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INTRODUCTION

The Standard Game rules serve a dual purpose:
1. They provide Players with a fast-playing
easy-to-learn game,

2. They form the foundation onto which the
optional rules may be added to create a more
complex and realistic simulation.

The Standard Game could more accurately be
called ""the game-player's game.'" |1 is designed
for those who wish to emphasize “playability”
without excluding simulation accuracy. The
Optional rules, on the other hand, stress
“simulation-in-detail”" at the expense of play-
ability., It should not be inferred from this,
however, that the Standard Game is simply a
watered-down variant of the Optional Game.
Both are complete games in their own right,
each sharing a common set of equipment and
each based upon the same premises, All
Players, no matter how experienced, should
play the Standard Game first. If you go on to
the Optional rules, don’t deceive yourself into
thinking that by doing so you are taking a step
up more accurately you would be taking a
step "into”" (into greater complexity, that is).
We believe you will find both games chal-
lenging and equally valid.

GAME EQUIPMENT

The Game Map: The 22" by 24" map sheet
portrays the area of Northern France, the Low
countries and Western Germany in which the
decisive operations of the Invasion of France
(1940) took place. A hexagonal grid is super-
imposed upon the map in order to regularize
the movement and position of the playing
pieces,

The Playing Pieces: Two differently colored
sets of playing pieces (henceforth known as
units) are supplied, They represent the oppos
ing armies in the campaign, that did, or could
have, fought the original battles. The opposing
German and Allied Forces in each of the
varying Orders of Battles are composed by
selecting units from those provided on the unit
sheet. It is strongly recommended that the
players sort their units by type and color, and
keep them segregated by storing them in
separate, labeled envelopes. This greatly facili-
tates setting up the game. The playing pieces
are distinguished by type, strength, and mobil-
ity, as represented by wvarious numbers and
symbals printed on their faces.

Typical Playing Piece
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Air-Landing Troops

Air Units:
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Ground Support Element |

Aircraft Element
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Battalion Brigade

Regiment Division

Corps

Definition of Terms:

Combat Strength: this number represents the
basic offensive and defensive strength of a
given unit. The unit-of-measure of combat
strength is the Strength Point; for example, a
unit with a Combat Strength of "8 can
alternatively be spoken of as 'six Strength
Points.”

Movement Allowance: this number represents
the basic, maximum distance a unit may be
moved (in terms of hexagons) in the course of
a single Movement Phase. The unit-of-measure
of movement is the Movement Point. For
example, a unit which is being moved a
distance of one hexagon may be said to be
expending one Movement Point from its total
Movement (point) Allowance.

Unit Type: this symbol indicates the kind of
military unit being represented by a given
playing piece.

Unit Size: this symbol indicates the organiza-
tional size of the military unit being repre
sented by a given playing piece; for example,
“wxx'' indicates a corps-sized unit.

Unit Designation: this number is the historical
“name’’ of the unit. In some cases, this
number is purely an arbitrarily assigned identi-
fication-number meant for game use only
(such as with the Air units). The double
lightning bolt device seen on some German
units indicates a unit of the SS (Nazi "elite”
political troops). Non-French Allied units are
further identified as to nationality by the
letter abbreviations located to the left of their
Type symbols: B= Belgian, D= Dutch, UK=
United Kingdom (British).

Nationality

All the greenish-gray pieces are German units;
all the other units are Allied units (French,
Dutch, Belgian and British).

- Game Charts and Tables: Various visual aids

are provided for the player to simplify and
illustrate certain game functions, These are the
Combat Results Tablae (CRT) the Turn Reeord
Chart, the Terrain Effects Chart and the Order
of Battle Alternatives Cards. Each of these
charts are fully explained where they are
presented.

GENERAL COURSE OF PLAY

France, 1940 is basically a two-player game.
Each Player moves his units and executes
attacks in turn with the objective being to
destroy Enemy units, while minimizing Friend-
Iy unit losses. Combat is resolved by compar-
ing the strength-numbers of adjacent opposing
units and expressing the comparison as a
simplified probability ratio lodds). A die is
rolled and the outcome indicated on the
Combat Results Table is applied to the units
being attacked. (See Combat Results Table for
greater detail).



SEQUENCE OF PLAY

France, 1940 is played in turns called Game-
Turns. Each Game Turn consists of two Player-
Turns. 2 German Player-Turn and an Allied
Player-Turn. Each Player-Turn consists of
three Phases: an Initial Movement Phase, a
Combat Phase, and a Mechanized Movement
Phase.

The German Player-Turn always comes first in
a given Game-Turn,

The following Sequence of Play Outline details
the events and actions possible in a given
Game-Turn. The actions taken by the Players
in a given Game-Turn must be executed in the
exact sequence indicated by the oulline, Any
action taken out of sequence is a violation of
the rules. Certain parts of the outline are only
used if optional rules are employed; these
sections are indicated with an asterisk (*).

Sequence of Play Outline:

GERMAN PLAYER TURN

1. German Initial Movement Phase

{a) Execute and land all German Interception
missions.

{b) Move all German ground units as desired,
within the limitations of the rules of
movement.

{c)* Allocate parachute battalions to be drop-
ped and airlanding regiments assigned to fol-
low drops.

(d}* Execute parachute drops. Remove unsuc-
cessful (destroyed) battalions as they are lost,
{e)* Execute assaults against Allied fortifica-
tion hexes being made by surviving parachute
units. Remove parachute battalions destroyed
in assaults.

(f)* Land allocated airlanding regiments on
surviving parachute units.

{g) Fly German Air Superiority missions.

2. German Combat Phase

{a) Allocate and announce all attacks by
German ground units against adjacent Allied
units,

{b) Fly German Close Support missions,

{c) Resolve combat, extracting losses as they
occur and landing Close Support missions as
the attacks which they are supporting are
resolved,

{d) Resolve German Air Superiority missions,
landing Aircraft Elements as their missions are
resolved

3. German Mechanized Movement Phase

fa} Move all German Mechanized units, as
desired, within the limitations of the rules of
movement. This movement is in addition to
any movement made by those same units
during the Initial German Movement Phase.

{b) Fiy German Interdiction and Combat Air
Patrol Missions,

{c) Allied Player lands Allied Interdiction and
Combat Air Patrol missions.

ALLIED PLAYER-TURN

4. Allied Initial Movement Phase

(a) Execute and land all Allied Interception
missions, Execute® Sea Evacuations.

(b) Move all Allied Ground units as desired,
within the limitations of the rules of
movement.

(c) Fly Allied Air Superiority missions

5. Allied Combat Phase

(a) Allocate and announce all attacks by Allied
ground units against adjacent German units.

(b) Fly Allied Close Support missions,

{c) Resolve combat, extracting losses as they
occur and landing Close Support missions as
the atlacks which they are supporting are
resolved.

(d) Resolve Allied Air Superiority missions,
landing Aircraft Elements as their missions are
resolved,

5. Allied Mechanized Movement Phase

{a)} Move all Allied Mechanized units as
desired, within the limitations of the rules of
movement. This movement is in addition to
any movement made by those same units
during the Initial Allied Movement Phase.

(b) Fly Allied Interdiction and Combat Air
Patrol missions.

(e} German Player lands all German Interdic-
tion and Combat Air Patrol missions.

7. Record the passage of one Game-Turn on
the Time Record by moving the marker one
space. Repeat the preceding six steps on the
outline until ten Game-Turns have been
completed,

Until they gain thorough knowledge of the
game, Players should use the above outline as a
“checklist” for each Game-Turn. All of the
actions and missions alluded to in the outline
are fully explained in the various, pertinent
rules sections,

MOVEMENT
General Rule:

During the Movement Phases of a Player's
turn, the Player may move as many or as few
of his units as he wishes. Each unit may be
moved as many hexes as desired within the
limits of its Movement Allowance, the Terrain
Effects Chart, and the Zone of Control Rules.

Procedure: Move each unit individually, trac-
ing the path of its movement through the
hexagonal grid.

Cases:

{A) Movement is calculated in terms of hexa-
gons. Basically each unit expends one Move-
mant Peoint of its total Movement (point)
Allowance for each hex entered. To enter
some types of hexes, more than one Movement
point is expended. See the Movement section
of the Terrain Effects Chart for a full list of
these different “entry costs.”

(B} In any given Movement Phase of a Player-
Turn, the Player may move all, some or none
of his units {with the exXception that only
mechanized units may be moved during the
Mechanized Moverment Phase). Movement is
never required, it is voluntary,

{C) Units are moved individually in any
direction or combination of directions. A unit
may be moved as many or as few hexes as the
owning-Player desires as long as its Movement
Allowance is not exceeded in a single Move-
ment Phase. Unused Movement points how-
ever, may not be accumulated from Phase-to-
Phase or transferred from unit-to-unit.

(D) No Enemy ground movement is permitted
during a Player's Movement Phase,

(E} No combat {Enerny or Friendly) may take
place during a Movement Phase.

{F)} Friendiy units may pass through or onto
other Friendly units as long as there are never
more than three Friendly units in the same hex
at the same time. In other words, a unit may
not enter or pass through a hex containing
three other Friendly units. (See Stacking
Rule}.

(G) Units may never enter or pass through a
hex containing Enemy units.

{H} Units may move over different types of
terrain-hexes in the same Movement Phase as
long as they have enough Movement points to
expend as they enter each hex.

STACKING (more than one unit per hex)
General Rule:

As many as three Friendly units of any type or
combination of lypes, may occupy the same
hex at the same time

Cases:

(A) Stacking limitations apply at all times,
even during the Movement Phase of a Player-
Turn

(B) Although up to three units may be stacked
in a single hex, only one corps (or one
corps-equivalent] may attack from or defend
in that hex. A corps is any single unit having a
corps-sized symbol on it (“xxx"'). A corps-
equivalent is considered to be any three units
of smaller than corps size (divisions, regiments,
brigades). Example of a corps-equivalent: one
division plus two brigades.

{C) Each two-element Air unit is considered to
be one unit for stacking purposes.

(D) Aircraft Elements flying in the air do not
count against the stacking limits of ground
unijts.

ZONES OF
CONTROL

General Rule:

The six hexagons immediately surrounding a
given unit {or stack of units) constitute that
unit’s Zone of Control. These are semi-active
Zones of Control which have an inhibiting
effect upon Enemy movement, but do not
affect Enemy combat. Hexes upon which a
unit is exerting its semi-active Zone of Control
are called controlled hexes.

Procedure:

All units (except air units) have identical
Zones of Control; they inhibit the movement,
and in certain cases, the supply lines of Enemy
units.



Cases:

(A) All units must expend three additional
Movement Points (MP), above and beyond the
ordinary movement cost, to enter an Enemy
controlled hex from another, uncontrolled
hex. They may not enter an Enemy Zone of
Control (and thus be able to attack) unless
they have the three extra Movement Points to
expend

(B) 11 costs two agditional Movement Foints to
leave an Enemy controlled hex. This cost is
above and beyond the ordinary movement cost
for the terrain.

(C) If you move directly from one controlled
hex of an Enemy unit to another controlled
hex of the same or any other Enemy unit, it
costs five additional Movement Points (three
plus two, as outlined in Cases A & B)
Example: If a German Armored unit were to
enter a French Zone of Control in the forest, it
would expend five Movement Points in moving
one hex; three for entering a Zone of Control,
one for moving one hex, one additional for
armor moving in the forest. If the same unit
were to leave one controlled hex for another
controlled hex, it would expend seven Move-
ment Points (three plus two plus one plus
one). This is the maximum any unit would be
forced to expend in moving one hex.
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(D) If a hex is controlled by more than one
unit, it still costs only three additional Move-
ment Points to enter such hex. This is true for
all movement costs, e.g., entering a hex with
more than one Zone of Control never costs
more additional Movement Points than enter-
ing a hex with one Zone of Control, including
the single-hex Zone of Control exerted by an
interdicting aircraft unit.

(E) For movement purposes, Enemy Zones of
Control do extend into adjacent hexes contain-
ing Friendly units. For supply purposes or
when conducting a retreat mandated by the
Combat Results Table, Enemy Zones of Can-
trol do not extend into hexes occupied by
Friendly units, nor, in the case of Allied units,
do German Zones of Control extend into
Maginot Line hexes for these purposes. Once a
fortified hex has been destroyed, however, it
no longer relieves the effect of German Zones
of Control upon Allied retreats and supply
lines,

COMBAT

General Rule:

Combat occurs between adjacent opposing
units at the discretion of the Player whose
Combat Phase it is. The Player whose Combat
Phase it 1s, is considered to be the Attacker;

the other Player s considered to be the
Defender

Procedure: [

Total up the Attack Strengths of all the

attacking units involved in a specific attack
and compare it to the total Defense Strength
of the unit in the hex under attack. State the
comparison as a probability ratio- Attack
Strengths-to-Defense Strengths. Round-off the
ratio downward to conform to the simplified
odds found on the Combat Results Table; roll
the die and read the result on the appropriate
line under the odds. Apply the result immedi-
ately, before going on to resolve any other
attacks being made during that Combat Phase.

Cases:

(A) During the Combat Phase of his turn, a
Player may only attack those Enemy units to
which Friendly units are adjacent. Only those
Friendly ‘units directly adjacent to a given
Enemy unit may participate in the attack upon
that Enemy unit.

(B) Units adjacent to Enemy units are not
compelled to attack, nor does the attacking
Player have to utilize every adjacent unit if he
does decide to attack Attacking is completely
voluntary.

(C) No unit may attack more than once per
Combat Phase. No Enemy unit may be
attacked more than once per Combat Phase,

(D) More than one Enemy-occupied hex may
be attacked by a given attacking unit (or group
of attacking units); that is to say, different
defending units on different hexes may be
treated as the objects of an attack which might
be made by one hex group of attacking units if
the attacking units happen to be adjacent to
two or more Enemy-occupied hexes.

(E) An Enemy-occupied hex may be attacked
by as many attacking units as can be brought
to bear. Conceivably, as many as six corps (or
corps-equivalents) could be brought to bear
against an Enemy-held hex

(F) Defending units stacked in the same hex
may only employ the Defense Strength of one
corps (or corps-equivalent). The Defender

chooses which of his units in a given hex will
be used in the defense of that hex. He does not
have to reveal his decision until the Attacker
announces which of his units he will use in the
attack. The Defender may choose to defend
with less than one corps per hex, but he may
never defend with more than one corps per
hex.

(G) Only one corps (or corps-equivalent) may
attack from a given hex in a given Combat
Phase. If a given stack of attacking units is
adjacent to more than one Enemy-held hex,
then separate units in the Attacker's stack may
be involved in ditferent attacks (against the
different enemy hexes) as long as the total of
the attacking unit does not exceed one corps
The Attacker may choose to attack with less
than one corps, but he may newver attack with
more than one corps from a given hex

(H) Combat Results apply to all of the
Defender’s units in a given hex {(even those
units which did not actively participate in the
defense of that hex). Combat Results pertain
ing to the Attacker apply only to those
attacking units which actually participated in
the attack; those units which the Attacker
could not or would not use in an attack
originating from a given hex, are unaffected.

(I} Combat odds are always rounded off in
favor of the Defender. For example: 26 Attack
Points to 9 Defense Points rounds off to a
"Two-to-One” odds situation.

EXAMPLES OF ATTACKS

A French 6-6, 5-6, 3-4, and 5-6 (with air units
giving ground support) attack two German
units (a 4-8 and 2-8). The Germans are on the
other side of a river. Thus the odds are "3-1"
(19-6) without any additions or subtractions
on the Combat Results Tables (the presence of
the French air unit and the river cancel each
other out). The Allied player rolls a 4",
which means a "CA", The German player
counter-attacks the French 3-4 with his 4.8
and 2-8. The river and the French air unit are
ignored, as this is a counter-attack. The Ger-
man player is attacking at “2-1"and rollsa 5",
This calls for a counter-attack, which in this
case means that the French attack is made all
over again, exactly as before. This time the
Allied player rolls a ""1CA,"”" which means that
the German player must counter-attack and
subtract “one” from the die-result. The Ger-
man player attacks at ""2-1"" again and rolls a
4" which becomes a “'3", This roll indicatesa
“BR", which means that both German units
must retreat while only the French 3-4 that
was “counter-attacked’’ must retreat. Thus, in
effect, the French have won the series of
battles, for in the motorized movement phase
they may enter the hex wvacated by the
retreating German units,



TERRAIN EFFECTS CHART MP=Movement Point.

Type of Terrain

Effect upon Movement
(MP cost per hex entered)

Effect upon Combat

R,

Costs one MP per hex.

Normal (No Effect).

Cities & Towns @

MP cost is that of other
terrain in hex,

MNo Effect.

Forest & Swamp

Costs Mechanized units

and Ground Support Elements
two MP per hex entered; costs
other units one MP per hex.

If Defending units are in
Forest or Swamp hexes, the
Attacker subtracts “two’’ from
his die roll number (regardless
of the type of terrain that

the Attacker is in)

River hex-side Q

No Effect.

If all attacking units are
attacking across river hex-sides,
the Attacker subtracts “"two"
from his die roll number.

Flooded Areas %

Prohibited, units may not
enter (Aircraft Elements
may fly over)

Prohibited.

Borders

&

Depends on other terrain
in hex. Border itself has
no effect except as noted
in Initial Placement Rules.

No Effect.

Prohibited

Prohibited.

No effect on Allied
Player’s units. German
units may not enter
except as a result of
combat.

Units defending against attack
upon front of Maginot Line
may add “"ten’’ to the total
Defense Strength of that hex,
Units defending against attacks
upon the rear of Line (or
front/rear combination) may
add "five'" to their total
Defense Strength.

Notes: Defensive counter-attacks ignore Terrain Effects on combat. The presence of a
Close-Supporting Aircraft Element negates the die-subtracting effects of defending units in
Forest or Swamp or across River hex-sides

Units may not move through hex-sides which are completely covered by sea. Aircraft Ele-
ments may fly through such hexes, however, and may also fly over Flooded/Impassable

hexes.



SUPPLY
General Rule:

Units trace supply lines back to their respec-
tive edges of the map (Germany to the East;
Allies 1o the South and/or West). Units not
considered in supply are penalized in move
ment and combat.

Procedure:

Units are determined to be “in supply™ at the
beginning of each Friendly Movement Phase,
and may move their full Movement Allowance
if they are in supply at such time; for combat
purposes they are determined to be in supply
at the moment of combat ie  if a defending
unit had been in supply at the beginning of the
Enemy Combat Phase, but another preceding
combat had forced the retreat of the Friendly
unit through which its supply line was being
traced, it would be adjudged out of supply at
the moment of attack. To be in supply a unit
must be able to trace a clear path of connected
hexes to their Friendly map-edge, no matter
how devious or lengthy, as long as it is not
traced through Enemy units or Zones of
Control (note that for supply purposes, Enemy
Zones of Control do not extend into hexes
occupied by Friendly units).

Cases:

(A) Units which are not in supply have their
Movement Allowance and Combat Strengths
(attack and defense) cut in half (rounding off
to the lowest whole number). Units stacked
together have their strengths cut in half indi-
vidually, although no corps (or corps equi-
valent) may be reduced to a Combat Strength
of less than “one.” No single unit, alone on a
hex, may be reduced to a Combat Strength of
less than “one.” Aircraft Elements may not fly
missions if their Ground Support Element is
out of supply at the time of initiating the
mission.

(B) Units may remain out of supply indefinite-
ly, i.e., units are never lost through lack of
supply alone.

