Operation Spark 

( Copyright 1996, Clash of Arms Games

Errata, December 1998

1.0 General Comments
Though Operation Spark is a sequel of sorts to Borodino ’41 and Black Sea/Black Death, it includes a number of new concepts and rules interpretations. Integrating the new concepts and interpretations with the old rules style proved problematic, and a new rules organization was implemented. The new rules concepts, interpretations, and organization, along with the following rules editing procedure, resulted in decisions that affected the counter sheets and charts. Unfortunately, the counter sheets and charts already had gone to press by the time this was realized, which explains many of the discrepancies between the rules, Roster Sheets, charts, and counters. These discrepancies, along with those arising due to the normal friction of a new process, really needed to be addressed(which explains why you are reading these errata. 

These errata are lengthy. Partly because we wanted to at least try to clarify even the most minor rules (which requires a goodly number of “examples”). Partly because Operation Spark is a complex game. Partly because we got some guy to write them for practically nothing. In actuality, a savvy game player probably only needs 80%or so of these errata.  If you want to play Operation Spark as it was intended, read through everything. Some people have complained that the rule book is too big, and the rules are “written so as to make an IRS bureaucrat blush.” Any suggestions regarding how to make the rule book shorter, without changing the nature of the game, are welcome.

These errata will not note where spelling or grammatical errors are located. We’re gamers d​…n it, not professional writers.

The rules were written using a “case” system. In some instances the case numbering lost some of its cohesion during the pre-press process. All section references will be made as if the case numbering was accurate.

While we’ve worked hard on these errata, some bugs probably will slip through. We always like to hear from people who’ve found just one more item that could be “fixed.” Thanks go to Christian Diedler and Gerd Dürnberger who obviously spent a lot of time examining the game, and were kind enough to send us their comments. Also thanks to everyone who made comments, favorable or not (though the latter are more instructive than pleasing), about the game on www.consimworld.com.

2.0 Counter Sheets

2.1 General Notes:

The correct morale rating for each unit is (usually) printed on the front of the unit’s counter. Exceptions are listed below. A unit’s morale rating does not change due to step losses. 

The correct armor rating for each AFV is printed on the front of the unit’s counter. An AFV’s armor rating does not change due to step losses. See Rules Addenda at the end of the rulebook.

A unit’s size does not change due to step losses.

The following units are always motorized, even if they are flipped (per Rules Addenda): I/70 (mot rocket bn), II/70 (mot rocket bn), III/70 (mot rocket bn), III/3 (mot rocket bn), II/2 Lehr (mot art, mixed), II/37 (mot hvy art, 150 how), 680 (mot hvy art, 150 guns), 143 (mot hvy art, 150 guns), 531 (mot hvy art, 150 guns), 910 (mot hvy art, 150 guns), 615 (mot hvy art, 210 how), 768 (mot hvy art, 210 how), 809 (mot hvy art, 210 how), 854 (mot hvy art, 210 how), and 856 (mot hvy art, 210 how).

The counters for the three AA companies of the 51st Luftwaffe (LW) Battalion are correct. All German AA units are properly considered “batteries” instead of “companies.”

3.0 Roster Sheets

3.1 General Notes

At the beginning of the game, a unit has a number of steps equal to the number of step boxes in its entry on its Roster Sheet. A unit’s current steps is the number of unmarked boxes in its entry on its Roster Sheet. Revised Roster Sheets may be available with this these errata. If so, they will incorporate all the changes noted below.

A weapons unit or AFV that has a regular fire strength or AT fire strength (printed on the front of its counter) that is different from its maximum number of steps should have a number printed in each of its step boxes in its entry on its Roster Sheet. If the number in the rightmost step box is the same as the unit’s regular fire strength printed on the front of its counter, then the number in each step box equals that unit’s current regular fire strength as it takes step losses. Otherwise, the number in each step box equal’s the unit’s current AT fire strength as it takes step losses. If a unit has a fire strength (e.g., regular fire strength) that is different from its number of steps, but the numbers in its step boxes represent a different type of fire strength (e.g., AT fire strength), then its current fire strength for that type of fire must be calculated using the procedure in Sec 13.10.3. For example, the German 2/503 (PzVIa, Tiger) has 4 step loss boxes, but both its printed regular fire strength (5) and its printed AT fire (18) are different from its number of steps. The number in its rightmost step loss box is “18,” so all of the numbers in its step boxes represent AT fire strengths. If the unit has not taken any step losses, its AT fire strength is “18” (as printed in the rightmost step loss box and on the front of the unit’s counter) and its regular fire strength is “5” (as printed on the front of the unit’s counter). If it has one step loss, its AT fire strength is “15” (as printed in the third step loss box) and its regular fire strength is “3”as calculated using the procedure in Sec 13.10.3 (e.g., three remaining steps divided by four steps at full strength equals ¾; ¾ x “5,” the regular fire strength printed on the front of the counter, equals “3.75;” “3.75” rounded down equals a current regular fire strength of  “3”).

Most personnel units do not have numbers in their step boxes since their current regular fire strength is equal to their current steps, and their AT fire strength is equal to the number printed on the counter (N.B., if the unit is flipped, the AT fire strength printed on the flipped side is used). Exceptions consist of any personnel unit with an AT fire strength greater than “1” (e.g., German Schnell (hvy inf) battalions)—these units are treated the same as weapons/AFV units with printed regular or AT fire strengths different from their number of steps.

4.0 Map

*** The Terrain Key identifies all terrain types except for bridges, worker’s settlements, and partial river/lake hexes (river banks or lake shores). The optional stream rules also add “stream banks,” “partial Neva River hexes,” “stream mouth hexes,” and “stream head hexes.” If a hex contains even the tiniest bit of a land terrain type, that hex contains that type of terrain. The hexside between two hexes that only contain land terrain contains all of the terrain types of both adjacent hexes. The land portion of a partial river/lake hex contains all of the land terrain types of both adjacent hexes, and the river/lake portion of a partial river/lake hexside contains river/lake terrain. In some cases a terrain type in a hex is ignored. Terrain types can be divided into the following hex terrain classes:

Hex Terrain Classes and Types, Land
Class:
Type:

(1)
Clear, Woods, Swamp, Peat Bog, Railroad Station, Village, Worker’s Settlement, and Town

(2)
Hill

(3)
Stream

(4)
Entrenchment (N.B., entrenchments are ignored for movement purposes)

(5)
Roads: Trail (fire trail), Dirt Road (secondary road), Paved Road (primary road), and Rail line (railroad) Roads only apply when a unit uses road movement. A unit using road movement ignores Class 1, Class 4, and partial river/lake hexsides.

(6)
Bridge hex (any hex that contains one or more roads crossing one or more streams) A bridge exists at any place that a road crosses a stream. Bridges only apply during road movement.

Hex (and Hexside) Terrain Classes and Types, River/Lake

Class:
Type:

(a)
River/Lake hex (any hex that only contains river/lake terrain), River/Lake hexside (e.g., the hexside between hexes 1515 and 1615), and Partial River/Lake hexside (e.g., the hexside between hexes 1518 and 1618) Note that the tributary of the Neva River in the southwest corner of the map is treated as if it were the Neva River. River/lake hexes are treated as Class 1 (Clear) land terrain during movement and as Class (a) river/lake terrain during fire combat and assault combat. A unit that enters a river/lake hex necessarily will cross a river/lake or bridge hexside. There are many partial river/lake hexes (e.g., hex 1618), but the river/lake terrain in these hexes generally is ignored. A partial river/lake hexside is any hexside that includes lake/river terrain plus any other type of terrain (e.g., clear, village, town, entrenchment). A partial river/lake hexside usually is ignored unless river/lake terrain covers the obvious majority of the hexside—in which case the hexside usually is treated like a river/lake hexside. An AFV that is prohibited from crossing a river/lake hex hexside may cross a partial river/lake hexside, even if that hexside is treated like a river/lake hexside. An AFV that normally is prohibited from entering a river/lake hex may enter such a hex if it is in column formation, it enters the hex through a bridged hexside, and it does not voluntarily deploy in that hex.

(b)
Bridge hexside (e.g., the hexside between hexes 1430 and 1530, along with any hexside bridged by the Soviet Player) Note that the MP cost for crossing a bridge built by the Soviet Player replaces the MP cost for (or prohibition against) crossing a river/lake hexside and negates the prohibition against entering a non-bridged river/lake hex. A bridge built by the Soviet Player never connects the roads in adjacent hexes.

In some instances, one terrain type partially obscures another. For instance, Worker’s Settlement 9 occupies hexes 2212 and 2312, though the village terrain type in the hex is somewhat obscured by the woods terrain type. 

The stream in hex 2007 should extend into the Neva River through the north hexside.

On the Terrain Key, the “Clear” symbol probably should not have any color printed on it.

On the Terrain Key, a “Trail” is the same as a Fire Trail, a “Dirt Road” is the same as a Secondary Road, a “Paved Road” is the same as a Primary Road, and a “Railine” (which should be a “Rail Line”) is the same as a Railroad.

*** On the Terrain Key, “Entrenchments” are the same as “entrenchment,” “fortification,” and “trench” in the rules and charts/tables. The entrenchment symbol consists of a solid red line with some small (blue-shaded) red lines drawn perpendicular to it. A hex is an entrenchment hex if it includes the solid red line of the entrenchment symbol. For example, hex 1518 is an entrenchment hex while hex 1619 is not. The Terrain Key shows which side of the entrenchment is “outside” and which is “inside.” “Outside” also can be called the “front” of the fortification. If there are two entrenchment symbols in a hex, they are never considered to be connected. If a unit enters the entrenchment in a hex with two entrenchment symbols, it enters both entrenchments. If there are entrenchment symbols in two adjacent hexes, and the symbols meet at the hexes’ common hexside, then the entrenchment is connected between the two hexes. In general, if the entrenchment symbol between two adjacent hexes is connected, and an enemy unit occupies one hex and a friendly unit occupies the entrenchment in the other, the enemy unit is “inside” the friendly unit’s entrenchment. If a friendly unit occupies the entrenchments in a hex containing two entrenchment symbols and an adjacent enemy unit is in a connected entrenchment hex, but the enemy unit is not “inside” both entrenchments (in the friendly unit’s hex), the enemy unit is not inside the friendly unit’s entrenchment. 

*** If there are road symbols in two adjacent hexes, and the symbols meet at the hexes’ common hexside, then the road is connected between the two hexes. A road symbol within a hex is connected to another road symbol in the same hex if the two intersect. If two different types of roads (e.g., a secondary road and a railroad) connect or intersect, a unit using road movement moving along one may freely enter the other (i.e., without having to deploy, pay the deployed MP cost for the hex, and re-enter column formation on the second type of road). The road movement MP cost for connected roads in a hex only needs to be paid once. For example, if a unit in road formation enters hex 2034 from  hex 2134, it pays the road movement rate for the primary road in hex 2034, though it may exit the hex along any connected road.

The village and town symbols also are used for worker’s settlements. For game purposes, worker’s settlements are noted by the letters “WS,” though WS 5 should be treated as a town (it is a peat processing plant). There is no “WS 2” on the map. Worker’s settlements might have been designed with a little more “security” in mind, which explains why they are slightly better for defense than villages. 

5.0 Charts

5.1 Artillery Capabilities Chart (This is a “Chart” instead of a “Table” so it can be called the “Art Chart”)

	
	Artillery Fire Types
	
	
	

	Artillery

Unit (a)
	Counter

Battery

Fire

(Sec 13.3)
	Barrage

Fire

(Sec 13.6)
	Defensive

Artillery Fire

(Sec 13.9.4)
	Offensive

Artillery Fire

(Sec 13.9.5)
	ZOC

Fire

(Sec 11.3) (b)
	Direct

Fire

(c)
	Heavy

Status

(Sec 13.10.5)

	Soviet Artillery
	
	
	
	
	
	
	

	Div Art Reg (see “d”)
	P
	yes
	yes 
	yes
	direct only
	yes
	no

	Mortar Reg (see “e”)
	P
	yes
	yes
	yes
	indirect only
	P
	no

	Light Art Reg (lt)
	P
	yes
	direct only
	direct only
	direct only
	yes
	no

	Guns Art Reg (g)
	yes
	yes
	direct only
	direct only
	direct only
	yes
	no

	Hvy Guns Art Reg (hg)
	yes
	yes
	direct only
	direct only
	direct only
	yes
	yes

	Mixed Guns Art Reg (mx)
	P
	yes
	direct only
	direct only
	direct only
	yes
	no

	How Art Reg (h)
	P
	yes
	direct only
	direct only
	direct only
	yes
	no

	Hvy How Art Reg (hh)
	yes
	yes
	direct only
	direct only
	direct only
	yes
	yes

	Spr Hvy How Art Reg (shh)
	yes
	yes
	P
	P
	P
	P
	yes

	Rocket Bde or Reg (rocket)
	P
	yes
	P
	P
	P
	P
	no

	Hvy Rocket Bn (rocket)
	P
	yes
	P
	P
	P
	P
	no

	Red Banner Baltic Fleet

(Sec 16.5)
	yes
	yes
	P
	P
	P
	P
	yes

	German Artillery
	
	
	
	
	
	
	

	Div Art Bn (see “f”)
	P
	yes
	yes
	yes
	direct only
	yes
	no

	Mixed Guns Art Bn (m)
	yes
	yes
	yes
	direct only
	direct only
	yes
	no

	Hvy Guns Art Bn (150 g)
	yes
	yes
	yes
	direct only
	direct only
	yes
	yes

	Hvy How Art Bn (150 h)
	P
	yes
	yes
	yes
	direct only
	P
	no

	Hvy How Art Bn (210 h)
	yes
	yes
	yes
	P
	P
	P
	yes

	Nebelwerfer Bn (rocket)
	P
	yes
	yes
	P
	P
	P
	no

	Railroad (RR) gun, (240 g)

(Sec 16.8)
	yes
	yes
	P
	P
	P
	P
	yes


1)
Abbreviations: Art (artillery), Hvy (heavy), Spr (super), h or How (howitzer), g (guns), P (prohibited).

2)
An artillery unit’s indirect fire range is the third rating printed on the bottom of its counter. An artillery unit only is capable of direct fire if it has a AT fire strength greater than “0” printed on the front of its counter (N.B., II/37 (mot hvy art, hvy how, 150) is direct fire-capable even when flipped ). If direct fire-capable, an artillery unit’s direct regular fire range and AT fire range is “1.”

2)
Whether an artillery unit is motorized or not does not affect the types of artillery fire it may perform.

3)
An artillery unit adjacent to an enemy unit may not perform indirect fire against a non-adjacent enemy unit.

4)
An artillery unit consumes ammunition, in some manner or another, when it performs indirect fire. An artillery unit does not consume ammunition when it performs direct fire.

5)
A rocket unit receives an Out of Supply Marker when it fires.

(a)  To perform direct fire, an artillery unit must be able to observe its target unit and must be direct fire-capable (since it necessarily will be adjacent to the target unit, observation is automatic). To perform indirect fire the artillery unit must be able to observe the target unit or it must have an eligible spotting unit that can observe the target unit (Sec 13.9.2). An artillery unit performing Counterbattery Fire may perform indirect fire against unobserved units in some instances (Sec 13.3.2). 

(b)  If the entry is a “P,” the artillery unit may not perform ZOC fire. If the entry is “direct only,” the unit may perform direct regular ZOC fire or AT ZOC fire.

(c)  All artillery units may perform indirect fire (which always is indirect regular fire). This column identifies which artillery units may perform direct fire. If an artillery unit is direct fire-capable, it is AT fire-capable (which always is direct AT fire), direct regular fire-capable, and indirect fire-capable. An artillery unit that cannot perform direct fire does not exert a ZOC into adjacent hexes unless it enables entrenchment AT fire strength. 

(d)  Soviet divisional artillery units may only perform Defensive Artillery Fire (direct or indirect) and Offensive Artillery Fire (direct or indirect) in support of units of the same division. They may perform such fire in support of themselves.

(e)  Soviet mortar units may only perform Defensive Artillery Fire (indirect) and Offensive Artillery Fire (indirect) in support of units of the same Soviet army (i.e., 67th, 2nd Shock, or 8th). They may perform such fire in support of themselves.

(f)  See Sec 13.9.5. for restrictions on German divisional artillery units.

