Winter Storm


Standard Rules





Draft Version 3.01r








Index�
� TOC \o "1-3" �1.	INTRODUCTION	� PAGEREF _Toc423684430 \h ��4�


2.	THE PLAYING PIECES	� PAGEREF _Toc423684431 \h ��4�


2.1	Unit Types	� PAGEREF _Toc423684432 \h ��4�


2.11	Combat Units	� PAGEREF _Toc423684433 \h ��4�


2.12	Headquarters Units	� PAGEREF _Toc423684434 \h ��4�


2.13	Transport Units	� PAGEREF _Toc423684435 \h ��4�


2.2	Unit Capabilities	� PAGEREF _Toc423684436 \h ��4�


2.21	Unit Type Symbol	� PAGEREF _Toc423684437 \h ��4�


2.22	Unit Size	� PAGEREF _Toc423684438 \h ��4�


2.23	Movement Allowance	� PAGEREF _Toc423684439 \h ��4�


2.3	Combat Unit	� PAGEREF _Toc423684440 \h ��4�


2.31	Identification Numbers	� PAGEREF _Toc423684441 \h ��4�


2.32	Effectiveness Rating	� PAGEREF _Toc423684442 \h ��5�


2.33	Artillery Factors	� PAGEREF _Toc423684443 \h ��5�


2.34	Elite Status	� PAGEREF _Toc423684444 \h ��5�


2.35	The Primary Combat Factor	� PAGEREF _Toc423684445 \h ��5�


2.36	The Secondary Combat Factor	� PAGEREF _Toc423684446 \h ��5�


2.37	Zone of Control  Rating	� PAGEREF _Toc423684447 \h ��5�


2.38	Armor Bonus	� PAGEREF _Toc423684448 \h ��5�


2.4	HQ Units	� PAGEREF _Toc423684449 \h ��5�


2.41	Engagement Points	� PAGEREF _Toc423684450 \h ��5�


2.42	Defensive Combat Factor	� PAGEREF _Toc423684451 \h ��5�


2.43	Transport Capacity	� PAGEREF _Toc423684452 \h ��5�


2.44	Command Rating	� PAGEREF _Toc423684453 \h ��5�


2.45	Supply Column Rating	� PAGEREF _Toc423684454 \h ��5�


2.46	Mobile Unit Command Rating	� PAGEREF _Toc423684455 \h ��5�


2.5	Subordinate HQs	� PAGEREF _Toc423684456 \h ��6�


2.6	Transport Units	� PAGEREF _Toc423684457 \h ��6�


2.61	Defensive Combat Factor	� PAGEREF _Toc423684458 \h ��6�


2.62	Transport Capacity	� PAGEREF _Toc423684459 \h ��6�


2.7	Remnants	� PAGEREF _Toc423684460 \h ��6�


2.8	Morale	� PAGEREF _Toc423684461 \h ��6�


3.	SEQUENCE OF PLAY	� PAGEREF _Toc423684462 \h ��6�


3.1	Reinforcement Phase	� PAGEREF _Toc423684463 \h ��6�


3.2	Weather Phase	� PAGEREF _Toc423684464 \h ��6�


3.3	Strategic Overphase	� PAGEREF _Toc423684465 \h ��6�


3.4	Communications Phase	� PAGEREF _Toc423684466 \h ��6�


3.5	1st Player's Operational HQ Phase	� PAGEREF _Toc423684467 \h ��6�


3.6	1st Player's Operations Phase	� PAGEREF _Toc423684468 \h ��6�


3.7	2nd Player's Operational HQ Phase	� PAGEREF _Toc423684469 \h ��7�


3.8	2nd Player's Operations Phase	� PAGEREF _Toc423684470 \h ��7�


3.9	The Turn Record Phase	� PAGEREF _Toc423684471 \h ��7�


4.	STACKING	� PAGEREF _Toc423684472 \h ��7�


4.1	General Rule	� PAGEREF _Toc423684473 \h ��7�


4.2	Stacking Limits	� PAGEREF _Toc423684474 \h ��7�


4.3	Overstacking Penalties	� PAGEREF _Toc423684475 \h ��7�


4.4	Stacking Restrictions	� PAGEREF _Toc423684476 \h ��7�


5.	ZONES OF CONTROL	� PAGEREF _Toc423684477 \h ��7�


5.1	Overlapping ZOCs	� PAGEREF _Toc423684478 \h ��7�


5.2	ZOCs and Stacking	� PAGEREF _Toc423684479 \h ��7�


5.3	ZOCs and Movement	� PAGEREF _Toc423684480 \h ��7�


5.31	Infiltration	� PAGEREF _Toc423684481 \h ��8�


5.4	ZOCs and Combat	� PAGEREF _Toc423684482 \h ��8�


5.5	ZOCs and Communications	� PAGEREF _Toc423684483 \h ��8�


5.6	ZOCs and Retreat	� PAGEREF _Toc423684484 \h ��8�


5.7	ZOCs and Terrain	� PAGEREF _Toc423684485 \h ��8�


6.	ARTILLERY	� PAGEREF _Toc423684486 \h ��8�


6.1	Artillery Missions	� PAGEREF _Toc423684487 \h ��8�


6.2	Heavy Artillery Units	� PAGEREF _Toc423684488 \h ��9�


6.21	Deployed Mode	� PAGEREF _Toc423684489 \h ��9�


6.22	March Mode	� PAGEREF _Toc423684490 \h ��9�


6.23	Changing Mode	� PAGEREF _Toc423684491 \h ��9�


7.	TERRAIN	� PAGEREF _Toc423684492 \h ��9�


7.1	Cities, Towns, Villages	� PAGEREF _Toc423684493 \h ��9�


7.2	Major and Minor Rivers and Streams	� PAGEREF _Toc423684494 \h ��9�


7.21	Movement Across Rivers	� PAGEREF _Toc423684495 \h ��9�


7.22	Combat Across Rivers	� PAGEREF _Toc423684496 \h ��9�


7.23	Support Across Rivers	� PAGEREF _Toc423684497 \h ��9�


7.24	Communications Across Rivers	� PAGEREF _Toc423684498 \h ��9�


7.25	Retreat Across Major Rivers	� PAGEREF _Toc423684499 \h ��9�


7.26	Retreat Across Pontoon Bridges	� PAGEREF _Toc423684500 \h ��10�


7.3	Elevations	� PAGEREF _Toc423684501 \h ��10�


7.31	Lowland and Lowland Woods	� PAGEREF _Toc423684502 \h ��10�


7.32	Highland and Highland Forest	� PAGEREF _Toc423684503 \h ��10�


7.33	Mountains	� PAGEREF _Toc423684504 \h ��10�


7.34	Summits	� PAGEREF _Toc423684505 \h ��10�


7.35	Elevation and Communications	� PAGEREF _Toc423684506 \h ��10�


7.36	Elevation and Combat	� PAGEREF _Toc423684507 \h ��10�


7.37	Elevation and Movement	� PAGEREF _Toc423684508 \h ��10�


7.38	Elevation and Stacking	� PAGEREF _Toc423684509 \h ��10�


7.4	Special Terrain Types	� PAGEREF _Toc423684510 \h ��10�


7.41	Balkas	� PAGEREF _Toc423684511 \h ��10�


7.42	Pipelines and Burial Mounds	� PAGEREF _Toc423684512 \h ��10�


7.43	Dunes	� PAGEREF _Toc423684513 \h ��10�


7.44	Salt Pans	� PAGEREF _Toc423684514 \h ��10�


7.45	Ridges	� PAGEREF _Toc423684515 \h ��10�


8.	REINFORCEMENT PHASE	� PAGEREF _Toc423684516 \h ��10�


8.1	When Reinforcements Enter	� PAGEREF _Toc423684517 \h ��10�


8.2	Command and Supply Mode	� PAGEREF _Toc423684518 \h ��10�


8.3	Blocked Entry Points	� PAGEREF _Toc423684519 \h ��10�


9.	WEATHER PHASE	� PAGEREF _Toc423684520 \h ��11�


9.1	How to Determine Weather	� PAGEREF _Toc423684521 \h ��11�


9.2	Temperature Conditions	� PAGEREF _Toc423684522 \h ��11�


9.3	Atmospheric Conditions	� PAGEREF _Toc423684523 \h ��11�


9.4	Ground Conditions	� PAGEREF _Toc423684524 \h ��11�


10.	STRATEGIC OVERPHASE	� PAGEREF _Toc423684525 \h ��11�


10.1	Strategic Supply Assignment	� PAGEREF _Toc423684526 \h ��11�


10.11	Strategic Supply Procedure	� PAGEREF _Toc423684527 \h ��11�


10.12	Ultimate Supply Source	� PAGEREF _Toc423684528 \h ��11�


10.13	Assignment of SPs to Superior HQs	� PAGEREF _Toc423684529 \h ��11�


10.2	Superior HQ Operations	� PAGEREF _Toc423684530 \h ��12�


10.3	Transport  Unit Operations	� PAGEREF _Toc423684531 \h ��12�


10.4	Supply Mode Marker Removal	� PAGEREF _Toc423684532 \h ��12�


11.	COMMUNICATIONS PHASE	� PAGEREF _Toc423684533 \h ��12�


11.1	Command Control Segment	� PAGEREF _Toc423684534 \h ��12�


11.11	Superior HQs Command Control	� PAGEREF _Toc423684535 \h ��12�


11.12	Operational HQ Command Control	� PAGEREF _Toc423684536 \h ��12�


11.13	Combat Units and Command Control	� PAGEREF _Toc423684537 \h ��12�


11.14	Artillery and Command Control	� PAGEREF _Toc423684538 \h ��13�


11.15	Subordinate HQ and Command Control	� PAGEREF _Toc423684539 \h ��13�


11.16	Independent Commands	� PAGEREF _Toc423684540 \h ��13�


11.17	Out of Command Control	� PAGEREF _Toc423684541 \h ��13�


11.18	Isolation	� PAGEREF _Toc423684542 \h ��13�


11.19	Units Not Needing Command Control	� PAGEREF _Toc423684543 \h ��13�


11.2	Supply Segment	� PAGEREF _Toc423684544 \h ��13�


11.21	Drawing Supply	� PAGEREF _Toc423684545 \h ��14�


11.22	Assuming Supply Modes	� PAGEREF _Toc423684546 \h ��14�


11.23	IND/OCC/ISO Supply	� PAGEREF _Toc423684547 \h ��14�


11.24	Emergency Supply	� PAGEREF _Toc423684548 \h ��14�


11.25	Subordinate HQ Supply Mode.	� PAGEREF _Toc423684549 \h ��14�


11.26	Supply Mode Markers	� PAGEREF _Toc423684550 \h ��14�


11.27	Offensive Mode	� PAGEREF _Toc423684551 \h ��14�


11.28	Defensive Mode	� PAGEREF _Toc423684552 \h ��14�


11.29	Depleted Mode	� PAGEREF _Toc423684553 \h ��15�


11.3	Artillery Missions and Supply	� PAGEREF _Toc423684554 \h ��15�


11.31	Who May Fire	� PAGEREF _Toc423684555 \h ��15�


11.32	Supply Mode Reduction	� PAGEREF _Toc423684556 \h ��15�


11.4	Captured Supplies	� PAGEREF _Toc423684557 \h ��15�


12.	OPERATIONAL HQ PHASE	� PAGEREF _Toc423684558 \h ��15�


12.1	Types of Operations	� PAGEREF _Toc423684559 \h ��15�


13.	OPERATIONS PHASE	� PAGEREF _Toc423684560 \h ��15�


13.1	The Barrage Segment	� PAGEREF _Toc423684561 \h ��15�


13.2	Operations Segment	� PAGEREF _Toc423684562 \h ��15�


13.3	Holding Operation	� PAGEREF _Toc423684563 \h ��15�


13.31	Which Units May Hold	� PAGEREF _Toc423684564 \h ��16�


13.32	Holding and Emergency Supply	� PAGEREF _Toc423684565 \h ��16�


13.4	Transport Operation	� PAGEREF _Toc423684566 \h ��16�


13.41	Who May Conduct Transport Operations	� PAGEREF _Toc423684567 \h ��16�


13.42	Combining Transport and Other Operations	� PAGEREF _Toc423684568 \h ��16�


13.43	Supply Point Transport	� PAGEREF _Toc423684569 \h ��16�


13.44	Form Supply Dump	� PAGEREF _Toc423684570 \h ��16�


13.5	Maneuver Operation	� PAGEREF _Toc423684571 \h ��16�


13.51	Who May Maneuver	� PAGEREF _Toc423684572 \h ��16�


13.52	Maneuver Procedure	� PAGEREF _Toc423684573 \h ��16�


13.53	Maneuver and ZOCs	� PAGEREF _Toc423684574 \h ��16�


13.54	Maneuver and Command Control	� PAGEREF _Toc423684575 \h ��16�


13.6	Engagement Operation	� PAGEREF _Toc423684576 \h ��16�


13.61	Who May Conduct Engagement Options	� PAGEREF _Toc423684577 \h ��17�


13.62	Engagement Points	� PAGEREF _Toc423684578 \h ��17�


13.63	Engagement Groups	� PAGEREF _Toc423684579 \h ��17�


13.64	Stacking/Unstacking	� PAGEREF _Toc423684580 \h ��17�


13.65	Combining Engagement Options	� PAGEREF _Toc423684581 \h ��17�


13.66	The Maneuver Before/After Combat Option	� PAGEREF _Toc423684582 \h ��17�


13.67	The Assault Option	� PAGEREF _Toc423684583 \h ��18�


13.68	The Support Option	� PAGEREF _Toc423684584 \h ��18�


13.69	Advance After Combat Option	� PAGEREF _Toc423684585 \h ��18�


13.610	Ending an Engagement Operation	� PAGEREF _Toc423684586 \h ��19�


13.611	Engagement Group Limits	� PAGEREF _Toc423684587 \h ��19�


13.7	Refit Operation	� PAGEREF _Toc423684588 \h ��19�


13.8	Regroup Operation	� PAGEREF _Toc423684589 \h ��20�


13.9	Special Operations	� PAGEREF _Toc423684590 \h ��20�


13.91	Bridge Laying	� PAGEREF _Toc423684591 \h ��20�


13.92	Demolitions	� PAGEREF _Toc423684592 \h ��20�


13.93	Occupy Improved Positions	� PAGEREF _Toc423684593 \h ��20�


13.94	Build Fortifications	� PAGEREF _Toc423684594 \h ��21�


13.95	Major River Crossings	� PAGEREF _Toc423684595 \h ��21�


13.10	Supply Mode Reduction	� PAGEREF _Toc423684596 \h ��21�


14.	COMBAT	� PAGEREF _Toc423684597 \h ��21�


14.1	Combat Procedures	� PAGEREF _Toc423684598 \h ��21�


14.11	Retreat Before Combat	� PAGEREF _Toc423684599 \h ��21�


14.12	The Counterbarrage Mission	� PAGEREF _Toc423684600 \h ��21�


14.13	The Close Support Mission	� PAGEREF _Toc423684601 \h ��21�


14.14	Final Protective Fire Mission	� PAGEREF _Toc423684602 \h ��21�


14.15	Terrain Features	� PAGEREF _Toc423684603 \h ��22�


14.16	Installations	� PAGEREF _Toc423684604 \h ��22�


14.17	Resolving Assaults	� PAGEREF _Toc423684605 \h ��22�


14.18	Emergency Supply	� PAGEREF _Toc423684606 \h ��22�


14.2	Applying CRT Results	� PAGEREF _Toc423684607 \h ��23�


14.3	Counterattack	� PAGEREF _Toc423684608 \h ��23�


14.4	Retreat	� PAGEREF _Toc423684609 \h ��23�


14.5	Morale Checks	� PAGEREF _Toc423684610 \h ��24�


14.6	Step Losses	� PAGEREF _Toc423684611 \h ��24�


14.7	Disruption	� PAGEREF _Toc423684612 \h ��24�


14.8	Rout	� PAGEREF _Toc423684613 \h ��24�


15.	Special Units	� PAGEREF _Toc423684614 \h ��25�


15.11	Anti-tank Units	� PAGEREF _Toc423684615 \h ��25�


15.12	Engineer Units	� PAGEREF _Toc423684616 \h ��25�


15.13	Reconnaissance Units	� PAGEREF _Toc423684617 \h ��25�


16.	The German Army	� PAGEREF _Toc423684618 \h ��25�


16.1	Mobile Divisions	� PAGEREF _Toc423684619 \h ��25�


16.11	Division HQs.	� PAGEREF _Toc423684620 \h ��25�


16.12	Combat	� PAGEREF _Toc423684621 \h ��25�


16.2	Leg Divisions	� PAGEREF _Toc423684622 \h ��25�


16.3	Step Losses	� PAGEREF _Toc423684623 \h ��26�


16.31	Three Step Units	� PAGEREF _Toc423684624 \h ��26�


16.32	Two Step Leg Divisions	� PAGEREF _Toc423684625 \h ��26�


16.4	German Special Units	� PAGEREF _Toc423684626 \h ��26�


16.41	Security Divisions	� PAGEREF _Toc423684627 \h ��26�


16.42	Mountain/Jaeger Divisions	� PAGEREF _Toc423684628 \h ��26�


16.5	German Special Operations	� PAGEREF _Toc423684629 \h ��26�


16.51	Leg Division Special Operations	� PAGEREF _Toc423684630 \h ��27�


17.	The German Allies	� PAGEREF _Toc423684631 \h ��27�


17.1	Stacking	� PAGEREF _Toc423684632 \h ��27�


17.2	German Allied HQs	� PAGEREF _Toc423684633 \h ��27�


17.21	German Superior HQ Command	� PAGEREF _Toc423684634 \h ��27�


17.3	German Allied  Divisions	� PAGEREF _Toc423684635 \h ��27�


18.	The Soviet Army	� PAGEREF _Toc423684636 \h ��27�


18.1	Soviet Step Losses	� PAGEREF _Toc423684637 \h ��27�


18.11	Three Step Units	� PAGEREF _Toc423684638 \h ��27�


18.2	Morale	� PAGEREF _Toc423684639 \h ��27�


18.21	Morale Restrictions	� PAGEREF _Toc423684640 \h ��27�


18.3	Corps HQs	� PAGEREF _Toc423684641 \h ��27�


18.31	Brigades	� PAGEREF _Toc423684642 \h ��28�


18.32	Regiments	� PAGEREF _Toc423684643 \h ��28�


18.4	Soviet Special Units	� PAGEREF _Toc423684644 \h ��28�


18.41	Tank Brigades	� PAGEREF _Toc423684645 \h ��28�


18.42	Soviet Anti-Tank Brigades	� PAGEREF _Toc423684646 \h ��28�


18.43	Guards Units	� PAGEREF _Toc423684647 \h ��28�


18.44	Front Engineers	� PAGEREF _Toc423684648 \h ��28�


18.45	Poor Quality Troops	� PAGEREF _Toc423684649 \h ��28�


18.5	Soviet Special Operations	� PAGEREF _Toc423684650 \h ��28�


18.51	Construct Field Works	� PAGEREF _Toc423684651 \h ��28�


��
1.	�
INTRODUCTION


Each game in the Winter Storm series utilizes these Standard Rules to model WWII warfare at the operational level. In addition, a set of Intermediate and Advanced Rule Modules is provided to add depth to the model in specific areas such as Air Warfare, Combat, or Irregular Warfare. Finally, each game in the series will also have a set of Exclusive Rules to cover any additions or modifications to the Standard Rules and the Intermediate and Advanced Rules Modules. 


These rules and charts are based on the original rules for the Winter Storm series from Clash of Arms. Copyright for both of these games belongs to Clash of Arms. Certain tables and charts from this series have been copied. Further modifications of these rules and charts have been made by Mike Rizzo.  Clash of Arms has given permission for these rules to be published. Copyright for these rules belongs to Mike Rizzo. They may be freely reproduced for non-commercial purposes provided this copyright notice remains unaffected.


