ’s meets no resistance in the south and at Kautenbach there is a stalemate at the moment. I/39 awaits II/39 before a regimental size assault may be launched on the armor-company in Kautenbach. The M4 Co in Kautenbach are ordered to hold the little village (location) and bridges until reliefed, and a retreat is out of the question.

This is the situation before the US Dec 16 Night game turn.
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Situation before the US Dec 16 Night GT

Both players
Regarding gameplay it is important to remember that this is a night gameturn.

Weather Determination Phase

The weather is “night” and the ground conditions are normal.
Air Point Allocation Phase
No AP in this scenario and in addition this is a night turn and in night turns there are never any aircrafts available for either side.

German Transport Phase

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

Leader Activation Phase
The following US units are active/activated this GT

· M4 Co (21) in Kautenbach

· 687 FA in Consthum

· M5LtTk Co in Fischbach

· 2/110 are activated this turn as stated in the Offensiv Begins - Special rules

· M4 Co (27) in Clervaux are activated this turn as stated in the Offensiv 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 construction of fieldworks this turn either.

US Mode Determination

The US forces starts to wake after the surprising assault during the Dec 16. Communications are improving and its time to set up blocking positions inkey positions. Road intersections with Vantage Points combined with good defensive terrain is the key, but the overall goal is to keep the Germans on the east side of the Clerf for as long as possible.

The big decision is wether 2/110 unit should break down into companies to cover more ground or remain intact as a Bn size unit. As far as I can see there is enough units to cover the most important bridges and Fords so it is decided to keep 2/110 intact and send the unit to Clervaux. The CCR/9A are arriving in the morning and will definitively fill the gaps in the defensive line along the Our.

M4 Co (27) in Clervaux will move to Fischbach and the M5LtTk (2) in Fischbach moves to Heinerscheid. Those moves are daring but I think 2/110 will be able to hold Clervaux and it is equally important to keep the northern approach to Clervaux blocked. Additionally it is possible that some stranglers from the inevitable assault on Marnach will retreat into Clervaux and strengthen the defenses.
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There are few reports coming in from the center and not much to be done other than guarding the Kautenbach bridge. It was also considered to move the 687 FA into safety in Alscheid, but I decided that it is important to hold Consthum as a hindrance for the Pz Lehr when they arrive and I am sure they are released any time now.

This is the US plans for the night so all the US units may stay in Tactical Mode.

US Resting Phase

No Fatigued or resting US units.

US Movement Phase
M4 Co (21) remains in Kautenbach to guard the bridge.

Tactical road movement

· M5LtCo (2) in Fischbach moves to Heinerscheid for 6,5 MP (4,5 MP for trail movement and +2 MP for moving adjacent to Inf Co (21) twice both in 3910 and 4011.

· M4 Co (27) in Clervaux moves to Fischbach, following the trail for 6 MP (1,5 MP extra because it had to move up to Grindhausen before it could enter Fischbach.

Tactical non-Road movement

· 2/110/28 Inf Div uses the trail to move from Donnage to Clervaux. Because this is a Leg unit it has to use the trail for its Leg MP-cost which is 2 MP each hex entered regardless of the terrain in the hex. If 2/110 had moved cross country and not used any kind of road there would have been a 1 MP penalty each hex entered because it had been moving cross-country at night.

Opponent Player Exploitation Phase

No German units in Exploitation Mode

US Combat Phase

Attack Designation Segment

No US combats or barrages.

GE Barrage Segment

No GE 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, reorganisations or replacements.

US ammo replenishment.

The Ammo depletion level is now 3 for the Germans and 7 for the US.

US

687 FA
dr=9, still depleted

GE

II/26
dr=2+1, Replenished
III/26
dr=9+1, still depleted

25/975
dr=3+1, still depleted

This concludes the US turn of Dec 16 Night. Barrage and battle reports follows on the next pages.
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.

