
New Optional Rules 
for Beyond the Rhine 

German Attrition Roll 
Mod  

   All German non-SS units 
rolling for attrition have +1 
modifier applied to the die 
roll. Stacks containing both 
types will receive the +1 
modifier. In addition, 
German units may not roll 
for breakout (12.8e). 

Pre-condition; The Allied 
player must have an 
attack-capable unit in 
trace supply east of the 
Rhine River inside the 
borders of Germany. 

Note: By this point in the 
war, once the Allies had 
breached the Rhine river 
defenses, units in the West 
knew the end of the war 
was near. They preferred 
surrendering rather than 
die for a lost cause.  

 

Supply Caches (21.10) 

  If this option is used the 
following applies. 

  Prior to the start of WAR 
the supply cache markers 
are available to the 
German player as per the 
printed rule to save supply 
on an artillery barrages. 
But each t saved is 

deducted from the extra 
supply the German player 
receives when WAR is 
declared (2.9d). After 
January 22, supply cache 
markers may no longer be 
used to save supply on 
artillery barrages. Their 
only function for the 
German Player in BTR is to 
Forage 21.10b.   

Note; prior to WAR the 
Germans maintained a 
reserve of artillery 
ammunition earmarked for 
WAR. The Cache markers 
in this case represent 
dipping into the Fuhrer 
reserve of artillery ammo 
being saved for WAR. After 
January 22 it represents 
the lack of or the Eastern 
getting priority for artillery 
ammo. 

  American Supply roll 
mod. 

 American SP rolls receive 
a +1-die roll modifier 
beginning in 1945.             

Pre-condition; Antwerp 
must be fully repaired and 
free of mines to receive 
this mod. 

Note; this SP roll modifier 
brings it in line with the 
repl table die roll mod. 

 

 

 

Ship Barrage 

  The Allied Player has at 
their disposal a Ship 
Barrage (18.3a) with each 
seaborne assault (BTR, 
3.9). The barrage is 
resolved on the 25-40 
column on the Barrage 
Table as though ships are 
present with all the 
appropriate shifts. 

Pre-condition; the hex 
chosen for Ship Barrage 
must be on or adjacent to 
the chosen landing hex.  

Note; the Ship barrage 
represents the British 
Battleship HMS Warspite 
and the monitors HMS 
Erebus and Roberts 
supporting the seaborne 
landings in the Scheldt. 

 Chronic German Fuel 
Shortages  

  The German player must 
use Series rule 12.5c 
paragraph C to fuel 
independent units. 

Note; this option better 
reflects the constant fuel 
shortages that plagued the 
Germans throughout the 
campaign. 

 

 



The German Panzer 
Brigades 

 Starting on the Sept.22 
Game turn in the German 
player reinforcement 
phase must roll for the 
disbandment of the Panzer 
Brigades.  

  Roll two die, on a roll of 
“7” a Panzer Brigade is 
removed from play. The 
German players choice, 
but a Panzer Brigade with 
a unit in the dead pile or a 
step loss must be selected 
before a full-strength unit. 
In addition, Panzer 
Brigades may never use or 
be part of optional rule 5.1 

Note; a unit with combat 
damage is more likely to 
be disbanded. 

Exception: the 106 Panzer 
Brigade is exempt from 
this option. 

 

Arial Artillery Spotters 

  All Allied artillery 
barrages on full flight 
turns receive a +1-die roll 
mod. 

  

    

 

 

 

 

  

 

 

 


