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1.0 QUICK-SUMMARY GAME CONCEPT 

Sedan: The Decisive Battle for France, May 1940 simulates the German Army’s offensive to reach and 

cross the imposing Meuse River, near the city of Sedan in France, and the subsequent breakthrough 

to the west. Each turn represents a single day of action, from May 10th to the 17th, 1940. 

 

2.0 GAME COMPONENTS  

This game is complete if it includes one counter sheet (228 counters), and one map of the Sedan area 

of France (which includes all relevant charts and tables necessary for game play). Players will need to 

provide two 6-sided dice. 

  

Note: Players should initially sort and divide the various game pieces by nationality and then by each 

corps color. Separate out the Corps Activation Chits from the units, and set aside the Artillery 

Support, Bomber, and Fighter Cover chits; these game pieces are only played as they are needed to 

indicate applicable effects and modifiers during combat. 

 

2.1 Maps 

Each hexagon is about 2 miles (~3.2 kilometers.) The map area portrays the border area of France 

and Belgium just north of the Maginot Line, near the city of Sedan. The hex grid printed upon the 

map is used to facilitate the movement of units and to delineate the various terrain features. The 

effects on play of the various terrain features can be found on the Terrain Effects Chart. 

 

Note: The “Demolish Bridge” line of the Terrain Effects Chart applies to major rivers (not minor 

rivers, which may be crossed per the “Minor River” line of the Terrain Effects Chart, even if a 

bridge across a minor river has been demolished).  

2.2 Charts and Tables 

The map includes all of the charts and tables necessary for play, i.e., the Combat Results Table (CRT), 

the Terrain Effects Chart (TEC), Terrain Key, and French Fuel Supply Table. 

  

2.3 Combat Units 

The various game pieces represent the historic combat units, as well as all necessary chits to 

facilitate game play. The combat units are primarily Battalions (II) and Regiments (III), and are color-

coded by nationality: 

  

Blue = French  

 

Orange = Belgian  

 

Gray = German  

 

Additionally, individual combat units are color-coded according to their respective Corps command, 

which indicates which combat units may move and/or attack when its parent Corps is “Activated” 

(see 2.6): 



 

FRENCH  

Dark Green = X Corps 

  

Lime Green = XVIII Corps  

 

Red = XXIII Corps  

 

White = XLI Corps (3rd Bgd de Spahis) 

  

White = XXI Corps  

 

Blue = 2nd Army Cavalry  

 

GERMAN  

Red = III Corps  

 

Orange = VI Corps  

 

Green = XIX (Mot) Corps  

 

Blue = XXXXI (Mot) Corps  

 

Purple = XIV (Mot) Corps  

 

Yellow = VII Corps  

 

The numerical ratings and symbols printed on each combat unit are indicated as follows: 

 

 

 

 The front side of all combat units is always considered to be their full-strength side, whereas the 

back side is always considered to be their reduced-strength side. Whenever a full-strength combat 

unit suffers losses, it is flipped to its back side, which is typically printed with lower numeral ratings. 

Whenever a reduced-strength combat unit suffers losses, it is eliminated and removed from play. 

 

Note:  Some units, such as the Belgian Chasseurs Ardennais and the German Niwi airlanding 

combat units are not printed with reduced-strength back sides. As such, they are simply eliminated 

whenever they suffer losses (i.e., are Reduced). 

Headquarters units are not considered combat units; if any HQ unit suffers losses, it is simply 

eliminated immediately. 

 

2.4 Headquarters Units  

Headquarters units (HQs) function to both Activate combat units (see 6.0), and provide Artillery 

Support (see 10.1). Each HQ unit symbol is color-coded to correspond to a specific Corps Activation 

Chit, indicating which HQ units are eligibly Activated by the identically colored Corps Activation Chit 

(see 2.6). 

 

Note: HQ units are ignored when determining stacking limits. 

HQ units have no combat ratings per se, and thus may not participate in combat like a combat unit, 

although any lone HQ unit that is attacked is assumed to have a combat rating equal to its Artillery 

Support numeral (either 1 or 2). If an HQ unit is eliminated, it is simply placed on the Turn Track in 

the following game turn box (and may return to play at that time). 

 

The Artillery Support number printed on an HQ unit (either 1 or 2) represents batteries of artillery 

guns not featured as actual game pieces. The numeral indicates the quantity of Artillery Support 

Markers that each HQ unit is eligible to employ (per Activation) during any combat that involves 



combat units of the same corps (i.e., the same color code). 

 

Exception: The French 2nd Army Cavalry units are not assigned to any HQ units (see 6.1). 

2.5 Air Units 
There are two types of air units for both players: Fighters and Bombers. Air units are assigned by the 

scenarios per the following denominations: 

 

FRENCH 

2 x Fighter units 

 

4 x Bomber units 

 

GERMAN  

4 x Fighter units 

 

8 x Bomber units 

 

The reinforcement schedule of each turn (see 16.1) lists the air units that are allotted to each side for 

that turn, as well as all air units allotted during each of the previous turns, unless eliminated 

beforehand. Any air units that had been merely aborted during a previous turn are to be included 

during each subsequent turn’s allotment normally. 

 

Air units are not based upon the map, but are simply withheld off-map until specifically employed 

during the course of a scenario (see 10.1, 11.1 and 11.2). 

 

Bomber units may be utilized by each player to modify combat, whereas Fighter units may be utilized 

to Dogfight with enemy air units (see 11.1), or modify combat if not engaged in a Dogfight during 

that same battle. 

 

Additionally, the French player may utilize French Bomber units to attack bridges (see 11.2). 

 

 

2.6 Corps Activation Chits 

Each player is allotted an assortment of Corps Activation Chits. All available Corps Activation Chits 

(from both sides) are placed into a cup at the beginning of each turn, and then drawn randomly (one 

at a time) by either player (it doesn’t matter which player draws from the cup) to regulate the 

sequence of HQ units that are Activated to officiate movement and combat. Each Corps Activation 

Chit, when drawn, allows the player of the same nationality to Activate the same color-coded HQ 

units during that same turn. 

 

Note that Corps Activation Chits are printed with “Move” on the front side, and “Combat” on the 

back side to aid players in distinguishing the current mode of an HQ unit’s Activation.  

 

2.7 Information Markers  

In addition to the Turn Track marker, the following Information Markers are provided to aid game 

play: 

 

ACTIVE MARKERS 

Used to denote when the unassigned French 2nd Army Cavalry units have been Activated during a 

turn (see 6.1).  

 

ARTILLERY SUPPORT MARKERS 

Used to remind players which combat engagements benefit from a die roll modifier bonus (see 10.1). 

 

BLOWN BRIDGE MARKERS 

Used to indicate map-printed bridges that have been destroyed (see 11.2 and 12.0). 

 



PONTOON BRIDGE MARKERS 

Used to indicate presence of German Pontoon Bridges astride a Major River hex (see 12.1). 

