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Dedication to Nick Richardson (and I quote from a Consimworld Comment):

“Q [From Us All]:
Thanks...you have done a great job on the board. I commend your dedication! 


A: [From Nick]:
Thanks for the kind words. I'm happy to help folks enjoy this game.”

GRAND TACTICAL SERIES 
RULES OF PLAY

8.0  Reinforcements

Q:
I think the rules for set-up should specify that a unit cannot start in a hex it could not possibly have entered. For example, a gun with "No" movement should not be able to start in a woods hex without a road (one with * movement theoretically could), and if a gun starts unlimbered in a RR hex its transport is lost. Agree? 


A:
I haven't seen enough to convince me that it's a problem with the game, but if there are actual times where this has happened, I'd like to hear about them. 

Setting up a unit in a place it cant move to will end up with a unit that is unable to move out of the hex, and that may cause a huge problem for the player who put it there (or if nothing else, place it in a location where it never sees any action).

Q:
I assume that reinforcements may enter mounted if applicable? 


A:
Correct

Q:
Also, how do you enter units from offboard at an entry hex? Couldn't figure that out... 

A:
During the reinforcement phase of the turn, stack the reinforcements on a reinforcement hex. See 8.0 of the Series Rules.
Q:
Germans don't start with any leaders? How does that work? 


A:
Leaders arrive with the first Unit of their formation (except when noted otherwise). See page 22 of the Exclusive Rules. 
Q:
Is there some default setup for formation leaders? For example, in some scenarios it indicates the leaders should be placed with anyone of there command or, with a particular unit. In "The Empire Strikes Back" (love that name ), it mentions nothing of the German formation leaders? Do the always come on with their command if coming on as reinforcements? 


A:
For reinforcements, Leaders arrive with their Units (and at the end of their Division Activation move to stack with one of their Units). See the "general comments" at the start of the scenarios on page 22 of the exclusive rules. 

Q:
In "Race to the Bridge" it doesn't say where 10/3 Orpo or 1./SS-Pz.Pio.Btl 9, come on. But it does indicate where the other units arrive from. Do we also start them on reinforcement hexes A,B or C? 


A:
If no restriction is given to a reinforcement, it can arrive at any Division reinforcement hex. (see 8.0 in the series rules.) 

Q:
At least one unit from the formation has to be on the map AT THE TIME THE PURCHASES ARE MADE - correct? 


A:
Technically, the Leader has to be on the map (unless it's an Independent Unit, and then just a Unit needs to be on the map). However, in TDC I think only Units of KG Lippert (von Tettau) come in without a Leader. 

Q:
This means that all reinforcements can only get on the map using the div act chit - right? 


A:
Unless stated otherwise, yes. KG Euling's reinforcements are an example of an "otherwise". There may also be a set-up where the Formation chit is already in the cup at the start of the scenario. 
However, during regular play, a reinforcement enters the game on a Div. Act., and at the end of the Activation, the leader is then stacked with his Units. 

Q:
Leaders are place on the map with the first unit of their formation. So, when a div act chit is drawn, the leader will transfer onto the map at the end of the div act, placed on one of the units that have moved onto the map, right? 


A:
Exactly (except for the exceptions, which will be noted in the scenario or special rules).

10.0.2
What is a Second Action?

Q:
Another curious question. Second action to rally a unit. Do you have to pay twice to cure a unit or is the CP cost enough? Doesn't seem right that you have to "pay" just to have an opportunity to roll. 


A: You have to pay twice to pass automatically, if it's a Second Action.  The first Command Point is to take the Second Action.  The second Command Point is to automatically pass the Troop Quality Check. Or, you can roll to pass the Troop Quality Check, and not spend the Command Point.

10.0.6
When Does the Activation Phase End?

Q:
Does the "when the last chit is drawn there is 50% chance this chit will be played" procedure apply on the first and final turn or does it apply every turn ? 


A:
it's every turn (see the errata).
13.0 Performing Activations With Units During the Activation Phase

Q:
I would never have thought this would take 50 hours. 

A:
There are about 60 game turns in a full campaign, each of which consists of, typically, 10-20 activations. You'd have to be getting through each activation pretty quickly to get below 50 hours.
13.1  Which Units Can I perform Actions With?

Q:  Unless a scenario rule SPECIFICALLY state otherwise, if a formation has a unit start on map and in play, the leader for that formation is also in play? 


A:  That's pretty much correct Eric. 

At set-up, the set-up directions will tell you where the leader can stack (typically Leader XXX can stack with any of his units...some scenarios have specific locations). 

For units that arrive as reinforcements, the general rule on page 22 is in effect ("Leaders arrive with the first Unit of their Formation, unless otherwise noted")
Q:
When the division chit is pulled am I correct that a formation within the division must complete its actions before moving to the next. 


A:
No, there's no restriction to the order in which units of the division are activated. 
Q:
Nor are we clear about the chit for the independents? We think that if there are any independents then the chit is available. 


A:
That's correct. If there are any independent Units in play, the independent formation activation chit is available for purchase. 
Q:
Independant Units are In Command when in range of any same-Division Leaders, but can Leaders allow then to execute Actions in a Div or Formation Activation? (i'm pretty sure they can do Actions if paid for in a Direct Command Activation) 


A:
Independent Units are activated during Division Activation (need to be in range of a Leader to perform a Second Action, not the first, limited, Action), Direct Command (if in range of a Leader), and when the Independent Formation Activation chit is in play (and need to be in range of a Leader to perform a Second Action).

14.2  Which Units Can Move?

Q:
Is it OK to leave a fire zone during the first action of a division activation? 


A:
Yes, a unit can leave a F as the first action, as long as it does not enter another Z.  

Q:
A unit is "stuck" under the provisions of divisional chit (first action) when a unit is within the fire range of a long range unit...say four hex range and it is two hexes from the enemy? 


A:
Correct. Either take a second action, or reduce the enemy units fire zones (put a barrage marker on it, move a unit adjacent to it). 

Q:
Or is that a restriction on entering ANY HEX that is in an enemy fire zone? 


A:
This is correct.
Q:
One friendly unit starts adjacent to an enemy unit that has a fire range greater than one (and assume open line of sight). May the friendly unit be given a movement action in Division Activation to withdraw from the enemy unit? Or is that still considered entering an enemy unit's fire zone for purposes of the restriction on first Division Activations? 


A:
In the case you describe, the friendly unit can move into the first hex away from the enemy unit, as no fire zone is projected into that hex (due to the friendly unit being adjacent to the enemy unit) at the time the movement is started. If the enemy unit had a fire range of 3, the friendly unit would not be able to move any further under this action, as to move from 2 to 3 hexes away would be moving into an enemy fire zone (unless, as you point out, another friendly unit remains adjacent to the enemy unit, or the enemy unit is under a barrage marker). 

Q:
Say unit A starts adjacent to enemy unit B that has a range more than one. Also assume that unit B has an LOS to all hexes within its range. Does the statement above mean if unit A moves from the hex adjacent to unit B a hex two hexes away from unit B, that unit A is moving out of a fire zone so that unit B's Opp Fire gets a -1 modifier? 

A:
Yes, as the hex being moved into has no fire zone (at the time it's being moved into).
Q:
Hi (again... sorry to bug you so much on the weekend!). If you pull the Div Activation, can you use a CP to get a second (direct fire) action for a unit that has performed no other actions? I'm thinking it's ok, and it's just a semantic quirk that it's called a "second" action? 


A:
No problem at all…. In the case you describe, the first action will be a pass, and then the unrestricted second action can be taken. See 13.2 in the Series Rules (the list of actions), #8 is Pass.

Q:
I have a suppressed unit (1) adjacent to an enemy unit (A). There is a second friendly unit (2) on the other side (away from the enemy unit) of the suppressed unit (1). Can I (under Div. Activation) use a CP to unsuppress (1), then move (2) into the same hex as (1), then, declaring Assault, use 2 CPs to enable (1) & (2) to assault (A)? Or is this precluded by the Second Action must follow on immediately after the first action for each unit rule? 


A:
Simon, short answer, no. The second action must take place before any other units are activated. If you activate a stack, all units in the stack can perform a second action, but it must be the same action, and at a cost of 1 command point per unit in the stack. You can’t activate a stack of units, do something with them, and then only perform the second action with some of the units in the stack. See 10.0.2 in the Series Rules.

14.6 How Do My Units Use that Awesomely Fast Road Movement Rate?

Q:
Is the cost to change to column doubled during rain? 


Q:
No, just the costs to enter a new hex are increased by 1. 

Q:
Does the road benefit in rain hold for Raised Roads and Railroads as well? 


A:
Yup.

Q:
So can I just clarify an example then - can a unit, in column, activate and move three times in a single turn, should their be sufficent points to do so? 

A:
Yes, a unit could move 3 times (with enough Command Points, the right chit draw, and staying in Command). It's expensive, but possible. A unit can be activated with its Formation Activation chit (two possible actions, but must be different actions, second action costs 1 Command Point, Unit must be in Command) then activated by the Division Activation (two possible actions, but must be different actions, second action costs 1 Command Point, Unit must be in Command) and then activated by the Direct Command chit (one action, must be in Command, costs 1 Command Point).
Q:
Rule 14.6 states that a Unit can leave Column in the same Action it spent 1 MP to gain Column if it takes a Cohesion hit. I assume this is a voluntary Cohesion hit? The same does not apply if it takes a Cohesion Hit from opp fire? 


A:
Correct, this is a cohesion hit the Unit take voluntarily to get out of Column for no MP cost (and not triggering Opp. Fire). If the Unit takes a Cohesion Hit from enemy fire actions it doesn't get to get out of Column.

14.6.1  What’s the Bad Part About Being in Column?

Q:
A unit enters column during its action. It them leaves column during the same action. It uses the no MP method to leave column. 1 C hit or 2? 


A:
1 Cohesion Hit. If a Unit is getting out of column in the same action it got into Column, it must do so by taking a Cohesion Hit. Otherwise, it could get out of column by taking a Cohesion Hit or spending a MP.

Q:
The questions...they say he can move out of column depsite not having enough MPs to come out of column thus take a CH. Correct? 


A:
Correct. Getting out of Column by taking the Cohesion Hit takes no MP. 

Q:
The next question...if the above is true...then does the enemy get an Ops fire to which the friendly unit could avoid by taking a second CH? 


A:
If a Unit gets out of Column by taking a Cohesion Hit rather than spending a MP, Opp Fire is not triggered. So for is a Unit moves as far as it can, and then gets out of Column by taking a Cohesion Hit Opp Fire is not triggered. [and If a Unit gets out of Column by spending 1 MP, then Opp Fire is triggered.] 
Q:
Leaving column by voluntarily taking a cohesion hit can occur as part of a move action or at any time ? 

A: 
As part of movement. 

Q:
My only complaint is the reduction in ability to force march a unit in column. The TQ reduction of units in column should be ignored when doing a forced march attempt as it is actually easier to make this type of move when units are formed up this way. What do you say Adam / Nick? Give it some thought. Other then this minor point I think the system really does work well in total. Lot's of good old fashion fun and really very playable. Thanks Guys. 

Q:
According to the errata, column mode does not affect Troop Quality, but the counter has the '-1'. Are people crossing off the '-1' on the counter? Was ignoring the -1 TQC mod just for force marching or for all purposes? 

A:
All purposes
Q:  Do units in column that flee from an assault remain in column, or may they remove the column markers? 

A:  No they may not. They must remain in Column, unless the retreat would cause overstacking (due to another Unit being in Column in the hex, in which case the running away Unit takes an additional Cohesion Hit and gets out of column). 

14.8 Forced March

Q:
When do you decide you want to force march? Prior to moving or after the unit has moved its printed number? When a unit is "marching" it will move beyond the radius of its command usually. I know that you can roll a TQC for it, however the command point is the real issue here. Does it still need to be within command range at the time the last printed MP is used prior to the attempt? 


A: …from rule 14.8 in the Series Rules: 

"Leg Units can gain two extra movement points if they perform a forced march. Units (or stacks of Units) that have already moved as far as they can may try to force march" 

So you perform the force march after the Unit has moved as far as it can without force marching. A unit can always try and roll for a TQC no matter if it is in command or not (though there is a -1 modifier to the TQR if out of command). To spend a command point to pass the check, the unit has to be in command. The determination of if the Unit is in command or not is made at the moment when the TQC is performed (see the second paragraph of 21.4 in the Series Rules).Keep in mind that an In Command unit may spend a Command Point to automatically pass the check, so if you feel a Unit has to travel faster, there is a way to guarantee that a Unit can.
Q:
Should this really be "as far as they want to", and then they can roll for two more movement points to add to what they may have left? That is how we have played it. 


A:
That's correct. They may not roll for Forced March if they still have enough MPs to move into the hex they wish to move into though. They have to move as far as they can with their current MP, and then roll for the 2 extra MPs.
Q:
The literal wording of the rules for Forced March (GTS14.8 ) is quite restrictive - units "that have already moved as far as they can." Is this meant to be followed to the letter? For example, a paratrooper in Column has already expended 3.5 MP. It could continue to follow a road for 0.5 MP but would prefer to cut through the forest for 2 MP. May the unit roll for a Forced March even though it could keep moving to the road instead (i.e. it has not quite "moved as far as it can")? 


A:
You roll (or spend the Command Point), when you've moved as far as you can along your desired route. So in the example you give, you roll after 3.5 MP, as you need the 2 MP to enter the woods. 

Q:
I've been playing this loosely and allowing the Forced March, but perhaps that's incorrect. I would guess that the purpose of the clause in the rule is to prevent units from choosing to make their TQC while In Command at the beginning of their move rather than Out of Command later on. 


A:
Exactly.
Q:
You roll (or spend the Command Point), when you've moved as far as you can along your desired route. 

A:
Good, that added specification makes sense.

Q:
Consider a unit that fails its forced march TQ : It takes a cohesion hit and is still in column. Can it take another cohesion hit and leave column status before the end of its move action ? 


A:
No. As soon as it fails the force march, it takes a Cohesion Hit and immediately ends it's action. 

Q:
By they way, as it stands, can mortars and engineers force march? 

A:
Yes they may (they are leg Units).
Q:
Why is the rule on Force Marching all or nothing? I like the idea of a unit taking a cohesion hit if it fails its quality check (represent stragglers and disorganization) - but it seems to me it should still get to force march. As it is, it's just one more thing that makes it hard for the British to duplicate history. And I don't think I see how it could be abused. Poor quality units could still force march, but the almost guaranteed cohesion hits would make it extremely painful. 


A:  …if you wish to play the game that way, you certainly may, but the scenarios were balanced with the rules as written, and you may find Units moving much faster than there were able to historically. 
Q:
If you were in command at the start of movement but not at the point of rolling for force march do you suffer the -1 on TQ? I think yes but want to be sure. 


A:
Yes, that's correct John.

14.9 Let Infantry Units can (almost) Always Move at Least One Hex

Q:
Regarding one-hex movement for let infantry, could you come out of column and then move one hex? 


A:
The one-hex movement uses all the movement points of the unit, so it can't spend 1 MP to get out of column and then use the one-hex movement rule (nor move one hex and then get out of column). 

It could take a cohesion hit to get out of column, either before or after the one-hex movement, as this has no movement point cost.
Q:
Also, what about the general question: can a formation change be part of a One Hex Move? 


A:
No, all it's movement points are used as the one hex movement.

14.10  Transport

Q:
The only way to set-up a towed ("mounted") gun in a Town, city or fortified hex is to enter the hex in column and dismount, getting immediately in non-column (ignore "retire by prolonge"). 


