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Combined Arms provides a column shift and one Air unit provides 
another shift. The odds are now 2-1. The Allied player decides to 
use his 9th Army HQ (hex 4731) for a column shift to bring the odds 
back down to 1-1. A die roll of 2 = A1. The German player decides to 
use the Rommel re-roll and rolls again and gets a 4 = A1/DR2. The 
Allied player chooses to do a Determined Defense using the Clear 
column of the Determined Defense Table and rolls two dice. The 
dice roll is a 7 = fail. The French division is Disrupted and retreated 2 
hexes and the German units may advance . Units that advance across 
a Major River hexside must stop after crossing.

Units may split up and advance in any direction and do not have 
to enter the defender’s vacated hex.

COMBAT C: The 6th Panzer Division attacks the 2-4-2 Fortress 
Infantry unit. The Panzer division is halved and the French unit is 
doubled because of the river. The odds are 5 to 8 = 1-2. The Ger-
man player gets a shift for Elite Combined Arms and uses an air 
unit to bring it to a 2-1. A die roll of 4 = DR2. The Allied player 
chooses to do a Determined Defense and uses the Woods column 
on the Determined Defense Table. The dice roll is a 10 = 1/1 Hold, 
the retreat and advance are canceled but the Fortress unit and one 
German unit take a step loss .

The situation after step loses have been applied.

The game starts with the German player’s Movement Phase. All 
his units may move their full Movement Allowance. The Panzer 
divisions are color coded to indicate the Panzer corps they are 
attached to, but there are no restrictions on their movement.

The illustrations below show the German units after the Movement 
Phase is completed and before combat .

COMBAT A: The two Panzer divisions and the 9th MG Battalion  
gang up and attack the 3rd DLM. The odds are 24 to 8 = 3-1. The 
German player earns a shift for TQ (Elite Combined Arms). A die 
roll of 2 = DR2. The Allied player elects not to do a Determined 
Defense and retreats his unit 2 hexes and marks it with a Disrupted 
marker. The German units may Advance After Combat 2 hexes.

The 3rd DLM retreats two hexes and the German units Advance 
After Combat two hexes.

COMBAT B: Both Panzer divisions of Hoth’s corps attempt to cross 
the Meuse near Dinant. All German units are halved attacking across 
a Major River and the French unit is doubled since all attacking units 
are attacking across river hexsides. The odds are 13to 14 (1-2). Elite 

SICKLE CUT EXTENDED EXAMPLE OF PLAY
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COMBAT D: The German player uses the 1st and 2nd Panzer Divi-
sions plus Lehr Recce Battalion and attacks the French 53rd Divi-
sion. The German units are halved and the French unit is doubled. 
The odds are 14 to 12 with two shifts for TQ (Elite Combined Arms 
and all defending units are Low TQ), and one shift for Air Support. 
Three column shifts total. The final odds are 4-1. A die roll of 4 = 
A1/D1. Both sides lose 1 step and the defender must either retreat 
2 hexes or do a Determined Defense. The Allied player decides to 
do a Determined Defense and rolls a 5 which is reduced to a 4 for 
the –1 DRM (Lead Unit is a Low TQ unit). The result is the unit 
loses another step and is eliminated. The German player takes a 
step loss for the A1/D1 result and may Advance After Combat but 
must stop after crossing the Major River hexside.

COMBAT E: The 10th Panzer Division, Grossdeutschland Regi-
ment, and the 11th Machine Gun battalion attack the 55th Division. 
The German units are halved and the French unit is doubled. The 
odds are 10 to 12 with two shifts for TQ (Elite Combined Arms 
and all defending units are Low TQ) and two shifts for Air Sup-
port. The Allied player uses his 2nd Army HQ (hex 5142) for a 
column shift left. The final odds are 3-1. A die roll of 6 = D1. The 
Allied unit loses a step and must either retreat 3 hexes or conduct 
a Determined Defense. The Allied player decides to just retreat. 
The German player may Advance After Combat but must stop after 
crossing the Major River hexside.

The situation after the Retreat and Advance After Combat. The 
German player decided to reduce one of the units in the 2nd Panzer 
Division for the step loss at D.

RECOVERY PHASE: Since there are no German units Disrupted 
the Recovery Phase is skipped .

SUPPLY PHASE: All German units can easily trace 5 hexes to a 
road and then along the road to a friendly Entry Hex. All German 
units are in supply .

GQG PHASE: The last phase is the GQG Phase. The German 
player has six GQG markers to place. The German player targets 
some non-Disrupted French DCR divisions plus a few other stacks 
he would like to have a slow reaction (see illustration below). He 
then rolls two dice = a 3 and a 5. He removes GQG markers #3 and 
#5 and places those two GQG markers back in the GQG marker 
holding box.

The target hexes of the six GQG markers are circled in blue.