 

ROADBLOCK MARKERS 

Used to indicate road hexes where a player has blocked a road (see 13.1). 

 

ROAD MOVE MARKERS 

Used to indicate units that have moved along a road, to denote the stacking limit adjustments (see 

7.1), and/or to be placed in the last hex occupied by that unit during a turn to retain its eligibility for 

the road movement rate, per the TEC (see 9.2).   

 

SUPPLY MARKERS 

Used to designate units that are Low Supply or Out of Supply (see 5.2). 

 

3.0 SEQUENCE OF PLAY 

Each game turn is divided into the following Phases, which are played in the order listed: 

 

Supply (Phase #1) 

 

Air Allotment (Phase #2) 

  

Activation (Phase #3)  

 

End of Turn (Phase #4)  

 

3.1 Supply Phase  

Both players determine the supply status of their units (see 5.0).  

 

3.2 Air Allotment Phase  

Both players receive their allotted Air units  

for the current Turn in accordance with the scenario, but adjusted for losses incurred during 

Dogfights from previous game turns (see 11.1). 

 

During the Air Allotment Phase, the French player may utilize any available French Bomber unit(s) to 

attempt to bomb bridges spanning Major Rivers (see 11.2).  

 

3.3 Activation Phase 
Both players place their available Corps Activation Chits (which includes the Chits of any 

reinforcement units) into a cup, and then thoroughly mix that cup to assure a random drawing. 

 

During the Activation Phase, one player (it doesn’t matter who) blindly draws one Corps Activation 

Chit from the cup: The Chit drawn indicates which side is the activated player, and which HQ units 

may be activated presently. All HQs of an activated Corps may be activated, but only combat units 

within the HQ’s Activation Range may move and then attack (or vice versa). 

 

After the active player has completed the “Move” and “Combat” modes of his activation, a player 

then draws another Corps Activation Chit, and so forth. Once all Corps Activation Chits have been 

drawn from the cup, the Activation Phase ends. 

 

3.4 End of Turn Phase  

All information markers (except Road Movement), air units, Artillery Support and Corps Activation 

Chits are removed from the map. 

 

The German player may place up to eight Pontoon Bridges (maximum throughout the game) across 

any rivers, assuming there is at least one German combat unit in an adjacent hex on either side (or 

both sides) of the river he intends to bridge. 

 

Move the Turn marker from the current turn box to the next turn box on the Turn Track. 



 

4.0 REINFORCEMENTS  

Reinforcements are HQs and combat units that are scheduled to arrive during specific game turns 

(during a “Move” mode) onto the map via specific entry hexes (i.e., the numbered or lettered road 

hexes along the west side (for the French) and east side (for the Germans) of the map. As each 

reinforcement unit enters the map, it is assumed to have expended no movement points before it 

enters the first hex on the map. 

 

Note: Inasmuch as Reinforcements are not on the map before their entry, they are not required to be 

within their HQ’s Activation Range during their first (only) entry turn. 

 

If any particular entry hex is occupied by any enemy unit, a scheduled Reinforcement may simply 

arrive in an unoccupied map-edge hex that is closest to that entry hex.  

 

French reinforcements are subject to fuel shortages before entering the map (see 5.3). 

 

4.1 Returning HQ Units  

HQ units that had been eliminated during a preceding turn are now replaced onto the map at the 

beginning of the Activation Phase (in any hex in or adjacent to a combat unit of the same color-code). 

If there are no remaining combat units of the same color-code, the eliminated HQ is removed from 

play permanently. 

  

5.0 SUPPLY 

Both players must audit the supply status of all units during the Supply Phase of each turn. 

 

5.1 Supply Determination  

To be considered in supply, every unit must have an uninterrupted contiguous path of hexes from 

the unit’s hex to a supply source; A supply source is any numbered (if French) or lettered (if German) 

entry hex that is not occupied by any enemy unit. A supply path may be of any length, although no 

supply path may pass through the following hexes: 

  

Any hex presently occupied by any enemy 

unit. 

   

Any hex presently within any enemy unit’s ZOC, unless that hex is also occupied by any friendly unit. 

  

Any Major River hexside, unless a bridge is astride that river, and not currently “Blown”. 

 

Two consecutive and adjacent Heavy Woods hexes, unless via a connected road symbol (if no 

roadblock is present in that road symbol hex).   

 

5.2 Low Supply and Out of Supply Units 

Any particular unit that cannot demonstrate a supply path is immediately considered to be Low 

Supply. Moreover, if any particular unit cannot demonstrate a supply path during two consecutive 

turns, it is immediately considered to be Out-of-Supply. If any unit is unable to demonstrate a supply 

path during three or more consecutive turns, it immediately suffers a Reduction, i.e., flipped (or 

eliminated if already Reduced). 

 

A unit that is Low Supply or Out-of-Supply suffers the following penalties: 

 

LOW SUPPLY  

Attack Strength is halved (rounded up), although any German mechanized and motorized units are 

unaffected by a Low Supple status (German panzer formations were historically accompanied by 

supply vehicles during their advance into France). 

 

OUT-OF-SUPPLY 

Attack Strength and Defense Strength is 

halved (rounded down), although German 



mechanized and motorized units Attack 

Strength (only) is halved (rounded up). 

  

The Movement of all mechanized and motorized units, as well as HQ Units, is halved (rounded up). 

  

The Artillery Support numeral of an HQ Unit is reduced to zero.  

 

5.3 French Fuel Shortages  

To simulate the problems that the French experienced marshaling fuel for their advance, most French 

mechanized and motorized reinforcements are subject to a fuel shortage die roll prior to entering the 

map, and during each activation. The French player must roll one 6-sided die per each French 

mechanized and motorized formation when it is activated, and consult the French Fuel Shortage 

Table printed on the map. Place a Low Supply chit atop any French mechanized or motorized unit as 

indicated. Low Supply lasts for the duration of a formation’s activation, but is subject to a fuel 

shortage die roll during each subsequent activation, regardless of any previous results. 

 

6.0 ACTIVATION  

No combat unit may move or conduct any attack unless it is “Activated” by an eligible HQ unit (any 

present HQ unit with the same color-code). To “Activate” a combat unit, a player must designate an 

HQ of the same Corps that is within Activation Range (the second numeral printed on each HQ unit) 

at the moment the HQ Activation chit is drawn. 

 

Note: Activation Range is defined as a direct line of contiguous hexagons from (but not including) an 

HQ unit’s present hex to any friendly combat units’ hexes (including each such unit’s hex), but 

disregarding any terrain, enemy units or enemy ZOC. 

 

Each HQ unit is eligible to “Activate” as many friendly combat units (of the same color-coded Corps) 

as are within its Activation Range. However, no combat unit may ever be Activated more than once 

during the same game turn. 

 

 

Note: Inasmuch as Reinforcements are not on the map before their entry, they are not required to 

be within their HQ’s Activation Range during their first (only) entry turn. 