A:
Correct. 

Q:
Same applies to woods provided you can enter through a road. 


A:
Correct. 

Q:
In the two previous cases, the vehicles are not lost. 


A:
Correct. 

Q:
If the hex is a Raised Road/Railroad, you can do as in "1" but then the vehicles are lost. 


A:
Correct 

Q:
So, in the ESB scenario, the 82nd Div AT gun can start in Devil's Hill, but without organic transport. 


A:
If it sets up deployed, then yes. 

Q:
There is a bit of a "gamey" situation where leg unit with organic transport can cross a woods on foot, and once it reaches a hex where vehicles are allowed it can mount and keep moving, right? 


A:
Correct. 

Q:
If a unit with organic transport mounts up in a hex where the transport is prohibited except in column (woods, town, city) is automatically placed in column and avoid having to pay the 1 MP to do so in a subsequent activation? 


A:
Yes, the unit is automatically placed in column.

14.10.3  How Do Units Exit Transport Mode?

Q:
When a unit unmounts, can it switch from Column to Fire Mode for free? 

A:
Yes, see GTS 14.10.3.
Q:
When unloading from organic transportation in column, can I end up unloaded out of column or do I need to spend a MP first? 


A:
When a Unit dismounts, it can be freely placed in column or not, at no additional cost. (see Series Rule 14.10.3. "How do Units exit Transport Mode?")
Q:
A unit starts its Action in Column, can it spend some MPs, spend 1 MP to leave Column, then spend the remaining MPs to continue moving? 


A:
Yes it can. 

Q:
Does Supression, Cohesion, or Step Loss cause the removal of Column mode? 


A:
No. The column maker remains on the Unit. 

Q:
If a Tracked Unit enters a town or city hex (or Fortified) marked NP/1 (Fortified: NP/2) on the TEC, can it leave Column Mode? 


A:
No, wheels and tracked Units in the terrain types must remain in column 

14.11 Retire by Prolonge

Q:
Can you spend a command point to automatically pass the Retire by Prolonge TC? We assumed yes... 

A:
Yes you can.
Q:
Is "Retire by Prolonge" leg movement? 


A:
Yes. 

15.2  Which Units Get to Fire?

Q:
[This] is important: on a division activation, suppressing an enemy unit allows other units to move adjacent that otherwise could not without expending a command point to do so in a Second Action. 


A:
That's correct. Units with a "No" Fire Rating don't project Fire Zones, and the Suppressed counter shows that a Suppressed Unit has a "No".

15.4.1
What Does and Does Not Block a Line of Sight?

Q: 
Is a heavy barrage in a town hex equal to "one blocking hex" or two blocking hexes when tracing LOS from say the Arnheim church tower? 

A:        It counts as one blocking hex. 


Q:
If spotting from an SP or OP and a woods hex between there and the target has a barrage marker would this count as two blocking hexes? 


A:
it's just counted as a single blocking hex. In the design we don't have "super-blocking" hexes. Either it blocks, or it doesn't.

Q:
How do bridges affect LOS ? I wonder especially about bridges that connect elevated roads, are those bridges blocking LOS like elevated roads do ? 


A:
Bridges are treated like Raised Roads for LOS purposes.
Q:
It takes 2 Orchards to block LOS normally. Does the 2 Orchards count as 1 or 2 towards the blocking hexes for observation pts and strongpoints? 


A:
It counts as 1. 

Q:
For a hex with 2 blocking features (e.g. raised road over town), does this count as 1 or 2 towards blocking observation and strongpoints? 


A:
It counts as one. A hex is either a blocking hex it it isn't. 

Q:
I assume there is a LOS from 38.35 to 38.37, right? 

A:
Yes, as the LOS runs does not cross over the Raised Railroad.
Q:        Do combat units block line of sight? 
A:
They do not (see 15.4.1 paragraph 2 of the Series Rules).
Q:
Am I correct that there is no LOS from SP in hex 50.94 to hex 50.91 

A:       That's correct.
Q:
Strong points can trace LOS through two hexes of blocking terrain. Does this include hexes with barrage markers? 


A:
Yes.

15.5 How Do I Fire at a Unit?

Q:
If an artillery type unit is using Direct HE Fire (from range 1 to 3) do the range modifiers apply? I know they do not for Indirect fire (beyond range 3) and am assuming that they do, since the fire is now considered Direct. 


A:
Yup, it's direct fire so the direct fire modifiers apply.

16.3 How do I Carry Out an Indirect Fire Mission

[Artillery units in black ] belong to the artillery formation. The will be activated when the artillery formation chit is pulled, when the direct command chit is pulled, or when the division activation chit is pulled. They can fire as the second action of the division activation, as the action of a direct command, or as the first or second action of the formation activation.
Q:
A swift question on artillery parks, as I'd like to be sure on my interpretation here. Hohenstaufen has just received its artillery reinforcements, and has opted to set up an artillery park in the reinforcement hex. Is it permissible to purchase the Hohenstaufen Artillery activation chit on that turn (i.e., by being placed in the artillery park, are they immediately assumed to be in play for the purposes of rule 8.0?) Furthermore, the Hohenstaufen divisional activation chit is the first to be played in this turn; can the artillery units be used immediately for indirect fire purposes?
Q. The Arty chit is drawn, using their leader (which can only stack with units in the park?) or perhaps any other leader/unit on the map? 


A:
The former is correct Harry. That artillery Unit can fire when it is activated by the Artillery Formation Chit. The spotting formation does not have to be active in order to spot for the artillery Unit. 

Q:
 When the DIV activation chit is pulled, with any leader/unit (who makes contact). In this case must it be a 2nd action (not free) for a command point which is lost if no contact is acquired? 

A:
Correct. Under the Division Activation, the artillery unit can be activated, and as a second action it may fire (after passing as the first action). Again, the spotting formation does not have to be activated. 

Q. Any leader/unit whose formation chit is pulled can try to roll contact and/or fire as a primary action or... pay for a 2nd action. 


A: The artillery unit can’t fire in this case, as the artillery Unit is not active. 
There's also an indirect fire flow chart on the support site (linked to in the header of this forum), and that may help with the sequencing of events. Basically though, for the artillery unit to fire, it must be active, and the spotting formation does not have to be active.

Q:
Is it permissible to purchase the Hohenstaufen Artillery activation chit on that turn 


A:
The artillery formation activation chit would be available for purchase the turn after the units arrive as reinforcements. 

Q:
Furthermore, the Hohenstaufen divisional activation chit is the first to be played in this turn; can the artillery units be used immediately for indirect fire purposes? 


A:  
Yes it may.
Q;
Arty question....when trying to contact a new formation and the die roll fails can the current formation still shot the arty? 


A:
If you fail the contact roll, this ends the Action for the arty Unit. (see step 8 of 16.3 in the Series Rules)

Q:
I have read that artillery can fire with Direct, Division and Formation chits, however what if the Artillery or Independent chits are pulled? 


A:
An artillery unit can only fire when it's activated, either by the Direct Command chit (if it's in Command), Division Activation chit, or the Artillery Formation Activation chit. 

Q:
Does the artillery have to self spot if possible or can anybody spot when the Artillery chit is pulled? 


A:
It can do either, at the owning player's choice. 

Q:
There are several artillery regiments. Do they also roll for company bonus? The rules say a two-step unit. Regimental arty has an "I" on top of the counter in the Empire Strikes back scenario. 


A:
All 2-step units can roll for the company bonus. Not quite sure what you mean about the "I" on top of the counters. It should be either zero, one or two dots, possibly in a black oval or not (if it has organic transport, i.e. the back shows a vehicle). 

Q:
In regards to contact markers, as we played Empire Strikes back we wondered if you would have to do a second roll for contact? For example if the 508th gained contact and was able to fire from the 82nd chit being pulled. The following chit pull the 505th came up, therefore would you have to go through the contact procedure all over again for them to call in artillery? 


A:
As mentioned above, the artillery fires when the artillery unit is activated, not when the spotting unit is activated. 

Q:
Artillery hitting a stack of units. When the artillery "hits" the stack and forces the other units to do a TQC for S? we take it that hit means any result that is not a miss. Is this correct? 


A:
See 16.4.1 in the Series Rules. If the targeted Unit receive a result (S, C, 1, or E), or takes an S? result and fails the TQC, the other Units in the stack take an S? result as well. 

Q:
Am I correct that artillery does not count any terrain modifiers? I know the IP and ENT count. I just read this and wanted to be sure. 


A:
Terrain modifiers do apply. The only modifier that doesn't apply compared to direct fire is the range modifier. 

Q:
What about the defense of the unit against artillery fire? 


A:
The defense rating of the unit being fired upon by artillery does count.

Spotters 
Q:
Does a unit need to be in command to be used as a spotter for his formation when the leader has an 'in contact' marker on him? 

A:
…yes, the spotting unit must be In Command. See Series Rules 16.3 bullet 2 (the unit must also not be suppressed).

Q:
Do any of the independents have the ability to call in artillery? 


A:
Independent Units can act as spotters for the artillery Unit, but again the artillery Unit can only fire when it is active (not when the spotter is active). 

Q:
A unit with a Light or Heavy Barrage Marker can be used as an Artillery Observer? Does it have more than 1 Hex range although it only has 1 Hex range field of fire? 


A:
Yes it can still be an observer. The Fire Range of a Unit under a barrage marker is reduced to 1, not the Units LOS. 
Q:
 If I have a division that contains artillery, can a formation of my other division be used to spot? We have assumed yes (certainly historically that was happening) but wanted to make sure we hadn't missed a rule somewhere. 


A:
Yes, though they do get a modifier on their contact roll (see the contact modifiers table) 

Q:
Follow-up to 1, we assume this would be considered as an activation to the division of the arty, not the spotter division (so it would be possible when the arty div has its divi[si]onal activation, or the arty formation activation or, direct command activation) 


A:
Yes -- fire of all kinds always occurs as the firing unit's activation, not the spotting unit (if any)
16.4.2
Indirect Fire and Barrage Markers

Q:
When an indirect fire hits a unit in a hex, does the effect of the barrage marker it produces affects the TQ check the target might have to pass following the fire resolution (due to S? result or conversion from S to C for instance) ? 


A:
No, the barrage marker is placed after all the effect of the attack have taken place.
Q:
May a unit spot while in a hex marked with a barrage marker ? (I guess yes though its fire zone and range is one hex but nothing seems to disallow that) 

A:
Yes it may. 

Q:
When an indirect fire hits a unit in a hex, does the effect of the barrage marker it produces affects the TQ check the target might have to pass following the fire resolution (due to S? result or conversion from S to C for instance) ? 


A:
No, the barrage marker is placed after all the effect of the attack have taken place.

17.2  When is Opportunity Fire Triggered?

Q:
Could you please elaborate on the rationale for Mortar units being unable to use Opportunity Fire - even with their small arms Assault Fire rating? It seems odd that the unit can't just drop its mortars and fire its small arms at an adjacent enemy. 


A:
A quick answer is that we tried it both ways, and the effects for having mortars able to Opp Fire didn't give results were were happy with during playtest sessions. After lengthy debate (and the rules going back and forth several times...such that were got very concerned about artifacts ending up in the final rules), it was decided that mortar units would not be allowed to perform Opp Fire. 

One of the rules effects of allowing a mortar unit to perform Opp Fire is that the unit has to project fire zones. If a mortar unit is allowed to project fire zones, that has a huge impact on the mobility of the opponent force under a Division Activation (with its restriction preventing movement into an enemy fire zone as a first action). This allows a player to use a mortar unit to potentially set-up a huge block to enemy movement (as an example, the Krafft mortar unit can set-up in such a way as to greatly hinder the movement of the 1st AB units in "Race to the Bridge" if it projected fire zones.)

Q:
Is Op fire in an assault automatic, or do you still need to roll against the troop quality number to perform Op Fire? 

A:
…you still need to roll for the TQC.

Q:
Next question, why can't an infantry unit Opportunity Fire at an enemy unit that moves adjacent? We have been scratching or heads over that one. 


A:
Opp Fire is triggered when leaving a hex within a fire zone, as its more difficult to disengage than it is to engage an enemy Unit. Whenever you do anything that in a hex that an enemy Unit can fire into (mount up, engineer action, or move out), this provokes Opp Fire attempts.
Q:
What I find annoying, though, is that a unit could move into a hex surrounded by three infantry units for a first action, and only take opportunity fire from the one it decides to assault (say the middle one) with its second action. 

A:  I'm truly sorry that this annoys you, but this is how Panzer Command was designed, how TDC was designed, how it was developed, how the game was playtested, and how the scenarios were balanced. 
Q:
An indirect fire unit is in contact with a spotting unit in an observation post. Enemy units come trundling down a raised road and come within the line of sight of the spotting unit AND within range of the indirect fire unit. However, the indirect fire unit cannot attempt opportunity fire until those enemy units come within 3 hexes of the indirect fire unit, AND can be spotted by the indirect fire unit, not the spotter. Is this the proper interpretation? 


A:
That's correct. Opportunity Fire has to be Direct Fire, and for an Indirect HE Unit (i.e. arty Unit), direct fire is always self-spotted (no spotting is used).

Q:
Series Rule 17.4 states, " When an indirect HE Unit uses Opportunity Fire, it uses the yellow "Direct HE Weapons Class, as it is using Direct Fire. Rule 16.1 states, Indirect HE Units have "a maximum Direct Fire Range of three hexes".  Does this mean that Indirect HE Units can only employ Opportunity Fire over a range of three hexes, regardless of the length of the line-of-sight of the spotting unit?

A:
Don, yes that's correct, arty can only perform Opp Fire up to 3 hexes. This direct fire has to be self-spotted (only indirect fire can use a spotting unit), and if the arty unit has radio contact it retains it while performing direct fire.
Q:
If two or more units are assaulting a single unit its get one opportunity fire? 


A:
Yes. Opportunity Fire triggered by a stack only provokes a single Opportunity Fire shot. (see the example of play on page 21) 

Q:
Does a unit which activates to remove a delay marker in an enemy fire zone trigger opportunity fire? I played it "no," but that was out of pity 


A:
That's correct. See Exclusive Rules 3.4.2

Q:
Is a supressed unit denied ops fire if units are moving in or through the adjacent hexes? 


A:
Correct. The Suppressed markers has "No" for the fire rating of a suppressed Unit, so it cannot perform any type of fire. Suppressed Units can do only 2 things. They can rally, and defend if assaulted. No moving, no assaulting and no Opp Firing.
Q:
If I followed the previous discussion correctly, this target selection was part of each individual Opp Fire procedure. So it doesn't matter. Yes, each shooter picks a target, but they only do so after their turn comes up to shoot. 


A:
correct, selection is part of the procedure, so there's no need to pre-designate targets for Opp Fire.

17.6  What About those Different Modifiers for Opportunity Fire?

Q:
Am I reading the bridge rules correctly? 

1) You have to be in column to cross a bridge, so you'll suffer a +2 fire modifier for being in column. 

2) Any unit in column on a bridge suffers an additional +2 fire modifier. 

Thus, any unit on a bridge is going to end up with a +4 fire modifier to opp shots against them???


A:
That's correct (this is the same modifier as for being in Column on a Raised Road).

Q:
If a unit triggers op. fire without leaving a hex (e.g., entering an entrenchment), does the +3 for "moving" from one hex in a fire zone to another apply, if the hex is in a fire zone? (my assumption is no). 