GE Mode Determination

PA-Mode

· Inf Co (21), the only remaining Inf Co of Holt II Inf Co’s, prepares for another take on Fischbach together with Inf Co (11), Inf Co (25) from Gutt I/2 Bn and enters PA-Mode.

· Inf Co (21) enters PA-mode

· Inf Co (11) enters PA-mode

· Inf Co (25) enters PA-mode

· Holt I/304 assisted by Eng Co (54) builds up for their assault on Heinerscheid and enters PA-mode. Assisted by the Eng Co one left shift will be negated when the GA is resolved.

· Holt I/304 enters PA-mode

· Eng Co (26) enters PA-mode

· I/77 Bn, 78 Regt. and Kunkel Rec enters PA-mode as a preparation for further advances in their sector. 

· I/77 Bn enters PA.mode

· I/78 Bn enters PA-mode

· II/78 Bn enters PA-mode

· Kunkel Rec. enters PA-mode

· II/39 is still struggling with the FA in Consthum
· II/39 enters PA-mode
Exploitation Mode

During the afternoon KG-1 was formed from the 2 Pz xx with Koch 3/V, Holt Stg, Gutt/V and 38 AT. KG-1 enters Exploit mode.

Tactical Mode

Remaining German units stays in Tactical Mode.
GE Resting Phase

No Fatigued or resting US units.

GE Movement Phase
This is a night GT wich means that all cross country movement (not utilizing roads) are penalized with an extra 1 MP cost to enter a hex. Below is an Information box containing all rules and restrictions concerning a night GT. 


[image: image3.emf]What happens at Night

1)  +1 MP all hexes if moving off road

2)  +1 drm on bridge demolition attempts

3)  Full MA in Exploit Phase

4)  LOS only to adjacent hex 

5)  All terrain is Covering Terrain

6)  Different Sequence of Play concerning Exploit Phases  [4.2.9]

7)  Army and Corps subordinations are made during night

8)  Max 1 (x10) Armot/AT bonus at night [10.5.5]

9)  AFV does not qualify for Armor/AT bonus alone, if unit attacks into, or defends in Clear terrain 

(unless at night)

10) Atmospheric conditions are ignored [18.1.0]

11) Air points are never available at night [19.1.0]

12) Remove two Fuel Dump dimes [26.1.0]


What happens at Night

Tactical road movement

· 600 Eng Bn/5th PzA moves from 4413 – 4313 – 4314 – 4315 and leaves the roads for the Panzers. When I decided to make this move I thought that the Motorized Engineers where blocking the road forcing arriving mechanized units to take 2 MP penalty and stop. Afterwards I discovered that Static Mechanized Engineers stacked with a deployed heavy bridge are considered Leg units for stacking purpose [7.2.0]. 

· vBøhm Auf. Moves from 4413 – 4313 (+1 road) – 4214 (+1,5 trail) – 4114 (+1,5 trail) – 4113 (+0,5 primary road, +3 adjacent to ET unit moving in Covering Terrain) for a total of 7,5 MP. Rememer there is no night MP-penalty as long as the unit follows any kind of road or trail. The terrain in 4113 is Cover both because of the forest and the darkness (night). vBøhm must stop in 4113 because of the ET unit in Marnach. vBøhm will probably go for the Drauffelt bridge later in the night or in the morning.

· Coch 2/V follows the secondary road from 4513 to 4112 (Roder) for 7 MP.

· Coch 1/V follows the same route and also stops in Roder for a total of 9 MP (+2 MP for entering a hex with another mechanized unit). This moves are bad news for the US infantry in Marnach.

· 207 Eng Bn/5th PzA are moved from the bridge sitein Gemund for the same reason as 600 Eng Bn was moved in the 2Pz’s sector. It is moved from Gemund (4517) to Stolzenburg (4419)

· 26 VG HQ moves from 4617 to 4318 for 5.5.MP. It is important for a HQ not to move more than 6 MP because that will avoid the 1 left shift caused by disorganisation. To be able to support its subordinates the 26 VG HQ has to follow close in their trails and constantly be moving forward.
Tactical non-Road movement

· 26 AT/26VG moves along the trail from 4416 to 4317 for 4 MP. This unit is moved as Leg and has only 6 MP.
· Inf Co (4) from Gutt I/2 Bn follows their sister units and moves from 4311 across the Our to 4212.