5.2 Terrain & Condition Effects Table

	MOVEMENT AND ACTIONS
	FIRE MODIFIERS

	Terrain, Condition,

or Action (a)
	Leg

(Sec 11.1.6)
	Ski 

(Sec 16.1)
	Wheel (b)
(Sec 11.1.6)
	Track
	Fire 

Against
	Fire

From

	Deployed (Off-Road) Movement Costs (Sec 11.0)
	

	
	
	
	
	
	
	

	Clear
	1
	½
	1
	½
	-
	-

	Woods
	1
	½ / R (c)
	4
	2
	minus 1
	plus 1

	Swamp
	1
	½ 
	P
	4 / P (d)
	minus 1 (e)
	-

	Peat Bog
	1
	½ 
	P
	3 / 6 (d)
	(e)
	-

	Railroad Station
	1
	½ 
	½
	½
	minus 1
	plus 1

	Village
	1
	½ 
	½
	½
	minus 1
	plus 1

	Worker’s Settlement
	1
	½ 
	½
	½
	minus 2/ 

minus 1 (f)
	plus 1

	Town
	1
	½ 
	½
	½
	minus 2/ 

minus 1 (f)
	plus 1

	Hill (g)
	1
	1 / P (b)
	1
	1
	minus 1/ - 
	plus 2

	Stream (to cross) (h)
	1
	½ 
	2
	1
	plus 1/ - (i)
	-

	Entrenchment (j)
	other terrain
	other terrain
	other terrain
	other terrain
	minus 2  
	plus 2/ -

	River/Lake hex (k)
	1
	½  
	1
	R / ½ (l)
	plus 2 (m)
	-

	River/Lake hexside  (k)
	1
	½ 
	2
	R / ½ (l)
	plus 2 (m)
	-

	Partial River/Lake hexside 

(n)
	1 / other  non-river/lake terrain
	½  / other non-river/lake terrain
	2 / other  non-river/lake terrain
	½ / other non-river/lake terrain 
	plus 2/ - 

(m)
	-

	Road Movement Costs, In-column Formation (Sec 11.1.3)
	
	

	Trail/Fire Trail
	1
	½  
	2
	1
	-
	-

	Dirt Road/Secondary Road
	1
	½ 
	½
	½
	-
	-

	Paved Road/Primary Road
	1
	½ 
	¼
	½
	-
	-

	Rail Line/Railroad
	1
	½ 
	1
	1
	-
	-

	Bridge (to cross) (o)
	1
	½ 
	1
	1
	-
	-

	Unit Formation Status (Sec 11.1.3)
	
	

	In column formation
	-
	-
	-
	-
	plus 2
	halved/P (p)

	Weather Conditions Modifiers (Sec 7.0)
	
	

	Fog (q)
	x2 MP Cost
	x2 MP Cost
	x2 MP cost
	x2 MP cost
	-
	halved

	Impulse Movement Allowance and Fire Modifiers (Sec 11.1.2, Sec 13.5))
	
	

	Initial Impulse
	12
	12
	12
	12
	-
	-

	Limited Impulse
	8
	8
	8
	8
	-
	-

	Night Impulse
	-
	-
	-
	-
	minus 1

(Sec 13.5)
	per Surprise Table (Sec 13.5)

	 Unit Status Modifiers (Sec 13.10.10, Sec 10.3, Sec 15.1.4)
	

	Suppressed
	-2 MPs
	-2 MPs
	-2 MPs
	-2 MPs
	-
	halved/P (r)

	Disrupted
	halved
	halved
	halved
	halved
	-
	special/P (r)

	Out of Command
	halved
	halved
	halved
	halved
	-
	-

	Out of Supply
	NA
	NA
	halved
	halved
	-
	halved/P (r)

	
	
	
	
	
	
	

	Unit  Characteristics Modifiers (Sec 13.10.5, Sec 13.2.6, Sec 16.3)
	
	

	AFV, hollow armor dot
	NA
	NA
	NA
	-
	plus 1/minus 1 (s)
	-

	AFV, no armor dot
	NA
	NA
	NA
	-
	- /minus 2 (s)
	-

	AFV, solid armor dot
	NA
	NA
	NA
	-
	minus 1 per dot/ minus 2 (s)
	-

	Non-armored unit with less

than 5 current steps (t)
	-
	-
	-
	NA
	minus 1
	-

	Observation Balloon
	P
	P
	-
	P
	- /minus 2 (u)
	-

	ZOC Modifiers (Sec 11.3.4)
	
	

	Non-armored unit begins movement in enemy ZOC (v)
	-
	-
	-
	NA
	minus 1

(Sec 11.3.4)
	NA

	Non-armored unit enters and exits enemy ZOC (v)
	-
	-
	-
	NA
	plus 2

(Sec 11.3.4)
	NA

	AFV triggers ZOC fire
	NA
	-
	NA
	-
	-
	NA

	Action Movement Points Costs (Sec 11.4, Sec 11.1.3, Sec 11.7, Sec 11.5, Sec 11.6)
	
	

	Place Assault Marker
	1
	1
	1
	1
	-
	NA

	Enter Column Formation (w)
	1
	1
	1
	1
	plus 2
	NA

	Exit Column Formation (w)
	other terrain
	other terrain
	other terrain
	other terrain
	plus 2
	NA

	Detrain at Railroad  Station  (x)
	6
	6
	6
	6
	plus 2
	NA

	Build Bridge
	All (y)
	NA
	NA
	NA
	-
	NA

	Demolish Bridge
	All (y)
	NA
	NA
	NA
	-
	NA


(a)  Terrain movement, “fire from,” and “fire against” modifiers generally are not cumulative within a Hex Terrain Class, and generally are cumulative across Hex Terrain Classes.

(b)  Treat German heavy infantry units (the Schnell battalions) and observation balloons as wheeled units (see Sec 16.6). Soviet AA units (except for one AA battalion per Army) may not move within their direct fire range of any enemy unit, and they may not be moved, withdrawn, or retreated  in a manner such that they occupy the Soviet front line.

(c)  The first movement cost is for infantry ski units, while the second is for aerosans. Aerosans may not enter hill hexes under any circumstances, and may only enter woods hexes using road movement.

(d)  The first movement cost applies to T-34s, while the second applies to all other tracked vehicles.

(e)  All indirect fire targeting units in peat bog and swamp hexes is halved.

(f)  The first modifier applies to non-armored units, while the second applies to AFVs. 

(g)  The hill “fire against” modifier only applies if the defending unit receives direct fire from a unit in a non-hill hex. This modifier does not apply to indirect fire or air strikes. The hill “fire from” modifier does not apply if the defending unit also occupies a hill hex.

(h)  The MP cost for crossing a stream is paid each time a unit crosses a stream. If using the original rules, care must be taken when moving a unit out of a stream hex. This movement must reflect the fact that the unit probably has already crossed the stream in the hex—if the player wants to move the unit in the general opposite direction from which it entered the stream hex, the unit must pay the appropriate stream crossing MP costs as if it were recrossing the stream. 

(i)  An assaulting unit that crossed a stream in the hex it occupies during the same impulse suffers a “plus 1” “fire against” modifier during Defensive Fire Segments. A unit that crossed a stream in the hex it occupies and then triggers ZOC fire also suffers a “plus 1” “fire against” modifier.

(j)  The modifiers only apply to personnel or weapons units occupying an entrenchment in an entrenchment hex. Units in entrenchments always receive the “minus 2” “fire against” modifier, even against indirect fire and air strikes. The “plus 2” “fire from” modifier only applies if the defending unit is in a hex “outside” the firing unit’s entrenchment line.

(k)  River/lake hexes are treated as Hex Terrain Class 1 during movement, though river/lake MP costs are used. 

(l)  The first movement cost is for AFVs with hollow armor dots, while the second is for all other AFVs. Any AFV may enter a river/lake hex if it is in column formation and enters the river/lake hex through a bridged hexside. Any AFV may cross a river/lake hexside if that hexside is bridged.

(m)  If a unit assaults across a river/lake hexside from a river/lake hex, only one of the “plus 2” modifiers applies.

(n)  The first movement cost is for a partial river/lake hexside that is treated like a river/lake hexside, while the second is for a partial river/lake hexside that is treated like a land hexside. A partial river/lake hexside generally is treated like a river/lake hexside if river/lake terrain covers the obvious majority of the hexside. EXCEPTION: An AFV that is prohibited from crossing a river/lake hexside may cross and assault across a partial river/lake hexside, even if it is treated like a river/lake hexside. In this case, the unit pays MP costs per the land portion of the partial river/lake hexside. The unit will suffer the “plus 2” “fire against” modifier as though it was crossing a river/lake hexside.

(o)  Bridges exist where any road crosses any stream or river. In addition, there are two bridges printed on the map and bridges may be built by the Soviet Player. A unit may cross a bridge if it is in column formation. A unit using road movement that enters a bridge hex must choose which bridges it will cross in that hex, and pays the bridge crossing MP cost for each bridge to be crossed. To cross a bridged hexside, a unit must pay the bridge crossing MP cost in addition to the MP cost for the terrain in the hex it will enter. 

(p)  The first modifier applies to non-weapons units, the second applies to weapons units.

(q)  All MP costs for deployed/off-road movement are doubled.

(r)  The first modifier applies to non-artillery units, the second applies to artillery units. Disrupted non-artillery units may only fire during Defensive Fire Segments, with a fire strength of “1.”

(s)  The first modifier applies if the AFV receives AT fire from ground units, while the second applies if the AFV is the target of an air strike.

(t)  Only applies to non-armored units. 

(u)  Observation balloons may not be attacked by air strikes. The “minus 2” modifier only applies during Post-Assault Fire Combat, when balloons only may be attacked by Offensive Artillery Fire.

(v)  The first ZOC fire modifier only applies during the Movement Phase, and only if the unit triggering ZOC fire began its movement in the ZOC Target Hex. The second ZOC fire modifier will apply in any other case.

(w)  A unit must occupy a road hex to enter column formation. If there are two or more roads in the hex, the owning player declares the road the unit occupies. A unit in column formation may deploy in any hex that it could enter if it already was deployed. To deploy, the deploying unit must pay its deployed MP cost for the terrain in the hex it occupies.

(x)  Only available to German reinforcements.

(y)  An engineer unit and a pontoon unit are required to build a bridge (Sec 11.5). Bridges may only be demolished by engineer units (Sec 11.6). 7GdMiner (eng bn) may not build bridges, see Sec 16.2.

5.3 Assault Morale Modifier Table

	Terrain

Class
	Defending Unit

(Defensive)

Modifiers
	Assault

Morale

Adjustment
	Assaulting Unit

(Offensive)

Modifiers
	Assault

Morale

Adjustment
	Notes

	1
	Woods
	+1
	
	
	(a)

	1
	Railroad Station
	+1
	Engineer vs. Railroad Station
	+2
	(a) (e)

	1
	Village
	+1
	Engineer vs. Village 
	+2
	(a) (e)

	1
	Worker’s Settlement
	+1
	Engineer vs. Worker’s Settlement
	+2
	(a) (e)

	1
	Town
	+2
	Engineer vs. Town
	+2
	(a) (e)

	2
	Hills
	+1
	
	
	(a)

	3
	
	
	Assaulting from Stream hex
	0 / -1
	(b)

	4
	Entrenchment
	+1 / -2
	Entrenchment
	0 / +2
	(d)

	a
	
	
	Assaulting across River/Lake hexside
	-1
	(c)

	
	
	
	Engineer vs. Entrenchment
	+2
	(a) (e)

	
	Night Assault 
	Per Surprise

Table
	Night Assault
	Per Surprise

Table
	(Sec 13.5)

	
	In column formation
	-2
	
	
	(f)

	
	Armor Bonus 1: AFV in Assault Target Hex with greatest number of solid armor dots
	+1 per solid 

armor dot
	Armor Bonus: Assaulting AFV with greatest number of solid armor dots
	+1 per solid

armor dot
	(g) (h) 

	
	Armor Bonus 2: Defender has AFV and assaulter has none.
	+1
	Armor Bonus 2: Assaulter has AFV and defender has none.
	+1
	(g)

	
	
	
	Strength Bonus: Assaulter’s current steps more than defender’s.
	+1
	(i)

	
	
	
	Strength Bonus: Assaulter’s current steps at least double defender’s.
	+2
	(i)

	
	
	
	Strength Bonus: Assaulter’s current steps at least triple defender’s.
	+3
	(i)

	
	
	
	Soviet Submachinegun Bonus: Soviet SMG assaulting.
	+1
	


1)  A player is not required to apply Armor Bonuses, engineer modifiers, or the Soviet Submachinegun Bonus.  For example, the Soviet Player may not want to apply the Soviet Submachine Gun Bonus if an SMG unit is assaulting, along with three other personnel units, and he doesn’t want his SMG unit to take the first step loss if one is required (Sec 13.11.4, para.5).

2)  Assault Morale Modifiers are cumulative except for defensive modifiers due to terrain (terrain modifiers are cumulative across hex terrain classes, but are not cumulative within a hex terrain class), offensive Strength Bonuses (only one of the Strength Bonus modifiers applies to an assault, if at all), and, in some cases, engineers (the engineer bonus is not cumulative if the Assault Target Hex includes both an entrenchment and a railroad station, village, worker’s settlement, or town). There is no limit to the maximum number of assault morale modifiers a player may apply.

(a)  Only applies if a defending unit(s) occupies this type of terrain (but see “2”). 

(b)  Only applies if all assaulting units occupy a hex in which they crossed a stream during the current impulse.

(c)  Only applies if all units are assaulting across a river/lake hexside or a partial river/lake hexside that is treated like a river/lake hexside.

(d)  These modifiers apply if at least one defending unit occupies the entrenchments in the Assault Target Hex. The “+1” defensive modifier applies if all units are assaulting from outside the defending unit’s entrenchment, otherwise the “-2” defensive modifier applies. The “+2” offensive modifier applies if at least one unit is assaulting from inside the defending unit’s entrenchment, otherwise the “0” offensive modifier applies. 

(e)  Also see Sec 13.11.3, no.2. The engineer modifier applies if at least one engineer unit is participating in the assault and the player chooses to apply its modifier. Having more than one engineer participate in the assault provides no additional benefit. The Soviet Submachinegun Bonus applies if at least one SMG unit (mot inf) is participating in the assault and the Soviet Player chooses to apply its modifier. Having more than one SMG unit participate in the assault provides no additional benefit.

(f)  Only applies if all defending units are in column formation.

(g)  See Sec 13.11.3, no.1 and Sec 13.11.3, no. 2. In some instances, the Armor Bonus does not apply when the Assault Target Hex terrain is woods, railroad station, village, worker’s settlement, or town.

(h)  Only the bonus for the AFV with the most solid armor dots applies. Example: A Soviet KV-1 (two solid armor dots) and T-34 (one solid armor dot) are assaulting a hex occupied by a German Marder (hollow dot) and StG III (one solid armor dot). The Soviet player would receive a +2 Armor Bonus (for the KV-1) while the German player would receive a +1 Armor Bonus (for the StG III). Note that the Marder’s hollow armor dot has no effect—if only the Marder was defending against the assault, the German player would not receive an Armor Bonus modifier.

(i)  Each player adds together all of the current steps of his units that are participating in the assault. No more than 12 current steps worth of units in a hex may participate in an assault (Sec 11.2.4); a defending unit that retreated into the Assault Target Hex may participate in the assault; unit status does not affect a unit’s current steps; and defending artillery units only contribute half their current steps (rounded down, but not to less than “0”) to the assault. The appropriate Strength Bonus is applied according to the ratio between the assaulter’s current step total and the defender’s current step total.

5.4 Surprise Table

	Die Roll
	Result

	1
	Attacker: L x 2, F x ½, M -2, D

	2
	Attacker: L x 2, M -2, S

	3
	Attacker: F x ½, M -1, S

	4
	No Assault. Attacker: S, Retreat 1 hex

	5
	No effect

	6
	No effect

	7
	No effect

	8
	Defender: F x ½, M -1, S

	9
	Defender: L x 2, F x ½, M -1, D 

	0
	Defender: L x 3, Defender cannot fire, M -2, D


Attacker: Only the phasing player’s units are affected.

Defender: Only the non-phasing player’s units are affected.

L x 2, L x 3: All step loss results from the CRT, ATCRT and Assault  Results Table affecting the units that are or were involved in the assault are doubled (L x 2) or tripled (L x 3) for the rest of the Combat Phase.  

F x ½: All fire strengths of the units that are or were involved in the assault are halved for the rest of the Combat Phase, and the fire strength of any unit providing support fire for this assault is halved.

M -1, M -2: All of the units that are or were involved in the assault suffer the appropriate negative modifier whenever a morale check is required and when determining assault morale for the rest of the Combat Phase.

S, D: All of the units that are or were involved in the assault suffer a suppression (S) or disruption (D) result after the assault is resolved, called off, or terminated, regardless as to withdrawal or the outcome of fire combat and assault combat.

No Assault: The assault is involuntarily terminated .

Retreat 1 hex: All of the assaulting units must retreat 1 hex.

No effect: The assault proceeds as normal.

Defender cannot fire: All of the units that are or were involved in the assault may not perform fire of any type for the rest of the Combat Phase, and no units may perform support fire for this assault. 

5.5 Morale Check and Morale Modifiers Table

	
	Morale Check Conditions
	Morale Modifiers

	Morale Check Die Roll Minus the Unit’s Modified Morale
	If Unit is

Assaulting
	If Unit Receives Fire and is Not Assaulting
	If Unit Attempts to Withdraw From Assault Target Hex 
	Unit/Turn Section

Condition
	Morale

Modifier

	Less than 0
	No effect
	No effect
	W (b)
	Suppressed
	-1

	0
	N, W1
	No effect
	W (b)
	Disrupted
	-2

	1
	N, S, R1
	S (a)
	P (b)
	Night
	Per Surprise Table

	2 or 3
	N, D, R1
	D (a)
	P (b)
	Stacked with German HQ
	(c)

	4
	N, D, R2
	D (a)
	P (b)
	Non-armored unit 

withdrawing into 

concealed terrain
	+2 (d)

	5 or more
	E
	E
	P (b)
	
	


No effect: The unit passed its morale check with no ill effects.

N
(No Assault): Remove the Assault Marker on the unit. N.B., An assaulting unit that calls-off its assault (either voluntarily or involuntarily) is involved in that assault until the assault is resolved or terminated. An assaulting unit that calls-off its assault involuntarily may perform support fire, if otherwise eligible, but only against units in its original Assault Target Hex.

W1
(Withdraw One Hex): The unit may withdraw one hex at the owning player’s discretion, applying Sec 13.12. A unit may not withdraw if the morale check result was solely due to indirect fire. 

S
(Suppressed): The unit receives a suppression result. See Sec 13.10.10.

D
(Disrupted): The unit receives a disruption result. See Sec 13.10.10.

R1
(Retreat One Hex): The unit must retreat one hex away from its Assault Target Hex, applying Sec 13.12. A unit may not retreat if the morale check result was solely due to indirect fire. 

R2
(Retreat Two Hexes): Same as R1, except the unit must retreat two hexes.

E
(Eliminated): The unit has suffered a catastrophic loss of intestinal fortitude—it is eliminated.

W
(Withdraw): The unit may withdraw from the Assault Target Hex per Sec 13.7.1, unless the withdrawal morale check die roll is a “0” (see “b”).

P
(Prohibited): The unit may not withdraw from the Assault Target Hex. The unit also is suppressed if the withdrawal morale check die roll was a “0” (see “b”).

(a)  A unit that is suppressed or disrupted due to a morale check result caused by ZOC fire may not leave the ZOC Target Hex and may not expend any more MPs. 
(b)  If the Withdrawal Morale Check die roll was a “0,” the unit is suppressed and may not withdraw.

(c)  When making a morale check or determining a unit’s modified morale before assault combat, any German unit may use the modified morale of any HQ in the same hex, instead of using its own modified morale.