A:
Yes (see 17.6 bullet 1, second paragraph of the series rules) 

Q:
The Opp fire modifiers state that the guys firing will get a +3 modifier for any Move Action that starts and ends in a FZ. Does this apply to an Engineer function undertaken in a fire zone? 


A:
Yes it does. If the action starts and ends in a fire zone, the +3 modifier applies. See the series rules 17.6. bullet 1, which mentions engineer actions as those that get the +3 modifier.

Q:
If a unit is adjacent to a long range unit which at this point his range is one, when the unit goes to move away into the next hex does the opportunity fire now get a +3 for FZ to FZ instead of the -2 for moving into a non-FZ. To further this point would it even be allowed under the Divisional chit, first action? 


A:
The unit is moving into a non-fire zone hex, so it can move if under the first action of a division activation, and the -1 fire zone to non-fire zone modifier applies (this was discussed a few days ago here (see message 11710 from Thursday).
Q:
Our group is confused about indirect opportunity fire so just want state our understanding and get confirmation: If I have an indirect Fire HE (orange FR), it can opportunity fire at someone in its fire zone where the fire zone is defined to extend only 3 hexes (the direct, not the full indirect range). When firing it uses the Direct HE line on the combat table (like it does in all cases when firing direct). The FZ modifiers do not apply in this case as per the note on the opportunity modifiers table "Indirect Opportunity Fire never use range or FZ movement modifiers" (even though in my mind this is not really indirect fire) Or have we got it completely wrong and you can be indirect opportunity firing at someone 20 hexes away? 


A:
Almost correct. Indirect Fire HE units perform indirect fire (using the yellow fire line) at a range of 4 hexes up to the printed range. They perform direct fire (using the orange line) at a range of 1 to 3 hexes. 

These units can only perform Opp Fire in their direct fire range, and they perform this as normal opportunity fire using direct fire, so the range modifiers apply, and the FZ-to-FZ modifier can also apply. 

The reference on the chart about "Indirect Opportunity Fire never use Range or Fz modifiers" should be ignored. This is an artifact. Indirect Fire can never be used for Opp Fire (as the rules state).
Q:
If a unit withdraws out of a ( Unit A) fire zone to a hex that is not within Unit A Fire Zone but is a fire zone to fire zone move with Unit B, does Unit A if it successfully Ops fire get a +3 modifier or the -1 modifier? 


A:
+3 modifier. (see 17.6 of the Series Rules, "If the target of Opportunity Fire is moving into a hex that is in the Fire Zone of any enemy Unit (including the Opportunity Firing Unit), the Opportunity Firing Unit’s Fire Rating gets a plus three modifier.") 

18.1 Which Units Can Assault

Q:  Say I have a formation chit and move two units from seperate hexes into a hex adjacent to an enemy unit, as a second action can the TWO units then assault the enemy hex together? 


A:  Todd is correct, you can’t do this. When you activate a stack of units or a single unit, after you complete the first action, you must immediately perform the second action before any other units are activated for their first action.
18.7 How Do I Assault?
Barrages and Assaults. 
Q:
When a unit enters to assault with a light or heavy marker do you roll for the marker result prior to the ops fire? Thus sustaning the results prior to the assault? 

A:
…the assaulting Unit only gets to enter the hex it's assaulting if it successfully "wins" the assult. So if the hex being assaulted has a barrage marker on it (light or heavy), only the units defending in the assault are affected by it. The Units assaulting are not affected by the barrage marker in the assaulted hex. 

If the hex the assault is being launched from (i.e. the hex the assaulting Units are starting in), then the effects of the barrage marker are applied to the assaulting Unit throughout the assault. 

Q:
So...if I win the assault thus occupying the hex I would come under the rerstrictions of the marker but not roll again to see if I get hit? 

A:
Exactly.



Effect of Heavy Barrage Marker on Assaulting Units

Q:
I did read if a unit assaults out from under a barrage marker it suffers the negative mods. 


A:
Correct. 

Q;
If a unit wants to assault out from under a Heavy Barrage what takes place? 


A:
# The heavy barrage marker in the space from which the attackers are assaulting means 

1. Each unit takes a cohesion hit 2. Each unit must pass a TQ check to participate. 3. Their printed TQ is reduced by 2 for this check due to the heavy barrage 

# Defenders get a chance to Opp Fire. 

1. Defenders are under a heavy barrage, so all their TQ and Firepower are reduced by 2 2. Attackers, for this shot, still get the benefit of their current terrain 

# For the rest of the assault, the Attackers 

1. Will NOT benefit from any terrain bonus in the hex from which they are assaulting 2. But they will still suffer -2 to Firepower and TQ for the Heavy Barrage marker in that hex? 
Effects of Barrage on Defending Units

Q:
do units assaulting a hex covered by a heavy barrage marker suffer the effects of the marker on their assault (I'm guessing yes)? 


A:
I'm afraid they don't…. (If the Assaulting units were under such a marker they would be affected by it). See the example of play on page 21 of the Series Rules, which shows this situation.

Q:
When assaulting a unit under any type of barrage marker does the assaulting suffer the modifiers of the barrage marker as well? 


A:
No. Barrage only affects units under it. In an assault, the assault unit is not in the defenders hex. (see the example of play on page 23 of the Series Rules) 

Running Away 
Q:
Units with a MA can run away from an assault, yes? 


A:
Yes, providing they are not moving into an enemy Fire Zone, and they pass a TQC (or spend the command point, if in command range)

Q:  Do units in column that flee from an assault remain in column, or may they remove the column markers? 

A:  No they may not. They must remain in Column, unless the retreat would cause overstacking (due to another Unit being in Column in the hex, in which case the running away Unit takes an additional Cohesion Hit and gets out of column). 
Q:
If units are running away from an assault, and cannot leave the hex (immobile, suppressed by Opp Fire, failed a TQC under a heavy barrage) they are eliminated.Given the above about running away and getting Suppressed thus eliminating the unit...can they spend a Command Point to save themselves? Or are they...DRT??? Dead Right There! 


A:
If they are suppressed by… Fire they can convert this to a Cohesion Hit (and then the unit becomes Suppressed as well at the end of the retreat). 

If the unit is under a Heavy Barrage, it can spend a command point (if in range of a leader) to pass the TQC to leave the hex.
Q:
And if they fail the TQC, do they get a Cohesion Hit and just remain in the hex? Or are they destroyed? 


A:
They take the cohesion hit, but are destroyed anyway. When running from an Assault, any units that cannot move are eliminated. Remember that all units must run away, not just some of them. If 1 stands, they all stand, if 1 runs, they all run. 

Q:
Also, when do they make the check? When they declare they are running, or when they actually implement the movement? 


A:
When the movement is performed.
Q:
Does a unit that retreats from Assault end its retreat Suppressed? 

A:
Yes, and it cannot be converted into a Cohesion Hit. 

Defending Armoured Units

Q:
If the defending unit in an assault is an armored unit in column, is the TQC modified by the raw defense rating (as printed on the counter) or by the net rating (including the +2 for being in column)? 


A:
Just the raw defense rating. 

Effects of Assault on Units in Transport Mode

Q:
Are units on transport side (e.g., in trucks) prohibited from "running away" from an assault? 

A:
No they're not. The problem is even if the unit runs away, the assaulting unit gets 2 shots (with some nasty modifiers, +2 for being in column, +2 for running away), and after the unit runs away it becomes Suppressed.

Q:
Do units loaded in trucks have any chance if they get suprised and assaulted, or are they basically just dead? 


A:
Basically dead.

Units Without Assault Values May Not Assault Fire & Are Automatically Eliminated After Opportunity Fire
Q:
A unit without an assault value cannot assault fire (18.1). So, when assaulting a solitary unit that has no assault value, e.g. a Flak unit, it would appear that after the defender gets its opportunity fire it is defenceless. 


A:
That's correct. Units without assault ratings are zero-step units, and once the opp fire has been resolved, they are automatically eliminated by the assault. (see 17.7.4 bullet #2) 

Q:
The attacker can make 3 assaults fires without any return fire happening. Am I correct? 


A:
Not needed, as the zero-step unit has been eliminated. However, if there are other units in the hex remaining, there can be up to 3 rounds of assault. 

Advance After Assault Fire or Charge

Q:
Now, I realize the attacker could risk the TQ check and charge. If successful a "no movement" unit like the flak would die. But, maybe the attacker fears the TQ roll. Continuing the example, if after 3 assault fires the defender unit dies from step losses, does the attacker get to advance or, does that only happen on a charge or if the defender retreats? 


A:
If during the assault procedure there are no defending units in the hex (either eliminated or ran away), the assault is over and the assaulting units get to move into that hex. 

You may want to grab the assault flow chart from the support site (in the header at the top of the forum). It clearly shows each step and the choices players have in those steps.

Assault Taking Entrenchment Hex Do Not Enter the Entrenchment
Q:
if the attacker is assaulting an ENT and should win the battle against the unit beneath the ENT does the victor occupy the ENT or is the unit on the outside of it thus needing a movement action to enter? 


A:
A Unit can’t occupy an Entrenchment made by the other side, so the answer is it would be outside the Entrenchment (and can never enter it).
Making the Decision Whtether to Charge or Assault Fire

Q:
[W]hat[‘s] the primary differences between when you should Charge and when you should Fire in an assault. Can someone enlighten us? 


A:
If the defender has a low Troop Quality and your opponent is low on Command Points, that's when you probably want to consider a charge. Charges work best when you're confident that the defender wont stand (pass a Troop Qualty Check).
Assault Fire Declarations
Q:
Say defending unit "D1" and defending unit "D2" both predesignate their assault fire at attacking unit "A1". After D1's two shots, A1 is dead. May D2 now fire at A2, or are his shots wasted? 


A:  his shots would be wasted. The declarations for which unit is shooting at which unit is made (attacker first), then the dice are rolled and the effects applied. This is in part 5D of the assault rules (6th bullet).
3 Rounds of Assault Fire

Q:
During each round of assault combat, each assaulting unit fires twice, then the defending unit fires once choosing one of the assaulting units as its target? We assumed yes. 


A:
The defending Unit also fires twice (and both shots must be at the same target). This fire is considered to be simultaneous, so no effects are applied until all the units have fired. 

Q:
The defender can choose a different assaulting unit to be the target of its assaulting fire each round, but both shots have to target the same selected assaulting unit? We assumed yes. 


A:
Correct. 

Q:
By inference, if there was a multi-unit assault vs a multi-unit defense, each side would pick its target for each firing unit and fire both shots on the same target. 

A:
Correct.

Bravery Checks 

Q:
If one or more units fail a Bravery Check, can the other units Activated for the Assault call off the Assault? 

A:
No, the assault continues. 

Assault Fire with Suppressed Units

Q:
It says the suppressed unit can only fire once. Does that mean if there are three assault rounds it fires in just the first round or all three? 


A:
It would fire once each round (if it lasts that long). 

Q:
If a Suppressed unit has no Assault Rating, does it still get to Assault Fire? I have not poured through the counters to see if that is even possible. 


A:
Yes. Suppressed units can do 2 things, Rally, and perform Assault Fire if defending in an Assault.
Opportunity Fire in Assault Phase
Q:
Similarly, during an Assault can a defending Mortar unit fire Opportunity Fire against assaulting enemy using its Assault Fire rating? 


A:
No, mortar units can never perform Opportunity Fire. 

Q:
Does the defending unit perform OppFire on each assaulting unit as a separate function (i.e., roll TQC, if pass fire on one assaulting unit, roll another TQC, if pass fire on other assaulting unit)? We assumed yes. 

A:
No. If the Units activated together to perform the assault, the defender only gets one opp fire attempt, and selects the target of the Opp Fire. (assault example #1 illustrates this in the Series Rules)
Q:
On the first one, the rules say that the Defender's Opportunity Fire is treated as normal Opportunity Fire. Does this mean that he has to roll against his TQ to take that fire. 


A:
Yup, it's the normal procedure (so roll a TQC in order to take the shot). 

Q:
If two or more units are assaulting a single unit its get one opportunity fire? 


A:
Yes. Opportunity Fire triggered by a stack only provokes a single Opportunity Fire shot. (see the example of play on page 21) 

Terrain Modifiers 
Q:
I read on the board that the assaulting unit does not get a terrain modifier but in one of the examples in the rule book it does. Which is correct? 


A:
The assaulting unit does not get the beneficial terrain modifier (it does get the beneficial terrain modifier for the opportunity fire it triggers as the assault starts). Assault example 1 shows this. When the assaulting units take the opp fire, they get the beneficial terrain bonus, but in the assault, they do not. 

Q:
To further this point, once in the assault fire phase does the active player receive any terrain modifier in defense? 


A:
The units defending in the assault get the modifier, those attacking in the assault do not get the beneficial modifier. 

19.0 Combat Results

Q:
Is there a sequence the casualties have to be taken during the assault sequence? Especially if I have some S? and S results but only one command point left. Or is that completly up to the receiving player on a "per round" basis? 


A:
It's up to the receiving player.
19.2
What the Combat Results Mean

Q:
Loss event oddity : Consider a unit ending after the loss event its movement in column. It is suppressed as per the loss event rule. Can it try to convert the suppressed result into a cohesion hit and if successful can it leave column due to the cohesion hit received (all this without any possible reaction from an adjacent enemy unit) ? 



A:
The suppression cannot be converted. (also A Unit cannot leave column because it received a Cohesion Hit, instead it leaves column by voluntarily taking a Cohesion Hit.) 

19.2.2  What the Combat Results Mean for Suppression

Q:
Does a supressed unit have a fire zone 

A:
No it does not. Now this is important…. it allows units to move adjacent to suppressed units in a Division Activation (will help 1st Airborne make progress against flak units suppressed by airstrikes - move up in DivAct, then take an assault second action & they disappear, being unable to opp fire and zero-step). 
Q:
If a Suppressed unit has no Assault Rating, does it still get to Assault Fire? I have not poured through the counters to see if that is even possible. 


A:
Yes. Suppressed units can do 2 things, Rally, and perform Assault Fire if defending in an Assault.

Q:
Am I correct that Suppressed unit cannot Opportunity Fire when assaulted? Not even using their assault value? 


A:
That's correct. Suppressed Units can just rally, and defend in an assault. 

Q:
It says the suppressed unit can only fire once. Does that mean if there are three assault rounds it fires in just the first round or all three? 


A:
It would fire once each round (if it lasts that long). 
Q:
Anything to prevent a Suppressed unit defending in an assault from rolling to get the company bonus mod? 

A:
Nope.
Q:
Is a supressed unit denied ops fire if units are moving in or through the adjacent hexes? 


A:
Correct. The Suppressed markers has "No" for the fire rating of a suppressed Unit, so it cannot perform any type of fire. Suppressed Units can do only 2 things. They can rally, and defend if assaulted. No moving, no assaulting and no Opp Firing.

Q:
when you want to convert a Suppression to CH do you apply the mods on the Suppresion marker? 


A:
No you don't. When you try to convert a Suppression into a Cohesion Hit, the Suppression counter has not yet been placed on the unit. If you pass the check, place the Cohesion Hit marker, if you fail the check, place the Suppression marker.

Q:
Apologies because this is surely has previously been answered: suppressed units may 'defend' against an assault. Does that mean that they 'fire' only with the ' assault' rating and not also with the fire rating (because there is none), when rolling to inflict damage on assaulting units, during assault fire? 


A:
That's correct….
Q:
[This] is important: on a division activation, suppressing an enemy unit allows other units to move adjacent that otherwise could not without expending a command point to do so in a Second Action. 


