
Postcard Tunisia 1943 – Rules – 19Apr26 – Copyright © 2026 Louis R. Coatney – 1-3 player game – d6 dice.
Winning: Allies win at the end of a turn they take and keep Tunis and Bizerte, in supply. Otherwise, Axis win.
Setup: Blade Force B1, Hart Force C1; 10th Panzer, Broich, and Superga on Tunis and/or Bizerte. LW Afrika available.  MEAAF enters Trun 1 German playr-turnThere can be 2 players – Allies vs. Axis – or 3: Northern Allied, Axis, Southern Allied/AL/8th Army.
(Inter-Allied-army cooperation?? }:-) Units can be detached to the otherr Allied army for a given time period.)
Turn Sequence: Reinforcements for both sides. Allies move and attack first – then Axis. Supply determination at moment of movement/attack.
Reinforcements: Starting Turn 2, each side may bring in 2 units per turn in the north – for Allies from different nationalities at first – at either or both Turn 1 entry points which count against MFs..
AL units arrive from AlameinTurn 4:  ALlies on I hexes or H5 and 6; Axis  on G5, F5. and/or Svax.
“Stacking” and Operational Movement:
Never more than 3 units per hex – corps XXX or army XXXX counts as 2 – except Tiger and NIH Churchill tanks ride free.
Army and corps movement factors (MFs) 3; smaller units 4. Mobile units –  having underlined movement factors or vehicle icons – can move twice as fast on roads when in road supply.  Armor may not move/attack across all-hill hex-sides – example, E4/F4 – or the river unless on a road. (Moving and attacking from B1 to B2 would be allowed, since the hex-side is only partially hill.) Infantry, including the Afrika Korps motorized infantry corps, may do so at a cost of 2 MFs. Units must stop and may not use road movement in a hex adjacent to an UnDisrupted enemy unit which could move/attack into it.  A unit can always move 1 hex onto a friendly unit, if that hexcould be moved into normally, and the latter unit may then be moved elsewhere. No unit may move or attack across a dark, high mountain hex-side there in the south.
Terrain Effects on Combat: Infantry defending in (even partial hex) hills/mountains get +1 defense factor per hex- hex B4 +2 if matched. Mareth Line after Turn 4 +2 if matched and not outflanked like for rivers. If more than half factors attacking cross-river, -1 combat odds column. No advantage for defending in towns/cities. 50% chance of getting stuck in swamp for 1 turn – unable to attack or leave. The New Zealand Division moves and attacks as armor, but can defend as infantry. 
Churchill tanks cancel 1 Axis hill defense factor. However, any unfavorable attack result – BD, AD, AE – automatically eliminates the Churchills as does being attacked alone.
Combat Factors and Combat:  Combat factors are Attack-Defense or both if only one.  (The last factor is the movement factor.) Total attck factors (from hexes adjacent to Defender). Attacks can be cancelled anytime – like after an unfavorable air battle – unless the following is in effect: UnDsrptd Defending German unit adj to both Allied attackers and Axis defenders must also be attacked, unless the defending German could not move/attack into the Attacker’s hex. 
Combat Results Table … results:
AE = Attackers up to Defender’s factor strength Eliminated.
AD = Attackers Disrupted.
BD = both Attackers and Defenders Disrupted.
D = Defenders Disrupted.
Dr = Defenders retreated 1 hex by Defender and Disrupted.
DR = Defenders Routed 2 hexes retreated by Defender and Disrupted. 
DE = All Defenders Eliminated.
Retreats: No retreat into hexes adjacent to Attackers, unless hex-side blocked from Attacker.  Defender may voluntarily retreat from D 1 or 2 hexes - from Dr an additional hex – but Attacker may advance. Before die roll, Defender voluntary No Retreat! Dr = D, DR = DE.
Tactical Advances after Combat:   The Attacker may always advance into a vacated hes, regardless of adjacent enemy – including German – units. At least 1 attacking unit must advance into the vacated hex, unless the Defender’s retreat was voluntary. Armor may advance a second hex in open terrain or down a road, unless stopped in the vacated hex by an enemy unit’s adjacent hex as described above.
Pressed Attack – 1:1 or greater:  50% risk of moving odds up or down 1 level – roll before attack. 
Disruption: Disrupted units cannot move/attack. Attacks against (still-)Disrupted units are shifted up one combat odds column. Von Brioch cannot be Disrupted. British and other Germans are Recovered from Disruption at end of their player’s turn. Others at end of next turn’s enemy combat phase, unless re-Disrupted.
Airpower- both Bombing when on Attack  and Interception on Defense: Al First, 50% air battle for one hex, then, if the Attacker survives, 50% chance to Disrupt each ground unit and then +1 column close air support shift for LW Afrika and Desert AF. Allied air units may combine.
Supply: Sources are Turn 1 entry points and H6 for AL Allies. Road and up to 2 hexes off them. If blocked by enemy units on them, movement and attacking combat factors are halved – determined at moment of combat or movement.
The Battle for Tunisia 1942-43 is Dedicated to all Allied veterans of World War 2 and to all innocent civilians who suffer in war, and to my children Rebecca, Robert, Rohan, and Johanna in the hope they will never suffer another world war. And to Claudia Cardinale who grew up near Tunis.
“The more we learn from the Second World War, the better our chances it will be the LAST world war.” (LRC)
“War must be confined to history books and games and museums and films.” (LRC)
