Battles for the Ardennes: ’44 Campaign Consolidated Timeline
Turn 1:    NO German units may move.  All German attacks made on Turn 1 receive a 1 column bonus shift (better, to the right, for surprise) on the CRT [18.24] (this is in addition to any Divisional Integrity bonus).  Only a few US units may move [18.21, 19.21].  All US artillery fire, both barrage and FPF, is HALVED (FRU) for turns 1 and 2.  The US may NOT attempt to blow bridges until turn 3.  German engineer units may NOT build bridges on turn 1 (only).  All German units are automatically in supply on turns 1 through 4; they may not be put out of supply or be isolated during this period.  Also, all German attacks use the German Initiative Column on the CRT Turns 1 through 12, inclusive [9.9].  German reinforcements ALL enter on any road hex on the east edge of the map.  If the German reinforcement has an asterisk (*), it MUST enter the map in combat mode.  No Air Points on Turns 1-3.   
Turn 2:    Only US mechanized units (not artillery) may move [18.22, 19.22, 30.14].  The US may NOT attempt to blow bridges until turn 3.  All US artillery fire, both barrage and FPF, is HALVED (FRU) on turn 2.   All German units are automatically In Supply on turns 1 through 4; they may not be put out of supply or be isolated during this period.  No Air Points on Turns 1-3.   
Turn 3:    German Von der Heydte Parachute Regiment drops onto any hex within 3 hexes of B1612 [18.32].  The US may now and henceforth attempt to blow bridges, but only if an enemy non-commando unit is within 2 hexes of the bridge hexside [12.2].  All German units are automatically in supply on turns 1 through 4; they may not be put out of supply or be isolated during this period.  No Air Points on Turns 1-3.  The JdPz Bde/LXXX enters via hex D1027.  
Turn 4:    All German units are automatically in supply on turns 1 through 4; they may not be put out of supply or be isolated during this period.   Allies get 1 Air Point. 
Turn 5:    Supply rules for the Germans are now in effect.   No Air Points this turn.  
Turn 6:    Allies get 1 Air Point for Turn 6.  The Allies get ZERO Air Points for Turns 7 through 14.  

Turn 7:    Replacements [30.6]: Beginning this turn, the Allies get the first of no more than 10 mechanized and no more than 30 total Replacements (must keep track), one per turn, during every Allied Supply Determination Phase.  The Germans get the first of no more than 5 mechanized (max of 3 SS) and no more than 15 total Replacements (must keep track), one per turn, during the German Supply Determination Phase of AM Turns (only).  Optional: Begin to use Random Weather Table.  
Turn 9:    German player MUST begin to roll every turn on the Supply Shortages Table [11.7, 30.96].  The German 150 Pz Bde (Skorzeny) loses all special infiltration movement capabilities.  
Turn 13:  German attacks no longer use German Initiative Column on the Combat Results Table [9.9].  
Turns 15-24:  Allies get 4 Air Points; Germans may NOT place units INTO March Mode [30.42].  
Turn 17:  Ground Freeze MP costs go into effect (henceforth use the parenthesized MP costs) [5.45].  
Turn ??:  German Strategic Reserve [30.8].  Is released, 1 division per turn, if the Germans cross the Meuse.
Turn ??:  Allied Strategic Reserve [30.73].    May NOT move until activated:    US 11th Armored Division, US 17th Airborne Division, and 342, 366, 354, 392, 1308, 1313 Egr Regts, and, one French Regt.     If the Allies lose > 55 units, the German side gets an additional 5 VPs.  
Turn 20:  Victory Determination Check [31.2].  If the Germans have 12 < VPs < 34, the game continues.  

Turn 25:  Allies get ZERO Air Points for Turns 25, 26, 27, and 28.  
Turn 26:  MUST withdraw US 10th Arm Div (just remove from map).  It must consist of at least three 1-step units.  If not, the US 11th Armored Division will NOT be automatically activated next turn [34.34].  
Turn 27:  Deep Snow.  Max advance is 1 hex (the defender hex); does not affect retreats [16.9].  US 11th Armored Division is automatically activated if:  1) it is not already activated, AND:  2) all three units of the US 10th Armored Division were removed from the map the previous turn [30.74].  
Turns 29-36:  Allies get 1 Air Point.  
Turn 30:  Allies get 1 Air Point.  The GERMANS get 1 Air Point!  
Turn 33:  US 17th Airborne Division is automatically activated if it is not already activated [30.74].  
Turn 36:  Victory Determination Check [31.2].  If Germans have > 20 VP, the game may be extended.  

Turn 37:         Allied Player may begin to release restricted US and British units [34.35, 34.37].

Turns 37-50:  Exhaustion: ALL attacks (for both sides) suffer a 1 Column left shift on the CRT [34.32].  

Turns 37-44:  Germans begin to roll twice per turn on the Supply Shortages Table [34.32].  

Turns 45-50:  Germans begin to roll three times per turn on the Supply Shortages Table [34.32].  

Turns 51-94:  Exhaustion: ALL attacks (both sides) now suffer 2 Columns to the left on the CRT [34.32].  Germans begin to suffer Automatic Out of Supply Effects [34.32].  
Turn 52:  US player MUST withdraw the US 4th Armored Division (or an equivalent, if destroyed) [34.34].  
Turn 56:  Allied player MUST withdraw ALL Commonwealth units [34.34].  

---
Consolidated Bridge Demolition Rules and DRMs [12.2]
During the Bridge Phase:
Any unit within 1 hex of a Bridge hexside - roll 1d6:                     If result is 1-3 the Bridge is destroyed.  

If an Engineer unit OR adjacent to the Bridge or both - roll 1d6:   If result is 1-4 the Bridge is destroyed.  
DRMs: +1 (worse) if unit is a battalion, an Artillery unit, if the bridge is adjacent to a town or city hex [12.29], or if this is an “Emergency Bridge Demolition Attempt”.   All these DRMs are cumulative.    

Only one attempt per bridge per turn.  A single unit may attempt to blow multiple bridges within range.  An enemy non-commando unit MUST be within 2 hexes of the bridge hexside.  If a unit is isolated, dispersed, or in March Mode, it may NOT attempt any bridge demolition.   
---
Divisional Integrity Exceptions [9.87]:
The 560 VG Division does get Divisional Integrity (with only 2 regiments), but only until turn 13 [30.22].  

The US 9th Armored Division and the US 28th Infantry Division NEVER get Divisional Integrity [30.98].  
The 82st Ab, 101st Ab, and Panzer Lehr get Divisional Integrity with only 3 units (but all 4 must be in play).  
---

US and British Cooperation:  No [30.75].  Just no.  Not for anything at all, ever (Patton / Monty).  
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