· II/77 moves from 4314 to 4114. The II/77 will again be able to fight together with I/77 in the AM turn. 

· 26 Eng Co crosses Our from 4415 to 4315

Prepared Assault movement

· Eng Co (54) moves from 4310 to 4210 (across Our)
· Holt I/304 moves from 4211 to 4210 and will certainly take the role as the lead unit in the assault on Heinerscheid.
· Inf Co (21) of Holt 2/II Mot Inf moves from 4110 to 4010 (Hupperdange)
· Inf Co (25) of Gutt I/2 moves from 4211 to 4110.
· Inf Co (11) of Gutt I/2 moves from 4211 to 4111.
· Kunkel Rec moves from 4016 to 3916.
· I/77 moves from 4415 to 4116
· II/39 moves from 4119 to 4019.
This is the situation after the German movement on Dec 16 Night
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Dec 16 Night - Situation after German movement

Opponent Player Exploitation Phase

No US units in Exploitation Mode

GE Combat Phase

Attack Designation Segment

Coch 1/V, Coch 2/V and vBøhm 2Auf are all adjacent to Marnach. They are all in Cover for combat purpose and therefore not in a mandatory attack position. vLuettwitz is not very patient and expects Marnach to be in German hands before the morning. The Panthers crossed the Our during the night and are not prepared for an coordinated attack (not in PA, but forced to assault Marnach anyway. The defender (one Inf Co and an AT Co) in Marnach is well prepared in their entrenched position, on a vantage point in good defensive “infantry-terrain” (forest). Anyway, the Panther V’s along with the Panzergrenadiers in 4112 should be able to handle the task at hand and are Attack Designated (marked with Ace of Spades-markers). vBøhm takes the role as tilskuer.

Remaining attack designated units are in PA-mode. The German player does not have to declare which units will attack where until the Combat Phase.

US Barrage Segment

· 687FA is still ammo depleted.

· 109FA is under heavy pressure from 78 Regt. but with the ammo depletion value at 7 and the poor cover in the target hex the 109FA decides to barrage the adjacent 78 Regt. The barrage resulted in 1 hit. An artillery hit can be satisfied either by taking a step loss or retreating the target stack/unit one hex. This is the owning players choice. The 39 Regt. is afraid of loosing the momentum in their advance towards Drauffelt and decides to take the step loss. Both Bn of the regiment are of equal strength and quality so it makes no difference which of them that takes the step loss. I/78 is the unlucky one and are reduced by one step. The ammo depletion dr was 0 and no ammo depletion because of this barrage which was successful. See Dec 16 Night Barrage Report no. 1 for further details.

GE Barrage Segment

All targets within range are entrenched except the M4 LtTk Co (27) in Fischbach. There aren’t any effective spotters around Fischbach, only breakdown Co’s which means the number of barrals will be to few to put up a decent barrage factor. No German barrages this turn either.
GE Combat Segment

No possible retreats or withdrawals.
· Holt I/304 assisted by Eng Co (5) attacks from 4210 into Heinerscheid. The attacker got 1 discretionary hit, and the defender suffered a Proficiency check which was solved successfully.The attacker chooses to retreat one hex to avoid casualties. If the defender had suffered a discretionary hit (by failing the PR-check) the attacker would have taken the step loss to force the defender out of their entrenchment. This did not happen and the position in Heinerscheid holds for another turn. See Dec 16 Night GA Report no. 1 for further details.