This ends the German Player Turn and the extended example. 
Now the Allied Player Turn begins and he has plenty to contend 
with. How he responds will be largely based on which stacks were 
spared the GQG markers.
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No Exploitation Phase: If each turn represented more than one day 
I would have considered an Exploitation Phase, but with one day 
turns, I thought it would be more realistic not to have such a phase. 
The German breakthrough occurred because the French line was 
stretched too thin and then collapsed. The historical breakthrough 
occurred on Turn 3, but unless an experienced German player is 
pitted against an inexperienced Allied player it may take a few 
more turns in this game. Nonetheless, a late breakthrough can still 
reach the coast since it will have the benefit of having more German 
infantry on hand to guard the flanks.

Tank Forces: The Allies had more tanks (and better armored tanks) 
than the Germans. To help reflect that I included all of the French 
independent tank battalions except those composed of the obsolete 
FT-17. Most of the German tanks were Pz Is and Pz IIs which were 
of little value. The high strength of the Panzer brigades is because 
each brigade, except the 9th, had four tank battalions instead of 
the two they would have in 1941.

Allied Reaction: The historical Allied reaction was quite slow 
which is why I included the GQG markers. But even with these 
markers the typical Allied player (after he has played the game 
once) will react better than the historical commanders did. That is 
fine, I want the Allied player to have a chance to instill fear into 
the German player—a group of 2 or 3 DLMs and/or DCRs can be 
a very strong force.

5 HQs and 5 Air Units: For this game I wanted the two opposing 
sides to appear to be equal. If the German player was going to get 
5 Air units then the Allied player was going to have the potential of 
5 shifts too. Since the Allies had almost twice as much artillery as 
the German army I decided to put the shifts in the HQs. They can 
be very useful in a static battle, but not so much in a mobile battle. 

The Entry Hexes: The French high command did not know that 
the Germans were heading for the coast until May 18th (Turn 6). 
Up until then they were concerned with protecting Paris (the S 
Entry Hexes) and the rear of the Maginot Line (SE and E Entry 
Hexes). Putting a VP value to these Entry Hexes ensures that the 
Allied player guards those important areas. The German player can 
win the game without reaching the coast as long as he can grab 
enough Entry Hexes.

The Trains are Slow: Yes, 15 hexes is not much, but this is not 
strategic rail movement far behind the lines, but rail movement in 
the combat zone. The modest rate reflects the effects of the Luft-
waffe on the trains and rail yards, plus accounts for delays caused 
by fog of war. 

Hints on Play
GERMAN PLAYER: Don’t be dismayed if a few of your Meuse 
River crossings initially fail. The 6th Army’s assault on the Dyle 
Line and Hoth’s Panzer corps are just diversions. Guderian’s 
crossing at Sedan is where the game is won or lost. Once across, 
keep stretching the French line until it snaps. Around Turn 4 or 5 
the Allied line should be thinning, at that time look for a hex you 
can get an Automatic DS against and push through.

“We can always recover ground, but never lost time.”
     —Field Marshal Graf von Gneisenau

Sickle Cut Scenario
Why? The genesis of this game is the extraordinary book The Blitz-
krieg Legend by Karl-Heinz Frieser. Richly detailed it opened the 
door for me on what an interesting campaign the battle for France 
was. What stood out was how uncertain the crossing of the Meuse 
River was and the risk Guderian took in his dash to the coast. These 
risks it seemed to me were the key elements of the 1940 campaign 
and there was no other game that concentrated on them.

While I’m mentioning books, I would also highly recommend 
Alistair Horne’s To Lose a Battle and Len Deighton’s Blitzkrieg—
these two books and the one mentioned above are an excellent way 
to learn about the campaign. 

Game Scale: The game was preferably to have only one map and 
be easy to play. After testing what could fit on a 22x34 map sheet, a 
4 miles per hex map scale was decided upon. Most units would be 
divisions and each turn would represent one day. The Netherlands 
and the south of France had to be cropped out .

Focus of the Design: The game starts on the 4th day of the offensive 
with the Germans on the Meuse. Cropping out the Ardennes and 
the first three days solved a huge problem—that of having to write 
rules to force the Allied player to rush up to the Dyle Line and to 
ignore all those German units moving through the Ardennes for 
three turns. Cropping out the BEF and French 7th Army sector to 
the north helped solve the problem of needing rules to force them 
to remain in their positions and not react to what was happening 
in the south .

The Order of Battle: Another goal of the design was to show 
the forces in an unbiased manner. We now know that the German 
Panzer divisions did amazingly well but nobody on either side 
expected that. Hitler and Rundstedt were scared to death of Allied 
counterattacks so that had to be part of the design. I tried to avoid 
making the Panzer divisions so powerful that the German player 
had little to fear from Allied forces .