A:
That's correct. Units with a "No" Fire Rating don't project Fire Zones, and the Suppressed counter shows that a Suppressed Unit has a "No".

21.2 How Do I Move My Leaders?

Q:
How many times can a leader moves in a direct command phase or a formation/division phase ? It seems that if it moved along with a unit activated through the expense of a command point it cannot be reallocated at the end of the formation/activation phase ? Is it allowed to moved it along a unit using a second action/direct command that ends its move stacked with another unit no yet activated who would in turn move it using a second action/direct command ? 


A:
A leader moves with the units he is stacked with if a Command Point is spent for the movement (so a second action or under a direct command). You could keep moving the leader forward by having him with one unit, move into the hex of a second unit, have the second unit then activate and bring the leader along and so forth (so long as a command point is spent for each movement). 

Q:
I only just now noticed the specification in 21.2 that Leaders must follow Units performing a Move/Assault Second Action. I only remembered the Direct Command case before. This strikes me as an odd stipulation, considering that the Leader can transfer freely at the end of the DivAct anyway. I had always imagined that the commander and his staff were tooling around the vicinity in jeeps or whatnot over the course of the two hour turn. Is there some kind of gamey-ness this rule is trying to prevent, or some particular historical aspect it's trying to preserve? I get that in the Direct Command case, it's avoiding a rules tangle that might allow leaders too much mobility. But it seems very strange in the DivAct case. 


A:
Whenever a Unit moves by spending a Command Point, if stacked with a Leader, the Leader moves with the unit. This comes up for Second Actions and Direct Commands, which both require a Command Point to be spent for the action.

21.4 How do I Know if a Unit is In Command?

Q:
Can a Leader move and use the new hex as a location for subsequent Command checks in the same formation/divisional activation? 


A:
The leader only moves during an activation is he is stacked with a Unit that moves by spending a command point (either a Second Action or a Direct Command). The leader can be transferred to anyone of his Units at the end of a Formation Activation or Division Activation. 

You check to see if a Unit is In Command at the moment you need to know if the Unit is In Command or not. This means you can move a Leader around (as described above) in order to get a Unit In Command.

Q:
Are [units] in command if they are in a reinforcement hex 


A:  no, they are not. See Series Rules 21.4, last paragraph: "Reinforcement Units in reinforcement entry hexes are considered Out of Command."

Q:
Consider a unit and its leader in a reinforcement hex on their turn of arrival. The unit is out of command in the hex, but once it moves out can it use the leader command range to be in command though the leader is still in the reinforcement hex ? 


A:
If the Leader is in the Reinforcement hex, all of its formation is OOC. 

Q:
Consider a unit and its leader in a reinforcement hex on their turn of arrival. The unit is out of command in the hex, but once it moves out can it use the leader command range to be in command though the leader is still in the reinforcement hex ? 


A:
No it cannot. 
Q:
Reinforcements normally enter with a Div Act and are OOC in the entry hex. Can they take a second action provided they are within the leader's range and assuming the leader is in the reinforcement hex? 

A:  No.  A Leader in a reinforcement hex may not command Units
22.2 Improved Positions 

Q:
Can someone confirm whether or not I can have a unit create an improved position during the free activation of divsional chit? 


A: 
…building an IP is an Engineer Action so you cant spend a Command Point to perform the action (or to pass the TQC). This means you may not build an IP as a second action or under a Direct Command activation. 
Under a Division Activation or Formation Activation, a leg Unit not in Column may attempt to build an IP, or an engineer Unit may try to build an IP for another unit in the hex.

Q:
but nowhere where it says you can't do an engineering action as a Direct Command activation. 


A:  In the series rules, in the Engineer Action entry in the Glossary, it starts the second paragraph with: "A player may not spend Command Points to perform an Engineer Action" 

It's also mentioned states the restriction in 10.0.5 ("What if my Direct Command Chit is drawn?") as bullet #8. 

In the rules summary, on the back page, the box for Direct Command say it here. (it's also on the front page of the rules summary, in the Direct Command section).

22.3.3.3 How Do You Enter or Leave an Entrenchment?

Q:  To get out of the entrenchment, the deployed gun would have to flip (and, for free, if it wished, enter column). This would be its entire movement (and a movement action). It would now be on top of the entrenchment. The next activation it could move away. 


A:  The vehicle would mount up as one action, then move out of the entrenchment as another (but stay in the hex), and finally move away from the entrenchment hex as a third action.
Q:
A gun in an ENT....in order to move...does it come out of the ENT...and then in the next available action then move into column..or 


A:
The first action would be to leave the entrenchment (which is a move action, and the Units entire action). On a subsequent activation the gun would then be able to mount up and move out of the hex (or retire by prolonge).
Q:
Can a towed gun (with * or No movement ability) enter or exit an entrenchment? 


A:
A gun with a "No" movement allowance cannot move into or out of an entrenchment (the entrenchment has to be built by an engineer around it). A gun with a * movement allowance may move into or out of an existing entrenchment providing it passes a TQC (and it not in a fire zone). 

Q:
Can it do so while loaded on vehicles (so either unloading or loading inside an entrenchment?) 


A:
The vehicle can enter, and then dismount, or mount-up then exit. 

Q:
Can a unit in an entrenchment or improved position enter column? (The rules only say a unit in column can't create an IP) Can a unit in column enter an entrenchment? 


A:
No to all.

22.3.4 
Who Benefits From an Entrenchment

Q:
[Artillery]  Can it fire a Heavy Barrage? (strength 3 + 2 for company bonus +2 for entrenchment)? In other words, does the Entrenchment modifier apply for this purpose? 


A:
Yes it does. The modifiers that are used for the Fire Rating are any markers on the Unit, plus possible company bonus. 

Q:
We have learned how to get 1 AB to the Bridge, but they seem to get steamrolled. 


A:
Is the 1st AB player building entrenchments around the bridge? That's a real key to holding on in the city.
22.3.6 What is the Benefit of an Entrenchment?

Q:
I'm having a real hard time digging out entrenched units from city/fortified hexes 

A:
Its very hard -- its important to not let them get entrenched in the first place (get a unit next to them -- if the engineer tries to entrench, kill it with the op fire). 

Your best bet if it is entrenched is to hit it with artillery (to reduce its firepower) and then assault with pairs of units. 3 rounds will give you 12 rolls, which should probably get a C result for a 0. Do that 4 times. 

Two entrenched paras together in a hex are all but impossible to dig out. Attack at night (the -2 doesn't hurt you, since you'll only hit on 0s anyways), and continue in the morning fog. You need a lot of units to throw at them, repeatedly.

23.0 Road Blocks (or Sperre)

Q:
Exclusive Rules 2.16 explains the effect of Road Blocks placed on Raised Roads on leg units, but not on vehicle units. Can a vehicle in column move into such a hex?

A:
No it may not. 

Q:
What if the hex with the Road Block is not Raised Road 


A:
The road in the hex is negated, and a unit has to use the original terrain type of the hex (imagine that there is no road in the hex where the roadblock is build). 

Q:
Say a Road Block is in a hex before a woods to which the road leads. Can a vehicle move (in column) from the Road Block hx into the woods? 


A:
Vehicles (in column or not) cannot enter woods hexes. A vehicle in column can enter a woods hex using a road, but the road block negates the road, making the hex impassible to vehicles (unless belonging to the division that built the road block).

Q:
It seems what counts is only the hex you are moving into, not the one you are coming from. 

A:
Got it…. Yes, the road block only counts for the hex you are moving into. It has no effect when moving out of the hex.
27.0 Airpower

Q:
Airstrikes get a light barrage marker? 


A:
No. (see the last sentence of 27.0 in the Series Rules)
28.0 Night

Q:
I may be reading too closely, but is it correct that no GA and 43 Inf. chits except the Div Act go into the cup at night? 


A:
That correct. The Direct Command chit, and Division Activation chits are still in the mug, but you can’t purchase any for the Formation Activation chits for the night turn.

THE DEVIL’s CAULDRON 
EXCLUSIVE RULES AND SCENARIOS
1.0 Night and Weather 

Q:
If a day starts foggy and you get to the 1100 turn while still foggy and the fog does not clear, does the weather become overcast on the 1100 turn or the 1300 turn? 


A: 
It becomes overcast on the 1100 turn if the fog does not clear. (there's a reminder on the turn track to help you remember this.)
Q:
If a Division currently with 0 Dispatch Points rolls a 9 on the turn before Night, does it end up with 1 or 2 Dispatch points? I'm guessing 2 since the roll occurs before the free addition for pre-Night, but it's worth clarification. 

A:
Yes, they get 2 points. Roll the die, make the adjustments and then add 2 points.

2.0 Terrain

Q:
So can town hexes have white borders, too? If so, do all town hexes have white borders? 


A:
Yes they can. The color of the center dot defines the terrain type. The black dot is either city or fortified, and the color of the hex border differentiates the two.

Q:
Nick can correct me if I am wrong here, but the significance of many of the 'slope' features here are not strong enough in reality to merit the kind of combat adjustment advanced in the above posts…. 


A:
I chose not to comment on the house rules on purpose, as I'd like to players to freely discuss them without feeling that the designer or developer is stifling that conversation. If some players want to adopt them, and it makes the game better for them, then go for it. Some of the ideas seemed stronger than others to me, and the slopes aren't significant enough to merit the +1 modifier in my mind.

2.2 Polder

Q:
What is the errata hex near Nijmegen that you ruled was polder and not ouj polder? 

A:
Hex 42.64 should be Polder, not Ooij Polder.
Q:
We haven't seen anything in the rules that would stop Feldt units from going around Beek and moving directly to Nijmegen. 


A:
Keep in mind that the Ooij Polder may not be entered until the 22nd.
Q:
Where is the rule on the Polder? 

A:
Exclusive rules 2.2, last paragraph.  
Q:
As for the Polder - is that to force the Germans to attack the heights? 


A:
Not at all. The Germans were ordered to not enter it until late in the operation. In fact, German officer took a small group of soldiers through the Ooij polder and to Nijmegen to prove it was passible and was brought up on charges when he returned.

Q:
As for the Ooij Polder, why were the Germans ordered to avoid it? 


A:
They thought that it wasn't strong enough to support vehicles, so a blanket order was given forbidding entering the area. It was subsequently demonstrated to be strong enough.
Q:
Is the Ooij Polder only in that one main area in the southeastern segment of the map (and labelled, reassuringly, "Ooij Polder")? 

A:
That's correct
Q:
The road toward the Nijmegen road bridge from the south goes 41.65-42.64-41.64 which runs through the prohibited Ooijpolder. Is it correct not to be able to use that road during the prohibition period? 

A:
Correct. 

Q:
So then no vehicle can move off the 41.64 hex as they would be unable to leave column and thus unable to leave the hex other than via 42.64 which is prohitibited (at least until the Polder prohibition is raised) 


A:
I just took a look at the map, and hex 41.64 should be regular polder, not Ooijpolder.

2.3 Orchard

Q:
So does this mean a unit in a strongpoint can see (and fire) through 5 orchard hexes (assuming no other blocking terrain), as it would take 6 to count as 3 blocking hexes? 


A:
Correct.

2.4 Woods

Q:
Do both mortors and artillery ignore the modifier for the woods? Seems to me it was just the HE. 


A:
HE has 3 classes, indirect, direct and mortar (see the glossary in the series rules for Weapons Class). So mortars and Artillery ignore the woods modifier. Also see 2.4 in the Exclusive Rules, last sentence.
Q:
By the way, given what it represents should "Dual Purpose" ignore the woods modifer when firing on soft targets? It's essentially HE after all. 


A:
…dual purpose does get the terrain modifier for the woods.
Q:
A vehicle can move from a woods hex containing a road into a clear hex not connected by that road, but the opposite is not allowed. 


A:
Correct.
Q:
Can a wheeled or tracked unit that entered a wood hex by road in column leave the hex not following a road into a clear hex as just entering a hex for these kind of units may be not permitted? 


A:
Yes it may. 

Q:
This seems to directly contradict 2.4 in the exclusive rules, which says "wheeled and tracked units cannot enter OR EXIT a woods hex unless they are in column and travelling along a road" (emphasis mine)  Is this an errata change? 


A:
The "OR EXIT" should be deleted. I'll add that to the errata tonight (or whenever I finally get out of meetings today).

2.9 Cities

Q:
Is the town hex 46.68 (I think it is named Hengstdal) considered part of Nijmegen for the rule that prohibits entering Nijmegen? 

A:
No it's not (Both Arnham and Nijmegen hexes have a yellow coloring to help identify which hexes are part of that town). 

Q:
Thank you, nick, and sorry, but now you are making me doubt, or perhaps I am a bit color-blind. Is 45.68 part of Nijmegen? 


A:
45.68 is not. 44.66, 44.67, 44.68 is in Nijmegen.
Q:
Well, I have a doubt on the los between 41.64 (Nimègue south road bridge) and 38.62 (Nimègue north railroad bridge) , the hex 40.63 is really a city hex ? (there are many blue in the hex) In this case the los is cut , isn't ? 


A:
Yes 40.63 is classified as a city hex, and will block the LOS from 41.64 to 38.62

2.10 Fortified 

Q:
Are either or both of hexes 44.26 and 46.26 fortified? 
A:
both are fortified
2.11  Streams

Q:
Is the hexside between 60.75 and 59.76 a "passable" stream? 


A:
Yes it is.

Q:
Is there any penalty for a unit assaulting across a stream? 

A:
Nope.

2.15.1 Crossing Bridges

Q:
Seems I recall seeing that if you try the bridge and it does not blow you must proceed to the other side regardless of what may shoot you via Ops fire.! 


A:
In Race to the Bridge, to get the 3 VP for the Railroad Bridge, if it doesn't blow, you must cross it.

2.15.3  Railroad Bridges

Q:
I'll want improve the Nimègue railroad bridge.(rule 2.15.3) I must do control the bridge ? (rule 2.15.4) 

A:
To improve a railroad bridge control is not required, just an engineer in one of the two bridge hexes must pass a TQC (this is an engineer action, so a command point cant be spent on the TQC, or to activate the unit). The action will provoke Opportunity Fire.

2.15.4 Control of Bridges

Q:
the british have a FZ projected into 4930 from any of the surrounding hexes while the the germans hold 5029 do they still have control of the bridge? 


A: 
in this case the bridge is contested. To control a bridge no enemy firezones can be projected into either of the two bridge hexes (see 2.15.4 in the Exclusive Rules, in particular the 3rd paragraph). 
Q:
I've searched this forum and I don't think this specific question was asked. 
I'm a little unclear about the specifics of bridge control. I understand that a bridge is either controlled by one side or the other. If niether side controls it, it is contested.  It seems when my unit moves into both hexes of the bridge and neither hex is in a fire zone, then control shifts to me. If my unit moves onto one of the hexes, but that hex is in a fire zone, I presume control is *not* shifted and the bridge remains controlled by my opponent. Conversely, if my unit moves onto one of the bridge hexes and an enemy unit is adjacent but is suppressed, it does not project a fire zone and the bridge control is lost and the bridge becomes contested. If the enemy unit subsequently rallies, I presume the bridge remains contested because control of that hex shifted to me the moment the unit entered it and no fire zone was being projected onto the hex. Even if my unit (that caused the control loss) leaves the hex the bridge remains contested until an enemy unit moves onto that hex (and none of my units are projectinbg a fire zone onto the hex). This is important because in our game the British jeep unit has moved onto the north hex of the Arnhem road bridge on turn 1 and the flak unit on the south side was supressed by air barrage. If the bridge is now contested, my units are -1 TQ until I get rid of that darn jeep unit. 

