Decision at Kasserine for ADC2

By Gerald Schwartz

Introduction

Decision at Kasserine is a direct reproduction of the 3W game of the same name published in Wargamer #23; however, it is played using ADC2.  For that reason the rules are slightly different from the original.  The rules used are those of the Battles for North Africa for Aide De Camp 2 series using the setup, reinforcement, and victory conditions provided here.

This game consists of 20 game turns from February 14th  until February 23rd ,1943.  Game turns are labeled from February 14th  AM to 23rd  PM and provide the weather conditions for each game turn.  The Allied player sets up first.  The Axis player performs his player turn first.  Both players are provided with fixed setup units on the map at the start of the game and variable setup units in force pools as outlined below.  These must be setup according to the instructions provided for each.  They are also provided with reinforcement force pools labeled Allied A, Allied B,… and Axis A, Axis B, …which must enter as specified below.  For convenient reference, all units are detailed in the KasserineOOB.xls spreadsheet which should be printed.

An Axis Start Line is marked on the East side of the map.  The Axis player initially controls all hexes to the East of this line and the Allied player controls all hexes to the West.  There are also Placement Areas marked as follows: Fondouk Placement Area, Faid Placement Area, and Gafsa Placement Area.  These are used for the purpose of initial setup of units or for entering reinforcements.

Allied units must be released before they can be moved.  Prior to release they may be put in-reserve status and artillery units may change mode and be used for fire support.  Artillery units may also be setup in-battery for purposes of providing fire support.  Each fixed setup unit on the map at the start of the game is only released on a dr=1 or dr=2.  Units are automatically released if attacked.  All are automatically released as soon as any Axis combat unit ends its movement 7 hexes or more West of the Axis Start Line or at the beginning of game turn 14 PM.  Conditions for release of each variable setup force pool and reinforcements are provided below.

Special Rules

1. There are no Naval Missions, Heavy Armor Units, Fortifications, or Anti-tank Ditches used in the game.

2. No close attack support air missions may be allocated until the February 19th AM game turn.

3. When the Axis TIGER tank unit 1/501 Ger Armor Coy is attacked the Allied player must use a +1 drm when resolving combat.

4. Due to incompatibilities in armament, the British could not draw on American supplies and were severely hampered until their own supply command arrived.  When the first British units enter the game, the Allied player must declare one of the Allied supply sources as the sole source of supply for British units.  This is the only supply source which British units may use until the appearance of the 6th Armored Division HQ.  During this time supply must be traced to that supply source as if it were an emergency supply source.  After the 6th Armored Division HQ appears, British units may trace supply normally.  The 1DY Br Armor Car Coy may always trace supply normally.

Setup

The Allied player is provided with the following force pools containing variable setup units that must be located in or adjacent to the hex similarly labeled on the map:

1. Allied Sbeitla (Release as above).
2. Allied El Ala (Release 14 PM).
3. Allied Bou Chebka (Release 14 PM).
4. Allied Bukkaria (Release 14 PM).
5. Allied Feriana (can be setup within 2 hexes, release 14 PM).
6. Allied Pichon (can be setup within 3 hexes, release 15 AM).
7. Allied Hadjeb Al Aioun (Release 15 AM).
8. Allied Tebessa A (Release 15 AM).

9. Allied Tebessa B (Release only when an Axis unit is within 7 hexes of Tebessa)

10. Allied Thelepte A (can be setup within 2 hexes, release 15 AM).

11. Allied Thelepte B (can be setup within 2 hexes, release 16 AM).

12. Allied Kasserine (Release 16AM).

13. Allied Kasserine Pass (Release 16 AM).

14. Allied Dj Touil A (Release 14 PM).

15. Allied Dj Touil B (Release 15 AM).

No Allied unit can be setup East of or adjacent to the Axis Start Line.

The Axis player is provided with the following force pools containing variable setup units that must be located  within 7 hexes of the hex similarly labeled on the map:

1. Axis Fondouk
2. Axis Faid
The Axis player is also provided with 3 organizational force pools for variable setup:

1. 10th Panzer Div
2. 21st Panzer Div
3. Army Reserve
The 10th Panzer and the 21st Panzer may each be setup in either the Fondouk Placement Area, the Faid Placement Area on the map or enter like reinforcements on the 14 AM game turn on the road from the Maizila Pass.  Both may not be setup in the same location.  The Army Reserve must accompany either or both Panzer Divisions, and may be split however the Axis player wishes.

No Axis unit can be setup West of the Axis Start Line.

Reinforcements

The Allied player receives reinforcements from  force pools. The entry points for most Allied reinforcements are the major roads coming from the North.  These are labeled  A-D.  The game turn of arrival depends in most cases upon whether or not the Axis player used the Fondouk Placement Area during his setup.  If he has, Allied reinforcements may have to arrive later.  The later they arrive, the more choices the Allied player is given on entry points.  The following force pools are provided:

