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VICTORY CONDITIONS: Provided the French amass < 19 CVP more than
the Germans at the end of any Game Turn, the Germans win at game end by
amassing more VP than the French. VP are awarded as follows: each stone
building Controlled is worth 1 VP per hex; and Control of hex F17, hex pair
B5/P5, and hex pair B15/P15 is worth 3 VP each.

TURN RECORD CHART
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Scenario Design: Gary Fortenberry

Southeast of MARCHE-en-FAMENNE, BELGIUM, 10 May 1940: In response
to the German advance into the Low Countries, the Allies—following the doctrine
laid out in the Dyle Plan—moved forward to engage German lead elements. Many
clashes occurred during the first day’s rush towards the opposing army. One such
engagement between the French 4e Division Légére de Cavalerie, and German
Panzer-Regiment 31, Panzer-Division 5’s vanguard, occurred near the village of
Marche-en-Famenne in Belgium.

BOARD CONFIGURATION:

23a

BALANCE:

©® French Turn 4 reinforcements enter on Turn 3.

= In the Victory Conditions, change “< 19” to “< 23”.

(® FRENCH Sets Up and Moves First [0]
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Elements of 4e Régiment de Véhicules Blindés, 14e Brigade Légére Mécanisée, 4e Division Légére de Cavalerie, 9¢e Armée [ELR: 3]
enter on Turn 1 on a west-edge road hex(es) (see SSR 3): {SAN: 3}
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Enter on Turn 3 on A5 or A15 (see SSR 2):
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_I I_ Elements of Panzer-Regiment 31 and Aufklirungs-Abteilung 8, Panzer-Division 5 [ELR: 4] enter on Turn 1 on an east-edge road
hex(es), with all Personnel as Passengers and the Gun in tow: {SAN: 2}
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Enter on Turn 2 along the east edge:
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SPECIAL RULES:

1. EC are Moderate, with no wind at start. Grain is in season (B15.6) [EXC: due
to being early in the growing season, grain is not a Hindrance when firing at ve-
hicles]. Hexes J9 and K10 have a ground and Level 1 Location only, with an in-
herent stairwell in each. Kindling (B25.11) is NA.

2. Prior to setup, the French player secretly records the road hex on which the
Turns 3 and 4 reinforcement groups will enter. Each group may enter on the same
or a different hex.

3. French units may not move east of hexrow I in their Turn 1 MPh. Motorcycles
without Riders are removed from play.

4. A halftrack [EXC: SPW 250/sMG] or a truck is immediately Recalled (D5.341)
when it no longer contains any Passengers and it has no Gun hooked up to it;
treat a truck like an AFV for this purpose.

5. AFV crews may not voluntarily Abandon (D5.4) their vehicles [EXC: SPW
250/sMG].

AFTERMATH: French cavalry units were to be deployed as a screen to slow the rapid Ger-
man advance into the Ardennes region and the Low Countries. French light tanks— primarily
Hotchkiss H35s and H39s—and reconnai e el of light hanized infantry, mo-
torcycle troops, and AMD Panhard 178 armored cars were the first to encounter the lead el-
ements of German mechanized infantry. The panzergrenadiere and recon infantry crashed
into one another while French armored cars dueled with their German counterparts. German
panzers soon entered the fray and made their weight felt, outmaneuvering the slower, radi-
oless French tanks. Before all was lost, heavier French tanks rolled into view and began tak-
ing a toll of the panzers. French S35s outmatched the panzers in armor and firepower, but
their lack of radios was a critical handicap and the defenders were forced to withdraw to the
west, leaving the battlefield to the invaders.




