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“Battle of the Bulge” is a division level simulation 
game of the Axis offensive in December 1944 designed 
by award winning game designer John Butterfield. 
Also included are four variant scenarios: “Race 
to the Meuse,” “Endgame,” “Luck of the Draw,” and 
“Bitter End”.

Most units are divisions, with some smaller units 
being brigades or regiments. The game covers 
thirteen days, each turn represents a variable 
amount of time. Each space is roughly 15 to 20 
miles across.

Introduction

Game Scale
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Windows® XP/Vista
Pentium 4 or equivalent
2Gb RAM
512Mb DirectX 9 video card with shader model 2.0
CD ROM Drive (not required for the digital version)
DirectX Compatible Sound Card

DirectX 9.0c or higher (included in installer)
4GB RAM
1Gb DirectX 9 video card or better

Please ensure your system meets the minimum 
requirements listed above.

To install the game, either double click on the 
installation file you downloaded or insert the Battle 
of the Bulge CD into your CD-ROM drive. If you have 
disabled the autorun function on your CD-ROM or if you 
are installing from a digital download, double-click 
on the installation archive file, then double click on 
the file that is shown inside the archive. Follow all 
on-screen prompts to complete installation.

You can also launch the game on Steam.

Please use the Add/Remove Programs option from the 
Windows Control Panel or the Uninstall shortcut in 

System Requirements

Recommended Spec

Installing the game

Uninstalling the game
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the games Windows “Start” menu folder to uninstall 
the game. Uninstalling through any other method 
will not properly uninstall the game.

In order to maintain our product excellence, 
Slitherine Games releases updates containing new 
features, enhancements, and corrections to any 
known issues. All our updates are available free 
on our website: www.slitherine.com

They can also be downloaded quickly and easily by 
clicking on the “Update” link in your Game Menu 
or by using the “Update Game” shortcut in your 
Windows “Start” menu folder for the game.

We highly recommend registering your game first 
before playing. You can simply do this through 
the game menu, from Multiplayer or directly at 
Slitherine’s website at:

http://www.slitherine.com/sign_up

This is because you will need a registered account 
to play Multiplayer games on Slitherine`s PBEM 
(play by e-mail) server.

When registering you can choose to sign up to the 
newsletters to receive regular updates, offers and 
discounts on the rest of Slitherine’s catalogue so 
it is worth registering!

Product updates

Multi-player registration

http://www.slitherine.com/sign_up
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Our forums are one of the best things about 
Slitherine Games. Every game has its own forum with 
our designers, developers and the gamers playing 
the game. If you are experiencing a problem, have 
a question or just an idea on how to make the game 
better, post a message there.

Go to www.slitherine.com and click on the Forums link.

The best way to contact us if you are having a 
problem with one of our games is through our Help 
Desk. Our Help Desk has a FAQs section as well as 
a dedicated support staff that answer questions 
within 24 hours, Monday through Friday. Support 
questions sent in on Saturday and Sunday may wait 
48 hours for a reply. You can get to our Help Desk 
by going to http://www.matrixgames.com/helpdesk

Direct e-mail support: support@slitherine.co.uk

The playing area is divided into 
spaces that are bordered by white 
lines. Borders follow rivers, but 
are straight lines otherwise. A 
typical space is shown on the left. 
Every space is named, usually after 
the town or city there.

Game forums

Need help?

Map Features
Spaces
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Terrain Types

 Type Combat Effect Notes

Forest Absorbs 2 hits
Limits armor 
breakthrough

Woods Absorbs 1 hit  

Broken   

Clear Both sides gain a bonus  

River (& space 
boundary)

Defender bonus if ALL 
attackers cross

(1) Must stop after 
crossing
(2) only 1 unit may 
attack across a river

River Meuse  
Notice tint on West and 
Northernbank

Bridge and 
Road  

(1) Armor and mech 
move faster
(2) only 1 unit may 
attack across a bridge
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City Absorbs 2 hits IF the 
defender controls the space  

Town Absorbs 1 hit IF the 
defender controls the space  

Objective Reduces chance of retreat  

Unit Diagrams

Allied Armor
No. of rectangles = Maximum strength (4)
No. of solid rectangles = Current strength (3)

Allied Infantry

Allied Mechanised
Unit Name (historical interest only)

Axis Armor
Badge = Elite Unit

Axis Infantry

Axis Mechanised
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Each game day lasts twelve hours, from 0600 (6 
AM) to 1800 (6 PM). The first day is December 16 
and the game ends at the conclusion of December 
28 (day thirteen), if neither side has achieved an 
automatic victory before then.

The following things take place automatically at 
the start of each day:

** Time resets to 0600 hours (6 AM)
** Any units activated during the day return to 
their unactivated state.

** Reinforcements for that day enter the map in 
the appropriate area; these may include Axis 
units from the OKW Reserve

** All units make supply checks if applicable.
** Later in the game, determine Axis fuel 
shortage.

** The Axis Commando Attack can occur.
** Commence Turns. At the start of each player’s 
first turn, he places any Replacement points 
received for that day.

** After the above are complete, the players 
alternate taking Turns as described in Turns 
until the day ends

Days and Turns
Days

Start of Day Activities
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Initiative
Each day, the players alternate Turns, beginning 
with the player with the initiative. The Axis player 
has the initiative from the 16th through the 22nd.
The Allied player has the initiative beginning on 
December 23rd, when the weather clears, and every 
day thereafter.

Space Activation
In each Turn, the active player selects one space 
and activates all of his units in that space that 
have not yet been activated. Activated units may 
move in accordance with the Movement rules. After 
movement is completed, activated units in a space 
with enemy units must attack those units. All 
movement must be completed before any attacks are 
conducted. A given unit may be activated only once 
per day, and is considered to be activated when 
the space it is in is selected whether the player 
chooses to move it or not. A unit will “gray out” 
to show that it has been activated.

Passing
A player may pass if he does not wish to activate 
a space. If both players pass in sequence, the day 
ends, regardless of the current time. If a player 
wishes to avoid this possibility he may activate 
an area without moving any of the units in it.

Each day consists of 12 hours (from 0600 hours 
to 1800). After each player’s Turn (activation 
or pass), time advances a random amount based on 
following percent chances.

Turns
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When a time advance results in the time reaching or 
passing 1800 hours, the day ends. The day also ends 
if all of both players’ units have been activated, 
or if both players pass sequentially.

Dec 16 Special Rules
The first day of the Battle of the Bulge did not go 
as planned for either side. Intelligence failures 
meant the Allies were caught completely off guard 
by Axis attacks that started before dawn and 
struggled to respond. Meanwhile, the Axis suffered 
terrible traffic jams on the limited road net, 
preventing their armored units from taking full 
advantage of their mobility.

Axis Predawn Attacks
The Axis Player receives three “free” Turns at 
0600 on December 16. During these Turns only Axis 
infantry may move, although armor units starting 
in spaces with enemy units may attack. Following 
the three free Turns, units that were activated 
are returned to ready status.

Passage of Time

DECEMBER

MINUTES 16 17 18 19-21 22+

0 20% 20% 20% 20% 30%

30 20% 20% 30% 30% 30%

60 30% 40% 30% 40% 30%

90 10% 10% 10% 10% 10%

120 10% 10% 10%   

180 10%     
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This counts as the first Turn for the Axis player 
on December 16th, so once these pre-dawn infantry 
operations conclude control passes to the Allied 
player.

Allied units that were forced to retreat during 
the Axis Pre-Dawn Operations are not considered 
activated that is, if non-infantry they may still 
be activated during December 16th. This is an 
exception to Defender Retreats

Dec 16th Allied Movement
Throughout December 16, only Allied armor and 
mechanized units may move. Infantry units in 
activated spaces may attack, but may not move. They 
may retreat if called on to do so (see Defender 
Retreats).

Dec 16th axis Movement
Breakthroughs are not allowed on December 16
Axis may not conduct Strategic Movement
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All spaces in the game are always controlled by 
either the Allies or the Axis. There is no such 
thing as a “neutral” space in Bulge. At the start 
of play, the Axis control all spaces occupied by 
only their units and east of those spaces. The 
Allies control all other spaces, including all 
spaces that start with both Axis and Allied units 
in them.

A space occupied solely by units of one side 
is controlled by that side. An empty space is 
controlled by the last side to have units in that 
space at the end of a Turn.