· Inf Co (21), (25) and (11) from Gutt I/2 and Holt 2/II Mot. Inf attacks the m4 Co (5) in Fischbach. In this battle the attacker was badly beaten and has to take 2 Mandatory Step loss and 1 Discretionary. The attack had no effect on the defender. Inf Co (21), the last one from Holt II/2 Mot. Inf and Inf Co (25)from Gutt I/2 are eliminated. Inf Co (11) are retreated from 4111 to 4212 and are stacked with Inf Co (4). See Dec 16 Night GA Report no. 2 for further details.

· Coch 1/V and Coch 2/V attacks Inf Co (17) and AT Co (2) in Marnach.Hopefully for the Germans Marnach falls. Defender suffered a 3(3) result and no-effect for the attacker. Both defending Co’s are eliminated and Marnach are in German hands. A loss obligation of 4 retreat hexes remains. The attackers wasn’t very well prepared for this assault and are only capable (allowed) to advance one hex., even if mechanized. Both units advances into Marnach. This advance leaves space for the exploiting panzers that will move to Roder during the night. See Dec 16 PM GA Report no. 3 for further details.
· 78 Regt. supported by Kunkel Rec. Bn assaults 109FA in Bockhos-Les-Hosingen (3915). Attacker suffered one discretionary hit and the defender 2 mandatory hits wich eliminates the 109FA. To be able to advance after combat the II/78, as the lead unit, has to take the discretionary hit as a step loss (the 109FA would have been eliminated anyway) otherwise all attacking units had to retreat one hex and the defenders loss obligation would have been reduced by one “hit” (mandatory first). Artillery has only one step so a reduced loss obligation wouldn’t help the 109FA from being eliminated. Kunkel, I/78 and II/78 is allowed to advance 2 hexes. See Dec 16 PM GA Report no. 4 for further details. Kunkel advance through Buckhos-Les-Hozingen into 3815. Mechanized Recon units are allowed to advance one hex further than the retreat-hexes, but since Kunkel is not mechanized it has to end its advance in 3815. I/78 and II/78 advances into Buckhos-Les-Hozingen

· I/77 vs Inf Co (30) in Holsthum. I/77 suffered one mandatory step loss and the assault had no effect on the defender. Holsthum is still US occupied on Dec 17 AM. See Dec 16 PM GA Report no. 5 for further details.

· II/39 attacks 687FA in Consthum. 687FA suffered a 2(2) result and are eliminated. II/39 was unaffected and are permitted to advance into Consthum. The II/39 are in a position to support I/77 in a new attempt for Holsthum in the morning. That’s why II/39 didn’t advance any further. See Dec 16 PM GA Report no. 5 for further details.
Own Player Exploitation Phase

Exploiting units of 2Pz xx is on the move. KG-1 was formed in the PM administrative Phase for the purpose of exploiting any openings in the US defenses around Clervaux and perhaps get an Bn across the Clerf to establish a bridgehead. 

· Coch 3/V moves from 4613 along the road to 4112 (Roder) spending 5 MP.

· Gutt V moves from Dehnen along the road to Roder (4112) where it stacks with Coch 3/V

· 38 AT moves from 4511 to 4213.

· Gutt Jp/IV did the same move as 38 AT.

· Holt Stg moves from 4612 to 4313.
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Area around Marnach after 2Pz combat and exploit movement

GE Administrative Phase

GE ammo replenishment.

The Ammo depletion level is now 3 for the Germans and 7 for the US.

GE

766/III
dr=3, replenished

III/26
dr=3, replenished

25/975
dr=0, replenished

All German artillery units have ammo.
US

Has no artillery units in the area.
Extended Night Activity
The bridge sites north of Clervaux and at Drauffelt are unguarded, but will probably be blocked during the morning. To exploit this two gaps in the US defense the Germans has to activate units for Extended Night Activity. The medium panzers of 2Pzr xx has the possibility north of Clervaux and at Drauffelt it is the 78 Regt. together with Kunkel that has to take the opportunity.