(C) ALTERNATE SOURCES OF SUPPLY
FOR ALLIED UNITS: Allied units may also
trace supply lines to any undestroyed Maginot
or Belgian Fortification hex. Up to one Allied
corps may be supplied by each such fortifica-
tion hex. Fortification hexes, themselves, do
not need to trace supply lines,

In the Game-Turn in which the Netherlands is
invaded (and in the following Game-Turn)
Allied units may trace supply lines off the
northern edge of the map, in the Netherlands.

Allied uiiis may aisu aue a supply 1ine w ihe
city of Antwerp under the following condi-
tions: Belgium has been invaded; there are no
German units adjacent to any of the three
contiguous river hex-sides which connect
Antwerp to the sea and no German units have
entered or passed through Antwerp. If
Antwerp is cut off from the sea, it may still
provide supply for one corps (assuming the
Allies still control Antwerp).

(D) Any number of Friendly units may be
supplied through the same path of hexes, Any
number of paths may be traced in order to
supply units in different locations. Supply
lines may be traced through any type of
negotiable terrain and through any number of
Friendly units.

(E) Supply lines may be cut in any of the
following ways:

1. The intervention of an Enemy unit, or units;
2. The intervention of an Enemy Zone of
Control.

NOTE: Enemy Zones of Control do not
interfere  with supply lines being traced
through a hex containing a Friendly unit, i.e.,
the presence of a Friendly unit in an Enemy
controlled hex negates the effect of that Zone
of Control (with respect to supply only!)

{F) Units may deliberately move into hexes
which will leave them out of supply.

FORTIFICATIONS:

The Maginot Line
REAR

A~
FRONT
-/

Maginot Line hexes have an intrinsic Defense
Strength of 10 points to their front, and 5
points to their rear. They possess this Strength
independently whether or not Allied units are
actually in them. This Strength may be added
to by the Allied Player by placing units in the
Maginot Line hex. Units obey normal stacking
limits in Maginot hexes, but only one corps (o
one corpsequivalent) may combine its
strength with that of the Maginot hex, Maginot
hexes, themselves, do not possess a Zone of
Control; however, units in them exert their
Zones of Control in the normal manner.

German units may not enter undestroyed
Maginot hexes. To destroy a Maginot hex, the
Germans attack it as if it were an Allied
ground unit. Only a “DX" result destroys a
Maginot hex. Other results have no effect upon
the Maginot hex, although such results do
apply to any Allied units which are in that hex
(including a ""CA™ result, in which case the
Defense Strength of the Maginot hex is not
employed in the counter-attack)

Once a given Maginot Line hex has been
destroyed, it is treated as “‘clear’” terrain for
the remainder of the game, even if it is
re-taken by the Allies.

Fortified hexes have the same effect upon
Enemy Zones of Control as does the presence
of a Friendly (Allied) unit, ie., it negates the
effect of the German Zone of Control upon
supply lines and Allied retreats.

Belgian Fortifications: The Belgian Fortifica-
tion hexes are treated exactly as Maginot Line
hexes in all respects. In games in which the
Maginot Line, itself, does not exist, the Belgian
Fortifications do still exist. In games in which
the optional German Paratroop rule is NOT
used, the Belgian Fortifications cease to exist
at the end of the first German Movement
Phase of the German Player-Turn in which
Belgium's neutrality is violated.

GERMAN ARTILLERY

General Rule:

The two German artillery units perform in two
different roles: (a) They may be used defen-
sively as regular combat units, each unit having
a Defense Strength of 1" point, or [b) they
may be used against fortified hexes (Maginot
and Belgian) with each unit having an Attack
Strength of “10" points.

Cases:

(A) When used against fortified hexes, artillery
units have a range of up to two hexes, ie._,
they may attack fortified hexes which are two
hexes distant or which are adjacent.
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(B) Artillery units attacking fortified hexes are
never affected by unfavorable results (although
any regular German units participating in the
same attack are affected). In other words,
artillery units can only be retreated or
destroyed as a result of Allied attacks. Artil-
lery can be retreated or destroyed by Allied
counter-attacks if the counter-attackers are
adjacent to the artillery units.

{C) Artillery units may fire over intervening
Enemy or Friendly units in order to attack a
Fortification hex which is two hexes distant.

(D) When the German Player is not employing
the optional Paratroop rule, delete the two
German Artillery units when the Allied Player
is using the Allied Order of Battle number 1, 2,
3,5, 7, or 9, (the Orders of Battle in which
there is no Maginot Line). Leave the Artillery
units in the game, however, if the Paratroop
rule is used (since, in such a case, the Artillery
units will be useful in destroying the Belgian
Fortifications).

NEUTRALITY AND INVASION

General Rule:

Belgium, the Nethcrlands, and Luxemburg are
considered to be neutral nations at the start of
the game. The Allied Player may not enter
such nations (with French or British units)
until the German Player has violated the
neutrality of that nation by invading it with
German land units.

Cases:

(A) The neutrality of a nation is violated when
the German Player moves one or more of his
ground units into that nation, or moves one of
his ground units along the border of that
nation by moving directly from one neutral
border hex to another. The neutrality of a
nation is also violated if a unit belonging to
that country is attacked by German units.

(B) The German Player may move units onto
neutral borders without violating that coun-
try’s neutrality as long as such units do not
move directly from one border hex of that
nation to another,



(C) German Ajrcraft Elements may over-fly
neutral nations without violating their neu
trality. Allied Air Elements may NOT over-fly
neutral nations.

(D) The armies of a neutral nation may be
moved by the Allied Player before they lose
their neutral status. Neutral units, however,
may not attack German units, nor move out of
their country of origin before the Germans
violate their neutrality.

(E) Neutral units do not exert Zones of
Control upon German, French or British units
moving onto and off of their unviolated
borders.

(F) Once a neutral country has been invaded,
it becomes (immediately) an active member of
the Allied Players forces, and the restrictions
of neutrality no longer apply to it.

(G) If the only path of retreat (as a direct
result of combat) open to an Allied unit would
result in the violation of a neutral country’s
border, the unit is destroyed instead. If the

only path of retreat for a German unit would
result in the violation of a neutral country's
border, the German Player may exercise one of
the following two options: Retreat the unit
and thereby violate that country’s neutrality
or consider the unit destroyed and thereby
preserve that country’s neutral status. Remem-
ber, that as soon as a country loses its neutral
status, its units are actively part of the Allied
force and exert Zones of Contral which could
conceivably block the path of retreat of
German units.

(H) See Case ""J'" of the optional German
Paratroop rule.

If the optional Paratroop rule is not being
used, the German Player is denied the use of
four of his Air units lincluding the Ground
Support Element) during the entire Game
Turn in which the MNetherlands' neutrality is
violated. This reflects the involvement of those
units in Northern Holland (off the board). The
German Player may choose which Air units
will “"be involved in Holland" as long as the Air
units chosen are within 15 hexes of the north
edge of the map. (See Case "'J" of the optional
Paratroop rules.)

AIR UNITS
General Rule:

Air units, in a given Game-Turn, are capable of
either flying aerial missions or changing the
location of their base of operation (by moving
the appropriate Ground Support Element in
the same fashion as any regular non-motorized
ground combat unit). Aerial missions either
affect combat or Enemy movement and supply
lines.

Procedure:

Aircraft units may fly aerial missions over
specific hexes which may be as far away from
the ground support element as the aircraft
unit's Range Allowance permits. The routine
of execution depends upon the specific type of
mission being flown. Aircraft units are not
affected by terrain considerations when in
flight.

Cases:

{A) An Air unit is composed of two separate
counters: the Ground Support Element, and
the Aircraft Element. These two counters
taken together constitute one unit for stacking
purposes, There is no limit to the number of
Aircraft Elements which may be flying in the
“‘air space'’ over a given hex.
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(B} Only one Aircraft Element may be based
in a single Ground Support Element; only that
Aircraft Element having the same identifica-
tion number as its parent Ground Support
Element may be based in that particular
Ground Support Element.

(C) When the Ground Support Element is
moved, it must have its Air Element in it (on
the Ground). Ground Support Elements are
moved in the Initial Movement Phase only (as
if they were non-mechanized units). Ground
Support Elements suffer the terrain-movement
costs as if they were mechanized units: ie.,
they must pay an additional Movement Point
for each forest or swamp hex which they
enter.

(D} Aircraft Elements may be used to fly any

one of five possible missions in a given
Game-Turn (assuming of course that their
parent Ground Support Element is not

moved) .

German aircraft may use all of the following
missions; however, the Allied Player may not
use Interdiction, except on those Order of
Battle Alternatives where it is specifically
permitted.

Aircraft Missions

(1) Close Support: (flown during the owning
Player’s Combat Phase). Aircraft flys to a hex
containing Enemy ground units which are to
be attacked by Friendly ground units in that
Combat Phase. The presence of a Close sup-
port Aircraft Element has the effect of raising
the subsequent die-roll of the attacking ground
force by “two,'” e.g., if the die-roll were "'3" it
would be raised to "'5." If, due to terrain, the
Attacker is forced to subtract "'two” from his
die-roll, then the presence of a Close Support
Aircraft Element has the effect of negating
that subtraction {and the face value of the die
is used)

Only one Aijrcraft Element may fly a Close
Support mission in a given Enemy-held hex.
Close Support missions are landed immediately
upon the resolution of the ground attack.
Ground combat results do not affect the Close
Supporting Aircraft Element.

(Z) Interdiction: (Aircraft Element takes-off at
the end of the owning Player’s Mechanized
Movement Phase and is returned to its base at
the end of the ensuing Enemy Mechanized
Movement Phase: i.e., it remains “‘in the air”
over a specific hex during the entire Enemy
Player Turn.). Aircraft Elements flying Inter-

diction missions over a given hex have exactly
the same effect upon Enemy supply and
movernent as if a Friendly Ground unit were
exerting a Zone of Control in that hex. Just as
with ground unit Zones of Control, the pres-
ence of an Enemy unit in the interdicted hex
negates the effect upon the supply lines (but
not upon movement). More than one Aircraft
Element may fly Interdiction in the same hex,
but this does not in any way increase the
interdiction effect. Interdiction missions are
subject to Enemy Interception.

[3) Combat Air Patrol (Aircraft Element takes-
off at the end of the owning Player’s Mechan-
ized Movement Phase and is returned to its
base at the end of the ensuing Enemy Player’s
Mechanized Movement Phase: i.e., it remains
““in the air’” over a specific hex throughout the
entire Enemy Player Turn.). Any number of
Aircratt Elements may fly Combat Air Patrol
in the same hex. As long as Friendly Aircraft
are flying CAP over a hex, Enemy Aircraft
may not fly Interdiction or Close Support
missions in that hex. If the CAP is completely
driven off by Enemy interceptors, however,
then other Enemy Aircraft Elements may, in
the same Player-Turn, execute a Close Support
mission in that hex and/or initiate an Interdic
tion mission over that hex. Combat Air Patrol
missions may be flown over hexes containing
Friendly ground units or vacant hexes. CAP
missions may not be initiated in hexes which
already contain Enemy Aircraft units which
are coming to the end of their own CAP or
Interdiction missions. Combat Air Patrols do
not affect movement or supply lines,

(4) Air Superiority (Aircraft Elements Take-
off at the end of the owning Player’s Initial
Movement Phase and return to base at the end
of the owning Player's Combat Phase.). Air
Superiority missions are flown against Enemy
Ground Support Elements in an effort to
destroy them from the air.

Each Enemy Ground Support Element defends
against Air Superiority attacks with a Defense
Strength of 1" Each Enemy Aircraft Ele
ment on CAP over an Enemy Ground Support
Element adds "1 to the Defense Strength of
the Ground Support Element. Each attacking
Aircraft Element has an Attack Strength of
1." Determine the odds of the attack in the
usual manner (just as in land combat, rounding
off the odds in the Defender's favor ). Roll the

die once and determine the results in the
following manner
Air Superiority Table
Die-Roll Odds

12 11 21 31 41 51 61
1 - X X X X X X
2 - - X X X X X
3 — - - X X X X
4 — — — - X X X
5 - - - - - X X
6 - - - - - - X

X=Ground Support Element Destroyed (plus
the matching Aircratt Element)

—=No Effect



MNote that whatever the result of the Air
Superiority attack, there is no effect upon the
CAP units (unless their parent Ground Support
Element Is being attacked) nor upon the
attacking Aircraft Elements. Aircraft Elements
can only be destroyed by destroying their
parent Ground Support Elements leither in
land combat or through an Aar Superiority
attack)

If there is more than one Ground Support
Element in a hex, each muslt be attacked
separately using different attacking Air Ele-
ments. In such a case, the attacker first
allocates which of his units will attack which
Ground Support Element and then the
defender may allocate his CAP Air Elements
{if any) to assist in the defense. The attacker
does not necessarily have to attack all the
Ground Support Elements in a given hex.

Ground Support Elements stacked together do
not contribute to each other’s defense with
respect to an Air Superiority attack. Terrain
effects do not apply to Air Superiority Mis-
51015,

Friendly Aircraft Elements on CAP over
Friendly Ground Support Elements are not
subject to interception.

(5) Interception (Aircraft Elements take-off,
execute mission and return to base at the
beginning of the owning Player’s Initial Move-
ment Phase, before any land movement takes
place.). Only Enemy Interdiction and/or
Enemy CAP missions are subject to intercep-
tion. Interception does not result in the
destruction of either Player's Air Elements;
rather it has the etfect ot torcing the Enemy
Player's units to abort their mission: for each
Friendly Intercepting Air Element flown
against a hex containing Enemy Air Elements,
one Enemy Air Element is forced to abort its
mission and return to base. In effect one
Interceptor negates one Enemy Air Element
and causes both units to be returned to their
reenective hases immeriatelv If an intercen-

tion mission is flown against a given hex
containing Enemy Air Elements some of which
are flying an Interdiction mission and some of
which are flying a CAP, the Interceptors must
first deal with the CAP Elements. After the
CAP has been cleared from the hex, any
remaining Interceptors may then deal with the
Interdiction mission. Aircraft Elements flying
CAP over a Friendly Ground Support Element,
are NOT subject to interception

[E) Ground Support Elements do not have a
Zone of Control (whether or not their Aircraft
Element s in them) Whenever a Ground
Support Element is destroyed, its Aircraft
Element is also destroyed (immediately,k no
matter where it is or what sort of mission it
may be flying).

Ground Support Elements (whether or not
their Aircraft Elements are in them) defend
against ground attacks with a defense strength
of “one.” Ground Support Eilements may not
participate in attacks.

When Ground Support Elements are stacked
with a regular combat unit, the Ground Sup-
port Element may not be used to defend the
hex.

(F) In order to differentiate bewween Aircraft
Elements flying Interdiction missions and
those flying CAP, Players may wish to flip
face-down those Aircraft Elements on CAP.

OFF-MAP MOVEMENT

General Rule:

The German Player may deliberately move
units off the south edge of the map. This
action requires the Allied Player to maich the
Germans, in terms of total Combat Strength
Points removed. The Allied Player must re-
move the matching Strength Points in the
beginning of the Allied Player Turn following
the German exit. The matching Allied Strength
Points may only be made up of French units.
Exited units may never be returned to the
game (neither German nor French).

Cases:

(A) French or German units removed from
play in the above manner do not count as
points lost or gained nor in any way do they
directly affect the conditions of victory. What
it does do is critically weaken available French
Forces.

(B) The French units which are to be removed
do not trace their movement off the south
edge, rather, they are simply picked directly
off the map and removed from the game
immediately. The units chosen must be those
French units which are closest to the south
edge at the time of removal.

(C) German Mechanized units which exit off
the south edge, must be matched by French
Mechanized Strength Points removed, |f there
are not sufficient French Mechanized Strength
Points to match the Germans, the Allied Player
must match the German Mechanized Strength
Points with double the amount in infantry
paints,

(D) The Allied Player must always remove at
least an equal number of Strength Points as the

Germans have exited in the preceding German
Player-Turn. What this means is that upon
occasion the Allied Player will be forced to
remove more Points than the Germans simply
because of an uneven match-up of unit
strengths. Such excess points removed are not
credited to the Allied Player or accumulated in
any way for use in future exit situations.

(E) German Air and Artillery units may be
moved off the south edge, but they do not
count as part of the force which the Allied
Player must match.

(F) Exited units need not be in supply at the
time of exit, nor does the German Player need
to trace a supply line off the south edge in
order to "'maintain’ previously exited units.

(G) The German Player may exit any number
of units in a given German Player-Turn, Units
may be exited during as many German Player
Turns as the German Player desires and is able
to do so. German units exiting in the south
must expend Movement Points in order to get
off the map. The “exitcost” they must pay is
equal to that of the terrain costs incurred by
moving one hex.

PREPARING FOR PLAY

After punching out the unit counters from the
die-cut sheets, lay the playing map out on a
large table. The German Player should sit on
the north side of the table and the Allied
Player on the south. The Order of Battle Cards
in use should be displayed face-up, but not
easily in view of the opposing Player, When
resolving combat, the die should NOT be
thrown directly on the map (since this can
have disastrous effects); rather, it should be
thrown into the bottom portion of the inner
game-box or some other shallow container,
Unit counters not in play should be kept
completely off the table.

USING THE
ORDER OF BATTLE

ALTERNATIVES CARDS (OBAC)

There are six German Orders of Battle and
eleven Allied. The term “Order of Battle” as
used here, denotes guantity and type of unit
counters which compose the army of a given
Player. Each Order of Battle represents the
effect that the respective power's pre-war
options and decisions would have had upon
the forces they could have fielded in May,
1940.

In order to play a game, each Player should
chonse one of the Orders of Rattle available to
him and sort out the quantity and types of
units indicated on the card. Each type of unit
to be used is pictured on the card with a
quantity number printed under it (such as
“x4,” which would mean use four of that type
of unit). The Players should read their respec-
tive cards and follow any additional instruc
tions pertaining to the use of that particular
Order of Battle.



SUMMARY OF ORDER OF BATTLE ALTERNATIVES

GERMAN ALTERNATIVES

Rank No. Relative

5
6

Strength
93
87

81
79
74

Historical Implications

No prior invasion of Scandinavia

Historical Situation (prior invasion of Norway and Denmark,
Russo-German Non-Aggression Pact signed, fully developed air and
mobile forces)

Less developed Air Force Doctrine: Germans may not use Air
Interdiction.

Weak Air Force
Less developed mobile forces

No Russo-German Non-Aggression Pact

ALLIED ALTERNATIVES

Rank No. Relative

0w L N o w!;

1

Strength
100

Historical Implications

More developed mobile forces, more developed Air Forces, early
re-armament, no Maginot Line built, with funds saved diverted to
land forces. Allies may fly Interdiction missions.

More developed mobile forces, no Maginot Line built.

More developed air and mobile forces, no Maginot Line built. Allies
may fly Interdiction missions,

More developed air and mobile forces. Allies may fly interdiction
missions.