A space containing opposing units remains in the 
possession of its current controller until all 
of his units are eliminated or move out of the 
space, at which time it passes into his opponent’s 
possession.

A space containing opposing units is referred to 
as “contested” and a space without opposing units 
as “uncontested” for rules purposes, but there is 
no such thing as a space controlled by neither 
side.

Control is important for movement and supply lines 
(see Supply Checks).

A unit that is Out of Supply or Isolated may 
still control a space (unless the unit is totally 
eliminated because of supply; see Isolation 
Effects).

Units may move the following number of spaces:

Space Control
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Infantry: One space

Armor and Mechanized Infantry: One space, or two 
spaces if a road connects both spaces.

All Allied units and Axis armor and mechanized 
infantry units may conduct a strategic move of 
three spaces if the following conditions are met:

-All three spaces must be connected by roads.

-The unit may not start in, end in, or pass through 
an enemy-controlled or contested space.

Axis Strategic Movement Restrictions

Axis units may not conduct strategic movement at 
all on December 16th or on Clear Weather days (see 
Special Rules), due to traffic jams and Allied 
air power respectively. Clear weather begins on 
December 23rd and continues for all subsequent 
days.

A unit must stop moving upon entering a contested 
or enemy-occupied space. A unit beginning its move 
in a contested space may move out of that space. 
However, it may not move directly to another 
contested space or an enemy controlled space (it 

Movement
Basic Movement Allowances

Strategic Movement

Space Control and Movement
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may move from a contested space to a friendly 
space, and then to a contested space).

A unit is not required to stop when entering an 
enemy controlled space that is not enemy-occupied 
(note, this will only occur in basic movement for 
armor and mechanized units).

No more than three units from each side may occupy 
a given space; thus a total of six opposing units 
could occupy a contested space. Units may move 
through a space with three friendly units already 
in it, but may not end their movement there.

Units may move across unbridged rivers, but may 
move only one space that move. The only effect of 
bridges is to allow units to continue movement 
along a road, increasing their mobility.

However, only one unit may cross a given river 
boundary into an enemy-occupied space per Turn, 
even if a bridge crosses the river. If an area 
is adjacent to two or more enemy-occupied 
areas bordered by rivers, the crossing to each 
individual area is considered a different river 
boundary.

For example, if there were two friendly units in 
Vianden and enemy units in Wiltz and Longvilly, 
the two units could attack Wiltz and Longvilly 
separately in the same activation, since each 

Rivers and Bridges

Stacking
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is attacking across a separate river boundary, 
but could not both assault the same space at the 
same time.

Any number of units may use a bridge in a Turn as long 
as it does not lead into an enemy-occupied space.

Bridges bordering a space occupied only by enemy 
units at the start of a Turn are considered not to 
exist throughout that Turn – the road is cut at 
the river. Bridges into contested areas function 
normally, but the rule that only one unit may 
cross a given river boundary into an enemy-occupied 
space still applies.

Bridge Interdiction
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Combat occurs after all movement for each Turn has 
been completed, between units activated in the 
current Turn and enemy units in the same space (not 
adjacent spaces). Combat is mandatory whenever 
there is an active unit in the same space with an 
enemy unit. If more than one space has both active 
and enemy units the moving player selects which 
combat occurs first. The active player for the 
current Turn is considered the “Attacker” for that 
Turn and the non-active player the “Defender,” 
regardless of overall strategic postures.

In a given attack, all enemy units in the space are 
attacked. All currently activated units participate 
in the attack, as well as other friendly units in the 
space that have not yet been activated. Such units 
are considered activated after they participate in 
the attack. Units activated previously in the day 
may defend, not attack.

For example, if a space contains two active attackers, 
one attacker who has already been activated, and one 
active and one unactivated defender, then all the 
defenders participate but only the active attackers 
may do so. If the attacker in the space had not yet 
been activated, all defenders and attackers would 
participate.

Determining Hits
Each side in combat rolls a number of (virtual) 
ten-sided dice equal to the strengths of all units 

Combat
General Combat Rules
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in the space for which combat is taking place. 
Infantry and armor rolls are tracked separately, 
since they have different chances to hit. Combat 
is considered simultaneous for both sides.

Chances to Hit and Modifiers
** The hit chance for armor is 40%. Every strength 
point that “fires” has a 40% chance to score 
a hit.

** For infantry and mechanized infantry the hit 
chance is 30%, so each strength point has a 
30% chance to score a hit.

** A defending unit out of supply (see Out of 
Supply) has a 20% chance to score a hit.

For example, if attacking with a 5-strength armor 
unit, a 4-strength infantry unit, and a 2-strength 
infantry unit, you would get five shots with a base 
hit chance of 40% each, and six shots with a base 
hit chance of 30% each.

The hit chance for each shot is further modified 
for the attacker and defender as noted below.

Attacker Hit Chance Modifiers
** Surprise bonus for all Axis attacks on Dec. 
16th: +10%

** Artillery bonus for Axis attacks in spaces 
adjacent to all spaces that begin in Axis 
control (plus adjacent to Losheim, which 
begins contested, but controlled by the 
Allies): +10%*

** Allied Airpower bonus: +10% (applies to all 
Allied attacks on Clear Weather days)

** All defenders are Isolated: +20%
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** All defenders are Out of Supply: +10%
** Defender in clear terrain: +10%
** Defender includes armor: -10%
** Defender composed of at least half elite 
infantry strength points: -10% (see Elite 
Units)

** Elite armor gains a +10% modifier combat rolls 
when attacking, none when defending (see Elite 
Units)

*This artillery bonus applies even if a space is 
controlled by the Allies.

Defender Hit Chance Modifiers
** Attacker includes armor: -10%
** Attacker in clear terrain: +10%
** All attacking units entered the space by moving 
across a river in this Turn: +10%

Hit Resolution
Each hit scored is satisfied by removing a strength 
point from one of the units in that space belonging 
to the side that incurred the hit. If there is a 
unit in the space not participating in combat 
for any reason (for example, because it attacked 
earlier in the day and cannot participate in 
another attack in that space, or because it was 
Isolated at the start of the day), it cannot be 
assigned hits from combat.

If the side receiving hits has more than one unit, 
hits are assigned as evenly as possible, beginning 
with the largest unit and moving down. If two 
units are of equal size, armor units will be hit 
first. If two units are of equal size and identical 
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type, hits will be assigned at random. No unit 
will receive a second hit until all friendly units 
in the space have received a first hit, regardless 
of size or type.

Effects of Terrain on Defender hits
Hits incurred by the defender are reduced by 
terrain before being allocated as described above 
in Hit Resolution:

** Woods -1 hit
** Forest -2 hits

Additionally, if in a friendly-controlled space 
the defender may reduce hits as follows:

** Town -1 hit (cumulative with other terrain)
** City -2 hits (cumulative with other terrain)

The total reduction may not exceed 1 hit if the 
defender has a total combat strength in the space 
of 2 or less, or 2 hits if the defender has a total 
combat strength in the space of 3. If the defender 
has 4 or more total strength he may take advantage 
of all reductions.

For example, two units in a friendly controlled 
space with forest and a town are attacked and incur 
three hits. The forest reduces the hits by two and 
the town by one for a total of three reductions. 
If the units have a total strength of four or more, 
they benefit from all three reductions and would 
take no hits. Units with a total strength of three 
would take one hit. Units with a total strength of 
one or two would take two hits.
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Defender Retreats
The defender may also be compelled to retreat from 
his current space (see Retreat Eligibility). If the 
defender is forced to retreat, the total number of 
hits inflicted on him for that Turn is reduced by 
one. A defending unit that retreats is considered 
to be activated, and cannot be activated in the 
current day (exception see Dec 16 Rules). Units 
that have already been activated in the current 
day may retreat without further penalty. Attacking 
units never retreat.

Retreat Decision Making
If a defending force sustains a number of hits 
exactly equal to its total remaining strength it 
will always attempt to retreat. Otherwise compare 
the defender’s total strength in the area to the 
number of hits incurred (after subtracting for 
terrain reduction as per Effects of Terrain) on the 
Defender Retreat table. A result of “H” indicates 
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the defender will never attempt to retreat. A result 
of “R” indicates the defender will always attempt 
to retreat. If the result is “70” or “30”, roll 
the unit will retreat on a “roll” of 7 or less (70% 
chance) or 3 or less (30% chance) respectively.