(d)  Only applies when a unit attempts to withdraw from an Assault Target Hex.
5.6 Assault Results Table
	
	Results applied to Assaulting Units if the Phasing Player Lost or Tied the Assault Combat Die Roll
	Results applied to Defending Units if the Non-Phasing Player Lost or Tied the Assault Combat Die Roll

	Assault Combat

Die Roll Difference
	Hexes to

Retreat
	Step

Losses
	Unit Status

Effect 
	Hexes to

Retreat
	Step

Losses
	Unit Status

Effect

	0 (a)
	0
	-1 (b)
	no effect
	0
	-1 (b)
	no effect

	1
	1
	0
	no effect
	1
	0
	no effect

	2
	1
	0
	S (c)
	1
	0
	S (c)

	3
	1
	-1 (b)
	D (c)
	2
	-1 (b)
	D (c)

	4
	1
	-1 (b)
	D (c)
	2-4 (d)
	-1 (b)
	D (c)

	5 or more
	1
	-1 (e)
	D (c)
	2-4 (d)
	-1 (e)
	D (c)


(a)  Apply results. Each player recalculates his modified assault morale, then makes a new assault combat die roll, and the results are applied. 

(b)  One step loss is assigned to one unit that participated in the assault per Sec 13.11.4, para.4.

(c)  All units that participated in the assault combat are either suppressed (S) or disrupted (D) before they begin their retreat. 

(d)  All units that participated in the assault combat retreat two hexes. Further retreat may be required due to attacker advance after assault per Sec 13.11.4, no. 1. 

(e)  One step loss is assigned to one unit that participated in the assault. For each point of difference between the assault combat die rolls greater than four, another step loss must be assigned to a unit(s) that participated in the assault. Step losses are assigned per Sec 13.11.4, para.4. 

7.0 Rules

1.0 Introduction

p.1, col.1, para.3, line 2: The game does include a few division sized units, though they are AA.

2.0 List of Parts: There are three Roster Sheets in the game, two for the Soviet Player and one for the German Player. The Time Record Chart is called the Game Turn Record Track in the rules.

3.1 Markers: The marker with the big arrow is an Assault Marker. The marker with the small arrow and wheels is an In Column Marker.

3.2 Unit Counters

The unit symbols description page for Operation Spark was inadvertently deleted during the pre-press process (though a copy may be available with this errata). Despite this, people with some familiarity of military simulations should have no problem identifying most of the unit types. People without this familiarity may need to consult an appropriate reference book, which usually can be found in a public library. 

Unit sizes and their symbols used in Operation Spark:

I
Company (co), also includes AA batteries

II
Battalion (bn)

III
Regiment (reg)

X
Brigade (bde)

XX
Division (div)

While German headquarters units have a division symbol, they are not the size of a division. The size of a unit has no impact on the game, since unit/stack density is determined using “current steps.” 

Personnel units (non-armored) include headquarters (HQ), infantry (inf), heavy infantry (hvy inf, Schnell), mountain infantry (mt inf), marine infantry (mar inf), motorized infantry (mot inf), engineer (eng), reconnaissance (motorcycle), machine gun (FA, mg), ski (ski, but excluding aerosans), observation battalions (obs), and bridging units (bridging, pontoon). An observation balloon (balloon) isn’t exactly a personnel unit, but it should be treated like one.

Weapons units (non-armored) include anti-tank (AT), anti-aircraft (AA), artillery (art), railroad gun (RR gun), and rocket (rocket) units. 

Armored Fighting Vehicles (e.g., AFVs, armored units, armored) include tanks (German Marder, StG III, Pzkpfw III, and Pzkpfw VIa (Tiger), and Soviet BT-5, T-26, T-60, T-34, and KV-1), self-propelled anti-aircraft (SP AA), and Aerosan units. Armored units have a vehicle symbol—the Soviet observation balloons have an aircraft symbol.

3.2.1 Combat Strengths

p.1, col.2, para.1, line 3: “The first number on the bottom… its regular fire strength, but it is NOT necessarily the maximum number of steps the unit has. The maximum number of steps a unit has is listed in its entry on its Roster Sheet.”

p.2, col.1, para.1, line 6: “The third number on the bottom of a non-artillery counter….” The next sentence should read “In the case of artillery units, the third number on the bottom of the counter is the unit’s indirect fire range.”

p.2, col.1, para.1, line 11: “Regardless of the range number… have a direct (regular fire or AT fire) fire range of one hex.”

3.3.2 Movement Types

p. 2, col.1, para.2, line 3: “The Soviet observation balloons, German reconnaisance (motorcycle) battalions, and German Schnell (hvy inf) battalions are considered to be wheeled units.”

4.0 Terrain Descriptions

p.2, col.1, para.4, line 1: The Terrain Effects Chart and the Terrain Fire Effects Table were combined to form the Terrain & Condition Effects Table.

p.2, col.1, para.4, line 23: There are a few town hexes outside Mga and Schlüsselburg.

6.4 AM Turn Section Initial Impulse, Combat Phase

p.3, col.2, para.6, line 6: “Once Assault Fire Combat is resolved, if the Assault Target Hex contains any wheeled, tracked, aerosan or rail units….” Motorized units include wheeled units and AFVs.

p.3, col.2, para.8, line 1: This paragraph addresses Post-Assault Fire Combat. During Offensive Fire Segments, assaulting units that involuntarily call-off their assault may only perform support fire against units in their original Assault Target Hex. A phasing unit that does not perform Counterbattery Fire or Barrage Fire, does not fire during Offensive Fire Segments, and did not receive an Assault Marker during its Movement Phase, generally may perform Post-Assault Fire.

*** 8.0 Airpower Determination Phase: The players may keep their airpower die rolls hidden from their opponent until after the Initiative Determination Phase.

9.0 Initiative Determination Phase

*** By being the Second Player during the Night Turn Section, being the Initial Player in the following AM Turn Section (and using the AM Turn Section Initial Impulse), and taking the AM Turn Section Limited Impulse (due to no Initiative Challenge or a failed Initiative Challenge), a player may have each of his units spend up to 28 MPs, perform assault three times (although assault combat is severely restricted during Night Turn Sections), and perform Post-Assault Fire twice (Post-Assault fire is prohibited at night, and only ZOC Fire is permitted during a lull, and then only during a daylight lull impulse) before his opponent may react. This is intentional. Managing “initiative” can be the key to winning the game. If someone doesn’t like his opponent rampaging across the map, he should declare a lot of his own assaults during the Initiative Determination Phase or Initiative Challenge Phase to change momentum. 

9.3.1 Assaults Commitment

p.5, col.1, para.4, line 7: “In this case, … due to subsequent enemy fire or its assault being called-off.”

9.3.2 Fresh Formation Initiative Bonus Determination

p.5, col.2, para.2, line 4: After “To determine this bonus… wins the initiative.” add, “Only division formations (not division-sized units) with four or more units in that division’s entry on its Roster Sheet (N.B., even if units in that division have been eliminated) are eligible for the Fresh Formation Initiative Bonus.” Contrary to the rules, brigades for either side are NOT eligible for the Fresh Formation Initiative Bonus (see Sec. 9.3.2). 

p. 5, col.2, para.2, line 6: “The players also determine to which [delete “brigades or”] division each assaulting unit is subordinate.”  

p.5, col.2, para.2, line 9: “A fresh [delete “brigade or”] division is one that….”

p.5, col.2, para.2, line 12: “For the purposes of determining this bonus, a formation is considered to have participated in an assault….”

p.5. col.2, para.2, line 15: “Each player makes a temporary mark on his Roster Sheet next to each fresh [delete “brigade or”] division that will…”

p.5, col.2, para.2: Delete the last sentence reading “For each fresh formation…”

9.3.3 Assault Announcement

p.5, col.2, para.6: Add, “ZOC Fire is permitted during a daylight lull impulse.”

*** Night Assaults: If a player will commit one or more assaults during a Night Impulse, apply the following rules:

1)  Only units that will receive an Assault Marker may enter enemy ZOCs.

2)  Any phasing unit may perform Counterbattery Fire, Barrage Fire, and fire during Offensive Fire Segments (including support fire) if it meets the all of the fire eligibility rules applicable to it. Post-Assault Fire Combat is prohibited. Any non-phasing unit may perform fire during Defensive Fire Segments (including support fire) if it meets all of the fire eligibility rules applicable to it.

3)  Only units that were involved in an assault or that participated in an assault may trigger ZOC Fire. ZOC fire trigger and ZOC Fire is treated as if the impulse was a day impulse, except that the night observation rules are in effect.

4)  A Surprise roll is made before each assault. Follow-on assaults are permitted.

9.3.6 Assault Requirements and Options

There is some confusion regarding the use of the terms “assault,” “assault combat,” and “placing an Assault Marker.” “Assault” consists of all the actions and events that occur during a Combat Phase that arose due to the placement of one or more Assault Markers. “Assault” also is used to refer to the actions/events related to a single assault. “Assault combat” is the process of comparing adjusted morale ratings and combat resolution described in Sec 13.11. “Placing an Assault Marker” consists of a unit paying 1 MP to receive an Assault Marker, thus designating a future Assault Target Hex. Players should be aware that a hex does not become an Assault Target Hex until the Combat Phase.

p.6, col.1, para.4, line 1: “A player who committed to assault seven hexes… would have to place at least seven Assault Markers such that they point to at least seven different enemy occupied hexes….”

p.6, col.1, para.4, line 4: “If the Second Player did not… the Initial Player may place as many Assault Markers facing as many hexes….”

p.6, col.1, para.4, line 8: “To continue the example… he doesn’t have to place any Assault Markers during his PM Initial Impulse, though he may place as many Assault Makers facing as many hexes as he chooses.”

9.4 Initiative Challenge

p.6, col.1, para.5, line 13: “If there is no Initiative Challenge… the Initial Player is not required to place any Assault Markers during the AM Limited Impulse, but he may place as many Assault Markers facing as many hexes as he wishes.”

9.5 Possible Turn Sequences (Abbreviated)

*** Turn Sequence Examples: If there is no successful Initiative Challenge, the Initial Player Post-PM Turn Section Air Strikes occur before the PM Turn Section Recovery Phase. How this got through both Borodino and lot’s of playtesting is a mystery. 

10.1.3 Effects of HQ Elimination 

p.7, col.1, para.5, line 1: “If a German HQ is destroyed, all units that can trace a line of command to that HQ but cannot trace a line of command to another HQ are immediately suppressed….”

10.2 Soviet Command and Unit Integrity

p.7, col.1, para.6, line 1: “While the Germans… the Soviets tended to keep their unit formations together.”

p.7, col.1, para.6, line 4: At end of paragraph add, “Soviet Unit Integrity only applies to units within brigades, divisions, and tank regiments.”

10.2.3 Unit Integrity Exceptions

p.7, col.2, para.2, line 1: “The Unit Integrity Rule does not apply to… bridging units, independent units (as indicated on the Soviet Roster Sheets), and observation balloons.” Delete sentence “Soviet independent battalions include….” 

10.3 Out of Command Effects

p.7, col.2, para.4, no.3: “If all of a player’s units participating in an assault combat are out of command their initial assault morale is that of the unit with the lowest modified morale.”

p.7, col.2, para.5 line 1: “EXCEPTION: If all of the units… are all independent units, their initial assault morale…”

11.1.1 Movement Types

p.8, col.1, para.2, line 5: “ “AFVs (units displaying vehicle silhouettes—Soviet observation balloons have an aircraft symbol) are tracked….”

11.1.3 Unit Status Effects

p.8, col.1, para.6, line 3: “While a unit in column formation… when participating in assault combat.”

p.8, col.2, para.1, line 2: The sentence beginning with “A unit that engages in combat…” should read, “Any unit in column formation that participates in assault combat becomes deployed (at no MP cost) after all retreats and advances due to that assault combat are completed (see Note 8 below). A unit in column formation does not deploy solely because it receives fire or suffers an adverse fire combat result.”

p.8, col.2, para.2, line 8: “Thus, a wheeled unit in column formation on a road in a woods hex would pay 4 MPs to deploy in that hex.” 

p.8, col.2, para.2, line 12: “It pays the deployed (off-road) terrain cost for such hexes.”

p.8, col.2, para.3, no.1: Should read, “Must apply the road movement MP cost to enter a hex through a connected road and may cross bridges. A unit using road movement ignores the other terrain in the hex it enters. Tracked units without a hollow armor dot may only cross or assault across river/lake hexsides if they are in column formation and the hexside is a bridge hexside. All tracked units, regardless as to formation status, may move and assault across a partial river/lake hexside, even if that hexside is treated like a river/lake hexside—they move per the land terrain on that hexside and in the hex they will enter.”

11.1.5 Unit Type Effects on Movement

p.8, col.2, para.5, line 4: “If a non-armored unit occupies… enables entrenchment AT fire strength, or has an Assault Marker placed such that it points at the unit’s hex.”

11.1.4 Terrain Effects on Movement

*** During the Movement Phase, MP costs for terrain are not cumulative within a hex terrain class, but are cumulative across hex terrain classes. The only exception is that river/lake terrain is treated as Hex Terrain Class “1” (Clear) terrain during movement. When a deployed unit or a unit in column moving off-road moves from one hex into a hex with more than one terrain type, it pays the single, most disadvantageous MP cost for each hex terrain class (excluding roads and bridges) in the hex it is entering and any applicable MP cost for crossing the hexside between the two hexes. For example, a unit entering a stream hex from a river/lake hex must pay the MP cost for the single, most disadvantageous Class 1 terrain in the hex; the MP cost for crossing any stream(s) in the stream hex; and the MP cost for crossing a river/lake hexside). When a unit in column formation voluntarily deploys in a hex with more than one terrain type, it pays the single, most disadvantageous MP cost for each hex terrain class (excluding roads, bridges, and streams—it presumably already has crossed a stream if there is one, but see optional stream rules) in its hex. When a unit using road movement enters a road hex from a connected road hex, it pays the MP cost for one type of connected road in the new hex (N.B., the most advantageous), the bridge crossing MP cost if there is a bridge in the hex to be entered (but see optional stream rules), and the bridge crossing MP cost if the unit is moving across a bridge hexside—if the unit enters a hex with two or more non-intersecting roads, it may not simply start moving along a second road, instead, it must deploy and then re-enter column formation on that second road. If a unit wants to cross a bridge built by the Soviet Player, it must enter column formation on a road (during any Movement Phase), move to the hex adjacent to the bridge hexside (not necessarily in the same Movement Phase it entered column formation), and then pay the MP cost for crossing a bridge hexside along with the deployed/off-road MP cost for entering the hex on the other side of the bridge (not necessarily during the same Movement Phase it moved adjacent to the bridge hexside).

For example, if a wheeled unit (with no adverse unit status effects) uses road movement to get to hex 1906, and then wants to cross a bridge built between  hexes 1906 and 2007, it would have to deploy in 1906, then re-enter column formation, cross the bridge, and enter hex 2007. In favorable weather conditions, this would cost 3½ MPs: 

a)  1 MP to deploy in 1906. This is a partial river/lake hex consisting of clear and river/lake terrain—the unit pays the deployed/off-road MP cost for the clear terrain, since river/lake terrain in a partial river/lake hex (as opposed to hexside) is ignored. 

b)  1 MP to enter column formation in hex 1906. A unit always pays 1 MP to enter column formation, though this must be done in a road hex (even if the unit intends to move off-road).

c)  1 MP to cross the bridge. In favorable weather conditions, a wheeled unit pays 1 MP to cross a bridge.

d)  ½ MP to enter 2007. This is another partial river/lake hex consisting of river/lake terrain, village, and stream. The river/lake terrain is ignored, again. But the other two terrains are from different terrain classes and both will have to be addressed. A wheeled unit in column formation moving off-road into a village hex has to pay ½ MP in favorable weather conditions. At first glance, the stream terrain could cost the unit 2 more MPs, but this MP cost does not have to be paid since the unit is entering the stream where it enters the Neva River (even though the stream symbol doesn’t extend to the river). The player declares that his unit is entering 2007 on the south bank of the stream, thus the unit does not have to cross a stream to enter the hex. There are only four hexes on the map where a unit may enter a stream at its mouth, and a few hexes where a unit may enter a stream at its head. If the unit then wanted to move into hex 2008 using road movement, it would have to deploy in 2007 (½ MP for deploying in a village), enter column formation in 2007 (1 MP), and move into 2008 (½ MP for using a secondary road in a hex during road movement).

*** Stream Movement, Fire Combat, and Assault  (Optional)

General: Streams may affect a unit’s movement when it enters a stream hex, whether the unit is deployed, in column formation moving off-road, or using road movement. Streams may affect fire combat during Defensive Fire Segments and ZOC Fire. Streams also may affect assault combat. The intent of this lengthy and detailed rule is to make sure that a unit pays the MP costs that it should pay in order to get where it wants to go. The stream rules aren’t all that difficult, but describing them is. 

Stream Definitions: A stream hex is any hex that contains at least one stream terrain symbol (referred to as a “stream symbol”). A stream bank is the land terrain in a stream hex on one side of a stream symbol. Any hex with a single stream symbol has two stream banks. Any hex with two stream symbols has three stream banks, one of which is the stream bank shared by the two streams. A “stream mouth hex” is any partial Neva River hex with a stream symbol (e.g., hex 1225). A “stream head hex” is any hex that only contains land and stream terrain symbols, and the stream terrain symbol does not extend through two of that hex’s hexsides (e.g., hex 3528). A stream hexside is any hexside that includes a stream symbol.

Connected Streams and Stream Banks: A stream can be connected between two adjacent hexes—such a stream is called a “connected stream.” A stream is connected between two adjacent hexes if both hexes contain a stream symbol from the same stream, and the two stream symbols meet at the hexside between the two hexes. A stream bank also can be connected between two adjacent hexes—such a stream bank is referred to as a “connected stream bank.” A stream bank of a stream in one hex is connected to the same stream bank of the same stream in an adjacent hex if the stream is connected between the two hexes and the two stream banks are on the same side of the connected stream. Every stream bank is adjacent to at least one hex such that there isn’t a stream between the two. 

Stream Markers: A Stream Marker indicates which stream bank, in a stream hex, a unit occupies. A Stream Marker should be placed on any unit that ends its movement in a stream hex, and on any unit that begins the game in a stream hex. 

Stream Effects on Movement (deployed or off-road movement): A unit in a stream hex may choose to cross the stream(s) in its hex. The owning player identifies the stream bank on which the unit is located and how many streams within the hex must be crossed to get to the desired stream bank. The unit pays the MP cost for each stream that it crosses, but it does not pay the MP cost for entering other terrain in the hex (that cost was paid when the unit entered the hex). A unit does not have to leave its hex in order to cross streams in its hex. 

