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1. LOADINGINSTRUCTIONS
48K SPECTRUM: Typo Load ' " and ENTER to load the 4gK version ol the
Bulg€.
'| 28K SPECTHUM: Insert thô 128K v€rsion ofth€ Bulg€ and load tho program
using lho LOADER option in the op€ning menu.
+3 SPECïBUM: Select 48K modo on ths openinq menu. ins€rt the 12gK
version of the Bulge, then type LOAD '" and iress ENTEn.
AMSTRAD GPC Tap€: Typo ITAPE then ENîER to select cassette and then
pross SHIFT CONTROL keys together and then ENTER.
AMSTRAD CPC Disc: Type RUN "bulgo".

2. INTRODUCTION
The Battla of th€ Bulgô is a one or two player wa.game thal reconslrucls tho
lasl m4or.offensiva made by the German forces in lhe west. The player can
chooso botween commanding German armies or the 'co;nbinêd
Anglo-American forces. Th€ game lasts 36lums from the 16th D6cembor 'l944
to 2nd January 1945 and covars lh€ period from tho initial broakout to tho
orasing of lhe bulge.

3. GAMECONTROLS
The gamo is controlled by usirg lhe cursor keys. The Amstrad versions can also
ysojr lgysllc.k. Oçgrs are.givsn by movirE the cursor over a unit or by pressing
the F (Find) k€y, tollowed by pressirg the key for the order required. 

- '

4. GAMESTRUCTURE
ïhe Gamo structure is as follows:
Therô ars 36gamelurnsin thê battle with victory chocks made aft€r each lurn.

1 Sef up opfions. 7 Artill€ry units tiro.2 Set start locations (optional). I All unitê move.3 German airphas€. 9 Bridging activiti€s.4 German order phas€. 10 Gombai.5 Allied air phase.
6 Allied order phas€.

1 'l Retreats.
12 Golo 3.

When playing the two player game, th€ playêr nol ordêring his units should
look aryay trom the scroen as movem€nt is hidden.



5. SET UP OPTIONS
5.1 Load Game
When the-game has loadod you ar€ asked if you want to load a saveq game.
lf youdo, th€ game playwill continue from where you linished. Games can o€
saved lo eithgr tap€ or disc.

5.2 Computer Player
Selecling 'None' initiatos ihe iwo player gamê.

5.3 Deployment
lf hislorical deploymont is not select€d, th€ player can redoploy his units in
the setlp phase. The compuier player will also vary the déplôyment of its
forces if required.

5.4 Introductory Level
When playing lhe computer an easier game leval can be s6lec,ted. This option
will lower lhe amount of supply availablo to the computer.

6. HISTORICAL'WHAT IF' MENU
Three hisiorical variations have be€n includ€d:

6.1 Poor Weather
This assumes the weather romained misty until th€ very end of the bat e.
6.2 Command Crisis
This assum€s that Eisenhower bowed to pressure and did not appoint
Montgomery as Commander ot th€ northein shoulder. In a lil of fique
Monlgomery does nol allow British troops to b€ deployed in the Amériàn
s€clor and therefore no British units b€come available.

6.3 Patton Delayed
Patton achieved a magnificent t€at by snringing his army north in such a short
time. This oplion âssumes that Patton was not as otfiéi€nt and all 3rd Army
units anivod laler.

7. STARTLOCATIONPHASE
This phase occurs whon deployment is selected lora human player. The units
ar€ shown in their historical locations. To change these move th€ cursor ovor
the.required unit and press ENTER. Move to where you wish to placo the unit
and press ENTER again.
ït€re ar€ resMclions on where you can plece your units and if the location is



illegal, th€n the border will tum rod and you will not be allowed to olace th€
unit. When all repositioning has b€en mad6, €xit the rouline by predsing X.

8. AIR PHASE
lf lh€ro is tog th€ player will not be aHe to do anything in this phas€. lf the weather
is clear, then the player will roceive air points. There àre threâ opfions open to lhe
player in lhis phase, each costing one ajr poinl. To selec-t an option move the
cursor to the desired localion and pr€ss th€ appropriatô key.