RH*: If any defending unit had an original strength 
of 3 or greater, retreat; otherwise, hold.

Retreat Space Eligibility and Choice
A space is only eligible as a retreat destination if 
it is friendly-controlled, uncontested, and adjacent 
to the combat being retreated from. If there is 
no eligible space for the defender to retreat to, 

Retreat Table
 DEFENDER’S 

STRENGTH
HITS 1 2 3 4 5 6 7,8 9,10 11,12 13,14 15+
1 R RH* H H H H H H H H H
2 - R 70 30 H H H H H H H
3 - - R R 70 30 H H H H H
4 - - - R R 70 30 H H H H
5 - - - - R R 70 30 H H H
6 - - - - - R R 70 30 H H
7 - - - - - - R R 70 30 H
8 - - - - - - R R R 70 30
9 - - - - - - - R R R 70
10 - - - - - - - R R R R
H=HOLD; R=RETREAT; 30 OR 70 = % CHANCE OF RETREAT; RH*= IF ANY DEFENDER HAD AN ORIGINAL STRENGTH OF 3+, RETREAT, OTHERWISE HOLD. DEFENDERS IN A FRIENDLY-CONTROLLED OBJECTIVE SHIFT A COLUMN RIGHT
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defending units may not retreat. If there is a choice 
of multiple eligible spaces, use the following rules 
to determine the retreat destination:

** A unit may not retreat across an unbridged 
river unless there are no other eligible spaces

** If there is still a choice, retreat into the 
space closest to a friendly map edge

** If there is still a choice, retreat into the 
space offering the best defensive terrain 
bonus to the unit under Effects of Terrain

** If there is still a choice, choose at random
** The defender may not retreat into the space 
from which the attacker moved to enter the 
combat space

** All units retreating from the same space must 
retreat into the same space. Exception: if 
retreat would cause over-stacking, then the 
excess unit, or units, retreats into another 
eligible space instead. If there is no eligible 
space, then the excess units hold instead. 
Retreat order is determined by hit order: the 
last unit that took a hit retreats first, then 
the next to last, and so forth. The order of 
retreating units that did not take hits is 
determined at random.

Armor Breakthrough Bonus Move
If an attack completely eliminates all defending 
units, surviving armor units that participated 
in the attack may move into any adjacent space, 
regardless of control. This is the only form of 
“advance after combat.” If multiple armor units 
are eligible for breakthrough they can advance 
into different spaces
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Breakthrough Limits
** Armor may not breakthrough if the enemy 
retreated from the area rather than being 
eliminated in combat

** Only one unit may breakthrough across a given 
river, even if bridged

** Breakthrough into a forest space is only 
allowed along a road

** If the space entered by breakthrough is enemy 
occupied, the armor may not attack again

** Breakthroughs are not allowed on December 16th

Supply is determined at the start of each day for 
both sides, for the Allies beginning December 17 
and for the Axis beginning December 19. A unit is 
out of supply for the entire day if it cannot trace 
a path of friendly-controlled spaces back to a 
friendly map edge. For these purposes, a “friendly 
map edge” is the northern, southern, or western 
edges for Allied units, and the eastern edge for 
Axis units.

Supply may be traced through a contested area by 
the side controlling the space; opposing units may 
not do so. Supply may be traced from a contested 
area by both sides.

If a unit is unable to trace supply during the 
day’s Supply Check, it becomes Out of Supply for 
the entire day. A unit that was out of supply on the 

Supply
Supply Checks and Supply Tracing
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previous day and is unable to trace supply becomes 
Isolated. Units that are Isolated and still unable 
to trace supply suffer effects as described in 
Isolation Effects.

Out of Supply Effects
All units Out of Supply at the start of a day 
are considered already activated, and may not 
move or attack if their space is activated. They 
defend if attacked (with the penalty listed in 
Determining hits).

Isolation Effects
An Isolated unit is considered already activated 
and may not move or attack. It does not roll combat 
dice if attacked. A unit that was isolated on the 
previous day, is still isolated during the supply 
check, and has an enemy unit in its space loses a 
strength point. If this eliminates the unit’s last 
strength point, the unit surrenders and is destroyed, 
potentially changing ownership of the space.

Allied Air Supply
On Clear Weather days (see Weather), Allied units 
that would otherwise be Isolated are Out of Supply 
instead due to air drops of supplies.

Axis Fuel Shortage
Starting on December 21, immediately after each day’s 
Supply Check the game will randomly select one Axis 
armor or mechanized unit (Panzer or PG division) to 
be out of fuel each day. If the roll indicates a 
unit that has not entered the game, has already been 
eliminated, or is currently out of supply, another 
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will be chosen. In addition, the unit selected will 
be in a space west of and not adjacent to the Axis 
start spaces, unless there are no alternatives.

The effects of being out of fuel are identical to 
being out of supply and last for one day.

Starting on December 26, the game will select 
two units to be out of fuel, following the same 
criteria as above.

Reinforcements appear at the start of each day, 
in the map space indicated in the order of battle

Displacement
Reinforcing units may be displaced for one of two 
reasons: the enemy controls their entry space or 
their entry space already contains three friendly 
units.

If their entry space is enemy-controlled, the unit 
is delayed one day from its normal arrival and 
displaced as follows: Allied units enter in the 
next available space to the west that has a road 
leading off the map, and Axis units enter in the 
next available space to the south that has a road 
leading off the map.

Enemy-controlled but contested spaces count as 
enemy-controlled for the purposes of this rule. 

Reinforcements and Replacements
Reinforcements
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If the space is friendly-controlled but contested, 
the unit appears as normal. If the space to which a 
reinforcement is displaced becomes enemy-occupied 
before the reinforcement arrives the reinforcement 
is displaced again.

If ALL spaces with roads on a friendly map-edge 
are enemy-controlled reinforcements are delayed 
until one becomes friendly controlled.

If the space is not enemy-controlled but already 
has three friendly units, the unit is displaced as 
above, but not delayed.

Reinforcements arrive one unit at a time, in the 
order listed in the Order of Battle. Therefore, 
if two reinforcement units are scheduled to enter 
a space with two friendly units already in it, 
the first will appear in its regular space while 
the second displaces (because there are now three 
units in that space).

When placing reinforcement units the player without 
the initiative places their reinforcements first, 
followed by the player with the initiative.

Beginning December 20, both sides receive 
replacement strength points at the start of the 
day to build up units that have lost strength 
points.

** Allies receive two infantry replacement points 
on even numbered days, and one infantry and 
one armor point on odd numbered days

Replacements
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** Axis receives one infantry point on December 
20, 21, 23, 24, 26, 27, and receive one armor 
point on December 22, 25 and 28

Replacement points are assigned before each 
player’s first turn of the day, and may be assigned 
to any friendly unit that can trace supply. Armor 
units are replenished by armor replacement points, 
infantry units by infantry replacement points. 
Mechanized Infantry units count as infantry for 
this purpose. A unit’s strength may not exceed its 
starting strength.

Replacement points may be used only on the day in 
which they are received. Any replacement points 
that cannot be assigned at that time are lost.

“Elite Units” may be replenished by the appropriate 
type of replacement points without affecting their 
elite status (see Elite units).

British Movement Restrictions
British units may not cross the Meuse River 
until an Axis unit enters a space adjacent to 
the Meuse. Once an Axis unit has moved adjacent 
to the Meuse, all British units (including future 
reinforcements) are released and may cross. This 
is true even if the Axis units on the Meuse are 
unable or trace supply or if they are driven away 
after becoming adjacent to the Meuse, even during 
the same turn.

If not already released to cross the Meuse, all 
British units are released on December 26th.

British Restrictions and the Axis OKW Reserve
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Axis OKW Reserves
If an Axis unit is in supply and adjacent to or 
across the Meuse River at the start of a day, the 
divisions of the OKW Reserve begin to be released 
(See Axis Order of Battle). At the beginning of 
each day in which these criteria are met, one 
unit from the OKW Reserve will be added to the 
day’s reinforcements, in the order given on the 
Order of Battle: 10th SS Panzer, then 11th Panzer, 
then 17th Panzergrenadier. If the criteria are 
no longer met at the start of a day or there are 
no more units in the OKW Reserve, the additional 
reinforcements stop.