More developed mobile forces, early re-armament, no Maginot Line
More developed mobile forces

Early re-armament, no Maginot Line

Early re-armament

No Maginot Line

More developed Air Forces, Allies may fly Interdiction

Historical Situation (Maginot Line built, late re-armament,
underdeveloped air and mobile forces)




How to Choose an Order of Battle

The Orders of Battle are numbered (1 through
6 for the Germans, 1 through 11 for the
Allies). The Number 1 OB on each side is the
strongest, and the others are ranked in numeri-
cal order, In order to compare the strength of
a German Order of Battle to the strength of an
Allied one, Players are referred to the relative
Strength Ratings which are printed on each
card. This rating was arrived at by assigning a
value of 100 to the strongest of all the OB's
{Allied No. 1) and then comparing all others to
it. Players who desire an evenly matched game
should choose Orders of Battle with similar
Strength Ratings. Players who wish to “game-
out’ the historical situation as it actually
occurred, should use OB No. 2 for the Ger
mans and No. 11 for the Allies. Players may
choose Orders of Battle by mutual agreement
or, if that fails, by allowing one Player 1o
choose both the German and the Allied OB's
and the other Player to choose who shall play
which side. Players may also choose OB's by
some random method of their own devising.

INITIAL SET-UP

The Allied Player sorts out his forces and
places them on the board first. French and
U K. ftorces may be placed anywhere within
France including neutral border hexes, but not
on the border with Germany Belgian and
Dutch forces are placed n their respective
countries, and may be placed on any border
hexes

German units are placed after all Allied units
have been placed. They may be placed in
Germany and on any unoccupied border hex
All units must meet stacking requirments in
initial placement.

Reinforcements

(A) Allied reinforcements appear in any of the
Paris hexes, or if Paris is at all occupied, start
on the Western edge of the map. They appear
at the beginning of the Player’'s turn as
indicated on the OBAC, and may move and
engage in combat on the same Player-turn.

(B) German reinforcements appear on any of
the Eastern edge hexes North of the Maginot
Line at the beginning of the Player-Turn. They
may move and engage in combat on the same
Plaver-llmn.

HOW THE GAME IS WON:
STANDARD GAME
VICTORY CONDITIONS

The winner of the game is determined on tl
basis of Victory Points which are accrued t
destroying Enemy units and (for the Germi
Player) by capturing and holding one of 1l
Paris city hexes,

German Victory Points Received:

for each British Combat Strength Point Destroyed
for each non-British, Allied Strength Point Destroyed
for each Allied {including British) Air unit Destroyed
for occupying at least one hex of the city of Paris

Allied Victory Points Received:

for each German Combat Strength Point Destroyed

for each Parachute unit Destroyed
for each Artillery unit Destroyed
for each Air unit Destroyed

Determining the Victor:

The German Player wins if, by the end of the
Tenth Game-Turn, he has accumulated at least
80 Victory Points and has at least three times
the number of Victory Points as the Allied
Player.

The Allied Player wins by preventing the
German Player from fulfilling his victory
conditions.

Example of Victory Points Accrued: The
Allied Player, during his Combat Phase, attacks
and destroys a German 7-8 Armored unit. This
would give the Allied Player seven Victory
Points.

Example of German Victory: At the end of
the tenth Game Turn, the German Player has
accrued 105 Victory Points and the Allied
Player has only 35,

Example of Allied Victory: At the end of the

tenth Game-Turn, the German Player has
accrued 81 Victory Points and the Allied
Player has 28,

Cases:

(A) Players should keep a running total of
Victory Points achieved. Both Players should
participate in the tabulation of each other's
points to insure accuracy and to prevent
"creative accounting.”’

(B) Destroyed Enemy Combat Strength Points
are always worth the Victory Points stated in
the Victory Point Table, whether or not the
unit’'s Strength was “halved'’ due to being out
of supply. In other words, always use the
strength printed on the counter to compute
Victory Points,

{C) The German Player never receives more
than thirty Points for Paris, regardless of
whether or not he occupies more than one
Paris-hex at the end of the game.

In order to receive the thirty victory points
tor occupying Paris, a German unit must be in
one of the Paris hexes at the end of the game
{i.e., at the end of the tenth Allied Player-
Turn) and be able to trace a supply line back
to Germany.

Note: by the very nature of the historical
situation, the game is somewhal imbalanced in
favor of the Germans. Even when using the
alternate Orders of Battle, the Allied Player
will have a tough time preventing a German
Victory as represented by the Standard Vic-
tory Conditions. Players who wish to balance
the game should choose roughly equal Orders
of Battle and/or use the handicappina method
described in the optional rules section,

Three Point:
One Paint

Ten Points ;
Thirty Point

One Point

One Point
Two Points
Ten Points

HANDICAPPING AND
PLAYER VICTORY

In historical simulation games such as France
1940, 1the situation is often unbalanced,
affording one side or the other a greater
chance of victory. The Standard Game Victory
Conditions are based upon historical realities,
and as such, can't really be altered too much
without distorting the simulation. This leaves
Players with the problem of not being able to
calculate how well they performed (from the
viewpoint of pure skill} in the unequal situa
tion in which they competed.

To solve this problem (and to allow Players to
have their cake and eat it too} we have created
a second kind of victory called "Player Vic-
tory.”" Player Victory is used in conjunction
with Standard (simulation) Victory; ie., it is
not meant to replace Standard Victory, but to
supplement it.

Player Victory is determined in the following
manner:

{A) At the end of the game, after calculating
Standard Victory, Players determine the handi-
cap number by subtracting the Strength Rating
of the weaker Order of Battle from the
Strength Rating of the stronger Order of
Battle.

(B} Multiply the Allied Player's Victory Points
by three.

(C) Add the handicap number (obtained in
step A} to the Victory Points of the Player
who used the weaker Order of Battle in the
game.

(D) Compare the final “adjusted’’ Point scores
of the two Players. The Player with the higher
score is the "winning Player,” that is to say,
the Player who did the best with what he had
available.

Example: German Player uses an Order of
Battle rated at 87, the Allied Player uses one
rated at 61. The handicap number is 26 (87
minus 61). At the end of the game, the
German Army has achieved a Victory Point
score of 90; the Allied Army has achieved a
Victory Point score of 25. Thus, the German
Army has won the battle for France (as
determined by Standard Game Victory Condi-
tions). The Allied Player then multiplies his
Victory Points by three (result. 75) and then
adds the handicap of 26 to his score (since it
was the Allies who had the weaker Order of
Battle). The resulting Player-to-Player score is:
Allied Player 101, German Player 90. Thus,
the Allied Player has won the game by playing
slightly better than the German Player. The
German Army (as simulated by the game just
played) has, nevertheless, still won the battle
from the historical viewpoint,

Players may wish to use Player Victory system
in conjunction with a two-game series: play
two games in a row, changing sides in the
second game in order to give each Player an
opportunity to manipulate the same torces as
his opponent. Then add up the total scores for
both games to determine the winner of the
series.



OPTIONAL RULES

Players may wish to incorporate some or all of
the following optional rules into the play of
the game,

GERMAN PARATROOPS
Commentary:

German airborne units were not used so much
for direct combat as for the disruption of
enemy installations (like fortifications) and
troops. The airborne forces consisted of six
battalions of paratroops (4500 men, who
could also be used in gliders) and one division
(12000 men) of airlanding troops (who would
land on airfields secured by the paratroops). In
the 1940 campaign one battalion of paratroops
was used to destroy the Belgian fort (Eben-
Emael) north of Liege. The other five bat-
talions were used to secure airfields and
disrupt enemy forces in the north of the
Netherlands. The air-landed division came in
behind these battalions. These areas were the
most likely ones for the use of airborne troops,
for in order to be effective they must be
quickly reached by friendly conventional
ground forces. The airborne units are too weak
by themselves to hold out against enemy
ground forces for very long. Belgium and the
Netherlands were adjacent to Germany and
their ground forces were weak compared to
the British and French forces. Could the
Germans have used their airborne units to
crack the Maginot Line as they did at Eben-
Emael? It was possible, but there were two
factors going against it. First, the French had
more conventional forces deployed about their
fortifications than did the Belgians. These
mobile units would have considerably lessened
the ability of the airborne units to reduce the
forts. Second, by breaching the Maginot Line,
the Germans would not be achieving a “great
victory'' as they would with an advance across
north France. In other words, there was
nothing particularly valuable behind the Magi-
nat Line. In addition, the terrain in that area
was more suitable for defense than the terrain
in northern France.

In the Standard Game, the use of airborne
troops is “built in."" The Netherlands and
Eben-Emael fall automatically. To use this
optional rule, the Germans will probably be
worse off, for, unlike the Regular Game, here
their opponent will be aware of the capabilities
of the airborne units and will be able to take
defensive measures, To simulate, use the fol-
lowina rules.

Cases:

(A) There are six parachute battalions and

three air-landing regiments (1-4's). These units

have special capabilities and do not enter the

game in the same manner as normal German

reinforcements; rather, they are "air-dropped”

onto the map at the discretion of the German

Player. Airdrops (by parachute battalions) and

follow-up landings (by air-landing regiments)

are executed in the Initial Movement Phase of

a given German Player-Turn (after other Ger-

man units have been moved, see Sequence of

Play). When using this rule,the Belgian forts do
not fall automatically, but remain intact unless
taken, their capabilities are exactly the same as
Maginot Line hexes

(B) Each paratroop and air-landing unit may
be landed once per game. Parachute battalions
may be landed in any of the following types of
hexes:

1. a non-fortification land hex which is not
occupied by Allied units,

2. an occupied or un-occupied fortification
hex.

Air-landing units may only be landed in hexes
in which a parachute unit has been successfully
dropped and only in the same Movement Phase
in which the drop was conducted. Parachute
units and air-landing units may be landed in
any type of terrain into which other land units
may legitimately be moved.

(C) In order to be considered successfully
landed, the German Player must roll the die
once for each parachute battalion dropped:
a die-roll of “five" or "six" means that that
battalion is destroyed (immediately), Any
number of available parachute battalions may
be dropped in a single Initial Movement
Phase. Paradrops may be conducted in any
given Game-Turn or Turns,

(D) Each parachute unit to be dropped, in that
Phase, must be allocated to a specific hex.
More than one battalion may be assigned to
the same hex. Once the battalions have been
allocated (by placing them on the landing-
hexes) they must be dropped (i.e., the die must
be rolled for each battalion). If Airlanding
units are to follow-up the paradrop, they also
must be assigned, in advance, to specific hexes
where paradrops are being attempted, If, how-
ever, the hexes on which they were to land
don’t have surviving parachute battalions on
them, the airlanding units must be held back
off the map for later use (they may not be
re-assigned to other hexes in the same Game-
Turn). Note that the die need never be rolled
to determine the successful landing of airland-
ing regiments. Their landing is entirely depen-
dent on the parachute battalion die-rolls.

(E) Parachute battalions may only be dropped
within twenty hexes of a German Ground
Support Element (which may not be moved in
that Game-Turn). Any number of paradrops

may be traced from the same Ground Support
Element. The Aircraft Element of that Air unit
need not accompany paradrops conducted on
non-fortified hexes and it may be assigned
regular missions during that same Game-Turn.
When paradrops are conducted against a forti-
fied hex, however, one Aircraft Element must
be placed in that fortified hex. This Aircraft
Element may not perform any regular air
missions in that Game-Turn and does not, in
any way, directly affect the paradrop or
assault on the fortification. Such Aircraft
Elements are returned to base at the end of
that Movement Phase. Paradrops may not be
conducted in hexes in which there are Allied
Aircraft Elements on CAP or Interdiction
missions (at the instant of the drop).

(F) When parachute battalions are dropped on
an un-occupied fortification hex, they must
each determine the success of their drop as
outlined in Case C. Additionally, it must be
determined, for each unit which survives the
drop, whether or not they survive the assault
on the fortification hex. The die must be
rolled once for each surviving unit: Any roll
from “one” through "‘five" destroys the forti-
fication and preserves the battalion; a roll of
“six"" destroys the parachute battalion and
leaves the fortification intact. If any battalions
survive (and destroy the fortification) then
assigned airlanding regiments must be landed.

(G) When parachute battalions are dropped on
a fortification hex which is occupied by an
Allied unit, they must determine the success of
their drops as outlined in Case C. Additionally,
for each unit which survives the drop, the die
must be rolled once to determine whether or
not the fortification hex is destroyed: a
die-roll of "one" or "two" destroys the forti-
fication. No matter what the die-roll however,
parachute battalions which are assaulting occu-
pied fortifications are always destroyed as a
result of that assault. The Allied unit occupy-
ing the fortification is never itself affected by
parachute assaults (and obviously, air-landing
regiments can never be landed on an Allied
occupied fortification hex).

SUMMARY :

Parachute battalion survives landing:
Die-rollof 1,2,30r 4

Parachute battalion destroyed on landing:
Dieroll of 50r 6

Parachute battalion destroys
fortification:
Dierollof 1,2,3,4,0r5

unoccupied

Parachute battalion destroyed (and unoccu-
pied fortification intact):
Die-roll of 6

Occupied Fortification destroyed:
Die-roll of 1 or 2 [paratroops
dustroyed)

always

(H) Paratroop Units have no Movement Allow-
ance, nor do they have an Attack or Defense
Strength, or a Zone of Control; if attacked
alone, they are automatically destroyed,;
enemy units may pass through them asif it
were a Zone of Control; they are not counted
against stacking limitations.  Airlanding units
do have a Zone of Control, do count towards
stacking limits and may participate in normal
movement and combat. They may not move in
the Player-Turn in which they are airlanded,
however, they may attack adjacent Allied units
in that Combat Phase, Airlanding regiments
may be brought into the game in the same
manner as normal reinforcements, at the Ger-
man Player's option (but this precludes their
use in airborne operations).



(1) Allied units may not be retreated into
hexes occupied by parachute battalions,

(J) When using these optional Paratroop rules,
the German Player must, on the Player-Turn in
which he invades the Netherlands, choose one
of the following two courses of action:

1. Exit two corps lor corps equivalents) off the
north edge of the map in the Netherlands or
Morthern Germany, or hold out of the game
two corps which are due as reinforcements in
that Player-Turn or hold out of the game (in
advance) two corps which were to appear on a
Player-Turn prior to the invasion of the
Netherlands.

2. Commit five of the six parachute battalions
and all of the airlanding regiments to the
off-map action in the north (none of these
units may have been employed prior to the
invasion of the Netherlands, in order to be able
to exercise this course of action) and suspend
the use and movement of four German Air
units (including their Ground Support Ele-
ments) throughout the Game-Turn in which
the Netherlands is invaded. In effect, the
exercise of this alterpative is tantamount to
the cancellation of the use of the Paratroop
rule, with the only exception being that the
Belgian Fortifications do not automatically
disappear when Belgium is invaded and the
Germans have the one remaining paratroop
battalion which they may freely use in the
game.

Whichever course of action is taken, none of
the units placed off the map into northern
Metherlands may ever return to the game.
They are not, however, counted as units
destroyed. The four Air units return to full use
in the German Player-Turn following the one
in which the Netherlands was invaded (see
Alternative No. 1 above).

MILD WINTER FORTIFICATIONS

The winter of 1939-40 was one of the most
severe in Western Europe for several decades
Despite the fact the Allies had some millians
of men mobilized, but inactive for the winter.
the construction of field fortifications and
defenses progressed slowly, if at all The
ground was hardened to a depth that pro-
hibited digging. uniess blasted first, concrete
crystallized, rather than 'set,”” and would
shatter easily under armor-piercing shells,
However, if the winter had not been so, the
Allies would have been able to extend rudi-
mentary fortifications to the coast, though
obviously not on a Maginot Line scale. To
simulate this possibility, use the following
rules.

Cases:
(A) The Allies have a fortified line consisting
of the French Border hexes with Belgium, and
all hexes in France adjacent 1o these border
hexes

(B) These hexes have exactly the same effect
on the Germans for movement and combat as
do the forest hexes, i.e., they subtract two
from the die-roll when attacking and cost one
extra movement point for motarized units to
enter those hexes. In those cases where forest
hexes are also fortified hexes, there is only a
penalty on combat of subtracting two from
the dieroll, but the movement penalty on
motorized units is an additional two Move
ment Points one for the forest, one for the
fortified hex.

(C) MildWinter fortifications are never
destroyed as a result of combat. Their effect
upon German movement persists even should
the Allies be completely thrown out of them.
They may not be assaulted by parachute units
lalthough parachute units may be landed on
such hexes) They do not negate the effects of
German Zones of Control with respect to
Supply and retreat, nor can they be used as a
source of supply.

(D) Players may choose to employ the Mild
Winter fortification provision even in Orders of
Battle in which the Maginot Line does not
exist.

VARIABLE
VICTORY CONDITIONS

Commentary:

The great German victory was purely because
of its swiftness; the psychological defeat far
outweighed the military. Outside of a few
individuals in the Vichy government, the
French people truly lay prostrate before the
conquering Germans for several years, the
Germans found no necessity to maintain large
garrisons, despite the impressing of laborers, as
civilian opinion was neutral to the Qccupatior
authorities and hostile to partisans, “Free
French'' and British,

The troops thus saved, and the security pro
vided, made possible the eastern campaigns
and the possibility of ultimate German victary
The players may substlitute
victory conditions.,

the following

Ratio of
German Victory Points to
Allied Victory Points . . .

Less than 1:1 — Allied victary

1:1 to 2:1 — marginal German victory
Garmans must have at least 30 Victory Points
Allies fall back intact, Western Front operate
for several months, no Balkan invasion, m
Italian alliance, probable Russian intervention
in 1840-41.

2:1 to 3:1 — tactical German victory, German
must have at least 50 Victory Points, UK
forces evacuated intact, Occupied Frano
restive, with large, mobile occupation force
No Eastern campaign, possible Russian attac
1941.42.

31 to 4:1 — strategic German victory
Germans must have at least 80 Victory Points
U.K. forces crushed, small occupation fora
needed, ltalian and possibly Spanish alliance
most of Balkans subdued, probable invasion o
Russia.

Greater than 4:1 crushing German viclory
Germans must have at least 100 Victory Point:
U.K, may make peace, or possible Frenct
alliance with Germany, United Europe attack
Russia in 1941

SEA EVACUATION
OF ALLIED UNITS

General Rule:

In the original campaign the British managed
to evacuate most of the men in their army by
sea, after they had been cut ott by the German
advance. This was the famous “'Dunkirk”
operation. This sort of thing will rarely happen
in a game, since maost Players are too intelli-
gent to allow themselves to get into such a
predicament in the first place. If, however, the
need to sea-evacuate units should occur, use
the following rule: ALl any point in the game
after the second Game-Turn, the Allied Player
may begin evacuation of units from any one
coastal hex west of Antwerp (inclusive).

Cases:

(A) Evacuation takes place at the very begin-
ning of the Allied Player-Turn, before any
units are mowved,

(B) Units to be evacuated must begin the
Allied Player- Turn on the coastal hex from
which they are to be evacuated. A coastal hex
is defined as any hex which is part sea and part
land. As many as two corps may be evacuated
per Game Turn (which means that in a given
game a theoretical maximum of 16 corps or
corps-equivalents could be evacuated).

(D) The first corps to be evacuated must be
British. The second corps to be evacuated may
be any Allied unit(s) including the British.
Thereafter, the evacuation of each French,
Dutch or Belgian corps must be preceded by
the evacuation of a British corps. In other
words, half the corps evacuated must be
British.

(E) The tirst corps evacuated in the game may
be evacuated from any coastal hex west of
Antwerp (inclusive). Subsequent unit evacua-
tions in the same Player Turn, may leave from
the same hex or either of the coastal hexes
adjacent to that hex. In the following Player-
Turn, the first unit evacuated may leave from
any one of the hexes from which units were
evacuated in the previous Player-Turn, Other
units being evacuated that Player-Turn may
leave from the same hex as the first unit or
either of the two adjacent hexes. Thus, it can
be seen that the evacuation area can, in effect,
be moved a distance of one hex per Game-
Turn. In any given Allied Player-turn, however,
there will never be more than three hexes from
which units may be evacuated and all three
hexes will be contiguous,

(F) 1f German ground units enter, or pass
through, all three evacuation hexes in a single
German Player-Turn, the ability of the Allied
Player to evacuate unils is lost permanently,
and no new evacuation area can be instituted.