The Battle at the Meuse: The French expected the Germans to halt 
at the Meuse for 3-8 days and bring up their artillery and support 
units. The immediate attack was a surprise and a big risk for the 
Germans. That is why on Turn 1 many of the attacks across the 
Meuse will be low-odds attacks. Be prepared for a few of them 
not to work. But make sure you cross at least in one spot—Sedan. 
Attacking at 6-1 odds at Sedan guarantees getting across, attacking 
at less than 6-1 is too big a risk. 

German Reinforcements: It was interesting to discover how many 
German infantry divisions followed behind the Panzer divisions. 
The general staff that planned all those maneuvers and march routes 
deserve as much credit as the commanders of the Panzer forma-
tions in the victory. The population of the Ardennes in that week 
probably saw a non-stop line of German infantry march through 
their towns 24 hours a day. 

1ST EDITION NOTES
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The goal for this 2nd Edition was to fix the play balance problem in 
the Sickle Cut scenario (it was too difficult for the German player 
to win) and to update some of the game mechanics so they would 
be more in line with the recent games in the series. Players who 
have played any of my games from Stalingrad ‘42 onward should 
have no problem learning this game. 
The following is a list of changes made and some brief explanations.
COMPONENTS
• 11 new units included plus many units had their values changed.
• New CRT
• A few roads were added to both maps
• Determined Defense Table changed significantly
• Disengagement Table changed

RULES
ZOC BONDS
• Since there are now a fair number of weak 1-strength units in the 

game, the ZOC Bond rule had to change so that 2 Strength Points 
are now required in order for a stack to form a ZOC Bond. This 
rule works nicely with the French Reconnaissance units and 2-1-6 
French tank battalions which also have only 1 SP.

• Only Good Order units can form a ZOC Bond. Disrupted units 
still have a ZOC .

• ZOC Bonds may no longer go through a City hex or across two 
Major River hexsides. This rule was introduced in Holland ‘44 
and works well on this map too.

•	 Units may only form a ZOC Hexside Bond with a friendly map 
edge. A friendly map edge has now been clarified.

7.3 Extended Movement: The MA for Mechanized units using 
Extended Movement is increased to 4 MPs, Cavalry Extended 
Movement is now 3 MPs, and other Non-Mechanized units remain 
at 2 MPs. These values are the same as their maximum Advance 
After Combat allowance. This rule goes a long way towards bal-
ancing the Sickle Cut scenario and is more accurate.

7.4 The 2-hex Tactical Movement rule is now included. It was 
left out of the original version to keep the game simple, but it is 
such an easy rule that it is now included. 

7.5 Crossing Major Rivers: Besides changing the MP cost, units 
must now start adjacent to an unbridged Major River in order to 
cross it. The old rule was too lenient and let units jump major 
rivers too quickly. This changed allowed me to delete the Meuse 
River Bridge rule.

7.5.4 Pontoon Bridge rule added from Stalingrad ‘42 .

7.6.1 Units using Train Movement may not stack together.

8.4 Maximum Attack and Defense Strengths: This rule is from 
Stalingrad ‘42. Players will rarely get 40 strength points in an 
attack, but the rule is there to prevent a ridiculous number of units 
attacking a single hex.

8.5 Allied Cooperation rules clarified to prohibit HQs being used 
on units of a different nationality .

2ND EDITION NOTESALLIED PLAYER: You have plenty of units in the north and can 
probably afford to send some to the south. I would also recommend 
counterattacking when you can—disrupting a Panzer division will 
put it out of action for a turn . 

Dynamo Scenario
The Dynamo scenario came about due to a suggestion posted in 
the Consim folder. I only vaguely remember the statement, but the 
gentlemen felt that seeing a larger section of France on the map 
would help put the Sickle Cut scenario in better context. And, if 
one expanded the map one could include the retreat to Dunkirk 
operations. Well, he was right, and I did have a desire to see how 
the forces were positioned for the Dunkirk operation and a strong 
desire to see if the game system worked in a grinding battle as well 
as a blitzkrieg. So it was done.

Time Frame: The game starts on May 24th, the day the British high 
command decided that it was best to abandon the fight in France 
and head for Dunkirk. The game ends on June 4th—the last day 
of the evacuation .

The Map: I know including eastern Belgium and part of The Neth-
erlands is unnecessary for the battle of Dunkirk, but I included it 
anyway to provide even more context for the Sickle Cut campaign. 
This is the area the British BEF and French 7th Army operated in the 
initial days of the campaign—the area they thought was the decisive 
area of the battle. As much as I wanted a scenario to use this area of 
the map, I could not come up with anything that would work. The 
British and French forces move up and then they move back—it 
would take too many “You Must Do This” rules to make it work. 
I’ve included an image of the starting position of the units on May 
13th (and the extra units necessary) for those who want to study it.
NOTE: Mark Merritt and his team came up with a combined game 
and that scenario is now included in the 2nd Edition.

