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1. Concept

a. Concept of the Campaign – This campaign will seek to recreate the XLVII Panzer Corps’ drive on the Bastogne. It will concentrate on the period from the 16th December to the 26th of December 1944 when the XLVII Panzer Corps had a realistic opportunity to wrestle control of the Bastogne from the US forces. Bastogne was a key road junction that the Germans could not afford to leave in US hands towards while the Panzer columns continued to drive west towards the ports of Holland.

b. Scale – At the operational level this Campaign will focus on Brigade level. Units will move from zone to zone in brigade size commands. These could be pure Infantry, Regiments, Armor Division Combat Commands, Panzer/Panzer Grenadier Kampfgrouppes, etc. Henceforth we will refer to these brigade size tactical formations as “Battlegroups” as a generic term. The smallest tactical element represented on the Battlefield is the platoon.

c. Operational Turns - The campaign will be conducted in a series of operation turns. Each of these operational turns represents a period of eight hours. This will leave three operational turns per day: Morning, Afternoon, and Night. 

d. Operational Turn Sequence - In general the Campaign will conduct one operational turn cycle every two weeks of real time. This should allow sufficient time for player e-mail coordination and planning to occur, battles to be fought on the table top, and Battle Reports made and the Campaign data and WWW site updated. The Operational Turn Cycle will follow the below model:

Week 1 – Mon

Planning
Week 1 – Tue

Deadline for issuing Orders
Week 1 – Wed 
Week 1 – Thur
Orders Results Posted Battles Determined
Week 1 – Fri

Battle Resolution Opportunities 
Week 1 - Sat

Battle Resolution Opportunities
Week1 – Sun

Battle Resolution Opportunities
Week 2 – Mon

Battle Resolution Opportunities
Week 2 – Tue

Battle Resolution Opportunities
Week 2 – Wed

Battle Resolution Opportunities
Week 2 – Thur
Battle Resolution Opportunities
Week 2 – Fri

Battle Resolution Opportunities
Week 2 - Sat   

Last Day for Tactical Battles to Occur
Week 2 – Sun  
WWW site updated results posted

e. Zones – The Operational Area is divided in to __ zones. Each zone represents a 4’ x 6’ tabletop battlefield area in which the tactical battles will be fought out using miniatures and Blitzkrieg-Commander (BKC) as the primary rule system. Movement occurs from zone to zone based upon various factors such as the quality of the road network between the zones, proximity of the enemy, weather etc. Each zone will have a set map. Forces entering a zone and into a tactical battle enter along then “table board” edge that the road (major or minor) they used for the movement enters on to.
f. Zone Limits – Each zone can accommodate a limited amount of units. Essentially these are “stacking limits,” a concept which should be familiar to most board gamers. A zone may include up to two friendly Battlegroups HQs (CO); however each zone may contain no more than a total of friendly four battalions and three separate companies (a full size Battlegroup) between two Battlegroups in the same zone.

2. Commands (Battlegroups, Battalion and Recon Companies) 
a. Battlegroup - Each Battlegroup will consist of a Commanding Officer (CO) Element/HQ and from one to four battalions and up to three attached separate companies/troops/batteries.
b. Battalions - Each Battalion will consist of Headquarters (HQ) Element and two to six companies (either organic or cross-attached). If operating independently, a battalion must be end its turn in a zone adjacent to its parent Battlegroup HQ (CO).
c. Independent Recon Companies - Recon Companies/Troops are only units that will be allowed to operationally maneuver independently. 
d. Task Organization - Cross Attachment can occur to and from any units in the same zone or adjacent zones. This attachment occurs so long neither moves or is involved in direct combat during the operational turn. In addition, the Germans may task organize and cross attach (off-board) before the campaign commences or their units enter the operational area as reinforcements. US Forces may on cross-attach and reorganize only “on board.”
3. Operational Unit Functions
a. Operational Units Orders – During each operational turn an order will be submitted for each Battlegroup, independent Battalion, and independent Recon Company. Any of these units for which no order is received by the 1st Week Wednesday of the Operational Turn cycle will be considered to be resting (forfeit any action although they will recover fatigue and possibly may be resupplied). The possible orders that may be given to Battlegroups, Battalions and Recon Companies are: Move, Attack, Defend, Reorganize, Recon, and Rest. Field Artillery Battalions may be give orders to Move, Support Direct, Support General, Interdict, Counter-Battery and Rest. Field Artillery Orders will be covered more fully under the Fire Support section of the Campaign Rules.
b. Move – A Movement Order allows a command to move from zone to zone along the established road networks. Commands may move the following distance during each cycle based on their mode of transportation of their slowest element type:
	