Players should begin by playing the  Standard Rules along with the Exclusive Rules for the particular game being played. If more detail is desired, one or more of the Intermediate or Advanced Rules Modules can be selected for an in-depth treatment of additional aspects of battle. Incorporating all the Rules Modules provides a complete model of WWII 


The rules present concepts in the game turn order.  Exceptions do exist and Players are urged to first read briefly through the rules to get a feel for them. Headings and important concepts are printed in bold for clar�ity.  A numbering system is employed at the front of each paragraph. Important game mechanics and details are presented in a set of Game Charts for easy reference:


 Sequence of Play


 Combat Sub-sequence of Play


Terrain Key


 Counter Display


 Organization


 Weather 


 Supply 


 Movement


 Terrain/ZOC Modifiers 


 Command and Control 


 Effectiveness/Morale


 Artillery 


 Combat Results


 Combat Modifiers


Each Game Chart contains one or more Game Tables describing a specific aspect of game play.  As you read through the rules, scan the charts as you come to the areas they deal with to gain an overall understanding of the game mechanics. If you come upon an unfamiliar concept refer to the Table of Contents for a full explanation.


NOTE Many game rules are presented only in these tables and not in the narrative rules below.


2.	THE PLAYING PIECES


All of the playing pieces are printed in various colors with a number of symbols and other des�ignations which serve to outline the type of unit the counter represents or for use as a marker in the game.  Many pieces have decorative cartouches in the upper left hand corner.  These usually have no effect on play except to show related groups of units. Many units are backprinted with either a weaker version of the front side (representing the unit has suffered casualties) or additional information useful when playing the game.


2.1	Unit Types


Units are divided into types to simplify identification.  Generally, each  type of unit has broad advantages and disadvantages.


2.11	Combat Units 


Combat units represent the frontline units.  Combat units are classified as either Assault-capable or non-Assault-capable units. Non-Assault-capable Combat units are easily distinguished as  they have parentheses about the large numbers at the bottom of the counter.  


2.12	Headquarters Units 


The brains and nervous system of an army, Headquarters (HQs) are essential to properly supply and command one's forces.  Superior HQs represent a Player's central staffs and +s for his side.  Operational HQs represent the frontline HQs directing the fighting and movement of a Player's Combat  units.  The two types of HQ are easily distinguished from each other by the fact that Superior HQs have the letters "HQ" printed on them while Operational HQs look similar to Combat   units.


2.13	Transport Units


 Included in the game are a number of Transport units representing truck columns.  These are used to haul Supply Points (SPs).


2.2	Unit Capabilities


All units are printed with a variety of num�bers and symbols as shown on the Counter Display denoting the type of unit it is, its size, combat and artillery capabilities, and other information needed to play the game.


2.21	Unit Type Symbol 


The Unit Type symbol, printed in the center of the counter, identifies what kind of formation the unit is (Infantry, armor, HQ, transport, etc.) and its mobility type (leg or mobile).  Symbol types and their meanings are listed on the Counter Display.


NOTE All mechanized and motorized units are mobile units but not all mobile units are mechanized units.  This distinction is quite important as mechanized units possess several advantages that motorized units do not have.  


2.22	Unit Size 


The unit size symbol (if any) appears above the Unit Type symbol.  Generally, only Combat  and Operational HQs possess Unit Size symbols.  Other types of units are more generic in nature.  (See Counter Display.)


2.23	Movement Allowance 


A unit’s Movement Allowance,  listed on the Movement Chart is the unit's Movement Allowance expressed either in Movement Points (MPs), or in the number of hexes the unit is allowed to move in a turn.  Generally, a unit will require fewer MPs to travel through Clear terrain and along roads than to enter Woods or Rough terrain (See Terrain Effects Table). 


2.3	Combat Unit


2.31	Identification Numbers 


Combat units are generally designated by their historical Identi�fication Number.  Some Combat units lack a unit Iden�tification Number and are generic breakdown units representing "any" Infantry regiment, tank bri�gade, etc.  Players should be careful when setting up, to only use  breakdown units when explicitly called for in the set-up instructions.


2.32	Effectiveness Rating 


  Combat units possess an Effectiveness Rating (ER).  This is a number from 1 to 6 which determines the unit's overall effectiveness and reliability in battle.  The higher the number, the higher the Effectiveness.  When required to pass an Effectiveness Check (EC) by the rules, roll one die.  If the die roll is less than or equal to a unit’s ER, they have passed their EC.  If the die roll is more than a unit’s ER, they have failed their EC.


The ER is used to determine the Morale Rating (MR) of the unit.  The same procedure de�scribed above to make an EC is also used to make a Morale Check (MC).  To differentiate between these two types of checks, Players need only remember that any check prior to initiat�ing or defending in combat is an Effectiveness Check, and any other check forced upon a unit as a result of combat or other circumstances is a Morale Check.


NOTE Due to game events and various modifications to Effectiveness or Morale, a unit could have a current ER that is different from its current MR.


2.33	Artillery Factors


Many units pos�sess Artillery Factors (AFs). Artillery may be light or heavy and have short or long range (see Artillery Chart.) AFs may be used to conduct a Barrage, Counterbarrage, Close Support, or Final Protec�tive Fire Mission. A unit’s AFs are not affected by the results of any EC. 


2.34	Elite Status 


Certain units are Elite forma�tions. For each Elite unit conducting an Assault or defending against one, a Player re�ceives a favorable Die Roll Modifier (DRM) on the Combat Results Table re�gardless of the EC result.


Some Elite units gain the Elite DRM only when attacking an enemy unit in an Improved Position, in a City, or Town but not a Village (see Counter Display.)


2.35	The Primary Combat Factor


Combat  units pos�sess a Primary Combat Factor (PCF). This is the factor the unit uses when attacking or defending if it passes its pre-combat EC.  Sup�port  units may only defend using this number.  They may not attack.  Should a unit fail its pre-com�bat EC, it must use its Secondary Combat Fac�tor .


Combat units possessing only a single number at the bottom of the counter count this as their PCF.  They have no Secondary Combat Factor and need not make ECs.


2.36	 The Secondary Combat Factor 


Combat units also possess a Secondary Combat Factor (SCF). This is the factor the unit uses when attacking or defending if it fails its pre-combat EC.  Non-Assault-capable units may only defend using the number.  They may not attack.


2.37	Zone of Control  Rating


Combat   units possess a Zone of Control (ZOC) Rating. This number measures the strength of the Zone of Control (ZOC) which the particular unit projects into its own hex and all adjacent hexes and how well the unit is able to offen�sively assist other units in combat by launching diversionary at�tacks (see Support Option).  Non-Assault-capable units do project a ZOC.  The ZOC Rating may be modified due to supply, terrain, morale, weather, etc. 


2.38	Armor Bonus


Tank. Some Assault-capable Combat units (usually armor units) will receive some or all of their SCF as an Armor Bonus DRM on the CRT when at�tacking or defending (see Counter Display).  Should the unit pass its pre-combat EC, it uses all its Armor Bonus as a DRM.  Should it fail its pre-combat EC, it gains only half its Armor Bonus, rounded down, as DRM.  A unit with an Tank Armor Bonus will always receive at least one DRM when defending whether it passes its EC or not.


Mechanized. Some Assault-capable Combat unit (mainly mechanized Infantry) will receive some or all of their ZOC Rating as an Armor Bonus DRM when attacking or defending (see Counter Display). This is equal to the ZOC Rating if it passes its pre-combat EC. Failure to pass the pre-combat EC means the unit receives only half the ZOC Rating as DRM, rounded down (a ZOC Rating of 1 would be 0 instead).  These DRMs are not affected by rules that reduce a unit's ZOC Rating but units do not receive a minimum mechanized Armor Bonus as with tank Armor Bonuses.


2.4	HQ Units


HQ  units do not possess an ER.  If required to pass an MC, they automatically fail.


HQ units do not possess a ZOC Rating and do not project a ZOC (not even of zero).  They may not conduct Support Options in combat.


2.41	Engagement Points 


Operational HQs possess an Engagement Point (EP) value.  This number is used to determine the number of EPs the HQ possesses to conduct combat ac�tivities (see Engagement Operation.)


2.42	Defensive Combat Factor


HQ units possess a Defensive Combat Factor (DCF). These units always defend with this number, and never make an EC as do Combat  units.  HQ units may never attack enemy units.


2.43	Transport Capacity 


HQs possess a cargo capacity, expressed in terms of Supply Points (SPs).  A HQ may haul up to the printed amount of SPs at its Movement Allowance (See Transport Operation). 


2.44	Command Rating 


HQ  units possess a Command Rating. For Superior HQs this is the number of Operational HQs that may trace command to it.  For Operational HQs this number is the total number of divisions or divi�sion equivalents (see Unit Size Table) which may be controlled by that Operational HQ.


The Command Rating is also the number of Supply Points (SPs) required to place the Operational HQ in Offensive Mode, and one half the Command Rating, rounded down, is the number of SPs required to place the Operational HQ in Defensive Mode (See Supply Mode Effects Table).


2.45	Supply Column Rating 


Superior HQs possess a Supply Column Capacity. For each point in this category, the Superior HQ may create and maintain one Sup�ply column up to the limit of the countermix.


2.46	Mobile Unit Command Rating


Operational HQs possess a Mobile Unit Command Rating representing the total number of mobile divisions (or mobile division equivalents) which may be controlled by that HQ.  Operational HQs with a Mobile Unit Command Rating of zero may not have mobile Combat   units as�signed to them.


2.5	Subordinate HQs


The German side  and/or  the Soviet side may have Subordinate HQs present. These are non-Assault-capable units with the special ability to extend their sides Command and Supply networks (See Command Control  Segment and Supply Segments).


2.6	Transport Units


Transport Units possess an ER. Transport units do not possess a ZOC Rating and do not project a ZOC (not even of zero). Transport  units may never attack enemy units or conduct Support Options in combat. Transport  units do not possess any historical identification representing ab�stract units instead.


2.61	Defensive Combat Factor


Transport  units possess a Defensive Combat Factor (DCF). These units always defend with this number, and never make an EC as do Combat  units. 


2.62	Transport Capacity 


Printed on the back of Transport units is the unit's cargo capacity, expressed in terms of Supply Points (SPs).  A unit may haul up to the printed amount of SPs at its Movement Allowance. 


2.7	Remnants


Remnants represent small battalion or company-sized units of men who continue to func�tion after their parent formation has been destroyed. They are leg non-Assault-capable units principally used to provide replacement Steps for units that are Refitting. Two Remnants will provide one Replacement step. In certain cases units will be back�printed with a Remnant as their last step.


2.8	Morale


Combat, HQ, and Transport  units may be in one of three states of Morale. The three states of unit order are:


1) Good Order


2) Disrupted


3) Routed


Usually units are in Good Order but combat results may cause Dis�ruption or Rout.  Each of the three successive stages is consider�ably worse in terms of organization.


3.	SEQUENCE OF PLAY


The sequence of play for this game is outlined below.  Each game turn is divided into “phases” and may be further subdivided into “segments”.  Each of these phases is described below.


3.1	Reinforcement Phase 


Both Players place any reinforcements indicated in the scenario at the indicated entry point but not actually on the map.  These units will enter the map and conduct operations in the proper phase depending on what type of unit they are.  Until these units enter, they are not eligible to be placed in Command Control or assume a Supply Mode.


3.2	Weather Phase 


Temperature conditions and atmospheric conditions are determined for the upcoming turn.  The temperature and atmospheric conditions determine if any unusual ground condition has resulted for that turn.  Record these conditions for reference during the turn.


3.3	Strategic Overphase 


This phase only occurs every three turns (Turn 1, Turn 4, Turn 7, etc.). Both Players may perform the following in any order:


	Superior HQs operations (not Operational HQs) 


  	Transport  unit operations 


	Strategic supply assignment - both Players determine how many SPs are available at their Ultimate Supply Sources for the next three turns. Players then assign these SPs to eligible Superior HQs and place SP markers for the assigned amounts with their Superior HQs on the map. 


After supply assignment and operations are completed, both Players now remove all Supply Mode markers from all Operational HQs and any Combat   units (see Heavy Artillery and Emergency Supply).


3.4	Communications Phase 


Command Control Segment. Both Play�ers check to see if their Operational HQs are in Command Control, then check their Combat units to see if they are in Command Control. Units which are not in Command Control are marked Out of Command (OCC) or Isolated (ISO) as needed. Any eligible units which Players wish to declare as "Independent" forma�tions are so marked. 