The Halt! Markers: Letting the German player move up to two 
Panzer divisions each turn during the Halt Order is a little generous 
but it’s extremely important that the Allied player feels the threat 
of the Panzer divisions on his flank. Historically, the Allies had no 
idea that the Panzer divisions had been halted and made their move-
ments assuming the Panzer divisions would attack at any moment.

0-0-3 Remnants: The British left behind all of their equipment in 
the evacuation and these zero strength remnants reflect that. They 
also help to make the escape of every unit important .

Hints on Play: 
ALLIED PLAYER: On the first turn you can relax and enjoy your 
strong defense line, but you better start your retreat by Turn 2 or you 
might not make it to the beach. When the Panzer divisions wake up 
on Turn 4 it will get scary. Note that the Panzer divisions withdraw 
pretty quickly so it’s not as bad as it looks. And be prepared for the 
Belgian units surrendering on Turn 5—it is heart breaking.

GERMAN PLAYER: For the first three turns try to make some 
headway against the Belgians at the hinge between the Belgian 
and British lines. Try to expand your bridgehead across the canal 
at St-Omer, but be careful of British counterattacks.
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9.1 Halving: Since there are so many 1 SP units I had to adjust my 
typical Halving rule. Now, add up all 1’s before halving.

9.3 Air Support: Can now be used for defense as well as attack shifts. 

9.4 Allied HQ Support: The Allied player may now use his HQs 
to provide a shift when attacking or defending. In the old rules they 
were only allowed attacking and so had little value. 

9.5 TQ Shifts: In order to get the Elite shift it now requires an Elite 
Tank and an Elite infantry unit. In the old rules it was too easy to 
get this shift and players spread out their elite units. 

10.1 CRT Results: The DS result changed from all units take a 
step loss to one unit takes a step loss as in all of my other games. 
D1 allows an advance of 3 hexes. DR4 allows an Advance After 
Combat of only 3 hexes. Downgrading the advance on a DR4 to 3 
hexes was to reduce the number of Advance 4 results. I felt it was 
too easy to get and far too deadly for the Allied player.

13.2 Disrupted units no longer have to retreat if adjacent to an 
enemy unit. Forcing Disrupted units to retreat just complicated the 
game and added little. Let the players decide.

13.3 Full Retreat: Full Retreat units do not need to pay the +2 to 
exit an EZOC. This rule was introduced in Stalingrad ‘42.

14.1 Advance After Combat: units that are stacked with attacking 
units but did not contribute attack strength can now advance with 
those units . First introduced in Salerno ‘43.

14.4 Advance After Combat rules changed slightly. They now 
work like the other games in the system.

15.0 The Overrun rule was replaced by the standard Breakthrough 
Combat rules used in the other games. The main difference is units 
using Breakthrough Combat suffer a 1 or 2 column CRT shift in 
their attacks. This was done to tamp down on what a powerful 
stack can accomplish in one turn. A Game Turn represents only 
one day and it would be unreasonable to allow a Panzer division to 
fight a significant sized battle then advance 16 miles and then fight 
another large battle in the same day. That was okay with games like 
Stalingrad ‘42 where each turn represented 5-7 days, but not on 
a 1 day turn. The Breakthrough Combat rules are meant to enable 
strong units/stacks to brush aside weak units. 
Even with the CRT shift penalty, the Breakthrough Combat rules 
help the German player in the Sickle Cut scenario significantly. In 
the old version the Overrun Table was too restrictive.

18.3 Line of Supply rules changed slightly: 5 hexes to a road and 
then along a road an unlimited amount. This coincides with the 
way a Line of Supply works in the other games.

19.2.5 Strategic Rail Movement changed to limit rail movement 
to the next adjacent zone instead of anywhere on the map.

20.3 Group Disengagements are now allowed. This was intro-
duced in previous games in the series.

20.5 Reserve rule has been deleted .

  —Mark Simonitch    

New Units and Dele-
tions in the Second 
Editon: Seven German 
battalions were add-
ed to the game. Two 
German divisions were 
removed because they 

never made it onto the map during the game’s timespan. The British 
gained the 1st Light Armoured Reconnaissance Brigade. All of the 
other undepicted British recon units were attached to the 1st-4th 
Infantry Divisions, which is why those divisions are a point stronger 
on defense than the others. The French lost 27th Mountain Division 
and 34th BCC (Bataillon de Chars de Combat [tank battalion]) 
because they never made it onto the map: they were held in reserve 
on the Marne. The French lost the 6th and 32nd BCCs because they 
had obsolete FT-17 tanks. They gained the 4th Colonial and 6th 
North African Divisions and the 23rd BCC. 