A unit in a stream hex may move into an adjacent hex with a connected stream bank. Since the unit is moving along the stream bank it currently occupies, it only pays the MP cost for the non-stream hex terrain classes in the hex it enters and any hexside MP crossing costs. A unit that enters a stream mouth/head hex from any of the three non-stream hexsides not adjacent to that hex’s stream hexside only pays the MP cost for the non-stream hex terrain classes in that hex, but the owning player must declare what stream bank the unit occupies—as long as that unit remains on a connected stream hex of that stream, it treats the stream mouth/head hex as if the stream terrain symbol continued to extend, in a straight line, across the entire hex. If a unit enters a stream mouth/ head hex from either of the two hexsides adjacent to that hex’s stream hexside, it treats the hex as if the stream terrain symbol continued to extend, in a straight line, across the entire hex, and the unit continues to do so as long as it remains on a connected stream hex of that stream.

 A unit in a stream hex may move into an adjacent hex without a connected stream bank. If the unit’s current hex contains a single stream, and the unit will move into an adjacent hex on the same side of the stream as the unit’s current stream bank, it does not have to cross a stream hexside to enter the new hex. In all other cases (excluding moving into a connected stream bank hex) the owning player 1) identifies the unit’s current stream bank based upon its Stream Marker, 2) identifies how many streams in its current hex the unit must cross to occupy the chosen stream bank adjacent to the hex he wants the unit to enter, and 3) pays the stream crossing MP cost for each stream to be crossed, along with the MP cost for the hex terrain classes in the hex to be entered and the hexside to be crossed.

When a unit moves from a non-stream hex into a stream hex, the owning player must declare how many streams in the hex the unit will cross, then pay the appropriate stream crossing MP costs along with the MP cost for the hex terrain classes in the hex and the hexside to be crossed. A unit that enters a stream hex is not required to cross any streams in that hex, though it may be required to do so if it wants to assault an adjacent enemy occupied hex.

Stream Effects on Movement (road movement): Instead of crossing streams in a stream hex, which a deployed unit or a unit in column formation moving off-road may be required to do, a unit using road movement may have to cross bridges in a stream hex. The same general movement rules for deployed units or units in column formation moving off-road entering a stream hex are followed, with the following exceptions: 1) the unit must be in column formation, 2) the unit must move through connected road hexes and intersecting roads within a hex, (3) the unit pays bridge crossing MP costs instead of stream crossing MP costs, and 4) the unit pays road movement MP costs instead of deployed MP movement costs. A unit never is required to remain in column formation during movement (except for the German RR gun, units with insufficient MPs to change formation, and units changing formation that must end their movement due to ZOC Fire).

Stream Effects on Assault Marker Placement: In order to receive an Assault Marker in a stream hex adjacent to an enemy unit, a unit must pay the stream crossing MPs required to cross at least one of  the streams in that hex (using deployed movement and/or road movement) unless 1) the stream hex and the Assault Target Hex only share one stream bank and, a) the unit occupied the shared stream bank at the beginning of the Movement Phase, or b) the unit moved into the stream hex along a connected stream bank and that stream bank is the same one shared by the stream hex and the Assault Target Hex; OR, 2) the assaulting unit paid the required stream crossing MP costs to place an Assault Marker during a prior Movement Phase. An assaulting unit must pay the stream crossing MPs required to cross both streams in a stream hex if the stream bank it occupies prior to the assault is not adjacent to the Assault Target Hex and there are two connected stream banks between the stream hex and the Assault Target Hex. Otherwise, an assaulting unit only has to pay the stream crossing MPs required to cross one stream. While a unit may be required to pay the stream crossing MPs for crossing one or more streams in the hex from which it is assaulting, at the end of the unit’s movement, the owning player declares which stream bank it occupies, as long as the stream bank chosen is adjacent to the Assault Target Hex or connected to a stream bank of  the Assault Target Hex.

For example, if a unit must cross one or more streams in a stream hex adjacent to an enemy unit before receiving it Assault Marker, it has two major options 1) during one Movement Phase it can pay all appropriate stream/bridge crossing MP costs and hex terrain/road MP costs and pay 1 MP to receive an Assault Marker, or 2) during one Movement Phase it can move into the stream hex, paying all appropriate stream/bridge crossing MP costs and hex terrain/road MP costs, then wait for its next Movement Phase to pay the 1 MP required to receive an Assault Marker. In the first case, the unit will suffer a +1 “fire against” modifier during Defensive Fire Segments and a -1 assault morale modifier during assault combat (for crossing a stream) if it was deployed or in column formation moving off-road when it crossed the last stream in the stream hex (N.B., if it was using road movement when it crossed the last stream, it would not suffer these modifiers, but it would suffer the modifiers for receiving fire and participating in assault combat while in column formation unless it deployed after crossing the last stream). In the second case, the modifiers for crossing a stream would not apply.

Stream Effects on Fire Combat: During Defensive Fire Segments, if an assaulting unit occupies a stream hex in which it crossed a stream during the current impulse, then that unit suffers a +1 “fire against” modifier when receiving fire. Any deployed unit or unit in column formation moving off-road that triggers ZOC Fire, and crossed a stream in the ZOC Target Hex during the current Movement Phase, suffers a +1 “fire against” modifier during ZOC fire. Any unit in column formation using road movement that triggers ZOC Fire while it is attempting to exit a stream hex does not suffer this modifier. The stream fire modifier is not applied more than once during a fire combat, even if a unit crossed more than one stream in a hex.

Stream Effects on Assault: During assault combat, if every assaulting unit occupies a stream hex in which it crossed a stream during the current impulse, then the assaulting units suffer a -1 assault morale modifier.

Streams and Retreat, Withdrawal, and Advance After Assault: During retreat, withdrawal, and advance, a unit does not expend MPs. Thus, if a unit ends its retreat, withdrawal, or advance in a stream hex, the owning player declares which stream bank the unit occupies in that hex. If a retreating or withdrawing unit triggers ZOC Fire while it occupies a stream hex, it is assumed NOT to have crossed any streams in the ZOC Target Hex.  If a unit is eligible to perform a follow-on assault, it must cross the appropriate number of streams in its new hex (but without paying any MP costs) and suffer any fire modifiers and assault modifiers as appropriate.

11.1.6 Motorized Infantry/Engineer Movement: “All motorized infantry [delete “and engineer”]  units may….” There are no motorized engineer units in Operation Spark. 

11.1.8 Railroad Movement: A unit using rail movement may not enter enemy ZOCs. A unit’s target type (armored or non-armored) never changes, even if it is entrained.

*** p.9, col.1, para.2, line 5: After “All other rail lines….” add, “The Kirov rail line is the southernmost rail line on the map and German railroad movement is permitted along this rail line between hexes 2831 and 1032. The Sinyavino Spur Line is the rail line extending northwards from the south map edge and German railroad movement is permitted along this rail line between hexes 1439 and 2821. German units performing rail movement may move freely between these two rail lines.” 

11.2 Stacking

p.9, col.1, para.3: Should read “Players may voluntarily stack units in one hex up to a total of 12 current steps. A unit’s current steps is equal to the number of unmarked step loss boxes in its entry on its Roster Sheet. Stacking limitations for deployed units only apply at the end of the Movement Phase. Stacking limitations for units in column are always in effect.”

*** 11.2.1 Soviet Stacking Restrictions: This rule only applies to units in Soviet divisions. Independent units, and units from different brigades, regiments, and independent battalions, may stack together and they may stack with units from divisions—as long as they apply Sec 10.2.2. This rule, in combination with Sec 10.2.2, effectively means that any two adjacent Soviet formations (i.e., regiment, brigade, or division), one of which may be a division, only may have units from each formation stacked along their common flank. It also encourages the Soviet player to concentrate his formations. For example, it is a violation of these two rules to have even one unit from the 13th Rifle Division occupy the same hex as a unit from the 46th Rifle Division. It also is a violation to have three units from the 13th Rifle Division  occupy hexes 1626 through 1628 (one unit per hex), and have the three units of the 34th Ski Brigade stacked right on top of them (also one unit per hex)—the unit of the 34th Ski Brigade in hex 1627 is between the two units of the 13th Rifle Division in hexes 1626 and 1628, a violation of Sec 10.2.2 (even though there is a unit from the 13th Rifle Division in hex 1627). In addition, the unit of the 13th Rifle Division in hex 1627 “breaks” the Unit Integrity of the 34th Ski Brigade. It would not be a violation of these two rules if units of the 13th  Rifle Division occupy hexes 1626 and 1627 and units of the 34th Ski Brigade occupy hexes 1627 and 1628.

11.2.2 Moving as a Stack

p.9, col.1, para.5, line 3: “Thus, a stack consisting of unsuppressed, undisrupted, in command, and in supply leg infantry and tracked AFVs would pay 1 MP to enter a clear terrain hex (during non-fog Turn Sections), whereas it would cost the tanks only ½ MP if they were moving alone.”

11.2.4 Overstacking

p.9, col.1, para.7, line 1: “A player may not move his units during his Movement Phase such that the stacking limitation of any hex containing any of his units is exceeded at the end of the phase.”

p.9, col.1, para.7, line 3: After the sentence “If this is impossible….” add, “A unit may not withdraw if by doing so it would exceed the stacking limitation in the hex into which it intends to withdraw.”

*** p.9, col.1, para.7, line 6: “Up to 12 current steps worth of units in a hex may perform fire…” The rule used to read that only 12 current strength points worth of  fire could be directed out of a stack, but this reduced the effectiveness of the Soviet rockets and a few other units. Now, you can really feel the effect of 24 indirect fire strength points worth of rockets screaming overhead. The new rule also allows a player to stack his artillery units while maintaining their fire effectiveness, though this certainly is begging for a heap of counterbattery fire. Units that are directly affected by this rule change include the German II/503 (Tiger), Soviet rocket regiments, and Soviet AA divisions.

p.9, col.1, para.7, line 8: “If an Assault Target Hex is overstacked, the owning player must choose all of the units that may perform fire during Defensive Fire Segments and [delete “will”] participate in assault combat—the player makes this decision at the beginning of the First Defensive Fire Segment. It is possible, though highly unlikely, that a hex of assaulting units is overstacked. In this case, the owning player must choose all of the units that will perform fire during Offensive Fire Segments and participate in assault combat (which must be the same)—the player also makes this decision at the beginning of the First Defensive Fire Segment. The phasing player should write down which units these may be, since he does not have to disclose this information until the First Offensive Fire Segment.”

p.9, col.1, para.7, line 13: “A player may not “split” a unit’s current steps such that….”

p.9, col.1, para.7, line 15: “All non-armored units in an overstacked hex are subject to regular fire and all armored units in an overstacked hex may be the target of AT fire, except that only units that trigger ZOC Fire are affected by ZOC fire. All units in an overstacked hex are subject to air strikes.”

11.3.1 Zones of Control (ZOCs)

p.9, col.2, para.2, line 3: “If a unit can perform a type of direct fire…at night or in fog.” Note that this usually rules out artillery units that are not direct fire-capable; the Soviet 16th FA, bridging units, and two Soviet engineers with parenthesized direct regular fire strengths; weapons units in column formation; and units out of supply. Personnel and weapons units may enable entrenchment AT fire strength to exert an AT ZOC (see Sec 13.10.2).

11.3.2 ZOCs Effects: ZOCs only limit the ability of dismounted wheeled infantry units to remount if the players are using Sec 18.7.

11.3.3 ZOC Fire: Moving units that already are adjacent to enemy units is risky. But, the general who does not adequately protect his flanks shouldn’t go unpunished. The ZOC rules attempt to simulate these two, somewhat conflicting, truisms.  

p.9, col.2, para.4, line 1: “ZOC Fire may take place during movement (which occurs during the Movement Phase); Defender Withdrawal (which occurs during the Combat Phase); and retreats (which occur as a result of assault combat or failed morale checks during Defensive Fire Segments).”

*** p.9, col.2, para.4, line 5: Here are the expanded and revised ZOC Fire Trigger Rules (Sec 11.3.3 and Sec 11.3.4):

ZOC Fire must be triggered in order to occur. There are three ZOC fire trigger conditions, all of which must be met before ZOC fire may occur:

1) A unit (or a stack of units) attempts to exit, or change formation in, a hex adjacent to an enemy unit. At the moment either of these events occurs, that hex becomes a ZOC Target Hex, even if it turns out that ZOC fire cannot be resolved because of various restrictions. The number of enemy units adjacent to the moving or formation-changing unit has no effect on ZOC fire trigger, as long as one of those enemy units exerts a ZOC of the appropriate type (regular or AT) into the ZOC Target Hex. During ZOC Fire, a unit changing formation is considered to be in column formation (and actually is in column formation), regardless as to its initial formation status.

2) At least one enemy unit adjacent to the ZOC Target Hex exerts a ZOC of the appropriate type (regular or AT) into the ZOC Target Hex. ZOC fire against a non-armored unit can only be triggered if an adjacent enemy unit exerts a regular ZOC into the ZOC Target Hex. ZOC fire against an armored unit can only be triggered if an adjacent enemy unit exerts an AT ZOC into the ZOC Target Hex. 

3) The adjacent enemy unit exerting the ZOC of the appropriate type into the ZOC Target Hex is eligible to fire. For ZOC fire trigger purposes, units are eligible to perform fire in the following circumstances:

a) During the Movement Phase: Any unit with a regular fire strength that is capable of performing direct regular fire is eligible to perform regular fire. Any unit with an AT fire strength that is capable of AT fire, or any unit that enables entrenchment AT fire strength, is eligible to perform AT fire. Just because a unit has an Assault Marker facing it during the Movement Phase does not mean that it cannot be used to trigger ZOC Fire. Thus, during the Movement Phase, if only conditions 1) and 2) are met, ZOC Fire is triggered.

b) During Defender Withdrawal: Per a) above except that any unit that is or was involved in an assault, and any artillery unit that performed Counterbattery or Barrage Fire, is not eligible to perform ZOC fire. No ZOC fire is permitted as a unit leaves the Assault Target Hex, but ZOC fire is permitted if the withdrawing unit attempts to withdraw into a second hex. Note that ZOC Fire is not permitted during Attacker Withdrawal.

c) During Retreat as a Result of a Failed Morale Check: Per a) above except that any unit in an Assault Target Hex, any unit that participated in an assault, and any unit that performed AA fire is not eligible to perform ZOC fire. No ZOC fire is permitted as a unit that is forced to retreat under these circumstances leaves its original hex, but ZOC fire is permitted if the retreating unit attempts to retreat into a second hex. Note that this can only occur during Defensive Fire Segments.

d) During Retreat as a Result of Assault Combat: If the Attacker won the assault combat, per b) above, except that ZOC fire is permitted as the retreating unit (as opposed to the withdrawing unit) attempts to retreat into each hex after the first. If the Defender won the assault combat, per c) above, except that ZOC fire is permitted when the retreating unit attempts to retreat into each hex after the first.

f) During Attacker Advance After Assault: Per c) above except no ZOC fire is permitted as an advancing unit enters the Assault Target Hex, but ZOC fire is permitted when any advancing unit advances into a hex that is not the Assault Target Hex.

p.9, col.2, para.4: Delete sentence “ZOC Fire is triggered….” Delete sentence “ZOC fire occurs before the moving….” These points are made in the revised ZOC Fire Trigger Rules.

11.3.4 ZOC Fire Procedure

p.9, col.2, para.5, line 3: “At the moment a unit or stack attempts to move out of a hex adjacent to an enemy unit, the moving player announces that his units are leaving…an enemy ZOC. The moving player reveals each unit that may trigger ZOC Fire. At the moment a unit adjacent to an enemy unit attempts to change formation, the moving player announces that this unit is changing formation in what he believes to be a ZOC (N.B., units in a stack may not change formation simultaneously).”

p.9, col.2, para.5, line 12: Delete sentence “A non-armored unit will trigger….”

p.9, col.2, para.6, line 1: “If ZOC Fire is triggered… may perform ZOC fire, provided that they meet ZOC Fire Trigger Condition “3”.” The next sentence should read, “In addition, any mortar units within indirect fire range of the ZOC Target Hex may perform indirect fire against the non-armored unit(s) that triggered the ZOC fire as long as the mortar units meet ZOC Fire Trigger Condition “3” (except for the requirement to be able to perform direct fire). A mortar unit performing ZOC fire must be able to observe the unit that triggered the ZOC Fire, or it must have an eligible spotting unit (see Sec 13.9.2) that can observe that unit.”

*** p.9, col.2, para.6, line 6: Sentence beginning “If both regular and ZOC fire…” MUST be replaced with “If a stack of units including any armored units attempts to move such that ZOC Fire may be triggered, the non-armored units may move as one or more stacks, but each AFV must move individually, and the process for determining ZOC fire trigger (and ZOC fire) is applied to each stack of non-armored units and each AFV separately. Thus, each stack of non-armored units and each AFV attempting to move out of a hex may be subject to ZOC fire (if triggered) from each and every enemy unit that is within fire range and eligible to perform fire per Sec 13.3.4, no 2 (N.B., a unit with a printed fire range may not be permitted to fire against every unit that triggers ZOC fire during a phase).” In effect, this means that units in a combined arms stack adjacent to an enemy unit usually will not be able to move as a combined arms stack, and ZOC fire becomes much more harmful (as it should be).

p.10, col.1, no.4: “A non-armored unit that attempts to exit an enemy ZOC and triggers ZOC fire suffers a +2 column shift modifier on the CRT, unless it began its Movement Phase in the hex it is attempting to exit, in which case there is, instead, a -1 column shift modifier.

