PC-Based Military History Simulation:

Overview of Rules, Routines Governing Play, Tactics, and Teaching Points
As a small group versus a small group, in head-to-head play, or as human versus the simulation's Artificial Intelligence (AI), you may play Scenario 5: "Strike From the South" of the Talonsoft® Bulge: Battleground 1 (v1.34) PC-based simulation.  In general terms, this scenario covers one of the local counterattacks by U.S. forces during the opening days of the 1944-1945 Battle of the Bulge.

The simulation's "Notes" describe Scenario 5 as follows:

"December 17, 1944

13 Turns--------------------[Historical]------------------Morning:  Elements of the U.S. Army's Company C, 1st Battalion, 110th Infantry Regiment and Company A, 707th Tank Battalion, all from the 28th Infantry Division, take part in a counterattack toward Marnach, Luxembourg.  The German units, elements of the 2nd Panzer Division, are, however, prepared for any such eventuality."

Below are several tables to assist in conducting the simulation.  The unit tables convey the nationality, name, size, type, game strength, and entry time of the American and German infantry, armor, artillery, and transportation units.  The first table contains the American units, and the second table contains the German units.  The last table identifies the Objective Hexagons (shortened to hex(es)), the side that initially controls them, and their numerical value.

NOTE:  The play of this scenario is about two things: Controlling Objective Hexes and "destroying" enemy units!  The simulation determines the winner based on a point total, expressed as either a positive or a negative number, and derived as the result of capturing hexes and/or destroying the enemy.  In this scenario, the Americans are the “First Side,” and the Victory Status begins as an “Allied Major Defeat.”  (For the fullest understanding of the rules and routines of play, see the hardcopy Player's Guide and/or the on-line Main Program in the Help drop-down menu.)
	Unit (U.S.)
	Size
	Type
	Strength
	Enter

	707th Tank Btn.
	Platoon of 5 vehicles
	M4 Sherman Tanks
	5
	00:00

	707th Tank Btn.
	Platoon of 5 vehicles
	M4 Sherman Tanks
	5
	00:00

	
	
	
	
	

	C/1/110 Inf. Rgt.
	6 vehicles
	2 1/2-ton Trucks
	6
	00:00

	C/1/110 Inf. Rgt.
	Platoon of 41 men
	Rifle Platoon
	6
	00:00

	C/1/110 Inf. Rgt.
	6 vehicles
	2 1/2-ton Trucks
	6
	00:00

	C/1/110 Inf. Rgt.
	Platoon of 41 men
	Rifle Platoon
	6
	00:00

	
	
	
	
	

	
	
	
	
	

	C/1/110 Inf. Rgt.
	6 vehicles
	2 1/2-ton Trucks
	6
	00:10

	C/1/110 Inf. Rgt.
	Platoon of 41 men
	Rifle Platoon
	6
	00:10

	C/1/110 Inf. Rgt.
	6 vehicles
	2 1/2-ton Trucks
	6
	00:10

	C/1/110 Inf. Rgt.
	Platoon of 35 men
	Machinegun Platoon
	4
	00:10

	C/1/110 Inf. Rgt.
	6 vehicles
	2 1/2-ton Trucks
	6
	00:10

	C/1/110 Inf. Rgt.
	Section of 3 mortars
	M2 60mm Mortars
	3
	00:10


	Unit (Ger.)
	Size
	Type
	Strength

	2nd Panzer Div.
	Battery of 6 guns
	FlaK 18 88mm AA Guns
	6

	2nd Panzer Div.
	6 halftracks
	SdKfz 7 Prime Movers
	6

	
	
	
	

	
	
	
	

	2nd Panzer Div.
	Platoon of 4 vehicles
	StuG IIIG 75mm Assault Guns
	4

	2nd Panzer Div.
	Platoon of 4 vehicles
	StuG IIIG 75mm Assault Guns
	4

	2nd Panzer Div.
	Platoon of 3 halftracks
	SdKfz 10/4 20mm AA Halftracks
	3

	2nd Panzer Div.
	Section of 2 mortars
	GrW 34 81mm Mortars
	2

	2nd Panzer Div.
	6 vehicles
	Trucks
	6

	2nd Panzer Div.
	Platoon of 30 men
	Machinegun Platoon
	4

	2nd Panzer Div.
	Platoon of 40 men
	Panzergrenadier Platoon
	6


	Objective Hexagons
	Initial
	Value

	(11,17) Farmstead
	Axis
	250

	(16,12) Marnach
	Axis
	250


Legend:
For units, "Unit (U.S.)" or "Unit (Ger.)" is self-explanatory.  "Size" indicates the number of troops, vehicles, or (in the case of artillery) the number of cannon.  "Type" specifies which kind of unit, vehicle, or artillery piece.  "Strength" expresses game strength.  "Enter" refers to the game time when the unit moves onto the map.