The game uses historical weather patterns: Clear 
Weather Days take place on December 23nd and every 
day afterwards until the end of the game.

Clear Weather Days Effect:

** Axis Strategic Movements
** Hit Determination
** Allied Air Supply

The Axis Player has the opportunity for one commando 
operation on December 17, 18 or 19. At the start 
of each day (see 5.1), there is a chance for the 
Axis commandos to activate:

Weather

Axis Commando Operation

Special Rules
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** December 17th: 20%
** December 18th: 70%
** December 19th: Automatic

Once activated activated the Axis Commandos are 
expended, and no further checks will be made. The 
Commandos allow the Axis player to select any one 
Allied unit and prevent it from becoming active 
that day.

The following are elite units:

Axis: 1 SS Panzer, 2 SS Panzer, 116 Panzer, 2 Panzer

Allied: 2 Infantry, 1 Infantry, 101 Airborne, 
82 Airborne, 30 Infantry, 4 Armored, 2 Armored, 
Guards Armored

Elite armor gains a +10% modifier to combat rolls  
when attacking, none when defending.

Attacks against a defender composed of at least 
half elite infantry strength points suffer a -10% 
modifier to attack rolls.

Elite units are distinguished from regular units 
by the division badge in the upper corners of 
their counters.

Elite Units
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Both sides accumulate victory points (VP’s) as 
outlined in Victory Points. At the end of each 
Day, subtract the Allied VP’s from the Axis VP’s 
to yield a net victory score.

Victory Points
Victory Points for Both Sides

** When an enemy unit is destroyed, the side 
destroying it immediately gains VP equal to 
the unit’s starting strength.

Allied Victory Points

** At the end of December 28th, Axis units that 
are Isolated are considered destroyed.

Victory

Scoring
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Axis Victory Points for the Meuse River

** 3 VP for each Axis strength points that 
exits the map from any of the following five 
spaces west of the Meuse River: Fosse, Namur, 
Hingeon, Wanze or Liège. A unit may exit the 
map only if it is an Axis unit, in supply, and 
the space it exits from is occupied only by 
Axis units. Units may only exit during normal 
movement (not breakthrough or retreat) and may 
not exit the map using Strategic Movement.

** 1 VP for each Axis strength point that is in 
supply in an Axis-controlled space west of the 
Meuse River at the end of each day.

Axis Victory Points for Objective Spaces

** 1 VP for each of the following spaces that 
are Axis-controlled (even if unsupplied): St. 
Vith, Spa, Marche, Huy, Dinant and Givet. 
Scored at the end of the day.

** 2 VP’s for each of the following spaces that 
are Axis-controlled (even if unsupplied): 
Bastogne, Verviers, Liège, and Namur. Scored 
at the end of the day.

Victory Conditions
Victory is determined at the end of the Day and the 
Victory Conditions change over time. There are two 
forms of victory: Axis Early Victory and Victory 
by Victory Point Accumulation.

Early Axis Victory, December 16th-19th
Automatic Axis victory if an area west of the 
River Meuse is Axis-controlled at the end of the 
day on December 16th- December 19th. The space 
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must be able to trace supply at the end of the 
day. An Early Axis Victory trumps Victory Point 
Accumulation should both occur on the same day.

Victory by Victory Point Accumulation
At the end of each day, the game can end immediately if 
the net victory score (Axis – Allied) is equal to or 

exceeds the Victory 
Limit for that side. 
For instance, at 
the end of December 
20th the Axis win 
if the VP score is 
43 VP’s or higher, 
the Allies if it is 
12 or lower.

Game Scenarios
Race to the Meuse Scenario
Length: Three Days
Begins: 06:00, 16 Dec 1944
Ends: 18:00, 18 Dec 1944

Victory Conditions:
** Axis Victory, if at least one Axis unit ends 
the 18th adjacent to the Meuse and able to 
trace supply (identical to conditions for 
release of the OKW)

** Draw, if the Axis fails to win, but holds 
Bastogne at the end of 18 Dec.

** Allied Victory, if the Allies prevent the Axis 
from winning or achieving a Draw

Victory Table
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Setup: Same as the Campaign Game

Endgame Scenario
Length: Eight Days
Begins: 0600, 21 Dec 1944
Ends: 1800, 28 Dec 1944

Victory Conditions:

** Axis Victory if the Axis control a space across the 
Meuse and can trace supply at the end of any day.

** Otherwise: Allied Victory if the net score 
is -10 VP or less at the end of Dec 28, Axis 
Victory if it is 10 VP or higher at the end of 
Dec 28. Draw if the net score is between -9 
and 9 VP at the end of Dec 28.

Setup: See Order of Battle for Endgame Scenario

Special Rules:
The release of British forces and the OKW Reserve 
are both handled differently in the Endgame. The 
British forces are only released if an Axis unit 
crosses the Meuse River (as opposed to just reaching 
it), or at dawn on December 26th. The OKW Reserve 
units are released starting on the day after an Axis 
unit is first adjacent to the Meuse, and continue 
to be released at a rate of one per day even if the 
Axis are pushed back from the Meuse.

Luck of the Draw Scenario
Length: Thirteen Days
Begins: 0600, 16 Dec 1944
Ends: 1800, 28 Dec 1944

Victory Conditions:

** Same as for Battle of the Bulge Campaign Game
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Setup:

** Setup for this scenario is semi-randomized.
** List of starting units and number of units for 
each side in any one space are the same as 
for Battle of the Bulge Campaign Game. So if 
a given space has two Allied and two Axis in 
it at the start of the regular Campaign Game, 
it will still contain two Allied and two Axis 
units at the start of this scenario.

** The units actually in each space will be picked 
at random from units that start the Campaign 
Game on the map.

** There is a 10% chance that each reinforcement 
unit arrives a day early and a 10% chance it 
arrives a day late. Early or later reinforcements 
appear in their normal entry spaces, subject 
to the usual rules on displacement.

Bitter End Scenario
Length: Thirteen Days
Begins:0600, 16 Dec 1944
Ends: 1800, 28 Dec 1944

Victory Conditions:

** The game automatically continues until the end 
of Dec 28, no matter how lopsided the victory 
total. At the end of Dec 28, if the score 
is 25 points or more the game ends in Axis 
Victory, otherwise it is an Allied Victory. 
(Same threshold as for Dec 28 in the main 
Battle of the Bulge scenario).



̵ 38 ̵

Axis Order of Battle
Unit Type Strength Date/ Location

326 VG Division Infantry 2 Gemünd

277 VG Division Infantry 2 Gemünd

1 SS Panzer Division Armor 7e Stadtkyll

12 SS Panzer Division Armor 6 Gemünd

12 VG Division Infantry 3 Losheim

3 FJ Division Infantry 3 Losheim

150 Panzer Brigade Armor 1 Baasem

18 VG Division Infantry 2 Schönberg

62 VG Division Infantry 2 Schönberg

116 Panzer Division Armor 5e Bleialf

560 VG Division Infantry 2 Bleialf

2 Panzer Division Armor 5e Dasburg

Panzer Lehr Division Armor 5 Prum

26 VG Division Infantry 4 Clerveaux

5 FJ Division Infantry 4 Dasburg

352 VG Division Infantry 2 Kruchten

276 VG Division Infantry 2 Kruchten

212 VG Division Infantry 3 Trier

Fuhrer Begleit Brigade Armor 3 18/ Prum

2 SS Panzer Division Armor 6e 19/ Stadtkyll

9 SS Panzer Division Armor 6 19/ Stadtkyll

3 PG Division Mechanized 4 19/ Gemünd

Fuhrer Grenadier Brigade Mechanized 2 20/ Bitburg

15 PG Division Mechanized 4 21/ Bitburg

79 VG Division Infantry 2 21/ Bitburg

9 Panzer Division Armor 5 23/ Prum

Orders of Battle
Battle of the Bulge Campaign and Race to the Meuse
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167 VG Division Infantry 3 25/ Prum
246 VG Division Infantry 2 25/ Gemünd
9 VG Division Infantry 2 25/ Bitburg
10 SS Panzer Division Armor 6 OKW Reserve/ Stadtkyll
11 Panzer Division Armor 5 OKW Reserve/ Stadtkyll
17 PG Division Mechanized 4 OKW Reserve/ Stadtkyll

Units with an “e” designation are elite.