6.1 French 2nd Army Cavalry Activation 

The French 2nd Army Cavalry formations (5th DLC, 2nd DLC and the 1st BC) operated independently, 

advancing into Belgium on May 10th, 1940, but were then assigned to various other Corps when they 

crossed back over the Meuse-Chieres river line. Therefore, units of the 2nd Army Cavalry Corps (color-

coded dark blue) are “Activated” collectively when the 2nd Army Cavalry Corps Activation Chit is 

drawn during the Activation Phase; no HQ is ever required to activate the French 2nd Army Cavalry 

Corps.  

 

Note: The Belgian 1-1-4 Chasseurs Ardennais infantry unit is only Activated as part of the French 

2nd Army Corps. 

However, any French 2nd Army Cavalry unit that enters any hex west of any Meuse or Chiers river 

hexside is ineligible to be Activated by the Belgian Chasseurs Ardennais. Any such unit may then be 

Activated by any other French HQ unit that is present on the map and within Activation Range. Place 

an “Activated” marker atop any French 2nd Army Cavalry unit that has been Activated by any HQ 

instead of the French 2nd Army Corps Activation Chit. 

 

6.2 French 3rd Brigade de Spahis Activation  

The French 3rd Brigade de Spahis formations operated independently, advancing into Belgium on 

May 10th, 1940. Therefore, units of the 3rd Brigade de Spahis (color-coded yellow) are “Activated” 

collectively when the French 3rd Brigade de Spahis Corps Activation Chit is drawn during the 

Activation Phase; no HQ is ever required to activate the 3rd Brigade de Spahis. 

 

Note that the French 3rd Brigade de Spahis is not eligible to be Activated by any other HQ if crossing 

over the Meuse or Chiers rivers. 



 

7.0 STACKING  

Each hexagon on the map is limited to a specified stacking limit, regardless of the type of terrain in 

any hex, and regardless of the type of units stacked therein. Friendly and enemy units may never be 

stacked together in the same hex at the same time. 

 

7.1 Stacking Limits  

Only combat units are subject to stacking limits; each hex can accommodate a maximum of two 

Regiments (units with “III” printed on the front side of the chit), or one Regiment while utilizing Road 

Movement. 

 

Note: Thee Battalions (units with “II” printed on the front side of the chit) are to be considered 

equivalent to a single Regiment for all stacking purposes. For example, up to one Regiment (III) and 

three Battalions (II) may stack together in the same hex, or six Battalions (II) may stack together in 

the same hex. While utilizing Road Movement, a hex can accommodate a maximum of three 

Battalions (II). 

Stacking limits are only enforced at the end of all units’ movement. If a hexagon’s stacking limit is 

exceeded, the owning player must then eliminate enough units in that hex to comply with the 

stacking limit. 

 

Differently color-coded units may stack together freely, although they may never be activated 

together, except per 6.1. 

 

8.0 ZONES OF CONTROL (ZOC)  

All combat units (but not HQs) exert a Zone of Control (ZOC) into each of the six hexagons that 

surround its present hex. ZOC does not ever extend into Heavy Woods, Cities (even if a road is 

present in such a hex), or across any Major River hexside (unless crossed by a bridge that has not 

been “Blown”). Furthermore, ZOC never extends into any Maginot Line hex (even if from a hex 

behind a Maginot Line symbol).  

 

An enemy ZOC is not negated by an enemy unit, except when demonstrating a supply path. 

Nevertheless, a supply path may never enter an unoccupied hex that is within an enemy combat 

unit’s ZOC. 

 

Movement into an enemy ZOC is restricted as follows: 

 

Any unit that enters an enemy ZOC must halt its current movement immediately.  

 

Note: It is permitted for a unit to move from within an enemy ZOC to an adjacent enemy ZOC, but 

must halt its movement normally. 

Any unit that exits an enemy ZOC must expend +1 MP (i.e., in addition to the cost of terrain in the 

adjacently entered hex).  

 

No unit may utilize Road Movement when entering or exiting any enemy ZOC, except during an 

Overrun Attempt along a road (if no roadblock is present there) in a Heavy Woods hex (see 9.4). 

 

No unit may move across any river hexside into any enemy ZOC (even as an advance after combat), 

unless a bridge (if not “Blown”) is astride that river. 

 

No retreating unit may move into any enemy unit’s ZOC. 

 

9.0 MOVEMENT  

During a “Move” mode of an Activation, the activating player may move any units that have been 

Activated by an eligible HQ (as well as the HQ unit itself). Each unit is allotted a specific movement 

allowance, which is the rightmost numeral printed on each such unit’s chit.  

 

Each unit’s movement must be completed before a subsequent unit may begin movement, though all 



units’ movement must be completed before any attacks by those units commence. 

 

Each unit may move from its present hex to a succession of adjacent hexes, paying a specific 

Movement Point (MP) cost in each such hex. The MP cost of each type of hex terrain for both types of 

units (motorized or non-motorized) is tabulated on the Terrain Effects Chart (TEC) printed on the map. 

A unit may expend some or all of its MPs, although no unit may move into any hex that requires 

more MPs than the moving unit has available or remaining.  

 

Unused MPs may not be saved from one game turn to the next, or transferred among different units. 

 

9.1 Movement Restrictions 

Whenever moving any unit, the following restrictions apply: 

 

A unit may not cross a Major River hexside without a bridge (or where there is a “Blown” bridge) 

unless that unit begins its Activation (i.e., begins its movement) adjacent to that Major River. In such 

case, that unit must expend all of its MPs to cross a Major River (but only if not within an enemy 

unit’s ZOC.) A unit may not advance after combat or retreat across a major river, but may advance or 

after combat or retreat across a minor river. 

 

A unit is always permitted to move at least one hex if it lacks sufficient MPs (because of being 

unsupplied) to otherwise move into a particular hex. 

The Movement of all mechanized and motorized units, as well as HQ units, is halved (rounded up) if 

Out of Supply; see 5.2. 

 

9.2 Road Movement 

Any unit that moves from one road hex to an adjacent road hex (via a hexside connected by a road 

symbol) expends movement per the road movement rate, as specified for that type of unit (motorized 

or non-motorized) on the Terrain Effects Chart (TEC) printed on the map.  

 

Note: While utilizing Road Movement, a hex can accommodate a maximum of one Regiment (III), 

i.e., a maximum of three Battalions (II). 

Place a Road Movement marker atop any unit(s) utilizing Road Movement to denote the stacking limit 

adjustments (see 7.1), and/or to be placed in the last hex occupied by that unit during a turn to retain 

its eligibility for the road movement rate, per the TEC. 

 

A player may, at any time, cancel a unit’s Road Movement as it moves (e.g., to avoid the stacking 

limit adjustment imposed per 7.1).  

 

Road movement is not permitted in any hex where a roadblock chit is currently present (see 13.0).  

 

9.3 Stacking and Movement  

A stack of units may move together (i.e., as a stack) if they began their movement stacked together. 