A:
It seems when my unit moves into both hexes of the bridge and neither hex is in a fire zone, then control shifts to me. 

Yes. 

A:
If my unit moves onto one of the hexes, but that hex is in a fire zone, I presume control is *not* shifted and the bridge remains controlled by my opponent. 


If this happens, the bridge is contested. The bridge will remain contested until either you leave the hex (when it will return to enemy controlled), or the fire zone in the hex is eliminated (and you move into the other hex with no enemy fire zone projecting into it) in which case you will control it. 

A:
Conversely, if my unit moves onto one of the bridge hexes and an enemy unit is adjacent but is suppressed, it does not project a fire zone and the bridge control is lost and the bridge becomes contested. 


Possibly, depending on the status of the other hex of the bridge. Assuming the suppressed Unit is in the other bridge hex (as your example below indicates) then the bridge is contested. 

A:
If the enemy unit subsequently rallies, I presume the bridge remains contested because control of that hex shifted to me the moment the unit entered it and no fire zone was being projected onto the hex. Even if my unit (that caused the control loss) leaves the hex the bridge remains contested until an enemy unit moves onto that hex (and none of my units are projecting a fire zone onto the hex). 

Again, it depends on the status of the other hex. If the unit rallies, the bridge will remain contested, but you do control the hex you were in. If your unit leaves the hex, then the bridge will return back to enemy controlled, and no longer contested. For a bridge to be contested it must have a Unit from the side not controlling the bridge in one of the two bridge hexes. 

A:
This is important because in our game the British jeep unit has moved onto the north hex of the Arnhem road bridge on turn 1 and the flak unit on the south side was supressed by air barrage. If the bridge is now contested, my units are -1 TQ until I get rid of that darn jeep unit. 


The bridge is contested at this point   I predict that the jeep will have an especially short life. The Jeep has a defense rating of +5 (+1 from the counter, +2 for the column, +2 for the terrain) *ouch*.

A:
So, really, a bridge is likely to remain contested because the presence of any units and/or fire zones will cause control to be lost. 


Bridges tend to be contested for a while as the two forces fight over them, especially if the attacking force can't attack the bridge from the rear as well as the front (the limit of only moving one unit over a bridge in movement or assault can make it tough to remove the enemy force). 

A:
The hard part is getting a unit to that Jeep (not many forces around yet to do anything). 


That will be the key. If the Jeep is isolated, it may not survive to the night turn.

2.15.7 Arnhem Pontoon Bridge

Q:
If the Arnhem Pontoon Bridge goes up can 4828 see 4628? 


A:
Dale, yes it can.

2.16 Raised Roads/Viaducts

Q:
why would an infantry unit not in column get the raised road penalty when targeted? 


A:
Due to the scale of the game. The units are defined as being in the hex, and it contains a raised road (which is a piece of open ground). They receive the modifier for any other terrain in the hex as well.

Q:
What is the terrain modifier for a leg infantry unit NOT in column that occupies a hex that is both a raised road and a town. Is it +2 for the raised road, -2 for the town for a net 0, or is it just +2 for the raised road or just -2 for the town? 

A:
…it's a net 0. Any hex with a Raised Road is +2, and the leg unit gets the terrain for the town as it's not in column.

Q:
Is LOS blocked if it is traced along/down a straight (center hex) raised road/railroad depiction for any length? (i.e., both starting hex and ending hex are on the raised road/railroad, and LOS doesn't "cross", just goes down the middle. 

A:
No, it has to cross over a Raised Road in order for the Raised Road to block. 
Q:
Can a unit in a wood elevated road hex be the target of a German aerial attack ? The rules states that wood hexes are immune so I guess the answer is no. Yet, the mix of wood and elevated road especially if the unit is in column gives a positive modifier toward the attack. 


A:
No, it cannot. 

Q:
The Terrain Chart states that Elevated Roads are Not Passable to tracked units which are not in Column; do they therefore just pay the cost of the other terrain in the hex? 

A:
Tracked (and wheeled) units have to enter a Raised Road hex along the Raised Road in column, and pay the cost of 1/2 MP. They cannot enter if not coming in on the Raised Road, or if not in Column (which is the Non Passable part). 

Q:
In the attached screen shot from A Victory Lost, 1/2 Irish Guards (hex 37.58) could spend 1 MP (or take a Cohesion Hit) to leave Column; and because there are two Orchard hexes between it and the Flak Battery in 37.54, the German unit could not use Opportunity Fire because the two Orchard hexes in between the two units block LOS and thus there is no visible "trigger", oui? 


A:
That's correct. 2 Orchard hexes block LOS. No LOS, no fire zone, so spending 1 MP to get out of Column does not trigger Opp Fire. HOWEVER, the unit cannot get out of Column as it's on a Raised Railroad. See the 3rd paragraph of 2.16 in the Exclusive Rules.

Q:
According to the rules, a roadblock 'negates the road' for enemy units. Does that mean that if you build a roadblock on a raised road, enemy vehicles may move through the (other terrain in the) hex as if there was no raised road (since its negated?) 


A:
No. This issue is described in the Exclusive Rules 2.16, second paragraph.

2.17 Viaducts
Q:
I presume a unit cannot stop in (under) a viaduct hex as it is going through it? 


A:  That's correct. (though units on top of the viaduct may stop there).
Q:
What affect does a barrage marker IN the viaduct hex have on a unit moving under the viaduct? 


A:
No additional effect if the barrage marker is in the viaduct hex. 
Q:
We had this thought during the Crossfire scenario. What if a unit had fire zones into both sides of a Viaduct..would the +3 from moving from Fire Zone to Fire Zone still apply? I know it is nasty enough already. 


A:
The +3 FZ-to-FZ still applies, in addition to the +3 for using the viaduct. See the example on page 8 of the Exclusive Rules. In the example, all the modifiers take the fire rating from a 4 to a 13 (though once you get to 8, it has no additional impact).

Q:
Wouldn't entry of the hex on the other side of the viaduct cost 2 (1 doubled for night)? Would it also cost 2 in Fog (1 +1 for Fog)? So, I would have thought that move (into col through viaduct at night or in fog) would cost 5. 


A:
To use a viaduct, it takes the cost of the viaduct (2mp for leg units, not affected by night or weather), and then the cost of entry into the hex on the other side of the viaduct (which is affected by night or weather). The hex on the other side of the viaduct is a Road hex, and the unit will be in column, so it'll cost 1 mp at night (0.5 mp doubled), 1.5 mp in fog (0.5 mp + 1 mp), and 0.5 mp for rain (in rain, using a road in column has no effect on mp costs). 

2.18.2 Creating an Improved Ferry

Q:
When building an improved ferry can another engineer take the place of one of the engineers that built the ferry which in turn allow it to leave? 


A:
No. 

2.18.4 Removing a Ferry or Improved Ferry

Q:
I would think that … an engineer can take advantage of its own ferry(s) and move to the other side of the river before the ferry gets destroyed? 


A:
If the ferry is destroyed, the engineer stays in the hex it is currently in. Engineer units cannot self-ferry.

2.18.6  The Allied Assault Ferry

Q:
Can you use command points to pass the TQ check to use an assault ferry? 


A:
Yes (only Opp Fire attempts, Engineer Actions, and Bravery checks must be rolled). 
Q:
Also does the assault ferry only transport a single unit at a time? 


A:
They can either go over 1 at a time, or as stacks.There are two TQCs needed to perform an assault with the assault ferry. The first is to use the ferry itself (as described in the assault ferry rules), and a command point can be used to pass this one. 

The second TQC is a Bravery Check (the same as assaulting armored or entrenched units). A Command Point may not be spent to pass this one (see the glossary in the series rules under Bravery Check).

Q:
…I assume a Bravery Check is not needed if there is no enemy unit in the target hex. 


A:
That's correct. Only need a Bravery Check is the Units using Assault Ferry are trying to enter en enemy-occupied hex (triggering the assault procedure).

3.2 When to Drop

Q:
Assuming perfect weather on every day is the drop schedule this Drop 2 Sept 18th Drop 3 Sept 19th, Drop 4 Sept 20, and Drop 5 Sept 21? Confused about the Parentheses result with Historically + x 


A:
That's correct. The drops take place as fast as the weather allows. 

3.4 How to Drop


A:  If you abort on your drop zone change roll (assume Germans are crawling all over the drop zone), units are delayed 24 hours. If you roll again on the next succeeding 0700 turn and abort again, are the units again delayed a further 24 hours? (seems you can avoid a drop just by rolling aborts--was that the intent?) 


A:  Yup, each time an abort is rolled, the drops are pushed back 1 day. The abort only happens on a roll of a 7-8, so I don't think players can rely on that as a method to avoid a drop taking place.
3.4.1 The Drop Table

Q:
On the airdrop table, would a German unit projecting a fire zone and located in a drop zone, provide a +2 modifier? 

A:  [T]hat's correct (providing the German unit projects Fire Zones).
Q:
Do non flak units (inf, tanks etc) that project FZ into the DZ/LZ add +1 per unit? Or is it just non-88 flak units? 


A:
Yes, all Units that project FZs into the DZ/LZ get the modifier (a +1 modifier, there's a +2 modifier if it's an 88-Flak unit).

Q:
So does a unit in a drop zone effectively give a +2 modifier (+1 for being in the drop zone and +1 for projecting a FZ into the drops zone)? Seems pretty deadly. 


AL
That's correct (providing the unit projects a FZ....so a mortar unit would only give a +1 modifier). And it is pretty deadly.

3.4.2  Glider/Paradrop Markers
NOTE:  …the "delay" markers are the Para/Glider markers. Each reinforcement indicated with a delay has one of these markers placed on them, along with any from the drop/landing table (plus an automatic one if it's not the first drop of the game). 

Q:
Glider/Paratrooper yellow marker counter: Just to be sure and I 'll use 1st airborne Div Recce sqn as a example (drop One/stick one unit). It would not recieve this yellow ( Glider) counter because this is drop one, and not marked with delay in the Setup table? 

A:
Correct. It does not get the automatic delay, or any delay markers listed in the set-up. You do need to roll on the Air Drop/glider Landing table, and this may add a delay marker. 

Q:
When actions are spent to remove Para/Glider counters, are these considered "other Actions" in GTS13.2? That is, removing a counter does not count as a Movement Action if the unit wishes to move as a Second Action? 


A:
Correct, it is another action, and not a Movement Action.

Q:
Does a unit which activates to remove a delay marker in an enemy fire zone trigger opportunity fire? I played it "no," but that was out of pity 


A:
That's correct. See Exclusive Rules 3.4.2
Q:
Delay markers belong to individual units, not stacks. Rolling on the Air Drop/Glider table once for each stack (rather than once per unit) is just a time-saving device. 

A:
Correct. 

Q:
The sentence under "Resolve Airdrops" on p25 "each time a stack is activated it can attempt to remove any remaining para/glider markers" is quite wrong. A *unit* can spend one activation to remove exactly one para/glider marker. There is no "attempt" - removal is automatic, and the word "any" does not mean "more than one". 


A:
Correct. 

Q:
 If it is not Drop One, then every unit automatically gets a para/glider marker, and then each stack rolls on the drop table, possibly getting more markers for its units. The roll is not made when they are placed, but rather when any unit in a stack first activates. 


A:
Correct (note that some of the units will arrive with extra markers on them...this is given in the reinforcement schedule). 

Q:
If it is Drop One for one of the historical scenarios (Race to the Bridge or Campaign with historical drops) then the units DO NOT receive an automatic para/glider marker. Instead, some units receive none, some one, and some two markers - see scenario set up. All units then roll on the drop table and may acquire additional markers. The roll is made when the stack is placed, not when it activates. 


A:
Correct. 

Q:
If it is Drop One for a free-drop then follow the process for a non-Drop One drop? 


A:
Follow the Drop One mechanism, even if it's a free drop.

Q:
If it is Drop One for a free-drop then follow the process for a non-Drop One drop A. Follow the Drop One mechanism, even if it's a free drop.  Supplementary Does that mean that we use the extra delay markers listed in the historical drop set ups 


A:  Yes. Place the delays as indicated in the set-up, plus any you roll for on the tables.  If the drop is not drop 1, add another delay marker automatically. This is in effect if the drops are historical or not.
Q:
Each para/glider marker take one action to remove, but there seems to be no other effect of the marker other than the fire/defense modifiers on the counter. So a unit under a para/glider marker can be activated to move or fire (or even assault, though that's probably a bad idea) normally, correct? 


A:
…Units under a Delay marker can only perform an action to remove the marker…. I'll add a clarification to the errata file that units under a delay marker can perform no other actions until the delay markers are removed.

Q:
Each stack rolls on the paradrop table when 'they' activate. So they can be activated by direct command and roll then? 


A:
Yes, if you spend the command points to activate them, then they can roll for the drop/landing results. 

Q:
And if some other unit (already on the ground) activates first with the same chit (such as the division chit), the other unit's activation is resolved before the attack? This is particularly critical if there are units in the drop zone that might rout in response to a step loss. 


A:
Yes. When a group of units are activated by a chit, the owning player decides the exact order of activation. So in the case you describe, you'd certainly use Units on the ground to clear out enemy Units in a DZ before activating the Units that are dropping.
Q:
Are the penalties from Para/Glider counters cumulative? In one game, I had early German airpower that attacked my artillery at 1500 with a +6 bonus due to double Glider counters. Seems logical enough, but awfully harsh. 


A:
Yes. 

Q:
On day one of Allied drops they do not get a Para/landing marker unless it is from the table? 


A:
correct, also if it's given in the set-up. 

Q:
And that roll occurs immediately while on the following days the roll is done upon activation? 


A:
It takes place during set-up, just after the German player rolls for airpower. 
Q:
Also, is it possible during the Direct Command activation to spend a CP to activate individual units within a stick? I'm assuming you can. Thus you would get a stick/stack of units with different number of delay markers. 


A:
Yes you can use a Direct Command to remove a delay (providing the units are in range of their leader) for the cost of a CP
Q:  can you confirm that during the initial drop all parachute/glider delivered units do not get additional delay markers from rolling on the drop table? (3.4.2 last sentence page 13 of the exclusive rules) 


A:   They do get delay markers from the drop table, they don't get the automatic marker that goes on every stick (so when you do drop 2, place 1 marker on every stick, plus the markers listed in the reinforcement list, plus what's rolled for). On drop 1, it's just those markers in the set-up plus whatever is rolled for.
Q:
Am I reading the airdrop table correctly, that there is no possible result that gives glider-borne units an extra delay other than the automatic one, plus any listed in the scenario? 


A:
That's correct Jimmie. The gliders can also have delay markers in the set-up as well as reinforcements, stick 5 of the 1st AB for example. 

The marker represents the time delay before the Unit is ready for action (i.e. getting out of the gliders, forming up, and so forth). These are automatic or given in the set-up/reinforcement. 

The table that's rolled on represents the "bad" things that can happen. This is mainly drift for the paras (more delays) or crashing for the gliders (step losses).

Q:
Other than drop 1, the rules say that 'Each Unit that drops gets a glider/para marker placed on top of it'.   Does this mean that, for example, the 82nd Drop 2 Stick 1 gets 2 DELAY counters (plus any that it gets on the drop roll itself) - One from the rule quoted above, and 1 for the DELAY mentioned on the reinforcement entry? 