*** 11.3.5 ZOC Fire Restrictions: Should read “In general, a unit that performs ZOC fire does not limit its ability to perform fire later during the impulse, though mortar units that perform ZOC fire do consume ammunition (which can run out). Per Sec 13.10.5, no.2, a unit with a printed fire range may only perform one type of fire, regular or AT, during any single Movement Phase or Combat Phase, which may prohibit that unit from performing some types of fire. For example, during the Soviet Player’s Movement Phase, a stack of personnel units and two T-34s trigger ZOC fire. 3/240/170 (mot AT bn) has not performed fire during this phase and is adjacent to the ZOC Target Hex. 3/240/170 may perform ZOC fire against all of the personnel units OR against both of the T-34s (individually). If it chooses to perform ZOC fire against the T-34s, it would apply its AT fire strength of "4" against each of the T-34s, and it would not apply its regular fire strength of "3" against the personnel units. If it performs AT ZOC fire, it may perform AT ZOC fire (but not regular fire) any time it is triggered during the rest of the phase (and it may perform AT fire or regular fire during the ensuing Combat Phase). Another example: A T-34 (which is not and was not involved in an assault, and which has not performed fire during the Combat Phase) performs AT ZOC fire against a retreating Pz III. It may still perform AT support fire (and AT ZOC fire), but it may not perform regular support fire or regular ZOC fire for the rest of the phase.”

11.5 Bridge Construction

*** p.10, col.2, para.2, line 2: “ In addition… the Neva River and its tributary—river/lake hexsides in Lake Ladoga may not be bridged.”

11.5.1 Construction Procedure

*** p.10, col.2, para.3, line 1: “To begin building a bridge, an engineer unit (excluding 7GdMiner) must begin….” 7GdMiner (eng bn) may demolish bridges.

*** p.10, col.2, para.3, line 2: “Both units must be…is being bridged, and both units must occupy a partial river/lake hex. If a bridge is built such that it extends into a river/lake hex, the bridge is considered to extend directly through the river/lake hex and across the opposite hexside. For example, if a bridge is built from hex 1707 into hex 1708, the bridge will extend into hex 1709. But, the bridge cannot be built if a German unit occupies hex 1709, since it is “adjacent” to one of the hexsides to be bridged.”

p.10, col.2, para.3, line 19: “If the engineer and bridging unit…then a Bridge Marker is placed….” Bridging units may build more than one bridge during the course of a game.

*** p.10, col.2, para.3: Add sentences at end “A bridging unit that successfully builds a bridge during a Turn Section may not initiate the construction of a new bridge during the next Turn Section. Players may want to use a marker to indicate that a bridging unit is not eligible for construction.” 

11.5.2 Bridge Markers: Paragraph should read “The number of Bridge Markers in the countermix (10) places a maximum limit on the number of bridges the Soviet player may have in play. A Bridge Marker that is removed from the map may be used for other bridge construction efforts. Bridges may only be removed from the map by Bridge Demolition (Sec 11.6).”

11.6 Bridge Demolition

p.10, col.2, para.5, line 4: “If the engineer does not…and the Bridge Marker is removed.” Delete “It may be recycled….” 

11.7 Reinforcements and Retreated Units

p.10, col.2, para.6, line 2: “Reinforcements enter the map… unless they are delayed or they begin the game on the map. Only Soviet reinforcements begin the game on the map.”

p.11, col.1, para.1, line 1: “Units the retreated off the map… in which they may move, otherwise they are eliminated.”

11.7.1 Reinforcements Entry Areas: Delete last sentence.

*** p.11, col.1, para.2, line 3: “All Soviet reinforcements begin the game on the map. Soviet reinforcement units may not move, fire, or perform any action until their entry date (when they are “activated”). A Soviet reinforcement UNIT is activated BEFORE its turn of entry, along with any Soviet reinforcement units in the same or adjacent hexes, if it receives direct fire or it is assaulted. Once a Soviet unit is activated, it no longer is a reinforcement, and is treated like any non-reinforcement unit. Players may want to use markers to indicate Soviet reinforcements units.”

11.7.3 Reinforcement Delay

p.11, col.1, para.5, line 2: “A reinforcement may not enter the map if its entry hexes….”

11.8.4 Retreated Unit Entry

p.11, col.1, para.6, line 1: “A unit may be forced… due to assault combat or a failed morale check during Defensive Fire Segments.”

p.11, col.1, para.6, line 2: Add after line 2 “A unit that retreated off the map is eliminated if it cannot re-enter the map during the owning player’s next impulse.”

12.0 Observation

*** p.11, col.2, para.1: At end of paragraph add “It is verboten to look at, or keep a copy of, your opponent’s Roster Sheet. Trying to keep track of all of your opponent’s units will help you to improve your memory. If a stack of units is not observed, the owning player may place any unit in that stack, of his choosing, on top. If a stack of units is observed and it contains any AFVs, at least one of those AFVs must be on top of the stack.” 

p. 11, col.2, para.2, line 5: “In general, an artillery unit may perform indirect fire against a hex if that artillery unit or an eligible friendly spotting unit (see Sec 12.9.2) can observe at least one eligible non-armored target unit in the hex. An artillery unit capable of counterbattery fire may be eligible to perform fire against an enemy artillery unit in an unobserved hex (see Sec 13.3.2).”

12.3 Line of Sight

*** p. 11, col.2, para.5, line 6: “Line of sight also is blocked by any hex or hexside that contains any portion of a woods, railroad station, village, worker’s settlement, or town….”

12.4 Concealed Terrain and Entrenchments: Railroad stations and worker’s settlements also are concealed hexes.

13.0 Combat Phase

p.12, col.1, para.2, line 5: There really isn’t “defensive” and “offensive” fire in the game, except in terms of Defensive Fire Segments and Offensive Fire Segments. It should be noted that the “fire from” modifiers for Offensive Fire Segments, and the “fire against” modifiers for Defensive Fire Segments, are substantially different from those of any other type of fire.

p.12, col.1, para.5: Replace paragraph with “A non-armored unit can receive fire more than once per Combat Phase (e.g., during the Counterbattery Phase, then the Barrage Phase, and an Offensive Fire Segment related to one Assault Target Hex, then the Barrage Phase and an Offensive Fire Segment of another Assault Target Hex it withdrew or retreated into, etc.) while an AFV may only receive fire once per Combat Phase.”

*** 13.1 Sequence of Combat: There should be a second Attacker Withdrawal/Voluntary Assault Termination after the second Defensive Fire Segment.

*** p.12, col.2, no.9:  Could read “If all of the defending units did not withdraw from the Assault Target Hex, then the units in the Assault Target Hex, possibly along with other non-phasing units that are not in the Assault Target Hex, usually may perform fire against at least some of the units assaulting the Assault Target Hex. The non-phasing player must select the type of fire he will perform during this Fire Segment, either regular fire or AT fire. He may select regular fire if at least one assaulting unit is a non-armored unit (and at least one of his units is eligible to perform regular fire against a non-armored unit in the target hex), or he may choose AT fire if at least one assaulting unit is an AFV (and at least one of his units is eligible to perform AT fire against that AFV). All units that perform fire during this Fire Segment must perform the same type of fire that was selected, and may only fire at assaulting units (or all of the non-armored units in a hex containing at least one assaulting non-armored unit). A unit in the Assault Target Hex may perform fire during this Fire Segment if it did not participate in an assault, can perform the type of fire selected based on its unit ratings, has not already performed the fire type selected if it does not have a printed fire range, has not already performed any fire if it has a printed fire range, did not fire during a Defensive Fire Segment related to a different assault, and is not prohibited to fire due to unit status. A unit that is not in the Assault Target Hex may perform fire during this Fire Segment, applying the same conditions as a unit in the Assault Target Hex, except that it may not occupy an Assault Target Hex, it must be within fire range of the target unit for the type of fire selected (i.e., direct fire range for units performing direct fire, and indirect fire range for units performing indirect fire), and it must observe the target unit (or, in the case of artillery units performing indirect fire, has a friendly observing unit that can observe the target unit). It is possible that no fire occurs during this Fire Segment (e.g., if German 210 howitzers in a hex by themselves are assaulted by enemy personnel units alone, and there are no friendly units that can perform support fire).

Players should be able to determine, without much difficulty, which units may perform fire during different fire combats (though remembering “who” fired “when” may be a problem). Regardless, rather than write a similar paragraph for each type of fire combat, just check the newly created (rather large) Fire Eligibility Chart to see if a unit may perform fire during a particular fire combat, remembering that it must always be within fire range of the target unit and must be able to observe the target unit (in some manner).

13.2.2 When Air Strikes May Be Designated

*** p. 13, col.1, para.2, line 6: “If the Initial Player… special air strikes phase before the Recovery Phase of the PM Initial Impulse.”

13.2.3 Air Observation (This Section is mis-numbered)

p.13, col.1, para.3, line 3: “Units that are observable by air include all units in river/lake hexes; all units in clear hexes (i.e., hexes in which the only Class 1 terrain is “Clear”) that do not occupy an entrenchment; all units in non-woods railroad station, village, worker’s settlement, and town hexes that do not occupy an entrenchment; all units in-column….” This sentence describes the six instances in which a unit may be observed by air.

13.2.5 Anti-Aircraft Segment: AA units never receive “fire from” column shift modifiers when performing AA fire.

p.13, col.1, no.2, line 1: “Only deployed AA units [delete, “that have not already performed…”] are eligible to perform AA fire.” Since AA units would not be eligible to perform any type of fire prior to air strikes other than ZOC fire, any AA unit is eligible to perform AA fire based on fire status. 

p.13, col.2, para.1, line 2: “An AA unit’s anti-aircraft fire range is half the unit’s printed fire range, rounded up.” While the AA fire range is rounded up, AA fire is just as ineffectual as it was. If the German player is using his AA units to perform AA fire, he’s probably not using them correctly.

p.13, col.2, no.3, line 5: Could read “If the phasing player’s die roll…non-phasing player’s die roll, the number of air points directed against the Air Strike Target Hex is unaffected.”

p.13, col.2, no.3: After last sentence add “An AA unit may either fire individually against a single air point or combine with one or more AA units to fire against a single air point—it may not do both.”

13.3 Counterbattery Fire: A hex may be subject to Counterbattery Fire and Barrage Fire during the same impulse if the target hex contains at least one artillery unit that can be targeted by Counterbattery Fire and at least one non-armored unit that can be targeted by Barrage Fire.

13.4.2 Definition of Involved in Assault

p.14, col.1, para.4, line 6: “In general… are not involved in an assault, though they may have participated in an assault.

p.14, col.1, para.4, line 9: “A phasing unit is involved in an assault at the moment its Assault Marker is placed, and remains involved in an assault until the end of the impulse. In all cases, a unit that participates… involved in an assault, and is considered to have participated in an assault.”

13.5 Night Assault Surprise Determination

p.14, col.1, para.5, line 4: “A Surprise Table die roll…only apply to the units that are or were involved in the current assault.”

13.6.1 Barrage Fire Procedure: An artillery unit that performs Barrage Fire may not perform any other type of fire for the rest of the Combat Phase, including ZOC Fire.

13.6.1 Barrage Fire Procedure

p.14, col.1, para.7, line 2: “All artillery units… to attack each non-armored unit in….”

13.6.2 Attacker Advance After Barrage Fire

p.14, col.2, para.1, last sentence: “Just because a unit advanced after Barrage Fire does not mean that it cannot perform fire during following Offensive Fire Segments, though it may not perform Post-Assault Fire or ZOC Fire.” The Fire Eligibility Chart indicates under which conditions a unit that advanced after Barrage Fire may perform fire.

*** The rules are not clear about the fire eligibility of a unit that received an Assault Marker but did not assault. In general, a phasing unit that voluntarily or involuntarily removes its Assault Marker may perform support fire during any Offensive Fire Segment, as long as it did not perform fire during an Offensive Fire Segment related to a different assault. If a unit is eligible to perform a follow-on assault, it may perform fire during Offensive Fire Segments related to the new assault if it did not already perform fire during the Combat Phase (after that, it is treated as if it was a unit that either voluntarily or involuntarily removed it Assault Marker, or as a unit that was involved in an assault). If a unit involuntarily removes its Assault Marker, it may only perform support fire against enemy units in its original Assault Target Hex. In all cases, a unit that received an Assault Marker may not perform Post-Assault Fire and may not perform ZOC Fire.

*** 13.7 Defender and Attacker Withdrawal: Historically, defending units were sent to their positions to hold a certain piece of ground. They expected direct and indirect fire, but they didn’t necessarily know from what direction such fire would occur. And they generally didn’t know exactly who was firing at them. But, once they were assaulted, they had far better information, and they would be able to judge whether they should “bug out” or not, just for self-preservation. Thus, the inability to retreat before Post-Assault Fire Combat is intentional.

p.14, col.2, no.2: “A non-armored unit withdrawing into a woods, railroad station, village, worker’s settlement, town or entrenchment hex….”

13.7.3 Fire Eligibility After Withdrawal

p.15, col.1, para.6, line 5: “Any phasing unit…may perform support fire [delete “or Post-Assault Fire”] during the rest of the Combat Phase, if otherwise eligible.”

13.8.3 Fire Segments

*** p.15, col.2, no.3: There is an argument that if all the AFVs call off their assaults, only the infantry units stacked with those AFVs (or within sight of those AFVs) will call off their assaults. Players are free to employ this option if they choose.

13.9.2 Indirect Fire and Spotting: Any German unit can spot for any German artillery unit.

13.9.3 General Artillery Fire Restrictions: There is no minimum range for indirect fire.

p.16, col.2, para.2, line 1: “Artillery units that are adjacent to an enemy unit may not perform fire of any type against any non-adjacent enemy unit.”

13.9.4 Offensive Artillery Fire

p.16, col.2, para.3, line 1: “Offensive Artillery Fire is using direct or indirect fire, alone or in combination with other friendly fire, during an Offensive Fire Segment [delete “against an Assault Target Hex”] or during Post-Assault Fire.” 

p.16., col.2, para.3, line 8: “Soviet artillery units that may perform direct or indirect Offensive Artillery Fire include… and mortar regiments (though mortar units only may perform indirect fire). All other Soviet artillery units with a printed AT fire strength greater than “0” may perform direct (but only direct) Offensive Artillery Fire.” 

p.16, col.2, para.3, line 11: “German artillery units that may perform direct or indirect Offensive Artillery Fire include…and 150 mm heavy howitzer units. All other German artillery units with a printed (on the front of the counter) AT fire strength of greater than “0” may perform direct (but only direct) Offensive Artillery Fire.”
13.9.5 Defensive Artillery Fire

p.16, col.2, para.4, line 1: “Defensive Artillery Fire is… except that non-phasing artillery units may perform direct or indirect fire….” 

p.16, col.2, para.4, line 6: “Soviet artillery units that may perform direct or indirect Defensive Artillery Fire include… and mortar regiments (though mortar units only may perform indirect fire). All other Soviet artillery units with a printed AT fire strength greater than “0” may perform direct (but only direct) Defensive Artillery Fire.”

p.16, col.2, para.4, line 9: “All German artillery units…may perform direct or indirect Defensive Artillery Fire (though rocket units only may perform indirect fire).”

p.16, col.2, para.4, line 10: “A German divisional artillery unit may not perform indirect Defensive Artillery Fire….”

13.10 Fire Combat Procedure

p.16., col.2, para.6, line 2: “He then determines… fire range, target type, assault status, fire status, and maybe some other conditions.”

*** Assigning fire strength points against targets whose counters you can examine, which occurs during Barrage Fire, Defensive Fire Segments, and Offensive Fire Segments, is easy—you see all of the units in the target hex, and you determine how many fire strength points you will assign to all of the non-armored units or to each AFV (depending upon the type of fire you are performing during the current Fire Segment). The same is true when performing ZOC fire, since units may not move as a stack if they may trigger ZOC Fire. Assigning fire strength points during Counterbattery Fire is not a great issue, since it affects all non-armored targets in the target hex, and air points affect all units in the target hex. The hard part is assigning AT fire strength points against AFVs in a stack that only can be observed, when only the top unit in the stack actually can be seen. This only occurs during Post-Assault Fire Combat. 

The process for assigning regular fire strength points during Post-Assault Fire Combat is simple—the phasing player chooses a target hex, asks for the general composition of units in the hex per Sec 12.0 to make sure there are non-armored units in the hex, chooses the units that will fire into the target hex, totals their modified regular fire strengths points and determines column shift modifiers, and starts rolling the dice (which is when he discovers exactly how many non-armored units are in the target hex). The process for assigning AT fire strength points during Post-Assault Fire Combat is as follows:

a)  The phasing player selects a target hex with an AFV unit stacked on top. The target hex may not be changed after the defender announces the specific composition of the units in the hex (see step “d”).

b)  The phasing player asks the defending player for the general composition of units in the target hex per Sec 12.0.

c)  The phasing player selects all units that will perform AT fire against any AFVs that may be in the target hex, and totals their modified AT fire strength per Sec 13.10.3. Adjustments may be made at any time during this step, or the fire combat can be canceled.

d)  The phasing player asks the non-phasing player for the specific composition of units in the hex. The non-phasing player must state the number of AFV units in the hex, and the armor bonus (i.e., hollow dot, no armor dot, solid dot, or two solid dots) of each unit (e.g., “I have three AFVs in the hex, the first has a hollow armor dot, the second has a single solid armor dot, and the third also has a single solid armor dot”). The phasing player is now committed to performing AT fire with all the units and modified AT fire strength points assigned in step “c.”

e)  The phasing player assigns modified AT fire strength points to the defending AFVs as desired (each AFV does not have to be targeted), remembering that he only really knows the armor bonus of each potential target unit, unless there only is one AFV in the target hex (e.g., “I’ll assign 5 AT fire strength points against the AFV with the hollow armor dot, 7 points against the first AFV with a single solid armor dot, and no points against the third AFV with a single solid dot.”)

f)  Both players proceed with the normal fire combat procedure.

13.10.2 Firing Unit Selection: 

p.17, col.1, para.3, line 5: Also see the Counterbattery Fire target rule (Sec 13.3.2). Fire Status, Assault Status, Target Hex Status, and Target Unit Status also affect a unit’s fire eligibility.

p.17, col.1, no.4, line 1: “An entrenchment hex is any hex that contains the solid red line of the entrenchment symbol.”

p.17, col.1, no.4, line 4: “If an enemy AFV is adjacent to a friendly unit occupying an entrenchment, and the enemy AFV is not inside the friendly unit’s entrenchment, then the combined AT fire strength….”

p.17, col.1, no.4, line 9: “The combined AT fire strength… are adjacent to more than one entrenchment hex.”

p.17, col.1, no.4, line 12: “A unit that enables entrenchment intrinsic AT fire strength may help trigger ZOC fire, and may perform AT ZOC fire using the entrenchment AT fire strength (in addition to any AT fire strength it may otherwise have).”

p.17, col.2, no.5, line 4: "A unit involved in an assault that performs fire during a Fire Segment may not perform any fire for the rest of the impulse except during a later Fire Segment related to the same assault. A unit that perfoms support fire may not fire later during the same impulse except for ZOC fire." 