Any such stack may not move more than the unit in that stack that is printed with the lowest MP 

numeral (although any particular unit in a stack may individually end its movement in a preceding 

hex to permit its stack to continue its movement from there normally).  

 

9.4 Overrun  
Overrun is a special movement that may be attempted by any mechanized combat unit only (any unit 

with a “Mechanized Unit” icon printed in the center) after it has conducted an attack.  

 

To attempt an Overrun, a Mechanized unit must conduct a normal attack during the “Combat” mode 

of an Activation, except that the Over-running Mechanized unit may not receive Artillery, Bomber or 

Fighter Cover DRMs during its attack, even if that attack involves any other non-Mechanized units 

(however, friendly Fighters may still participate in any such an attack, but only to dogfight with any 

encroaching enemy air units). 

Note: No Overrun may ever be attempted across any river (unless crossed by a bridge that is not 

“Blown”), or into any Heavy Woods (except via a road hexside, if no roadblock is present in that hex), 



City or Maginot Line hex. 

 

If the Overrun attack successfully eliminates or forcibly retreats all enemy units in the combat hex, 

the Overrunning Mechanized unit is then eligible to Advance After Combat normally (see 10.4), 

although it is not required to do so. In either case, place an “Overrun” marker atop that Mechanized 

unit. If, however, the Overrun attack does not eliminate or forcibly retreat all enemy units in the 

combat hex, that Mechanized unit’s turn is concluded normally; no “Overrun” marker is placed.  

 

After the “Combat” mode is complete for a particular Corps, any Mechanized unit with an “Overrun” 

marker is eligible to move up to four additional hexes from the hex it currently occupies (whether or 

not it had Advanced After Combat), regardless of that Mechanized unit’s printed movement numeral, 

but adhering to all normal stacking, ZOC and movement restrictions. No such Mechanized unit is 

ever required to move, or may simply move only one hex instead, but any such Mechanized unit 

must complete its “Overrun” movement before the next Corps Activation Chit is drawn.  

 

10.0 COMBAT 

During the “Combat” mode, all Activated combat units are eligible to attack any enemy units, if 

presently adjacent when the “Combat” mode begins. Each combat unit is eligible to conduct or 

participate in one attack, although combat is never mandatory. Indeed, some combat units in a 

particular stack may attack while other units in that same stack might not attack.  

 

Note: A player is not required to declare all of his attacks at the outset of any “Combat” mode; he 

may decide and resolve each attack, one at a time, as he conducts them (in any order that the 

attacking player prefers).  

 

To be eligible to conduct an attack, a combat unit must be within the Activation Range of its 

Activating HQ unit (at the time of that attack), except the French 2nd Army Cavalry formation per 6.1, 

and the French 3rd Brigade de Spahis formation per 6.2. 

 

Note: Inasmuch as Reinforcements are not on the map before their entry, they are not required to 

be within their HQ’s Activation Range during their first (only) entry turn. 

If multiple units, either as a stack or from multiple adjacent hexes, are attacking the same enemy hex, 

their collective Attack Strength numbers are added together as a sum, and then compared to the 

collective Defense Strength numbers of the enemy unit(s) present in the combat hex. Multiple enemy 

units in the same combat hex must be attacked as a sum. 

 

10.1 Combat Procedure  
Each attack is resolved to completion per the following procedure (in the numbered order listed): 

 

1) The attacker designates a particular hex to be the target of an attack by any of his eligible and 

adjacent combat units. 

 

2) The attacker calculates the total Attack Strength (the first number printed on each combat unit) of 

all participating attacking combat units, while the defender calculates the total Defense Strength 

(the second number printed on each combat unit) of all defending combat units in the adjacent 

target hex. The attacker’s and the defender’s total combat strengths are then compared as a ratio 

(i.e., dividing the attacker’s total combat strength by the defender’s total combat strength, 

rounding any fractions down to the next whole number; for example: 1:1). 

 

Note: Calculated ratios greater than 4:1 are to be resolved per the 4:1 column, although the attacker 

may apply a +1 DRM for each actual gross calculated ratio greater than 4:1 (for example, a 

calculated gross ratio of 5:1 would grant the attacker a +1 DRM in addition to all other applicable 

DRMs). However, a calculated and adjusted net ratio of less than 1:3 is always to be resolved as 

1:3. 

 

3) The attacker adjusts that ratio column to the left if the defending unit(s) occupy a terrain column 



indicating a 1 (meaning a shift of one column leftward) or a 2 (meaning a shift of two columns 

leftward), or a 3. Terrain is not cumulative. Only one (the highest) leftward column shift applies to 

any attack in any particular hex. 

 

 

Note: If a German Pioneer Unit (i.e., “Pio” battalion) is participating in an attack across a Major 

River hexside, the Major River terrain adjustment is only shifted one column leftward, not two 

columns leftward.  

 

4) The attacker contributes one of his own available air units, if he desires, to that combat, and then 

the defender contributes one of his own available air units, if he desires, to that combat (in that 

order.) Next, the attacker then contributes another one of his own available air units, if he desires, 

to that combat, and then the defender contributes another one of his own available air units, if he 

desires, to that combat, et cetera. Both players alternate contributing one air unit at a time in this 

order until both players have contributed all of the air units that they desire to that combat. If both 

players have contributed air units to the same combat, a “Dogfight” is to be resolved immediately 

(see 11.1) if at least one of the present air units there is a Fighter.  

 

5) The attacker then rolls two 6-sided dice, and cross-references the net result of that dice roll under 

the “Roll” column of the CRT with the adjusted column under the correct ratio. 

 

6) The attacker (only) adds any allocated Artillery Support, if any; add a +1 DRM to that attack dice 

roll per each attacking Artillery Support added. 

 

Note: The Artillery Support number printed on an HQ unit (either 1 or 2) indicates the quantity of 

Artillery Support Markers that each HQ unit is eligible to employ (per Activation) during any 

combat that involves combat units of the same corps (i.e., the same color code). 

 

7) The attacker adds any allocated air units, if any (that survived any preceding Dogfight occurring 

there); add a +2 DRM to that attack dice roll per each attacking Bomber unit added, and/or add a 

+1 DRM to that attack dice roll per each attacking Fighter unit added. 

8) The defender adds any allocated air units, if any (that survived any preceding Dogfight occurring 

there); add a -2 DRM to the attacker’s dice roll per each defending Bomber unit added, and/or add 

a -1 DRM to the attack dice roll per each defending Fighter unit added. 

 

Note: If any particular Fighter unit had participated in a preceding Dogfight in the combat hex, that 

Fighter unit’s DRM may not be added as Fighter Cover to the dice roll of that attack.  

 

9) Implement the final result indicated by the CRT (see 10.2 below). 

 

10.2 Combat Results  

The combat result of any attack dice roll simply indicates the quantity of losses inflicted upon the 

attacking and/or the defending unit(s), as well as any mandated Retreat. 