	Daylight  

Good Weather
	Daylight

Poor Weather
	Night

Good Weather
	Night

Poor Weather

	Foot & Horse Drawn
	2 Zones
	1 Zones
	1 Zones
	1 Zones

	Tracked
	8 Zones
	6 Zones
	4 Zones
	2 Zones

	Motorized (Truck)
	12 Zones
	4 Zones
	8 Zones
	2 Zones


i. Moves orders halt when a move takes a command into zone that is adjacent to a zone with enemy forces in it. If two opposing commands enter the same unoccupied  zone in the same operational turn under a Move order, then those forces will fight a “Movement to Contact” battle.
ii. Any artillery interdiction into any zone along the route of march reduces the moves of the command by half

iii. Any portion of the move order that occurs along a “minor road” reduces the moves of the command by half.

iv. Order example for a Panzer Battalion in zone 3 moving to zone 8 via zone 5, 7 and 9 would look as follows: { II Bn/3rd Pz Regiment – Move (3), 5, 7, 9 to 8}

c. Attack – An attack order allows a command in a zone adjacent to an enemy held zone to advance into that enemy held zone and attack. Attacking units enter the enemy zone during the tactical battle from the board edge along which the road they followed enters that zone. The amount of battalions that may move from zone to another zone depends the quality of road networks between the zone:
Major Road – Up to Three Battalions and three separate companies

Minor Road – Up to one Battalion and one separate company

d. Coordinated Attack – An attack into an enemy held zone may include movement from different zones adjacent to each other and the enemy zone. This is called a Coordinated Attack. Normal stacking limitations still apply so there can still at maximum two CO and up to four Battalions involved with this coordinated attack. When this occurs one of the attacks from one zone is designated as the main effort. The main effort will enter the enemy zone on turn one according to the normal BKC entry rules. The main effort attack must have more Battalion units than the other attacks. These other attacks are flanking/supporting attacks. These attacks will to enter the enemy zone along the board edge which the road they followed enters into the enemy zone. The supporting/flank attack movement will begin on the tactical turn in which a “6” is rolled on a D6 at the beginning of the turn with the following modifiers applied:
i. Night 

-1

ii. Bad Weather

-1

iii. Major Road

+1

iv. Turn # -1

+0 on Turn 1, +1 on Turn 2, +2 on Turn 3, etc…
e. Defend – A command may be issued a defend order in which a unit will stay stationary in a zone through the Operational turn and will continue to prepare and improve its positions. Units under a defend order may be “Concealed.” Prior to the Tactical Battles start. Units that are under a Defend order for two consecutive turns by be “Concealed” and “Entrenched.” 