Allied Order of Battle
Unit Type Strength Date/ Location
102 Cavalry Group Mechanized 1 Monschau
2 Infantry Division Infantry 4e Monschau
99 Infantry Division Infantry 3 Elsenborn
14 Cavalry Group Mechanized 1 Losheim
106 Infantry Division Infantry 3 Schönberg
A/9 Armored Division Armor 2 Beaufort
B/9 Armored Division Armor 2 Malmedy
R/9 Armored Division Armor 2 Lullange
112/28 Infantry Division Infantry 1 Bleialf
110/28 Infantry Division Infantry 1 Clervaux
109/28 Infantry Division Infantry 1 Vianden
4 Infantry Division Infantry 4 Echternach
1 Infantry Division Infantry 4e 17/ Verviers
7 Armored Division Armor 5 17/ Verviers
10 Armored Division Armor 5 17/ Arlon
9 Infantry Division Infantry 4 18/ Verviers
101 Airborne Division Infantry 4e 18/ Fosse
82 Airborne Division Infantry 4e 18/ Fosse
30 Infantry Division Infantry 4e 18/ Liège
3 Armored Division Armor 6 20/ Verviers
84 Infantry Division Infantry 4 20/ Liège
75 Infantry Division Infantry 3 22/ Liège
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43 Infantry Division (Br) Infantry 4 22/ Wanze

80 Infantry Division Infantry 4 22/ Arlon

4 Armored Division Armor 4e 22/ Arlon

26 Infantry Division Infantry 4 22/ Arlon

Guards Armored Division (Br) Armor 6e 22/ Hingeon

53 Infantry Division (Br) Infantry 4 22/ Namur

29 Armored Brigade (Br) Armor 2 22/ Fosse

2 Armored Division Armor 7e 23/ Liège

5 Infantry Division Infantry 4 23/ Arlon

5 Armored Division Armor 3 24/ Liège

51 Infantry Division (Br) Infantry 4 25/ Namur

35 Infantry Division Infantry 3 26/ Arlon

90 Infantry Division Infantry 4 26/ Arlon

6 Armored Division Armor 5 26/ Arlon

83 Infantry Division Infantry 4 26/ Liège

17 Airborne Division Infantry 4 27/ Fosse

11 Armored Division Armor 4 27/ Arlon

Units with an “e” designation are elite.

Endgame Scenario

Axis Order of Battle
Unit Type Start/Max Strength Date/Location
326 VG Division Infantry 2 Monschau
277 VG Division Infantry 1/2 Elsenborn
KG Peiper Armor 3/4e Stoumont
1 SS Panzer Division(-) Armor 3e Malmedy
12 SS Panzer Division Armor 3/6 Elsenborn
12 VG Division Infantry 2/3 Losheim
3 FJ Division Infantry 3 Malmedy
150 Panzer Brigade Armor 1 Losheim
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18 VG Division Infantry 1/2 St. Vith
62 VG Division Infantry 2 St. Vith
116 Panzer Division Armor 5e Manhay
560 VG Division Infantry 2 Manhay
2 Panzer Division Armor 4/5 Neufchateau
26 VG Division Infantry 4 Bastogne
5 FJ Division Infantry 3/4 Martelange
352 VG Division Infantry 2 Beaufort
276 Vg Division Infantry 1/2 Kruchten
212 VG Division Infantry 3 Trier
Fuhrer Begleit Brigade Armor 3 St. Vith
2 SS Panzer Division Armor 6e Houffalize
9 SS Panzer Division Armor 6 Malmedy
3 PG Division Mechanized 4 Gemund
Fuhrer Grenadier Brigade Mechanized 2 Vielsalm
15 PG Division Mechanized 4 Bitburg
79 VG Division Infantry 2 Bitburg
9 Panzer Division Armor 5 23/Prum
167 VG Division Infantry 3 25/Prum
246 VG Division Infantry 2 25/Gemund
9 VG Division Infantry 2 25/Bitburg
10 SS Panzer Division Armor 6 OKW/Stadkyll
11 Panzer Division Armor 5 OKW/Stadkyll
17 PG Division Mechanized 4 OKW/Stadkyll

Units with an “e’ designation are elite
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Allied Order of Battle
Unit Type Start/Max Strength Date/Location

102 Cavalry Group Mechanized 1 Monschau

2 Infantry Division Infantry 2/4e Elsenborn

99 Infantry Division Infantry 2/3 Eupen

B/9 Armored Division Armor 2 St. Vith

112 Infantry Regiment Infantry 1 St. Vith

4 Infantry Division Infantry 3/4 Echternach

1 Infantry Division Infantry 3/4e Trois Pont

7 Armored Division Armor 4/5 Vielsalm

10 Armored Division(-) Armor 3/4 Arlon

B/10 Armored Division Armor 2 Bastogne

101 Airborne Division Infantry 3/4e Bastogne

82 Airborne Division Infantry 4e Werbomont

30 Infantry Division Infantry 4e Spa

3 Armored Division Armor 5/6 Huy

84 Infantry Division Infantry 4 Liege

75 Infantry Division Infantry 3 22/ Liège

43 Infantry Division (Br) Infantry 4 22/ Wanze

80 Infantry Division Infantry 4 22/ Arlon

4 Armored Division Armor 4e 22/ Arlon

26 Infantry Division Infantry 4 22/ Arlon

Guards Armored Division (Br) Armor 6e 22/ Hingeon

53 Infantry Division (Br) Infantry 4 22/ Namur

29 Armored Brigade (Br) Armor 2 22/ Fosse

2 Armored Division Armor 7e 23/ Liège

5 Infantry Division Infantry 4 23/ Arlon

5 Armored Division Armor 3 24/ Liège

51 Infantry Division (Br) Infantry 4 25/ Namur

35 Infantry Division Infantry 3 26/ Arlon

90 Infantry Division Infantry 4 26/ Arlon

6 Armored Division Armor 5 26/ Arlon

83 Infantry Division Infantry 4 26/ Liège

17 Airborne Division Infantry 4 27/ Fosse

11 Armored Division Armor 4 27/ Arlon



̵ 43 ̵

Eric Lee Smith, Jeff Dougherty, Nick Karp, Pat 
Ward, Miguel Nieves, David Dunham, Peter Rambo, 
Yi Wen Chan

Teodor Plop, Marius Badita, Ionut Georgescu, 
Tiberiu Savin, Razvan Matei

CHAIRMAN 
JD McNeil
DEVELOPMENT DIRECTOR 
Iain McNeil
PRODUCERS 
Alexander Stoikou, David Sharrock
OPERATIONS DIRECTOR 
Erik Rutins
TECHNICAL DIRECTOR 
Philip Veale
MARKETING DIRECTOR 
Marco A. Minoli
CREATIVE DIRECTOR 
Richard Evans
PUBLIC RELATIONS MANAGER 
Olivier Georges
COMMUNITY MANAGER 
Daniele Meneghini
ASSETS MANAGEMENT 
Liz Stoltz
ART LEAD 
Marta Falbo

Credits
IOS Version

SLITHERINE

Unity port



̵ 44 ̵

MANUAL LAYOUT 
Myriam Bell
QA & PRODUCTION ASSISANTS 
Andrew Loveridge, Gerry Edwards, Matthew Davis
ADMINISTRATION
Dean Walker
CUSTOMER SUPPORT STAFF 
Paulo Costa, Joseph Miller
WEB DEVELOPMENT 
Valery Vidershpan, Andrea Nicola, Fernando Turi

Programming 
Marius Badita, Teodor Plop, Tiberiu Savin
Design & Adaptation for PC 
Ionut Georgescu
Art, aditional graphics for the PC version 
Razvan Matei
Testing 
Dragos Constantin Andrei
Kickstarter Contributors:
Sponsors

Andreas Froening, David Hoeft, Doug Alexander, Lisa Corvese, Padre E.T., 
Robert Corbett, Scott Smith

Benefactors

Arlie Overton, Carlton “Notelrac” Hommel, D. S. Rhodes, David A. Karp, 
Davis W. Brasfield, Frank M. Radoslovich, James Satloff, Konstantin Goreley, 
Nathaniel Polish