8.1 Recce (R key)
This orders your planes lo s€arch for enemy unils and is always successful,
but enemy units in tre€s will nol be visibl€.

8.2 Straff (S key)
This option ord€rs your planes to aflack a unit and is normallv succ€ssful. Air
attacks roduce €nemy str€ngth but more importan y, reduce enemy morale,
suPPly and movement points.

8.3 Bomb (B key)
This oplion orders your planes to bomb a bridgo but is otten unsuccessful as
bridges are difticuli to hit. Howover, it may be worth a try in order to dow down
an enemy advanco or lo cut enomy supply lines.
ïo exit trom air phase, press key X.
Nole: Use key T lo examin€ the lerrain under a unit.

9. ORDER PHASE
Th€ scre€n layoul during the order phase is shown below:
To giv€ a unit an order th€ player must
move the cursor over the reouired unit
which will then show th6 unit status and a
list of commands available to it for the
curr€nt tum. To give the command pross
the key indicated. The possible
commands are given below.

9.1 Hold (H key)
Tells a unit to stay where it is. Th€ unit

MAP

Unit ldontilication
Unit Status
Unit Od9.s

uses no supply whon holding and will receivo l€ss damage when attack€d. lf
no anomy unils ar6 nexl to it, th€n lha moral€ of th6 unitr. may gradually
tncr6ase.



9.2 Move (M key)
When this command is selecled th€ player must specily a deslinalion by
moving the cursor lo a n€w localion and pressing th€ ENTÊR key. During th6
mov€m€nl phase th€ unit will attempt io move diiectly towards thô destinàtion
adoss country. Any enomy units encounler€d will be engag€d.
9.3 Road (R key)
This order is lhe same as tho MOVE ord€r exc€pt that the unit will follow the
road to lh€ required destination. The start location and ths final dostination
must both b€ on a road, town or bridge. Movement will normallv be quicker on
a road. Th6re is no combat penalty lor using lhis command and'onc€ tho
command is issuod, it need not be repeatsd €very turn. ll a spocitic rout€ is
r€quired it is besl to issue a series of short mov€s.

9.4 Bomb (B key)
Artillory and,.n€b€lw€rf€r units_can use indir€cl fire on an €n€my unit. The rângo
for indirect tire is 4 for an artillery unit and 3 for a neb€lwsrfe; unit. As with àk
strikes, unit strengûh, morale, supply and movement will be atfectod. When a
unit's supply is reduced it cannot use this order. Thê location to b€ fir6d at is
selected b-y-moving th€ c,ursor and pressing ENTER. Tho iarg€t€d unit neod
nol b€ visible.

9.5 Construct (C key)
This order re-builds a blown bridge. To be effective lh€ unit musl b€ on the
road n€xt to lhe biown bridge and must have plenty of supply. To s€l€ct lhe
brftJge lo be r+buili, mov€ th€ cursorlo the desired location and press ENTER.
The bridges are clnslructad aft€r movomenl. lf an enemy unii is next to th6
building unil before construction occurs, then construction'will not b€ allorvêd.
Â/ofe: Artillery and nebelwerfer units cannot b€ given bridging orders.
9.6 Demolish (D key)
This order has lhe same limitations as ihe conslrucl command but lsss supply
is required.

9.7 Sabotage (S key)
This is a special command tor the two American supply depots. They can be
doslroyed to provont th€m from b€ing capturod by th€ Germans, in wtiich case
all Allied units in play will have their morale r€ducod. Again there must bs no
ênemyunils nextio th€ dump befor€ it is blown. Th€ €tfôcts ofGerman capture
of the dumps can b€ lound in the SUPPLY s€ction.



9.8 Space Bar
Prossing lhe space bar cancels th6 curr€nl command and l€av€s the previous
ord€r in plac€.
Not6j Wh6n a unil is given an ord€r it will chang€ colour. You can re-order a
unit at any time within th6 Ord€I Phas€.
The T key will display th6l€rrain under any unit.
It is not nec€ssary lo giv€ orders lo each unit every turn. It a MOVE or ROAD
order is given, then lhe unit will continuo lo carry out this ordor until ils
d€stination is roacfi€d.
To €xit from lh€ Order Phase, press key X.