1. Allied A – early arrival 14 AM at C, late arrival 14 PM at C or D.

2. Allied B – early arrival 14 PM at C, late arrival 15 PM at C, or 16PM at B or C.

3. Allied C – early arrival 15 AM at D, late arrival 16 AM at C or D.

4. Allied D – early arrival 15 AM at Gafsa Placement Area, late arrival 16 AM at C or D.

5. Allied E – air unit arrives 15 PM 

6. Allied F – early arrival 16 PM at B, late arrival 17 AM at A or B.

7. Allied G – early arrival 16 PM at Gafsa Placement Area, late arrival 17 AM at A or B.

8. Allied H – arrives 17 AM at A, B, or C..

9. Allied J – early arrival 17 AM at C, late arrival 17 PM at B or C.

10. Allied K – early arrival 17 PM at B, late arrival 18 AM at A or B.

11. Allied L – arrives 18 AM at Tebessa
12. Allied M – early arrival 18 PM at B, late arrival 19 AM at A or B.

13. Allied N – early arrival 19 AM at A, B, or C, late arrival 20 AM at Tebessa, A, or B.

14. Allied P – starting 19AM the XIX Corps Reserve enters one unit per game turn at C*

15. Allied R – arrives 19 PM at Tebessa.

16. Allied S – early arrival 20 PM at A, late arrival 21 AM at A or B.

17. Allied T – arrives 21 AM at A.

18. Allied U – early arrival 21 PM at Tebessa, late arrival 22 PM at Tebessa, A, B, or C.

19. Allied V – early arrival 21 PM at B, late arrival 22 AM at A or B.

20. Allied W – arrives 21 PM at Tebessa, A, B, or C.

21. Allied X– air unit arrives 22 AM.

22. Allied Z – arrives at Tebessa 22 PM.

*If the Axis player setup units in the Fondouk Placement Area, the Allied player does not get these units.

The Axis player receives reinforcements from the following force pools under the conditions stated:

1. Axis A – arrives on minor road from the North behind the Axis Start Line on the 14 PM game turn

2. Axis B – arrives on any road from the East on the 17 PM game turn if Axis player used the Fondouk Placement Area during his setup, otherwise it arrives the 14 PM game turn.

3. Axis C – the DAK Assault Group arrives in the Gafsa Placement Area on the 17 AM game turn.

The Axis player must remove his two FB-2 air units and one Stuka at the beginning of the 22 AM game turn.

Historical Background

Since November 1942 Rommel had envisaged combining his retreating army with those Axis forces soon to arrive in Tunisia in order to gain the margin of superiority necessary for a drive into Algeria.  It was a bold and far-reaching plan but was not widely accepted outside Rommel's staff.  By the time of the Kasserine Pass operation the Axis command had not yet decided on a coordinated course of action.  The German commander in Tunisia, von Arnim, had been enjoying independent command and had developed his own plans of operations for the coming months.  When Rommel arrived in early February, von Arnim faced the prospect of losing important units to Rommel, notably the 21st Panzer Division, so they planned separate but related operations involving a temporary transfer of armor.  After the highly successful conclusion of the first phase of each commander's operations on 17 February, Rommel went further than just the demand for the return of 21st Panzer; he asked for the transfer of all Axis armor to his command.  When on the 18th von Arnim did not approve of the transfer, Rommel appealed to Kesselring in Rome.  Faced with dissention and inadequate resources to carry out either plan, he opted for a compromise between its two commanders by placing LeKef (off the mapboard to the North) as the ultimate objective.

Victory Conditions

The Axis Player must begin the game without knowing his exact victory conditions.  Over four game turns (17PM, 18AM, 18PM, and 19PM) he will attempt to determine which victory conditions will be used by following the procedure below:

1. On each game turn (17PM, 18AM, and 18PM) the Axis Player rolls the dice to determine whether victory conditions will be decided during that game turn.  A dr < 3 means a decision this game turn.  On the 19AM game turn the decision is automatic.

2. When a decision is reached the Axis Player must then determine those victory conditions.  He shuffles and deals one of three victory condition cards from the deck provided into his hand.  He then reads it. The Allied Player may not read it at this time.

3. Since Allied command had the key (the ULTRA cipher) to the Axis Enigma Code, the Allied Player may examine the victory condition card, but only after a dr < 3.  He rolls once each game turn starting the game turn the card was drawn.

The game ends at the end of game turn 23PM or at the end of a game turn in which the Axis Player has achieved the victory conditions specified by the card he drew:

1. The Rommel Plan.  The Axis Player must exit any nine units through Tebessa and keep them supplied for an entire game turn (not necessarily the one immediately following their exit).

2. The Kesselring Plan.  The Axis Player must exit any seven units through either Tebessa or entry point B or a total of seven units from both and keep them supplied for an entire game turn (again, not necessarily the turn immediately following their exit).

3. The von Arnim Plan.  The Axis Player must accomplish either of the following two groups of victory conditions:

A.  He must capture and hold simultaneously for two consecutive complete game turns six of the following eight locations:


Bou Chebka
Sbiba


El Ala

Sidi bou Zid


Pichon

Tebessa


Sbeitla

Thelepte

B.  He must capture and hold simultaneously for two consecutive game turns any four of the eight locations in (A) above, AND must exit any four units through entry point B during those two game turns.

If the Axis Player achieves the victory conditions specified, he wins the game immediately.  If the Axis Player has not achieved them by the end of the game, then the Allied Player wins the game.  Axis units exited (as per above) need not have been exited on the same game turn but must all be exited using the required major road on the game turn victory is declared and must be considered supplied throughout that game turn.  HOs cannot supply exited units.

Historical Setup

Players wishing to duplicate the historical start positions of the Axis forces should begin with the 10th Panzer Div. at the Faid placement area and the 21st Panzer Div. entering as reinforcements on 14 AM from the Maizila Pass.