(G) Allied units may be evacuated while in
German Zones of Control and/or while under
Interdiction of German Aircraft Elements.
Allied units may not be evacuated as a direct
result of combat during a forced retreat.

(H) The Allied Player may begin his evacuation
from the city of Antwerp and/or the hex
directly northwest of Antwerp, even though
these hexes are not coastal hexes. This may
not be done, however, if the German Player
has wunits adjacent to the river between
Antwerp and the sea, or on either of the two
coastal hexes adjacent to the mouth of that
river,



(1) When units are being evacuated, simply
remove them from the map. Once they have
been evacuated, units may not be returned to
play: they are not strictly counted as units
destroyed, but the German Player does receive
a certain number of Victory Points for each
evacuated Allied unit.

German Victory Points Received for Evacu-
ated Allied units:

Each British Combat Strength Point Evacuated
= Dne Victory Point

Each non-British Strength Point Evacuated =
One-half Victory Point

Each Allied lincluding British) Air Unit = Five
Victory Points

{J) Once the Allied Player has initiated evacua-
tion of his units, this fact does not compel the
evacuation of units each Allied Flayer-Turn: he
may choose to skip evacuation on some
Player-Turns, assuming he doesn’t lose control
of the hexes through which the last evacuees
departed.

(K) Air units may be evacuated in the same
fashion as ground units and under the same
restrictions. The Ground Support Element and
the Ajrcraft Element must be evacuated to-
gether from the same coastal hex, and the
Aircraft Element may not participate in any
missions in the Game-Turn of evacuation.

(L) Players may wish to use the three "'Evacua-
tion Markers'” provided to indicate the three
hexes useable for evacuation in a given Player-
Turn,

THE HEX-GRID
LOCATION SYSTEM

The small numbers printed in the hexagons on
the map are simply a convenient way for
Players to identify a specific hex when playing
games by mail or when interrupting a face-to-
face game which must be continued at a later
date,

Players who wish to conduct play-by-mail
games can do so without additional equipmeant
by using the following method:

How to Play by Mail

(A) Each Player mails the other his starting
set-up, and agree upon a “'mailing interval "

(B} The German Player writes down his move-
ment for the Initial Movermnent Phase giving the
number of the hex that a given unit starts in
and the number of the hex that it ends in {and
in the case of particularly intricate moves, all
the hexes it travels through to accomplish that
movement),

{C] The German Player makes a separate list of
all the attacks he will execute in the Combat
Phase, giving the location of the attacking
units, the defending unitls) they are attacking
and the odds (in Play by Mail combat the
corps or corps-eguivalent which will defend &
given hex is always assumed to be that which
will yield the strongest possible defense).
Astacks should be written in column-format
listing the attacks in the exact order in which
they are to be resolved. Attacks should be
labeled with a resolution-order number to
insure accuracy. Mext to each attack, the
German Player lists the die-result he desires

{don't worry, this will be further explained
later on). These die-numbers should be ob-
tained by actually rolling the die, but this is
not absolutely necessary, The German Player
also indicates the hexes to which both his and
the Allied Player's units must be retreated if
such a result is possible. Units must be
retreated in strict accordance with the Retreat
Priority rule.

(D} The German Player then mails this Initial
Moverment Phase/Combat Phase transcript to
the Allied Player {maintaining a carbon copy
for himseif}. This mailing must take place on
the agreed-upon mailing interval, for at the
same time the Allied Player should mail to the
German Player a list of "Result Tracks” to be
used with the die-numbers the German Player
has listed. A “Result Track™ is a re-
arrangement of the six possible die-numbers in
a column format which corresponds to the
norizontal rows on the Combat Results Table,
as shown balow.

MNote that Result Track A" is identical to the
standard die-number listing on the Combat
Results Table.

The Allied Player lists the Result Tracks (by
key letter] in the order that they are to be
used: Attack No. 1, Track B; Attack No. 2,
Track F ... and so on, giving a long enough
list to cover all the cases in which his units
have German units adjacent to them plus
about 10 extra just to be sure. He should also
make a separate list of desired die-results to be
used in case he is forced to counteratiack {and
conversely , the German Player should submit,
with his Attack list, a list of Result Tracks for
the possible Allied Counterattacks). The Ger-
man Player should also include a separate list
of desired die-results for use in cases in which
he is forced to re-run his attacks {due to the
Allies obtaining a "CA" result in a counter-
attack of their own). This can be taken care of
neatly by writing these counterattack possibili-
ties next to each attack in which such a chain
of counterattacks is possible, thusly:

Attack No, 3CA'sD/B/E/3/A[B/B

In the above example, the letter is the Result
Track to be used by the Allied Counterattack
and the following number is the desired
dieresult for a German re-run, should that be
required, When the Defender is forced to
counterattack, in by-mail-play, he always at-
tacks the weakest single unit in the Attacker’s
force. |If there are two weak units with the
same strength, the unit with the higher Move-
ment Allowance is attacked.

[E] Resolving Attacks: The German Player
matches the desired die-roll for that atlack
with the Result Track supplied by the Allied
Player, and reads the result from the Combat
Results Table. In cases in which numbers are
to be added or subtracted from the die, simply
move down or up the horizontal rows rather
than |iterally adding or subtracting from the
Result  Track/die-number, When counter-
attacks are called for, the German FPlayer
would take the first un-used number from the
counteraltack die-rolis listed by the Allied
Player and match it with the Result Track the
German Player listed next to that primary
attack, If the Germans were then forced to
re-run that primary attack, they would take
the first available un-used Result Track Letter
from a re-run list supplied by the Allied Player
and match it with the first un-used desired
die-result which they listed next to their
primary attack listing.

(F) After all attacks and counterattacks have
been resolved, and losses extracted and units
retreated, the German Player writes up his
Mechanized Movement Phase, and mails it to
the Allied Player.

{G) After the German Mechanized units have
been moved, the Allied Player then goes
through the same procedure as the German
Player did when writing and executing his
Player-Turm.

{H) Players continue this routine, mailing their
moves back and forth at the pre-arranged
intervals until the game is completed. Moves
which are not postmarked with the agreed
upon date may be invalidated by the opposing
Player. All moves should be clearly marked as
to Game-Turn and Phase. Complete confirma-
tions of unit positions should be exchanged
every Game-Turn.
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Designer’s Notes
and Campaign Analysis

France




Designer’s Notes

A game is not like a book. A game can talk
back. For this reason we give the game's
designer a chance to talk back also. What he
had in mind, and what the game says to some
people may not always be the same. And,
finally, there is the problem of figuring out
just what the game is supposed to be saying.
That’s what we’re going to try to do here.

First, it is necessary to explain some general
background on why France, 1940 was de-
signed, The subject has always been a popular
one. The campaign was, after all, the first real
test of the “blitzkrieg”. But it was a rather
one-sided test. The Germans smashed the
Allied armies so decisively that they did not
have to face a large “western™ army again for
three years. Most people assume that, because
of the magnitude of the German victory, the
Allied armies in 1940 didn’t stand much of a
chance. That's a fairly correct assumption.
And that was the main reason why it took so
long for a game on this period to appear.

However, it was only a matter of time before
we were able to develop the design techniques
that would enable us to handle the subject.
Along with these new techniques we had to
also develop historical material on the cam-
paign which would enable us to make a
playable game out of it. Much of our historical
material is included in the Fall of France
article. How this material worked its way into
the games is something else again.

When developing a game certain decisions must
be made before you can go any further. First
you have to define the time and space factors.
This means, in plain English, what scale the
playing board will be, how much “real time"
each game turn will consume and what size
units the playing pieces will represent, Even at
this point we had to make some unorthodox
decisions. For one thing, we did not include
the entire campaign area. The "Rhine Front™
(the Alsace-Lorraine area, for the most part)
was left out. This was done for two reasons.
For one thing, not much (of military impor-
tance) could (or did) take place in this area.
Also, in order to realistically re-create the
effect of motorized units making, and exploit-
ing, holes in the front line, a small scale was
needed. To include the Alsace-Lorraine area
would have meant a scale of 1:1,000,000. By

using the scale we finally adopted we got that
down to 1:660,000. In other words, the scale
went from 16 kilometers per hexagon to ten. So
much for that problem, This taken care of,
many other aspects of the game had to be
designed around this "constant”’,

The size of the military units represented in
the game is largely determined by the scale of
the playing board. By using zones of control
this gives a maximum “front™ for one unit of
30 kms, This, oddly enough, just happens to
be the frontage allocated to a corps (of three
divisions) during that period. That solved a lot
ot problems, because to do the game on the
divisional level would hawe meant over a
hundred units for each side, Even though the
corps of all the armies varied somewhat, we
found it possible to get away with using
“standard”’ corps, Each corps-size unit (with
certain exceptions, such as Dutch, Belgian and
some British corps) is assigned three infantry
divisions. The motorized units, however, re-
quired special handling. These were much less
numerous than the infantry (non-motorized)
divisions and were used much more flexibly
(that is, independently). In particular, a motor-
ized corps had to be capable of spreading its
divisions out once behind the enemy front.
Therefore, it was quite obvious that the mobile
divisions could not be used as corps-size units,
they had to be division size.

Next came a rather complex problem, the
determination of the “combat strength™ of the
units. Normally, when designing a game, you
can determine the combat strength of units
simply by “counting rifles” (and making allow-
ances for critical non-material factors also).
After that you can make changes in the
combat strengths according to how the game
prototype develops. This is known as the
“Letting-the-Game-Design-ltself""  technique.
The game model really isn't doing that much
work. All you're doing is using the inherent
“feedback’* principle in a game to gain addi-
tional information. This is what a game is
really meant to do, "feedback' data so that
the game may be further modified, Published
games are simply games that are frozen in their
development so that people can play them for
the historical information they contain, or
simply as entertainment. Getting back to our
"“educational” use of the games, we soon




found that the infantry units were undervalued
{or the motorized units overvalued, take your
pick). We went through two completely new
sets of “‘combat strengths” plus numerous
changes on certain key units. The German
armored divisions, for example, went through
many changes (as did, to a lesser extent, the
Allied armored and motorized units). First, we
had to determine what the exact relationship
was between the armored vehicles and more
conventional weaponry, We already had con-
siderable information on “conventional” (for
the period) organization and weapons, This as
a result of the work on the "1914" game as
well as a later "1918" game (published by
another company), Motorization and armored
vehicles were something else again. The best
way of determining their effectiveness was to
simply set the prototype game up and play it
out, We soon discoverd (after double-checking
our results with the historical record, such as it
was) that the position of armored and motor-
ized units was not as simple and straightfor-
ward as it appeared. Armored and motorized
units were, by virture of the greater carrying
capacity of their enginedriven vehicles (as
opposed to horse-drawn transport in the regu-
lar infantry units}, capable of generating con-
siderably more firepower, man-for-man, than
regular infantry units. But it appears that this
was not their primary asset. What made the
motorized units (with or without armored
vehicles) decisive was their speed. This speed
varied, In the German armed forces, the tanks
were built so that they had sufficient speed to
keep up with the trucks. In many Allied
armored units, the tanks were built with only
infantry support in mind. Not only were the
engines of the Allied tanks smaller (propor-
tionately) than their German counterparts, but
their gear trains (and other components of the
running gear) were not designed for rapid road
movement, The Allies intended most of their
tanks to move no faster than infantry could
walk, and designed their vehicles accordingly.

This accounts for the slowness of many of the
Allied armored divisions. The Allies did at-
tempt to form armored divisions on the
German model, but their tank industry was
already behind the Germans in their ability to
build "‘fast” tanks {(the Russians and Ameri-
cans, it should be noted, were not, and one of
the most efficient “fast”’ tank running gear
mechanisms was invented by an American,
Walter Christie, and was used most widely and
effectively by the Russians). Fven with the
enormous speed of motor vehicles, the speed
of motorized units was not that much greater
than “foot” divisions {using horse drawn trans-
port). This is reflected in the game. German

motorized units can move sixteen hexes a turn,
"foot" intantry can mowve only six. Of course
this speed must be reflected in other ways than
just in crossing distances. Motorized units
could also close with and engage enemy units
more quickly. They could also break off
contact with enemy units more quickly and
also filter (infiltrate) past overextended enemy
units. Motorized units were, therefore, the
latest proof of the Napoleonic maxim of "Mass
times wvelocity equals impact”, Napoieon
coined the phrase and used this method, as did
many successtul armies before him.

Many things made the 1940 campaign unique.
One of the most obvious factors was the
disparity between the Allied and German
armies. The Germans won a quick and rela-
tively “cheap’’ victory. One question we had
to answer while designing the game was ""how
cheap”. The traditional explanation for the
massive German  victory in 1940 was, in
addition to their generally superior army, the
march of the German motorized forces
through the Ardennes and across the Allied
rear to the Channel coast. This move did, in
fact, give the Germans a great victory. But as
with most great victories, it was the result of
negative factors (the stupidity of the Allied
high command in leaving the Ardennes fightly
defended, etc.) as well as positive ones (the
superior German motorized forces), But in an
historical game it is highly unlikely that you
will find an Allied player as stupid as the
original Allied commander,

This, ot course, forces us to consider the
alternatives. It also forces us to face the
possible alternatives. In the end, it impels us to
reach a conclusion as to what would happen if
the Allies had not been as stupid as they
originally were, Many historians claim (or
suspect, depending on how much they want to
commit themselves) that the Allies could have
stopped the Germans if only they hadn't let
themselves be outmaneuvered by the German
advance through the Ardennes. Our conclusion
was that, given two players of equal (this is
important) ability, the Germans can't lose. In
fact, their victory will be, in some respects, mare
crushing than it originally was. Take, for
example, the evacuation of the British forces
at Dunkirk. This ogperation gave Britain a
valuable cadre of trained soldiers with which
to rebuild its armies, Had the British army in
France been |ost completely the British would
have been in a far worse position after France
collapsed, They would have had practically no
troops to face a possible German invasion, In
addition, there would have been no troops to
send to Morth Africa. The Germans may well



have won there also, as a result of this. In maost
games played, the Germans are prevented from
striking through the Ardennes simply because
no sane Allied player will leave that sector
undefended. To make the main effort against
the Maginot Line (which can be broken with a
combination of armored units and heavy artil-
lery) would be futile, a breakthrough there can
be too easily contained, So, in'most games the
German player will make his main effort
through Belgium and Holland, with armor
supported diversions against the Ardennes or
Maginot line. In a case like this, the British
army is usually destroyed trying to hold the
line. The British units are usually heavily
engaged because of their high combat strength
and high speed (the result of motorization, but
not as efficiently used as in German or French
motorized divisions), If forced to fight in the
open, and without the “benefit” of a “Dun-
kirk " the British army will usually be lost. The
rest of the Allied forces usually fare no better,
In a word, given the historical situaton, we
concluded that the Germans couldn't lose.

Now this is a hell of a thing to admit. That the
game is hopelessly unbalanced, However, there
is hope, this is why we have included all of the
“What If .. 7" Orders of Battle for both sides.
Given a few changes here and there and the
Allies could have stopped the Germans. In the
best of circumstances, however, it still won't
be easy. The German army is just so much
bigger than the Allied forces. The Germans
were uniformly trained and equipped (except
for some divisions which were armed with
captured Czech equipment, which , however,
was quite good). Allied divisions varied con-
siderably in strength and efficiency. Rather
than bring a large number of additional vari-
ables (which would have to be reflected in the
“"What If .. ?" Orders of Battle and would
entail a large number of new playing pieces)
we have standardized the French infrantry
units. We have varied the small number of
British units according to their actual corps
strength. You can see by the additional British
units need, how burdensome the number of
units would be if this were done to all Allied
units. While the Allies had the same number of
divisions as the Germans, these units varied
considerably in quality. This was particularly
true with the Belgian units, and to a lesser
extent with the French, Tactics and weapons
had changed since 1914 1o the extent that the
attacker now had the advantage, The Germans
had an “edge” (reflected in the combat
strength given to German infantry units) that
made it easier for them to attack and more
difficult for the Allies to do so,

The different Orders of Battle were derived,
for the most part, using the data found
elsewhere in this booklet, Once established,
the different units (including air units and the
Maginot Line, which contained a considerable
number of troops) in each OB (Order of Battle)
were rated on the basis of their movement
allowance and combat strength, the numbers
added up and a total “strength” arrived at for
each OB. The OB’s were then ranked and
numbered according to strength (the strongest
being OB number 1), All the other OB’s were
compared to the strongest and a comparative
percentage was derived for each OB (with the
strongest one being 100%). These ratings failed
to account for one major factor in the game,
the “edge™ the generally higher German com-
bat strengths give to the German player. We
are assuming that this factor is offset some-
what by the fact that the German player is
forced to attack in all games. At this point we
found that some very good (read “"balanced’’)
games could be had by playing around with
the various OB's until you found two that
suited the capabilities (which are rarely equal)
of the two players,

Speaking of “equal skills™ in players we tound
that with two players who were gither not very
skillful, or simply not that familiar with the
game, there was a tendency tor the Germans to
lose when the two “historical” OB's are used
What this points out is the importance of the
mobile units in the game. In the histerical OB's
{OB's2and 11) we found, however that even
without the mobile units the Germans usually
won. Again, this is a result of the overall
German superiority, We conducted some tests
to discover this In one series of test games, we
deleted all of the German mobile units, added
four infantry corps to the starting OB and one
to the turn three reinforcements, The Allied
OB remained the same The Germans usually
bludgeoned their way through to victory. We
also tried a series of games in which neither
side had mobile units. In this case we added
eight French infantry corps to the Allied
starting OB. Again, the Germans were able to
win, although in both of these “variants' the
Germans had a harder time of it In fact, we
discovered a method whereby the Allies could
win most of the ume. This involved caretully
nmed withdrawals so that the Germans would
destroy a minimum of Allied units while alsu
not reaching Paris by the end of the game
What this experiment proved was the impor-
tance of mobile units. In games where the
German player is not experienced in their
proper use, they will be lost, and without them
the German player will usually lose the game.