Champions

Alexander E. Coyle, Allan Rothberg, Anonymous, Bjorn Endre, Brad Ford 
Smith, C. Pietzner, Cameron Esfahani, Charles Myers, Chris Tham, Craig 
Hulett, Dan Galvez, Dan Stingel, Dominik Derwiński, Doug Barton, Doug 
Cooley, Ejner Fulsang, Eric Walters, Evan Rattner, Floyd E. Canfield, 
Frank W. Haude, Harrison Moore, Hooman Mergan, Iain Bradbury, Ian and 
Lindsay Rothery, Ian Landsman, Iron Mike Loy, Ivo “Oof” de Nooijer, J. T. 
O’Neill, James Gerbino, JB Joyner, Jim O’Sullivan, Jim Ridenour, John B. 
Brown, Joseph Studholme, Kelly Spill, Kenji Iwasaki, Kian J., Leon Higley, 
Martin M. Hogan, Matthew Wasiak, Michael J. Raymond Ph.D., Mike Morton, 
Mike Nagel, Nick Rusch, Paul Butterfield, Paul Calvi, Paul Dobbins, Phil 
Lam, Phillip Millman, Pontus Axelsson, René van der Ham, Rick Bunker, Rick 
Rambo, Robert McGrath, Robert Rugart, Ron Boerger, Ronald Bell, Sarah 

Shenandoah Credits List



̵ 45 ̵

Beh Covin, Scott Udell, Spencer Norcross, Stefan Nordmark, Steve Johnson, 
Thaddeus Ryker, Thomas Marshall, Trevor Chudleigh, Vince Leamons, Wei-
Jen Seah

Supporters

Aaron Fishman, Aaron Kivett, Adam “Favorite Cousin” Derstine, Aidan 
Wilson, Akke Monasso, Al Bard, Alan Clark, Alan Ezarik, Alan Melear, Alan 
Sikora, Alan Stride, Albert Tsoi, Alberto Elizalde Arellano, Alexander 
Hawson, Alfonso Gippini Requeijo, Alonna Smith, Alton Toth, Anders Ström, 
Andrew “Migs” Migliore, Andrew Arthur, Andrew Creek, Andrew Kostyn, Andrew 
Offen, Andrew South, Andy “I need a nickname” Affleck, Andy Sizemore, 
Anonymous (3), Anthony Bovasso, Anthony Ruggeri, Antoine Bertier, Antonio 
M. Rosario, Arthur Chang, Athena “Huggy” Basu, Axel Meyersiek, Barry 
Pointon, Bart D., Bay Chang, Bendik Vedeler, Benito, Bernd Kürzinger, 
Bert Maes, Bill “Ryoushin” Albright, Bill Segulin, Bill Topritzhofer, 
Bill Valera, Bjorn von Knorring, Bob Marvin, Bogdan Alexandru Barbu, 
Bourchanin, Bradley Mclain, Bret Overholtzer, Brett Avants, Brian Brown, 
Brian Dennis Cutler, Brian Marrs, Brian Turcotte, Brian W. Calderwood, 
Bruce Evans, Bruce Geryk, Bruce Shevlin, Bryan Haven, Byron Collins, 
Byron Mudry, C.H. Low, Carl Paradis, Carlos Lourenco, Carsten Bohne, 
Casey Stokes, Chandler Klose, Charles Howington, Charles Tippett, Charlie 
Moore, Chris Dodge, Chris H. Hansen, Chris Heil, Chris James, Chris 
Marsden, Chris Meyer, Chris Toltesi, Christian A. Mueller, Christian 
LÙtgens, Christophe Mouchel, Christopher Goss, Christopher J. Carter, 
Christopher Ruse, Christopher Smith, Christopher Stueck, Chuck Parrott, 
Craig Nicholls, Curtis Neesley, D. Landwaart, D. Summers, D. Wilke, Dale 
“The Desert Anteater” Greer, Dan Calaway, Dan Roberts, Daniel Deaton, 
Daniel Ruettimann, Daniel Weitz, Darrell Kienzle, Darrell Neely, Dave 
Katleman, David “Joragan” Kasprzyk, David Fristrom, David Govoni, David 
Kreda, David Pentland, David Rohde, David Siskin, David T. Kirkpatrick, 
David Wetzel, Dennis Frank, Dereck Scott, Dewayne Cushman, Dick Boyes, 
Dietmar Volkemer, Dirk Johnson, Doc JR Garza, Dominique Bongard, Donald 
Byron Johnson, Doug Wright, Duke Ritenhouse, Ed Morrison, Edward DeSocio, 
Edward Rustin, Emmanuel Tabarly, Eric Buetikofer, Eric Randall, Erik 
Anderson, Erik K., Ernie Lo, Escrivant Guillaume, Fabrice Lamidey, Frank 
Dickerson, Frank Würbach, Frankie Mundens, Fred Schuit, Frederic Gedeon, 
Gary Marangoni, George “Radicus” Diez, George Schlossnagle, Gerrit Geens, 
Grant Rodiek, Greg Costikyan, Greg Langmead, Greg R. Martin, Greg St. 
Louis, Gregory Love, Gregory Morse, Guthrie Nolan, Harry Bosch, Helge 
LÀkÎs, Ian Dominioniian, In honor of William C. Ely Jr., Ira Gluck, Isaac 
Tan, J. Platz, Jack Silin, Jakob Frederiksen, James C.H. Chen, James 
Skogen, Jan van Rijn, Janet Oblinger, Jaren Wilson, Jason Buchanan, Jason 
Redlarski, Jason Schwartzenburg, Jason Vance, Jay “Grey Wolf” Shukert, 
Jay V. Schindler, Jean-Dominique Morani, Jeff Newell, Jeff Sandelin, 
Jeffrey D. Myers, Jeffrey Patino, Joakim SpÎngberg, Joe Kennedy, John 
Cotter, John D. Wachter, John Echeverria, John Fairley, John Flanagan, 
John Hill, John Kennedy, John LaCount, John M. Kuzma, John Pastor, 
John Stryker, Johnny Maloney, Jon A. Shupe, Jon Choate, Jonas Rozenich, 
Jonathan A. Gillett, Jonathan Montgomery, Jonathan Platteau, Jos Yule, 
Joshua Qualtieri, Julien A. Feraud, Junos Kant, Justin Leites, Justus 
Kelloniemi, Kairam Ahmed Hamdan, Kang Wan Wei, Kel Stewart, Ken Chapman, 
Kerry Forester, Kevin Kelly, Kevin Kirkup, Kevin Melahn, Kimberly 
Beattie, Kris “Hybridkris” Rockwell, Kyle Schlabach, Lawrence Herold, 
Le-Roy Karunaratne, Lee Stanford, Leif A. Olson, Leo Fassbender, Lim 
Chao Li, Lukas Mathis, Luke Hughes, M. Sean Molley, Mac Senour, Machie 
Madden, Manuel Serpa, Marc Vanderhaegen, Marc von Martial, Marie Smith, 
Mark D. Marek, Mark DeLoura, Mark E. McBride, Mark H. Walker, Mark 
J. Guttag, Mark Leaman, Mark Sieber, Mark Wilder, Martijn Meulenbroek, 