 

Each combat result is indicated by a printed slash ( / ), such that the numbers left of each slash 

pertain to the attacker, whereas the numbers to the right of each slash pertain to the defender. If no 

number is listed on one side or the other, then no effect (i.e., no losses) is incurred for that posture 

(attacker or defender). 

 

Losses are expressed in terms of Reductions: A “1 / -” combat result, for example, indicates that the 

attacker must suffer one Reduction, and no effect to the defender. Some combat results indicate an 

“R” number, indicating a mandatory retreat, and the number of hexagons that the defending unit 

must immediately retreat (see 10.3). 

 

A unit that suffers a  “1” Reduction must be flipped from its front to its back side, whereas a unit that 



suffers a “2” Reduction is eliminated entirely and removed from the map. Any unit that began the 

game as Reduced, was previously Reduced, or is not printed with a Reduced side is eliminated 

automatically and removed from the map if suffering a Reduction. If a stack of units suffers any 

Reduction, the owning player may choose which combat unit(s) are to be Reduced. An HQ unit in a 

stack cannot be chosen as a Reduction unless that HQ is the only chit in that hex after all other 

Reductions, if any, have been fulfilled. 

Note: Eliminated HQ units are returned to the map per 4.1. 

10.3 Retreat 

Any combat result indicating an “R” number is a mandated Retreat, occasionally in addition to a 

Reduction: An “R2” result indicates that all surviving defending units in a combat hex must retreat 

two hexes; an “R3” result indicates that all surviving defending units in a combat hex must retreat 

three hexes.   

 

Note: Multiple units in the same hex that must Retreat are not required to retreat as a stack; each unit 

in that hex may retreat separately and to different eligible hexes, along different eligible paths. 

 

Retreats only ever apply to defending units, but do not require the expenditure of any MPs. However, 

any defending unit that is required to retreat must move closer to (never equidistant to or farther 

from) a supply source (i.e., a friendly entry hex) that is not occupied by or within the ZOC of any 

enemy unit. 

 

Normal stacking limits (see 7.1) and movement restrictions (see 9.1) apply to retreating units. 

However, no retreating unit may move into any enemy unit’s ZOC. If any unit is unable to complete a 

mandated retreat, it is simply eliminated immediately and removed from the map. 

 

10.4 Advances after Combat  
After an attack has been resolved against a particular target hex, if all of the defending units have 

been eliminated or forcibly retreated, any of the attacking units may immediately Advance After 

Combat into that same hex (within normal stacking limits). 

 

Note: Enemy ZOC is always ignored when conducting an Advance After Combat. 

Moreover, mechanized and motorized units may then move one additional hex thereafter (after 

entering the initial combat hex as an Advance After Combat), if not in violation of any normal 

movement restrictions or stacking limits. 

 

Exception: No mechanized or motorized unit may ever Advance After Combat across a Major River 

(unless crossed by a bridge that is not “Blown”). 

Advance After Combat is never mandatory. The attacking player may choose to advance any of his 

units (that participated in the preceding attack) into the combat hex, or none at all. 

 

Note: HQ units may never Advance After Combat, even if stacked in the same hex as any attacking 

units. 

 

11.0 AIR SUPPORT 

Both players are provided with an allotment of air units during the Air Allotment Phase of each game 

turn (see 2.5). Each air unit can be employed to participate in one action per game turn, regardless of 

the current Corps Activation Chit drawn. There are two types of air units, Bomber units and Fighter 

units: 

 

Bomber units may be utilized by each player to modify combat, whereas Fighter units may be utilized 

to Dogfight with enemy air units (see 11.1), or provide Fighter Cover (see 10.1) if it did not participate 

in the preceding Dogfight, if any. 

 

Additionally, the French player may also utilize Bomber units to attack bridges (see 11.2). 

 

11.1 Dogfights 

If either player has allocated any Fighter units to a particular combat, a Dogfight must immediately 



occur there. To resolve a Dogfight, each player simply rolls one 6-sided die per each Fighter unit he 

has allocated to that combat. The player rolling the highest die roll is the victor of that air combat, 

and the enemy player must eliminated one of his own air units (of his choice). If, however, the 

highest rolling player’s die roll is at least double (twice) the roll of the lowest rolling player, that 

lowest rolling player must eliminate two of his own air units (one of his choice, one of the opponent’s 

choice). If the highest rolling player’s die roll is at least triple (thrice) the roll of the lowest rolling 

player, that lowest rolling player must eliminate three of his own air units (the first of his choice, the 

second of the opponent’s choice, and the third of his choice again), and so on in this fashion.  

 

Bomber units, if any are present, are never entitled to roll a die during a Dogfight, but may be 

selected as an elimination by the choosing player, normally. If air combat involves a fighter versus an 

unescorted enemy bomber (or bombers), each fighter automatically eliminates one (only) present 

enemy bomber. 

 

 If both player’s di(c)e roll(s) are equal, then all of the participating Fighter units must be aborted 

(removed from map) for the entirety of that game turn. 

If any air unit is aborted or eliminated, it is removed from the map. An aborted air unit is eligible to 

be reassigned again during the next air Allotment Phase, however an eliminated air unit is 

considered destroyed and may never be returned to play. 

 

After a Dogfight is concluded, any surviving Bomber units that were not aborted or eliminated may 

remain in that hex to contribute bomber support per 10.1 or 11.2. No Fighter unit that participated in 

a Dogfight may contribute Fighter Cover. Fighter units are then simply removed from the map, and 

flipped as “Flown” (they are eligible to be reassigned to combat during the next Air Allotment Phase 

normally). 

 

11.2 Bombing Bridges  
During the Air Allotment Phase, the French player may assign any French Bomber units to any hex 

that is adjacent to any bridge hexside(s) astride any Major River. In doing so, the German player may 

also then assign any German Fighter units to that same hex to potentially thwart the French Bomber 

units. If the German player assigns any Fighter unit(s) to that same hex, then the French player may 

also then assign any French Fighter unit(s) to Dogfight with the German Fighter unit(s) there (per 11.1 

normally). 

 

Immediately after resolving a preceding Dogfight, any surviving French Bomber units that were not 

aborted or eliminated, if any, may attempt to bomb the bridge there. To bomb a bridge (of any kind, 

including a Pontoon bridge), the French player simply rolls one 6-sided die per each Bomber unit he 

has assigned, and then implements the results as follows: 

 

1 = No effect 

2 = No effect 

3 = No effect 

4 = Bridge is “Blown” 

5 = Bridge is “Blown” 

6 = Bridge is “Blown” 

 

12.0 DEMOLISHING BRIDGES 

Either player is also eligible to attempt to demolish any bridge that is adjacent to any friendly combat 

unit that has been Activated, although a combat unit must begin its “Move” mode adjacent to that 

bridge, and must therefore expend all of its movement to do so. Enemy ZOC has no effect upon a 

unit’s eligibility to demolish a bridge. To demolish the bridge, a player then simply rolls one 6-sided 

die per each friendly combat unit adjacent to that bridge, and then implements the results as follows: 

 

1 = No effect 

2 = Bridge is “Blown” 

3 = Bridge is “Blown” 



4 = Bridge is “Blown” 

5 = Bridge is “Blown” 

6 = Bridge is “Blown” 

Demolishing a bridge is not subject to any modifiers. 