*** p.17, col.2, no.5, line 10: "A unit with a printed range value…during a phase (i.e., Movement Phase, Combat Phase) but not both. During Post-Assault Fire Combat, a unit may only fire once.” AFVs and weapons units are moderately restricted concerning the types of fire, AT or regular, they may perform during a phase, and the restriction is based upon enemy unit movement. There is an issue regarding how quickly a unit can change fire from high explosive rounds to armor piercing rounds, and vice versa. This section is as far as the rules explore this topic.

13.10.3 Unit Fire Strengths: In general, substitute “fire strength” for “unit strength” throughout this section.

p.17, col.2, para.3, line 2: “To determine a unit’s current regular fire strength or current AT fire strength, a player may be able to use the number of unmarked step loss boxes in that unit’s entry on its Roster Sheet (usually in the case of infantry units performing regular fire) or the number printed in the rightmost unmarked step loss box in that unit’s entry on its Roster Sheet (usually in the case of units that have a printed regular fire strength or AT fire strength (greater than 1) not equal to their number of steps). If he cannot,  the player applies the following procedure: 1) divide the number of steps the unit has remaining by the number of steps it would have if undamaged, 2) multiply this fraction by the fire strength printed on the front of the unit’s counter (regular or AT, as appropriate). 3) round the result down, if necessary (but to no less than “1,” unless the unit is flipped and it has a “0” fire rating for the type of fire to be performed(in which case it cannot perform the intended type of fire). Delete “This is a unit’s current strength.”

*** p.17, col.2, no.5: A unit with one fire strength point may not split its fire to attack more than one target.

p.18, col.1, no.6, line 1: “A unit that has a larger current AT fire strength than its current regular fire strength ….”

p.18, col.1, no.7, line 1: “All ZOC fire, in addition to all fire performed….”

13.10.4 Combined Fire Strength

p.18, col.1, para.4, line 1: “The attacking player… that will attack the target unit (or the target hex if the target unit is a non-armored unit), or he states….”

13.10.5 Combat Column Shift Modifiers

When a unit performs fire combat, “fire from” modifiers for terrain are not cumulative within a hex terrain class, but are cumulative across hex terrain classes. When a unit receives fire, “fire against” modifiers for terrain are not cumulative within a hex terrain class, but are cumulative across hex terrain classes, except that a unit that would apply the +1 “fire against” modifier for crossing a stream and the +2 “fire against” modifier for crossing a river/lake hexside (which only may occur when a unit is assaulting and receives fire during Defensive Fire Segments) only applies the river/lake hexside modifier. 

If a unit in a hex with more than one terrain type receives either regular or AT fire during Post-Assault Fire, ZOC Fire, or fire performed during Offensive Fire Segments, it applies the single, most advantageous “fire against” column shift modifier for each hex terrain class in its hex (excluding the hill hex “fire against” modifier—this modifier is applied when the firing unit(s) determines its fire combat column shift modifiers). If the unit occupies a river/lake hex, its single, most advantageous “fire against” modifier (in this case, +2) is not very advantageous. When a unit is assaulting, it never benefits from terrain when receiving fire during Defensive Fire Segments. Note that the stream “fire against” modifier only may apply during Defensive Fire Segments and ZOC Fire (and can never apply during Post-Assault Fire), and the river/lake hexside “fire against” modifier only may apply during Defensive Fire Segments.

*** A non-assaulting AFV receives a maximum of a single -1 “fire against” column shift modifier per hex terrain class in the hex it occupies. For example, a non-assaulting AFV occupying a town hex, receiving fire from a single enemy unit in a non-hill hex, would receive a -1 “fire against” modifier, not the -2 “fire against” modifier a non-armored unit in the same hex would receive.  If the AFV occupied hex 2721 (village/hill terrain) in the same situation, it would receive a -2 “fire against” modifier when receiving fire, -1 for the village (Hex Terrain Class 1) and -1 for the Hill (Hex Terrain Class 2). Entrenchment “fire against” modifiers never apply to AFVs or units in column formation (since a unit in column formation may not enter an entrenchment).

*** When performing fire, every unit from every hex that performs direct fire during the same fire combat applies the “fire from” modifiers for the terrain in the hex it occupies (along with the “fire against” modifier for a defending unit occupying a hill hex). “Fire from” modifiers do not apply to assaulting units, artillery units performing indirect fire, air strikes, or AA units performing AA fire. The hill “fire against” modifier does not apply during air strikes, indirect fire, or when the firing unit also occupies a hill hex, though it does apply to each enemy unit (performing fire against the unit occupying the hill hex) that does not occupy a hill hex. The hill “fire from” modifier does not apply if the defending unit also occupies a hill hex.

If a single unit in a hex with more that one terrain type is performing (direct) Post-Assault Fire, ZOC Fire, or fire during a Defensive Fire Segment it applies the single, most advantageous “fire from” modifier for each hex terrain class in its hex, along with the “fire against” modifier for a defending unit occupying a hill hex (if it applies). An assaulting unit never receives “fire from” modifiers for the terrain in its hex, though it will not apply a defending unit’s “fire against” modifier for occupying a hill hex if it assaults from an adjacent hill hex.

*** Players are free to apply their own interpretations of how fire is resolved. The following is the intended procedure for resolving fire combat if more than one unit is performing any type of fire during the current fire combat: 1) if performing regular fire, add together all of the modified regular fire strength points of all artillery units performing indirect fire against the target hex (unless the target hex is a town hex occupied by non-armored units or the target hex contains an entrenchment occupied by non-armored units, in which case indirect fire strength points from heavy artillery units are not included, see Sec 13.10.5 and step “15”); if performing AT fire ignore this step, 2) find the “highest” combat column of the CRT less than or equal to the combined modified indirect regular fire strength points determined in step “1”—the number at the top of the column is the number of modified regular fire points that these artillery units will contribute to the fire combat, 3) choose one of the units performing direct fire and determine all of its “fire from” modifiers, including those that don’t apply to the hex terrain classes in the hex it occupies (e.g., the “fire from” modifier due to being in column formation), along with the defending unit’s “fire against” modifier for occupying a hill hex (if it applies), 4) determine the modified fire strength points (regular or AT) the first firing unit will direct against the target unit, or against the target hex in the case of fire performed against non-armored units, 5) find the “highest” combat column of the CRT or ATCRT (according to the type of fire being performed) less than or equal to the modified fire points determined in step “4” (do not add the firing unit’s fire strength points to those of the artillery units at any time during this step), 6) apply all of the firing unit’s “fire from” modifiers (and the defending unit’s hill modifier, if it applies), shifting the combat column to the left or right according to Sec 13.10.5, para.1 and para.2—the number at the top of the column is the number of modified regular fire strength points the first firing unit will contribute to the fire combat (remember that it always takes two column shift modifiers to move between the 12, 18, 30, 45, and 60+ combat columns on the CRT), 7) choose the next unit to perform direct fire and determine all of its “fire from” modifiers and the defending unit’s hill “fire against” modifier (if it applies)—all “fire from” terrain modifiers apply, even if another unit applied a “fire from” modifier for a terrain in the same hex terrain class, 8) determine the modified fire strength points that this next unit will direct against the target, 9) find the “highest” combat column on the appropriate combat results table less than or equal to the number determined in step “8” (do not add this unit’s fire strength points to those of any unit that already is contributing fire), 10) apply all of this next unit’s modifiers determined in step “7”— the number at the top of the column is the number of modified regular fire strength points this next unit will contribute to the fire combat, 11) continue steps “7” through “10” for each unit performing direct fire, until all units performing direct fire have been selected, 12) now, add all of the modified regular fire strength points that all firing units selected (including the artillery units from step “1”, if performing regular fire) are contributing to the fire combat, 13) find the “highest” combat column on the appropriate combat results table less than or equal to the number determined in step “12,” 14) shift the combat column identified in step “13” left or right according to the defending unit’s “fire against” column shift modifiers—the resulting column is the “initial combat column,” 15) if performing regular fire, and the target hex is a town hex occupied by non-armored units or the target hex contains an entrenchment occupied by non-armored units, add together all of the modified regular fire strength points of all heavy artillery units performing indirect fire against the target hex and add them to the “number” of the initial combat column; if performing AT fire ignore this step, 16) if performing heavy artillery fire, find the “highest” combat column on the CRT equal to or less than the number determined in step “15”; if performing AT fire ignore this step, 17) the result of step “16” is the actual combat column, and (whew!) the phasing player can start rolling the dice. Note that when performing AT fire, or when performing regular fire and heavy artillery does not apply, the initial combat column is the actual combat column.

*** A player may choose to use one or more of his heavy artillery units as non-heavy artillery, even if they are performing indirect fire against non-armored units in a town or non-armored units occupying an entrenchment. For example, a player may be directing 29 non-heavy and 4 heavy (all coming from one unit) modified indirect regular fire strength points against a non-armored unit in a town hex. The "highest" combat column on the CRT equal to or less than "29" is the 18 column. The player may choose to add his 4 heavy indirect regular fire strength points to the "29" of the other artillery units, for a total of "33," which would mean that the "highest" combat column to apply (before shifts) would be the "30" column.

*** If more than one unit in a hex is performing fire against a single target, and more than one of those units has the exact same "fire from" and "fire against" modifiers, the owning player may add their fire strengths together before finding the combat column for the first unit, as if the firing units’ combined fire strengths were from one unit. For example, if two units in a clear hex, each with a "6" regular fire strength, were attacking the same non-armored unit occupying an adjacent woods hex, the owning player could choose to have each unit determine the number of its combat column individually (i.e., each unit would start on the “5” column, 5+5 = 10, the highest column equal to or less than “10” is the “8” column, the combat column is shifted once to the left because of the woods, so the fire combat is resolved on the “5” column) or the owning player could add both of the firing unit's fire strengths together (since the “fire from” modifier for each unit is “0” and the “fire against” modifier for each unit is “-1 for the woods hex”), before applying the column shift for the woods (i.e., 6+6 = 12, the highest column equal to or less than "12" on the CRT is the "12" column, the combat column is shifted once to the left because of the woods, so the fire combat is resolved on the "8" column). 

If this procedure is applied, units with regular fire strengths of “5,” “6,” or “7” are almost equally effective during fire combat. This is intentional. In addition, heavy artillery is not very effective in combination with a moderate amount of direct fire or other artillery fire, though it is very effective when applied in smaller attacks. 

p.18, col.1, para.8: “Defense Against Fire” modifiers should be called “Fire Against” modifiers. They apply as noted above. “Defensive Fire From” is a misnomer, since it may apply to ZOC Fire and Post-Assault Fire—these modifiers should be called “Fire From” modifiers. 

Example: A non-armored unit or AFV occupying Worker’s Settlement 3, a worker’s settlement (-1 “fire against” modifier) in a woods hex (-1 “fire against” modifier), receives only a -1 “fire against” column shift modifier when receiving fire (either regular fire for the non-armored units or AT fire for the AFVs) during ZOC Fire, Offensive Fire Segments, and Post-Assault Fire, since both types of terrain are in the same hex terrain class and terrain modifiers within a hex terrain class are not cumulative.  A non-armored unit or AFV occupying hex 2729 (a wooded hill hex) receives a -2 column shift modifier under the same circumstances (provided that no direct fire comes from an enemy unit occupying a hill hex), since woods and hills (-1 “fire against” modifier) are in different hex terrain classes and terrain modifiers from different hex terrain classes are cumulative. A non-armored unit or AFV firing from a woods hex during ZOC Fire, Defensive Fire Segments, or Post-Assault Fire receives a +1 “fire from” column shift modifier, while a non-armored unit or AFV firing from a wooded hill hex under the same circumstances receives a +2 “fire from” modifier (+1 for the woods, and +1 for the hill, since the two terrains are in different hex terrain classes). 
p.18, col.2, para.3, line 6: “AFVs with one or more… independent air strike, AFVs without an armor dot also receive this modifier, and AFVs with a hollow armor dot receive a -1 column shift modifier when attacked by an air strike. When an AFV is attacked by an air strike, the air strike modifier applies instead of the modifier for AT fire performed by ground units.” 

p.18, col.2, para.3, line 8: “An AFV with thin armor… when receiving AT fire from ground units.”

Example: If a T-60 in clear terrain receives 3 AT fire strength points from enemy ground units, the fire combat would be resolved on the “5” column of the ATCRT (start on the “3” column and shift once to the right for the +1 column shift modifier due to a hollow armor dot AFV receiving AT fire from ground units). If the 3 AT fire strength points came from an air strike, the fire combat would be resolved on the “2” column (start on the “3” column and shift once to the left for the -1 column shift modifier due to a hollow armor dot AFV receiving AT fire from air points).
p.18, col.2, para.5, line 1: “A personnel or weapons unit with less than 5 current steps receives…. AFVs never receive this modifier.”

13.10.8 Step Losses

p.19, col.1, para.5, line 10: “To determine a unit’s current steps, simply count….”

p.19, col.1, para.5, line 12: Should read “When a unit’s current steps are equal to or less than half its maximum number of steps, flip the unit to its reverse side.” Since neither player may see his opponent’s Roster Sheet (and keeping a duplicate copy during play is not fair play), flipping units to their reverse sides after they take 50% or more step losses is the only manner by which a player can keep track of the strength of enemy units (other than using his memory). 

EXCEPTIONS: Delete these two paragraphs. This information is covered in more detail elsewhere.

13.10.9 Morale Checks Due to Fire Combat: The results of a failed morale check are described fully in the revised Morale Check and Morale Modifiers Table. Ignore the explanation of morale check results in this section.

13.10.10 Suppression and Disruption: Suppressed and disrupted personnel and weapons units that occupy an entrenchment may enable entrenchment AT fire strength.

p.19, col.2, para.3, line 7: “Suppressed artillery units… exert a ZOC unless they enable entrenchment AT fire strength.” 

13.11 Assault Combat

p.19. col.2, para.5, line 3: “Each unit with an Assault Marker… after the Second Attacker Withdrawal must assault that hex.” See Sec 13.1, revised.

p.19, col.2, para.5, line 5: “All units in the Assault Target Hex defend against the assault, unless the Assault Target Hex is overstacked (see Sec 11.2.4, revised).”

13.11.2 Initial Assault Morale Determination

If a unit (or units) is defending during assault combat in a hex with more than one terrain type, it (or they) applies the single, most advantageous assault morale modifier for each hex terrain class in the hex. When a unit is assaulting, it never benefits from terrain during assault combat, though it may suffer adverse effects from the terrain in its hex and/or the hexside it is crossing to conduct the assault. The stream modifier for assaulting units only applies if all assaulting units crossed a stream in the hex(es) they occupy during the same impulse. The river/lake hexside modifier for assaulting units only applies if all assaulting units are assaulting across a river/lake hexside or a partial river/lake hexside that is treated as a river/lake hexside. It is possible for both modifiers to apply to one assault. For example, if all assaulting units crossed a stream in hex 3510 and assaulted an enemy unit in hex 3511—the stream modifier would apply, and the river/lake hexside modifier would apply because the partial river/lake hexside between the two hexes is treated as a river/lake hexside (since the river/lake terrain covers the obvious majority of the hexside). 

If at least one unit defending against an assault qualifies for an assault morale modifier (even if it is not to that unit’s benefit) all unit’s in that hex apply that modifier. A player is not required to apply the Armor Bonuses, engineer modifiers, or the Soviet Submachinegun Bonus.

A unit may contribute its assault morale modifier per the Assault Morale Modifier Table even if it does not apply its morale when determining an assaulting or defending force’s initial assault morale. For example, 1/152T (T-34, morale of 6, one solid armor dot) and SMG/61T (mot inf, morale of 7, entrenched), two units from different parent formations, are defending against an assault in hex 3313 (clear/entrenchment terrain). All of the assaulting units are German AFVs, assaulting from hex 3314 (outside the entrenchment). The defenders are in command, unsuppressed and undisrupted (so morale modifiers for being suppressed or disrupted do not apply). In general, the initial assault morale for in-command units from different parent formations is the average of their modified morales. In theory, the Soviet initial assault morale would be “6” (i.e., (7+6)/2 = 6.5, rounded down is “6”), but in actuality, its “7” since the morale of an AFV or weapons unit cannot decrease the initial assault morale. Modifiers from the Assault Morale Modifier Table that would apply to the Soviet units include entrenchments (+1 for the SMG occupying an entrenchment and being assaulted from outside its entrenchment) and the +1 Armor Bonus for the T-34 single solid armor dot. The Armor Bonus applies even though the T-34 did not “contribute” its morale to the initial assault morale determination. The Soviet Submachinegun Bonus does not apply since SMG/61T is not assaulting, and the modifier for the defender for having armor while the assaulter does not obviously does not apply.

p.20, col.1, para.1, line 4: “If the units participating in the assault are in command and from different….”

p.20, col.1, para.1, line 17: “A unit’s modified morale is… any applicable modifiers due to condition status, formation status, and Surprise per the Morale Check and Morale Modifiers Table….”

13.11.3 Modified Assault Morale Determination

p.20, col.1, no.1, line 3: “[delete “Defensive”] Assault morale modifiers are cumulative, unless stated otherwise in the Assault Morale Modifier Table.” Delete “The entrenchment, stream….” These details are explained elsewhere in the errata.

p.20, col.1, no.1, line 11: “Units defending against an assault… assaulting their hex must cross a river/lake hexside (or partial river/lake hexside treated like a river/lake hexside) to conduct the assault.”

p.20, col.2, no.3, line 1: “During an assault combat, each player may add….”