̵ 46 ̵

Martin Beijer, Martin Gallo, Martin Soderberg, Mathew M. Gimble, Mats 
Ohlsson, Matt Bugbee, Matt Dedrick, Matt Selchow, Matt Wunderle, Matthew 
Morocco, Matthew W. Dougherty, Mayer Brenner, Michael “Metafreak” Tomac, 
Michael Bowker, Michael D. Coomes, Michael Derendorf, Michael Hundley, 
Michael R. Childers, Michael Rodino, Michael Taylor, Michael Verde, Michel 
Ouimet, Mikael Lindell, Mike Sundborg, Morton Shenker, Mun Liong, Nate 
Butterfield, Nate Johnson, Neal Sheeran, Nelson Pires, Nick Papastergiou, 
Nils Johansson, Norman Meager, Olaf Heinemann, Oswaldo Sandoval, Pablo 
Garcia-Silva, Pär Ljungström, Pascal “Raspak” Picavet, Pat Braun, Patrick 
Jordan, Patrick Tremoureux, Patrick Young, Paul D. Bridges, Paul Elton, 
Paul F. Chambers, Paul L., Paul Logie, Paul Rebeles, Paul Saunders, Paul 
Stephanouk, Paul Symoens, Pedro Alexandre Timóteo, Pete Ruckelshaus, 
Peter Blitstein, Peter Brunken, Peter Cahill, Peter Lam, Peter Loop, 
Peter Perla, Peter Rice, Peter Smith, Peter Wu, Phil Gaskill, Phil Irey, 
Phil Larson, Philip Ireland, Phillip Purcell, Piotr Gliźniewicz, Pratik 
Multani, R. Teed, Raja Thiagarajan, Ralph Ferrari, Ralph Mazza, Ralph 
Trickey, Ray “Dude” Espiritu, Richard Brown, Richard C. Bell, Richard 
Fluck, Richard MacRae, Rick Baumhauer, Rick Wagoner, Rob Baptie, Rob 
Ferguson, Rob Heinsoo, Rob Holland, Rob Weber, Robert Anderson, Robert 
Bassett, Robert Bennett, Robert M. Ramus, Roberto R. Lopez, Rodney Lelah, 
Rodney Somerstein, Rolf Laun, Roman Konoval, Ron Glaser, Roy Borghuis, 
Roy Levien, Roy Rugani Jr., Roy Ward, Ryan Litwin, Ryan Morrison, Ryan 
Myers, S. Dougherty, Sage LaTorra, Sakari Lindhen, Sam S., Sam Shoemaker, 
Scott Bogen, Scott Goldman, Scott Mobley, Scott Moore, Scott Tooker, 
Sean K. King, Sebastian Scholz, Sebastien Schertenleib, Sergio, Sergio 
Bayarri Gausi, Seth Karp, Shawn Swaner, Simon Hunt, Stefan Heindl, Steph 
Brochu, Stephen Elliott, Stephen Rider, Steve Boone, Steve Bowe, Steve 
Caires, Steve Chiu, Steve Donovan, Steve Knowlton, Steve Owen, Steve 
Schortgen, Steve St. Clair, Steve Stratton, Steven D Mynes, Steven 
Sokolies, Steven Szymanski, Sylvia Stengle, T. Harrigan, Tan Tze Meng, 
Terry Gregg, Theodore Barnett, Tim Collier, Timothy O’Shea, Tobias Calås, 
Todd Penland, Todd Showalter, Tom Blake, Tom Davis, Tom Grant, Tom Hansen, 
Tom Marks, Tom Matthey, Tom Van den Berghe, Tom W. Minton, Tony Kim, Tord 
Hoppe, Torsten Hasforth, Tuomo Syvänperä, W. Michael Love, Wade Woodson, 
Will Hutton, William Nichols, WM Tan, Zeb Doyle

Friends

Adam Josephs, Adam vanLangenberg, Adam Whitcomb, Adrian Jones, Adrian 
Maddocks, Alan Dunkin, Alan Murphy, Alan Pack, Albert Mar, Alex Dres, 
Alex Grant, Alex Ossel, Alex Roberts, Alex Sorbello, Alex Wilgus, 
Alexander Zotov, Allen F. Schell, Allen Hill, Anand Patel, Anders 
Bogsnes, Andreas Lundgren, Andreas Niedermayr, Andrew B. Davidson, Andrew 
Carlstrom, Andrew Every, Andrew Glaser, Andrew Park, Andrew Schmitt, 
Andrew Wilson, Andrey Goder, Andy Fallon, Andy Flemming, Angela Elzinga, 
Anomymous (8), Anthony Kosturjak, Anthony Sherwell, Arthur Ruediger, 
Austin Dahl, Avi Oslick, Bart Van Bael, Bart W., Bas Kreuger, Ben 
Ashpole, Ben Braine, Ben Franco, Ben O’Callaghan, Ben Rankin, Ben Sones, 
Benoit Larose, Bill Hand, Bill Haynes, Bill Lefler, Bill Spaulding, Bill 
Wiles, Bob Gillen, Bob Gould, Brandon Pennington, Brendan Wilhide, Brett 
Bozeman, Brett Orr, Brian Bock, Brian Lewandowski, Brian McDonald, Brian 
McGee, Brian Miller, Brian Sisk, Brian Walter, Bruce Fritz, Bryan Armor, 
Butner Brimberry, Cameron Beere, Carrington Ward, Charles Coleman, 
Charles Cooke, Charles Dodson III, Charles Gascoigne, Charles Little, 
Charles Songhurst, Charlie Myers, Chris Behan, Chris Brisiel, Chris 
Brooks, Chris Coffin, Chris Curran, Chris Davison, Chris Fulford, Chris 
Helmstetter, Chris Lowright, Chris Nenzel, Christian Dziallas, 
Christopher Burns, Christopher Phillips, Christopher R. Souser, 
Christopher Storzillo, Christopher Winkels, Chuck Davis, Chuck Kroegel, 



̵ 47 ̵

Clayton Smith, Col. Gary Libby, Coray Seifert, Corey Bowman Jr., Corin 
Dimopoulos, Cory Altheide, Crawford Taylor, D. Burns, D. Clevenger, Dan 
Kerrick, Dan Williams, Daniel Nadasi, Daniel Peres, Daniel Vincent 
Hadikrisno, Darby Stewart, Dave Avery, Dave Oleksy, Dave Peisel, Dave 
Rohrl, David B. Goodin, David Chadwick, David Cumming, David Earp, David 
Hamilton, David K. Wilson, David Kinsfather, David Leiendecker, David M. 
Chiu, David Nichol, David Rawnsley, David S. Pietka, David Sheleheda, 
David Sims, David Snipes, David Spangler, David Stengle, David Verdonck, 
David W. Harrison, David Weiss, David Zell, Dean Itzen, Declan Logue, 
Dennis J. Piermattei, Dennis Lockhart, Denny Butts, Derek Frsot, Derek 
Guay, Derick Larson, Deron Dorna, Dev Mukherjee, Domenic Bentz, Don 
Christianson, Doug Adams, Doug McMillan, Dr. Hanno Meier, Dustin Schieve, 
Dylan Meissner, Ed Dunbar, Ed Pundyk, Eddy Sterckx, Elliot Kravitz, 
Elliott Nelson, Eric Benson, Eric Danley, Eric Gilliland, Eric J. Smith, 
Eric Leung, Eric Schatzschneider, Eric W. Lund, Eric Welter, Eryn Roston, 
Eurion Kemish, Everitt Long, Ewen Maclean, Felipe Sass, Florian Weidhase, 
Francisco Feijó Delgado, Frank Hamrick, Frank Piechorowski, Fred Schnee, 
Frederic Rodrigues, Fredrik Aaro, Fredrik Arsaeus Nauckhoff, Gary Bakker, 
Gary Bloom, Geert Leysen, Georg Grosse-Hohl, George I. Martin, Gerard ‘t 
Hart, Gerry Powell, Gerry S., Gil Fussell, Glen Young, Gordon Grossmann, 
Gordon Pueschner, Gordon Wong, Graeme Sharpe, Graham Marshall, Graham T. 
McClusky, Greg Leung, Greg Lindsley, Gregoire Jandin, Greigg Stein, 
Griffin Cheng, Guenther Ottendorfer, Guido Heinecke, Guillermo Carvajal 
Palao, Hank Duderstadt, Hank Wong, Helge Haberzettl, Henk van Voorthuijsen, 
Henrik Reschreiter, Herman Choi, Hollis Considine, Howard Jackson, Huw 
Barton, Igor Kwiatkowski, IL Schwartz, Izidro Queiroz, J. Markowitz, J. 
R. Tracy, Jack Beckman, Jacques Speas, Jake Bazar, James Allard, James 
Allen, James Boyd, James Dickinson, James Goldsmith, James McCullough, 
James Munoz, James Read, James Riggall, Jamie Patterson, Jason Cawley, 
Jason Mockler, Jason Rippel, Jason Willson, Jason Wilsey, Jay Beavers, 
Jay Moore, Jean-Luc Simard, Jeff Coyle, Jeff Heilner, Jeff Perrella, Jeff 
Rutherford, Jeff Schwartz, Jeff Sosalla-Bahr, Jeff Tabian, Jeff Welch, 
Jefferson Ridpath, Jenny Williams, Jeremy Fridy, Jeroen Bleecke, Jesse 
Gidwll, Jesse L. Taylor, Jika Knight, Jim Benninger, Jim Cobb, Jim 
Daniels, Jim Dunnam, Jim Fasoline, Jim Lederer, Jim Polwarth, Jim Venn, 
Jim Watson, Joe Casadonte, John Beltz Snyder, John Coley, John Collis, 
John D’Alessandro, John G., John J., John Lagerquist, John McDonald, John 
Paul Messerly, John Roberts, John Simms, John Stodghill, John Tomic, John 
Wilson, John Zrimc, Johnny Owens, Jon Gautier, Jon Geraghty, Jon Magill, 
Jonah Bailey, Jonathan Yang, Jonathon Koop, Jorge Iglesias, Jose Ignacio 
de Sande Robledo, Joseph Feliu, Joseph Simpson, Josh Goldshlag, Josh 
Larson, Josh Lowmon, Josh Lubliner, Josh Wittenkeller, Joshua Howard, 
Joshua Skrzypek, Juan Siso Rodriguez, Juhana Jaaksi, Justin Peck, Justin 
Schaffer, Kenneth Lo, Kent Carter, Kent Reuber, Kent Teskey, Kevin 
Bertram, Kevin Burfitt, Kevin Froese, Kevin Ooi, Kevin Polley, Kevin 
Treese, Kien Koh, Kirt Dankmyer, Kristian Jaech, Kristopher Johnson, Kurt 
Swanson, Kurt Wasserman, Kyle Mizokami, Kyle Pinches, Kyle Sipples, Kyle 
Smith, Laird Popkin, Lance Crowe, Larry O’Brien, Larry Underwood, Laurent 
Pouchain, Lawrence CM Hung, Lawrence H. Collins, Lee Bridgeman, Lenard 
Burgess, Leon Stankowski, Leslie Smith, Lonnie Barrington, Lukas Foldyna, 
Lyar Binyamin, Lyndon Johnson, M. Tim Jones, Magnus Nordin, Malinga A. 
Fernando, Marcus Leitzen, Marissa Rienton-Lim, Mark Johnson, Mark 
McCandless, Mark Mitford, Mark Smith, Mark Strassburg, Markus 
Blauensteiner, Markus Giesen, Martin Dubbs, Martin Lusk, Martin Seeger, 
Martins Spilners, Matt Bair, Matt Brenner, Matt Drewry, Matt Gray, Matt 
Gregory, Matt Hillman, Matt Leung, Matt McKnight, Matthew Dobervich, 
Matthew Kirschenbaum, Matthew Owen Brown, Matthew Rooks, Matthew Weyna, 
Max Juchheim, Michael A. Thomas, Michael Ali, Michael Ballas, Michael 