Modifications: Four of 
the Panzer units had 
their attack strength ad-
justed downward. Not 

based on new data but based on a different formula for judging the 
combat value of the different German tanks of 1940. 

The 1st Schützen Regi-
ment of the 1st Panzer 
Division had 7 half-
tracked companies (vs 1 

each for the other divisions), which justifies giving it a strength 
increase and armored in fantry unit type. 10th Schützen Regi-
ment/9th Panzer and 69th Schützen Regiment/10 Panzer were 
increased by 1 strength point after doing a detailed TOE account-
ing. The MA was reduced for the German 1st Mountain Division 
and the French 3rd DLI because it’s unrealistic to allow a day’s 
march to routinely exceed 20 miles .

Modifications	to	Allied	Units:	The 12th Lancers’ defense strength 
was reduced to 1 to conform with the other reconnaissance bat-
talions. The British 23rd Infantry Division had only two brigades 
(partially compensated for by machine gun and motorcycle battal-
ions) so it was slightly weakened. Only 6 out of 9 battalions of the 
British 46th Infantry Division made it from Brittany to the battle, 
so the division was weakened. The British 20th Guards Brigade 
had only 2 battalions so it was weakened. The British 30th Infantry 
Brigade had 2 motor battalions and 3rd RTR (27 cruiser and 21 light 
tanks) from 1st Armoured Division, plus an infantry battalion and 
a motorcycle battalion, so it was strengthened. The French 42/102 
counter was renamed 42+ because it represents the 42nd and 52nd 
Colonial Machine Gun Demi-Brigades. The 148/102 counter is the 
same strength as 42+ because the 148th Fortress Infantry Regiment 
was supported by most of the division’s artillery.
 —Fred Thomas

ORDER OF BATTLE NOTES
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SITUATION MAPS
The situation maps on the following pages are presented for historical interest only. 

German Lage West Map for May 13th (Sickle Cut, Turn 1). 
The Germans have reached the Meuse. The image is showing the 
position of units at the end of the day. The German map indicates 

only the Allied units that have been identified and those positions 
may not be accurate. Note all the question marks on German units 
whose location is also uncertain.
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German Lage West Map for May 15th (Sickle Cut, Turn 3). 
Note that 10th Panzer holds the southern flank at Stonne while 
the 1st and 2nd Panzer head west. The 6th Panzer has broken out 

and is heading towards Montcornet. The 5th and 7th Panzer are at 
Philippeville. North of Namur, the 6th Army has hit the Dyle Line 
in the Gembloux Gap . 
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A French Army map for May 16th (Sickle Cut, Turn 4). The 
French government fear the Germans are moving on Paris and 
contemplate evacuation. Churchill flies to Paris on this day and finds 

out the French have no strategic reserves. Note the broken line west 
of Montcornet and how the Germans are through the Dyle Line in 
the north. The French 9th Army is showing signs of falling apart.
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German Lage West Map for May 18th (Sickle Cut, Turn 6). At 
this point the Allied line in the center has collapsed. Guderian’s 
and Hoth’s Panzer divisions are across the final river/canal line 

at St-Quentin—there are no further river obstacles between there 
and the coast. Note Rommel’s 7th Panzer heading for Arras and 
3rd and 4th Panzer’s movement south.
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German Lage West Map for May 24th (Dynamo, end of Turn 1). 
The Germans have reached the coast and no French counterattack 
from the south or north is materializing. The Belgians have lost 
their capital and are contemplating surrender. It is on this day that 
the British decide to head for Dunkerque. From viewing the map 
you would think it was too late. However, the bulk of the British 
and French divisions inside the pocket are in fairly good shape 
and the Panzer divisions are exhausted. And most fortunate of 

all, Hitler decides to let the infantry divisions of Army Group B 
reduce the pocket so the Panzer divisions can be refitted for the 
upcoming Case Red on June 5th. Note how weak the German line 
is southwest of Amiens, but there really is nothing to oppose them 
there except a few French reconnaissance battalions. Also note the 
German infantry divisions that marched through the Ardennes are 
now manning the southern line.
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German Lage West Map for May 31st (Dynamo, Turn 8). The 
end is near at Dunkerque. The Panzer divisions are heading south 
leaving the Dunkerque battle to the infantry divisions. In the next 
four days another 100,000 additional French and British troops 

will be evacuated. The French line in the south has begun to firm 
up but a larger number of German divisions face them to the north. 
Belgium has surrendered. Case Red will start in six days.
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FRANCE ‘40 COMBINED GAME
Scenario Data
•	 Game	Length:	23 turns . Starts on May 13th and ends on the End 

Phase of June 4th.
•	 First	Player:	German
•	 Maps: Use both maps. The Dynamo map overlays the north part of 

the Sickle Cut map by about 10 hexes .
•	 German	Supply	Sources: Entry Hexes P, Q, R, T, U on the Dynamo 

map and A–D on the Sickle Cut map. 
•	 Allied	Supply	Sources: Entry Hexes W, S, SE, E, any Allied-con-

trolled Port, or to three friendly-controlled City Hexes (18.2). Belgian 
units (only) may also trace to Brugge (3210), Ghent (3913), Antwerp 
(4810), Namur (5323), or Bruxelles if friendly controlled. The three 
Dutch units trace supply to any City/Town hex in the Netherlands.