13.11.4 Assault Resolution

*** p.20, col.2, para.6, line 1: Paragraph should read “If a player is required to take one or more step losses due to assault combat, and any of his AFV, engineer, and/or SMG units involved in the assault applied an assault morale modifier, they will take step losses before any other units that participated in the assault. In order of priority, the first step loss is assigned to an AFV that applied any assault morale modifier, then to an engineer that applied any engineer modifier, then to an SMG that applied the Soviet Submachinegun Bonus. Step losses must be assigned to AFV, engineer, or SMG units that applied assault morale modifiers, until every one of these units has taken a step loss, or all required step losses have been assigned. If more step losses are required than the number of AFV, engineer, and SMG units that applied assault morale modifiers, then the owning player may distribute these “extra” step losses to any of his units that participated in the assault as he chooses. If no AFV, engineer, or SMG units provided an assault morale modifier, the owning player distributes step losses to any of his units that participated in the assault as he chooses.”

13.11.5 Attacker Advance After Assault

p.21, col.1, para.2, line 9: “If the defending unit(s) retreated… Assault Target Hex, and then may continue to advance along any one of the retreating unit’s path of retreat.” Next sentence should read “After entering an Assault Target Hex or any vacated hex along a path of retreat, an advancing unit may move into any adjacent hex.”

*** 13.12 Retreat and Withdrawal: An assaulting unit may retreat as a result of a failed morale check due to indirect fire alone. Air strikes cannot cause a unit to retreat since the unit being attacked is not assaulting.

13.12.1 Retreat/Withdrawal Priorities

p.21, col.1, no.2: Cover includes railroad stations and worker’s settlements.

p.21, col.1., no.3: A friendly map edge is a map-edge supply source per Sec 15.1.1.

p.21, col.2, para.1, line 5: “A retreating/withdrawing unit…number of current steps in the hex.”

13.12.2 Retreat Requirements

p.21, col.2, no.2: Units may not retreat/withdraw as a stack if they would trigger ZOC Fire.

p.22, col.1, no.9, line 4: “ In general… may perform support fire against units in its original Assault Target Hex, but it may not perform Post-Assault Fire or ZOC Fire.”

p.22, col.1, no.9, last sentence: “A phasing unit…may perform support fire, if it has not already fired during the Combat Phase. A unit that receives an Assault Marker may not perform Post-Assault Fire or ZOC Fire.”

*** 13.13 Post-Assault Fire Combat: In general, during its Movement Phase, a unit may move adjacent to an enemy unit without receiving an Assault Marker. If the unit does not perform support fire, it generally will be eligible to perform Post-Assault Fire. A player may move a whole host of units adjacent to enemy units, with the intent to perform Post-Assault Fire alone. This is permitted, and it is intentional. If a player chooses to employ this tactic, he may inflict losses upon the defending units, but he isn't going to seize much terrain.

p.22, col.1, para,2, line 1: “Only units that did not fire during Counterbattery Fire, Barrage Fire, and Offensive Fire Segments and units that did not receive an Assault Marker may fire during Post-Assault Fire Combat.”

15.1.1 Supply Sources

p.24, col.2, para.3, line 1: “For the Soviet Player… north of where the Neva River exits the map (hex 1025).”

15.1.5 Artillery Supply: Neither player receives additional ammunition points on January 12.

16.3 Soviet Observation Balloons: Balloons may not be attacked by air strikes. Balloons are treated as personnel units, though they may not enter entrenchments.

16.4 Observation Battalions

p.25, col 2, para 5, line 3: “The observing unit… blocked by woods hexes per Section 12.3.”

16.7 Soviet Anti-Aircraft Units

*** p.26, col.1 para.2, line 10: “To keep the Soviet Player true to historical doctrine, Soviet AA units (except for one AA battalion per Army) may not move within their direct fire range of any enemy unit, and they may not be moved, withdrawn, or retreated  in a manner such that they occupy the Soviet front line.” 

18.5 Soviet Assistance: To help the Soviet Player, all of his units may begin the game activated.

*** OVERALL EXAMPLE OF COMBAT: The example had a number of flaws. We’d like to say that they were included to sharpen the wits of the players. Corrections are in italics, and some explanations and rules references have been added. Even if a part of the example is incorrect, it will be used to illustrate the sequence of play and game procedures.

This combat example illustrates action from the first Soviet impulse of the game. All modifiers come from the revised charts and tables. Units from the 67th Army are assaulting units of the 170th Infantry Division in very cloudy weather. All movement is completed, and air strikes either affected other units or had no effect. Prior to the Counterbattery Fire Phase, the following units are in the following positions (all units are at full strength, in command (maybe, see below), and in supply):

Hex
Soviet Attacker
Hex
German Defender
1610
284/86 (inf reg, 8-1, 6)
1710 (A)
3/240/170 AT (mot AT bn, 75, 3-4-2, 6)

1611 330/86 (inf reg, 8-1, 6)



1612
7GdMiner (eng bn, 3-2, 7)
1712 (B)
II/399/170 (inf bn, 5-1, 6)

1612
387/136 (inf reg, 8-1, 7)

1613
541/136 (inf reg, 8-1, 7)

1613
1/61T (T-60, 4-4-1, 6)

1614
733/136 (inf reg, 8-1, 7)
1714 (C)
I/399/170 (inf bn, 5-1, 6)

1614
2/61T (T-60, 4-4-1, 6)

1516
942/268 (inf reg, 7-1, 6)
1617 (D)
240/170 (eng bn, 5-2, 6)

1517
947/268 (inf reg, 7-1, 6)

1518
952/268 (inf reg, 7-1, 6)
1618 (E)
III/399/170 (inf bn, 5-1, 6)

1411
Leningrad Balloon (1-0, 5)
2213

I/240/170 (div art bn, 3-2-13, 6)

other
1106 (mot hvy art, hvy guns, 8-2-22, 6)

II/240/170 (div art bn, 3-2-13, 6) 


248/86 (div art reg, 5-6-13, 6)

IV/240/170 (div art bn, 4-1-16, 6)


321Gd (mot rocket reg, 16-0-10, 6)

III/240/170 (div art bn, 3-2-13, 6)


523Gd (mot hvy rocket bn, 6-0-4, 5)




291/136 (div art reg, 5-6-13, 6)


56 (mot art, how, 8-6-16, 6)


524Gd (mot hvy rocket bn, 6-0-4, 5)

The units listed as “other” are deployed in wooded hexes within indirect fire range of the targets they will engage (for this example their exact hexes don't really matter). Every time an artillery unit performs indirect fire, an ammo point must be deducted from the appropriate Army ammunition supply (Sec 13.9.6).

In reading the combat pairing information, the first number is a hex containing Soviet units. Most Soviet units are assaulting enemy occupied hexes. The next numbers are the unit designations. Within parentheses are the unit type, printed ratings, and printed morale. The next number is a hex containing a German defending unit—the letter in bold type is the designation for this combat, used only for ease in reference. Then comes the defender's unit designation, unit type, printed ratings, and printed morale. All German units occupy the entrenchment in their hex. In this set-up, the Soviet Unit Integrity rule (Sec 10.2.2) has been violated. 1/61T, which is not an independent unit, occupies a hex directly between two units of the 136th Rifle Division, putting 387/136 out of command.

The Soviet player begins the Combat Phase by announcing Counterbattery Fire against I/240/170 (div art bn) in hex 2213, observed by the balloon. Unfortunately, at this point in time, the balloon can’t observe I/240/170. The Leningrad Balloon observes like a unit on a hill (Sec 16.3), but hex 2112 blocks the line of sight between the balloon’s hex and the I/240/170 (div art bn) hex, since it is a wood hex and it is closer to the unit to be observed than the observing unit (Sec 12.3). The balloon could  try to use the Counterbattery Fire target eligibility rule (Sec 13.3.2), but I/240/170 couldn’t have performed indirect fire from hex 2213 so far during the game, since it is the very first impulse. The firing unit is the 1106th Heavy Gun Regiment, which is eligible to perform Counterbattery Fire per the Artillery Capabilities Chart. The 1106 fires all 8 of its indirect regular fire strength points, since artillery may not split indirect fire strength (Sec 13.10.3, no.4). The initial combat column on the Combat Results Table is the “8” column; the column is shifted once to the left (the I/240/170 receives a “minus 1” “fire against” modifier for having less than 5 steps, per Sec 13.10.5); the column to the left of the “8” column is the “5” column, which becomes the actual combat column. The Soviet player rolls two dice. The result is R2G3 (the red die result is 2, the gray is 3). On the “5” column of the CRT a roll of 2 (the red die for the Soviet fire) is a miss, so the gray 3 (representing any morale check that might be required of the target unit) is ignored. The Soviet player deducts one ammo point from the Leningrad Front ammunition supply. The I/240/170 is not affected, and may function normally. Counterbattery Fire for this impulse is done.

The Soviet Player decides to begin assault resolution with hex (A). There is no Barrage Fire, and the German Player decides not to attempt a withdrawal. During the First Defensive Fire Segment, the 3/240/170 (mot AT bn, 75mm) will fire at 330/86 (inf reg) with its regular fire strength of 3. The German player also will use I/240/170 (div art bn) to perform Defensive Artillery Fire against 284/86 (inf reg) with an indirect fire strength of 3 (and subtracting one ammo point from the German ammunition supply). In both cases the assaulting units (which are the defenders during this fire combat) occupy river hexes, and they are assaulting across river/lake hexsides (but only one of the “plus 2” “fire against” modifiers will apply). The fire against 330/86 begins on the “3” column of the CRT; the “plus 2” “fire against” modifier shifts the combat column twice to the right, to the “8” column; the “fire from” modifier for 3/240/170 is “plus 2” because it is firing from an entrenchment, so the combat column is shifted to the right twice again—the first shift moves the combat column to the “12” column, but the other shift is wasted since two shifts are required to move the combat column between the “12” column and the “18” column (Sec 13.10.5); thus, the actual combat column is the “12” column. The dice roll result against 330/86 is G9R4, which causes two step losses (the Soviet Player checks off the two rightmost step boxes in the 330/86 entry on the Soviet Roster Sheet) and requires a morale check. Since the morale check die roll was less than the unit’s modified morale (actually, there were no modifiers) 330/86 passes its morale check. The fire against 284/86 also begins on the “3” column; the “plus 2” “fire against modifier for occupying a river/lake hex shifts the column twice to the right (note that the river/lake hexside modifier does not apply because the firing unit is performing indirect fire); and the actual combat column is the “8” column. The dice roll result against 284/86 is G10R10 (both “0” results on the dice, which are read as “10”) which causes two step losses and requires a morale check. The unit's modified morale is 6, which is four less than the morale check die roll. The Morale Check and Morale Modifiers Table says that 284/86 loses its Assault Marker, is Disrupted, and must retreat two hexes, back to 1609. 284/86 must apply the Retreat and Withdrawal Procedure (Sec 13.12), so it retreats into hex 1510 first (since the village constitutes “cover”) and then into hex 1410 (since the railroad station also is cover, and the unit will be retreating towards a friendly map edge). At the end of the retreat, the Soviet Player declares which stream bank in hex 1410 the unit occupies. Note that there is no ZOC Fire, since a unit cannot trigger ZOC Fire as it withdraws or retreats out of the hex from which it began an assault. The First Defensive Fire Segment is over.

The Soviet Player decides not to withdraw 330/86, since this would voluntarily terminate the assault (Sec13.7.2), and proceeds with the First Offensive Fire Segment. 330/86 will perform regular fire against 3/240/170 with its reduced fire strength of 6, and the Soviet Player decides to add some Offensive Artillery Fire from 248/86 (div art reg), deducting one ammo point from the Leningrad Front ammunition supply. Players may use any fire procedure they like, but the following procedure is the one recommended for combining fire from multiple units. The divisional artillery unit attempts to apply 5 indirect regular fire strength points to the fire combat; the “highest” combat column on the CRT less than or equal to 5 happens to be the “5” column; thus, 248/86 will contribute 5 regular fire strength points to the fire combat. 330/86 attempts to contribute 6 modified regular fire strength points to the fire combat; the highest combat column equal to or less than 6 is the “5” column—the number at the top of this column is the actual number of modified regular fire strength  points that 330/86 will contribute to the fire combat. Now, the two firing units combine the fire strength points they actually will contribute to the fire combat, for a total of 10. The highest combat column less than or equal to 10 is the “8” column, so we start there; the entrenchment gives 3/240/170 a “minus 2” “fire against” modifier, so the column is shifted twice to the left, resulting in the “3” column; the fire is shifted once more to the left since 3/240/170 has less than 5 steps, making the actual combat column the “2” column. A R9G4 dice roll result causes one step loss, and requires a morale check (which 3/24/170 passes). Thus endeth the First Offensive Fire Segment.

Neither player receives a Second Fire Segment, since there are no armored units in the potential target hexes. The German Player recognizes the plight of his lonely AT unit. Since 3/240/170 is wheeled, it is eligible to attempt to withdraw during the Second Defender Withdrawal. A withdrawal morale check die roll of “3” means that the AT unit may withdraw one or two hexes. The withdrawing unit is NOT retreating, so it may withdraw into any hex, as long as that hex is “away” from the enemy units that prompted it to withdraw (Sec 12.12.1, no.1). The German Player chooses to withdraw 3/240/170 into hex 1810 (it could have withdrawn two hexes but the German Player wanted to keep the Soviets out of the trenches protecting Schlusselburg; it also could have withdrawn into hex 1709 since 284/86 no longer occupies hex 1610). 330/86 chooses to advance into the Assault Target Hex (Sec 13.7.1, no.4). It could bring its Assault Marker along, and then assault 3/240/170 in its new hex, but it declines to do so. The first assault is completed.

The Soviet player now decides to resolve assault (B), starting with Barrage Fire. The firing units include 321Gd (mot rocket reg, 16 regular fire strength points), 523Gd (mot hvy rocket bn, 6-0-4, 5), and 291/136 (div art reg, 5-6-13,6) for a total of 27 indirect regular fire strength points. That is three short of the “30” column on the CRT, so the initial combat column is the “18” column (the Soviet Player would have been wise to withhold the divisional artillery, since he wasted an ammo point by using it in this barrage); the column is shifted twice to the left because of the “minus 2” “fire against” modifier for entrenchments, this results in a shift to the “12” column since two column shifts are required to move the combat column from “18” to “12”; the combat column is shifted once more to the left because of the village of Marino (N.B., fire modifiers are cumulative across different Hex Terrain Classes), making the actual combat column the “8” column. The dice read R9G7, causing one step loss, and requiring a morale check. Since the morale check die roll is “one” greater than II/399/170’s morale of 6, II/399/170 is suppressed. The Soviet Player subtracts three ammo points from the Leningrad Front ammunition supply, and places Out of Supply Markers on the rocket units that fired (Sec 13.9.3).

Once again, the German Player elects to hold his ground. There is a small dilemma during the First Defensive Fire Segment, since eligible targets include both armored and non-armored units. The German Player decides to shoot at the non-armored units first, and hopes that he gets a chance to perform AT fire during the Second Defensive Fire Segment. II/399/170 now has a regular fire strength of 4 (after its loss of one step). This is halved due to suppression. The German Player decides to split II/399/170’s fire and shoot 1 regular fire strength point at hex 1612 and 1 point at hex 1613 (since each hex is occupied by non-armored units assaulting II/399/170’s hex). The German player also commits one howitzer battalion (IV/240/170, 4-1-16, 6) to perform Defensive Artillery Fire against hex 1612, and a second howitzer battalion (II/240/170, 3-2-13, 6) against hex 1613 (deducting two ammo points from his ammunition supply). Both artillery units will add 3 modified indirect regular fire strength points to their fire combats. Against hex 1612, II/399/170 starts on the “1” column; shifts twice to the right due to entrenchments, reaching the “3” column (note how the direct fire benefits from the entrenchments while the indirect fire does not); 3 modified regular fire strength points plus 3 modified indirect regular fire strength points equals 6, but the highest combat column on the CRT less than or equal to 6 is the “5” column; the column is shifted twice to the right since the target units occupy a river/lake hex (note how the artillery benefits from the river/lake terrain in the target hex), thus the fire combat will be resolved on the “12” column, barring any other modifiers (like the “minus 1” “fire against” modifier that applies to 7GdMiner since it has less than 5 steps).  The dice roll on the “12” column for 387/136 results in G7R1, causing one step loss and requiring a morale check (which 387/136 passes). The dice roll on the “8” column for 7GdMiner results in G4R3, causing no hits and requiring a morale check (which 7GdMiner passes). Against hex 1613, the fire combat also is resolved on the “12” column. The dice roll result for 541/136 is G4R3, causing no step loss but requiring a morale check (which 541/136 passes). 

Four against one looks like good odds to the Soviet Player, so he does not withdraw any of his assaulting units, and proceeds to the First Offensive Fire Segment. There are four units performing regular fire. The stacked units may combine their fire as if they were one unit since they have the exact same “fire from” and “fire against” modifiers. Thus 7GdMiner with 3 regular fire strength points combines with 387/136 and its 7 points (remember, it took one step loss during the First Defensive Fire Segment) for a total of 10, and the highest combat column less than or equal to 10 is the “8” column. 541/136 combines its 8 points with 2/61T’s 4 points for a total of 12, and the highest combat column less than or equal to 12 is the “12” column. 8 plus 12 (the modified fire strength points from each stack) equals 20, which means that the initial combat column is the “18” column. The entrenchments, village, and size “fire against” modifiers shift the column four times to the left, resulting in the “5” column (remember, it takes two shifts to move from the “18” column to the “12” column). A dice roll of R1G1 has no effect, and the German Player is surprised and elated. On to the Second Defensive Fire Segment.

The II/399/170, having both armored and non-armored targets (actually, the only eligible target is the T-60, since II/399/170 already performed regular fire during the First Defensive Fire Segment), may fire again using its AT fire strength of 1. This is not halved due to suppression, as that would reduce it to less than 1 (actually, it is halved, but it is then rounded up to “1”). The target is a T-60 bearing the hollow armor dot symbol, indicating thin armor, which is good for a “plus 1” “fire against” modifier when receiving AT fire from ground units. To that is added a +2 shift for firing from an entrenchment and a +2 shift for a target in a river/lake hex. That pushes the fire up to the “12” column on the ATCRT. Note that having fewer than 5 steps does not help the tanks (they are not an area target). A good shot of G9R5 causes two losses, knocking out half of the Soviet tanks (the counter is flipped, per Sec 13.10.8, and two step boxes on the Roster Sheet are checked). But, with a morale of 6, 1/61T passes its morale check (N.B., a morale check is required any time a unit takes step losses). If II/399/170 had enabled entrenchment AT fire strength per Sec 13.10.2, no.4, the combat would have been resolved on the “20” column of the ATCRT. But, one could argue that a river, even a frozen one, can’t be mined.