10. FINO UNIT
Pressing tho F k€y willmove lhe crursor to th€ nexi unilthet has not been givon
an order during the c|Jrrent turn; lhat is, a unil whictr has not changed colour.

11. MOVEMENT
When all orders havo boen issued, artillery fire commonc€s lollowed by the
Mov€m€nl phas€. Unils mov€ simultaneously and hold when they r€ach their
destination.
Movômont rates depend on movement poinls for th€ unit and tha tarrain
crossod. Movemenl pointsare r€duc€d if supply is lowor itthe unit has suflered
artillery lire.
Units cannol pass through €ach olher, so avoid traffic jams. Each unit has a
zone of control, Wh€n a unit movos adiacsnl to an enemy unitlhen mov€menl
nrill coas€ for that tum.
Nole:Armourod, anilbry and nebelwerfer units can only cross rivers by using
bridges.

12. COMBAT
Any unit moving into an enemy zono of control will b€come engaged. Enemy
unils nexl lo each oth€r, both holding, will not fighl.
Theoulcome ot the fight deponds onth6delonding and attackirE unit's armour
and intantry stronglh, typ€, moral€, supply, laclical rating, t€rain and a little
luckl
The fireoower of a unit is calculated and divklêd between th€ number of units
adjacent lo it.lt is advisabls lo try attacking a unit wilh as many unils as possible
in an attômpt lo minimizo damago.



Afl€rthô movem6nt phase each unit involved in combat isdisplayod. The tiring
unit is shadôd and lh€ receiving unit flashes. The length of ihjsound outpui
is proportional to lhe firepow€r b6ing us6d.
lf a unit sutfers heavy damage morale may be reduced, or if lioht losses are
laken, morale may increasa. Afler combal units may retreà. f a unit is
dsslroy€d, it is removed from the map.
Although gach sid€.takes it in tum to tiro, combat lakes placo simultaneously
as casualtiôs are deductgd at thÊ end of th€ combal rôund and, thereford,
there is no advantag€ in tirirE tirs1.

13. VTCTORYCONDITTONS
The Germans can €nd the game pr€malurely by reaching th€ two road €ntry
pornls al th6 top l€ft hand comer ot tho map near Namur. This represents à
breahhrough to Antw6rp. Altematively, they can att€mpt to capturb and hold
as.many lowns as possibl€. To caplur€ a lown your unil musl b€ ths last unil
to have pass€d through il.
TheAmodcans must attemptto stop a br€akthrough and then erasethe bulge,
inflicting as many casualties as possible.
The game will linish either on 2nd January 1945 if tho Germans manage th€
break{hrough conditions, or if oilher sid€ los€s all thoir units.
A rêsult is givan based on casualties and how well lhe German advancs nas
gone. ïhis is only an opinion and the player should judge thê price of viclory
for himself-

14. STATUS REPORT
Whan th€ cursor is placed ovor one ot your units the following intormation is
shown:

ldenlities unit
Cunenl order
Number of tanks
Numb€r of troops (in 100's)
Number of movement points
Moral€ level of trooDs
Ex p€rienc€/training ol troops
L€vêl of supply

Moral€, lactical rating and supply vary as foltows - EXCELLENT, V.GOOO,
GOOD, Q.GOOD, MEDIUM, O.POOR, POOR, V.POOR, ABYSMAL. NONE.
lf a unit can trac€ a lin€ of supply to a supply source, th€n lhe supply level will
be whitô. ll not. it will be red.