Special Rules
All Special Rules apply from both games, as modified below.

1. The II/1 FJ Battalion: This unit cannot move unless attacked by 
an Allied unit . 

2. German Air Units: The German player starts with six 
Air units . An extra Air unit is provided on the counter 
sheets (CG = Combined Game). On Turn 5, one air unit 
is removed. On Turn 10 another air unit is removed. On 

Turn 1 of Dynamo another air unit is removed. This represents German 
losses, base displacement, and fatigue.

3. The BEF HQ: British combat units must be within 10 hexes of the 
BEF HQ (which must itself be within 10 hexes of Lille) in order to 
attack without a penalty. If an attack includes a British unit that cannot 
meet both of these requirements, it suffers 2 column shifts to the left. 
British defenders never receive this penalty .

4. Movement Restrictions: No Allied unit (Belgian, British, Dutch, or 
French) can move south across hex row xx24 unless a German combat 
unit is currently west of the 33xx hex column. Once this occurs, the 
Allies must roll a die on their next turn in the Recovery Phase . On a 
modified 6+ the Allies can move south of the xx24 hex line. Continue 
rolling each turn until a modified 6+ is rolled. The second turn’s roll 
gets a +1 DRM, the third turn’s roll a +2, etc. French units south of 
this line are unaffected and can move as desired .

Additional movement restrictions are in place until two or more Ger-
man divisions (all components, if counting a mechanized division) 
end their movement west of the 47xx hex column:

• These units may not move: French SFL, SFF, 60 ID, 68 ID (all 3 
regiments) and British LOC troops (12 ID, 23 ID).

• The BEF HQ is not restricted by this rule.
• All other British and French units north of hex row xx24 (including 

French 4 ID and 5 NA but excluding 1 DCR) must move east to 
occupy the line Antwerp fortifications-Dyle River-Dyle Line for-
tifications-Namur fortifications. They may also defend east of the 
line or up to 3 hexes west of it. The units must move at least half 
their movement potential eastwards each turn until they reach the 
defined zone.

5. Belgian Surrender: This can only occur after Sickle Cut succeeds. 
If Sickle Cut fails, Belgium will not surrender. For Belgian Surrender, 
the Allied Player rolls a single die at the beginning of the Allied Player 

Turn, starting the first turn after Sickle Cut succeeds. On a modified 
die roll of 7+ Belgium surrenders. Continue making this die roll every 
turn until either the Belgians surrender or the game ends. Add +1 to 
this roll for every three Belgian divisions that are destroyed. Fort units 
do not count for this .

6. Both Halt Orders occur. However, only the Halt Order in the 
Dynamo special rules allows the Germans the ability to replace losses. 

7. Von Rundstedt’s Halt Order: Change 21.3.2 to allow the Allied 
player to place the six Halt! markers on any German division regardless 
of the presence of German infantry divisions. This means you may 
place a Halt! marker on infantry divisions! The location of German 
infantry divisions no longer matters to this rule.

8. Sickle Cut Victory Conditions: For the Germans to win the Sickle 
Cut portion of the Combined Game, the Germans must succeed in 
cutting all rail links from the S and W Entry Areas to Lille. If the 
Germans succeed in this, then Dynamo starts on the next game turn. 
Place the Dynamo start marker on that turn. This must occur by the end 
of Turn 11 or the Allies win and the game ends. If Dynamo starts, the 
Dynamo victory conditions in Combined Game rule 12 will determine 
victory for the game.

9. From Sickle Cut to Dynamo: If the Germans win 
Sickle Cut, play proceeds to the Dynamo scenario. All 
Dynamo scenario rules go into effect unless contradicted 
by the Combined Game rules. The start date of Allied 

evacuations will be determined by a die roll.  On the first turn of Dy-
namo, the Allied player rolls a single 6-sided die.  Evacuations from 
a single port and/or beach will start the following number of turns 
AFTER the start of Dynamo scenario. This represents the time it took 
the British to logistically prepare for this most unexpected undertaking.

1: five Turns; 2–3: six Turns; 4–6: seven Turns.
• Place the Port Evacuation start marker the indicated number of Turns 

after the Dynamo start marker.
 Historically, the rail link was cut on May 20, Dynamo started on 

May 21, and Port Evacuation started on May 27, which means they 
rolled a 2 or 3.