 

12.1 German Pontoon Bridges  

The German player can place a Pontoon Bridge across any river hexside (major or minor) if he 

controls a hex on either side (or both sides) of the river. Pontoon Bridge markers are placed in the 

End of Turn Phase.  

 

13.0 ROADBLOCKS 

Either player is eligible to attempt to block a road that is adjacent to any friendly combat unit that has 

been Activated, although a combat unit must begin its “Move” mode adjacent to that road hex, and 

must expend all of its movement to do so. Enemy ZOC has no effect upon a unit’s eligibility to 

attempt to block a road.  

 

Note: No more than one roadblock attempt may conducted per each hex per game turn. 

To block a road, a player simply rolls one 6-sided die per each friendly combat unit adjacent to that 

road hex, and then implements the results as follows: 

 

1 = No effect 

2 = Road is “Blocked” 

3 = Road is “Blocked” 

4 = Road is “Blocked” 

5 = Road is “Blocked” 

6 = Road is “Blocked” 

Blocking a road is not subject to any modifiers. 

 

The effect of a roadblock in a hex is to simply negate the road movement bonus (see 9.2) of any unit 

entering that hex (until, but never before, that roadblock is cleared; see 13.1 below). 

 

 

A roadblock has no effect on stacking in any hex. 

 

13.1 Clearing Roadblocks  

Either player can clear a roadblock (removing the “Roadblock” chit from a specific hex) if he controls 

(occupies) the roadblock hex itself for the entirety of that game turn. A roadblock is cleared in the End 

of Turn Phase.  

 

14.0 OPERATION NIWI  

The German player is provided with one airlanding infantry detachment (Niwi), which represents the 

troops that had been detached from the 3rd Battalion of the Grossdeutschland  

Infantry Regiment, and then flown behind enemy lines on the first day of the battle. Similarly, the 

French player is provided with one Belgian infantry unit (1CA), which represents the screening forces 

deployed by the 1st Chasseurs Ardennais Division.  

 

The German Niwi unit is set-up on the map in hex 5007, and the Belgian 1CA unit is set-up on the 

map in hex 5208. However, if either of these units do not become eliminated, they are both removed 

automatically at the end of Game Turn 1. 

 

15.0 VICTORY CONDITIONS 

Victory is assessed as Victory Points (VPs) per the specific scenario. Each player is granted VPs 

throughout a scenario to determine the winner of that game. 

 

16.0 SCENARIOS 

The two scenarios use the entirety of the map. Every set-up and arrival unit is listed as an 



abbreviation, with its full historical designation as follows: 

 

Auf = Aufklarungs-Abteilung 

Alg = Algerie 

BC = Brigade de Cavalerie 

BCC = Bataillon de Chars de Combat 

BCP = Bataillon de Chasseurs Portes 

BS = Brigade de Spahis 

CA = Chasseurs Ardennais 

Ch = Chasseurs 

Co = Companie 

Col = Coloniale 

Cur = Cuirassiers 

DCR = Division Cuirassee de Reserve 

DI = Division d’Infanterie 

DIC = Division d’Infanterie Coloniale 

DIF = Division d’Infanterie Forteresse 

DIM = Division d’Infanterie Motorisee 

DINA = Division d’Infanterie Nord l’Afrique 

DLC = Division Legere de Cavalerie 

GBC = Groupe de Bataillons de Chars 

GD = Grossdeutschland 

Hu = Hussars 

Krd = Kradschutzen-Abteilung 

ID = Infanterie Divisionen 

IR = Infanterie Regiment (mot) - Motorisee Mrc MG= Machineguns 

PA = Panzer-Abteilung 

Pio = Pionier-Bataillon 

PR = Panzer-Regiment 

Pz = Panzer-Divisionen 

RAM = Regiment d’Autos-Mitrailleuses 

RDP = Regiment de Dragons Portes 

Se = Senegalais 

SR = Schutzen-Regiment 

Zv = Zouaves 

 

16.1 Scenario 1: Race to the Meuse 

This first scenario encompasses the initial German advance to the Meuse, covering four game day 

turns (May 10th to May 13th, 1940). The Germans must advance towards and cross the Meuse with as 

much striking force as possible, whereas the French must try to stop - or at least delay - the Germans 

by every means possible...anything from blowing the Meuse River bridges to felling trees across the 

highways to create roadblocks. The German force is unlikely to be defeated in combat by the French 

force in the game, but if the Germans are sufficiently delayed, this scenario assumes that the 

commander of the French forces (i.e., the French player, historically Maurice Gamelin) is promoted, 

and the commander of the German forces (i.e., the German player, historically Heinz Guderian) is 

relieved of his command. 

 

16.2 Scenario Activation  

The French 2nd Army Cavalry Corps Activation Chit is automatically drawn first. Set all of the other 

Corps Activation Chits aside until called for in the reinforcement chart. 

 



16.3 French Set-Up 

 

HEXUNIT 

 

XLI Corps (Yellow) 

 

1505:1-6-4 (61) HQ (Yellow) 

1602: 2-3-4 (265 / 61) Infantry (Yellow) 

1604: 2-3-4 (248 / 61) Infantry (Yellow) 

2106: 3-4-4 (337 / 61) Infantry (Yellow) 

2811:2-6-4 (102) HQ (Yellow) 

2907:4-5-4 (42 Col / 102) MG (Yellow) 

2910:3-4-4 (52 Col / 102) MG (Yellow) 

2912:3-4-4 (148 / 102) Garrison (Yellow) 

3209:3-2-6 (2 Mrc / 3 BS) Cavalry (Yellow) 

3209:3-2-6 (2 Alg / 3 BS) Cavalry (Yellow) 

 

Historical Note: The 42 Col / 102 and 52 Col / 102 are printed as being regiments (III) because they 

were only regimental-sized units, although historically they were considered demi-brigades. 

Nevertheless, the 42 Col / 102 is printed with a “+” because the 3 MG battalion was attached. 

X Corps (Dark Green) 

 

3417:2-6-4 (55) HQ (Dark Green) 

3515:2-3-4 (295 / 55) Infantry (Dark Green) 

3415:3-4-4 (147 / 55) Garrison (Dark Green) 

3315:3-4-4 (331 / 55) Infantry (Dark Green) 

3918:1-6-4 (3 DINA) HQ (Dark Green) 

3917:4-5-4 (14 Alg / 3 DINA) Infantry (Dark Green) 

4018:4-5-4 (15* / 3 DINA) Infantry (Dark Green) 

3817:3-4-4 (12 Zv / 3 DINA) Infantry (Dark Green) 

 

*This unit should be printed 15 Alg. 