Name
Ordêt
Armour
Infantry
Movem€nl
Morale
Tactical
Supply



15. SUPPLY
Supply.is very importanl as- it influences both movoment and combat. Supply
is usôd up by any ord€r oth€r than HOLD durinq combat and also when bÂ
lho recaiving €nd ol artill€ry fir€ or air strikes. ll mày becomo nocessary to wail
lor supply lo increase before attacking.
To r€pl€nish supply, the unit must bo next to a road tocation which is able to
trac€ a line ol supply.from ilsollto a supply sourc€ whichdoes nol run through
enemy zonos ot control.
Supply sourc€s lor lhe G€rman side are any entrv road on thâ riqht hand side
of the map and also the furthest right entry-point at th€ top ol thË map. Allied
supply sources are any oth6r road entry point on the top, bottom, or lefl sid€
of the mao.
The Germans only had limited rêsources and to r€flect this there is an
increasing possibility.as the game proceeds, that the German player will
recaive no supply lor that turn even though his units are in supply. Âlliéd units
always roc€iv€ supply when they can trac€ a supply routo.

16. SUPPLYDUMPS
The Allies havê two supply dumps which are special units and cannol mov€.
They ropres€nt-the petroldumps around Stavelot whicfr were nol used during
the battle and therefore havo no intluence on Alliod supply.
lf lhe German player destroys these dumps using adjacent combai, then ho
as assumod to have captured them. This may be adesirable objective because
if a dump is captured, lhon all German units receive an incràase in morale.
thosa in supply rec€iv€ additional supply and Allied units in play have theii
morale reduced.
llthe Allied player choos€s to blow his dumps, th€n only Allied morale suflers.



17. UNTTS
Most of lhe unils are divisional size and cannol stack. G€rman units are black,
American units blue and British units red. Allied units face to th€ rhht and
G€rman units to th€ loft. The unit typ€s are:EEE
E
E
H
EUE

18. RE-INFORCEMENTS
During th€ game each side r€c€ives r€-inlorcem6nls. You are intormed al the
beginning ot each gametum that they have anived. Ro-inforcements normally
ênler on a tri€ndly map edge and are easily fourd usingthe F (FIND) key. Thà
arrival schôdule is detailed in Section 21.

ARMOURED UNIT - Mobile and powerful. Cannot cross
water and at a disadvantage in lrees.

CAVALRY UNIT - Very mobile but weak. Good for scouting
or last inlervention.

PANZER GRENADIER- Fairly strong and very mobite. cood
combal values in all tenain.

INFANTRY UNIT - Strength varies. American divisions
normally beefed up wilh a lank banalion. Allied units have
betler rnobility than the Germans. Good lor combat excepl in
the open and can cross water.

AIRBORNE UNIT - Same as infanry.

ARTILLERY UNIT - Weak in adiacent combal and cannot
build/destroy bridges or cross wate.. Has indirec{ tire
capability. German units are nolvery mobile bul allAllied units
are molodzed.

NEAELWERFER - Same as artillery but even slower moving
and weaker in direcl combat but stronger at indirect lire.

FUEL DUMP - Very weak unit.



19. TERRAIN
The lerrain has an €tfacl on combat and mov€ment. The t€rrain types are:

_ ROAD (black) - This is easiest to move along and carries
supply lines.

==J, 
BRIDGE (black)-The only way tor mechanised units to cross

- 
a river- Attackers over bridges sutler combat penalties.

TOWN (black)- Passing through towns scores viclory points.
Good for defence.

CLEAR (light green) -This is open country and rnovement is
reasonable. Good attacking ground lor armour. Note that all
names on lhe map should be conside.ed as dear.

WOODS (yellow) - Beslric{s movement and tanks are at a
disadvantage. Good lor delence. Units in trees cannot be
spotted by air searches.

lA HILLS (brown) - Very restrictive on movement but the best
.'4-'v ti'<\ defensive terain.

RIVER (blue) - Diffiorlt to cross. Armoured and artillery units
cannot cross. Heavy combat reduction especially for ianks
organic to inlantry units.