A:
Correct. For all drop after the first one, there's an automatic delay marker, plus whatever is given on the reinforcement schedule, plus whatever is rolled for.

3.5 Supply Drop Zones
Q:
Does the "reinforcement phase" for purposes of the -1 TQ for airborne units with occupied DZs occur each turn? 


A:
The -1 TQ for having an enemy Unit in a supply drop zone lasts until the next supply drop takes place (the next day). See the second paragraph of 3.5 in the Exclusive Rules.
Q:
In reading the rules, it does not appear that tracing a line of supply to the DZ is important. Is this correct? 


A:
That is correct. The only thing that matters is if the supply DZ has enemy Units in it at the time of the supply drop.
Q:
As I read the supply drop rule....poor weather does not prevent the daily resupply. 


A:
Correct 

Q:
Also, it does not appear that an attempt to change a division's drop zone effects/stops the supply drop either---is this true? 


A:
Correct. There will be a supply drop every day. (see the start of Exclusive Rule 3.5) 

Q:
If I am reading the rule correctly, an AB division will only suffer negative consequences (the -1 to morale) if an enemy unit occupies a supply zone on the turn that the supply drop was to take place. Is this correct? 


A:
-1 until the next supply drop takes place. (see the end of Exclusive Rules 3.5)
Q:
.Are the penalties for multiple missed supply drops cumalative or only -1 TQ max 


A:
-1 is the max modifier.

3.6 Changing the Drop Location

Q:
Can you roll for a landing zone change if only a supply drop is scheduled for that day? And if yes an abort means no supplies arrive that turn? 


A:
Yes, you can roll to attempt to change the location of future drops/landings even if the only drop that day is the supply drop (see the opening paragraph of the exclusive rules 3.6). If there is an abort, this only pushes back scheduled drops, and has no effect on the supply drop (which takes place every day).
Q:
Is the airborne landing change roll done in secret? 


A:
The players can decide that. I'd play it with an open die roll myself. 

4.1 How the Club Route Affects Certain Units

Q:
Are the Hot Formation units restricted to 5 hexes movement if they are on the Club Route after it is declared? 

A:  No, Club Route restrictions apply to reinforcements that arrive after Club Route has been declared.
Q:
Can the Guards Armored (or 43rd division) artillery park be placed on the club route, allowing artillery to enter the artillery park before they reach the end of the club route? If so, may the artillery park then be moved elsewhere for 2 DPs? 


A:
Yes (to all parts of the question).
Q:
In the discussion about getting the bridge engineers forward, you stated that there is no requirement for units to be in column on the Club Route. Fair enough. In the errata, however, movement on Club Route is given as 5 hexes per activation if in Column. Does this mean that a unit not in Column cannot move at all along Club Route? Can a unit move 5 hexes in Column and then exit Column? Can a unit enter Column and then move 5 hexes? 


A:
This entry in the errata was to speed up play. If a unit start in column on club route, and stays in column, it can move 5 hexes along club route (so long as nothing happens to slow down movement). This speeds up play moving in the snake of Units along club route, and saving players from counting moving points, just move each unit along 5 hexes. In effect, it works out to be the same as using the TEC and getting in and out of column along Club Route to maximize movement speeds. 

If a unit doesn't start in column on Club Route, use the normal movement rules (1 point to get in Column, movement point cost according to the TEC). 

Q:
If there is a light barrage on a hex of Club Route, what effect does this have on any unit which passes through the barrage whilst moving along Club Route? What about a heavy barrage? 


A:
This would be a case where moving the 5 hexes can't take place. Players should count movement points and follow costs given in the rules and TEC.
Q:
How does one calculate movement when Allied units reach the end of the Club route when they don't use all 5 hexes of movement? What if a unit crosses the club route how is movement calculated? 


A:
Use a fraction of the remaining MPs (so if a 13 MP unit has moved 2 hexes on Club Route and comes to the end, it has 3/5 of it's movement remaining so 7 MP...round fractions down). Units crossing club route use the original terrain costs. 

S. 1.0 Artillery Parks 
Q:
Units in the park cannot be targeted by enemy fire But.... all the enemy has to do is enter the park's hex to eliminate all arty units in that park. So if the park is not in a reinforcement hex, you'd better be careful, correct? 

A:
Oh yeah...you'd better have a very good garrison.

Q:
But you mentioned that a Arty Park could end up under a barrage chit? Are you allowed to barrage the hex as if it was an empty hex thereby silencing the park with the barrage marker? 


A:
Yes, you can target a hex without any any Units in it just to place a barrage marker (see Series Rules 16.4.2.1 second to last paragraph). The units in the artillery park would take no effects from the indirect fire, but their fire range will be reduced to 1 for the rest of the turn.   Of course, if you set-up the arty park more than 8 hexes from any enemy Unit (or 13 from an Observation Post), then there's no way that a barrage marker will get dropped on it.

Q:
Does an artillery park marker in a hex also under a barrage marker lose its ability to fire with the given range of the units in the artillery box? In other words, is Fire Range reduced to one hex? 


A:
Yes, the fire range is reduced to 1 hex if the artillery park is under a barrage marker.

Q:
Does Feldt's Artillery Parks have to stay in the reinforcement hex? 

A:
Yes they do. The Korps Feldt arty parks are essentially off-map (hence the number that reduces their fire range).   They can't be targeted by indirect fire in a reinforcement hex (in fact no unit in a reinforcement hex can be targeted for any type of fire).

Q:
If so, then you have to spend a DP to move them? 


A:
Yes. 2 DP to remove the park and then place it back in a reinforcement hex 2 turns later.

Q:
therefore it can be moved onto the map if so desired? 

A:  
No, they always have to in a reinforcement hex. Once placed in a hex, they can be taken off the map (for 2 DP), and 2 turns later placed in another reinforcement hex. 
Q:
Also, what happens to Felts Artillery Park(s) if some or all of the division runs away via the rout rule? 


A:
The artillery parks remain in place.



Q:
From S1.0: "An artillery park marker with a non-zero value must be placed in its Divisional reinforcement hex". 

A:
The artillery parks do not move like units. They're placed on the map, and 2 DP points can be taken off the map and then placed back on the map 2 turns later.

Q:
If a player spends the 2 dispatch points to move the park, are the current contact markers lost and have to be re-established or do they remain and as soon as the park is repositioned they can fire in the appropriate activation without having to make contact again? Also does this apply to any artillery unit that just moves to a new position? Is the contact lost or still exists? 

A:
No, radio contact is not lost for movement by an artillery unit.

Q:
We assume that if the artillery leader is on the board then Artillery chit is available. Not really clear here about when the chit gets put in the mix. We just have not played enough to get familair with all the outfits. There was not a leader for the artillery park in Empire Strikes scenario for the germans, therefore no chit. Or is there? 


A:
If the units are in the artillery park, the formation activation chit is available for purchase. 

S 2.0 Roadblocks and Rearguards

Q:
So there's no way to build a roadblock at/on a bridge? 

A:
correct. 

Q:
So roadblock only really block roads where vehicles cannot move off the road (which is just woods and raised roads). 


A:
correct.

S. 3.0 Random Events

Triggering Is Optional
Q:
What if anything happens if a unit enters a random event hex due to the German not activating it when adjacent? 

A:
Nothing happens if the German player decides not to reveal the event. The Allied player can freely enter, and exit the hex. 

Q:
If an Allied unit moves adjacent to an event and the German decides not to reveal it, can the German change his mind as the Allied unit enters the hex? 


A:
No, it has to be adjacent to the hex. 

Q:
Or as the Allied unit exits the hex entering another adjacent hex? 


A:
Yes

Q:
If the German player chooses to not trigger an event can an allied unit enter the hex with the event? 

A:
Yes 

Q:
If yes then can it stop in the hex? 

A:
Yes 

Q:
Can the event be triggered by a subsequent moving unit? 


A:
Yes, but if the event reveals a German Unit and this would create an illegal stacking situation, then treat it as no event. 
Q:
What if the German elects not to flip the marker when the Allies move adjacent and then the Allies move onto the hex and stop...then another Allied unit moves adjacent. Does that preclude the option to flip the event at that time? 

A:
The event can be flipped in this case, but if it reveals a German Unit, it's treated as No Event.
Stick Activation and Random Events

Q:
For the event that is placed in 26.21 what happens if the Brits place some sticks adjacent to it?   When is it triggered? When the stick is placed? 


A:
It can triggered when the stick is first activated. 

Lost

Q:
When is the "Lost" event removed? 


A:   
The lost event only effects the triggering Unit, so it is removed after the Lost Unit has finished moving.
Q:
When a Brit unit hits the Lost Event, can the German player send that unit outside the deployment area? I didn't think it was illegal, but the Lost rule says follow all normal movement rules. 


A:
No, he has to stay within the deployment limits (as this is one of the normal movement rules for the Brits).
Q:
Does the "Lost" event get removed after it is triggered? Thanks. 

A:
the lost event only effects the triggering Unit, so it is removed after the Lost Unit has finished moving.
Tank Scare

Q:
Tank Scare - The rules are clear that an in-Column unit moving adjacent to the Tank Scare will take a CH and drop Column if possible. But can a unit already adjacent enter Column and move away? That is, does getting into Column count as "moving adjacent to" the Tank Scare? 


A:
An already adjacent unit that goes In Column would suffer the effects of the tank scare. 

Opportunity Fire by Revealed Units

Q:
An 82nd AB unit moves adjacent to an event counter. The counter turns out to be ERS-PaK. The now existing PaK had an LOS and FZ to the hex the 82nd AB unit moved from before moving adjacent. Does the Ers-PaK get an opp fire attempt? 


A:
No, the FZ from the PaK didn't exist until the event is flipped. Now that it's flipped, the FZs appear, and if the 82nd AB Units moves, it will trigger Opp Fire.

S 4.4 German Rout

Q:
Next, if a Div Act chit is pulled, and the Div has no units on the map, does it roll for CPs and DPs. Two of Tettau's formations have been routed off the map after losing a step, even though I paid 3 CPs to help. When the Chit comes up do I roll for DPs and CPs. 


A:
Yes you do roll for CP and DP. Next turn, if there are no Units of the Division in play, the Div Act chit isn't placed in the mug, so you wont get to pull it.
Q:
A German two-step unit is eliminated (E) by fire. Do you make two rout rolls or just one?

A:
2 rout rolls are made.
Q:
Also, what happens to Felts Artillery Park(s) if some or all of the division runs away via the rout rule? 


A:
The artillery parks remain in place.
Q:
Does the German rout rule apply to Korps Feldt artillery units should one take a step loss? They're not independent units, so a literal reading of the rule would imply that it does. 


A:
Yes. The rule is explicit that when a non-independent unit takes a step loss there may be a rout.

S. 4.5.1 KG Krafft

Q:
The German reinforcment list has an entry that seems strange. The September 18, 1900 list includes following units for KG Bruhn (among other units): 

  Gr.W./KG Krafft 

  10/3 Orpo 

  9./SS-PG A.u.E. 16 

  4./SS-PG A.u.E. 16 

  2./SS-PG A.u.E. 16

Shouldn't those units be replacements for KG Krafft units with the same names as per S4.5.1 instead of being reinforcements? Hoepfully that does not mean that the Germans get them back again if the original KG Krafft units are eliminated.

A:
Those Units come in just like rule S4.5.1 says. They are optional replacements, and directly replace the Krafft Units on the map. If you elect to replace one Unit of Krafft, all Units must be replaced (and their current status remains unchanged -- cohesions, suppression, column, IP, and so forth). If the Krafft Unit was eliminated, then the replacement is also eliminated

S 4.6 Command for German Independents

Q:
Is the Hohenstaufen indenpendent chit available for purchase? 

A:  
Yes it is. Normally a leader needs to be on the map for the chit to be available for purchase, but for the independents, just a unit needs to be on the map.

Q:
Under which chit do they move? I think Hohenstaufen because of the "indie chit". 


A:
The Hohenstaufen indies that start at Lent can be commanded by either SS commands. Hohenstafen pays for them. 

Q:
Under which chit do they move? I think Hohenstaufen because of the "indie chit". S4.6 uses the term trace implying they do not have to be in the command range of a leader to spend CPs.

A:
They activate like normal independent units (so when the Hohenstaufen Division Activation is drawn, the Hohenstaufen Independent Formation Activation is drawn, or the German Direct Command is drawn). 

Q:
S4.6 uses the term trace implying they do not have to be in the command range of a leader to spend CPs. 


A:
They are considered to be in command if in command range of any Hohenstaufen or Frundsberg leader. 

Q:
What would prevent the trace? Anything? Fire Zones? Rivers? 


A:
Trace refers to them being within the command range of an appropriate leader. (and nothing blocks this...it's based only on range).
Q:
When one of the special Ind units (such as 5/SS-Pz A.A.10) that can be commanded by either Frunds or Hohen leaders wants to do a 2nd Action during a Frunds DivAct, is it correct that it can do the action and spend a Frunds Command Point even though the only leader in range of the unit is a Hohen leader? 


A:
Correct. The command points are taken from the Division the unit belongs to (not the Division the Leader belongs to).

Q:
A German Independent Recon unit (cf. TDC.S4.6) is placed in an entry hex as a reinforcement. Later, it's DivAct chit is pulled. May the player spend a CP to allow it to move into an enemy FZ? That is, does the stipulation that "Reinforcement Units in entry hexes are considered Out of Command." (GTS8.0) override the special rule (TDC.S4.6) that these units are always In Command? 


A:
S4.6 doesn't say that they are always In Command, just that they can trace Command to either Hohenstaufen of Frundsberg leaders. So when in the reinforcement hex, the unit it out of command, as per the series rules. (S5.17 allows some allied units to always be in command). 

S 4.8 Northern von Tettau Reinforcement Hex A
Q:
S4.8 von Tettau Reinforement Hex A. You have to activate via a division marker to place the reinforements on the reinforcement hex? 


A:
Yes. 

Q:
Then in the following turn the division marker could activate them to come on the map? 


A:
Yes. It basically takes 2 div acts to bring them onto the map in this hex. 

S 4.9 German Deployment Limits
Note:  S4.9 restricts Hohenstaufen Units from moving south of the Rhine when the Arnhem Road Bridge is no German controlled. It does not apply to these Units as they arrive South of the Rhine.

S 5.1 Allied Supply

Q:
I also have a clarification suggestion. Or maybe I just missed it. The supply drop rules tell you that the supply drop zones are given in the scenarios...but nowhere in the rules that we could find does it say where they are for Campaign Game 1. 


A:
Page 41, after the details of Drop 5, and before the conditional reinforcements.

Q:
What is the official supply drop zone for the 1 AB on Sept. 18 (I think you changed it from what it was in the rules)? Does it change again on Sept 19 (aside from using the rules' change procedures)? 


A:
For the 1st Airborne Division, the Historical Supply DZ for September 18th should be DZ L. From the 19th onwards it's DZ SDPV. 

S5.2 Allied Dispatch Point Discounts

Q:
If the Allied player buys two formations for the following turn, do the "bonus" formation chits go into the mug on the following turn, or on the current turn? I assume the former, but the literal wording of the rule is not clear on this point. 

A:
The bonus chits are placed in the mug the same time as the purchased chits. 

Q:
If the Allied player buys one formation for the current turn and another for the following turn, does the discount apply? 


Q:
No, they must be purchased for the same turn. 