Drauffelt

The bridge at Drauffelt (right) is vacated and the 78 Regt. could use the bridge here to move across the Clerf. There are a fair chance that they could succeed and hold their position until reinforced by the 77 Regt. in the morning. If the US counterattacks during the AM gameturn the outcome is unpredictable and the VGshould expect heavy casualties for the newly gained ground to be held. Anyway, crossing Clerf will put pressure on the US units and draw the US attention away from other possible crossings. After this considerations the decision is made and the 78 Regt. and Kunkel prepares for night activity. 
Clervaux.

Clervaux are garrisoned by the 2/110 Bn. At night (max. +10 drm for armor) a full Bn is to much, even for a Panther Co together with their Panzergrenadier’s especially when the assault has to cross a bridge (halve strength). North of Clervaux is another bridging site where a trail crosses the Clerf. This bridge is unguarded and would have been perfect place to move across, but it is a trail bridge and the possibility for it to collapse (See Bridge Collapse box below) and stop movement makes it not worth the risk of fatiguing a unit. The Panthers of 2Pzr xxare not attempted activated for Extended Night Activity. 
To qualify for Extended Night Activity each unit has to succeed in a PR check. German units with PR-rating >= 7 gets a -1 drm on their activation dr.

Activation dr.

I/78
PR=7, dr: 7, the unit barely made it because of the -1 drm and is activated.
II/78
PR=7, dr: 8, unit is not activated and imidiately marked with a “Fatigued”-marker.

Kunkel
PR=7, dr: 2, unit is activated.

None of the  US units are activated and the German player automatically goes first. I consider this as a rather aggressive move by the German player, but if the German breakout is going to happen the VG has to keep up the pressure. 
As the picture shows, Drauffelt is occupied and the bridge is secured. As a consequence of Extended Night Activity the units are automatically fatigued and defends at ¼ strength. If a counterattack is mounted the outcome is unpredictable but the odds would be in favour of the US player, that is if he dares to try…
Situation after Dec 16 Nigth and extended night activity
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This concludes the GE turn of Dec 16 Night. 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 - - - -

- - - - - - - -

7 Initial strength 8 3 6 3 24 3 16 4 6 2 6 4

8 8 3 6 3 24 3 16 4 6 2 6 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 6 7 5 7 9 6 7 6 7 6 7 6

13 0 -5 0 -10 +15 0 +5 0 +5 0 +5 0

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

15 0 0 0 0 0 0 0 0 0 0 0 0

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

17 0 0 0 0 +5 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 - 4 6 -

21 1 - 0 - - 3

22 +1 -1 0 -1 -1 0

23 2 1 0 3 5 3

24 0 0 0 -30 +20 0

25 0 0 0 -10 +10 0

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

27 Att./Def. Total DRM = (13+15+17+26) 0 -5 0 -20 +30 0 0 0

28

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

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

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

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

33 Night attack 1L 1L 1L 1L 1L 1L 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 1R

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

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) 69 80 24 15 98 32 87 61 43 61 88 80

52 Modified Die Roll (42+20) or (42-20) 64 75 4 -5 128 62 97 71 48 66 93 85

53 GAT Result 1 * *1(2) - * 3(3) 1 -2 *(1) * - 2(2)

54 Proficiency Check dr - 5 4 - 4 - - - 4 4 - -

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

56 GAT Result after PR Check 1 - 1(2) - - 3(3) 1 -2 -1 - - 2(2)

3:1 6:1

+5

1L

II/39

687FA



5

-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

Dec 16 Night

II/78 I/77

109FA

6

German German

1 2 3 4

Dec 16 Night



German German

Dec 16 Night

3918

Consthum

Forest

4017

Holsthum

Forest

Inf Co (30)

3L



+10 +5

2L 1L

Dec 16 Night

3915

Heiderscheid

Forest

3L

Forest

Fischbach

4013

Eng Co (5)

Dec 16 Night

4011

Hosingen

Location/Rough

German German

2:1 2:1

Player with superiority: PR = Diff. x 5

Dec 16 Night

4109

Heinerscheid

Village/Rough

Holt I/304

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)