• Ignore the 1st, 2nd, and 10th Panzer Division restrictions. The May 
Not Move markers are not used .

• The Halt! markers are placed/removed during the Allied Supply 
Phase three turns after the rail link was severed and on the following 
turns. Ignore the 1st Panzer Division restrictions.

• Continue to bring in German and French reinforcements (fixed and 
random) each turn as per the Sickle Cut scenario until all reinforcements 
are on the board. Ignore the Dynamo TRT reinforcements. 

• Allied HQs continue to operate according to rule 17—ignore the 
first bullet of rule 22 .7 .

• Rail movement is allowed.
• The GQG counters are used. #6 is removed on May 25.
• On the first turn of Dynamo, Woodforce appears in either Lille or 

Hazebrouck.
• The British can use 0-0-3 Remnants from the beginning of Sickle Cut.

10. Allied Evacuation Ports: When the Dynamo sce-
nario begins, the Allied player immediately chooses one 
port to evacuate from: Dunkirk, Calais, or Boulogne. 
Calais and Boulogne don’t have evacuation beaches: they 

only use the “Dunkirk” column on the Evacuation Table.
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6 ID 5314 Reduced, Disrupted
5 ID 5115
1 ID 5615
2 CD 5616
1 CD 5617
4 ID 5316 Reduced, Disrupted
10 ID 5116 (Leuven)
16 ID 3913 (Gent)
3 ID 5220 Reduced, Full Retreat

Dutch
Marine Bn 4008
38 IR 4506
40 IR 3805

British
3 ID 5116 (Leuven)
12L 5417
1 ID, 2 ID 5018
1 T Bde 4818
44 ID 3716
4 ID 3219 (Roubaix)
1 LAR Bde 3120 (Lille)
25 Bde, 50, 42 ID Within 1 hex of 3120 (Lille)
5 ID 2025
48 ID 3025
46 ID Turn 4, reinforcement at W (rail)
30 Bde Turn 10 - Calais
20G Bde Turn 10 - Boulogne

French
4 ID 1322 starts entrained
225/68 2810
341/68 3208
224/68 3707 (Breskens)
Beau 5204 (Breda)
25 MD, 9 BCC 5206
Lest 5606
1 DLM 5608
9 MD 5308
60 ID 3909
22 BCC 4809
21 ID 4212
7th Army HQ 4413
SFF Rgt 1918 (St-Omer)

German Setup and Reinforcements
II/1 FJ 5101
SS Verf 5904
256 ID 6004
56 ID 5707
30 ID 5810
19 ID 5713

11. RAF Air Support: Starting on Turn 1 of Dynamo 
(whenever that occurs) the two RAF Air units are avail-
able. Rule 22.6 applies, and additionally the defending 
hex must be within 3 hexes of a French coastal hex e.g. 

2315 is in range while 2316 is not.

12. Victory Conditions for Dynamo are the final victory conditions. 
If the Germans win the Sickle Cut, but lose in Dynamo, then this rep-
resents an operational German victory, where France is knocked out, 
but Britain gets out substantial numbers of troops and continues the 
war. This is the historical outcome. If the Germans win both scenarios, 
then the Germans have won WWII, as Britain sues for peace, and the 
US doesn’t have Britain as a base to build up an invasion force and 
no strategic bombing campaign takes place.

12.1 Allied Automatic Victory: The Allied player wins Dynamo 
immediately by evacuating 15 or more units.  At least 10 of the units 
must be British .

12.2 End Game Victory Conditions: If the Allied player does not win 
an Automatic Victory then calculate VPs at the end of the game. If the 
Allied VP total is 20 or more, then the Allied player wins. Otherwise 
the German player wins. 

1 VP for each British unit (regardless of size) evacuated.
1 VP for each British unit (regardless of size) in supply through 

a W Entry Hex. 
1 VP for each German infantry division completely eliminated 

(including any remnants). 
1 VP for each German motorized regimental (not battalion) unit 

eliminated .
–1 VP for each British unit or French DCR or DLM completely 

eliminated (including any remnants).

13. The French Reinforcement Pool: Only contains units entering 
the map from the E, SE, S, or W Entry Hexes. Therefore, reduce the 
number of units entered per turn to two, except for Turns 9–11 when 
three units per turn can enter. 29 units will be in this pool at the start 
of the game, so the pool will not be exhausted until May 26. 

SETUP
Use the Sickle Cut scenario cards to set up all units on the Sickle Cut 
map and use the setup instructions below to set up the units on the 
Dynamo map. Note that some German units that in Sickle Cut are 
marked to enter at Entry Area A now arrive in Entry Areas P through 
U or start the Combined Game on the Dynamo map. Also be aware 
that no British units are placed in the Reinforcement cup—they all 
start on the map with the exception of two reinforcements arriving by 
sea and one by rail .