20. WEATHER/VISIBILITY
The wealher atfects the game. During fog turns no air options are availabl€
and only enemy unils adjacent to a lriendly unil ar€ visible. During clear tums,
friendly units can see enemy units up to a distance ot thr€e squares.
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21. RE-INFORCEMENTARRIVALSCHEDULE
TR = ïep 691t1 udn.
R = Righl hand edge
BR = Bottom right edge

DATE ALLIED ARRIVALS GERMAN ARRIVALS
1 7th am 7th Armoured - Eupen VDH Paras - Malmedv
.l7th Dm 1oth Armoured - Wltz
18lh am 3olh lnfanlry - Liège

82nd Airborne - Givet
10.1st Airborne - Arlon

Fuhrer Begloil - R
2nd SS Panzer - TR
9th SS Panzer - TR
3rd Panz€r Gdnr - TR

1gth am gth Intanlry - Liàle
2oth am 3rd Armour€d - Liàle lothSSPanzer-TR

1 lth Panz€r - R

20th pm 9th Nebelwerfer - TR

21si am 84th Infanlry - Huy
18th Artillsry - Uege

21st pm 29th Armourod - Namur

22nd am 43rd Infantry - Huy
34th Tank - Huy
30th Artillery - Huy
53rd Intantry - Namur
Guards Brigade - Namur
4lh Armour€d - Arlon
80th Infanlry - Arlon
6th Cavdry - Arlon
3rd Artillery - Arlon
26lh Infanlry - Bastogne

Fuhrer Guard - R

22îd pm 75lh Infantry - Givot

t2



DAÏE ALLIED ARRIVALS
23rd am 2nd Armoured - Liàrê

GEBMAN ARRIVALS
glh Panzer - R
l5th Panzer Gdnr - R
79th Volks Gdnr - B

24th am 5ih Armoured - Huy
7lh Artillory - Lisge
znd Cavalry - Wiltz
5th Intantry - Wiltz
'I âh Artillery - Wiltz

25lh am 33rd Tank - Uege
51st Intantry - Huy
11th Armoured - Givet

167th Volks cdnr - BR
246th Volks Gdnr - TR

26lh am 35th Infantry - Bastogne

26th pm 83rd Infentry - Liège
6th Armoured - Diekirch

27th pm 17th Airborn€ - Namur
6th Airborn€ - Namur

28th am
9th Volks Gdnr - BR
4.loth Artillery - TR

30ih am 87th Infanlry - Givet

31sl am 5ûh Infantry - Namur

Note: Refer to map (cent.e pages) for arival points.
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22. HISTORICAL NOTES
The Plan
On 16th Soptsmber 1944 Hitl€r summoned his senior ofiicers and announc€d
thal he had dêcid€d to take th6 offensive.
In llaly and Russia lhe Allied armies had paused to recuperate. A German
striko in Russiacould not hop€ to dostroy morelhan 30 eneinydivisions whic,h
was adrop in tho ocean to the Red Army. ltaly was a country suited to d€fence
and so the Fuhrer looked to th€ West, ôspeéially to the Aniericans, whom he
considered lo be 'sofi'.
Tho Allios were in difliculties in the Wost. After the raco across France and
Montgomery's failure lo cross the Rhine at Amhem, lhey yvêre pausing in
pr€paration for a thrust inlo Germany. Supply was still beinq carrieo across
Europe lrom the Normandy beaches becauèe the Germans c-ontinued to hold
the Channel ports or the waterways loading lo lhem.
Hitler lhereforô dedded to take thê supr€me gambl€ and launch an all-out
attack through lhe Ardennes to capturo Antwerp, thus isolating gO Allied
divisions in lhe Aacfien salient. He belioved that such a strike uoulo causa
Brilain and Am€ricato su€ for peace and th€n ho could concentrate on Russia.
Many of Hiiler's generals, including von Rundstedt, wêre appalled by the plan
and tell lhat a less ambitious obrective of takirg Liege and deslroying a number
of American divisions, was moie appropriate.-TheÈuhrer, howeieiwould not
be d€t€ned from his plan and Op€ration WACHT AM RHEIN (Watch on the
Rhine) was born.
All othor lronts, hospitals and even schools, ware stripp€d of mon to equip
thrêo armi€s which would smash through tho Allied line from Monschau to
Di€kirch. Th€ northem assault comprised of Dietrich's 6th SS Pânzer army
with the obiec{ive ol breaking lhrough Monschau and racing for the Meus€. lÀ
lhe c€nlre Manteuffel's sth Panzer army was lo take the key communication
lowns of St. Vith and Bastogne, whil€ in the south Brardenb€rger's 7th Army
would cover the assault's flanks lrom attack by Patton.