The OB's in which the Maginot Line is absent
are particularly interesting (the Maginot Line,
in the OB strength computations, was made
equivalent to 5.5 French infantry corps), The
front is now widened considerably, thus put-
ting the Allied player at a greater disadvantage,
for now the Germans may make their main
effort south of the Ardennes with some chance
of success. Even more so since the Allies must
prevent the Germans from getting a large num-
ber of units off the south edge of the board. In
effect, the Allies now have a longer line to
protect without the neccessary additional units
with which to do it. Most of the strongest
Allied OB's lack the Maginot Line, These
usually provide for a very fluid game, ie.
games in which mobile units play a prominant
part. Not surprisingly, it is in these OB's that
the Allies have many more mobile units than
the Germans. It is well worth your while to
play these OB's, not only for their historical
interest, but also because they usually provide
more interesting games,

One of the more complicated tactical elements
ot the 1940 campaign was the use of airpower,
Without airpower the Germans are worse off
than without their mobile units, Air units
were able to concentrate far more efficiently
than mobile land units. In addition, they were
able to perform a wider variety of tasks.
Strangely enough, the chief effect of the
successful use of air units was not their
destruction of ground units and installations (it
is true, that air units did accomplish con-
siderable destruction). But this was not what
made them successful. The key was coopera-
tion with friendly ground units. In supporting
ground units directly (Close Support Missions)
the air units cleared the way for ground units,
Mot completely, of course, but enough to give
the attacking ground units an “edge’’. This, of
course, is how we reflected this effect in the
game. A more indirect assist of friendiy ground
units came in interdiction missions. By disrupt-
ing key enemy movements at the right time,
friendly ground units were greatly assisted in
accomplishing their mission. The remainder of
the aircraft missions are concerned with
defeating or inhibiting enemy air units. The
utitity of this is quite obvious. Aircraft losses
are handled like losses on land. That is, unless
the unit is crippled (destroyed as a unit) it
stays in the game, with “attrition’ losses being
considered more of a logistical problem (both
air and ground units had a certain amount of
"reserves’’ to draw upon for this purpose), This
technigue, is important to remember for
ground units, In many games using the histori-
cal OB's, the Germans will lose very few, if

any, units, This does not mean ' that the
Germans did not take losses, they did. And
their losses were quite heawvy, as is shown
elsewhere in this booklet (it should be noted
that many of these losses were concentrated
among a few units, particularly mobile units,
some of which lost a third or more of their
strength.) But the point is not so much losses
within a unit as the ability of that unit to
continue functioning as a unit. In the original
campaign, the French lost numerous units
totally, even if not all the men lost were killed
or wounded, The combat resolution system
was constructed to re-create the total loss of
units caught in a situation where they were
simply overwhelmed and ceased to function as
a unit. The whole point of the campaign is to
have as large an effective army as possible at
the end of 20 days. In the original campaign
there was another German offensive after the
time period covered by this game ended. The
Germans had to rest their units and get their
logistical system in order before they could
overrun the rest of France. The object of the
game is to see if they Germans can put
themselves in such a position, as they actually
did in 1940. Had they failed to do this, the
Allies might have been able to recuperate. That
would have meant World War | all over again,
something the Germans could simply not
afford to let happen.

Another factor not easily incorporated into
the game was the “idiocy factors” of the
original campaign. These were the mistakes
made in the original campaign that no sane
player, with the situation so clearly laid out
before him, would make, These idiotic deci-
sions had a decisive effect on the outcome of
the original campaign. What could be done
with this seemingly critical aspect of
the original situation? We divided the "idiocy
factors” into two aroups. First, there were
those factors which we felt could be built into
the game. These were primarily “engineering”
or “mechanical” factors. In addition, these
"idiocy factors” were rather long range in their
implications and implementation. In other
words, these factors included such elements as
unit organization and equipment design and
production. Alsg,included, to a limited extent,
were the tactical doctrines laid down for
divisional and corpssize units. What
we have left are the idiocy factors over
which the players should exercise control
(that is, the factors affected by the ‘high
command’). Some of these we attempt to
ré-create with the Dyle Plan Game in the game
rules, But short of re-creating the mentality of



the Allied (and to a much lesser extent, the
German) commanders, this is impossible. All
we can do is show you what happened
originally, give you what explanations are
available for these actions, and leave yau to
your own devices. As for advice on the best
strategy and tactics to use, the best we can do
is discuss the use of “'solitaire” play.

You might as well have confirmed what many
of you already suspect. Most of the games (or
any game of this sort) are played not with two
players but with one. This accounts for some
60+% of the "games” played. Why? Often the
reason is that someone wants to “play’’ the
game and there is no second player available.
But perhaps more often, the reason is that
someone simply wants to see for himself what
can be done with the situation recreated in the
game, A detailed description of what can be
done with the game involves more material
than can be presented here, Most of the “good
moves” can usually be discovered using some
common sense and solitaire play of the game.
In the course of this, you may uncover what
you feel are "unrealistic” aspects of the game.
This game has been carefully tested and
researched and in most cases you will be
searching down a blind alley. For example, the
stacking limitations may seem a bit off,
Actually, the stacking limitations were based
more on the problems of command control
than on the physical limitations of an area. In
cases like this we had to consider the most
decisive factor. In this instance it was com-
mand control. So if you complain about the
seeming idiocy of allowing no more than three
brigades on a hex when adjacent to it there is a
hex with three corps (each the equivalent of
six or so brigades), there's not much we can do
for you, We have already considered the
problem and made a decision.

The game is not perfect: no conflict-simulation
game is. But we have tried as much as possible
to avoid error in fact or interpretation. You
may not agree with many of our decisions as
they appear in the game. But you must
remember that each element of the game is
related to many other elements. Change one
and you affect many others. Keep that in mind
when wyou feel compelled to suggest an
“improvement” in the game . . . we always do.

—James F. Dunnigan
Research Director
The Avalon Hill Company

TheFall of
France

by Albert A, Nofi
Chronologer

With the German defeat of France in 1940 &
major era in European history came to an end.
France, one of the Great Powers from the
Middle Ages, and intellectual, cultural, and
emotional homeland of the West, was no more.
The significance of those events in the Spring
of 1940 was soon lost in the rush of greater
conflict as virtually the entire world plunged
into war for five more years: yet, of all the
changes wrought by the war, none is more
durable than the fact that France is no longer
the leader of the West in politics, war, art,
culture, or emation.

A bare twenty years before this total defeat
France had stood triumphant over her ancient
enemy from across the Rhine. How, then were
the roles to come to the reverse in so short a
space and with such devastating effect? That is
the theme of this Campaign Analysis,

While it is true that the roots of France's fall in
1940 go back at least as far as the establish-
ment of the Third Republic in 1870 — and
perhaps as far back as the Revolution of 1789
— it is outside the province of this article to
consider the long-range historical causes of the
defteat, or, for that matter, the political and
constitutional ones either. Qur primary
purpose is to consider the immediate causes of
France's fall from power, from 1918 through
1940,

The main concern of this article will be with
events, chiefly of a military nature, in France
from 1930 on, with a particular emphasis on
the Spring of 1940. German events and devel
opments, while of importance, will be covered
only by way of comparison with the French,
in as much as Germany and her Armed Forces
have been discussed extensively in these pages
earlier.

The article, The Fall of France, was originally
published in issue No. 27 of Strategy & Tactics
Magazine, Copyright 1971, Simulations Publi-
cations, Inc., New York, N.Y. and is used with
permission,




Also not impinging upon this discussion will be
the extremely involved and important political
developments in France between the two
world wars, There is neither the space nor the
time for such discussion,

I. General Background

France's triumph in 1918 was deceptive to say
the least, Vast armies of Britons and Russians
and Italians had helped shoulder the burden of
the long years of fighting, and, in the proverb-
ial nick of time, the United States had thrown
young, energetic armies of her own into the
balance in 1917-1918. Though France always
maintained the largest armies on the Allied
side she would never have been able to survive
and win without Allied help, and may well
have lost even with that help had not the
Americans arrived.

The victory had been a costly one. Roughly
one out of four military age Frenchmen had
fallen during it, or one in twenty-eight of the
population, a higher lossratio than any other
state except Serbia, This loss, chiefly in young,
vigorous males, had a serious effect on the
birth rate, which never had been particularly
high, During the war, with so many young men
off at the Front, the birth rate fell off
appallingly — indeed it fell off so seriously that
the birth-years 1915-1919, when called to the
colors in 19351938, were termed "“the empty
years,” and barely 65-70 divisions could be
mobilized. After the war there was a brief
“baby boom’ as husbands and wives got
acguainted again and soldiers married their
sweethearts, but the basic trend remained
unaltered and by the mid-1920's France's birth
rate was the lowest in Europe,

Another great casuaity of the war was France's
morale, The finest manpower, the choicest
lands, the greatest factories, the most historic
shrines had all been dastroyed in the long,
bloody conflict. By a great effort of will
France had set aside her partisanships, had met
the enemy and repelled him, and had rebuilt
her shattered industry, farmlands, and trea
sures. But the appalling memaory still lingered,
and Verdun, site of the greatest battle of the
war, became the symbol of a weakening will to
fight

ANl of these factors had the net effect of
demonstrating to the most far sighted states-
men that France was not, indeed, a major
power any longer. As early as 1919 an
American-British-French alliance for defense
had been proposed by Frenchmen only to be
rejected by isolationist minded Anglo-Saxons

on both sides of the Atlantic. To compensate
for the loss of major allies, France cast about
for minor powers to join her. Thus Poland, a
“natural’” enemy of Germany if there ever was
one, joined in alliance with France, as did
Roumania, Czechoslovakia, and Yugoslavia in
the Balkans and Belgium in the West. This
coalition, it was felt, would be so greatly
superior to Germany that Germany would
never dare to raise the spectre of war again.
Yet no real effort was made to maintain the
alliances. In 1936 King Leopold of Belgium
took his nation out of the alliance and
“neutralized™ it, failing to learn very much
from his father’s experience with the problems
of neutrality in a great-power dominated
world, France made but feeble efforts to
convince him otherwise.

Likewise, France's political and military
leaders — particularly the latter, who falsified
information en masse — frittered away chances
to strike out at Germany's rising power by
permitting Hitler to acguire the Rhineland,
then a real army, then Austria, and finally
Czechoslovakia. Meanwhile, France's other al-
lies, Yugoslavia and Roumania, had maore or
less gone Fascist themselves. A feeble attempt
to place Mussolini's Italy in the anti-German
camp ended with the Ethiopian War
{1934-1935), in spite of Pierre Laval's efforts
to get France and Britain to ignore the minor
tyranny to concentrate on the major. The fear
ot war, the revulsion against it, was just too
great to overcome. It would even influence
those who, one would have expected, would
welcome  the chance for another go at Ger
many: the Army.

1. The French Army, 1918-1939.

During World War |, France had evolved a very
effective retirement and replacement system
for her generals. An encrmous number of
inetficient people were sacked, and younger,
more vigorous men commanded France's
armies by 1918, men such as Foch, Petain, and
Weygand.

At the war's end, however, the effective and
forward looking regulatinns for the retirement
of officers were modified into wvirtwal inef
fectiveness. The age for retirement was raised
until it became almost nonexistent. Thus,
when Marshall Petain' retired as head of the
Armed Forces in the mid-1930's he was nearly
eighty years of age. The younger, more vigor-
ous men with forward looking ideas found it
difficult indeed to move upwards in such an
army, while the old crocks at the top saw to it
that little change was wrought in “their”
glorious army of 1918



The Theory of the ""Continuous Front.” In
1914 the French Army had but one theory of
war: attack! The troops went forward in
droves, and were slaughtered in droves. This
continued until 1917 when the more cautious
influence of Petain brought a halt to the
senseless slaughter. By that time the French
had a few new misconceptions. The chief of
these was that a well organized defense line
could not be broken, and that, in order to win
a war, all one had to do was 1o sit tight behind
the trenches and wait for the enemy to
exhaust himself trying to break through, Once
this point had been reached you could then go
over to the offensive yourself and mop up the
remains in a short time, with a minimum of
effort and loss. This theory had the added
advantage of meaning that no French general
could ever again be sacked for ordering men to
their deaths.

Actually, even by 1918 standards, the "contin-
uous front”" theory was out of date. Perhaps in
1915 or 1916 it had some wvalidity, but by
1918 two technigques had been evolved which
had both demonstrated their ability to break
the deadlock of the trenches: tanks and
infiltration tactics.

Tanks, a mechanical solution to a mechanically
viewed problem, were essentially armored,
mobile gun platforms. They could resist the
fire of machine guns, the infantry killer par
excellance, and carry their own machine guns
forward to the point where they could reach
the enemy’s infantry. The French quickly
adopted the idea of the tank from the British
and used swarms of them in their 1918 drives,
against an already beaten enemy. The tech-
nique seemed an aberration, however, since
even in 1918 German anti-tank arms had been
able to knock out tanks,

Infiltration tactics, a "'philosophical’’ solution
to a philosophically viewed problem, were a
German invention. Essentially they entailed
short, furious bombardments followed by ra-
pid infantry attacks which attempted to avoid
any strong points. The troops would move
forward as best they could and leave the strong
points to be mopped up by troops in the rear.
The Germans used these with great success
during the early part of 1918, nearly winning
the war in the process. “‘Nearly’’ is, of course,
the key to all this. They HAD failed to break
the front, ergo the front was unbreakable. The
logic was impeccable and the French generals
ate it up. MNeither tanks nor infiltration tactics
could break the continuous front.

Having decided that the continuous front was
the way to do it, the French inevitably moved

one step further: it earthworks and barbed
wire were virtually impregnable, then how
much more so would a reinforced concrete and
stee| fortified zone be?

The seeds of the Maginot Line had been sown.

The Maginot Line: The French have always
been among the most accomplished fortifica-
tion experts in the West. From Vauban in the
Seventeenth Century onwards, their fortifica-
tions engineers were among the most talented
in Europe. As the concept of the “continuous
front” took hold of the imaginations of the
French High Command and people, inevitably
the possibilities inherent in an extensive, deep,
heavily fortified defensive zone lying
Germany's main invasion route into France
became mare attractive. This would be ""con-
tinuous front” on a grand scale and with a
vengeance. No German Army could possibly
break through with sufficient force as to resist
well delivered, swift counter attacks from
mobile reserve forces

dCross

Thus it was that in the late 1920's and early
1930's the Maginot Line — named after a
minister of war who lost an arm at Verdun in
1916 — captured the imagination and pocket-
book of the French nation.

The basic concept was not as regressive as it at
first seems. The fortified zone was not con-
sidered impregnable, merely difficult to pene-
trate. Mobile forces held behind the line — in
fact it was a fortified “zone’" and not a line —
would be able to contain any German break-
through which might occur (though such were
considered to be unlikely) and would form the
basis for an eventual advance into Germany,
after the Germans had exhausted themselves

Ideally a defensive zrone extending from Swit-
zerland right across Europe to the sea would
have perfectly sealed the country insofar as
the "continuous front” theorists were con-
cerned — but France could not afford the price
in either money or manpower. As a result the
main defensive sectors were along the Lorraine
frontier with Germany, roughly from Stras
bourg to the Ardennes. The Rhine frontier was
held by reconstructed German forts of pre-
1914 vintage reinforced with some new posi-
tions, the river being considered a sufficient
obstacle to any serious German advance. From
the Ardennes to the sea there were the older
fortified cities of Lille and Maubuege, though
these positons were not reconstructed. Other-
wise there was little in the way.

Could the French have succeeded in extending
the Maginot Line to the sea? Probably not.
The line as built cost some seven billion



{7,000,000,000) francs, a portion of that cost
being due to the rampant inflation plaguing
France — and the world — at the time. To
cover the additional 240 miles ot frontier from
Montemedy to the MNorth Sea near Dunkirk
would probably have more or less doubled the
cost, even considering the considerably easier
terrain the work would be done in. Boughly,
the 87 miles actually built cost 80.5 million
francs per mile. The actual investment in
fartifications for the other, longer, portion of
the frontier was but 292 million francs — the
cost of 3.6 miles of Maginot position.

Quite aside from the financial considerations
there were questions of manpower which
militated against any extension of the line to
the sea. France was already short of manpower
and any scheme of fortification on such a
grand scale would have depleted her manpower
reserves significantly. 1t must be borne in mind
that in addition to manning the positions in
the fortified zones, France had also to estab-
lish reserve mobile striking forces — just in
case. Hence, unlike the wall of China, the wall
of France could not completely cover the
threatened sectors,

As built, the Maginot Line was a wonder 1o
behold. Every position was carefully prepared
after consideration of natural cover, suitability
ot observation, maximum arc ot useful fire
with minimal obstacles and dead ground,
general suitability of the terrain for the con-
struction of field fortifications and anti-tank
obstacles, suitability of the terrain for the
canstruction of hard surfaced roads for the
rapid — and secret — transfer of reserves, and
general all-round usefulness. Virtually every
thing was concealed below ground, and all
fortresses were gas tight — just in case.
Positions were mutually supporting yet cap-
ahle of independent operation for an extended
period. The entire system was linked together
by an extensive series of subways and under-
ground communications tunnels. Finally, the
entire position was from five to ten miles deep,
depending upon the sector, though the main
line of defense only began between four and
six miles from the frontier

Due to the overwhelming expense one vital
area of the Lorraine frontier was but lightly
fortified. Between Saarguimines and Bouzon-
ville was the Sarre Gap, some 30-35 miles of
virtually unfortified positions, though plans
did exist to flood several areas utilizing the
Saare River and France's extensive canal sys-
tern,

There seems but little question that, consider
ing what the French expected, the Maginot
Line would have been virtually impregnable.
The heavily fortitied zone would have made it
virtually impossible for the Germans to pene-
trate it to any significant extent before the
mobile reserve forces behind it would have
been able to move up and deliver a telling and
deadly blow. Untortunately, what the French
expected and what the Germans intended were
not precisely the same.

The Development of Mobile Warfare: It is a
widely held misconception that the French
Army al the beginning of World War 1l did not
believe in 'mobile’ or tank warfare, but rather
in "positional” warfare, Actually, nothing
could be further from the truth. In point of
fact, France had accepted the tank since the
end of the First World War, when it had
proven able to help the infantry break loose
from the stranglehold of the trenches and
restore a measure of movement to the war. In
1940 France had slightly more tanks than the
Germans, though many of these were obsolete.
Certainly the French believed in a "maobile’
war as well — they certainly did not want to
repeat 1914-1918 again. As early as 1927
when asked what France would do if the
Germans, instead of attacking the Maginot
Line, went through Belgium again, Marshall
Petain replied "We must go into Belgium.”
France believed in, and was willing to accept, a
mobile battle in open country. Why the
misconceptions? Primarily because what the
French meant by "“mobile warfare” was not
the same as what the Germans meant by the
phrase. And what the French thought were the
proper ways to employ tanks was not what the
Gerrmans thought.

When the French Army thought in terms of
“mobile warfare” they thought of 1918 or
even 1914: relatively rapid advances by leg
infantry. Tanks would be used as in 1918: to
break loase the infantrymen from particularly
tough resistance By the mid-1930°s, of course,
Hitler had sided witn people like Guderian: the
tank — whose main asset was its high mobility
and relatively great firepower — would, in
combination with the old World War | infiltra-
tion tactics, move rapjdly ahead of the plod-
ding infantry, slipping through gaps in the
enemy position and disrupting his communica
tions, supply lines, and retreat. Eventually, the
French caught on too. Indeed, one French-
man, Charles DeGaulle, had been a very early
theorist of mobile tank warfare and Guderian
admitted his debt to DeGaulle. DeGaulle and
Guderian were both colonels in the 1830's,
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adjustments had been made in equipment,
with additional anti-aircraft guns being as
signed, anti-tank guns making their appear-
ance, and odds and ends |like a new model of
the Lebel rifle. Training had also not moved
ahead particularly, although the problems of
“tank busting” had been taken into considera-
tion. Of course, these changes had not always
been for the best and, in the areas of equip-
ment, there were frequently shortages so that
one or two divisions did not have any anti-tank
guns when the war broke out. All in all, the
French infantry in 1940 was pretty well
prepared — for 1918, Unfortunately, circum-
stances had changed between 1918 and 1939
and a 1918 army was no longer what was
needed.

This is not to say that the German infantry in
1940 was very much different from that of
1918 either. Though some improvements had
been made in weaponry, and the supply of
certain types of equipment was somewhat
more generous, the German infantryman of
1940 was not unlike his counterpart in the
stosstruppen in 1918,

On the other hand, the Germans did have
something unigue in the world at the time: an
effective mobile force. While this was by no

means a perfect weapon system — indeed its
significant flaws would only emerge as the
Allies became more proficient — it was con-

siderably superior to anything anyone else had.
So superior, in fact, that the Germans would
probably have won the Campaign of 1940 no
matter what plan they followed or what the
French did.