Unit Setup Hex Special Instructions
Belgian

17 ID 4708
13 ID 4908
18 ID 5409
12 ID 5010
15 ID 5211
9 ID 5412
11 ID 5112
14 ID 5613 Reduced
2 ID 5114
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14 ID 5715
31 ID 5716
7 ID 5717
18 ID 5818
35 ID Turn 1 reinforcement, Entry U
255 ID Turn 2 reinforcement, Entry T
61 ID Turn 2 reinforcement, Entry U
208, 225 ID Turn 2 reinforcements, Entry Q
216 ID Turn 2 reinforcement, Entry R
254 ID Turn 4 reinforcement, Entry P
217 ID Turn 4 reinforcement, Entry T
1, 11, and 46 IDs Turn 6 reinforcements, Entry U
227 ID Turn 10 reinforcement, Entry P

BCC = Bataillon de Chars de Combat (tank battalion), CD = Cavalry 
Division, ID = Infantry Division, IR = Infantry Regiment, MD = 
Motorized Division, T = Tank

COMBINED GAME DESIGN NOTES
I was excited when France ’40 came to the house back in 2013 and 
it was quickly on the gaming table. My group here in Jacksonville, 
Florida played this several times, mainly the Sickle Cut scenario. But 
we always wondered what went on just off map to the north, on the 
Dynamo Map. It seemed to us that if the French and British could 
release so many units to the southern field that they must not have 
been too hard pressed up there. We really didn’t grasp how hard the 
fight was up there.

After more discussion, and with the help of Mark’s screen shot on 
page 29 of the rules, we cobbled together a combined scenario that 
showed the whole campaign in Belgium and Northern France. We had 
the units, we (mostly) knew where they set up, and we knew enough 
about the history to make it work. 

After several playings I decided to add an additional German Air unit 
to account for the parts of the Luftwaffe that worked in the Belgian 
zone. And we worked out the reduction of that Air Power over time 
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as the Luftwaffe lost to combat or damage about half the planes they 
committed to Fall Gelb .

One major piece we had to work out was the BEF. The BEF wasn’t 
in any way set up to take a major offensive into Germany. They had a 
long supply line that stretched back to Normandy and other ports well 
out of the range of the Luftwaffe that kept them tethered to Lille as 
their supply hub. While Dunkirk and a few other ports were used for 
evacuation those ports were not set up to receive and transport supplies; 
the Luftwaffe was too close for that sort of thing.

Another issue was Belgian Surrender. The Belgians fought hard in 
this campaign, but, they are a bit brittle and if they take large losses 
will collapse, much as they did in real life. If the Allied player just 
wholesale abandons the northern area to the Belgians they will quickly 
lose that shield. So, many of the French and British units that come 
in for the Sickle Cut stand-alone game may not be able to go south in 
the combined game.

This new scenario hinges on the success, or failure of Sickle Cut. If 
the Allies can hang on, and not get cut off, they have a great chance 
to change history. If Sickle Cut succeeds, then the Allies are fighting 
for their lives . 

We worked in both Halt Orders. They were part of the drama, and they 
tend to balance the game a bit. 

The Germans are on the clock to succeed. They did not want a Western 
Front like WWI. They didn’t have the supplies available for an extended 
months or years long campaign and they had to be worried about the 
Soviets taking advantage of any failures that might have occurred. 
This was a very large gamble, and Hitler was very concerned about 
any failures. And he was at a bit of a personal risk as there were some 
plans in place to “replace” him should this enterprise fail. 

We also had to put the victory conditions in context. Did Sickle Cut 
succeed? If yes, proceed to Dynamo. If no, well, Germany has basi-
cally been stymied into a much longer campaign, one that she might 
eventually win, but also one in which the subsequent Russian and 
African campaigns might never have occurred.

Dynamo’s success or failure, if Sickle Cut succeeds, could have spelled 
the end of the British homeland. I believe that if a significant amount 
of British and other allied troops were captured and not evacuated 
to England then the fall of Winston Churchill would not have been 
beyond belief. If that happened, and a subsequent British government 
negotiated themselves out of the war, then WWII as we know it might 
have never occurred. No airbases for bombing Germany, no African or 
Italian campaigns. The full force of the German armed forces focused 
on a rather more isolated Soviet Union . No Normandy . 

Interesting speculation, but in my opinion, these were the stakes that 
make this such a pivotal campaign. Quite literally this battle held the 
seeds of final defeat for one side or the other. It needs to be in this game.

I hope you enjoy it!
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ADDITIONAL NOTES 
1. At the start of the Combined Game the 9th Panzer Division has 
already linked up with the Fallschirmjäger and exited the map to the 
north. They reappear per the Sickle Cut Reinforcement card.

2. Macforce and Tardu are not in the game since they were created 
from existing units.
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