f. Reorganize – A reorganization command allows a unit to restructure its subunits. This will include normal cross-attachments and merging of depleted Battalions. As noted earlier these cross-attachments and mergers may occur between adjacent zone but neither of these zones may be next to an enemy held zone.
g. Recon – Reconnaissance Battalions and Recon Companies may be given a Recon Order. This order essentially is the same as a move order, with two exceptions. The move does not have to halt when moving into a zone adjacent to a zone with enemy forces in it; however it still may not advance into an enemy held zone. Essentially the Recon move allows the unit to “skirt” around enemy held zones. In addition, this move is made at half the normal operational speed.
h. Rest – Any unit/formation not executing one of the previous listed tactical orders is assumed to be under a “Rest” order. This is the default order for a tactical turn when no operational order is given or is submitted late. During this operational turn a unit will loose whatever fatigue it has accumulated. In addition stands that were knocked out by a fall back of 10+ cm in previous battles may have time to regroup and rejoin the higher HQ. This includes repairs of battle damaged vehicles that may be able to return to the fight. In order to benefit from the effects of the Rest order, the command must also not be attacked by enemy during this turn. For each stand that had previously fallen back (K.O’d with 10+ cm fall back) roll a D6. The unit will return to the roster on a 4+ for most units, and a 5+ for the 26th Volksgrenadiers and CCR, 9th US Armor Div. When this roll is made, a unit that fails to return to the active roster is permanently removed from the campaign. However, a command may wait to take these Rest Recovery rolls with a +1 modifier to the D6 for every turn the command each operation turn beyond one that the command rested. Thus, a command that Rests and is not attacked for two consecutive turn, will have a +1 modifier to the above roll. A command that Rests for a whole day (three operational turns) will have a +2 modifier and so on.
4. Combat

a. Types of Battles – When opposing commands end up in the same zone at the end of operational movement then a battle will occur in that zone. When one side is stationary in a zone and another attacks, this battle is an Attack, When both side enter a neutral zone in the same turn, this is battle is called a Movement to Contact. For each tactical battle the Campaign Coordinator will send the appropriate rosters on MS Excel to the players that will fight this battle. A battle will be fought by any players who can muster the required forces, however when possible priority for fighting out a tabletop battle will go to the Campaign Player who “Commands” those forces in the overall Campaign.
b. Attack Setup – During an attack battle the attacker’s forces will enter along the board edge as discussed earlier in Operational Unit Functions under Attack and Coordinated Attack.  After the terrain is set and before the game, the attacker will mark/record where his Battlegroup (CO) and Battalion (HQ) stands will enter the board from. These automatically enter on the first turn. Troop stands may enter from any spot along the allowed board edge and need not be marked, but they must be given a successful order to enter the board with appropriate modifiers for distance from the entry point to the command stand giving the order. In addition, the attacker writes down any scheduled fire support as per normal BKC rules. The defender also plans any scheduled fire support normally. After these actions are done, the defender places his forces anywhere beyond 40 cm from the board edge(s) which the attacker is entering from. The attackers have the first move.
c. Movement to Contact Set up. Both sides mark where there Battlegroup (CO) and Battalion (HQ) stands will enter the board from these automatically enter on the first turn. Troop stands may enter from any spot along the allowed board edge and need not be marked, but they must be given a successful order to enter the board with appropriate modifiers for distance from the entry point to the command stand giving the order. Neither side may plan scheduled fire support in this battle. Each side will roll 2D6. This roll will be modified by +1 for each recon stand on that side’s force. The high roll will move first.

d. Reports – After the battle if fought, the players must report to the Campaign coordinator with their losses and who won. Players are highly encouraged to provide a AAR (with photos if possible!). These will be posted on the Campaign Website. Players must return the MS Excel battle roster with the following information identified.
· Stands Destroyed - Removed by excessive failed saves – These stands are no longer combat effective and permanently removed from the Campaign

· Stands K.O.’d -  Fall Back of 10+ cm – These stands may able to regroup/recover/repair and get back into the Campaign.

