












players desire to play the same side, or for tourna-
ment purposes.

14.1.1 BIdS 
Both players simultaneously present a written, 

secret bid for command of the Allied forces.  The 
bid takes the form of a number of Victory Points 
conceded in exchange for command of the Allies.  
Such a bid may consist of one (1) or more Victory 
Points.  The player who has presented the highest 
bid gets command of the Allied forces.  His op-
ponent plays the Germans.

Example:  Lucien and marcel both wish to play 
the Allied forces.  Lucien bids 5 and Marcel bids 
7.  Marcel is the high bid and becomes the Allied 
player, while Lucien is the low bid and becomes 
the German player.  In order to win the game mar-
cel must control at least seven German (black) 
Areas at the end of the last Turn.

14.1.2 tIe BIdS
If the submitted written Victory Point bids are 

tied, side determination is made by a random 
die roll with the tied bid becoming the number 
of Victory Points conceded in exchange for com-
mand of the Allies.

14.2 hiStOriCAL UNit SEtUP
Players wishing to depict the historical attack 

may use the following optional setup.

14.2.1 hIStorICal allIed Setup:  British and 
French units are set up as directed in the follow-
ing areas:

Area 21 (Mont-St. Eloi):  GroupA
Area 22 (Maroeuil): Group B
Area 23 (Anzin): Group C
Area 24 (St. Nicolas): Group E
Area 25 (Arras): Group D 
Area 26 (St. Laurent):   Group F
Area 27 (Bailleul): Group I, Group H

Area 28 (Fampoux): Group G
Zone E (Lens): Group J

14.2.2 hIStorICal german Set up:  German 
units are set up as directed in the following areas:

Area 2 (Wancourt): Group A
Area 3 (Tilloy): Group B
Area 4  (Neuville): Group C
Area 5 (Beaurains): Group D
Area 6  (Mercatel): Group E
Area 7 (Ficheux): Group F
Area 8  (Bellacourt): Group G
Area 9 (Wailly): Group H
Area 10  (Agny): Group I
Area 13 (Beaumetz): Group J
Area 14  (Simencourt): Group K
Area 19 (Haute-Avesnes ):Group L

14.2.3 SpeCIal ruleS for the hIStorICal 
Setup

14.2.3a frenCh releaSe
The six units of the French Cavalry Corps (Al-

lied GroupA) begin the game set up in Mont-St. 
Eloi (Area 21).  Neither player may move units 
into Mont-St. Eloi, nor may the Allied player exit 
these six units out of Mont-St. Eloi, before the 
Cavalry Corps has been released.  At the start of 
the 16:00 Game Turn, before doing anything else, 
the Allied player makes a dr.  On a roll of 4, 5 or 
6 the Cavalry Corps is released and is eligible to 
move and attack that Game Turn.  On any other 
result the units are released before Initiative is 
determined during the 17:00 Game Turn.

14.2.3b panZer releaSe
The Panzer Regiments (German group L) 

begins the game set up in Haute-Avesnes (Area 
19).  Neither player may move units into Haute-
Avesnes, nor may the German player exit these six 

units out of Haute-Avesnes, until the Panzer Regi-
ments has been released.  At the start of the 18:00 
Game Turn, before determining the Initiative, the 
German player makes a dr.  On a roll of 4, 5 or 6 
the Panzer Regiment is released and is eligible to 
move and attack that Game Turn.  On any other 
result the units are automatically released before 
Initiative is determined during the 19:00 Game 
Turn.

14.2.3c german 5th panZer dIvISIon
See 13.4

14.2.3d gort deCIdeS
See 13.5

14.2.3e rommel turnS north
See 13.6

14.2.3f : BrItISh reServeS 
See 13.3

15.0 bALANCE OPtiONS
15.1 tO FAvOr thE ALLiED SiDE
• Subtract 1 Air support per turn from the 

German player.
OR
• Release the British reserve as soon as the 

Allied player reaches 8 VP.

15.2 tO FAvOr thE gErmAN  SiDE
• Subtract 1 Air support per turn from the 

Allied player.
OR
• Add the 7/3/78 artillery unit to the German 

group B.
OR
• Add 1 Air support counter per turn from the 

German player.