The Soviet Player doesn’t get a Second Offensive Fire Segment since there are no AFVs in the Assault Target Hex. Four to one odds still looks good, so the Second Attacker Withdrawal option is ignored. Its now time to resolve the assault. The Soviet are from different parent organizations. All the personnel units have a morale of 7, while 1/61T has a morale of 6. Since AFVs cannot lower an initial assault morale (Sec13.11.2), the initial assault morale is the average of the modified morales of the personnel units, which is 7. Assault morale modifiers for the Soviets include +1 for having armor while the defender does not, -1 for all units assaulting across a river/lake hexside, and +2 for the engineers assaulting a unit occupying an entrenchment. The Soviet Player is not obligated to use the Armor Bonus or engineer modifier, but he really wants this assault to succeed. The Soviet Player then determines his Strength Bonus. The total number of Soviet steps participating in the assault (not forgetting losses inflicted during the combat) is 3+7+2+8 = 20. II/399/170 has 4 steps, so the Soviet units have at least triple the defender's strength, adding 3 more to their initial assault morale for a final total of 12.

The German unit has a morale of 6, reduced to 5 for being suppressed, raised by 1 for the entrenchment and 1 for the village. That creates a modified assault morale of 7. 12 to 7 gives the Soviets an advantage of 5 which will be added to his die roll (alternatively, the appropriate modifiers are added to each player’s assault die roll). The players each roll a die, producing a R5G8, With modifiers, that becomes a R10G8, which means the German is beaten by 2. II/399/170 is Suppressed, and then must retreat one hex, back to 1813 (N.B., it could have retreated into hex 1812). Note that there is no ZOC Fire, since a defending unit cannot trigger ZOC fire as it withdraws or retreats out of its Assault Target Hex. Any of the assaulting units could advance into hex 1712, as long as the stacking limitation is not exceeded. Upon entering hex 1712, an advancing unit would have to stop, since the defending unit only retreated one hex (Sec 13.11.5).

The Soviet player feels that he is now on a roll and works on down the line, deciding to resolve assault (C). Barrage Fire was very successful, so he decides to do it again. He allocates 56 (mot art, how, 8-6-16, 6) and 524Gd (mot hvy rocket bn, 6-0-4, 5), and deducts two ammo points. 14 regular fire strength points begin on the “12” column of the CRT. The column is shifted twice to the left for entrenchments so the fire is resolved on the “5” column. An R1G6 suggests that the Soviet guns could have been registered better, a clean miss! And the 524 Gd heavy rocket battalion is Out of Supply!

Once again, the German Player issues “hold at all cost” orders—withdrawal is not attempted and I/399/170 fires during its First Defensive Fire Segment. The German Player decides to try shooting the tanks first, so he announces that I/399/170 will perform AT fire against 2/61T. The calculations for the shot, with an AT fire strength of 1 from an entrenchment against a T-60 battalion in a river/lake hex produces the same combat column as previously, namely the “12” column on the ATCRT. The result this time is G4R8, which means no loss for the tanks, but a required morale check (which, with a morale of 6, they fail by two). That means 2/61T loses its Assault Marker, is Disrupted, and must retreat one hex. Again, entrenchment AT fire strength could have been applied.

733/136 is stacked with 2/61T. Although the infantry has not received fire, it must remove its Assault Marker since all the assaulting AFVs (actually, just the 2/61T) it is stacked with lost their Assault Markers. Thus, the assault is terminated. 733/136 has the option to withdraw one hex, which it will wisely take (since there’s no sense engaging in a fire fight from the flat surface of a frozen river against an entrenched opponent!). Scaring the tanks is enough to break up this attack. Since the assault was terminated, there are no more Fire Segments. 2/61T can’t perform any fire for the rest of the impulse, since it lost its Assault Marker involuntarily, and its assault has been terminated (it only would have been able to provide support fire against its original Assault Target Hex). 733/136 could perform support fire against any Assault Target Hex, but none are within fire range. Since 733/136 received an Assault Marker, it is not permitted to perform Post-Assault Fire or ZOC Fire, even though it did not perform any fire during its (terminated) assault.

On to assault (D). Here, the 240/170 Engineer Battalion holds Gorodok. There is no Barrage Fire and the German Player is consistent in his desire to hold the line. During the First Defensive Fire Segment, 240/170 (eng bn) will direct 4 regular fire strength points against 942/268 and the remaining 1 point at 947/268. In addition, III/240/170 artillery (3-2-13, 6) will perform Defensive Artillery Fire against 947/268 (deduct an ammo point). The actual combat column for 942/268 will be the “18” column (4 points rounded down to the “3” column, +2 for the entrenchment, +2 for the river/lake hex, + 1 for the village = 18). The actual combat column for 947/268 is the “12” column (1 point, +2 for the entrenchment, +1 for the village = 5; 5+3 indirect regular fire strength points = 8; the “8” column, +2 for the river/lake hex, equals the “12” column with one shift left over. (Note that the artillery is added in after the shifts that apply only to the infantry's position, while the shift for the target's position affects them both). The fire against 942/268 comes up G1R6. That requires a morale check, and the morale check die roll is equal to the assaulter's morale. That causes the Assault Marker to come off, and the unit may withdraw a hex (which, wisely, it does). The fire against 947/268 is G8R7. This causes one step loss, and requires a morale check (which is failed by one, causing 947/268 to remove its Assault Marker, receive a Suppressed Marker, and retreat one hex). The assault is involuntarily terminated, so no more fire combat here. On to the final assault.

Assault (E), would be a classic "soak off"—if this wasn't the first impulse of the game. A player can announce more assaults than he really wants to undertake, just to win the initiative, and the "extra" assaults could be considered "soak off" assaults. The Soviet player does not perform Barrage Fire, and faithful to the last, there is no German withdrawal. During the First Defensive Fire Segment, III/399/170 fires with a regular fire strength of 5. Starting at the "5" column of the CRT, shift twice to the right for the entrenchment, and twice again because 952/268 is assaulting across a river/lake hexside (or because it occupies a river/lake hex), resulting in a combat column of "18." A G4R3 die roll inflicts 1 step loss and a passed morale check. 952/268 doesn’t withdraw, and returns the favor during the First Offensive Fire Segment with a regular fire strength of 6. Starting on the 5 column, shift two columns to the left for the defending unit occupying an entrenchment, resulting in an actual combat column of "2." A R6G8 die roll doesn’t cause a step loss, but requires a morale check, which III/399/170 fails by two. III/399/170 is Disrupted. 952/268 certainly doesn’t want to terminate this assault, so the Fire Segments are done since there are no eligible targets left. III/399/170 may not withdraw, since it is disrupted. 952/268 assaults with a morale of 6 and 6 steps, and III/399 defends against the assault with a modified morale of 4 and 5 steps. The Soviets add one to their assault morale die roll for being larger (resulting in a modified assault morale of 7), while the Germans add one to their assault morale die roll for occupying an entrenchment (resulting in a modified assault morale of 5). The dice say G4R2, which, with modifiers, is dead even. Both units take one step loss, assault morales are recalculated, and each player makes a new assault morale die roll. The result of this assault is not important, but it is possible for a unit to be eliminated without actually losing an assault (by tying assault morale die rolls until all steps have been lost).

Assuming that all assaults have been resolved, the Combat Phase is completed. Next is the Post-Assault Fire Phase, and none of the units in this example are eligible to perform Post-Assault Fire.

By the way, the dice for these examples were rolled randomly, the artillery on both sides was fairly minimal (in reality, there probably would be three times as many artillery units performing Barrage, Defensive Artillery, and Offensive Artillery Fire—where was the Red Banner Baltic Fleet?), and the results were very historical.
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	AT only
	AT only
	P
	P
	P
	AT only


	
	
	Per

Artillery

Chart
	
	
	
	Defensive

Artillery Fire per Artillery Chart
	Offensive

Artillery Fire per Artillery Chart
	
	

	Unit/Target Type/Status
	AA

Fire


	Counter

Battery

Fire
	Barrage

Fire
	First

Defen-sive

Fire ()

	Second

Defen-

sive

Fire ()
	First

Offen-

sive

Fire
	Second

Offen-

sive

Fire
	Support

First

Defen-

sive
	Support

Second

Defen-

sive
	Support

First

Offen-

sive
	Support

Second

Offen-sive
	Post

Assault

Fire

Combat
	ZOC

Fire

	Fire Status
	
	
	
	
	
	
	
	
	
	
	
	
	

	Performed AA
	P
	NA
	NA
	P
	P
	NA
	NA
	P
	P
	NA
	NA
	NA
	P

	Performed Counterbattery
	NA
	P
	p
	NA
	NA
	P
	P
	NA
	NA
	P
	P
	P
	P

	Performed Barrage
	NA
	NA
	P
	NA
	NA
	P
	P
	NA
	NA
	P
	P
	P
	P

	3 Rating Performed Defensive/ Offensive/ Support Fire
	NA
	NA
	NA
	P
	P
	P
	P
	P
	P
	P
	P
	P
	-

	2 Rating  Performed Defensive Fire
	NA
	NA
	NA
	P
	AT or R
	NA
	NA
	P
	P
	NA
	NA
	NA
	-

	2 Rating Performed Support Fire
	NA
	NA
	NA
	P
	P
	P
	P
	P
	P
	P
	P
	P
	-

	2 Rating Performed Offensive Fire
	NA
	NA
	NA
	NA
	NA
	P
	AT or R
	NA
	NA
	P
	P
	P
	P

	Performed Post Assault Fire
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	P
	NA

	Performed ZOC Fire
	NA
	-
	NA
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Performed

Fire Related to One Assault, but Current Fire is Related to a Different Assault
	NA
	NA
	NA
	P
	P
	P
	P
	P
	P
	P
	P
	P
	-


	
	
	Per

Artillery

Chart
	
	
	
	Defensive

Artillery Fire per Artillery Chart
	Offensive

Artillery Fire per Artillery Chart
	
	

	Unit/Target Type/Status
	AA

Fire


	Counter

Battery

Fire
	Barrage

Fire
	First

Defen-sive

Fire ()

	Second

Defen-

sive

Fire ()
	First

Offen-

sive

Fire
	Second

Offen-

sive

Fire
	Support

First

Defen-

sive
	Support

Second

Defen-

sive
	Support

First

Offen-

sive
	Support

Second

Offen-sive
	Post

Assault

Fire

Combat
	ZOC

Fire

	Assault Status
	
	
	
	
	
	
	
	
	
	
	
	
	

	In Assault Target Hex
	-
	NA
	NA
	-
	-
	NA
	NA
	P
	P
	NA
	NA
	NA
	P

	With Assault Marker
	NA
	NA
	NA
	NA
	NA
	-
	-
	NA
	NA
	P
	P
	NA
	P

	Participated in Assault (h)
	NA
	NA
	NA
	P
	P
	P
	P
	P
	P
	-
	-
	P
	P

	Withdrew During Defender Withdrawal
	NA
	NA
	NA
	-
	-
	NA
	NA
	-
	-
	NA
	NA
	NA
	-

	Defender,

Assault Terminated
	NA
	NA
	NA
	-
	-
	NA
	NA
	-
	-
	NA
	NA
	NA
	-

	Assaulter Loses Assault Marker Due to Defensive Fire
	NA
	NA
	NA
	NA
	NA
	only against original ATH (i)
	only against original ATH
	NA
	NA
	only against original ATH
	only against original ATH
	P
	P

	Assaulter Loses Assault Marker Due to Attacker Withdrawal or Voluntary Termination
	NA
	NA
	NA
	NA
	NA
	P
	P
	NA
	NA
	-
	-
	P
	P

	Assaulter, Assault Called Off Due to Defender Withdrawal/ Barrage Fire/ Offensive Fire
	NA
	NA
	NA
	NA
	NA
	-
	-
	NA
	NA
	-
	-
	P
	P


	
	
	Per

Artillery

Chart
	
	
	
	Defensive

Artillery Fire per Artillery Chart
	Offensive

Artillery Fire per Artillery Chart
	
	

	Unit/Target Type/Status
	AA

Fire


	Counter

Battery

Fire
	Barrage

Fire
	First

Defen-sive

Fire ()

	Second

Defen-

sive

Fire ()
	First

Offen-

sive

Fire
	Second

Offen-

sive

Fire
	Support

First

Defen-

sive
	Support

Second

Defen-

sive
	Support

First

Offen-

sive
	Support

Second

Offen-sive
	Post

Assault

Fire

Combat
	ZOC

Fire

	Target Hex Status
	
	
	
	
	
	
	
	
	
	
	
	

	Assault Target Hex
	NA
	P
	Required

(j)
	NA
	NA
	Required
	Required
	NA
	NA
	Required
	Required
	NA
	P

	Assault Marker Facing Assault Target Hex
	NA
	NA
	NA
	Required

(j)
	Required
	NA
	NA
	Required
	Required
	NA
	NA
	NA
	P

	Non-Assault Target Hex
	-
	-
	P
	-
	-
	P
	P
	-
	-
	P
	P
	NA
	-

	Target Unit Status
	
	
	
	
	
	
	
	
	
	
	
	

	Participated in Assault, AFV
	NA
	NA
	P
	P
	P
	P
	P
	P
	P
	P
	P
	P
	-

	Participated in Assault, Non-Armor
	NA
	NA
	(k)
	(k)
	(k)
	(k)
	(k)
	(k)
	(k)
	(k)
	(k)
	(k)
	-

	Red Banner Baltic Fleet
	NA
	P
	P
	NA
	NA
	P
	P
	NA
	NA
	P
	P
	P
	NA

	Surprise at Night
	
	
	
	
	
	
	
	
	
	
	
	

	Defender Cannot Fire
	NA
	NA
	NA
	P
	P
	NA
	NA
	P
	P
	NA
	NA
	NA
	P

	Other Status
	
	
	
	
	
	
	
	
	
	
	
	
	

	Artillery Adjacent to Enemy Unit
	NA
	P
	(l)
	(l)
	(l)
	P
	P
	(l)
	(l)
	P
	P
	P
	direct

only


	
	
	Per

Artillery

Chart
	
	
	
	Defensive

Artillery Fire per Artillery Chart
	Offensive

Artillery Fire per Artillery Chart
	
	

	Unit/Target Type/Status
	AA

Fire


	Counter

Battery

Fire
	Barrage

Fire
	First

Defen-sive

Fire ()

	Second

Defen-

sive

Fire ()
	First

Offen-

sive

Fire
	Second

Offen-

sive

Fire
	Support

First

Defen-

sive
	Support

Second

Defen-

sive
	Support

First

Offen-

sive
	Support

Second

Offen-sive
	Post

Assault

Fire

Combat
	ZOC

Fire

	ZOC Target Status
	
	
	
	
	
	
	
	
	
	
	
	

	Leaving Enemy ZOC During Movement Phase
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	-

	Changing Formation in Enemy ZOC
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	-

	Defender Leaving Assault Target Hex
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	P

	Assaulter Leaving Hex From Which it Began Assault
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	P

	Leaving Second or Later Retreat/With-drawal Hex
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	NA
	-


Fire Eligibility Tables

How to Use the Fire Eligibility Tables: The first column of the Fire Eligibility Tables contains the many different types of status or conditions that can apply to a firing unit. The following columns contain information on whether a unit is permitted to fire based upon the type of fire combat. To determine whether a unit is permitted to fire or not, based solely upon its fire eligibility, find all conditions that apply to that unit in the first column of each sub-table, then cross reference each condition with the fire combat the unit proposes to undertake. If a column entry is a “P,” then the unit may not perform fire during the fire combat. If the entry is a “-,” the unit is neither permitted or prohibited from firing—other conditions may determine whether the unit may fire or not. If all the column entries for all of the applicable conditions are “-,” then the unit may fire. In some instances, a column entry will indicate fire restrictions regarding the type of fire (regular or AT) a unit may perform, or an effect upon the unit’s fire strength.

(a)  First and Second Defensive Fires refer to the First and Second Defensive Fire Segments. For the purposes of the Fire Eligibility Table, these are referred to as “Defensive Fire.”

(b)  First and Second Offensive Fires refer to the First and Second Offensive Fire Segments. For the purposes of the Fire Eligibility Table, these are referred to as “Offensive Fire.”

(c)  The fire strength of the firing unit is reduced to “1” fire strength point.

(d)  Any unit with a printed fire range involved in an assault only may perform fire once during Defensive Fire Segments or Offensive Fire Segments—it may not perform fire during both applicable fire segments. Furthermore, the unit must select the type of fire, regular or AT, it will perform.

(e)  A unit with a printed fire range may perform either regular fire throughout the entire current phase, or AT fire throughout the entire current phase. Thus, such a unit that performs regular ZOC fire during the opponent’s Movement Phase may only perform regular ZOC fire throughout that phase—it may not perform AT ZOC fire during that phase.

(f)  A unit with only two ratings that is involved in assault may fire during both applicable Fire Segments, provided that there are eligible targets during each Fire Segment. The unit may fire one type of fire (regular or AT) during the first Fire Segment, and during the Second Fire Segment the unit may perform the type of fire that was not performed during the First Fire Segment. A unit with only two ratings will not be able to perform AT fire during Post-Assault Fire Combat, during ZOC Fire, or as part of support fire, since its AT fire range is less than one hex. Such a unit may enable entrenchment AT fire strength to perform AT fire during these phases.

(g)  A unit with a parenthesized fire rating may not initiate fire combat, unless it enables entrenchment AT fire strength.

(h)  A unit that participated in assault is prohibited from performing ZOC fire for the rest of the impulse. A unit that receives an Assault Marker also is prohibited from performing ZOC fire for the rest of the impulse, even if it does not participate in assault.

(i)  The unit only may perform support fire against units in its original Assault Target Hex. 

(j)  The target unit must occupy this type of hex.

(k)  The unit may not be the target of fire, but it may be subject to regular fire if it occupies a hex that also is occupied by an eligible target.

(l)  An artillery unit that is adjacent to an enemy unit may not perform indirect fire against any non-adjacent enemy unit. Otherwise, see the Artillery Capabilities Chart.