11l. The French Air Force. Until 1933 the
French Air Force had been a part of the Army.
In that year it was made an independent and
coequal arm of defense. As in all air forces,
there existed a serious split between the
Douhet — "air power will render all other arms
useless’”” — theory and those who believed that
the Air Force should remain as an adjunct to
the ground forces. As usual, the voices of
compromise went unheeded. Actually, this
quarrel — which went far towards creating
effective air forces in nations such as Britain
and the United States — neglected one of the
maost important aspects of the entire problem,
In order to be effective, whether as a strategic
striking force or army cooperation force, an air
force needs aircraft. And to build aircraft an
aviation industry is needed.

The French Aviation Industry: Between 19034
and 1938 France spent roughly 22.8 percent
of her defense budget — exclusive of the

11

Maginot Line expenses — on her Air Force.
For this enormous investment she received
relatively little.

In France, aircraft production was still not on
an assembly line basis, as it was in most other
countries. Aircraft can be mass produced like
automobiles: they do not have to be hand-
crafted with the same kind of tender loving
care that goes into ship or locomotive con-
struction. Unfortunately, this hand-crafting
was more or less what was going on in France
during the 1930's,

In addition, relatively little capital investment
— tools, dies, plants, and so forth — had been
made in the French aviation industry after
World War |, Thus the rather ludicrous spec-
tacle of France, one of the major economic
powers of the world, producing but 35 aircraft
a month at a time when Italy, far and away a
poorer country with a very weak industrial
base, was turning out 200. In the mid-1930's,
when the French began to get their heads
together and look over their defense industries,
aircraft production actually dropped for a
time, due partially to the inevitable loss in
production resulting from tooling up, and
partially to the considerable confusian which
resulted from the nationalization of the air-
craft industry.

Thus, on the eve of the war in 1937 France
produced only some 600 aircraft though in
theory she could have produced 1,000. In the
same year the ltalians produced about 1,200
and the Germans something like 4,000! Nor
was this all.

Because of the rampant confusion in the
French aviation industry the unit cost for
aircraft in France — aircraft in no way com-
parable to their foreign counterparts — was
considerably higher. Thus, one of France’s best
fighters, the Morane MS.406, cost some
969,000 francs as against the much more
efficient Hurricane's 1,247,000 francs. In ad-
dition, the Hurricane was in service nearly two
years earlier than the MS, 406,

Curiously, if the French had moved to
improve their industry just a short time befare
they actually did, their IA-II" Force would have
been considerably more powerful than it was
in reality. During the entire Campaign of 1940
the French Air Force actually increased in size
as new lots of, for example, the D520 fighter
were delivered. There were more of these
modern aircraft in service at the end of the
campaign than at the beginning. There was, in
fact, nothing wrong with France's aviation
industry that a good dose of Government



EQUIPMENT AVAILABLE: THE BATTLE FOR FRANCE

SPRING 1940 Notes: As can readily be seen the Germans
had a significant quantitative superiority
Class French Army British Army German Army Dutch Army Belgian Army in terms of artillery pieces over the com-
bined British and French arsenals. It
MG 153,700 11,000 147,700 3400 3600 should be noted, further, that some 60
percent of the French machine guns were
Mortars 8000 8000 6796 144 2268 in reality automatic rifles, thus giving the
Germans the edge in this category as well.
A/T Guns 7800 e 12520 o8 T The figures for %Mz&ma_\ and m___m.manm repre-
Field Guns 8265 880 15,969 192 390 sent total available equipment, whife those
for the British represent that equipment
Heavy Guns 3931 310 2900 242 152 actually sent to France before and during
the campaign, and in most cases lost there.
AA Guns 3921 500 8700 182 600 Figures for the Dutch army include mate-
rial in her colonies (10-20%).
Tanks 3437 580 3227 - -

1940: ARMORED FIGHTING VEHICLES

# FRENCH 4

Type R35 H35 H39 FT17 S35 AMR AMC
Weight (tons)  10.8 125 13.2 14 22 35 74 22 7.8 16
Gun (mm) 37 37 37 37 47 47/75 37 a7 25 47
Armor (mm) 45 34 45 40 40 60 22 55 13 40
Crew 2 2 2 2 3 4 2 3 2 3
Speed (MPH) 11.8 175 225 14 14 18 5 25 31 25

HP/Wt 7.6 6 9.1 6.5 6.8 10.8 5.2 B.6 10.5 11.2
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( COST OF UNITS VS. COST OF MAGINOT LINE

Uni Cost of Number of units available
it Ot o for expense of Maginot Line:
unit in
F1,000,000 per mile for whole
Motarize
one division
100% trucks 78.75 1.02 88.74
80% trucks
20% tracked 1155 .70 60.9
Divisions:
Infantry
(mobile) 175 46 40.02
Armor 280 .29 25.23
Aircraft:
Fighters N 115.1 10,0131
Bombers — Med. 2.187 36.8 3201.6
Bombers — Hvy. 3.937 205 1783.5
The Maginot Line extended for 87 miles, explained. First, and most important,
and cost approximately F.7,000,000,000, there is no guarantee that if the Maginot
or 80.6 million francs per mile. It is Line had not been built the funds would
possible, with certain qualifications, to have been redirected to other military
measure this cost in comparison to the itemns,; in fact, the French attitudes and the
possible costs of other types of military political implications of the act would
units or usage. seem to preclude any such allocation,
although the exact amount which would
These extrapolations are very simplistic, have been allocated is obviously not deter-
and assume certain items that must be minable.

scrutiny could not have cured. That that
scrutiny was late in coming sealed the fate of
the French Air Force.

Organization, Training, and Equipment: [here
is actually not much that can be said about the
organization, training, and eguipment of the
French Air Force. Air Forces have displayed a
marked tendency to copy from each other and
the French Air Force was not very different in
organization or training than most other air
forces, with the notable exception of the
Luftwaffe. The big hole in training and organ-
ization was in army cooperation.

Though the French Air Force had originated,
and existed for twenty years or so, as part of
the French Army it had not developed any
effective liaison with that army. Thus, corps
and armored divisions were supposed to be
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assigned Air Force reconnaissance aircraft yet
most such units lacked such support, and dive
bombing was an unheard of technigue, at least
in the Air Force,

Then, of course, there were serious problems
of status and morale between the two services
— just as existed (and still exist) everywhere
else. The French Army did not think of the
Air Force as a decisive arm. On a number of
occasions during the 1940 campaign Air Force
commanders would place their aircraft at the
disposal of the Army, only to find themselves
sitting around waiting for orders which never
came, On the other hand, of course, the Air
Force — like all air forces everywhere — was
extremely status conscious, being the junior
service, and suffering from something of an
inferiority complex in dealing with the older
services. This does not seem to have adversely



Second, there is the questionable ability
of French industry to meet the demands
of certain of these products. The heavy
bombers could not have been produced at
this time anywhere (the Short Stirling
started coming off the assembly line in
late 1940, the B-17 not until late 1941).
The French automotive industry could
never have supplied even the replacement
vehicles in peacetime if 90 divisions were
to be made mobile; this could only be
solved by imports, which would have been
politically untenable, and wreaked hell
with France’s already poor balance of
payments situation. In virtually all indus-
tries, enormous expansion would have to
be undertaken, but this would be offset by
a lower per unit cost achieved in mass
production.

Third was the manpower problem, one
of people-poor France's major difficulties.
By drafting all available, fit men of the
proper age, and strong utilization of
females in industry, they probably could
have raised another million men, enough
to fill the ranks, and support, the pro-
posed extra 40 mobile infantry divisions.
This would have been somewhat vulner-
able to large losses, and the French would
have been forced to break up divisions for
men early in the campaign. Most impor-
tantly, no matter how much or where, the
maoney would not have been spent on only
one of the items, but rather on a mixture.
For instance, they could have motorized
about one-half the infantry divisions (45),
added ten armored divisions, and
expanded the Armee de I'Air by 71000

fighters and 500 medium (two-engine)
bombers.

In detail each of the items must be
examined, and fully explained. The motor-
ization of the army (100% trucks) would
have been a simple matter, but in view of
the poor use the French made of what
they already had (due to poor tactical
doctrine and incredibly poor supply orga-
nization) there would have to be more
than the material on hand to change the
situation, however, it is possible that the
more common use of motorization might
have corrected many of these faults. The
use of tracked wvehicles, combined with
one tank batallion (of which the French
had 33 available), could have resulted in
an armored infantry division much more
effective than the DCRs and DLMs avail-
able. The increase in number of divisions is
of guestionable value after a certain point,
although some could have been useful;
improvement in quality of existing organi-
zations would seem to be more important.
The figures for aircraft ignore one impor-
tant factor: the ground support element
and training of pilots can cost from five to
ten times the cost of the aircraft; aircraft
are very expensive to maintain and it is
unlikely that any thing short of a full-
fledged air program would yield an impor-
tant result.

Analyzing cost figures is an extremely
sensitive job: the figures as shown lie by
omission, and it should always be con-
sidered to what extent the pure economics
of it is influenced by other areas.

by John Young

influenced the 1940 campaign but represents
an interesting historigraphical problem: would
Army-Air Force cooperation been better if the
Air Force had not been separated from the
Army in 1933, or would it have been better if
the Air Force had been created during or
shortly after World War 17

In terms of equipment the French Air Force
was behind all the other major powers, in-
cluding ltaly — though that power had had a
bit of bad luck in continuing the production of
the obsolete bi-plane fighter.,

Only by retaining considerable numbers of
obsolete aircraft on the active list was France
able to muster 1,350 aircraft in 1938. Of these
only some 500-600 were what might be
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termed “first line."" The rest were outdated, to
say the least. The best bombers the French
had were American, as was one of their better
fighters. None of these was more than fair-to-
middling when compared with Luftwaffe, or
even RAF aircraft, and the bulk of French
equipment was often of a still lower standard
than that!

The curious thing about all of this is, however,
that the French Air Force, for all its faults, put
up a pretty good fight. It is difficult to say
what motivates men to fight well under ad-
verse circumstances, yvet the case of the French
Air Force during the 1940 campaign is an
excellent example of precisely this. Though
outnumbered and outclassed, the French Air
Force did a credible job.



STRENGTH OF PANZER DIVISIONS: May 1940

Division Infantry Artillery Other Tanks

(AFV) Battalions Battalions Battalions | I 111 v 38 AC
1(251) 2 3 M 30 100 65 56 - 56
2{251) 4 o - 30 100 65 56 — 56
3(280) 2 . 2 M 109 122 3 18 - 56
4(340) 4 2 M 160 107 M4 32 - 56
5(310) 4 2 R.AE 140 110 36 24 - 56
6(202) 3 2 o 10 40 2 - 132 56
7(202) 4 2 M 10 40 20 - 132 56
8(202) 3 2 1] 0 40 20 - 132 56
9(213) 4 2 M,AE 100 75 20 18 - 56
10(251) 4 2 E 30 100 65 B5 - 56

M = motoreycle; R = reconnaissance; A = anti-tank; E = engineer,
Mo two panzer divisions had the same organization.
AFV: Armored Fighting Tracked Vehicles.

AC: Armored Cars

RELATIVE MOBILITY OF
ALLIED TANKS, 1939-194

Class French
Types

| H39,535 AMC,AMR2
H35,FCM36,D2,B1

mn FT17,2C,R35

Notes: The tanks are placed in classes
based upon their relative mobility. (All
German AFV were Mobility Class I.)
Mobility Class |l are vehicles somewhat
slower than Class [, while Mobility Class
{1l are more or less immobile monsters.
The Germans had 2182 modern tanks (Pz
i, 11, 1V, and 38) plus 1045 more or less
obsolete, though still speedy, Pz [I%s.
Deployment: the French put 307 Class Il
and 1408 Class Il vehicles in 33 non-
divisional tank units; all Class | and 724
Class Il vehicles went into divisional tank

0

T

British
No. Types No.
921 McCloyd, V6 334
1031 A9A.70 156
1485 "I, Matilda 100
units; the remaining 77 vehicles were

obsolete ones retained in reserve and
eventually utilized. Virtually all the Ger-
man tanks were in the ten Panzer Divi-
sions. The British deployed 156 Class I/
and 124 Class | (and 30 Armored Cars) in
their 1st Armored Division; 56 Class |
tanks in each of two Reconaissance Bdes,
100 Class 11l and 14 Class I vehicles in the
1st Army Tank Bde; and 84 Class | {and
38 Armored Cars) in four independent
Cavalry Regiments.
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1V. The Allies.

Of the approximately 140 divisions confront-
ing the Germans in the West in the Spring of
1940, about ten were Dutch, twenty-two
Belgian, and ten British. Of these forces the
most formidable were, of course, the British,
but the others were forces to be reckoned with
even if they did not reach the scale of
importance of the French, or even the British,

The Dutch Forces: The Dutch Army was not
particularly powerful, nor well trained, nor
well equipped. Holland had not fought a real
war 150 wyears, the only things
occuring during that period being on the
nature of colonial ventures or serious civil
disorders, as was the case during the Belgian
War for Independence (1830). Not surprisingly
the Dutch treated their Armed Forces to a
considerably amount of “benign neglect.” On
the whole the Dutch seriously believed that
they would be left alone in the event of
another war and were quite ill-prepared. Hol
land’s ten divisions were considered an incon-
venience by the Germans, not a threat; her
fortifications a hindrance, not an obstacle

in nearly

The Belgian Forces: |f the Dutch were not
considered a serious prablem by the Germans,
the Belgians were another story. They had 20
infantry and two cavalry divisions, and were at
least as well prepared for war — albeit 1918
style — as the French. Experience in World
War | had shown the Belgians to be a tenacious
foe and no differences were to be expected in
1940.

The Belgians had been allied with France until
1936, when the new king, Leopold, had ended
the alliance to trust in “neutrality.”” Still, the
long influence of the French told and the
Belgian Army held to the “continuous front”
theory as faithfully as did the French. The
Belgians even had their own fortifications in
imitation of the Maginot Line

The area between the “impassable” Ardennes
and the Dutch frontier was heavily fortified,
using a combination of newly constructed
position plus the remnants of the defenses of
1914, particularly in the vicinity of Liege. One
of the more vital links in this position was the
fort of Eban Emael, which protected the
northwestern approaches to Liege, through
Holland. 1t was, in fact, “impregnable” to
infantry attack. Unfortunately, the Germans
did not attack it in the traditional way. Hitler,
in addition to showing an interest in mobile
warfare, had been also interested in the pos
sibilities inherent in the use of airborne troops.
Both the Dutch and the Belgians would be
surprised by this "'secret weapon.”
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In general, Belgian organization, training, and
equipment was not unlike that of France, and
it would seerm that the Belgians were no less
efficient than their friends. What the Belgians
lacked — as did the French — was resolute,
firm leadership.

The British Expeditionary Force: Man for
man, or perhaps division for division, the BEF
was probably the most formidable of all the
tforces in the 1940 campaign. Unlike the
German or French armies, the entire British
Army was fully motorized and actually had
higher scales of equipment than either of these
forces. Thus, while only about 10 percent the
size of the French Army, the British Army had
the same number of mortars, 20 percent of the
AFV's, and slightly more than 10 percent of
the field artillery. In general, however, the
British were no better prepared by their
training or organization than were the French:
basically, they were ready to fight 1918 all
over again. To be sure, the total motorization
of the force was a significant progressive step
but it had not come accompanied by the
mobile tactics so long advocated in Britain by
men like Liddel Hart. However, and an im-
portant “however,” within the British Army,
particularly in the tank forces, were a number
of officers who had a considerably fuller
understanding of the possibilities of armored
warfare than anyone else on the Allied side.
These would prove a boon when things tended
to get rough. Though not perfect, the British
Expeditionary Force was a damned sight bet-
ter prepared than the French,

The most important aspect of British participa-
tion in this campaign was not, however, their
land forces, but rather their air forces. The
RAF was definitely the superior of the Armee
de I'Air in just about every category and was
more or less able to meet the Luftwaffe on
equal terms, with roughly equal aircraft,
though a large portion of the RAF contingent
was composed of obsolescent aircraft, which
would prove virtual death traps in combat.

Only Britain, of the two Allied powers
possessed an air force ot consequence and it
was more conseguential than the French Air
Force itself. Taken as a whole the British
Expeditionary Force was by far the most
effective, most well-balanced Allied contin-
gent, at least in terms of equipment: British
generals do not seem to have been any less
obsessed by World War | than French ones.

V. Planning and Preparing for War, 1935-1940.

Hitlerian Germany began open rearmament in
1935. Though many political leaders urged
action, the French Government and High
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AIR ORDER OF BATTLE AND _
RELATIVE AIRCRAFT EFFECTIVENESS
10 MAY 1940
German British French
Class Kind Type Quantity | Type Quantity | Type Quantity
i Ftr Me 109 1016 Hurricane 80 De 520 25
Bmr Do 17) gag LeO45 60
Ju 88
n Ftr Me 110 248 MB 151
MB 152
MS 406 675
P-36
Po 631
Bmr He 111 480 Battle Bloch 1?4}
Blenheim] 250 mB131 § %0
Tac Bloch 210
Bre 691 } 100
DBmr Ju 87 324 Ln40 50
M Fr Gladiator 20 |
Bmr Po 54
Am 143 } 35
Tac Hs 123 42 Lysander 100 Po 63 300
Notes: Aircraft are here classified according to relative effectiveness. Class | aircraft are
the first class machines which, in the case of Britain and Germany, served through the
entire war effectively; Class || are aircraft capable of service but which had to be used
with a considerable amount of care if Class | types were about; Class 11l machines could
cause some damage if unopposed but were in fact obsolete aircraft and extremely unsafe

to operate against even Class Il fighters. Abbreviations of type: Ftr = fighter; Bmr =

| bomber; Tac = tactical support aircraft; DBmr = dive bomber.
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superior aircraft. Thus, in their calculations the
French High Command never seem to have
noted the strength of the RAF, yet assumed
that Germany had 14-16,000 aircraft! After
the victory over Poland this vaunted air super-
iority became more entrenched — though at
this point with considerably more reason, for
by now the Luftwaffe was, at least marginally,
superior to both the Armee de I'Air and the
RAF in both quantity and quality.

The precise reasons behind the considerable
lengths to which the French High Command
went to deceive its government are not clear. It
was charged — in the midst of defeat — that
treason was afoot but the suggestions seem
rather questionable from the present vantage.
It may, however, be possible that the French
Armed Forces — dominated by the Army —
felt that any military action against Germany
before France was fully “ready’ would be ill
advised., And France would not be 'ready”
before 1941, when the final stages of re-
armament programs of 1936-1937 would have
been reached. This would certainly seem the
most plausible explanation, though it is also
certain that the inactivity of the French during
the late summer of 1939 is totally inexpli-
cable,

To be sure, France had not acted during the
Czech crises of 1938 and 1939, though the
Czechs had some 30-odd well eguipped and
effective divisions. But then circumstances
were somewhat different. For one thing, it was
"peace” and neither France nor Britain wanted
the onus of having “'caused”’ the war to be cast
upon their shoulders. For another, many sin-
cere people in both countries felt that the
Sudeten Germans did, in fact, want to be part
of Germany. Needless to say this was absolute-
ly true, The Sudetenland had been forcibly
incorporated into Czechoslovakia in 1919 to
provide that nation with a “strategic frontier”
against Germany. Somehow it seemed wrong
to apply the principle of "self-determination
of pecples” only to one's friends — though it
did not seem wrong to deny it to the Arabs,
Algerians, Indians, and Africans.