5. Fire Support

a. Types of Artillery Support – Artillery is dived in this campaign into the following types and can provided fire support at the following rages (in terms of zones):
· Light – 100mm and less – Two Zone Range
· Medium – 100mm to 149mm – Four Zone Range
· Heavy – 150mm + - Six Zone Range
· Rockets – Al types - Six Zone Range may only shoot by scheduled fire.
· On Board – Mortars and Infantry Guns – May only shoot in tactical battles
i. Off Board Artillery Allocation - All Off-Board Artillery must be designated as Direct Support or General Support if it is to provide Artillery Support in the current turn. Artillery assigned to a Division OB may only fire in support of that Division. Artillery assigned above Division may be designated by the C-in-C of each team to fire in support of any friendly units in the campaign.
ii. Direct Support – Direct Support Artillery is artillery that only supports one specific zone during the operational turn. It may be scheduled artillery or on-call as per BKC rules. Any zone artillery support that does not have a FAO from its battalion in that zone may only fire as scheduled artillery. Artillery assigned to a Division OB may only fire in support of that Division.
iii. General Support – Commander may designate their Heavy Artillery as General Support. General Support Artillery is never scheduled and must be called by a FAO. While assigned as General Support, the Artillery unit may support up to three zones in range simultaneously. The restriction on Division Artillery supporting only zone the Division’s Commands are fighting in still applies. When a FAO makes a call for fire from a General Support Artillery unit there is an additional -2 modifier on the order activation. This represents the conflicting calls for fire coming into the artillery unit from multiple zones. Usually Player-Commanders will want to use their Heavy Artillery as General Support.
iv. Rockets – Rocket Artillery is always Direct Support and ONLY fired as scheduled artillery.
b. On Board Artillery Support – Any On board artillery support can only fire in support of the zone that unit is as they are too preoccupied with proximity of the enemy to fire elsewhere. This fire may be either direct as per BKC or indirect on-call, but not scheduled. An attacking force may not deploy towed artillery on the board, nor can either side in a Movement to Contact battle. However, Self-propelled artillery can be used On Board in any circumstance. The defender in an Attack battle may deploy any kind of artillery On Board , indeed, there were many instance during the actual campaign where there was only US Artillery units standing between the Germans and Bastogne!
c. FAOs – FAOs automatically go to zone in which their battalion is in Direct Support of during the operational turn. If the battalion is not in Direct Support the FAO unit remains with the battalion.
d. FACs and Air Support – TBD. Will only come into play later in the Campaign.
e. Special Ammo – Each artillery unit (except Rockets) may fire smoke once during each battle. Smoke Fire support is scheduled, not on call.
f. Artillery Fatigue – Artillery may not fire if Fatigued (i.e. Support and/or Move in more than two operational turns in a row). Rockets become Fatigued during following any one operational turn in which they fired.
g. Supporting while Moving – Only Self-propelled Artillery may support while under a Move Order. This Support is only Direct Support, no scheduled fires. In addition a FAO calling for Artillery Support from a Self-propelled Artillery under a Move order incurs a -2 modifier to the call for fire command roll.
6. Service Support

a. Supply Status – All command and units that have an unbroken line of communication to their supply source are “in supply.” The Supply Sources for the Germans are Zones #1, #2, and #3. The US may trace supply to any zone along the North, South or West edges of the Campaign Map.
b. Effects of being out of supply – After fighting in a battle, all units that are not in supply incur a Negative Supply Marker. These markers are cumulative. For each negative supply marker on a command every stand receives on less attack dice but always at least one for all of its units/stands. 
7. Fatigue

a. Fatigue Accumulation – Every Operational Turn that a command is under orders other than a Rest order and not being attacked by another enemy Command, that command accumulates a Fatigue Point.
b. Fatigue Effects – For each Fatigue Point beyond Two, a Command will suffer an additional -1 on all order activation attempts in any battle. These accumulate for every turn a unit is under orders or fighting. This will allow a Command to be under Orders (other than Rest) and/or fighting for two consecutive turns with no negative effect.
c. Fatigue Removal – If a Command is not attacked and under a Rest order for an entire operational turn then all fatigue is removed.
8. Victory

a. The Goal – The Campaign Victor will be determined by which side controls both Bastogne Zones (East and West) at the Campaign’s end. If both sides control a single Bastogne Zone each, then the Campaign is a Draw. But the real goal is to have FUN playing lots of brigade size battles that all contribute to a campaign end goal. 
b. Balance – This Campaign and its rules have not been play tested. If one side, starts to prevail too strongly due poor campaign design on the Coordinators part, or extraordinary luck in battle after battle, the Coordinator may “adjust” the campaign slightly. These adjustments hopefully will be transparent and may include things as a temporary break in the weather allowing Air support if the Allies are losing too poorly or maybe some out-of-sector Tigers show up on the flank to support the Germans if they are doing too poorly. It is my intent to keep things balanced for the most part and always ensure that interest in the campaign dies too early because perceptions become to server and players assume that its all over but the singing.