Q:
Regarding S5.2 for Intermediate scenario 1 and the 1st Airborne: For this scenario there are really only 3 formation chits that are of value for 1st airborne: 1st para, independent and arty. So, for this scenario I assume it means if I but the 1st para and one of arty or independent, then I get the other for free? Also, when it says purchase at the same time that means I have to buy both for this turn or both for next turn? What about buying 1 for this turn and 1 for the next turn? 


A:
Yup, if you buy two formation activation chits, you get the 3rd for free. To get the bonus, you must buy both at the same time, for the same turn (i.e. purchase both for this turn, or purchase both for next turn). 

S 5.3 Polish Units

Q:
Polish units that fail a TQC must fire at the 'nearest non-Polish unit'. If they're stacked with a non-Polish unit would that necessarily be the closest? If so, what range mod is used for such 0-range fire? A literal reading of the chart would suggest -1 for an armored target (all other ranges) 


A:
The range modifier would be zero. 
Q:
Polish units that fail "any TQC" must immediately fire at the nearest non-Polish unit. What if the Poles in question are stacked with a non-Polsih unit -- is that unit by definition closest? What's the range mod for a 0-range attack? 


A:
Yes, that unit is correct, and the fire range modifier would be zero. It's a good reason not to stack Polish Units and non-Polish Units. 

Q:
If they fail a TQC for op-fire, does the resulting involuntary fire happen before or after the unit that triggered the opfire moves? 


A:
Before. The result of the TQC is implemented (in this case, not performing Opp Fire), and then immediately perform the involuntary fire. 

Q:
If the closest non-polish unit is the moving unit, do any of the FZ-related firestrength modifiers apply? 


A:
No, these modifiers only apply to Opp Fire. 

Q:
Can it roll for a company bonus (possibly triggering yet another involuntary fire if it fails!?) 


A:
Yes it can, but if it fails, it doesn't get another free shot (this has been answered previously, message 10137...sorry, not sure how to add a link to that).

S 5.6  & S. 5.7 1st Airborne // 82nd Airborne Deployment Limits

Q:
OK, under standard rule 21.4, "Reinforcement Units in reinforcement entry hexes are considered Out of Command" 

So they can only move on a div act. 

Assuming units are placed in reinforcement entry hexes with their leader: 

That means they can only enter hexes not in FZ's since a CP has to be spent to move into a FZ? 

Assume they are stuck there if after placement and before their div act is pulled all adjacent hexes are in enemy FZ's? 

A:
With the rules as written for TDC, that would be correct. 

Due to the deployment restrictions on the 1st AB and 82nd AB, the allies cannot get units close enough to the reinforcement hexes for this to be an issue.

S 5.11 Piggyback Mode

Q:
Hi. In piggyback mode, is it ok to dismount the infantry and the move the vehicle (up to?) half its movement points, or must the move happen before the dismount? 


A:
dismounting from piggyback mode ends the action for the vehicle unit (so no more moving, no matter how many movement points it has left). The infantry unit being carried is never activated (so it can’t perform a second action), but the vehicle unit could perform a second action (with all the normal restrictions that entails).
Q:
may Piggyback Infantry be activated after having been forced to dismount due to a Cohesion Hit, i. e. with the same Chit? 

A:
No they may not. They may only activate after a dismount the next time an activating chit is drawn.
Q:
 Can a Piggyback infantry get off the tanks voluntarily, and be subsequently activated in the same Formation/Divisional Activation? 


A:
They can get off voluntarily, but cannot be activated until a later chit is drawn.

S 5.12 American Telephones

Q:
I don't understand rule S5.12 American Telephones, p. 19. I don't understand what it even means. Clarification? 


A:
A Unit is normally In Command if it is within Command Range of its Leader. For the American Telephone rule, a Unit can also be In Command if both the Unit and Leader are in town, city, fortified hexes, or in hexes with OPs or strongpoints, no matter what the range is between the Unit and the Leader.

S 5.16 Allied Airstrikes

Q:
Are airpower counters all placed before resolution of any of them? Can more than one air unit be allocated to one hex? Even against one unit? 


A:
Airpower counters are are placed before any are resolved, and multiple air units can attack a single target.

Q:
Allied airstrakes may only target "vehicles in column or flak units". Does that include ANY flak units, or only the immobile flak units that start on the board? (ie, what about the 37 Flak/Pz IV Mobelwagen? What about motorized flak units loaded on trucks, but not in column?) 


Q:
Only the immobile flak units.

Q:
Can an Allied air strike target a German Flak vehicle that is not in column? 


A:
No. The units that can be targeted are the immobile Flak units, and vehicles in column. 
Q:
Per my rules (S5.16) "The vehicle units must be in Column in order to be targeted by an airstrike." 


A:
The rule is correct. German vehicles must be in Column to be targeted by Allied airstrikes.

Q:
Just to make sure - column or not doesn't matter. It is mounted that matters. You are welcome to tinker if you want but if they are dismounted, there are no vehicles to target... 


A:
Per my rules (S5.16) "The vehicle units must be in Column in order to be targeted by an airstrike."

S. 5.18  Household Cavalry Command

Q:
Does rule S5.18 (Household Calvalry) mean that you can essentially attach HHC units to any Guards Armoured or 43rd Infantry formation? 


A:
Not attached, just that they can trace Command. So if you want to spend a Command Point on them, or if there is any other reason you need to see if they are in Command, you can trace to any leader of 43rd or Guards Armored Divisions. 

It in no way changes how these Units are activated (they still activate under the Direct Command chit, Guards Armored Division Activation chit, and Guards Armored Independent Formation Activation chit). So if the Guards Armored Div. Act is pulled, and you want to spend a command point so one of these unit can perform a second action, they can be in range of any leader of the Guards Armored or 43rd Division (normally independent Units trace command to any leader of their division).

Guards Armored Command Point (see the glossary for Command Points in the series rules...points are spent only on units of the Division).

O 1.0 Glider Pilots

Q:
Conditional 1st airborne units are just placed in a cleared LZ, there are not airdropped in correct? (are these the glider pilots left over from the 1st drop?) 


A:
That's correct. Just place them in the LZ (and yes, they are the glider pilots).

Introductory Scenario #2: Little Omaha
Q:
I'm just about to start Little Omaha and I was wondering if the act of ferrying units across the river opens up the assault ferry to Op.Fire 


A:
Yes it does. See page 11 of the exclusive rules, 2nd (and 5th) paragraph on the left column. 

Intermediate Scenario #1 – Race to the Bridge 

Q:
A few questions came to mind while starting up RttB... 

1) In this scenario, 2 of the 3 one-step flak units are given specific setup hexes. Is the last one-step unit randomized along with zero-step ones? That doesn't feel right to me - I'm guessing that unit is probably used somewhere else in the actual CG setup and should be excluded. 

2) Sequence of play - The scenario indicates that the turn starts with step 2 and that steps 1 and 3 are omitted. However, steps 2, 5, and 6 for the first turn (airpower availability, reinforcements/airstrikes, chits) have really already been done as part of the setup. But if I followed previous discussions correctly, the Allied player is still allowed to "go back" to step 4 and buy extra chits for the turn if he want to, correct? The way the scenario setups include portions of the first turn sequence is rather confusing to me. 

3) In the VP schedule, does the -1 VP per eliminated British step include losses due to the air drops or only those that occur after the drops have completed? 

Thanks.

A1):
In this scenario, 2 of the 3 one-step flak units are given specific setup hexes. Is the last one-step unit randomized along with zero-step ones? That doesn't feel right to me - I'm guessing that unit is probably used somewhere else in the actual CG setup and should be excluded. 


No, it's not added into the mix. 4./s.Flak Abt.572 is included in the campaign game and goes in hex hex 41.65 

A2) Sequence of play - The scenario indicates that the turn starts with step 2 and that steps 1 and 3 are omitted. However, steps 2, 5, and 6 for the first turn (airpower availability, reinforcements/airstrikes, chits) have really already been done as part of the setup. But if I followed previous discussions correctly, the Allied player is still allowed to "go back" to step 4 and buy extra chits for the turn if he want to, correct? The way the scenario setups include portions of the first turn sequence is rather confusing to me. 


Yes, the Allied player could purchase an activation chit for this turn or the next turn. Steps 1, 2 and 3 are Check Weather, Determine Airpower Availability, and Determine if Weather Changes. Step 1 and 3 are ignored (the weather is fixed), and step 2 is part of the set-up for the German player. Start at step 4, and the Allied player may purchase more chits. 

A3) In the VP schedule, does the -1 VP per eliminated British step include losses due to the air drops or only those that occur after the drops have completed? 


Yes. It's for each step eliminated.

Q:
Regarding the VP condition of intermediate scenario #1 : If the British attempted to cross the railroad bridge +3VP. How are those VP awarded ? The railroad bridge is wired by SRR so if a British unit comes on the northen hex, the German can try to blow it in wich case the crossing cannot be attempted anymore. I guess that the German must fail to destroy the bridge if the British is to gain those VPs. Right ? 


A:
The German player doesn't have to not destroy the Bridge. The British player gets the 3 VP if he attempts to cross the RR Bridge. So if he has enough MP left when he enters the Northern hex of the RR Bridge to move over the bridge, no matter if the German player blows the Bridge or not, the British player still gets the 3 VP. 
Basically its 3 VP for the Brits if the divert at least 1 unit to try and get over the RR Bridge.

Q:
The British player gets the 3 VP if he attempts to cross the RR Bridge. So if he has enough MP left when he enters the Northern hex of the RR Bridge to move over the bridge, no matter if the German player blows the Bridge or not   What if the unit doesn't have enough MPs that activation, but would have been able to move across the bridge in its next activation had the bridge not been blown? This is often the case, as it costs 4MPs to move onto the raised railroad from the polder (not in column). Then the next activation it could shift to column and cross the bridge. I've always played the rule as the Brits get the 3VPs if they move into the north end of the bridge hex. Seems the simplest solution.

A:
That'd be fine as well. 

Q:
I've always played the rule as the Brits get the 3VPs if they move into the north end of the bridge hex. Seems the simplest solution. 


A:
That's essentially how it's played, but if the Bridge doesn't blow, the unit has to cross over the bridge.
Q:
In "Race to the Bridge" it doesn't say where 10/3 Orpo or 1./SS-Pz.Pio.Btl 9, come on. But it does indicate where the other units arrive from. Do we also start them on reinforcement hexes A,B or C? 


A:
If no restriction is given to a reinforcement, it can arrive at any Division reinforcement hex. (see 8.0 in the series rules.) 

Advanced Scenario #1:  Crossfire Hurricane
Q:
I am just confused I guess. Didn't the actual 1st AB only get 1 Bn near the bridge total? 

A:
That's correct. The scenario "Crossfire Hurricane" show the 1st AB deployment on the 19th.

Advanced Scenario #2:  A Near Run Thing

Q:
In The Empire Strikes Back, it specifically states that US units can set up in Column. I don't see that mentioned in A Near Run Thing. I assume that they can nevertheless start in column, correct? 


A:
Yes, they can. (see General Comments on page 22 of the Exclusive Rules, 3rd entry). 

General Comments on Game Strategy

Getting to the Arnhem Road Bridge

Q:
I already played twice "Race to bridge" and three times the historical campaign. I noticed that it was very hard to reach the north of the bridge. 

This being more because of the events that Kraft battalion The first screen of events ; 32.26, 33.29, 34.22 and 35.20 it blocks all the roads which lead to Arnhem. In my last campaign game , I had only units with this events. 

The second screen ; 41.27, 44.26,et 47.25 block once again the access to the city , 47.25 was Tank scare and stopping my last chance to reach the north bridge 

44.64 it is the last trap which I did not have time to activate , it was one "no event" too bad ! 

To you there is not too much active event for the British ? Often have you this kind of result ? how made you to circumvent this problem ? 

I tried to return in the city but German is too strong, the reinforcement of 19H00 stop the advance of the paratroopers with facility. 
A:
Basically, the Brits need to head for the bridge and let nothing slow them down. They really only have 2 turns to get there (as the 1900 German reinforcements will make it unreachable if they move first), so they only have 6 activations to do it (2 direct commands, 2 divact, 2 1AB formation chits). So its important that every activation work towards the bridge. 

1. Make sure you have command points available (saved) so that the Direct Commands will let you make progress. Every command point should be spent on something towards the bridge, either moving or attacking/assaulting some unit that is in the way. 

2. Don't draw the 1AB chit last on turn one. If you do, you probably won't make it. Don't roll a 9 for dispatch points for 1AB on turn 1. You don't have any control over these two events, unfortunately.
Q:
After getting stuffed again with the Brit, I had a thought, for a Game balance rule option, if the last Chit on the first GT is a Brit, rather than leave it to chance, just go ahead and play it ( pretend it ie passed the 50-50 dr) At least I would recommend that until both players are confortable with the game. Not getting the British Div chit on the First turn can be huge blow, in both position and the number of command points they get. 

A:
No answer.

Q:
when i start the campaign game, i can spend two dispatch points to buy the 1. Air/Landing Bde for the 1.AB. Will I also get the two other formation markers of the 1.AB div because the system bought the 1.Para Bde for me at start of the game? 


A:
No, you only get the free chits if you purchase both chits.

Ignoring the Arnhem Road Bridge

Q:
Has anyone tried a strategy of ignoring the main arnhem bridge completely 


A:
Well, I see one negative now, in the Historical CG the Arnhem RR bridge is wired for demolition, but the Arnhem Road bridge is not...

I've treated the Rail bridge as something that can be fell back on if the paras can't hold the Arnhem Bridge. 

As noted above, that Arnhem Bridge has two big things going for it in the CG: it's not wired for demo; and seizure of it affects the morale of the Germans south.

Just a comment from my playings of the game - the Arnhem bridge is perhaps more important to prevent the Germans from getting to Nijmegen easily than to allow XXX Corps a place to go to win the game (in game terms for sure). 

That is why the Bridge is so much more vital to the Allied cause. Additionally, it is much easier to defend from the Germans in the city as well. 

Just my two cents.

I would think the only way this could work is if you successfully diverted the second drop to alternate landing zones. Otherwise, the entire 4Para brigade will die on the drop rolls.

Granted, the strategy is much better in a free drop scenario since the Germans won't know what zone they're coming into. 

Q:
What are the penalties? IIRC, they didn't seem as harsh as I thought they would be? 
A:
+1 on the drop roll for each German unit in the DZ. Roll a 12+, all the units in the stick are eliminated. So if the German player can get 6 units in the DZ, roll a 6, 7, 8, or 9 and all the units in the stick are lost. 

The next problem is the Allied units are under delay markers (maybe multiple delay markers based on the landing table result if not a complete elimination), 
which leaves these units very, very vulnerable.

Protecting British DZs After the Initial Drop 

Q:
I have another problem with british paratroopers ; the landing zone Y How protect it ? The KG Helle can invest the zone easily before paradrop +one 


A:
One battalion of the airlanding brigade needs to head off to DZ Y to guard it until the second drop.
 If you don't send at least a battalion to DZ Y, the Germans can easily park ~8 units on it for the second drop -- 70% of eliminating each stick, and even if they aren't eliminated by the drop, they're looking very vulnerable under all those para markers.
Q:
In our campaign game I as the Brits screwed up and let Von Tettau overrun Ginkel Heath, Hicks fighting back was unable to cause any routs. Hackett lands and (as I understand it) Hicks, was able to cause a loss activating him first ( this was on the first para div act, using a pass/ assault second action) was able to cause a loss and rout von Tettau sending 6 German units back to the his card and saving Hackett from certain destruction since Para/Glider resolution is not done (only from the second drop on) until they activate. Was this legal? 