At any rate, during all the earlier crises, right
down to the Czech Crisis of 1939, France
expressed no desire to act unless Britain
committed herself fully. Britain would not do
so beyond “'the Royal Navy and maybe a
couple of divisions,” so France did not act.
Perhaps if Albert, King of the Belgians had
been still about he would have cooperated, as
he did in the 1920's, but his son was of
different timber.
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Getting back to the military situation in
September of 1939, however, we find no such
problems. Both France and Britain were def-
initely at war with Germany and their ally,
Poland, was in desperate need of succor as
blitzkrieg was unleashed for the first time. A
swift Allied advance to the Rhine was reason-
able to have expected and, indeed, many
Germans felt it to be inevitable. Yet, inexpli-
cably, it did not occur.

Assigned to defending the Rhine frontier with
France and the Rhineland provinces, were
some 46 German infantry divisions, all but
eleven of them being composed of reservists,
replacements, Landwehr, and trainees. Among
them was not a single tank, only some 300
non-divisional artillery pieces, and scarcely an
airplane to be had. On the date the French
completed mobilization, 4 September, they
had 40 divisions in position opposing only 17
of the still assembling Germans. By the end of
September there were some 70 French and
two British divisions available, with over 3,000
tanks, 1,600 pieces of non-divisional artillery,
nearly a thousand fighters, and over 700
bombers., The expected invasion of Germany
never materialized however. Why?

The answer will forever lie buried with the
principals involved but certain points are evi-
dent. For example, neither the RAF nor the
French Air Force wanted to get involved until
they were better prepared for action. Indeed,
it would seem that the Allies were, at this
point, more interested in averting defeat than
in achieving victory. Significantly in both
London and Paris there sat the governments of
appeasement. Mare significantly, both Britain
and France had made strenuous last minute
efforts to get Poland to reconsider her position
vis-avis Danzig and the Polish Corrider! In-
deed, it was anly with the advent of Churchill
that British attitudes changed from viewing the
war as an essentially balance-of-power conflict
to that of the survival of nations.

Whatever the causes of the Allied inactivity
during 1939, the lack of resolution proved to
be anything but transitory, as their prepara-
tions for operations in 1940 — when the whole
weight of the German Armed Forces would be
available against them — clearly demonstrate.

Evolution of Two Plans: With the subjugation
of Poland, and the resultant transfer to the
West of enormous German forces, the Allies
began to prepare to meet what appeared to be
an inevitable German offensive. This, in itself,
is a key to their state of mind at this time:
they prepared to meet a German offensive, not
to take some positive action of their own.



Assuming the Germans would be foolish
enough to attack the Maginot Line, the Allies
calculated that they had nothing to worry
about, The basic concept of the line seemed
sound and with available mobile forces any
breakthrough would have been rather handily
repulsed by these, The assumption was, how-
ever, that the Germans would not be so
cooperative as to take on the Maginot Line.
Therefore there was but one other thing they
could do: invade Belgium, and perhaps Hol-
land as well. As early as 1927 Marshal Petain
had set up the basic outline for such an
eventuality when he noted, "We must go into
Belgium™ and the Allies fully intended to go
into Belgium.

Going into Belgium had several advantages for
the Allies, as opposed to waiting for the
Germans on the frontiers of France. For one
thing it kept the fighting as far from France's
vital industrialized northern provinces as pos
sible. For another it shortened their front
somewhat and enabled them to add the 22
Belgain divisions to their order of battle. The
main disadvantage was that it thrust them very
far forward and out of the way should the
Germans drive through the Ardennes, but that
was unlikely, for Marshal Petain had once
noted that the Ardennes was impassable to
armared forces. Of course the old marshal had
added, "If adequately defended,” but that part
seems to have been ignored. At any rate it was
into Belgium that the Allies intended to go if
the Germans did. But how far?

This presented a serious problem, for there
were two schools of thought on the matter:
one held that an advance as far forward as
possible was desirable, while the other held
that the advance should only be limited to
improving the basic Allied defensive position.
In the end, both plans were adopted, the
former becoming the D, or Dyle, Plan for the
small river east of Brussels which was its
object, and the latter the E, or Escaut, Plan,
named after the rather larger river in western
Belgium which would be its objective. A
proposal to advance to the Meuse-Albert Ca-
nal, only a few miles from the German-
Belgium frontier was scrapped as being far too
daring. The Belgians, on their part had already
decided to make the Dyle their main line of
resistance, and the Meuse Albert Canal posi-
tion an outpost line only.

In the end Plan D was adopted, with Plan E
held in the backs of everyone's minds should
they have to retreat. There were a number of
reasons for this. Plan D permitted the Allies to
cover Brussels and Antwerp, the latter desirable
as a supply port for the BEF. It also seemed
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likely that the Belgians would fight east of
Brussels, rather than give up the city without a
fight. By advancing to join them, a decisive
battle might be brought about very early in the
campaign. Then too, there was the problem of
Halland. The Schlieffen Plan of 1914 fame had
initially envisioned a German advance into that
country, but this was later dropped. The Allies
were laboring under the misconception that
the Germans intended to use this plan again in
1940 and that Holland might therefore have to
be aided as well. In this case, in addition to
aiding Holland, the defense of Antwerp would
be furthered by the occupation of portions of
the southern Netherlands and of the islands of
the Scheldt estuary. Thus, these areas were
added to the Dyle Plan. Needless to say, the
Escaut Plan provided none of these advantages,
though it was considerably less audacious.

Looking backward, it seems more in keeping
with the general lack of resolution on the part
of the Allied High Command if they had opted
for Plan E, rather than the somewhat daring
Plan D, which would have required energetic,
heroic leadership to bring off.

Both plans, E and D, -were based upon one
faulty assumption, however. This was that the
Germans intended to repeat the Schlieffen
Plan of 1914, Nothing was further from the
truth.

The Germans had entirely rejected the Schljef
fen Plan as unworkable, considering that it had
failled once and that the Allies would have
some idea of how it was supposed to work
The plan devised by their Army High Com-
mand, though often termed a variant of the
Schlieffen Plan, had very little resemblence to
that remarkable operation. The OKH plan
envisioned merely the occupation of Belgium,
Holland, and France north of the Aisne and
Somme, not the total encirclement and des
truction of the Allied armies somewhere in the
vicinity of Paris, as Schlieffen had envisioned.
To implement this, a very strong drive was to
be made across Helland and northern Belgium
towards the Somme, pushing the Allies into
the south of France. It was a conservative plan,
but one which was extremely realistic and, as
will be demonstrated later, one which con-
tained some interesting potentialities.

Even as the plan was being completed, how-
ever, it was being guestioned by everyone from
Hitler himseif on down to various staff of
ficers. One of these, Erich von Manstein, drew
up some general proposals for an entirely
different operation, based on an advance
through the Ardennes towards the sea, with
the intention of cutting off the northern
portion of the Allied forces. Hitler was let in



on this, liked it and passed in on to OKH,
which adopted it as its own, after some
recrimination and a bit of moditication. The
driving force in this change of plan was Hitler,
a point too readily forgotten in the light of his
later "“failures’ as a military commander.

This was the plan adopted by the Germans: a
diversionary advance into Holland and MNorth
Belgium, to lure the main Allied forces as far
north as possible, and a main thrust toward the
“impassable’”  Ardennes, using armored and
mobile forces, with infantry to follow it up.
To make sure that it would work, the entire
Ardennes road movement was war-gamed out
several times in advance, just to be on the safe
side.

Thus, on the eve of the German offensive, a
vague Allied plan of operations — vague in that
it failed to outline what the Allies intended to
do after reaching the Dyle — was about to be
tested against a clearly stated, and carefully
considered German plan.

V1. The Campaign of 1940.

In general, the Germans were fully prepared
for the operations which they launched on 10
May 1940 They achieved their victory within
ten days: after that it was all mopping up and
consclidation. The Allies, on the other hand,
were considerably less well prepared, both
materially and psychologically., The psycho-
logical tailings were primarily contfined to the
higher levels of the respective Allied forces
the men were, with few exceptions, ready
willing, and able 1o put up ferocious resistance
when callegd upon to do so. Their superiors,
however, were uncertain as to precisely what
they were 1o do. When Gamelin Allied
commander in chief — was informed of the
German invasion of Belgium his reaction to
Allied theater commander Georges' "It is the
Dyle scheme then,” was a laconic, ""What else
can we du?”’

The Allies theretore went forward at full tilt,
towards a position which most of their un-
motorized infantry had great ditficulty
reaching, though the motorized forces had no
problems at all. 'n some cases the Germans had
gotten there first inthe form of reconnaissance
or long range patrol units. The Allies needed
perhaps five days to consolidate the Dyle
position; they had barely two. Meanwhile, of
course, the main German thrust was further
south on the Meuse near the historic city of
Sedan

The front at Sedan was held by a handful of
second-line reserve divisions and a pitiful col-
lection of light tield fortifications During the
winter of 1939-1940 substantial line of
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concrete and earth fieid fortifications had been
projected to stretch from the end of the
Maginot Line to the North Sea but the
extreme severity of the winter had prevented
serious construction efforts and only very late
had any real work been done. In the Sedan
sector virtually nothing had been done. Of
course, the Ardennes and the Meuse were
considered sufficient obstacles as to prevent
any German advance, and Petain had said that
the forest was impassable, so there was no felt
threat in this sector. To defend the Ardennes
was the task of a Belgian light intantry division
plus some French and Belgian horsed and
mechanized cavalry. But their exact assign-
ment was to impede the German advance
through demalitions and to avoid combat. The
initial Belgian demolitions actually slowed up
the French more than the Germans. What
would have been the case if the Belgians, and
later the French, had offered serious resistence
is @ moot point, but a provable possibility
exists that the German drive might have been
seriously delayed. One Belgian battalion failed
to get the orders to fall back and resisted
bitterly, delaying the German advance in its
sector for fully a day or so.

Whatever the case, by the fourth day of the
campaign the Germans were over the Meuse in
strength and France's only available counter-
attack force, comprising an armored and a
motorized intantry division, with one cavalry
and o fine regular infantry division, had been
frittered away in holding positions in an arc
over 30 kilometers long, 1o prevent Germans
from infiltrating to the Aisne. From then on it
was all down hill,

As the German forces in northern Belgium
kept up the pressure, their panzers in southern
Belgium, along the French frontier, drove
steadily westward. On 18 May, roughly four
days after the Meuse had been pierced in
strength, they were on the Somme near St
Quentin, two days later at Abbeville on the
sea, The northern group of armies was com-
pletely isolated from the rest of France and
only feeble counterattacks were undertaken to
break out.

The sturdiest of these, the British counter-
attack at Arras and DeGaulle’'s armored attacks
from the south, were gventually inflated into
tremendous victories which failed but for the
lack of sufficient reserves to follow up. In fact,
neither operation seriously discomforted the
Germans once they determined their actual
extent

The rest of the campaign was essentially
anti-climatic. The high romance and heroism
of Dunkirk, the ferocious defense of the



Notes: The basic intent of this table is to
demanstrate that German losses during the
six weeks long campaign in France were in
fact roughly egual to their losses during
the first six weeks of fighting in Russia a
year later. Not shown are figures for Allied
and Russian casualties for this period,
since they are unavailable. The French,
however, seem to have lost some 500,000
men prior to their surrender (KWP).

Russian losses, as nearly as can be deter-
mined, ran to at least 750,000. Thus, the
French, with but 66 percent of the casual-
ties suffered by the Russians, inflicted

GERMAN LOSSES COMPARED: FRANCE VS. RUSSIA - SIX WEEKS OF EACH CAMPAIGN

In France In Russia % Ratio

Divisions 122 134 91.0

Casualties 155,000 213,000 67.1

Division Loss 1270 1590 796

Enemy Divisions 140 183 76.5

Casualties/ 1107 1160 95.4
Enemy Div.

losses upon the Germans in direct propor-
tion to those inflicted by the Russians. All
figures are approximate, with independent
regiments and brigades being lumped into
“divisions.”

Alsne-Somme position, and the final collapse
ot the French armies in the south all were
more or less inevitable following upon the
German success in crossing the Meuse on a
broad front from Sedan to Namur,

Among the many generalizations made of this
campaign is that pro-German “'fifth colum
nists’” were extremely active, that French
traitors deliberately lost the campaign, and
that the French troops had no desire to fight.
In no case have these allegations been proven
correct, Some fifth column activity did in fact
oceur but did not materially aid the Germans,
there seems no real evidence of treason having
occurred on anyone's part; and French troops,
with a few exceptions {mostly among poorly
led, over-40-years-of-age, reservists) fought
with remarkable tenacity. What is true, is that
the Allied High Command was extremely
lethargic and uninnovative. Victory in 1918
had made them blind to the potential of the
internal combustion engine, Defeat had done
more or less the exact opposite for the
Germans,

VIl. A Digression: “What If . . .**

It may seem a bit strange to consider hypo-
thetical situations in an historical account but,
it anhistorian is not merely to be a collater of
tacts relating to certain events he must be
willing to consider the possibilities inherent in
the situations discussed when certain of the
facts are modified and viewed differently.
Hence, this attempt at reasonable speculation
based on reasonable modifications ot the basic
situation of 1940,

From the Allied point of view — and most of
these considerations will of necessity deal with
the Allies — a number of possible alternate
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conditions might have been met. The most
obvious of these is the possibilities inherent in
France's mot constructing the Maginot Line,
but investing the seven billion francs in a
mobile army, The Maginot Line cost only
slightly less than the total cost of the rearma-
ment program of 1936 before infiation, If
France had been spending the Maginat money
on rearmament, beginning that rearmament as
early as 1934 or so, what sort of army might
she have had by 19407 What sort of air torce?

A reasonable speculation along these lines, that
the Maginot Line funds would have been
diverted into the regular army appropriations,
would have France fielding perhaps as many
armored divisions as Germany did, using
mobile tactics and with an efficient ground
support air force to aid it.

Ancther speculation, and considerably less
imaginative, is to consider the possibilities
inherent in France having merely a reorganized
armored force based on the material and
manpower on hand, but with improved
training and doctrine, This would actually have
cost very little and France could have had her
Maginot Line and mobile army at the same
time. France's colonial empire also presents
same interesting possibilities. Something
approaching tifteen divisions was garrisoning
the colonies. How many could have been
safely brought home? How many of the
60,000,000 colonials could have been mobi
lized and equipped for service in France?

Then, of course, there are the possibilities
inherent in mobilizing naval personnel for
infantry combat. the continuance of the
French-Belgian Alliance 1936; closer
Franco-1talian ties; Spanish hostilities; closer

past



ties with Russia; and the list goes on and on,
until we come to speculations about which
little could have been done, such as a more
reasonable birth rate for France or a milder
winter in 1939-1940, Some of these specula-
tions are more certainly more reasonable than
others, particularly the possibilities to be
considered in a merely reorganized and reori-
ented French armored force.

On the German side there are also a number of
speculations, beginning with the possibility
that Hitler might not have promoted mobile
warfare when he did, through no Nazi-Soviet
Pact, to no invasion of Scandinavia, to no
“stop order’” before Dunkirk, to the inter-
esting possibility that the so-called ""Manstein”
Plan may not have been superior to the
original OKH Plan at all!

Consider: the Manstein Plan envisioned cutting
off the Allied northern armies by a swift thrust
to the sea, but, given the already marked
qualitative and quantitative superiority of the
Germans visa-wvis the Allies is it not possible
that the more conventional, less daring plan of
pushing the Allies south of the Somme might
have knocked Britain out of the war along
with France? Britain's only army was saved at
Dunkirk, but no Dunkirk was possible for the
British troops below the Somme during mid
June, The distance was too great for the
British to reach with their air power — and it
was Britain's ability to gain control of the skies
over the beachhead which permitted Dunkirk
to come to pass.

As can be seen, the possibilities for speculation
in this campaign are rather numerous, and not
all of them fantastic. Indeed, quite a number —
such as a reorganized French armored force or
German use of the OKH Plan — were very
distinct possibilities.

V1ll. Conclusions.

The origins of the French defeat in 1940 lie
deeply embedded in the history of the French
nation over the previous century and a half,
yet the military causes were not so deeply set.
These lay in the same place the roots of
Germany's successes are to be found: the
Allied victory in 1918, While the Allies clung
to outmoded concepts of warfare, the Ger-
mans, intent on avenging a defeat, and recog-
nizing their probable defeat in another contest
of attrition, hit upon newer, more novel ways
of waging war. By no means were these
technigues perfect, but the imperfections of
Germany's enemies made her war machine
seem invincible for years. If any nation ever
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prepared to re-fight their last war, it was
France in the period between her greatest
triumph and her lowest fall.

Bibliography.

The Battle for France in the late Spring of
1940 has produced a large number of volumes,
most of which are generally useless. The best
single, all-round account of the deep seated
political, social, economic, and military origins
of the defeat of France is probably Shirer's
The Collapse of the Third Republic. For those
principally interested in military events how-
ever this is helpful, but not exhaustive,

Chapman’'s Why France Fell, Taylor's The
March of Conquest, Ellis' The War in France
and Flanders, 1939-1940, Horne's To Lose a
Battle, Draper's The Six Weeks War, and
Bencist-Mechin's Sixty Days That Shook the
West all cover the campaign rather extensively
but all are limited in various ways. Thus,
Chapman is primarily concerned with the
French and sympathetic to them, while Horne,
with the same concern, is somewhat hostile.
Benoist-Mechin is a French apologist, while
Taylor gives an objective, but German view of
the affair. Ellis is objective but British, while
Draper is interesting and fairly objective but
suffers from having been done in 1944, All of
them taken together, however, give a valuable
picture of the events in question,

Various memoirs — which must always be
consulted with care — included Churchill’s The
Second World War, The Memoirs of Charles
DeGaulle, The Rommel Papers, Manstein's
Lost Victories, Guderian’s Panzer Leader, von
Mellenthin's Panzer Battles and Weygand's
Recalled to Service. None of these presents a
particularly objective picture but all have
something to contribute to the outline of
events.

Technical information is not always easily
obtainable, but Rowe's The Great Wall of
France is very good for the Maginot Line and
its lore; Green's Fighters of World War Il and
Bombers of World War I1; and various publica-
tions on armor, particularly George Bradford's
AFV News all were of considerable use,

German order of battle information was culled
from the ultimate source, the Kriegstagebuch
des OKW, or "Armed Forces High Command
Day Book."”



IF THE FRENCH HAD FALLEN BACK
TO NORTH AFRICA

One of the more interesting, and more
likely, “might have beens’ of the Cam-
paign of 1940 is the possibility that the
French might have tried to carry on the
war from North Africa after Metropolitan
France had been overrun. Certainly a
number of prominent government and
military officials favored such a course,
including Premier Reynaud. What would
the outcome have been in such a situa-
tion?

Certainly a number of French field forma-
tions could have made it to North Africa
to join those already there. Probably,
however, there would not have been more
than 15 or 20 division-sized units once
everything available in Africa and England,
plus escapees from France, had been
gathered together. Most of France’ first-
line fighter strength seems to have been
able to make the one-way trip from south
France to Algeria, and perhaps some of
the second-line aircraft might have made it
as well. Unguestionably, virtually the
entire French fleet — fourth largest in the
world — would have made it to safety as
well.