̵ 48 ̵

Barnier, Michael Beckley, Michael Dao, Michael Julius, Michael Lee, 
Michael Lovett, Michael Martinez, Michael McCalpin, Michael Rhodes, 
Michael Welles, Michel Dauguet, Michel Druart, Mick Pearson, Miguel 
Anton, Miguel çngel Moreno, Mike Berg, Mike Burt, Mike Burton, Mike 
Crandall, Mike Gingold, Mike Hall, Mike Johanson, Mike Markowitz, Mike 
Rhoades, Mike Szarka, Mitch Reed, Moritz Eggert, Nacho Martin Parra, 
Nacho Setien, Nash Woj., Neidhardt Buell, Ng K., Nick Ebels, Nick 
Montgomery, Nick Richards, Nick Smolney, Nick Stanich, Nicolas Koop, 
Nigel Buckle, Nigel Heather, Nigel Tzeng, Nikolai Schwertner, Nikolay 
Andreev , Norm Stewart, Oliver Gerstenberg, Olivier Hecquard, Oscar van 
de Leur, Øivind Karlsrud, Pat Vaughan, Patrick Henry, Patrick Kraft, 
Patrick Millin, Patrick O’Brien, Patrick Woolsey, Patrick Wouters, Patrik 
Kempe, Paul Lipps, Paul MacDougall, Paul Norris, Paul Rosenberg, Paul 
Stordiau, Paul Tomblin, Pedro Loza, Peregrine Nicholls, Pericles Boutos, 
Peter Boyle, Peter Cohen, Peter Hand, Peter Rich, Peter Widenhammar, Phil 
Wong, Philip Kosnett, Piotr Pajchel, Rachel Ramoni, Ravanello, Reid 
Goldin, Rhett Dornbach-Bender, Ricardo Gonzalez, Richard G Guadagno, 
Richard Harris, Richard Moulton, Richard Sheets, Rick Byrens, Rick 
Martinez, Rick Young, Rick Yvanovich, Rob Ehlers, Rob Heyman, Rob 
Quillen, Rob Winslow, Robert Alvey, Robert Anton Reese, Robert B. 
Staehlin, Robert DeBusk, Robert G. Fermier, Robert LaMore, Robert Lee 
Mayers, Robert Mayer, Robert McLachlan, Robert Ruffner, Rodney Cawood, 
Roger I. Godfrey, Russell Hoyle, Russell Stuever, Ryan Laukat, Ryan 
Myint, Ryan Payton, Sasha Giacoppo, Scott B., Scott Bontrager, Scott 
Dobson, Scott Forster, Scott Henshaw, Scott Jackson Shafer, Scott 
Jennings, Scott Kullberg, Sean Druelinger, Sean O’Leary, Sean True, Seth 
Hunter Perkins, Seth Jay Goldberg, Shaown Nandi, Shawn Borsky, Shawn 
King, Simmy Peerutin, Simon Aquilina, Simon Vasey, Simon Wray, Soren 
Moskjaer Lauridsen, Sorin Rusnac, Stan Myszak, Stefan Winkler, Stephan 
Szabo, Stephen Graham, Stephen Mitchell, Steve Anderson, Steve Barba, 
Steve Bernhardt, Steve Dickes, Steve Hanzelman, Steve Heckt, Steve 
Peterson, Steve Wainer, Steven Bahr, Steven Kanzler, Steven Lee, Steven 
P. Coombs, Steven Smith, Stewart Rariden, Stewart Thorn, Stuart Connor, 
Stuart Fieldhouse, Stuart Watson, Sven Kaiser, Szymon Łęski, T.R. Brown, 
Tasos Lazarides, Ted Birdsell, Ted Kuhn, Ted Naleid, Terence Chua, Terry 
Simo, Tess, Theo Carpenter, Thom Goodsell, Thomas Baxter, Thomas G. 
Reich, Thomas Loefgren, Thomas Sylvain, Tim Phillips, Tim Porter, Tim 
Wendland, Timo Stepper, Timothy Bowden, Timothy Callow, Todd Goff, Todd 
Miller, Tom Cauchon, Tom Davies, Tom Diffley, Tom Harrison, Tom Rich, Tom 
West, Tracy Baker, Travis Lindquist, Trent Kusters, Trevor Carpenter, 
Troy  Mastern, Troy D. Patterson, Troy Nichols, Victor Guttmann , Victor 
J. Brunetti, Vincent Baker, Vittorio Fizzotti, Volker Tan, Walter O’Hara, 
Wayne A. Arthurton, Wayne Tanner, Wayne Wooten, Wes Baker, Will Merydith, 
Will Urban, Will Vesely, William Barber, Wolfgang Baur, Wouter Siepman, 
Xthulu, Yazawa Yuichiro, Young Seol.



̵ 49 ̵


	Contents
	Introduction
	Game Scale
	System Requirements
	Recommended Spec

	Installing the game
	Uninstalling the game
	Product updates
	Multi-player registration
	Game forums
	Need help?

	Map Features
	Spaces

	Days and Turns
	Days
	Start of Day Activities
	Turns

	Space Control
	Movement
	Basic Movement Allowances
	Strategic Movement
	Space Control and Movement
	Stacking
	Rivers and Bridges
	Bridge Interdiction

	Combat
	General Combat Rules

	Supply
	Supply Checks and Supply Tracing

	Reinforcements and Replacements
	Reinforcements
	Reinforcements
	British Restrictions and the Axis OKW Reserve

	Special Rules
	Weather
	Axis Commando Operation
	Elite Units

	Victory
	Scoring
	Victory Table

	Orders of Battle
	Battle of the Bulge Campaign and Race to the Meuse
	Endgame Scenario

	Credits
	SLITHERINE
	Shenandoah Credits List