A:
Yes. The roll on the drop table (for all drops after the first one) is made the first time the Units activate, not when they are first placed on the map. 
Q:
It s hard to guard drop zone for reinforcement of drop two. 1st airlanding must guard zone L, X and S and prevent german to cut the division on Oosterbeck. If a bataillon of 1st para withdraw from arnhem sector , does is not fragilize british arnhem sector ?What do you do ? 


A:
One thing I will add (and I'd like other players to weigh in with their opinions on how to use the Allied force), is don't forget to use rear guards to help protect the drop zones. They can be very valuable at preventing a von Tettau unit from sneaking into a DZ at an unfortunate moment.

Q:
I don't find them at all useful for the Brits, as they require an action to create -- so the unit that creates the rearguard won't make it to the bridge, so he might as well stay behind in the drop zone. 


A: That's a good point …. In the Race to the Bridge scenario, they have minimal use. In Saga of the 1st AB or the campaign, I find them useful as you have with some of the 1st Airlanding Brigade covering the DZs, with the rest combining with the 1 Para Brigade to get to the bridge. 

Also, keep in mind, if (and it's a big if) you have the command points, you can throw out a rear guard as a first action, and then move as a second action.

Importance of the Arnhem RR Bridge

Q:
The game is won or lost (based on history and the victory conditions) in the first couple of turns (and the first few die rolls and chit pulls).

A:
I would disagree on this. If the 1st AB can’t get to the Arnhem Road Bridge, the Rail Bridge instead can be held and used for victory.
The Arnhem Pontoon Bridge

Q:
I am playing a multi-player free Campaign Game. I have the honor of commanding the 1st AB. My engineers were able to build up the Poonton Bridge. Can Germans use it once it is working? I think that yes, but it looks as the Modifier for moving across it only affect the allied units. Perhaps the Germans cannot use it or they will be affected by the same fire modifier. 


A:
…once the pontoon is constructed, the Germans can use it. The rules listing the +2 modifier for the Allied units is in error, and I'll update that later this morning. It should be a +2 modifier for units in column, not just Allied units.

82nd Airborne River Assault

Q:
We are playing the campaign game now on Sept 21st, we believe it is impossible to replicate the 82 Airborne River assault( which occured on the 20th afternoon) as the XXX Corps engineer cannot arrive in time given the current Club route movement. Have we missed something here? 


A:
The 615 Field RE comes in on the night of the 19th. They should be able to get to the end of club route in 5 or 6 turns (less if you buy their formation activation chit for a few turns). This assumes that they move twice each turn, once for the division activation and once for the direct command.

Fortress Nijmegen
Q:
For the Germans - why waste time attacking towards Groesbeek, when you can create Fortress Nijmegen? 


A:
With which units? Korps Feldt has to get to Nijmegen if it want to dig in there and try and hold the bridges, either moving through Groesbeek, Mook, or Beek. The Frundsberg Units historically did defend Nijmegen, whereas Korps Feldt units did the attacks towards Groesbeek.

Q:
The Germans have no engineers in Nijmegen, and none that can readily make it there as long as 1AB holds the Arnhem bridge. 


A:
The German engineers can create and then use the Hussein Ferry to get to Nijmegen.
Q:
Does the railroad bridge leading to the Pannerborn ferry need to upgraded for German vehicles to cross? 


A:
No. It's not named bridges, so is not treated as a bridge with respect to the bridge rules in the game.

Q:
Our 82nd ARBN player has managed to take take down KG Euling's sole unit on the board. Normally the leader would be moved to the nearest KG counter on board but there is not one. This being the case, Euling should be placed with the next incoming reinforcement but the Euling guys are special. Arriving reinforcements are to be placed with the leader in Nijmegen OR if he is not in Mijmegen--not placed at all. Sooo, does this mean the German loses all these units for the game? If your answer is as our German suspects (the units are lost), some background history might ease his loss. 


A:
Yes, they are lost. The reinforcement schedule notes that if the leader is not in Nijmegan, the Units are not placed. Adam can weigh in with more details I'm sure (and google may bring up some good info), but as best as I recall, Euling rounded up/recruited the reinforcement Units.

Q:
On another note: Should both the bridges at Nijmegen be included in the -1 mod to the germans too and not just the Arnhem bridge. 


A:
No, just the Arnhem Road bridge.
Q:
I'm playing under the assumption that the German units in the Strongpoint (37.60) are unhindered by the raised road to their south for LOS and Direct Fire, is this right? 


A:
That's correct. 

Q:
If so, does the first opportunity for Op. Fire occur with the Allied unit to travel across the river still in the fortified Nyma Factory? 


A:
Opp fire takes place in the hex the unit is trying to leave. 

Overcoming Limitations of Divisional Activation

Q:
[This] is important: on a division activation, suppressing an enemy unit allows other units to move adjacent that otherwise could not without expending a command point to do so in a Second Action. 


A:
That's correct. Units with a "No" Fire Rating don't project Fire Zones, and the Suppressed counter shows that a Suppressed Unit has a "No".
Q:
A unit is "stuck" under the provisions of divisional chit (first action) when a unit is within the fire range of a long range unit...say four hex range and it is two hexes from the enemy? 


A:
Correct. Either take a second action, or reduce the enemy units fire zones (put a barrage marker on it, move a unit adjacent to it). 

Sequencing Barrage Before Other Actions
Q:
How do you get your barrage in first? 

Thinking through my assaults in Arnhem during Cancon I realise I was quite lucky with my chit draws. 

Suppose that you have planned a major assault with a brigade and you naturally want to precede it with a divisional artillery barrage. Artillery can be fired using an artillery formation activation, or (more likely) a divisional activation. If you pull the divisional chit before the formation chit then everything works - the barrage fires, and then the infantry go in. But if you pull the formation chit first, then the barrage is after the (probably disastrous) infantry attack. 

The problem gets worse as more formations are involved because the chance that you will draw a formation chit before the divisional chit increases. 

You can't postpone the infantry attack because the main beneficial effect of artillery is the barrage markers, which go away at the end of the turn. The chit-buying rules mean that the formation chit goes away so you can't just wait until next turn. 

It feels unrealistic because the pattern of "barrage first, then charge" had been well established since before the first world war. Individual fires might fail, but not the whole division. 

Am I missing some trick to do with command chits? 


A:
…keep in mind hat you can fire the artillery with the Direct Command chit. Plus if the Allied player is buying a formation chit, he'll commonly buy two in order to get the two free formation activation chits (artillery and independent). That'll give 3 chances to activate the artillery units before the ground units. 

Another thing to consider is that you might want to launch a critically-sequenced assault using a Division Activation and spending command points. This way you can activate the units in any order you want (the same is true for the Direct Command chit as well).
Use of Mortars

Q:
I'm soloing the campaign in order to learn the game and so far(one day in) it's been a fantastic experience. One thing continues to raise questions for me though and that is the ability for mortars to leave light barrages, and lots of them. I have most of 1st AB in Arnhem. If their chit comes out before the germans I barrage empty hexes that I would rather they not enter. I barrage others with CPs either during divisional or direct activation. Plenty of opportunity to suppress the enemy and at the very least negatively impact his firepower and TQ (which aren't great in general). Seems incredibly tough to attack. 

Whatever about the effectiveness of this though my principal concern is with the amount of ammunition expenditure this must represent and whether the barrage from this type of weapon should be equivalent to that from field artillery. Did you consider not letting light barrages be placed unless firepower+company bonus were at least 4? This would make it much more difficult to cover large areas with barrages. 

A:
I haven't seen this as a concern. Command Points and Dispatch Points are limited for both sides (no player ever feels that they have enough), and spending these points on mortar shots deny their use elsewhere (such as spending a point for a second action in order to move a Unit into an enemy fire zone). 

Other may want to weigh in with their impressions on this issue.

Q:
I agree with the others that CP's are the best way to limit mortar fire. In one turn you only get one "free" mortar fire. In the Div or DC Act it'll cost you CP's.  In one turn you only get one "free" mortar fire. 


A:
And that "free" shot will cost you Dispatch Points.

Q:
I think it is great the way it is, better than great...superb! Finally after 40 years of gaming we have a game that gives mortars their due!
Moving Transported Units into Cities 
Q:
As far as I understand the movement rules I move transported units in to City hexes as follows: 

1) Get the unit onto the transports, i.e. flip it over to transported side. This costs all the unit's MPs. 

2) Get it into column mode. Costs 1 MP. 

3) Move into the City Hex. 

4) Get the unit off the transports, i.e. flip it over to it's non-transported side. This costs half the unit's MPs. 

5) Get the unit out of column mode. Costs 1 MP. 

If this is correct then how do you perform those steps with units like the AT guns from the 1st AB? Do they go from being on transports/in column directly to being off-transports/out of column in one step? 

A:
looks good except for 2 things: 

A1) Get the unit onto the transports, i.e. flip it over to transported side. This costs all the unit's MPs. 


Correct. The Unit can also freely enter column as it mounts up (and in fact if it was in a city or town would have to mount up in column) 

A2) Get it into column mode. Costs 1 MP. 


Correct, but not needed. 

A3) Move into the City Hex. 


Correct. 

A4) Get the unit off the transports, i.e. flip it over to it's non-transported side. This costs half the unit's MPs. 


Correct. 

A5) Get the unit out of column mode. Costs 1 MP. 



Not needed. When a Unit gets out of column, the owning player decides if it is in Column or not (see Series Rules 14.10.3)
Q:
Yellow tinted road hexes leading from board edge into arnhem are part of arnhem for 9ss and 10ss activation? 


A:
Yes 

Road Blocks (Sperre)

Q:
Have people been using these? I cant see that they are of great use and have had my engineers spend their time building IP's and Entrenchments. I am missing some tactical nuance ? 

A:
…their best use is in terrain that is not passable unless using the road (i.e. woods). Placing a road block in a woods/road hex makes it just a woods hex, and no vehicle can enter the hex at all.

Moving Along the Club Route & Garrisons for Mook and Grave
Q:
The rules state that reinforcements entering the board must move along the club route until they reach Nijmegen. How does this work with the units that are designated as relief for the Grave/Mook garrisons? Must they move along the Club route to Nijmegen and then back to Grave/Mook? Or can they leave the Club route in Grave/Mook once they reach it? If the latter, when they are themselves relieved, must they move back to and along the Club route to Nijmegen? Or can they move elsewhere? 


A:
The XXX Corps Units designated as the garrisons (those arriving at 0700 on the 20th, then the night of the 20th, and then finally 1700 on the 21st) are able to leave Club Route once they are within 5 hexes of the Mook or Grave bridge (this is in the exclusive rule S5.5) depending on which one is being garrisoned (as defined by which one Club Route passes through). 


Q:
I would like to know how can I move the Bridge units to repair a blown up bridge if Club Route is crowded with previous reinforcements. Is Bridge Unit exempted from Club Route provisions? 


A:
You'll have to get the units out of column that are blocking, and have the bridge units move up in column, passing through.

Use of Charge in Assault

Q:
My question is, why would an attacker ever decide to Charge in an assault? It appears to only be a useful option when you attack a low quality unit with a high quality unit. Or is that the intent? 


A:
That's certainly one reason to charge. A charge (if successful) eliminates immobile units without them being able to return fire, and if a Unit can retreat it becomes suppressed (and may take Opp Fire for retreating), leading to a brutal and short life in the next turn most likely. 

Another use is to force your opponent to spend Command Points, if he wants to automatically stand against the charge.

Artillery Parks
Q:
Other than for reducing clutter on the map i am failing to see the real value of these... can someone help me see the light here?

A:
Always being in command if in the park (so if you artillery leader is somewhere else on the map with some of your artillery units, the units in the park are still in command). 

Units in the park cannot be targeted by enemy fire. 

The drawback as the loss of direct fire capabilities, and if an enemy Unit enters the park, all the artillery units are lost.

Saving Dispatch Points
So far, my opponent and I have found the tactic of saving dispatch points until a division has at least 11 as a very effective tactic. Having 10+ means you'll get one each divact regardless of the roll (for net 0 if you roll a 9), which is roughly 3-4x as many as you'd get on average if you spend them as you get them. It usually takes until the 19th sometime to get to this level, so by the end of the 20th you're way ahead. I'm expecting this to lead to very active end-game with units activating a lot, but we've never actually made it that far.

Entrench Quickly

Q:
Say an infantry unit and an engineer are together in a hex when their chit is pulled. May the infantry unit create an IP and then (assuming success), the engineer improve it to an entrenchment, all in the same chit? 


A:
Yes it may.

Activating KG Euling

Q:
In the campaign game, KG Euling's chit goes in the cup 'every turn the leader is on the map'. Does this include the first turn he's placed (when he's in the entry hex?). Previously, its been stated that a formation chit cannot be purchased the first turn the formations's units/leader appear in an entry hex. 


A:
No, the chit isn't included when he's in the reinforcement hex, only when he's moved out of that hex.

COUNTER ERRATA

Q:
Why is LW Oberst Hermann included? The replacement counter seems to be IDENTICAL to the one in the game. What am I not seeing? 


A:
Hermann is incorrectly spelt on the original TDC counters. The errata counter will correct this error. 

Q:
As well, the replacement Pak for KG Hermann seems to be IDENTICAL to the one in the game. What am I not seeing? 


A:
Same typo. 

Q:
Is there any chance of including a replacement counter for 3/s. Pz-Abt. 506 in WED? 


A:
Yes, it will be included in WED.

Q:
Errata counters? Where might one get the errata counters? Or maybe they came in my TDC? (I only bought mine a few months ago...) 

A:   they came in the special issue of Operations last summer. 

Q:
A few counters had Hermann incorrectly spelt, the Ers.Rgt.30 counters were missing the black boxes around their step dots on the front of the counter, and SS-Pz.Jg.Abt.9 (an Event unit) has an Assault Rating, even though it's a zero-step Unit (so should have no Assault Rating number). 

A:
These will all be included in WED.
Q:
Right now, I feel a bit disappointed that I can't buy the replacement counters. 


A:
The counters are available in Operations Special Issue (which I think is still available), and we be in WED (which you have already ordered).
Q:
So why did MMP produce them in the first place? Why make repl. counters available for a game that is completely playable without them? Why make them available for free if you buy the next installment in the series? Why does Adam sometimes put up errata for things in the game that are so minor you can play the game without them? Perfectionisme? Professional pride? Making sure people that paid a large sum of money get the best worth for their money? 


A:
They were made as TDC was pre-assigned a number of spots on the counter sheet that was to be included in Operations Special Issue. If you look back in this folder you will find that Adam was looking suggestions for what to include on this sheet, as we were having a hard time filling our slots. 

They are being made available in WED as we have already included this in the budget for the game, and that was the stated intention all along. 

I'm sorry if the 7 counters missing the organic transport circle has been such a burden that it has made the game a less than pleasant experience to play. As these counters are used in none of the scenarios, and only entry the campaign game in the closing turns, I was under the (mistaken) impression that it would be a none-issue to players (as the units will come in mounted, dismount, and engage in combat). However, if you wish, you can mail me the 7 punched counters, and I will send back my 7 corrected counters. Please contact me outside this forum to make arrangements.  
All the replacement counters will be included in WED (plus any others that it may turn out that we can replace). 

I don't think (and others may chime in on this), that TDC suffers in anyway without those counters. The replacements are very minor...a few names incorrectly spelt, some organic transport dots missing from 7 Units that arrive very late in the campaign game.
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