The biggest problem which arises out of
this is whether the Germans would have
tried for a final go at the French or would
have tried the invasion of Britain anyway.
In the latter case, the Battle of Britain
would probably have been a bit more
difficult for them, considering the air
power necessary just to watch over the
French. In the former case, however, we
find tremendous vistas opening up.

In effect, the great, decisive air battle of
the European Theater would have been
fought over the Mediterranean and
Tunisia, by Germano-Italian forces based
in Sardinia, Sicily and Libya and Franco-
British forces based in North Africa. The
total sea dominance of the Allies would
probably have prevented Axis reinforce-
ment of the Iltalians in Libya until after
the air battle had been decided. The
problem, therefore, boils down to one of
which side could pour the larger and
better air force into the struggle.

The Axis would not have been able to
make the effort over Tunisia which Ger-
many alone made over Britain. RAF
Bomber Command aircraft would still
have been based in England and the
Luftwaffe would have had to leave strong
forces in France and Germany to counter
these. In addition, the l[talian Air Force
would not have had sufficient first-line
fighters to help much in that category,
though their medium bombers would have
been of considerable value. On the other
side of the coin, of course, the picture is
not particularly good either.

Even assuming that the French would have
gotten most of their first-line aircraft to
Africa, their ability to sustain a long air
battle, spreading over several weeks, would
have been hampered by a lack of industrial
base upon which to draw for supplies,
replacements, and new aircraft. The RAF,
of course, would have been able to send in
modern aircraft but would have been
under great pressure to retain enormous
forces for the defense of Britain.

In the end the whaole operation just might
have been decided by a land operation
against Libya, where, in June of 1940,
there were two full strength Italian infan-
try divisions and a dozen or so very weak
ones. Perhaps a swift Anglo-French inva-
sion with available forces from Tunisia on
the west and Egypt on the east could have
eliminated Italian resistence rapidly,
leaving the entire North African littoral in
Allied hands, thereby permitting them to
gain a considerable degree of freedom over
and on the Mediterranean.

An Allied defeat in the ““Battle of Tunisia™
would probably have finished off the
Allies in the Mediterranean, though they
would probably have won the war even-
tually anyway. An Axis defeat would
most likely have totally altered the course
of the war and perhaps shortened it
considerably. For one thing, an Allied
incursion in Europe might just have been
possible in 1942 or even 1941 rather than
1943 — against lItaly. Russia may have
even been embolden to enter the war of
her own accord, and certainly Hitler
would not have tried to pick off Russia if
he had failed to knock out France.
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mce ALLIED ORDER OF BATTLE ALTERNATIVE No.1 (Strength Rating: 100)
No Maginot Line, Allied Air units may interdict.

The Allies have developed efficient mobile forces, as well as an efficient air force doctrine (Allied air
units may Interdict German units). The Maginot line was not built (treat Maginot Line hexes as clear
terrain hexes). The money saved went into building up the armed forces. Also assumed is early

re-armament, which makes the Allied forces stronger still. The Dutch army is also enlarged, while the
British forces are brought up to strength. The Allied air forces are now equal to the German.
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France ALLIED ORDER OF BATTLE ALTERNATIVE No.2 (Strength Rating: 98)

No Maginot Line

The Allies have developed efficient mobile forces. Funds for the construction of the Maginot line were
used instead for strengthening the army ground forces. The Maginot Line hexes are treated as clear
terrain hexes. In any scenario lacking the Maginot Line the Allied player cannot afford to take the

easy way out by falling back in front of the Germans while the clock runs out. Without the Maginot
Line the front is too long. The Allies have to fight to keep the Germans out of Paris,
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ALLIED ORDER OF BATTLE ALTERNATIVE No.3 (Strength Rating: 92)

No M- jinot Line, Allied Air units may interdict.

The Allies have developed efficient mobile forces, as well as an efficient air force doctrine (Allied air
units may Interdict German units). The Maginot line was not built (treat Maainot Line hexes as clear

terrain

Belg

e-arm early unless prompted by German moves in that direction,

hexes). The money saved went into building up the armed forces. The British, Dutch and
n forces are unchanged. This OB is more likely than number 1, as France was not likely to
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ALLIED ORDER OF BATTLE ALTERNATIVE No.4 (Strength Rating: 91)
Allied Air units may interdict.

The Allies have developed efficient mobile forces, as well as an efficient air force doctrine (Allied air
units may interdict German units). Dutch, Belgian and British units remain the same. This is the
strongest Allied OB that does not stress “'guantity”, The French have their normal inferiority in
infantry. To win they must use their strengthened air force and mobile units. Unlike OB’s 1 and 3, the
Allies cannot afford to let the Germans attack them without hitting back. The Allies don't have
enough units to hold the line without counter-attacking. j
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ALLIED ORDER OF BATTLE ALTERNATIVE No.5 (Strength Rating: 90)
No Maginot Line

The Allies have developed efficient mobile forces. The Allies also re-arm earlier than they originally
did. The Maginot line is not built (treat Maginot Line hexes as clear terrain hexes). This particular OB
really puts the pressure on the Allied player. Without the Maginot Line, and without an air force
capable of matching the German, the Allied player must move around a lot, and attack, in order to

contain the Germans. Belgian forces remain the same. Dutch and British forces are stronger.
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ALLIED ORDER OF BATTLE ALTERNATIVE No.6 (Strength Rating: 86)
The Allies develop a more efficient mobile force, This gives the Allies nine more armored divisions at
the start of the campaign. This does not, however, completely offset the overall German superiority
nor does it really diminish the crushing German air superiority at all.
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Mce ALLIED ORDER OF BATTLE ALTERNATIVE No.7 (Strength Rating: 80)
No Maginot Line

The French re-arm early and do not build the Maginot Line. Treat Maginot Line hexes as clear terrain
hexes, The Allies have more infantry here, and a stronger British contingent, but their maobile forces
aren’t much stronger. Without the Maginot Line they will be hard-pressed to stop the Germans

everywhere. In situations like this a mohile battle almost always occurs.
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mce ALLIED ORDER OF BATTLE ALTERNATIVE No.8 (Strength Rating: 76)
There is early Allied re.armament. This gives the Allies nine more units plus a stronger British

N

e J
French
STARTING UNITS Qlallallall sl & & ¢
56 4-6 3-4 2-6 1-6 66 22 || 18- 1-6
x2 x3 x4 x7 x5 x16 x5 le
British Belgians Dutch
L'é! & oo ' u[=] s@ E\':g' ’ ul
4-6 88 18- ! 16 4-6 2-7 ‘ 4-6
x1 %3 x:I x9 x2 x3
REINFORCEMENTS
GameTurn- 4 5 6 7 8 9
& | w2 & B3 53 &3 &
66 || 1-8 66 6-6 66 6-6 6-6
x2 x2 x2 x2 x2 x1 x1




N

: France
1940

5

ALLIED ORDER OF BATTLE ALTERNATIVE No.9 (Strength Rating: 70)

No Maginot Line

Maginot Line is not built. Instead the funds are used to build up conventional military forces. This
gives the French seven more units, mostly infantry. The Germans still have qualitative and quantitative
superiority.
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mce ALLIED ORDER OF BATTLE ALTERNATIVE No.10 (Strength Rating: 69)

Allied Air units may interdict

Allies fully develop their air forces. Allied air units may fly interdiction missions. The Allies now have
stronger air forces, but are still inferior to the Germans in this respect.

\

A
French
STARTING UNITS & || & || = & &l & £ =
4-6 34 2-6 1-6 66 2-2 || -18-: 1-6
x3 x3 x7 x5 x13 x4 x6
British Belgians Dutch
Slasllallal +ie & | & z
88 6-8 4-8 28!l 18- 16 4-6 2-7 4-6
x1 x1 x1 x1 X:? x9 x2 X7
REINFORCEMENTS

GameTurn- 4

6 7 8 9
XN || & ||« 4] =4 &4 4 &
66 | 34 1-8 || 46 66 6-6 66 6-6 6-6
x2 x1 x4 x1 x1 x1 x1 x1




g Franc
1940

X

N

ALLIED ORDER OF BATTLE ALTERNATIVE No.11 (Strength Rating: 61)
Historical Situation
The is the "historical "’ Allied Order of Battle. It is one of the major reasons 'c\.'h\.r-Fraran fell in 1940. It
speaks for itself.
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rmce GERMAN ORDER OF BATTLE ALTERNATIVE No.1 (Strength Rating: 93)
This assumes that there was no German invasion of Denmark and Morway in the Spring of 1940, It
_I L also assumes that the British did not become tempted to invade Norway themselves (a possibility
which seems to have existed primarily in German minds}. The Allied land forces thus spared were
luo + insignificant, thus this OB does not add anything to Allied forces. For the Allies the Norway campaign
-I r was primarily a naval one. For the Germans, however, considerable land forces were involved,
particularly in occupation duties,
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GERMAN ORDER OF BATTLE ALTERNATIVE No.2 (Strength Rating: 87)

Historical Situation

This is the "historical’* German Order of Battle, |t is readily apparent why the Germans won the 1940
campaign when you consider that the historical Allied OB is number 11. Thus it possible to “balance”
the game by having the Allied player experimentally use OB’s 3 through 10 until an OB is found that
gives the game the best “‘balance” for the two players involved. Quite frankly, between two equal
players of good ability the Allies don't stand a chance in the historical situation (German OB 2 vs

Allied OB 11).
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GERMAN ORDER OF BATTLE ALTERNATIVE No.3 (Strength Rating: 84)

German Air units may NOT interdict

The Germans do not have a fully developed air force doctrine. They may not use Interdiction with

their air units. Actually, there isn't much difference between OB's

=

5 and 3. These two OB's have

different deficiences for the German player. How critical the particular deficiency is will depend on
the player. Usually, players will be more adept at the use of mobile units. Thus OB 3 will be, for them,
stronger than OB 5, However, we feel that in the long run, the loss of air power effectiveness will be

more decisive.
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che GERMAN ORDER OF BATTLE ALTERNATIVE No.4 (Strength Rating: 81)
The Germans have a weak air force, however, German air units may still interdict. There just aren’t

that many German air units. This is a considerable handicap for the Germans as the aid provided by

'J L air units flying Close Support missions often gives them their decisive edge. For some players who
ir prefer to play a “land’ game instead of an "air/land” game, this OB won't prove that much of a

disadvantage. But in the long run it is.
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ce GERMAN ORDER OF BATTLE ALTERNATIVE No.5 (Strength Rating: 79)
This OB is similar to the “historical”’ OB except that it assumes a less developed mobile force (and
_JmL doctrine) on the part of the Germans. What this results in is fewer mobile units for the Germans

(primarily, armored divisions are lost). You can simulate with further realism the lack of a fully

luo * developed mobile forces doctrine by using the following rule: German mobile units (those with two
movement phases) must use four additional movement points when moving into an enemy Zone of

Control. This rule is optional and not a standard part of this OB.
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GERMAN ORDER OF BATTLE ALTERNATIVE No.6 (Strength Rating: 74)

This assumes that there was no German/Soviet non-aggression pact. The Germans are thus weakened in
all categories. This is an excellent OB to use with OB 11 (Allied “historical’’), or one of the Allied
OB's marginally stronger than OB 11. The German Player must be extremely careful with this OB, as the
effect of each loss of mobile units is magnified considerably. Most of the missing units are in Poland

watching the Russians.
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ODDS (Attacker’s Strength-to-Defender’s Strength)

Attacks at less than 1-6 are treated as 1-6; attacks at greater than 10-1 are treated as 10-1.

1-4
1-5

1-2

1-3 11

2-1 31 4-1 5-1 6-1

AR BR CA 1CA

1CA

71 8-1 10-1

2CA | 2CA | DX DX | 2

DX | DX

DX 8

P

Explanation of Combat Results
Note: In all Combat Results, the outcome
affects all of the Defender's units in the hex
under attack (including those which did not
actively participate in the defense due to the
“one corps’ limitation). In results which affect
the Attacker,only those units actively partici-
pating in that attack are affected.

AX= All participating attacking units are des-
troyed (removed from the map, immediately).

AR= All participating attacking units are re-
treated one hex (in a direction determined by
the Defender). Units are retreated individually .
(see Retreat Priority),

If, due to an "AX" or "AR" result, the
Attacker’s hex is vacated, then the Defender
may advance those of his units which partici-
pated in the defense into the vacated hex. The
Defender must exercise this option immediate-
ly after the hex has been vacated. The Attack-
er, however, may not advance (during the
Combat Phase) into a similarly vacated De-
fender’s hex (even in Counter-attack situations
in which the original Defender has momentari-
ly assurmed the role of “attacker’).

BR= All defending units are first retreated one
hex by the Attacker, then the Defender
retreats all of the participating attacking units
one hex (see Retreat Priority)

DX= All the Defender's units in that hex are
destroyed (including those that did not active-
ly participate in the defense due to the
"one-corps’ limitation),

CA-= All of the Defender's units which actively
participated in the defense must IMMEDIATE
LY attack any ONE of the actively attacking
units (not necessarily one corps of attacking

units but rather any one attacking playing
piece, excluding aircraft elements). The “coun-
ter-attacking’' Defender computes the odds for
his counter-atlack as if he were the Attacker
(except that he ignores the effects of terrain).
If the outcome of this counter-attack is a
"CA" result, then the original Attacker must
immediately repeat (exactly) his original at-
tack This procedure continues until one Player
or the other obtains a non-"CA"' result.

If the "CA" Result obtained by the original
Attacker against the Defender has a number
preceding it (e.g. "2 CA") then the Defender
must subtract this number from the die-roll of
his ensuing counter-attack(s) This applies only
to the original Defender’s counter-attacks and
never to the forced repetitions of the original
Attacker’s attack. If the Defender, in his
counter-attack, obtains a “DX" or "BR" result
against the original Attacker, the result is
applied only to the original Attacker's unit
which was the subject of the counter-attack,
and not to those units which were not the
subject of the counter-attack (a "BR'" result
would, however, affect all of the original
Defender’s units).

Under no circumstances may an Attacker or
Counter-Attacker be forced to subtract more
than “Two™ from his dieroll (whether the
subtractionis due to terrain or “CA" results).
In each instance in which an original Attacker
is forced to repeat his attack due 1o the
counter-attacker  obtaining a "CA™ result
against him, the original attack is repeated
exactly (including any air support). If a
Defender, in executing a counter-attack,
obtains an "AX" or "AR" result, the result
applies to ALL of the Defender’'s units in that
hex.

RETREAT PRIORITY

When retreating as a direct result of combat,
the Enemy Player retreats the units {one unit
at a time) to one of the kinds of hexes
described below, The hexes are ranked in
priority and units to be retreated must be
retreated into the highest priority hex avail-
able, at the instant of retreat.

(1) Vacant hex, free of Enemy Zones of
Control.

(2) Hex which contains the fewest number of
Friendly units which are not adjacent to
Enemy units.

(3) A Friendly occupied hex, containing the
fewest number of Friendly units, which are
adjacent to Enemy units but which are not
involved in combat during that Combat Phase,

{(4) A hex containing the fewest number of
Friendly units which are involved in combat
during that Combat Phase. Units which are
forced to retreat onto Friendly units, which
are themselves invloved in combat, may not
participate in that combat in any manner, If as
a result of combat, the Friendly units onto
which other Friendly units were forced to
retreat, are themselves retreated, then all the
units in that hex are forced to retreat.

(5) Units which are forced to retreat into any
one of the following types of hexes, are
destroyed instead: Sea hexes (or through hex
sides completely covered by Sea), Flooded/
Impassable hexes, vacant hexes in Enemy
Zones of Control, hexes containing Enemy
units, neutral countries (see Neutrality Rules),
off the map (in any direction), into hexes
already containing three Friendly units.

Note: As an overriding consideration, Allied
units must be retreated into adjacent Fortifica-
tion hexes, if possible.
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TheGame of

L3

INnthe VVest

May 10th, 1940. From the English Channel to the Swiss Alps
were assembled nearly 300 infantry and motorized divisions,
some 7,000 tanks, over 4,400 combat aircraft and over 33,000
pieces of field artillery. Over five million men were poised for
what many anticipated 0 be a replay of World War |. The
German and Allied :French, British, Belgian, and Dutch)
armies were evenly matched, with a slight edge going to the
Germans. But this was offset by the fact that the burden of
attacking was on the Cermans. |t was true that they had
overrun Poland in a matter of days only eight months earlier.
But the Poles were heavily outnumbered by the invading
German (and later, Russian) armies. |t had proved nothing to
the confident Allied generals. Yet twenty days later the Allied
armies were beaten in one of the quickest and most decisive
campaigns ever fought. A thirc of the Allied units had simply

ceased to exist. German manpower a2 d material losses were °

heavy, but not a single German unit was “wiped out’ as were
so many Allied units. How did it happen?

France, 1940 is an historical game-simulation of what occurred
during May 1940. It shows why, and how, the German army
swept away the combined armies of France, Britain, Belgium
and Holland in just three weeks. France, 1940 recreates the
military situation of May 1940. The game components and
mechanics show graphically the strengths of the German army
and weaknesses of the Allies. The game shows clearly why, and
how, the Germans overwhelmed the Allies with a combination
of slow-moving infantry, air-power, fast-moving and hard-
hitting Panzer divisions, and airborne infantry units. This was
the first major campaign in history in which tanks, aircraft and
parachute infantry combined as the decisive factor on the
battlefield. France, 1940 shows it all. A two player game,
France, 1940 also allows you to explore the “What 12"
possibilities using different types of armies for both the Allies
and Germans. These “What If . .. 2" armies reflect such things

Copyright 1972, The Avalon Hill Company,
Baltimore, Md., Printed in U.S.A,

Al
Aol

9

as the Allies adopring a more “German’’ attitude towards
airpower anc/or motorized units as wel! as a possible French
decision no to build th Maginot Line or to re-arm earlier. In
all, thece are fifteen “What If .. . ?” army Orders of Battle in
addtion to the two (German and Allied) “'Historical” ones.

Above is a reduced reproduction of the 22 by 24 inch playing
board used in playing France, 1940. The playing board shows
all of the essential terrain encouriiered during the Battle for
France in May 1940. Features inciuded are the Maginot Line,
the Belgian fortresses Eben Emael ind those around Liege, the
Ardennes forest and major cities. The hexagon grid is used to
determine movement much like the squares on a chessboard.

Below are act: al-size reproductions of some of the playing
pieces used in France, 1940, These represent infantry ((=><),
armor ([==]) and motorized infantry (E==]). Under-
neath each symbol are two number. The first represents the
unit's combat strength, the second the unit's movement
ability. The size of the unit is shown by tne “'x’s”’ above the
unit type symbol (xx= a division, xxx= a corps, x= a brigade).
Next to the unit type symbol is the unit’s identification
number (true, historical designations are used, for example the
7th German Armored or “Panzer’ division was commanded by
Erwin Rommel, later famous as the “Desert Fox"; the 4th
French armored division, was commanded by Charles De-
Gaulle.) Just looking at the playing pieces in the game you can
see what advantages the Germans had.

France, 1940 is similar to chess in its simplicity. After a few
games the rules will becocme second nature to you, But, where
chess is an abstraction, France, 1940 is a realistic simulation of
a true historical event, Like chess, it can be as easy or as hard
to play as you care to make it. Unlike chess, France, 1940 is as
close to reality as you're likely to get.
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