If.e qtt?c* waslo lake placeduring a period of bad weather in ord6r to prevent
Allied air superiority lrom being effective. Two special forces were alio to be
used, Von der Heydta's parachutisls and Skozony's commandos. They werê
to inliltral€ Alli€d lines dressed in American unilorms in order to caDturo vital
bridges.
All these preparations wera caniod oul in supreme secr€cy, with all troops
movements mad6 al nighl wilh straw laid on lhe roads, whilsl aircraft flew
across lhe lin€s lo muffle tho sound of the panzors. Th€ Americans had no
id6a whal was to come.

14



The Assault
The Ardennes was considsrod a qui€t lront whsre the Allies sont frosh trooPs
to gain combal exp€rienca and velefans to recuPêrate. Ïhe woathôr was
appalling and €veryon€ thought the Germans w€ro a sPent forc€.

Al 4.00 am on 16th December. lhe German assaull brok€ on lhe aslonish€d
heads of the American soldiors, taking the ontiro Alliod command by surPrise.
Hitlsr's deception plan had been a compl€te success and tho German arlillery
roared into action along lhe 80 milo front of what was lo b6come the largesl
singlo battle loughl on lhe Westem lront.
Ho$rever, evenls ditl not go according to Plan. In the north, the 6lh Panzer
Army, e)ç€cting to me€t only the US 99h, also found lhe 2nd Division. Using
only infantry and holding the panzers in ros€rve ready to oxPloil a
breakthrough, Dielricù sp€nt tho moming Piling lhe bodios ol his m€n in front
ol the US 

-positions. Although suflering heavy casualties, these lwo US
divisions h€id lhôir ground even wh6n lhe 1âh SS Panzer was clmmitlod to
the assault. These two units held up lh€ assault tor a valuabl6 two days.

The souihem oart of Dielfich's attack farod b€tt€r with the l st SS Panzor
smashing a way through tho 14th Cavalry and pen€trating over 20 milos in lho
first day.
It was von Mantoutfel's 5lh Army in th€ cenlre which had lha gr€alest success.
Opposing them wore tha US 106ih who were a newdivision sent to the'Ghost
Front' to gain experience. Th6 106th surr€nd€rod on mass€ aft€r b€ing
complot€ly sunounded.
Sensing tho danger, the Allied command starled lo pumP ev€ry division
availabie inlo the Ardennes to hall lho off€nsive. The US 9th Armoured was
sent to aid the 106th bui their progress was slow becauss of th€ closed roads.
Thoy eventually anived at St. Vith ând tought a suP€ô d€fonsiv€ action at this
focal point ot Manteutl€l's advanc€.
In the south the G€rman 7th Army, lacking atmoui, was loss aggressive and
hore the Americans held their ground. The two sP€cial forces tailed in lheir
primary obi€ctives as the paratroops were hopelessly scatlered and lh€
commandos prov€d in€ffeciual. However, thsse two units dkl cause mucfl
susoicion and lear behind lho linos.

Tho opening phase of the battle had s€€n the latgest sun€nd€r of US tTooPs
in the W6stàrn Theatre. How€ver, th€ Gormans had bsen d€nied their quick
advance al nearly €v€ry section ol lhe front and the êntirô plan relied on a
lightning advanc€.

15



The Race for the Meuse
Tho initial assaults left two hol€s in the US linos. The first saw ths lst SS
Panzer racing for the Meuse and the s€cond allow€d Manteuff€l's trooPs lo
pour lowards Houtfalize and Bastogne.

Th€ lst SS had been driving hard and led by Kampfgruppe PeiPer, il had
headed for lhe Ambleve river. On th€ 17th, Peiper's tanks bumpêd inlo a US
li6ld gun battery at a crossroads n€ar Malm€dy. The Americans surondered
after à quick firefight. As Peip€r roar€d away the Prison€rs were lined up in an
open field and on the orders of ajunior offic€r, lh€y w€re butch€red. Later in
tÉe day the Allies found survivors of th€ massacre and onc€ th€ir story had
be€n tôld, the propaganda machine wasquickly Put into oParation. ll sudd€nly
became a risky business to surr€nder to lhê €nemy and resistance stiffen€d.

