Grand Illusion Fort Units

1) All fort units start each scenario with their highest printed value showing. All Replacement ( R ) fort units start each scenario in the on-map Fort Replacement Step Counters Boxes.

2) Not all fort units reduce in value at a constant rate.

3) Some fort units have a combat strength of two for their final step, while others have a final strength of one. As a general rule of thumb, larger more modern forts have a final strength of two, while counters representing either older forts or a line of smaller non-supporting forts have a final strength of one.

Belgian Forts

Hex 52 – Antwerp

Scenarios 1 and 2 – start with CS5 Antwerp counter, replace with CS3 ( R ) Antwerp counter.

Scenario 3 – If Belgian preparedness option is chosen start with orange stripe CS5 +1 Antwerp counter, replace with CS3 +1 ( R ) Antwerp counter.

Hex 64 – Namur

All scenarios - start with CS3 +1 Namur counter. There is no replacement counter. Namur was a small, but well defended fort complex.

Hex 72 – Liege

Scenarios 1 and 2 – no fort counter. The German big guns have already done their work.

Scenario 3 - If Belgian preparedness option is chosen start with orange stripe CS4 Antwerp counter, replace with CS2 ( R ) Antwerp counter.

German Forts

Hex 86 – Metz

All scenarios – two fort units occupy the hex:

Metz 5 and Metz 3 start on map; Metz 3 ( R ) replaces the Metz 5 counter.

Hex 94 – Trier 

All scenarios Trier 3 counter starts on map. There is no Trier ( R ) counter.

Hex 105 – Strasbourg 

All scenarios Strasbourg 5 starts on map; Strasbourg 3 ( R ) replaces Strasbourg 5.

French Forts –  all non-orange stripe fort units are set up in all three scenarios

Hex 10 – Versailles; one counter 2,1

Hex 19 – Paris; at start counter 5,4 and ( R ) counter 2,1

Hex 24 – Hazebrouck: Orange stripe optional fort unit, one counter 3,2

Hex 34 – Lille: Orange stripe optional fort unit, one counter 3,2

Hex 54 – Maubeuge: at start counter 5 +2, 4 +2 and ( R ) counter 3 +1, 2 +1

Hex 67 – Verdun: at start counter 5 +2, 4 +2 and ( R ) counter 3 +2, 2 +2

Hex 76 – Verdun: at start counter 5 +3, 4 +3 and ( R ) counter 3 +3, 2 +3

Hex 77 – St Mihiel: at start counter 4, 3 and ( R ) counter 2, 1

Hex 79 – Langres: at start counter 4, 3 and ( R ) counter 2, 1

Hex 87: two fort counters in the hex


Nancy: at start counter 4 +1, 3 +1 and ( R ) counter 2 +1, 1 +1


Toul: at start counter 5 +2, 4 +2 and ( R ) counter 

3 +2, 2 +2

Hex 98: two fort counters in the hex


Epinal: at start counter 4, 3 and ( R ) counter 2, 1
Epinal: at start counter 5 +2, 4 +2 and ( R ) counter 

3 +2, 2 +2

Hex 104 – Belfort: at start counter 5 +2, 4 +2 and ( R ) counter 3 +2, 2 +2

Rules Additions

3.1 Set Up (add) At the Allied player's option, a maximum of two British infantry units may set up in hex 54 rather than hex 45.

8.4.9, add para g: The Allied player may move one French infantry corps to Paris (hex 19) by Strategic Movement during the Strategic Movement Phase without spending a CAP to do so.

9.1.1.a  Note: Change this note to read:

Any Mandated Battle received as a result of a FoW die roll is disregarded if the side receiving the mandated Battle has either:

· Zero CAPs remaining at the time the FoW die roll was made,or 

· Its Mandated Battles Remaining marker occupies a box on the General Records Track equal to or greater than the number of its CAPs remaining at the time the FoW die roll was made.

9.2.2 Under defender placement 4. undisrupted divisions, add: Undisrupted infantry divisions must be placed in the front line ahead of undisrupted cavalry divisions.

9.2.3 add: The attacker may place up to four corps or corps equivalents on the Battle Board (one per each available front line space). Remaining attacker units are kept in the Battle Hex. Attacking undisrupted cavalry may always be placed on the front line opposite defending cavalry. 

9.6.2 add: Undisrupted defending cavalry withdrawing from attacking infantry must roll a die and is disrupted on a roll of 1 or 2. NOTE: If there is not reserve unit behind withdrawing cavalry, the attacking front line unit takes no further part in the battle.

13.1 (add) Maubeuge Restrictions: No German units may enter hex 54 (Maubeuge) on Turn 1. No Allied units that do not start the game in hex 54 may enter that hex on turns 1 or 2. 

Design note: Despite the fall of the Liege forts on August 17, the Germans were still trying to squeeze a large logistical tail through a pretty narrow tube, which limited the speed of the initial advance through Belgium. As for the Allies, though the British 2nd Corps fought a sharp delaying action at Mons, it would be highly unrealistic to allow the Allied player to create a Festung Maubeuge on turns 1 or 2.

13.1 Allied Mandated battles (GT1,2,3 and 4), add new last sentence: Ignore FoW die roll results of 3,7 or 10 for any GT1 - 4 Allied Mandated Battles.

Errata and Clarifications
1) Reinforcements: The FR IX Corps (-) entering on turn 2 at hex 66 should be treated for stacking purposes as a division-which is basically what it is. (Otherwise it or the Maroc division would have to enter on Turn 3 as the hex would be overstacked; not our intention.)

2) The German Emergency Rail Supply marker should have hex 44 on the marker. Rule 11.2.1.c is correct.
3) Rule 9.3.1.b, 4th bullet: the DRM for a Mountain capable unit is –1.