Supply Segment. The 1st Player then draws on SPs for his Operational HQs and decides what Supply Modes they will assume based on the available SPs.  Operational HQs may be placed in one of three Supply Modes:


1)	Offensive Mode 


2)	Defensive Mode 


3)	Depleted Mode 


SPs are expended and the Operational HQs are tagged with the appropriate Supply Mode marker.  Combat   units under the command of an Operational HQ automat�ically assume the Supply Mode of the HQ.  Those units not under the command of an HQ must find their own source of supply.  The 2nd Player now performs his Supply Mode segment as the 1st Player did and the phase is then over.


Command and Supply Freedom. Some units do not require Command Control or a Supply Mode to function, e.g., Remnants, Transport units.


3.5	1st Player's Operational HQ Phase


The 1st Player places any pontoon bridges he declared he was building the previous turn.  The 1st Player now conducts operations with his Operational HQs (not Superior HQs).  At the end of his phase, the 1st Player must declare any bridge building.


3.6	1st Player's Operations Phase


Barrage Segment. The 1st Player conducts Barrage Missions with eligible units and the results are applied to their targets.  Heavy Artillery units which Barrage must alter their Supply Mode markers.  


Operations Segment. The 1st Player now conducts any and all operations with his Combat and Transport  units in any order he pleases.


When conducting an Engagement Operation a special subroutine is introduced into the Sequence of Play.  The 1st Player de�clares an Engagement Group and conducts an Engagement Operation with them up to the limit of the controlling HQs EP total.  The choice of which specific Engagement Options to conduct during the Engagement Operation is up to the 1st Player.  After the combat results are determined and applied, either Player must de�cide whether to Advance After Combat. The 1st Player may then declare a new En�gagement Group and conduct further Engage�ment Operations if he wishes.


During an attack, the 1st Player may trigger a 2nd Player Counterattack.  Should this occur, all activity by the 1st Player is temporarily sus�pended.  The 2nd Player may conduct an En�gagement Operation with those units that were the target of the attack. Also, any mobile Combat   units (both mechanized and motorized) under the command of the same Operational HQ as the defending units may participate as well.  After the 2nd Player's Counterattack is resolved, the 1st Player continues his Opera�tions Phase with any remaining units.


Special Operations Segment. The 1st Player then conducts any Special Operations he is eligible for.  


Supply Mode Marker Removal Segment. After all operations are completed, the 1st Player adjusts the Supply Mode markers for HQs and units that attacked during the phase.


3.7	2nd Player's Operational HQ Phase


 The 2nd Player now carries out all activities as in the 1st Player’s Operational HQ Phase reversing the 1st and 2nd Player roles.


3.8	2nd Player's Operations Phase


The 2nd Player now carries out all activities as in the 1st Player’s Operations Phase reversing the 1st and 2nd Player roles.


3.9	The Turn Record Phase


 Move the turn record marker to the next box on the track and begin the Reinforcement Phase of the next turn.  


4.	STACKING 


Players are limited to the number of units they may place in a hex.  While in theory a large number of troops could fit inside the area cov�ered by a hex, the number of troops that could effectively contribute in offense and defense is represented by the stacking rules.


4.1	General Rule 


A hex's stacking limit is expressed in terms of how many total PCFs (Combat   units) and DCFs (HQ and Transport  units) can stack in the hex.  The limit is printed on the Terrain Effects Table. Units can move through friendly units already stacked in hexes but cannot end any portion of their movement over-stacked.  


4.2	Stacking Limits


Any combination of units may be used together in a stack as long as the total number of PCFs and DCFs in the hex for that terrain type is not exceeded.


EXCEPTION: Players may always stack all of the units comprising one division in any Elevation Level 0 Terrain Type.


4.3	Overstacking Penalties


If a Player vio�lates a hex's stacking limits during his own Operations Phases, then all the units in the hex Disrupt (see Disruption). In the following turn it will cost all units an additional MP to leave the over-stacked hex.


NOTE: This simulates the confusion and greater difficulty in coordinating a large mass of units.  A certain amount of time is required to sort them out.


4.4	Stacking Restrictions


Units may not overstack when conducting En�gagement Operations. Players may not stack their Combat,  HQ,  and Trans�port units on top of enemy units. 


5.	ZONES OF CONTROL 


World War II units were capable of projecting firepower considerable distances, interfering with enemy movement and supply.  All Combat   units (but not HQ or Transport  units) which possess a current ZOC Rating greater than 0 will project a ZOC equal to this rating in the hex it occupies and on the six adjacent hexes around it.  A Combat unit whose ZOC Rating is effectively 0 or less (due to Command Control, Supply Mode, Disrup�tion, the terrain being projected into or other causes - see ZOC Modifiers Table) projects a ZOC of strength 1 only in the hex it occupies. 


Combat units with only a single number at the bottom of the counter count this value as their ZOC Rating in the hex they oc�cupy. They do not project a ZOC into adjacent hexes. 


5.1	Overlapping ZOCs 


In cases where two or more friendly units in different hexes exert a ZOC on the same hex, the ZOC projected into the hex is equal to that of the unit projecting the highest ZOC.  ZOCs from different units in different hexes are never added together to achieve a higher ZOC in a hex where ZOCs overlap.


5.2	ZOCs and Stacking


Whenever two or more units are stacked in the same hex, this stack is given a ZOC strength of 1 if no unit in the stack possesses a printed ZOC Rating greater than 0. If any unit in the stack possesses a printed ZOC of 1 or higher, the stack assumes the ZOC strength of the topmost unit (which might be inferior to another unit's ZOC in the stack).  


Division ZOC. Divisions which have broken down into regi�ments or brigades total all ZOCs of the units belonging to the same division stacked in the same hex.  Thus all units comprising the top division in a stack are counted together to get the total ZOC that stack projects.


When calculating a stack's ZOC total it is important to note that all ZOC reductions for Weather, Command Control, Supply Mode, the terrain being projected into, etc. are calcu�lated on a division basis and not per unit.


EXAMPLE A Player has a stack consisting of two 3-2-1 regiments of the same division, each with a ZOC Rating of 1, and a 9-6-3 division with a ZOC Rating of 3 on the bottom of the stack.  The total ZOC projected by this stack is only 2. The top two regiments each contribute their 1 ZOC point as they are from the same division.  The bottom division is not counted; only the top division (or equivalent) is counted.


EXAMPLE Using the above example, suppose both of the regiments were Out of Command Control (OCC). Normally, each regiment would have a -1 ZOC Rating penalty applied to each unit so the total ZOC would be 0. However, the two regiments project a ZOC of 1, not 0, because the -1 ZOC penalty applies to the division as a whole, not to each unit making up the division.


5.3	ZOCs and Movement 


Entering an enemy ZOC. Disrupted and Routed units may not voluntarily enter an enemy ZOC.


Leaving an Enemy ZOC. It does not cost a unit MPs to enter an enemy ZOC, but the cost to leave a ZOC is an addi�tional  MP.  The presence of a friendly unit in an enemy ZOC does not negate that ZOC, but will negate the penalty to exit the ZOC if the friendly unit's ZOC Rating is sufficiently stronger than the highest enemy's ZOC Rating


EXAMPLE Three mobile regiments, each rated 4-2-1, from the same division are stacked in a hex along with a 6-4-2 leg division.  They are adjacent to an enemy leg division rated 4-2-1. Both hexes are Clear terrain.  If the 6-4-2 division leaves first it can exit the ZOC without penalty because the three mobile regiments have a total ZOC Rating of 3, which is two more than the enemy ZOC Rating of 1. The three mobile regiments could then leave without penalty as mobile units do not pay the +1 MP cost to exit a leg unit's ZOC.


5.31	Infiltration


Combat  units are not required to stop once they have entered an enemy ZOC.  As long as they have the required MPs they may continue to move through, i.e., infiltrate, enemy ZOCs. HQ and Transport units may not move from one enemy ZOC to another unless the hex they enter is already occupied by a friendly Combat   unit.


To infiltrate they must pay any required MP cost to exit the ZOC which they are in, and double the highest ZOC Rating of the next enemy ZOC which they are attempt�ing to enter (the next target hex they wish to move into).  All normal terrain costs must also be paid.


Negating the cost to enter an enemy ZOC does not negate the cost of infiltration.





A unit need not start its turn adjacent to another enemy unit to infiltrate.  It could be some distance away when it begins its turn and still perform infiltration.  


NOTE Mobile units pay no cost to leave a enemy leg unit's ZOC but do pay the costs of  moving from one enemy ZOC directly into another even if the ZOCs are project exclusively by enemy leg units. Mobile units still possess a high degree of penetration power due to their higher Movement Allowances.  


The in�filtration rules are applicable any time a unit attempts to move from one enemy ZOC to an�other, no matter whether these two enemy ZOCs are projected by one or more units.


IMPORTANT Infiltration is an important concept in the game and should not be overlooked by either Player.


5.4	ZOCs and Combat 


Enemy ZOCs have no effect on combat.  Combat is always voluntary in the game system. 


5.5	ZOCs and Communications 


Enemy ZOCs interdict Supply Paths for Opera�tional HQs (Operational HQ Supply Radii) and Communica�tions Paths between Operational HQs and their subordinate units. 


�EXCEPTION The path is not interdicted if the hex into which the enemy units project is occupied by a friendly Combat unit, and there is no movement penalty for tracing a path through the enemy ZOCs in such a hex.


5.6	ZOCs and Retreat 


Enemy ZOCs do not interdict the path of Retreat, though penalties are placed upon units which Retreat through an enemy ZOC (see Retreat). 


5.7	ZOCs and Terrain 


In general, ZOCs are stronger when projected into Clear terrain, as an advancing or passing enemy is given no cover and the defender enjoys a greater field of fire and greater mobility to react to a threat.  ZOCs are weaker when they project into terrain obstacles.  The ZOC Rating Modifier Table summarizes ZOC reductions due to terrain.  Terrain effects on ZOCs are cumulative.


EXCEPTION: A unit always projects a full ZOC into the hex it occupies.  Do not reduce the ZOC for terrain purposes, but all other ZOC re�ductions (weather, Command Control status, etc.) are in effect.


EXAMPLE: A stack of units in a Woods hex adjacent to a Clear terrain hex across a Minor River with a printed total ZOC Rating of 3 would, during Storm weather, possess a ZOC of 2 in the Woods hex and project a ZOC Rating of 1 into the Clear terrain hex.


6.	ARTILLERY


Artillery is what really makes the offensive go, or provides the backbone to any defensive posi�tion.  Some 80% of a unit's firepower in real life is generated by it's organic artillery piece.  Artil�lery is represented in two ways.  There are sepa�rate Heavy Artillery units included in the game representing corps level artillery.  In addition, Assault-capable Combat and HQ  units with AFs printed directly on the counter represent units with sufficient organic artillery to merit the factors, although they are not artillery units per se (see Artillery Factor Type Table).


6.1	Artillery Missions


There are four basic Artillery Missions in the game system.  They are:


1)	Barrage


2)	Counterbarrage


3)	Close Support (CS)


4)	Final Protective Fire (FPF)


Units with AFs may perform any number of Artillery Missions in a given turn subject to the Artillery supply rules (see Artillery Missions and Supply.) Units count their AFs as points on the Barrage Combat Results Table (BCRT) for Barrage and Counterbarrage Missions, or as DRMs on the CRT for CS or FPF Missions.  A unit's AF total is not affected in any way if the unit fails an EC.  The PCFs and SCFs of Artillery units are used to defend when attacked.


Morale. Only units in Good Order may fire Artillery Missions. Units that are Disrupted or Routed may not fire any Artillery Missions at all nor may friendly units conduct Artillery missions for them.


Command. Units with AFs which are OCC or ISO may not conduct Barrage or Counterbarrage Missions


6.2	Heavy Artillery Units


Heavy Artillery units repre�sent the really large caliber guns that were in�strumental in successful barrages.  These guns were difficult to move and once set up were immobile.  A Heavy Artillery unit has two sides, a "Deployed Mode" repre�senting the unit ready to fire, and a "March Mode" representing the unit ready to move.  A Heavy Artillery unit can be in only one of these “modes” at any given time. 


NOTE Operational HQs with Heavy AFs are not restricted to "Modes".  HQs are always considered mobile and ready to fire.  HQs do not have to change "mode".  HQs with Heavy AFs do not project any ZOC at all (being considered an HQ  unit for this purpose).


6.21	Deployed Mode 


 Heavy Ar�tillery units in Deployed Mode may not move.  Thus if forced to Retreat as a result of combat the unit is eliminated. Heavy Artillery units in Deployed Mode project a mobile unit type ZOC equal to its ZOC Rating.  The unit defends using its PCF or SCF (make an EC), and may use its AFs for Counterbarrage or FPF Missions if attacked.  


6.22	March Mode 


A Heavy Ar�tillery unit in March Mode may not fire.  If attacked while in March Mode it does not assume Deployed Mode, but defends in March Mode with its SCF. In this case the unit may not use its AFs to conduct Counterbarrage or FPF Missions. Heavy Artillery units in March Mode do not project a ZOC.


6.23	Changing Mode 


Heavy Artillery units may change Mode at any point in the phasing Player's Operations Phase and mode may be changed more than once by expending the necessary MPs.  A Player may never change a friendly Heavy Artillery unit's mode during the opposing Player's Opera�tions Phase. 


7.	TERRAIN 


Terrain affects various  game and unit characteristics. 


NOTE Not all types of terrain are present in every game. 


7.1	Cities, Towns, Villages


Cities are designated on the map with names spelled in capitals. Towns have names spelled in lowercase. Villages are unnamed. If a location occupies two hexes, the second hex is considered a city if shaded (e.g., Rostov, Novorissiysk in Edelweiss), a town if houses are black (e.g., Krasnodar, Salsk in Edelweiss), or  a village if houses are brown (e.g., Proletarskaya in Edelweiss)


7.2	Major and Minor Rivers and Streams


The strategic planning on both sides often revolved around the defense and securing of bridgeheads across rivers.  Combat and move�ment across major rivers was very difficult.  


There are Major Rivers such as the Dnepr and the Donets. Minor rivers are labeled (the Kirovi, Mzha, Orel, etc.) and gain the Terrain Effects Table and Combat Results table benefits awarded for this terrain type. All remaining watercourses appearing on the map are Streams. 


7.21	Movement Across Rivers


Minor Rivers. Minor Rivers can be crossed by units during the Operations Phase by paying the additional cost in MPs listed on the Terrain Effects Chart. 


Major Rivers. Leg units may cross a Major River hexside at a bridge or by conducting a Special Operation (See Major River Crossing). 


Mobile units may only cross a Major River hexside at a Major or Minor Road bridge, Pontoon Bridge or Railroad Bridge. 


7.22	Combat Across Rivers 


Rivers may limit the size of the force that can Assault or Support across each hexside, reduce Armor Bonuses, Effectiveness Ratings and ZOC Ratings as specified in the Game Tables.


Minor Rivers. Any Assault-capable Combat unit may conduct an Assault across a Minor River hexside (either bridged or unbridged). The number of PCFs per Minor River hexside is limited and factors in excess of this limit are ignored.  


Major Rivers. Attacks across Major River hexsides are done with the restrictions outlined below:


1) Leg units attacking across unbridged Major River hexsides may only do so into hexes where they placed a Crossing Arrow the previous Operations Phase.


2) Mobile units may only attack across hex�sides which are bridged.  


3) The number of PCFs that may be used to attack across a Major River hexside (bridged or unbridged) is limited.  Excess factors are ig�nored. All attacking units (but not the defenders in the event of an attacker retreat result) may Advance After Combat across Major Rivers as normal, except into prohibited terrain.


7.23	Support Across Rivers


Units may conduct the Support Option to assist friendly units As�saulting across rivers. 


  Mobile units may only support across bridged hexsides. Units conducting a Support Option will require Crossing Arrows or bridged hexsides whenever their  ZOC rating suffers reductions in additional to the river penalty, e.g., defender is in favorable terrain. 