Unaware of allthis Peiperracedon ahead and atl€mPted to find a rivercrossing
bul the bridges w€r€ àll blown in his face. By now he was b€coming shorl of
fuel and deaided to sp€nd the night camPed at Stav€lol. Unknown to PeiPer,
there was a woakly guardod allied Petrol dump located only a few mil€s from
his halt. During thê night th€ US 30th Division managed lo rorc€.th€,gaP
between Malmedy and St. Vith, thus cutting PeiPer's suPPly line' The 82nd
Airbornewas also rushedupto stop Peiper and the KamPlgruPPe was isolated.
Eftoris to broak through and relieve PeiPôr by Skofzeny's Bridgade woro loiled
and increasino Allied lorces made Peiper abandon his vohicles on the 23rd
and make hisivav back to the German lines on foot. Of the 5,800 msn ot his
Kampfgrupe, P€iÉer led only 8OO oul of the encircl€menl.

Von der Heydte had managod to collec-t some 30o of his men. Having wait€d
for lhe l st SS to break through io hrn '^'r hâing desP€ratoly short of lood, he
disbanded his lorce befor€ sunendering to lhe Allies.

Meanwhile on the 18th, Hitler had added ih€ 2nd SS Panzer CorPs to
Manteuffel's central army. These units wer€ to strik€ through lhe gap made
bv th€ sth Army and then swing north behind th€ defoncos stalling Peiper. The
2ird and 9th SS Panzer hit S[ Vith and tho town finally fell on tho 21st, six
precious days behind sch€dule.

Durim this delay the US lines had re-organized. Be-inforcoments had arrived
and B-ritish forés had also linked up with lhe Am€ricans. Eisenhower PUt thê
northem shoulder of tho Bulge undor Montgomery's command on the 20th.
This was the only time thal US trooPs had been und€r loreign command and
Eisenhow€r was lâler robuked for that decision.

On âh December, lhe 2nd Panzor Division was iurnod back by the US 2nd
Armoured at th€ lown of Cell€s, iust four milos short ot the Meuse. This was
the hioh ooint ol thô German advance. Having tail€d to cross lhe Meus€, von
Runditeàt asked the Fuhrer to break olf theoff.ensive. The Fuhrer immediately
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dismiss€d the sugg€stion and continu€d lo pour the remnants ot his roserves
into the battlo.
Meanwhile in the southern seclor ot the batlle, Bastogn€ had become lhe heart
of lhe Allied detens€. McAuliffe's 101st Airborne had lurn€d Bastoone inlo a
fortross by the 2olh when Panz€r Lehr and lhe 26th VolksgrânêdËr tried to
take it. Bythe2l st the town was surrounded and Gêman unils raced onwards.
At this time the garrison was ask6d to surrender and McAulitfe's response of
'NUTS' to lhis domand b€came logendary.
Whilst hard fighting was conlinuing in the norlh, Patton r€fusod to throw his
torces piecameal inlo lh6 battle. Fighting around Bastogn€ r€ached a now
peak as th€ Gormans recognised the threat from lhe south. In just s€von days
the Third Army swung norlh, assembled two Corps and drove a wedge through
the 7th Army and into Baslogne with th€ 4th Armourod relieving the town on
the 26th. This was indeed a remarkable achievement.
The advance was ajded bylhe improv6d weath€r conditions on the 22nd which
allowed Allied aircrafl to carry oul int€nse bombing raids. Th6 cermans tought
to stabiliz€ thôir southorn tlank ând mainlain a line of supply op€n lo th€ir
forces bul more and more units were sucked into the lighting. Parts of four
Panzor, lwo infantry, a paratroop arld even lhe Fuhrer's escort brigad€, wer€
thrown into the struggle. Casualties were incredibly high on both sidês bul still
Baslogne could not be taken.