 

Historical Note: The 331 / 55 is printed with a “+” because the 11 MG battalion was attached. The 12 

Zv / 3 DINA is printed with a “-” because one of its battalions was detached to support the cavalry 

units defending the Semois River. The 295 / 55 is printed with a “-” because one of its battalions 

was detached to support the cavalry units in Bouillon. 

 XVIII Corps (Lime Green) 

 

4222:1-9-4 (3 DIC) HQ (Lime Green) 

4220:4-5-4 (1 Col / 3 DIC) Infantry (Lime Green) 

4119:4-5-4 (21 Col / 3 DIC) Infantry (Lime Green) 

4321:4-5-4 (23 Col / 3 DIC) Infantry (Lime Green) 

 

2nd Army Cavalry (Blue) 

 

3412:   3-2-6 (11 Cur / 5 DLC) Cavalry (Blue)  

3412:3-2-6 (12 Ch / 5 DLC) Cavalry (Blue) 

3513:2-3-8 (15 / 5 DLC) Motorized (Blue) 

3513:3-2-8 (5 / 5 DLC) Armored Recon (Blue) 

3916:3-2-6 (11 Cur / 1 BC) Cavalry (Blue) 

4117:3-2-6 (12 Ch / 1 BC) Cavalry (Blue) 

4621:3-2-6 (18 Ch / 2 DLC) Cavalry (Blue) 

4621:3-2-6 (5 Cur / 2 DLC) Cavalry (Blue) 

4721:2-3-8 (3 / 2 DLC) Motorized (Blue) 

4721:3-2-8 (2 / 5 DLC) Armored Recon (Blue) 



 

Belgian Contingent (Orange) 

 

5208:1-1-4 (5/2/1 1 CA) Infantry 

 

16.4 French Reinforcements 

 

ENTRY:UNIT: 

 

Turn 1 (10 May) 

 

XLI Corps Activation Chit (Yellow) 

XVIII Corps Activation Chit (Green) 

X Corps Activation Chit (Dark Green) 

2A Cav Corps Activation Chit (Blue) 

Any:1 x Bomber unit 

Turn 2 (11 May) 

 

Any: 1 x Fighter Cover unit 

 

X Corps (Dark Green) 

 

2:2-3-4 (246 / 71 DI) Infantry (Dark Green) 

(This unit is from X Corps) 

Turn 3 (12 May) 

 

Any: 1 x Fighter Cover unit 

 

Any:1 x Bomber unit 

 

X Corps (Dark Green) 

 

2: 1-6-4 (71* DI) HQ (Dark Green) 

2-3-4 (120 / 71 DI) Infantry (Dark Green) 

(These units are from X Corps) 

 

*This unit is misprinted as 77 

 

XLI Corps (Yellow)  

 

6:1-6-4 (53) HQ (Yellow) 

2-3-4 (239 / 53) Infantry (Yellow)  

2-3-4 (329 / 53) Infantry (Yellow) 

2-3-4 (208 / 53) Infantry (Yellow) 

(These units are from XLI Corps) 

Turn 4 (13 May)  

 

XXIII Corps Activation Chit  

 

Any:2 x Bomber units 

 



X Corps (Dark Green) 

 

2: 2-3-4 (205 / 71) Infantry (Dark Green) 

2-3-4 (213 / 55) Infantry (Dark Green) 

(These units are from X Corps)  

 

XXIII Corps (Red) 

 

3: 4-5-4 (152 / 14) Infantry (Red) 

(This unit is from XXIII Corps)  

Turn 5 (14 May)  

 

1: 2-2-6 (4 / 503) Armor (Dark Green) 

(This unit is from X Corps) 

 

2:2-2-6 (7 / 503) Armor (Dark Green) 

(This unit is from X Corps) 

 

3:2-6-4 (14) HQ (Red) 

4-5-4 (153 / 14) Infantry (Red) 

4-5-4 (154 / 14) Infantry (Red) 

(These units are from XXIII Corps) 

 

Turn 6 (15 May) 

 

1:1-6-4 (1* DIC) HQ (Green) 

4-5-4 (12 Se / 1 DIC) Infantry (Green) 

4-5-4 (14 Se / 1 DIC) Infantry (Green) 

4-5-4 (3 Col / 1 DIC) Infantry (Green) 

(These units are from XVIII Corps) 

 

*This unit is misprinted as 3. 

XLI Corps Activation Chit (White) 

 

2:1-9-6 (3 DCR) HQ (White) 

4-3-6 (41 / 3 DCR) Armor (White)  

3-2-6 (42 / 3 DCR) Armor (White) 

3-2-6 (46 / 3 DCR) Armor (White) 

4-3-6 (49 / 3 DCR) Armor (White) 

2-3-8 (16 / 3 DCR) Motorized (White) 

(These units are from XLI Corps) 

 

3:1-9-6 (3 DIM) HQ (White) 

4-5-8 (67 / 3 DIM) Motorized (White) 

4-5-8 (68 / 3 DIM) Motorized (White) 

4-5-8 (69 / 3 DIM) Motorized (White) 

(These units are from XLI Corps) 

Turn 7 (16 May) 

 

5:1-9-6 (2 DCR) HQ (Red) 



4-3-6 (8 / 2 DCR) Armor (Red) 

3-2-6 (15 / 2 DCR) Armor (Red) 

(These units are from XXIII Corps) 

 

6:3-2-6 (14 / 2 DCR) Armor (Red) 

3-2-6 (27 / 2 DCR) Armor (Red) 

(These units are from XXIII Corps) 

 

7:3-2-8 (17 / 2 DCR) Motorized (Red) 

(This unit is from XXIII Corps) 

Turn 8 (17 May) 

 

5:1-9-6 (4 DCR) HQ (Red) 

3-2-6 (19 / 4 DCR) Armor (Red) 

3-2-6 (46 / 4 DCR) Armor (Red) 

3-2-6 (22 / 4 DCR) Armor (Red) 

3-2-6 (24 / 4 DCR) Armor (Red) 

2-3-8 (4 / 4* DCR) Motorized (Red) 

 

*This unit is misprinted as 2. 

