Battles for the Ardennes 
Detailed Sequence of Play
1:  GERMAN PLAYER TURN

A. German Supply Phase [11.0]
1) Remove special “OOS per Supply Shortage Table” markers [11.6] from ALL German units.  

2) German Player rolls on the Supply Table and places new “OOS per Supply Table” markers.  
3) Determine supply status for ALL units (Allied and German); roll for Isolation for all elites [16.21].  
4) Replacement Segment: Campaign Game only, beginning on Game Turn 7 [30.6].  
5) Surrender Segment: Roll for isolated “green” ALLIED (only) units at this time (1d6: 6 = Surr.) [16.5].  

B. Air Power Phase [14.0]
1) Unused Air Points, if any, from either side, from the previous Game Turn, expire now [14.11].  
2) New Air Point markers now become available for use for this Game Turn, only.  
3) During the Allied Air Power Phase, only, the Allied Player may conduct Air Supply drops [14.4].  
4) Conduct Air Interdiction, 1marker / hex; ALL markers must be placed before any AI die rolls are made.  
C. Building, Mode Adjustment, Movement, and Reserves Designation Phase [5.0, 6.0]
1) Building Segment: Units that build (Bridges or IPs) may NOT move nor attack.  Place build markers.  

2) Battery Segment: Arty units NOT in MM may flip to “In Battery” sides so as to be able to fire.  

3) Movement Segment: It costs ½ MPs (FRU) to enter MM; such units may move any remainder.  


Arty in March Mode may go out of MM at this time (to be able to go “In Battery” next turn).  

4) Reserves Designation Segment: Units that did none of the above may be put “In Reserve” [16.95].  
D. Defensive Reserves Movement Phase: 
1) ENEMY units still in Reserve may move (but can move in Combat Mode only - NOT in March Mode).  
E. Combat Phase [9.0]
1) Attacks are made sequentially, in any order determined by the Phasing Player [but also see 16.7].  

Note that Artillery units may fire only ONCE per Player Turn.  Mark Artillery units as “Fired”.  

Available Air Points may only be used ONCE.  Set Air Point markers aside as they are used up.  

2)   Phasing Player must remove all “Bridge Building” Markers that are adjacent to any enemy units.  
F. Reserve Unit Exploitation Movement and Shock Combat Phases [16.95], and  PANZER SCARE Phase [26.2]
1) Exploitation Movement: Reserve units may move as in C.3 above.  May enter and move in MM normally.  
2) Shock Combat: Reserves attack individually but w/Arty bombardment; unused Air/Arty may help defend.  
3) Panzer Scare Phase (1940 Scenarios Only) (Fr. Player checks 1d6 each unit, one-at-a-time; 4-6 means -/1).  
G. Bridge Phase [12.0] 

1) Qualifying units [12.1] may affect the building/repair of Bridges or Improved Positions at this time [12.1].  

2) Qualifying units (Not isolated, dispersed, or in MM) may attempt to destroy Bridges at this time [12.2].  
H. Disruption Recovery Phase [14.0] 
1) Friendly units (only) that were disrupted during the previous enemy player- turn recover at this time [14.0].  

2:  ALLIED PLAYER TURN*
I. Allied Supply Phase [11.0]
1) Remove Air Supply Markers; ground units will determine their supply state normally next [14.42].  
2) Determine supply status for ALL units (Allied and German); roll for Isolation for all elites [16.21].  
3) Replacement Segment: Campaign Game only, beginning on Game Turn 10 [16.6.3, 30.6].  
4) Surrender Segment: Roll for isolated “green” GERMAN (only) units at this time (1d6: 6 = Surr.) [16.5].  
*ALL REMAINING PLAYER TURN PHASES ARE THE SAME AS THE GERMAN ABOVE
3:  GAME TURN RECORD INTERPHASE
1)  Advance the Turn Record Track.  Check for: Events for next turn, for Game End, and for: Victory!  
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