The End
Wilh lhe failur€ to tak€ Bastogn€ or cross the Meuse, increasing supply
probloms and tho ever increâsing slrength of the Allied armies, the Germân
âttack ground lo a halt. On Srd January Hitlerfinally accepted defeat and gave
permission for his forces to wilhdraw.
Th6 1sl Army under Monlgomery and the 3rd under Patlon m€t at Houtfalis€
and the complets tip ol the Bulg€ was 6liminated. From lhen on the batlle
b€cam6 a mopping up operalion as lhe remnanls of th€ G€rman forces
streamed €asl lo Germany.
On the 23rd January tho US 7th Armoured Division found itself back at St. Vith
lrom whence il had driven a month before. Th€ gr€at€st battle on lho Western
Front was ovor,
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Conclusions
Adolf Hiller's desperate gamble had failed. Casualties on both sides were
haavy. Of 600,000 Americans involved th€re wêre Il,000 casualties (19,OOO
killed). Of the 55,000 British troops lhere were 1,400 casualties anci of the
500,000 Germans, at least 100,0O0 were killed, wounded or captureo.
The American soldier proved he could fight and the spirit ot the German army
was finally crushed.
There can be no doubt thal the battle shortened the war since the Germans
could not replace lheir men and equipment. In addition Germany's easlern
defences had been stripped to provide troops for the assault. The rest ot th6
European war was simply a tormality of mopping up die-hard units.
Hitler's great gamble had become his gr€at lolly.

"Leaditg elenenls of Kaûplgruppe Peipeî, at a crcssrcads on thêir westwatd advance,
ridi| in a veÊatilê aûphibious Vokswagen t 66 Schwirnûwagen, 1 7 Decembet | 944"
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23. DESIGNER'S NOTES
This game has been designed to lot th€ player experience some of the
difficulties faced by both sid€s during the Battie oi the Bulge, whilst at the same
lime, being simple and entertaining to ptay.
The German player has two main options if he is to achiove a victorv. He must
either drive all out for lhe Meuse or he should go for the small solution to a
limiled attac{< followed by a holding action. -

Although the German player initially has a vast superiority in numbers, the
ground is well-suitod to defenco and the Alli€d player only has to fight a
delaying action unlil re-inforcements and air cover'beôome available
The German pfayer must rely on-speed since the lack of supply as the game
progress€s will b€come critical. Taking th€ fuol depots can div; ih€ Ge-rman
advanc€ sutlicient power to gain a victory.
A probl€m fac€d by both sid€s is the tenain in the Ardennes which was rouoh
and often had a deep covering of snow. This means that movemenl ofi roaÉs
É slow and you will g€t into supply difficutties. Th€ roads were not designod
for mechanical warfaro and many lraflic jams occured. To simulattthis
problom il was decided thal no stacking rvould be allowed. Therefore, the
player musl organise his columns carefully.
You should b€ $rary of blowing .and building bridges. Bsware of the rarge
amounts of supply r€quired and also consljor the afloct on suoolv routes. The
rulas for blowing and building bridges are simple in order to ina'i<e the game
more playable.

Always try to attack with more than one unil and with artillerv suoDort when
possibl€. Do not forget to use the HOLD command to increâse rin'orale and
reduce casualties and lry to us6 terrain to your bsnefit.
German commandos dross€d in American unilorms are alwavs menlioned in
reportson the battle. Atter research, ldecided to ignoreihis in thegamedesign
since the €tfect ot their activities was negligiblo. -

Finally, I would like to thank Chris Proece and Dave ,Th6 Butchôr' Barlow for
their assistanc€ in the historical res€arch and testing of this gam€.

STEVE THOMAS
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24, CHAINS OF COMMAND 16th DECEMBER 1944

A. Alll€d
SuDrems commander

(Eb*L*.r)

2l si Army G.oup
(Montgpm€.y)

US Ninth Army
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6th A,my Group
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US Thid Army
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oKw
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I
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C in C, Wod
(von Runstêdt)

Army G.o|? Ob€.rhsin
(Himmler)

Fitt€enth A.my Sixlh SS Panz€r---t'-y
(Di€bich)

Army
(Manteuft€l)

(g.and€nbor964
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