Supporting units cannot Advance after Combat across an unbridged Major River.  


Reductions of ZOC Ratings due to river terrain are per division, or equivalent.  All other terrain restrictions on ZOC Ratings remain in force and are cumulative with this river penalty.


7.24	Communications Across Rivers


Com�munications Paths can be traced over un�bridged Minor River hexsides by expending the higher MP costs.  Communications Paths across Major River hexsides can be traced only over a bridge of some type.  


7.25	Retreat Across Major Rivers 


Occasional�ly units will be attacked and compelled to retreat when they are "pinned" against a Major River hexside.  A unit cannot retreat across an un�bridged Major River hexside even if it has deployed a Crossing Arrow.  Units which have no place to retreat except across an unbridged major river hexside will suffer a Step Loss for each hex they are unable to retreat, with the losses taken on a per stack basis.


EXAMPLE A stack of three divisions unable to retreat two hexes across an unbridged Major River hexside would suffer two Step Losses total from the stack, not two Step Losses from each unit.


Units may retreat across Major River bridges of any type.


7.26	Retreat Across Pontoon Bridges 


Retreating across a temporary pontoon bridge destroys the pontoon bridge but has no effect on the HQ unit that built it.  The effect of retreating across a pontoon bridge occurs im�mediately after the first unit or stack of units retreats across it.


7.3	Elevations


Each hex on a game map is at an Elevation rang�ing from 0 (near sea level to around 125 meters) to 5 (over 5000 meters).  Elevation in the hex affects Temperature as well as ZOCs, stacking, Communications Paths, mobility, and combat.  Consult the Game Tables for specific effects. 


7.31	Lowland and Lowland Woods 


This is Elevation 2 terrain, sometimes referred to as Hills and Wooded Hills. 


Elevation 2 hexes may be marked with a small triangle and labeled with their height in meters. 


7.32	Highland and Highland Forest


This is Elevation 3 terrain. Mobile units may not enter these terrain types at all except by a Major or Minor Road. Mobile units occupying these terrain types have reduced Effectiveness when attacking or defending regardless of the presence of a road.


7.33	Mountains


This is Elevation 4 Terrain. Mobile units may not enter it at all. Only mountain units may Assault or Support into this terrain type.


7.34	Summits


This is Elevation 5 Terrain. Only mountain leg units whose PCF is 3 or less may occupy these hexes. Only Mountain units may attack enemy units occupying this terrain type but no unit can project a ZOC or conduct a Support Option into this terrain type.


7.35	Elevation and Communications 


There are no effects on leg unit communications when traced through Elevations 0 through 2.  At  level 3, 4, and 5, Communications paths for all leg units (except Mountain units) must be traced via road or trails. 


Mobile unit communications are normal through Elevations 0 or 1, but must be traced along roads at Elevation 2 or 3. They cannot enter Elevation 4 or 5 at all, even on roads. 


Note: This rule causes all mobile formations to become road bound in high terrain, greatly limiting their use.


7.36	Elevation and Combat


 If at least one unit in an Assault occupies a higher Elevation hex than the defender occupies, the attacker gains a DRM. 


NOTE The height dif�ferential relative to the surrounding terrain al�lows for better visibility, fire control and overall defensive coordination).


7.37	Elevation and Movement


The road MP cost varies by Elevation. 


7.38	Elevation and Stacking 


Generally, the higher the Elevation, the lower the stacking limit and more severe the ZOC Rating reduction (See Terrain Effects Table).


7.4	Special Terrain Types


The following special terrain types have unique effects on unit stacking, communications, combat, and movement.


7.41	Balkas


Balkas are depressions. There is an increased MP cost to cross a Balka. All units have their ZOC Rating reduced in addition to any other ZOC Rating reductions when projecting a ZOC or conducting a Support Option across a Balka Hexside.


7.42	Pipelines and Burial Mounds


 These terrain types have no effect on play.


7.43	Dunes


Units occupying Dunes receive a favorable column shift when attacked but otherwise there is no effect on play.


7.44	Salt Pans 


Mobile units attacking a unit defending in a Salt Pan hex have reduced ER in addition to receiving unfavorable column shift on the CRT. Otherwise there is no effect on play.


7.45	Ridges 


Ridges can appear at any Elevation. Communications Paths for all leg units may not be traced across this terrain type except by a Minor Road or Good or Bad Trails. Communications Paths for mobile units may not be traced across them at all. All units have their ZOC Rating reduced in addition to any other ZOC Rating terrain reductions when projecting a ZOC or conducting a Support Option across a ridge. 


8.	REINFORCEMENT PHASE


Both sides will usually receive reinforcements over the course of the scenario.  In the Rein�forcement Phase, these are placed off the map at the indicated entry point.  Units that are "off" the map cannot be affected by enemy (or friendly) units until they actually enter onto the map.


8.1	When Reinforcements Enter 


A rein�forcement enters on the map based on what kind of unit it is.  A Superior HQ enters during the Superior HQ Operations Segment of the Strategic Overphase.  An Operational HQ would enter during the Operational HQ Phase.  A Combat  unit would enter during the Operations Phase.  


8.2	Command and Supply Mode 


Combat unit reinforcements always enter the map in Defensive Mode (see Independent Commands.) They enter in IND Command Status unless under control of an off�board Operational HQ or entering with an as�signed Operational HQ which is itself a Rein�forcement. Note that units "off" the map cannot be placed in Command Control or as�sume Supply Modes until they have actually entered the map.  


Combat unit reinforcements must be assigned an Opera�tional HQ to "march" to and must always attempt to move as quickly as possible within the Command Radius of that HQ.  If attacked in route, the reinforce�ment becomes Isolated in the next Communi�cations Phase (see Isolation) and ISO restric�tions then apply.  


8.3	Blocked Entry Points 


If an enemy unit is occupying or projecting a ZOC onto an entry point, the phasing Player may:


1)	Enter the map at the closest point to the original entry hex that is free of enemy units or their ZOCs, or;


2)	Displace the blocking enemy unit(s) up to two hexes out of the way closer to the enemy unit's Ultimate Supply Source.


The Player may then bring his reinforce�ments onto the map.


9.	WEATHER PHASE


Weather plays an important role in any simula�tion of warfare. 


9.1	How to Determine Weather 


On the first turn of any scenario the Players should first consult the Exclusive Rules to determine if there are any special weather effects in force. Effects of Current Weather Conditions and Seasonal Weather Conditions may be specified.


  Otherwise, the 1st Player then rolls two dice of different colors and checks the Current Weather Table.  One die will determine temperature conditions in force for that turn, and the other die will determine the at�mospheric conditions. Consult the Seasonal Modifiers Table for DRMs.  Also check the Prevailing Weather Table for this turn for DRMs to be applied to the weather die rolls.


EXAMPLE: If the current atmospheric con�dition is "rain", a +1 is applied to the next at�mospheric die roll check.


After modifiers, if any, are applied to these die rolls, the Players should record the resulting weather conditions.  


Note that each box in the Ground Conditions Table has numbers associated with each Atmosphere and Temperature condition.  These numbers are the Ground Condition Codes for that given weather condition.  Add the Codes for the Temperature and Atmosphere conditions this turn to obtain a total.  This total corresponds to the printed numbers in the Ground Condition Boxes.  Record the appropriate Ground Condition.


9.2	Temperature Conditions


Temperature will affect the ERs, MRs, MPs, and ZOC Ratings of certain units.  Specific effects are detailed in the Game Tables. The Temperature may be: Hot, Warm, Mild, Cold, Freezing, Stream Freeze, or Deep Freeze. Not all Temperature conditions will exist in each game.


Spring Thaw.  The first hot weather turn after February 1 initiates the Spring Thaw which lasts 6 turns. The Thaw unfreezes all rivers and swamps. A Ground condition of Deep Mud will prevail during the next three turns and a condition of Light Mud will prevail for the three turns after that. During any Light Mud turn caused by the Spring Thaw, Rain/Storm will cauuse a Deep Mud condition. All normal Temperature rolls are suspended during the six turns of the Spring Thaw. 


9.3	Atmospheric Conditions


Atmospheric conditions will affect Air Missions and the ZOC Ratings of certain units.  Specific effects are given in the Game Tables. Atmospheric conditions may be: Clear, Mist  (intermit�tent low clouds and ground fog), Overcast, Rain, or Storm.


9.4	Ground Conditions


The Ground conditions will affect leg and mobile unit Movement Allowances and Opera�tional HQ Command and Supply Radii as well as the amount of SPs and EPs available.  Specific effects are detailed in the Game Tables. Ground Conditions may be: Good, Light Mud, Deep Mud, Light Snow, or Deep Snow. Not all Ground Conditions will exist in each game.


NOTE  Mud is caused only by  Rain or Storm.


Elevation Effect. The Ground Conditions will change along with the different temperatures at higher Elevations. If a unit changes Elevations during a turn or if HQs are attempting to trace Communications Paths across different Elevations, always use the worse effects when determining Movement Allowances, Supply Radii, etc.


EXAMPLE A German mobile unit is moving from Elevation 1 (Good Ground condition) to Elevation 2 (Light Mud condition). The unit loses 1 MP from its Movement Allowance as soon as it enters Elevation 2. It would not regain it by moving back down to Elevation 1.


10.	STRATEGIC OVERPHASE


Every three turns a special phase is inserted into the Sequence of Play.  The Strategic Overphase is used to conduct operations with Supe�rior HQs, and more importantly, determine the amount and allocation of SPs for upcoming operations. 


Note that each Superior HQ and Transport  unit conducts operations either before or after Strategic Supply Assignment is done. Some HQ’s and Transport units may conduct their operations before while others conduct their operations after Strategic Supply Assignment


10.1	Strategic Supply Assignment


In order for Combat units to function up to their full capabilities they must be in supply.  Units which are inadequately supplied will suffer a loss of mobility, effec�tiveness, and morale.  The supply system simu�lates the actual mechanics of supply; receiving supplies from the rear, stockpiling them and then funneling the supplies to the frontline HQs.  A schematic diagram of the supply flow looks like this:


Mapedge


  !.....Superior HQs


              !.....Operational HQs


                        !      !....... Units


                        !.....Subordinate HQs


                                     !....... Units


NOTE Subordinate HQ for each side may not be present in all games to extend their Command and Supply network .


10.11	Strategic Supply Procedure 


During the Overphase, Players consult their side's Strategic Supply Table (SST) and roll one die, applying any modifiers (for Weather and other factors).  The result�ing number listed under the die roll is the number of Supply Points (SPs) which become available at the Player's friendly Ultimate Sup�ply Source entry points.


10.12	Ultimate Supply Source  


After rolling to determine how many SPs were brought forward from the rear areas to their Ultimate Supply Source (USS), place the SPs on the Mapedge.  All SPs which are brought into play must appear at the USS points.  USS are listed for each side in the Exclusive Rules Booklet.  Stack the SP markers at the USS points.  Except where restricted by enemy action or the Exclusive Rules, there is no limit to the number of SPs which may be brought into play at a friendly USS but the total number of SPs brought on may not exceed the SST die roll result. 


10.13	Assignment of SPs to Superior HQs 


After placing the SPs at their mapedge USS hexes, Players must decide how to assign them to their Supe�rior HQs.  SPs may be assigned to Superior HQs only, not Operational HQs.  To receive SPs, Superior HQs  must be located in a Town or City hex which is within 3 MPs (use leg unit terrain costs) of:


any friendly Rail Depot hex (see Terrain Key).  This Rail Depot must be able to trace an unbroken line of friendly rail hexes (free of enemy units or their ZOCs) back to the SPs stacked at the USS.  The Player may assign the Superior HQ any number of SPs currently stacked at the USS as long as a path of rail hexes can be traced to the USS.  Simply place the SPs on top of the Superior HQ.  There is no MP cost used to place the SPs on the Superior HQ. 


Superior HQs that cannot meet the condition above may not be assigned SPs.  Improperly placed Superior HQs may not deploy Supply Columns (see Transport Unit Operations) and Operational HQs may not draw SPs via Supply Lift (see Operational HQ Supply Radii) from them. Improperly placed Superior HQs cannot provide Command Control for Operational HQs (see Superior HQ and Command Control.)


10.2	Superior HQ Operations 


Superior HQs may conduct operations only in the Strategic Overphase which occurs every three turns Superior HQs may conduct the following operations (see Operations Phase):


1)	Holding


2)	Transport


3)	Maneuver


4)	Regroup 


5)	Bridge Laying


NOTE Superior HQs never conduct operations in the Operational HQ Phase.  


10.3	Transport  Unit Operations	


During the Strategic Overphase, all Transport  units may conduct operations.  Unless already on the map, Supply Columns may be created, and are stacked with their respective Superior HQs.  Transport  units may conduct the following operations (see Operations Phase):


1)	Holding


2)	Transport


3)	Maneuver


4)	Regroup


NOTE Transport units may also conduct operations again during the Operations Phase. 


10.4	Supply Mode Marker Removal


At the end of each Strategic Overphase, Players must remove all remaining Offensive and Defensive Supply Mode Markers that are currently on Operational HQs and Combat  units.  The troops are consid�ered to have "eaten" their supply allocations from the previous turn.


11.	 COMMUNICATIONS PHASE


During this phase Players will determine Com�mand Control and Supply Mode for all units on the board.  It is at this stage that Players will determine the pace and direction of the turn's battles.


11.1	Command Control Segment


Both sides are given a number of Superior and Operational HQ units which impart Command Control to the units under their command.  Both Players determine Command Control simultaneously during this segment.


11.11	Superior HQs Command Control 


The principal function of the Superior HQs is to serve as a conduit for SPs arriving from the USS (see Assignment of SPs to Superior HQs). Superior HQs also have a Command Rating specifying the maximum number of Operational HQs which the Superior HQ may control. 


Operational HQ Command Control. So long as the Superior HQ is properly placed, there is no specified radius in terms of MPs or Communications Paths required for the Superior HQ to provide Command Control to subordinate Operational HQs.  Even "cut off" Operational HQs may be commanded by their Superior HQ if the Superior HQ has the capac�ity to do so.  "Command" simply means that the Superior HQ is devoting the necessary time and attention to direct and coordinate the strategic operations of the Operational HQ. 


Out of Command Control HQ. If there are more Operational HQs in play than the Supe�rior HQs can Command, mark the excess Operational HQs (owner's choice) with Out of Command Control (OCC) markers.


OCC Operational HQs may not assume Offensive Mode - ignore what the OCC marker reads.


Operational HQs are not obligated to remain under the command of the same Supe�rior HQ throughout the game.  A Player may freely switch which Superior HQ is controlling a given Operational HQ each turn with no penalty.


11.12	Operational HQ Command Control


Operational HQs serve to provide Command Control to the Combat  units under their command.  Each Opera�tional HQ also has a Command Rating.  This is the maximum number of division-sized Combat units it may control (see Divisional Equivalent Table.) No Operational HQ may ever impart Command Control to any Combat   unit in excess of Command Rating.


EXCEPTION  Heavy Artillery do not count against the HQ Command Rating.


NOTE High unit density in certain areas may lead to confusion as to which unit is under a HQ's command.  Use the HQ boundary markers to mark areas in which a given HQ commands all the units therein.


11.13	Combat Units and Command Control 


In order for Combat units to perform at full effec�tiveness they must meet the following Command Control Requirements:


The unit must be within the Command Ra�dius of its parent Operational HQ. Command Radii are specified in the HQ Command Table. Command Radius is counted from the HQ (exclusive of the hex the HQ is in) to the unit (inclusive of the hex the unit is in). MP terrain costs are counted using the Terrain Effects Table at the mobile rate.  


The parent Operational HQ must be in Good Order.


The unit must be able to trace a Com�munications Path between itself and its parent Operational HQ.


The total number of units tracing Com�mand Control to the Operational HQ does not exceed the HQ’s Command Rating


When tracing Communications Paths, all terrain restrictions apply.  The Path cannot be traced across an unbridged Major River hexside, etc.  The Path must be free of enemy Combat or HQ  units and their ZOCs unless the hex in the enemy ZOC is occupied by a friendly  Combat or HQ  unit.  Transport units do not block Communications Paths.   