LtTk Co (2)

LtTk Co (2)

Inf Co (21)

M4Co (27)

Inf Co (21)

M4Co (27)

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

Coch I/V

Inf Co (17)

Coch I/V

AT Co (2)

4L

Initial armor

Initial AT

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

Final Armor/AT

+30

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

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

Terrain

AAR

8:1 4:1

Defending hex Id

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

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

														1				2				3				4				5				6

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

						2				Active Player				German				German				German				German				German				German

		AAR				3				Defending hex Id				4109				4011				4013				3915				4017				3918

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

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

								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				8		3		6		3		24		3		16		4		6		2		6		4

						8				Adjusted strength (Due to terrain, hexsides and unit status)				8		3		6		3		24		3		16		4		6		2		6		1

						9		[11.2.2]		Initial assault value [11.2.2] (Odds)				2:1				2:1				8:1				4:1				3:1				6:1

		Die Roll Modifiers		PR Bonus		10				Lead unit Id for PR-rating [10.2.0/10.3.2]		Att:		Holt I/304				Inf Co (21)				Coch I/V				II/78				I/77				II/39

						11				(This att/def unit looses first step if no Armor/AT)		Def:		LtTk Co (2)				M4Co (27)				Inf Co (17)				109FA				Inf Co (30)				687FA

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

						13				Player with superiority: PR = Diff. x 5				0		-5		0		-10		+15		0		+5		0		+5		0		+5		0

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

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

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

				Armor/AT Bonus		18				Unit used armor in GA		Att:		Eng Co (5)				Inf Co (21)				Coch I/V

						19				(This att/def unit must take first step loss)		Def:		LtTk Co (2)				M4Co (27)				AT Co (2)

						20				Initial armor				-		2		-		4		6		-

						21				Initial AT				1		-		0		-		-		3

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

						23				Final Armor/AT				2		1		0		3		5		3

						24				Armor/AT Bonus (Armor/AT = diff. X 10)				0		0		0		-30		+20		0

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

						26				Final Armor/AT Bonus (Att. Max 40/Def. Max 10)				-5				0		-10		+10		0

						27				Att./Def. Total DRM = (13+15+17+26)				0		-5		0		-20		+30		0		0		0

						28				(Final DRM = 27A+27D) (Max +/- 45)				-5				-20				+30				+10				+5				+5

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

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

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

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

						33				Night attack		1L				1L				1L				1L				1L				1L				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				1R

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

						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)				2L				1L				4L				3L				3L				1L

		Assault result		Die roll		51				Die Roll (Att and Def double = RANDOM EVENT)				69		80		24		15		98		32		87		61		43		61		88		80

						52				Modified Die Roll (42+20) or (42-20)				64		75		4		-5		128		62		97		71		48		66		93		85

						53				GAT Result				1		*		*1(2)		-		*		3(3)		1		-2		*(1)		*		-		2(2)

				PR		54				Proficiency Check dr				-		5		4		-		4		-		-		-		4		4		-		-

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

						56				GAT Result after PR Check				1		-		1(2)		-		-		3(3)		1		-2		-1		-		-		2(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




_1211709843.vsd
What happens at Night
1)  +1 MP all hexes if moving off road
2)  +1 drm on bridge demolition attempts
3)  Full MA in Exploit Phase
4)  LOS only to adjacent hex 
5)  All terrain is Covering Terrain
6)  Different Sequence of Play concerning Exploit Phases [4.2.9]
7)  Army and Corps subordinations are made during night
8)  Max 1 (x10) Armot/AT bonus at night [10.5.5]
9)  AFV does not qualify for Armor/AT bonus alone, if unit attacks into, or defends in Clear terrain (unless at night)
10) Atmospheric conditions are ignored [18.1.0]
11) Air points are never available at night [19.1.0]
12) Remove two Fuel Dump dimes [26.1.0]