For "Objective Hexes," the first column indicates the map location, expressed as X-axis/Y-axis coordinates, and the nearest geographic landmark.  "Initial" refers to which side initially controls the hexagon.  "Value" indicates the Victory Point value of that hexagon.

The rules for the simulation are organized so that play occurs in Game Turns, each composed of two Player Turns divided into six identical Phases: Prep Fire Phase, Movement Phase, Defensive Fire Phase, Offensive Fire Phase, Assault Phase, and Mechanized Phase.  In Scenario 5, the Americans go first.  The American side will execute preparatory direct and indirect fires and then conduct movement.  In response, the German side will execute defensive fire.  Next the American side will conduct offensive fire, followed by close-combat assault at a range of and for control of one hex.  Using remaining movement points for its vehicular units, the American side will then execute mechanized movement.  Thus ends the American player turn of the first overall game turn.  To finish the game turn, the German side will complete its player turn, which will end the game turn.  Play proceeds in like fashion until the scenario is finished, after the completion of the 13th game turn, when the simulation will calculate victory, expressed as a positive or a negative number and equated to one of the following five victory results: American (because of its designation as "First Side") Major Victory, Minor Victory, Draw, Minor Defeat, or Major Defeat.

The Game Map, Suggested Tactics, and Teaching Points:

The last item below is a bitmap showing the initial setup for the simulation.  Students may use the map to gain passing familiarity with the terrain, the hexagonal grid for regulating fire and movement, and the look of the forces.  The map scale is 250 meters per hex, or six and one-half hexes per U.S. mile.  The weather for this scenario is overcast with very thick fog and soft ground.  The visibility is limited to only two hexes.  The map below is rendered in its two-dimensional form, which is useful for planning purposes, but play is better conducted with the map in its three-dimensional setting.  This setting permits the greatest understanding of the terrain and the movement of units upon it.  The only units present on the map at the beginning of the scenario are German, which are defending a farm near the south edge of the map and along a road running northeast from the farm, through a woodline, to the nearby village of Marnach, Luxembourg.  The farmstead hex itself and the southernmost hex of the village are each worth 250 Victory Points.  The Germans initially hold both hexes and must defend them against a determined, combined-arms American assault.  All of the American units enter the map from the southern edge during the first two game turns by way of the road near the center of that map edge.  The initial American axis of advance is indicated on the map below.

On the map itself, three potential avenues of approach are indicated for the American force.  The American side may conduct a frontal assault straight up the road through determined German resistance at the farmstead.  This tactic will surely destroy the greatest number of units on both sides, and it may not even net the American side possession of the 250-point farmstead hex.  With its armored units, the American side could maneuver through the woods to the east of the farmstead, but the cost of vehicular movement through the trees would take a long time and possibly delay arrival at and the fight for the 250-point Marnach hex till too late in the scenario to be achieved, if at all, given the firepower strength of the German 88mm anti-aircraft battery defending that hex.  Therefore, a likely path to success would be to leave a couple of infantry platoons and the mortar section to engage the German forces at the farmstead and fix them in place.  With the armor, the truck-mounted machinegun platoon, and the remaining truck-mounted rifle platoon, the American side could maneuver through the thin skirt of trees to the west of the farmstead and pick up the road passing just south of the town of Clervaux.  That road leads directly to Marnach, which the German side would be sure to defend.  As a result, the ridge that extends to the northwest of Marnach could be used as cover and concealment for an American maneuver to low ground at the head of a stream due north of Marnach.  From there a combined-arms assault by American armor and dismounted infantry would have a reasonable chance of capturing the village and possibly winning the simulation.  Given the time needed to maneuver into position near the village, however, anything could happen.  Time might run out or, more likely, the fight at the farmstead might not go as planned, and the German side might re-deploy north in strength to defend Marnach to the last!

Tactics for the German side are more straightforward.  It has to conduct an active defense of the two victory-point hexes, shuttling units back and forth along the road connecting them and defending them to the bitter end!  If the German side chooses to mass its forces for defense of the farmstead, especially if the American side itself masses to attack it, then possibly the best teaching point in this scenario becomes evident.  The terrain around the farmstead is largely flat, open, and ringed with trees.  The exception is the finger-like ridgeline that extends north toward the farmstead from the southern edge of the map.  That ridgeline offers only marginal cover and concealment.  Thus maneuvering and fighting primarily in the open in the face of German automatic weapons from the time it enters the map, the American side faces one of the deadliest developments in modern warfare.  From the middle of the nineteenth century onward, the scale and scope of the battlefield have increased tremendously as the range, rate-of-fire, accuracy, and lethality of weapons have increased.  The result of this development has been to turn ever-larger open spaces into more and more deadly killing grounds.  With the added advantage of firing from the sheltered farmstead and the nearby woodline to the north, the German side possibly has the opportunity to teach this lesson to the American side.
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