If OCC/ISO units are now found to be in Command Control, remove the OCC/ISO marker. Units within Command Radius of an HQ and able to trace a Communications Path but which exceed the Command Rating of the Operational HQ be�come OCC instead.


Once a Combat unit is determined to be in Command Control in this phase, it remains so for the rest of the turn. 


11.14	Artillery and Command Control


Heavy Artillery units must be assigned to a parent Operational HQ (or are OCC) but do not count against the HQ's Command Rating.


11.15	Subordinate HQ and Command Control


If a Subordinate HQ is within Command Radius of its parent Operational HQ, then all component combat units within it Command Radius are in Command Control as well. Component units that cannot trace to their parent Subordinate HQ may trace a normal Communications Path back to the Operational HQ but then count against the Operational HQ's Command Rating as separate regiments and battalions and not as a single subordinate organization. Recon units may be an additional hex away from their subordinate HQ and still be in Command Control.


11.16	Independent Commands


Units comprising German Panzer or Motorized Divisions, German recon�naissance units, or either Player's reinforce�ments that meet the Command Control Requirements may instead be nominated as Independent Commands (IND). Units must be in Good Order to be designated IND.


Units that wish to function as IND must be so designated in the Command Control Segment and marked with an IND marker.  To assign a unit IND status counts against the HQ's Command Rat�ing that turn.  IND units may perform as though they were in Command Control on subsequent turns even if they do not meet the Command Control requirements.


 


NOTE IND status should not be confused with units that do not require Command Control to begin with. The two concepts are different.


11.17	Out of Command Control 


Combat units which do not meet Com�mand Control requirements and are not in IND status are Out of Command (OCC) instead.  Mark them with OCC markers and  the same Supply Mode marker as their parent HQ.   


OCC units may only conduct the Holding, Maneuver or Regroup Operations (See Operations Phase).  If they choose to move, they must end their Operations Phase inside the Command Radius of some friendly Operational HQ if possible. If moving within some HQ’s Command Radius this turn is not possible and they choose to Maneuver, the units must move towards some friendly HQ, ending its Operations Phase closer to the HQ’s Command Radius than it was before it began the Operations Phase. The unit may de�clare an Engagement Operation if necessary to achieve this goal. 


11.18	 Isolation 


OCC Units. Any Combat  unit which began the Command Control Segment with an OCC marker on it from the previous turn and still does not meet the requirements listed in the Combat Units and Command Control rule is now Isolated (ISO).  Flip the OCC marker to its reverse side.  OCC units remain ISO until they are placed back in Command Control.


IND Units. IND units remain IND until they attack or are attacked outside their parent HQ’s Communication Radius.  Should this occur, flip the IND marker over to its reverse side.  The unit is now Isolated (ISO), and suffers all re�strictions for ISO units (see Isolation).


EXCEPTION IND units that become ISO may move in any direction they wish, not only toward a friendly Operational HQ as with normal ISO units.


IND Units remain ISO until they meet the Com�mand Control requirements again.  A friendly Operational HQ may place them in Command Control or they may be redesignated IND.


Note: The reverse side of ISO counters may be either IND or OCC depending on whether the unit was IND or OCC before it became isolated. Be sure to use the correct counter to indicate whether the unit must move to its parent HQ.


Avoiding Isolation. Units that are occupying Sup�ply Dumps may avoid becoming ISO by expending an additional SP per division or equivalent (a minimum of 1 SP is still expended for units totaling less than a division) above the costs of assuming Supply Modes via the Supply Dump method. 


EXCEPTION This does not apply to IND units that have become ISO due to combat. 


Holding. Units which are ISO may not con�duct Holding Operations but must Maneuver and attempt to enter  the Command Radius of a friendly HQ.  If they achieve this they may attempt to Regroup as well if they possess suffi�cient MPs (see Regroup Operation). ISO units may conduct Engagement Operations to move within a HQ's Command Radius. 


Combat. When re�solving combat they calculate odds normally but they must use their printed ZOC Rating as their combat factor when the odds are calculated. 


11.19	Units Not Needing Command Control 


Treat units that do not require Command Con�trol as if they are always in Command Control.  These units may attempt any opera�tion they are eligible for. 


11.2	Supply Segment


In this segment Players will decide which of three modes their Operational HQs and Combat units will assume.  The three basic modes are:


1)	Offensive Mode 


2)	Defensive Mode 


Depleted Mode 


NOTE Unlike the Command Control Segment above, the Supply Segment is not a mutual segment.  The 1st Player assigns Supply Modes first, and then the 2nd Player does so.


Supply Sources. In order to assume either Offensive or Defen�sive Mode, the Operational HQ must be able to draw on SPs from one or more on-map sources.  These are:


1)	its Superior HQ


2)	a Supply Dump


3)	SPs stockpiled on previous turns with the Operational HQ


4)	one of its commanding Superior HQ’s Supply Columns 


HQs may not draw SPs from another Opera�tional HQ or from a Supply Column or Dump belonging to a non-controlling Superior HQ. 


11.21	Drawing Supply 


An Operational HQ may draw SPs directly from one of the sources listed above. The Operational HQ is pre�sumed to have its own logistical "lift" capacity which enables it to draw SPs in this manner. 


NOTE Operational HQs do not draw SPs in the Strategic Supply Segment like Superior HQs, but wait until the Supply Mode Segment of each turn. 


In order to draw SPs to itself, the Operational HQ must meet the following requirements:


The Operational HQ must be in Good Order.


The source of the SPs must be within the Supply Radius of the Operational HQ  measured from the HQ to the Supply source. 


A Communications Path of hexes free of enemy units and their ZOCs (unless occupied by a friendly unit) must be able to be traced between the Operational HQ and the SP source. 


The total number of SPs drawn by the Operational HQ from all sources this seg�ment does not exceed the HQ's Command Rating.


If the above conditions can be met, simply move the desired number of SPs from the Supply Source to the Operational HQ.  


EXAMPLE An Operational HQ with a Command Rating of 4 could draw up to 4 SPs from any source up to 6 Leg MPs away.


11.22	Assuming Supply Modes 


Operational HQ. An Opera�tional HQ wishing to assume a Supply Mode expends a portion of the SPs stacked with the HQ. Operational HQ must be in Good Order to assume a Supply Mode. Units in its Command Control then automatically assume its Supply Mode.


Costs to assume Supply Modes are given in the Supply Costs Table. The costs must be paid no matter how few units are actually under the command of the HQ or how many the Player actually wishes to attack with this turn.  


If the cost is paid for Offensive Mode, place an "A" marker on the HQ.  If the cost is paid for Defensive Mode, place a "D" marker on the HQ.  


Operational HQ with�out sufficient SPs, or unwilling to expend SPs to assume either Offensive or Defensive Mode, au�tomatically assume "Depleted Mode" instead.  


Supply Mode Markers may be placed beneath HQ to hide their state of preparedness. For HQ assuming Depleted Mode, a fake marker can be placed under the HQ to deceive the other Player. 


All Combat units under the com�mand of the HQ are automatically in the chosen Supply Mode too, but do not mark them with "A" or "D" markers.


Subordinate HQs may be present to extend the Supply Network.


Upgrade. Operational HQ and Heavy Artillery beginning the Supply Segment in Defensive Mode may be upgraded to Offensive Mode by paying the cost specified in the Supply Costs Table.


11.23	IND/OCC/ISO Supply


Players should tag IND/OCC/ISO Combat units with their own Supply Mode markers since these unit have Supply Modes independent of HQ. 


OCC Units. When units are first found to be Out of Command Control in the Mutual Command Control Segment, mark them with the Supply Mode of their parent HQ. 


Independent Units. When units are declared Independent, mark them with the same Sup�ply Mode as their parent Operational HQ.  


After initially placing the Supply Mode marker, Supply is determined independent from the parent HQ. 


Reduction.  The Supply Mode of IND, OCC, and ISO units declines one level for each Assault Option the unit conducts (Barrage,  Counterbarrage, or Close Support mission for Heavy Artillery units. )


Removal. Remove all Supply Mode markers during the Marker Removal Segment of the Strategic Overphase or when the units come under the command of a friendly HQ.


NOTE IND status should not be confused with units that do not require Supply Modes to begin with. 


Assuming Supply Modes. IND, OCC, ISO units must find a Supply source of their own to assume a Supply Mode. They may get supply from any friendly Supply Dump they are stacked with as well as from captured enemy supplies (see Captured Supplies). They must expend the appropriate amount for the Supply Mode they wish to assume (see Supply Mode Cost Table.) Tag the units with an "A" or "D" marker. Otherwise, the units assume Depleted Mode.


11.24	Emergency Supply


Any unused SPs which are stacked under the Operational HQ may be used for Emergency Supply during the Operations Phase.


11.25	Subordinate HQ Supply Mode. 


If the subordinate HQ is in Com�mand Control and Good Order during the Communications Phase, then all the subordinate units that have a Communications path to their HQ of the subordinate HQ’s Command Radius or less in length may assume the parent Operational HQ's Supply Mode.


11.26	Supply Mode Markers 


Operational HQs and their subordinate Heavy Artillery units (see � REF _Ref392425789 \* MERGEFORMAT �Artillery Missions and Supply�) are actu�ally tagged with an “A” or “D” marker (no marker if assuming Depleted Mode) as de�scribed above. 


All Combat units under the command of the HQ and pre�viously determined to be in Command Control are automatically in its Supply Mode for the upcoming Operations Phase.


11.27	Offensive Mode


Offensive Mode does not ob�ligate any unit to attack; it is merely an indication that it may do so with full effectiveness.


Units that do not require a Supply Mode at all always operate as if in Offensive Mode. 


11.28	Defensive Mode 


Combat units in Defensive Mode in Command Control of a HQ must pass a MC before leaving the Command Radius of their parent HQ. A failed MC means the units may not exit. 


If the parent HQ moves so as to place a unit outside of the HQ’s Command Radius, the unit must voluntarily move so as to enter its parent HQ's Command Radius as soon as possible or must pass a MC to remain outside the HQ’s Command Radius. 


Units in Defensive Mode have their Movement Allowance reduced.


In Defensive Mode, Operational HQs retain all of their normal functions: Supply Radius, Command Radius, etc.


EXCEPTION EP total is affected by Supply Mode.


11.29	Depleted Mode 


Depleted Combat  units may never voluntarily leave the Command Radius of their Operational HQ. If their parent HQ moves further away from them than its Command Radius, they must then move to try to remain inside their HQ’s Command Radius.


Units in Depleted Mode have their Movement Allowance reduced. They are not required to withdraw from an enemy ZOC, though they may never voluntarily enter one. Units in Depleted Mode generally may not conduct Artillery Missions at all.


HQ.  Operational HQs retain all of their normal functions: Supply Radius, Command Radius, etc. 


EXCEPTION EP total is affected by Supply Mode.


11.3	Artillery Missions and Supply


Heavy Artillery units are marked with the same type of Supply Mode marker as their parent HQ adopts.  This Supply Mode marker is free, and does not require the HQ to expend any extra SPs.  Light AFs on Combat units are automat�ically in the Supply Mode of the parent HQ.


11.31	Who May Fire 


The affect of Supply Mode on Artillery  is specified in the Supply Effects on Artillery Missions Table.


11.32	Supply Mode Reduction 


The following rules apply to Supply Mode reduction when conducting Artillery Missions:


 Whenever a Heavy Artillery unit (but not HQs) with Heavy AFs conducts a Barrage, Counterbarrage or Close Support Mission, reduce the unit's Supply Mode marker 1 level.  HQ  units with Heavy AFs never suffer Supply Mode reduc�tion regardless of what Artillery Mission is fired. 


 The Light AFs on Combat   units do not consume supply when fired.  Do not alter the parent Operational HQ's Supply Mode marker for Combat units that conduct Artillery Missions with their Light AFs. 


11.4	 Captured Supplies 


Units stacked with enemy SPs at the end of the Operations Phase will capture a portion of those supplies. Units may keep one half of all enemy SPs captured (the food and fuel) rounded down.  All remaining SPs (the ammunition) are considered destroyed and im�mediately removed from play upon capture.  


12.	OPERATIONAL HQ PHASE


12.1	Types of Operations


Operational HQs conduct operations during each side's Operational HQ Phase. They may conduct the following opera�tions and special operations during this phase (see Operations Phase):


1)	Holding


2)	Transport


3)	Maneuver


4)	Regroup 


Bridge Laying


NOTE: Operational HQs conduct opera�tions now, and not in the upcoming Operations Phase for Combat  units.


13.	OPERATIONS PHASE


The Operations Phase is the heart of the game system where all Combat and Transport unit movement and combat occurs. In this system, movement and combat are “integrated” rather than “sequential.”


13.1	The Barrage Segment 


Any unit in Good Order possess�ing AFs may conduct a Barrage Mission. Each Barrage Mission is conducted against all of the ground units (Combat and HQ) units only or Installations only in a target hex.  A Player must choose which of the two target types to attack with each Barrage Mission.  Each type of unit may only be Barraged once per segment.


To conduct a Barrage Mission, total all AFs within range of the target unit and find this number on the BCRT.  Totals greater than 12 are treated as 12.  All units Barraging a target unit must do so together as a combined total.  Cross index the total with the die roll to get a result.  All of these modifiers are cumulative.  A modified die roll of more than 6 is treated as 6.


13.2	Operations Segment


Conducting activities with a given unit or stack of units is referred to as the "operations" of that unit or stack. 


Instead of completing the movement of all units prior to initiating any combat, units (or stacks) conduct operations one at a time and any combat which that unit (or stack) wishes to conduct must be resolved before another unit (or stack) is allowed to conduct its operation.


EXCEPTION Units conducting the Engage�ment Operation may all conduct certain Engage�ment Options before the combat is resolved.  


Basic Operations. There are five Basic Operations that may be undertaken by a unit or stack of units. The five Basic Operations permitted are:


1)	Holding - units remain stationary with the aim of defending positions on the map (possibly assuming Im�proved Positions as well). 


2) Transport - eligible units move SPs and form Supply Dumps.


3)	Maneuver - units expend MPs to move across the map, but do not engage in combat. 


4) Engagement - units begin or move adjacent to enemy units and conduct an Assault or Support Option, resolve combat and then Advance After Combat.


Refit - units attempt to ab�sorb replacements


Regroup - units attempt  to recover Good Order if Disrupted or Routed.


Special Operations. Units may conduct several unique operations in conjunction with the five basic operations above called Special Operations:


1) Bridge Laying


2) Demolitions


3) Occupy Improved Positions


4) River Crossings


These are conducted at the end of the Operations Phase. Generally, a Player may perform any number of operations in any order during the Operations Phase so long as no unit does more than one Basic Operation plus any Special Operations it is eligible for.  There are some exceptions and these are presented in the appropriate sections below.


13.3	Holding Operation


Units which do not engage in Transport, Maneuver, Engagement, Refit, or Regroup Operations are said to be "Holding" a given hex on the map.  They sit there throughout the Operations Phase.


13.31	Which Units May Hold 


Combat, Transport, and HQ units may all conduct the Holding Operation.  Units may conduct Holding Operations regardless of their Supply Mode.


Combat units which are OCC Transport/HQ  units alone in a hex, and Units that begin their Operations Phase in Disrupted or Routed Status may not conduct Hold�ing Operations in an enemy ZOC. 


 ISO units may not hold.


Any unit that may not Hold and that cannot Maneuver (e.g. due to impassable terrain, inability to enter enemy ZOCs) must take a Step Loss instead.


13.32	Holding and Emergency Supply


Only Combat units which con�ducted a Holding Operation during their Opera�tions Phase are eligible to receive Emergency Supply during the enemy Player's Operations Phase.


13.4	Transport Operation


The Transport Operation is used mainly to shuttle SPs from rear area Superior HQs and move them forward to where the troops can use them.


13.41	Who May Conduct Transport Operations 


Transport and HQ units in Good Order may Transport SPs and form Supply Dumps.


The principal Transport unit in the game is the Supply Column but other types may exist.  Supply Columns which are not already on the map are deployed in the Strategic Overphase during the Superior HQ's Operations Segment, and are allowed a Bonus Operations Segment to perform Transport Operations, but normally conduct operations each turn during the Operations Phase.