16.5 German Set-up 
 

HEXUNIT 

 

XIX Corps (Green) 

 

5007:1-1-6 (Niwi / GD) Special 

 

16.6 German Reinforcements 

 

ENTRYUNIT 

 

Turn 1 (10 May) 

 

Any: 2 x Fighter units 

 

Any: 2 x Bomber units 

 

B:6-7-12 (2 / 2 Pz) Motorized (Green) 

3-2-12 (5 / 2 Pz) Armored Recon (Green) 

 

C:6-7-12 (1 / 1 Pz) Motorized (Green) 

3-2-12 (4 / 1 Pz) Armored Recon (Green) 

3-2-12 (37 /1 Pz) Pionier (Green) 

 

D:2-3-12 (10 /10 Pz) Recon (Green) 

3-2-12 (90 / 10 Pz) Armored Recon (Green) 

5-6-12 (69 / 10 Pz) Motorized (Green) 

6-7-12 (GD) Motorized (Green) 

 

Turn 2 (11 May) 



 

None: 1 x Fighter unit 

 

None: 2 x Bomber units 

 

B:1-9-12 (2 Pz) HQ (Green) 

5-4-10 (I/3 / 2 Pz) Armor (Green) 

5-4-10 (II/3 / 2 Pz) Armor (Green) 

5-4-10 (I/4 / 2 Pz) Armor (Green) 

5-4-10 (II/4 / 2 Pz) Armor (Green) 

2-3-12 (2 / 2 Pz) Recon (Green) 

3-2-12 (38 / 2 Pz) Pionier (Green) 

 

C:1-9-12 (1 Pz) HQ (Green) 

5-4-10 (I/1 / 1 Pz) Armor (Green) 

5-4-10 (II/1 / 1 Pz) Armor (Green) 

5-4-10 (I/2 / 1 Pz) Armor (Green) 

5-4-10 (II/2 / 1 Pz) Armor (Green) 

2-3-12 (1 / 1 Pz) Recon (Green) 

 

D:1-9-12 (10 Pz) HQ (Green) 

5-4-10 (I/7 / 10 Pz) Armor (Green) 

5-4-10 (II/7 / 10 Pz) Armor (Green) 

4-3-10 (I/8 / 10 Pz) Armor (Green) 

4-3-10 (II/8 / 10Pz) Armor (Green) 

5-6-12 (86 / 10 Pz) Motorized (Green) 

3-2-12 (49 / 10 Pz) Pionier (Green) 

 

E:2-9-6 (36) HQ (Yellow) 

4-5-6 (118 / 36) Infantry (Yellow) 

4-5-6 (87 / 36) Infantry (Yellow) 

4-5-6 (70 / 36) Infantry (Yellow) 

 

Turn 3 (12 May) 

 

A:2-9-6 (3) HQ (Red) 

4-5-6 (8 / 3) Infantry (Red) 

4-5-6 (29 / 3) Infantry (Red) 

4-5-6 (50 / 3) Infantry (Red) 

 

A:2-9-6 (23) HQ (Red) 

4-5-6 (9 / 23) Infantry (Red) 

4-5-6 (67 / 23) Infantry (Red) 

4-5-6 (68 / 23) Infantry (Red) 

 

B:1-9-12 (6 Pz) HQ (Blue) 

2-3-12 (6 / 6 Pz) Recon (Blue) 

4-3-10 (I /11 / 6 Pz) Armor (Blue) 

4-3-10 (II/11 / 6 Pz) Armor (Blue) 



4-3-10 (65 / 6 Pz) Armor (Blue) 

3-2-12 (57 / 6 Pz) Pionier (Blue) 

 

E:2-9-6 (68) HQ (Yellow) 

4-5-6 (169 / 68) Infantry (Yellow) 

4-5-6 (188 / 68) Infantry (Yellow) 

4-5-6 (196 / 68) Infantry (Yellow) 

 

 

 

 

 

Turn 4 (13 May) 

 

None:1 x Fighter unit 

 

None:4 x Bomber units 

 

A:2-9-6 (16) HQ (Orange) 

4-5-6 (60 / 16) Infantry (Orange) 

4-5-6 (64 / 16) Infantry (Orange) 

4-5-6 (79 / 16) Infantry (Orange) 

 

A:2-9-6 (24) HQ (Orange) 

4-5-6 (102 / 24) Infantry (Orange) 

4-5-6 (32 / 24) Infantry (Orange) 

4-5-6 (31 / 24) Infantry (Orange) 

 

B:1-9-12 (8 Pz) HQ (Blue) 

2-3-12 (8 / 8 Pz) Recon (Blue) 

3-2-12 (59 / 8 Pz) Pionier (Blue) 

4-3-10 (I/10 / 8 Pz) Armor (Blue) 

4-3-10 (II /10 / 8 Pz) Armor (Blue) 

2-3-12 (8 / 8 Pz) Recon (Blue) 

 

C:1-9-12 (2) HQ (Blue) 

3-2-12 (2 / 2) Armored Recon (Blue) 

5-6-12 (5 / 2) Motorized (Blue) 

5-6-12 (25 / 2) Motorized (Blue) 

 

16.7 Victory Conditions 
The German player wins the game if he accrues at least 8 VPs more than the French player: 

 

The German player is awarded 2 VPs per each German combat unit that occupies a hex west of the 

Meuse Major River, and 1 VP per each French (not Belgian) combat unit that has been eliminated. 

 

The French player is awarded 2 VPs per each German mechanized and/or motorized combat unit that 

has been eliminated, and 1 VP per each German non-mechanized, non-motorized combat (except the 

Niwi combat unit) that has been eliminated. Additionally, the French player is awarded 1 VP per each 

German mechanized and/or motorized combat unit that has been reduced. 

 



16.8 Scenario 2: Encirclement 

This second scenario encompasses the German advance to the Meuse, and their attempt to flank the 

French Army, covering eight game day turns (May 10th to May 17th, 1940). The German player must 

maintain enough striking power after crossing the Meuse to complete the German Army’s intended 

encirclement of the French Army. Inasmuch as the German forces at this stage of the war are too 

strong to be defeated, the French player can nevertheless win the game by simply inflicting sufficient 

casualties upon the German forces, such that the eventual encirclement (occurring beyond the scope 

of this game) is disrupted enough to actually affect the overall campaign, or even subsequent 

campaigns. 

 

16.9 Activation, Set-up and Reinforcements 

The activation, set-up and reinforcements of this scenario are identical to Scenario 1. 

 

16.10 Victory Conditions 

The French player wins the game if he accrues at least 35 VPs: The French player is awarded VPs 

for inflicting casualties upon German forces, tabulated as follows: 

 

Per German Fighter unit eliminated: 

5 VPs 

 

Per German mechanized unit eliminated:  

5 VPs 

 

Per German motorized unit eliminated: 

4 VPs 

Per German Bomber unit eliminated: 

2 VPs 

 

Per German mechanized unit reduced: 

2 VPs 

 

Per German motorized unit reduced: 

2 VP 

 

In addition, any of the above German units that have not crossed west of the Meuse River by 

the last turn of the game are liable to award 2 VPs (per each such unit) to the French player.  

 

Any German unit is eligible to move off of the map via French entry hex “2” and/or “3”; Once 

off of the map, exited German units cannot return to play, but are not liable to award any 

additional VPs to the French player (unless reduced before exiting the map). 

 

If the French player accrues at least 25 to 34 VPs (i.e., less than 35) the game is considered to 

be a “draw” result. If the French player acquires 35 or more VPs, the game is considered a 

French victory. 