13.42	Combining Transport and Other Operations 


Any of the Transport Options listed below may only be combined with the Maneuver Operation. Players may not conduct multiple Transport Operations transferring SPs to additional Transport  units for extra movement.  A Transport  unit can load and unload its cargo the same Opera�tions Phase, however. 


13.43	Supply Point Transport 


Any Transport unit is cap�able of carrying a certain number of SPs.  This number is printed on the back of the counter.  The Transport  unit must be stacked with the SPs to transport them.  The cost in MPs to load or unload SPs is given in the Transport MP Cost Table. Once loaded, the Transport  unit is free to spend the rest of its Movement Al�lowance Maneuvering over the map.  The load�ing and unloading of SPs may not take place in an enemy ZOC.


HQ  units may load and unload SPs up to the limit printed on the back of the counter.  There is no MP cost to do so.  They may carry these SPs around with them as they Maneuver over the map.


13.44	Form Supply Dump 


Supply Dumps may be created by HQs and Transport units in Good Order.  To create a Supply Dump, unload the SPs into the hex where the Dump is to be created.  The number of Supply Dumps that may be created is not limited by the number of Supply Dump markers in the counter mix 


Supply Dumps may only be created in Town, City, Rail Depot, or road junction hexes (any hex which contains an intersection of roads or roads and railroads) not in an enemy ZOC.


Supply Dumps are no more than concentrations of SPs on the map.  They may not move or distribute SPs in any way.  Supply Dumps are Installations, and have no ZOCs, and do not restrict the movement of enemy or friendly units in any way. 


13.5	Maneuver Operation


Units which wish to change their position on the map but which do not wish to conduct an Engagement Operation are said to be "Maneu�vering" instead.


13.51	Who May Maneuver 


All types of units may conduct the Maneuver Operation, re�gardless of Command Control or Supply Mode.  However, Command Control restrictions may govern where they can move.  A unit's Supply Mode may restrict the number of MPs available, and may inhibit Combat   units from leaving their parent HQ’s Command Radius.


13.52	 Maneuver Procedure 


All units are given a Move�ment Allowance expressed in MPs and they move from hex to hex by expending a certain number of MPs to enter a hex or cross a hexside (see Terrain Effects Table).  A unit that cannot pay the MPs required to enter a hex may not enter that hex. 


The Movement Allowances for all units are listed on the Movement Allowance Table. Movement Allowances are different for leg and mobile units as are their terrain costs for entering a hex or crossing a hexside.  Mechanized units (and some motorized units) also have a Counterattack Movement Allowance listed on the Movement Allowance Table (see CounterAttack).


Exception. Superior HQs are mobile units.  Al�though mobile units, Superior HQs pay the most favorable terrain cost to enter a new hex (either mobile or leg).


13.53	Maneuver and ZOCs 


Enemy ZOCs may restrict a unit's freedom of Maneuver (see ZOCs and Movement).


13.54	Maneuver and Command Control


Units in Defensive Mode are required to pass a MC to leave their HQ’s Command Radius. Depleted Mode units cannot leave at all.


Units in Defensive Mode that start outside of their HQ's Command Radius that choose to maneuver must pass a MC to remain outside of their HQ's Command Radius. Units which fail to pass their MC, must Maneuver to attempt to re-enter its HQ’s Command Radius. 


Depleted Mode units must Maneuver to attempt to re-enter their HQ’s Command Radius.


13.6	Engagement Operation


The Engagement Operation is defined as an offensive operation undertaken by the subordinate units of an Operational HQ against enemy units involving combat of some type and use of the CRT.  


Engagement Options. An Engagement Operation is made up of Engagement Options: 


Maneuver Before Combat


As�sault


Advance After Combat


Support 


Maneuver After Combat.  


Two or more units can be involved in the same Engagement Operation, but may perform different options (which models the fluid nature of opera�tional warfare).  If a Player declares an Engage�ment Operation but fails to make use of the CRT, the operation is considered to be a number of Maneuver, Holding, etc.  Operations instead.


13.61	Who May Conduct Engagement Options 


Assault-capable Combat units in Good Order are the primary units used in an Engagement Operation. Non-Assault-capable Combat,  Transport, and HQ  units  in Good Order may conduct certain Engagement Options either alone or stacked with Combat units, but don't contribute combat factors (they may contribute AFs) when attacking.


Units which Disrupt or Rout as a result of an Engagement Option may not conduct further Engagement Options. 


13.62	 Engagement Points 


All Operational HQs possess an Engagement Point (EP) Rating. This rating simulates the HQ’s ability to coordinate a combat situa�tion.  The higher the number, the greater the capabilities of the units under the command of the HQ.  As units conduct the Engagement Options outlined below, a simple running count of EPs expended is kept against the HQ’s EP Rating to determine when the Engagement Operation must end.  


As long as units were judged in Command Control during the Communications Phase, they may continue to use their parent HQ’s EP total to conduct Engagement Operations even if the units move outside the HQ's Command Radius earlier in the turn or during the Engagement Operation itself. 


If the parent Operational HQ of units that were judged in Command Control during the Communications Phase moves so that the units are no longer in its Command Radius during the Operational HQ Phase, the units may  continue to conduct Engagement Options 


Fixed EP Allotments. Units not under the command of an HQ are given a fixed allotment of EPs with which to con�duct Engagement Operations (see Engagement Points Table).


13.63	Engagement Groups 


When a Player wishes to undertake an Engagement Operation he must state all the units which are to be used for that Engagement Operation.  Once defined, these units become an Engagement Group.


Each stack of units assigned to the Engagement Group expends its controlling HQ's EPs when undertaking one of the specific Engagement Options listed below (see Combining Engagement Options).  


Small Engagement Groups. If a Player only names one unit (or one stack) as an Engagement Group then the con�trolling HQ's available EP total is halved (round down).  


�Combining Stacks. If a Player combines stacks during an Engagement Operation, the controlling HQs remaining EP total is halved from that point on for the rest of that Engagement Operation.


Stacks. A unit that is currently stacked with other units may be named to an Engagement Group without auto�matically committing the others.


Out of Command. A unit (or stack) that is OCC or ISO must be designated the sole unit (or stack) in an Engagement Group.  They may not oper�ate with units in Command Control under an HQ, or other IND, OCC, or ISO units.


Independent. IND units may only be named to operate with other IND units or with units that don't require Command Control or a Supply Mode to operate.


Command/Supply Freedom. Combat units that do not require Command Control or a Supply Mode to operate and Transport  units may form Engagement Groups by themselves or with IND units.  They may also be named to Engagement Groups along with units in Command Control under an HQ as long as they were determined to be within that HQ's Command Radius during the Com�mand Control Segment.  In this case they ex�pend the controlling HQs EPs as if they were directly controlled by that HQ.


If a Player forms an Engagement Group from units with fixed EP totals, they may not add their EPs together but instead operate using the unit or stack with the fewest EPs as the Group's EP total.


13.64	Stacking/Unstacking 


If a Player forms additional stacks during the course of the Engagement Opera�tion, then the new stack will be able to expend any of the controlling HQ's remaining EPs to conduct Engagement Options. If a Player consoli�dates stacks, then the combined units expend EPs as one stack.


EXAMPLE A Player Assaults with two stacks and advances units from each during Advance After Combat to form a third stack in the defender's original hex.  All three stacks may now expend any of the controlling HQ's remaining EPs among them.  The third stack may not be named to a new Engagement Group or expend another HQ’s EPs.





EXAMPLE A Player Maneuvers Before Combat two stacks to the same hex (1 EP each) and then Assaults with the combined units.  The combined stack now ex�pends only 2 EPs to Assault.  It would have cost 4 EPs to Assault with two different stacks in different hexes.


13.65	Combining Engagement Options 


Each unit that conducts Engagement Operations may conduct only one of the following Engagement Options per Engagement Operation:


1) Maneuver Before Combat	


2) Maneuver After Combat	


3) Maneuver After  Support        


Units may also conduct one Assault  Option per Engagement Operation.	


Units may also conduct one or more of each of the following  Engagement Options per Engagement Operation.


1) Support	


2) Advance After Combat	


13.66	The Maneuver Before/After Combat Option 


Units conducting the Maneuver Before Combat Option as part of an Engagement Operation must then conduct an Assault or Support Option (or must have already done so if Maneuvering After Combat) or the Maneuver is not considered part of an Engagement Operation and is treated as an ordinary Maneuver Operation instead. The Maneuver rules govern Maneuver Options when Maneu�vering as part of an Engagement Operation. Units may only Maneuver After Combat if they do not Advance After Combat.  While units may Maneuver Before or After Combat, a unit may not Maneuver Before and After Combat.  


13.67	The Assault Option 


The Assault Op�tion is used to conduct attacks against enemy units in a specific target hex (see Resolving Assaults.)


Only Assault-capable Combat  units which are in Offensive or Defensive Mode may conduct Assaults.  Other units may stack with the As�sault-capable  Combat  units (to conduct Close Support Artillery Missions if eligible), but do not contribute combat factors to the Assault.


Assault Limits. The following restrictions apply for units that plan to conduct an Assault Option:


1)	All units or stacks that begin the Opera�tions Phase adjacent to the enemy unit(s) in the target hex may be named to Assault plus;


2)	Up to one leg unit or any one stack of leg units or any one mixed stack of leg and mobile units which did not begin the Opera�tions Phase adjacent to the target hex may be named to Assault plus;


3)	Any number of mobile units or stacks comprised entirely of mobile units which did not begin the Operations Phase adjacent to the target hex may be named to Assault.


13.68	The Support Option 


Support is an op�tion where a Assault-capable Combat  unit which is unable (due to EP costs or commitment restrictions) or unwilling to attack may still participate by con�tributing its ZOC Rating to the attacker's final combat factor total.  In order to do so, it must be able to project a non-zero ZOC into the target hex. 


In order to conduct a Support Option, an Assault-capable  Combat  unit must be in Good Order and either be in Offensive or Defensive Mode. The Support Option may only be used in conjunction with the Assault Option.


NOTE  This Option simulates the fact that the presence of another unit adjacent to the target of the attack would exert pressure there, and force the defender to deploy some of his strength to that front.  


A unit's ZOC Rating may be modified for Command Control, the terrain being selected to mount the Support into or across, etc. All Assault-capable Combat units in a stack total their ZOC Ratings when conducting a Support Operation.


Units in Improved Positions and Depleted Mode units may not conduct Support Operations.


NOTE Elite units conducting the Support Option do not provide a favorable DRM for their Elite status.


NOTE Though units must be in Offensive or Defensive Mode to Support, the Support Option consumes no supply.  Do not adjust the parent HQ’s Supply Mode marker for a Support Option.  


Units conducting the Support Option must either begin their Operations Phase adjacent to an enemy unit which is being Assaulted by another friendly unit, or they must move adjacent via the Maneuver Before Com�bat Option. 


Support is an offensive option, and may never be applied to the defense of another hex.


Units that Support are not affected by adverse combat results.


13.69	Advance After Combat Option  


If, as a result of combat, an attacking or defending en�emy unit is either eliminated or forced to Re�treat from a hex, the victorious units are al�lowed an "Advance After Combat" of one or more hexes. Advance After Combat costs 0 EPs per stack, and so either the attack�ing or defending Player may conduct it.


Advancing units may always advance at least one hex, regardless of terrain restrictions except where a particular type of terrain is prohibited.  


Leg units may never Advance After Combat more than one hex.  Mobile units may Advance After Combat more than one hex in certain cases.  They may always advance a number of hexes equal to the number of hexes which the enemy unit Retreated.  However, hexes other than Clear terrain (including Eleva�tions, Rivers, Ridges, etc.) count as if they were two hexes to an advancing mobile unit.  Roads negate this penalty and mobile units may treat road hexes through any sort of terrain as a Clear terrain hex.


Advancing units in a stack may advance into different hexes.


In addition to advancing as many hexes as an enemy unit Retreats, a mobile unit may also advance one additional hex for every Step loss called for by the combat result which is not taken by the defending unit(s).


Attacker Advance. All Assault-capable Combat  units that conducted an Assault or Support Option may always advance into the hex which was formerly occupied by the defending enemy units (up to the hex's stacking limit) as may any non-Assault-capable Combat, Transport, and HQ  units stacked with an eligible Assault-capable Combat  unit. 


If any Assaulting units wish to Advance After Combat, then at least one Assault-capable Combat  unit must enter the hex which was formerly oc�cupied by the defender.  Other units eligible for Advance After Combat may move in any other direction as long as they do not move from one enemy ZOC to another.


Defender Advance. Defending Combat, Transport, and HQ  units may advance if the attacking units are forced to Retreat instead. Defending units must first advance into a hex previously occupied by a Retreating enemy unit.


EXAMPLE An enemy unit is defending in a forest hex and suffers a result of R2, and decides to Retreat two hexes.  Even though mobile units are allowed a two hex advance, they must count any non-Clear terrain hex entered as if it were two hexes.  So the mobile units would only be allowed to enter the forest hex, and could proceed no further.  Of course only one of the units has to enter the hex.  The others may advance in different directions if eligible. 


EXAMPLE Unit A (with one Step) is attacked by mobile unit 1. The combat result is D2R2, which means that the defender must suffer two Step Losses and Retreat two hexes.  Since Unit A has only one Step, the resulting additional Step Loss may be claimed as an additional hex by the Unit 1. It may now claim an advance of three hexes; one for the untaken Step Loss and two for the "R2" combat result.  Remember to count any non-Clear terrain hexes (except roads) as two hexes in such an ad�vance.


ZOCs. Units that Advance After Combat ignore all enemy ZOCs which are projected into the hex formerly occupied by the defending unit(s).  All other ZOCs are in full force, and a unit may never advance from one ZOC to an�other during an Advance After Combat after occupying the Retreating unit's original hex.


Command Control. During Advance After Combat all Command Control restrictions apply.  Units in Defensive Mode must pass a MC to advance beyond Command Radius of the parent HQ, and Depleted Mode units may not do so at all.  Remember that Supply Mode changes do not occur until the end of the Operations Phase.


13.610	Ending an Engagement Operation


As the units named in an Engagement Group conduct Engagement Options, keep a running total of all EPs expended.  Once this total equals the controlling HQ's EP Rating (or the fixed EP allotment), the Engagement Operation for that Engagement Group is over.  Units assigned to the Engagement Group may not undertake fur�ther operations of any sort that turn (nor con�duct Support Options for future Engagement Groups that turn).


EXCEPTION: Units may perform any Special Operations they are eligible for that turn.


An Engagement Operation may be voluntarily concluded at any time by the phas�ing Player.  Any ongoing Engagement Opera�tion must be concluded before naming a new Engagement Group to perform a new Engage�ment Operation.  EPs unused by one Engagement Group may not be transferred to another Engagement Group.


13.611	Engagement Group Limits


After an Engagement Group has finished its Engagement Operation, the phasing Player may form another Engagement Group from units under the command of the same HQ that was named for the first Engagement Group.  The HQ’s full EP total is available again for the second Engagement Group to conduct an En�gagement Operation of its own.  Players may continue to form Engagement Groups for units under the command of the HQ (up to the limit of the units under the command of the HQ) and conduct Engagement Operations with them.


Players do not have to conduct En�gagement Operations in any particular order.  A Player could name an Engagement Group under the command of one HQ to conduct an Engage�ment Operation, finish it, name a new Engage�ment Group under the command of a second HQ, conduct an Engagement Operation, and then go back to the first HQ and name a new Engagement Group of units that were not named earlier, and so on.


EXAMPLE The German Player controls HQ A (with 8 EPs) which is in Offensive Mode and commands 5 divisions in 4 stacks (stacks Al, A2, A3 and A4). The Player wishes to attack enemy unit C1. Stacks Al and A2 begin the Operations Phase adjacent to enemy unit Cl and all other stacks begin some distance away.  The Player names an Engagement Group consisting of stacks Al, A2 and A3.  This Engagement Group will have 8 EPs to expend.  The Player decides to Assault with stack Al (2 EPs), Support with stack A2 (1 EP), and Maneuver Before Combat and then Assault with stack A3 (3 EPs).  The total number of EPs ex�pended so far is 6. The result for the Assault is rolled on the CRT (assume enemy unit Cl is forced to Retreat 1 hex).  The Player still has 2 EPs left to expend for his Engagement Group.  He can if he wishes, Advance After Combat (0 EPs).  Assume he does.


Stack A2 occupies the defender's hex which allows stacks A1 and A3 to advance 1 hex in any direction they choose.  Assume A3 advances.  The Player still has 2 EPs left.  He may; 


1)  Assault enemy unit C1 with stack A2, which Supported earlier (2 EPs to Assault) or 


2) Maneuver After Combat with stack A1 which Assaulted earlier but didn't Maneuver  before Combat or Advance After Combat (costs 2 EPs to Maneuver after Combat) or


3)	Voluntarily conclude the Engagement Operation,


Once the Engagement Operation is finished, the Player still has another stack, A4 under the com�mand of HQ A. He could name a second Engage�ment Group consisting of stack A4 only.  This En�gagement Group would have 4 EPs to expend (a single stack would have only 1/2 its normal EP total) for its Engagement Operation as well.  


13.7	Refit Operation


Combat units wishing to absorb replacements must engage in the Refit Operation.  All Combat  units that Refit may not undertake any other operation (including Special Opera�tions) during the Operations Phase. Refitting is used to incorporate Replacement Steps given in the scenarios or from Remnant units created during the game.  Players may add Steps to friendly units to build them back up to full strength, up to the limit of Replacement Steps received.


Replacement Steps given in the scenarios are not represente by counters. Any unit of the appropriate type may have these steps added to them as long as they are eligible to perform the Refit operation.


Refitting units must be in Command Control and inside Command Radius of their parent HQ.  The units may not be  OCC or ISO.  The units must be in a City, Town, road junction, or Rail Depot hex, and not in an enemy ZOC.


Exchanging Steps. Players may use the Refit Operation to exchange Steps between two or more friendly eligible Combat   units which begin the Operations Phase stacked together.  The Player may redistribute Steps, transferring strength between units until the desired balance is reached.  Units must be of the same  type to exchange Steps and be printed with that same Unit Type symbol.  In addition, units may only exchange Steps with other units which have an ER which is equal to or less than their own.  They may not exchange with units of superior effectiveness. 


After the Refit Operation has occurred, mark the unit(s) with a Refit Marker.  This marker will stay on the units until the start of the next friendly Operations Phase.


EXAMPLE Two Infantry divisions (each with an ER of 3) begin the Operations Phase stacked together in a town hex.  Each division has one Step remaining.  If the Player wishes he could have one division give one Step to the other to build it up to full strength.  In this case, the first division would be eliminated; the second would be at full strength and marked Refit.


EXAMPLE Assume a Infantry division has suffered a Step Loss and is now flipped to its weak side. Wishing to build this unit back up to strength the Player moves this unit to a town hex along with two Remnant markers.  Because they did not start the Operations Phase stacked together, they may not Refit this turn.  In the following friendly Operation Phase the Player declares he will Refit the division. The two Remnant markers are removed from play, and the division is flipped back to its strong side and marked with a Refit marker.  The marker is removed at the start of the next friendly Operations Phase The division may now undertake operations.


Example A unit with an ER of 3 could not give Steps to a unit with an ER of 4, though the higher unit could give Steps to the lower.


13.8	Regroup Operation


All Combat, HQ, and Transport  units which are currently Dis�rupted or Routed may engage in the Regroup� Operation to recover Good Order status.


In a Re�group Operation, a unit spends its Opera�tions Phase recovering from Routed or Dis�rupted State.  When Regrouping, a unit may only improve its state of order by one level per Regroup Operation.  A unit in Routed State must first Regroup to Disrupted State during an Operations Phase, and then Regroup to Good Order in another Operations Phase.  A Player announces that his unit is Regrouping during the Operations Phase and flips the Routed marker to Disrupted, or removes the Disrupted marker.  A Regroup marker is then placed on the unit and removed at the start of the next friendly Operations Phase. Regrouping may occur in any kind of terrain hex and there are no Command Control re�quirements.  ZOCs. If a Disrupted or Routed unit begins its Operations Phase in an enemy ZOC, it may not conduct a Regroup Operation. 


While normally Regrouping units  may not conduct any other operation during the turn they Regroup, units may attempt to Regroup while also performing the Maneuver Operation.  A unit must first Maneuver and then Regroup using its last remaining MPs (see Movement Point Cost Table).  Units may never Regroup and then Maneuver. 


NOTE: This rule simulates “regrouping on the run.”


13.9	Special Operations


Special Operations are declared at the end of the owning Player's Operations Phase (or during the enemy Player's Operations Phase as noted).  A unit may undertake as many Spe�cial Operations as it is eligible for if the oppor�tunity arises.  The only restriction is that it may not perform the same Special Operation more than once per turn.  


Units must be in Good Order to undertake Special Operations.  Units which are currently OCC or ISO may not at�tempt Special Operations but IND and units which do not require Command Control may.  There are no Supply Mode restrictions.  In general, Special Operations do not require the expenditure of supply by units undertaking them.  Do not alter the unit's or parent HQ's Supply Mode marker.


13.91	Bridge Laying 


All Superior and Opera�tional HQs have the capability to "bridge" Ma�jor and Minor River hexsides.  To do so, the HQ unit must move adjacent to the river during its Operations Phase and announce the bridging attempt.  The HQ must remain adja�cent for the rest of the turn in Good Order (Superior HQs must remain adjacent three turns).  If a hex directly opposite the HQ where the bridge is to go is not enemy-occupied or in an enemy ZOC, a pontoon bridge marker may be placed at the start of the HQ’s next Opera�tions Phase.  Bridges across Minor Rivers elimi�nate any terrain penalties for that hexside. Should the HQ unit move away, the bridge is removed.


EXCEPTION Bridges built by Superior HQs are permanent.


13.92	Demolitions 


Engineer Assault-capable  Combat  units may attempt to destroy various things with Demolitions.  


Supply. Engineers may attempt to destroy their own or enemy SPs with Demolitions.  Stack the Engineer unit with the SPs to be destroyed and at the end of the Operations Phase, make an EC.  If the Engineer unit passes its EC, it may destroy a number of SPs equal to its PCF.  If it fails its EC it may destroy SPs equal to its SCF.


Bridges. Engineers can automatically destroy bridges that are not in enemy ZOCs by moving adjacent to them and remaining adjacent to them the rest of the turn.  At the start of the next friendly Operations Phase, remove the bridge.  In a similar way, engineers may attempt to blow bridges where one side of the bridge is in an enemy ZOC (or occupied).  In this case it must make a die roll less than or equal to its printed PCF to destroy the bridge in the following friendly Operations Phase.  No EC is made.  Once the demolition attempt is resolved, the Engineer unit is then free to conduct further operations.


13.93	Occupy Improved Positions  


From time to time Players will find it advantageous for their units to occupy Improved Positions.  The principal type of Improved Position is the Field Works (the Exclusive Rules may list other types) which represents prepared positions  to help defend�ing units resist enemy attacks and Artillery Mis�sions.  Field Works are assigned to a side in the scenario set up instructions and normally can�not be constructed during the course of the game.  


Only non-cavalry Combat leg units may occupy an Improved Posi�tion for the defensive benefit.  They must per�form the Holding Operation during the Opera�tions Phase and then occupy the Improved Position at the end of the phase.


Place the units occupying the Im�proved Position under the marker to show they are in it; otherwise place them on top to show the units are in the hex but not occupying the Improved Position.  A unit may leave an Im�proved Position at any time.  Do not remove Field Works markers if unoccupied; they remain on the map until reoccupied by friendly units.  However, if occupied by enemy units, the Field Works are destroyed and the marker is removed from the map.


Any unit in a Improved Position has the ZOC Rating projected into adjacent hexes reduced to 0 as long as it is occupy�ing it and it may not conduct Support Options out of the Improved Position to assist other friendly attacking units. It does project a normal ZOC into the hex it occupies.


13.94	Build Fortifications 


Fortifications represent built-up localities offering moderate defense.  Fortifications are Im�proved Positions. 


Construction. Unlike Field Works, any leg Assault-capable Combat units may construct Fortifications.  Fortifications may be constructed by having a leg unit conduct a Holding Operation the entire Opera�tions Phase.  At the end of the phase, place a marker indicating a Fortification exists in the hex (Hedgehog marker for Axis, Entrenchment marker for Soviets) in the hex.  Fortifications may be placed in the same hex as Field Works for extra protection.


NOTE Soviet Front Engineers may also construct Fortifications.


Occupation. Already existing Fortifications may be occupied by new leg units expending MPs instead of conducting a Holding Operation. Units occupying Fortifications receive a DRM against enemy attacks and increase their ER and MR when making an EC or MC.


NOTE Soviet AT Brigades may also occupy Fortifications.


Removal. A unit may leave a Fortification at any time but remove the Fortification marker as soon as it is unoccupied at the end of the Player's Operations Phase.  As soon as an enemy unit occupies the hex where a friendly Fortification is located, it is destroyed and removed from the map.


13.95	Major River Crossings 


Crossing a Major River is a special Opera�tion.  Leg units must stop as soon as they come adjacent to an unbridged Major River hexside they wish to cross and may move no further that turn.  A Crossing Arrow marker is then placed into the hex the unit wishes to cross into.  Crossing Arrows may be placed into hexes which are enemy-occupied.  Only one Crossing Arrow per division (or equivalent) may be placed by the division (or equivalent) per Operations Phase.  On an Operations Phase fol�lowing the one in which the Crossing Arrow was placed, the leg unit may cross the Major River hexside at an additional MP cost if the hex entered is unoccupied.  An enemy unit can, of course, prevent the crossing by occupying the hex containing the Crossing Arrow and remain�ing in that hex the rest of its Operations Phase.  The crossing unit would then have to attack the enemy unit to dislodge it if it wanted to cross.


EXCEPTION Cavalry leg units are treated as mobile units for purposes of the above rule.


13.10	Supply Mode Reduction


At the end of the Operations Phase, whenever more than one division (or division equivalent) under the command of an Operational HQ con�ducts an Assault Option as part of an Engage�ment Operation, the HQ's Supply Mode marker is reduced by one level.  Thereafter all units controlled by that HQ function in the reduced mode until another expenditure of SPs by the HQ upgrades its status.


14.	COMBAT 


Combat actions could result in anything from an easy rout of the enemy to a stubborn defense resulting in high casualties to both sides.  The combat rules and CRT results in the game sys�tem model these wide variations.


The attacking Player states which units are attacking or conducting a Support Option (to assist Assault Options only) and then declares any Close Support Missions by eligible units with AFs.  The defending Player then states if he wishes to Retreat Before Combat. If no Retreat Before Combat has occurred, the defending Player may conduct a Counterbarrage Mission against any of the attacking units or use any eligi�ble units with AFs for FPF Missions. After any Counterbarrage Missions have been resolved, the Assault is resolved.


14.1	Combat Procedures


14.11	Retreat Before Combat 


All HQs, Transport, and Reconnaissance (see Special Units) Combat units may Retreat Before Combat at the instant any enemy unit declares an As�sault Option against them. The Retreating unit moves two hexes away from the enemy unit, but may not enter an enemy ZOC to do so.  When defending units use the "Retreat Before Combat" option, the Assaulting unit(s) has consumed no supply (do not adjust the parent HQ’s Supply Mode marker), did not at�tack (do not expend any EPs) and may continue with Engagement Operations against the same or other enemy units.


There is no limit to the number of times that this Retreat Before Combat may be conducted, but if the units are carrying any SPs they will lose an SP each time they Retreat Be�fore Combat.  In addition, if HQ or Transport  units Retreat Before Combat more than once, they Disrupt and must Regroup before re�suming their normal functions.


14.12	The Counterbarrage Mission 


Imme�diately before the CRT die is rolled during an Assault Option, the defending Player may use any Heavy AFs to:


 Counterbarrage the Assaulting enemy units (possibly Disrupting or eliminating them, thereby spoiling the Assault) or;


 Counterbarrage the enemy Player's units which conducted a Barrage Mission.


Counterbarrage missions may be directed at only one eligible enemy hex. The Counterbarraging units must be in range of the hex being Assaulted if attempting to spoil the Assault or within range of the enemy Bar�raging units to attack them.  The Counterbar�rage Mission is conducted in exactly the same manner as the Barrage Mission (see Barrage Segment.)


Units Disrupted by the Counterbarrage mission may not Assault and may not conduct any further Engagement Options. 


14.13	The Close Support Mission 


The attack�ing Player will receive a DRM for each AF conducting a Close Support Mission during an Assault Option.  Close Sup�port AFs only modify the CRT die roll.  Do not roll on the BCRT.


Light AFs. Only the Light AFs of Combat units that are conducting the Assault Option or of those stacked with them may conduct Close Support.  Units with Light AFs conducting the Support Option or on friendly units simply within range but not Assaulting may not Close Support.  


Heavy AFs. Friendly Heavy AFs that are within range of the target hex can conduct Close Support.


14.14	Final Protective Fire Mission 


The defender will receive a DRM on the CRT for each AF that conducts the FPF Mission during an enemy Assault Option.  These factors modify the CRT die roll.  Do not roll on the BCRT.


Light AFs. The Light AFs on any unit that is the target of an enemy Assault Option may conduct FPF.  Friendly units with light AFs that are adjacent to the defender's hex may not FPF.  


Heavy AFs. Friendly units with Heavy AFs may FPF but they must be adjacent to the hex that is being Assaulted. 


14.15	Terrain Features 


The column shift for linear Obstacles such as Rivers and Ridges is only used when con�ducting attacks exclusively across the obstacle's hexsides.  Use of column shifts for Obstacles is only avoided if the unit attacking across the Obstacle has a friendly unit also at�tacking the target hex on the other side.  If the friendly unit on the defender's side of the Obstacle is only conducting a Support Option, the River column shift is still used.  When attacking across a linear obstacle into more favorable defensive terrain, use the column shift most favorable to the defender.


If attacking across more than one Obstacle, use the lowest number of column shifts for the combat resolution. 


14.16	Installations 


Installations (like Supply Dumps) have no in�trinsic Defense Factor and may not be Assaulted. Installa�tions can be attacked by Barrage Missions. Should an enemy unit enter the hex, the Installation is captured (see Captured  Supplies.)


14.17	Resolving Assaults 


To resolve the Assault, the Assaulting Player rolls two dice of different colors.  One die is used to make an EC for all attacking units and the other die is used to make an EC for all defending units.


All Assaulting units which have rolled equal to or less then their current ER have "passed" their EC and use their PCFs to determine the odds ratio.  Those which roll over their ER have failed their EC and use their SCFs instead.  The same principle is applied to the defending units to determine which set of com�bat factors will be used.  Units with a single PCF or DCF automatically contribute these without making an EC.  


Having determined which set of combat factors the units will be using, the odds may be calculated.  Add up the Assaulting com�bat factors (plus the ZOC Ratings of friendly Assault capable Com�bat units conducting Support Options) and compare the total to the defending units' combat factor total.  Assaults must be made against all the units in the defender's hex; none can be singled out by the attacker to Assault separately.  Express the comparison of combat factors as a ratio of the attacker's total to the defender's total, always rounded in favor of the defender.  Apply any relevant column shifts to the CRT to determine the odds column for this combat.  If Assaulting a defender whose final combat factor total is 0 or less use the "Max" column on the CRT.


EXAMPLE 20 to 10 would be a 2:1 ratio, but 19 to 10 would only be a 1:1 as odds are always rounded in favor of the defense.


If the Assault Option fails to meet the minimum odds printed on the CRT all As�saulting units automatically Disrupt instead.  The Assault still counts against the HQ for Supply Mode Reduction .


Players now check to see if they have any CRT DRMs in their favor for this combat.  DRMs can be more signifi�cant than odds in obtaining a favorable result. All modifiers are cumulative.  Take the total of all the attack�ing Player's DRMs and subtract the total of all the defender's DRMs to get the modifier differential.


EXAMPLE If the attacking Player had 5 DRMs and the defender had 3, the modifier dif�ferential would be +2 (5 - 3).


The DRM differential, whether positive or negative, is always added to the die roll when rolling for a combat result.  Roll one die and add the modifier.  Cross indexing the modified die roll with the proper odds column will give the combat result. 


EXAMPLE An armor unit (rated 7-4-2) is Assaulting a Infantry unit (rated 3-2-1) in Clear terrain.  The armor unit has an ER of 4, the Infantry unit has an ER of 3. In the pre-combat EC, assume the armor unit passes, and the Infantry unit fails.  Because the armor passed, it will use its PCF of 7, plus it will count its SCF as armor bonus DRMs (see Armor Bonus). The Infantry unit will defend using its SCF of 2 as it failed its EC.  The combat odds are 3 to 1 (7 divided by 2, rounded down).  The armor unit is allowed to add +4 to the die roll for its armor bonus.  Con�sulting the CRT under the 3 to 1, the Assaulting Player rolled one die and adds +4. Assume he rolls a five.  Adding +4 the new total is nine, a result of "DR2".


14.18	Emergency Supply 


Under normal cir�cumstances an HQ may not change its Supply Mode during the other Player's Operations Phase.  However, Operational HQs (including those in Depleted Mode) which have retained some SPs may use these SPs to provide Emer�gency Supply to a threatened unit under their control.  This supply serves to temporarily restore the defending unit to its full ER no matter how far the attrition has progressed.


One SP can supply one division or equivalent.  Simply state the allocation of Emer�gency Supply to the unit in question, and re�move the SP from beneath the HQ.


Only Combat units which conducted a Holding Operation during their previous Operations Phase are eli�gible for Emergency Supply.


In addition, the unit receiving Emergency Supply may not be OCC, ISO, or IND and a Communications Path of length less than or equal to the Command Radius of the parent HQ must be traced.  Emergency Supply may only be allo�cated in the defense; it may never be used when attacking an enemy unit.  


EXCEPTION Emergency Supply may be used for  Coun�terattacks.


Allocation of Emer�gency Supply always occurs in the opposing Player's Operations Phase, as enemy attacks are the reason for the allocation.


An eligible unit may be allocated Emergency Supply as many times as desired in a given turn. If the unit is subsequently attacked and no additional Emergency Supply is allocated, it will  undergo ER attrition again. 


EXAMPLE An Operational HQ with a Com�mand Rating of 9 assumes Depleted Mode because there are only 3 SPs available in a nearby Supply Dump (4 would be required to assume Defensive Mode, and 9 for Offensive Mode).  The HQ as�sumes Depleted Mode, but the 3 available SPs located in the Supply Dump are allocated to this HQ and stacked beneath it.  In the ensuing enemy Operations Phase one of the HQ's subordinate divisions is attacked.  As the Player regards the position as vital, he decides to allocate Emergency Supply, spending 1 SP to do so.  The SP is immediately deducted from the 3 SPs stacked under the HQ, leaving only 2 remaining.  Even though the HQ is still in Depleted Mode, the defending division may participate in the ensuing combat with its full ER (instead of -1 for Depleted Mode) because of the Emergency Supply.  If a second attack were made against the division its ER would sink by -1 be�cause the division is back to Depleted Mode.  Of course, a second Emergency SP could be expended allowing the division to participate at full ER. 


 


14.2	Applying CRT Results


Combat Results are executed in the following strict order:


1)	Counterattacks


2)	Retreats


3)	Morale Checks


4)	Step Losses


5)	Assume Disrupted or Routed Status


6)	Additional Retreats due to Rout


14.3	Counterattack 


When this result is ob�tained on the CRT, the phasing Player's Engagement Group loses any remaining EPs and the Engage�ment Operation is over for that Group. The defending Player checks his units which were just attacked and determines what Operational HQ(s) those units are under the command of (if any).  As a Counterattack is called for, the defending Player may now identify one Operational HQ and name an Engagement Group to conduct an Engagement Operation. This Engage-ment Group may consist of the selected HQ’s units from the original defending stack of units plus any of the HQ’s mobile Combat units.  


The Counterattacking Player uses the HQ’s EP total to conduct the Counterat�tack.  EP costs per Engage-ment Option per stack are normal, but the original defending stack may only conduct Assault, Support, and Ad�vance After Combat Options.  Other Coun�terattacking mobile Combat units may only use Maneuver Before Combat, Assault, Support, and Advance After Combat Options.


EXCEPTION Units that Maneuver Before Combat are not required to Assault as in a normal Engagement Operation.  They may simply move and need not Assault.


The HQ controlling the Counterattack uses its current Supply Mode when conducting the Counterattack unless 1 Emer�gency SP per division or equivalent that the Player wishes to Counterattack with is expended.  This places the HQ in Offensive Mode for the Counterattack Operation only (the HQ reverts back to its previous Supply Mode once the Counterattack is resolved).  As the Counterat�tack is considered a defensive action, it qualifies for Emergency Supply.


The HQ conducting a Counterattack does not undergo Supply Mode reduction as a result.


Counterattack Movement. Units may move their full Counterattack Movement Allowance given in the Movement Chart when conducting a Maneuver Before Combat Option regardless of their current Supply Mode.  If the Counterat�tacking units are able to move adjacent to the enemy units that conducted the original attack, they may conduct an Assault or Support Option along with the original defending unit(s).  Counterattacking units may Assault any of the original attacking enemy units they choose, even singling out a unit or units in a stack to attack.


NOTE The ability to single out a unit to attack applies only in Counterattacks.  Normally, units must attack all the defending units in a hex when Assaulting.


Artillery. The Counterattacking Player may not conduct Barrage Missions nor may the original attacker Counterbarrage, but eligible units on either side may conduct CS and FPF Missions.  


The original attacking units are not considered to have suffered Supply Mode Reduction yet.  All units use their normal ER as modified for other conditions.


EXAMPLE  The 2nd Player in a turn has a division whose HQ is in "D" Mode attacked by the 1st Player with 3 brigades.  A "C" result is obtained.  This means that the division is calling on its Opera�tional HQ for a Counterattack.  The 2nd Player may now interrupt the 1st Player's Operations Phase and Counterattack with the division and any mobile Combat   units which are also under the command of the same Operational HQ as the division is.  The 2nd Player chooses to Counterattack with an armor regiment.  He expends 2 Emergency SPs to place his HQ in Offensive Mode for the Counterattack (1 SP for the division and 1 SP for the armor regiment).  The armor regiment now moves up to the limit of its Counterattack Movement Allowance (assume this is 2 MPs) at a cost of 1 EP.  Assume it moves to stack with the division.  Together these units may Assault one, two or all three of the original attacking brigades at a cost of 2 EPs.


If the 2nd Player's HQ was currently in Depleted Mode instead and refused to expend Emergency SPs, its subordinate units would normally be pro�hibited from entering an enemy ZOC.  The armor regiment would be able to move its normal 2 MPs of Counterattack Movement, but could not enter an enemy ZOC or conduct an Assault.


If the attacking Player attacks units that are incapable of calling for a Counterattack (like Transport or  Combat units that do not require Command Control and therefore not under command of an HQ), or if a defending Player declines to exercise a Counterattack option, or merely moves units without Assaulting, or has no units capable of Counterattacking, or rolls a "C" result on the CRT himself, the combat result is "no effect" and no result occurs.  The original Assault Option that triggered the Counterattack does then count against the at�tacker for Supply Mode reduction.


14.4	Retreat 


The Retreat result requires units to conduct Retreat movement.  In these cases the owning Player always conducts this move�ment.  Retreating units or stacks must Retreat in such a way that they are the Retreat number result distance in hexes from the enemy units that caused the Retreat and if possible, closer to their parent HQ (for Combat   units) or a friendly Ultimate Supply Source (all others).  A Retreating stack of units may not Retreat in different directions.


Whenever possible, units should at�tempt to Retreat into hexes free of enemy ZOCs.  Combat units may Retreat into enemy ZOCs.  Transport and HQ  units are eliminated if forced to Re�treat into an enemy ZOC unless they are stacked with a Combat unit with at least two Steps of strength.


Any stack of units which Retreats into an enemy ZOC during its Retreat must make a MC immediately at the end of the Retreat (Friendly units do not negate the enemy ZOC.) Should a unit pass its MC it Disrupts automatically at the end of the Retreat. If the MC is failed, the stack must suffer a Step Loss and then all units automatically Disrupt at the end of the Retreat. 


Units forced to Retreat into two or more enemy ZOCs automatically Rout instead at the end of the Retreat (but still must check for Step Loss.)


Surrounded. If a unit is unable to satisfy a Retreat result (e.g., due to enemy units or unpassable terrain) it is eliminated.


Overstacking. Units may Retreat into hexes in excess of stacking limits but this violation must be immediately corrected in the next friendly Operations Phase.  In such cases, the Disruption penalty for overstacked hexes does not apply (see Overstacking Penalties) but the Retreated unit does not contribute its combat factors to the overstacked hex.  In addition, to correct this stacking viola�tion in the next Operations Phase, it will cost all units in the overstacked hex an additional MP to leave that hex.


Displacement. Players may choose to displace a friendly unit(s) which is in the way of one of his Retreating units to avoid overstacking.  If this is done, the displaced unit may move up to 1 hex away from enemy units if possible, and then must make a MC.  Should it fail this MC it will become Disrupted.


14.5	Morale Checks  


Units may be required by the CRT to make a MC.  A MC may also be called for by the BCRT.  Unless otherwise noted, units must always make a MC after a Retreat (of any length).  They are also required to make a MC if a friendly unit which is Disrupted or Routed, Retreats through or ends its Retreat in the hex they occupy.


A MC is defined as a check of a unit's MR as a result of combat.  To pass the MC the unit must roll equal to or lower than its MR - its printed ER as modified by conditions affecting a unit's morale. These conditions are summarized in the Morale Modifiers Table.  Morale is always checked using the MR of the unit as it began the Operations Phase.  If a unit is forced to make more than one MC during an enemy Engagement Operation, use the unit's initial MR for all the MCs.  Units which pass a MC are unaffected.  Units which fail a MC become Disrupted (Remnants are Eliminated instead) and already Disrupted units become Routed.  HQ  units have no MR.  They always fail MCs, automatically Disrupting.


EXAMPLE A full strength unit with a MR of 4 is attacked and forced to Retreat 2 hexes, one of which is through an enemy ZOC causing the unit to automatically Disrupt at the end of the Retreat.  The unit must make two MCs, once to check for a Step Loss, the other because units must always make a MC after a Retreat.  Both MCs are checked against the unit's MR of 4, before the automatic Disruption (with its -2 MR penalty) or the possible Step Loss (which may lower the unit's MR) apply because of CRT result priorities.


14.6	Step Losses 


Step Losses represent suffi�cient casualties and disorganization to make a material impact on a unit's fighting ability.


The owning Player always chooses which of his units take a Step Loss when carrying out a Step Loss. It is important to note whether the unit selected is a three, two, or  one Step unit.  


Three Step Units: See German Army and Soviet Army Rules on losses for three step units.


Two Step Units: Two Step units are back-printed with a weaker second side. One Step Loss result causes the counter to be flipped over to its weak side. The second Step Loss will eliminate it.


One Step Units: Combat units not back-printed with a second side and all HQ and Transport are one Step units and are elimi�nated if they suffer a Step Loss. HQ  and Transport units that are eliminated are permanently out of the game, and may not be "recreated".


14.7	Disruption 


The Disruption result has the following effects on the different types of units:


Combat Units. Disrupted Combat units may not conduct Engagement or Special Operations. Remnants are Elimi�nated.


HQ Units. HQ  units which Disrupt may not be used to give Command Control for subordi�nate units.  They may not assume new Supply Modes, draw SPs via Supply Lift, form Supply Dumps, or conduct Transport or Special Operations.   


Transport Units. Transport units which disrupt may not load/unload SPs nor form Supply Dumps.  HQs may not draw SPs from them via Supply Lift.


Units which Disrupt remain so until they per�form the Regroup Operation. 


Holding. Disrupted units in an enemy ZOC may not hold. If unable to Maneuver out of the ZOC, it Routs.


ZOCs. Disrupted units may not voluntarily en�ter enemy ZOCs and if they begin their Opera�tions Phase in an enemy ZOC, they may not conduct a Regroup or Holding Operation.


Artillery. Disrupted units may not use their AFs, if any, nor may friendly units conduct Artillery Missions for them. 


Any unit which is currently Disrupted and fails a MC, or suffers another Disruption result, becomes Routed.  


Friendly Units. If a Disrupted unit Maneuvers or Re�treats through or stops on an undisrupted friendly unit, the undisrupted unit must make a MC to see if it maintains Good Order.  A failed MC causes the friendly unit to Disrupt.


Undisrupted Friendly units may move through Disrupted units without penalty. Undisrupted Friendly units which stop in a hex with Disrupted units, must make a MC to see if it maintains Good Order. A failed MC causes the Friendly unit to Disrupt. 


14.8	Rout 


A unit which routs is subject to all Disruption effects except:


Units which Rout remain in a Routed state until they perform the Regroup Operation and achieve Disrupted state. Any unit which is currently Routed and fails a MC, or suffers another Dis�ruption result, remains Routed.  


The instant a unit assumes a Routed state, it is immediately required to execute a Retreat of one hex - this is over and above any Retreat result called for by the CRT (but no additional MC is required for this additional Retreat).


ZOCs. A Routed unit which begins a friendly Operations Phase in an enemy ZOC and is unable to move out of that ZOC (e.g., due to other enemy ZOCs), must take a step loss.


15.	Special Units


A number of specialized units were used by most armies to perform specific tasks. Not every type will be present in each game in the series.


15.11	Anti-tank Units


Throughout the war, Anti-tank (AT)  units were an essential part of the defense against enemy armor attacks.  AT units are non-Assault-capable Combat units. AT units contribute their PCF or SCF to the defense of the hex when attacked (make an EC).  They may be named as part of an Engagement Group.


15.12	Engineer Units 


These Assault-capable Combat  units are specialized bodies of troops with extra equipment and expertise to aid in the attack or defense of Cities or Towns.  Whenever they con�duct an Assault Option against a City or Town hex (or when defending such a hex), a Player receives a favorable DRM per Engineer unit involved.  Engineer units in Good Order may also perform the Demolition Special Operation.


15.13	Reconnaissance Units 


These Assault-capable Combat  units represent the frontline "scouts". Recon�naissance units may be up to 1 additional hex away from their parent HQ's Command Radius and still be in Command Control and able to assume Supply Modes. Reconnaissance units in Good Order may Retreat Before Combat.


16.	The German Army 


The German Army possessed a number of inherent advantages due to well thought out doctrines of war, superior organiza�tion and dedicated professionals staffing the frontline units and rear service areas. Only German units may take advantage of these rules; German Allied units may not use these rules.


16.1	Mobile Divisions


The panzer and motorized divisions that the Germans fielded during the campaign have a number of unique characteristics and abilities.  


Organization. German mobile divisions are not represented by a single piece.  Instead, they are broken down into their component regiments and battalions, plus a division HQ.  Printed in the upper left hand corner of each unit is the division's historical insignia which serves to identify all the units of a single division.  No matter how many individual units a mobile division possesses, the sum of the components comprises one division for all rule purposes.  All of a mobile division's units are equivalent to one division for the Command Control and Supply Mode rules.


Stacking. All of the units comprising a single mobile division may stack together in an Elevation 0 hex even if the total of all their PCFs exceeds 24. Mobile divisions (i.e., their components) must obey stacking limits at higher Elevations.


16.11	Division HQs. 


Each mobile division possesses a division HQ unit.  Unlike other HQ units, the division HQ is a mobile non-Assault-capable Combat unit.  It possesses an ER and a MR.  


EXCEPTION They may Retreat Before Combat.


NOTE  Players may flip the division HQ over to symbolize all the mobile division's units are stacked together in a hex. Place the other units in one of the holding boxes on the Army Display Sheet.


Division Artillery. A mobile division HQ has an artillery capability (AFs). These Light AFs may conduct any Artillery Mission for its subordinate units against any target hex in range.  These AFs may even fire Close Support and FPF Missions if not directly stacked with the attacking or defending units (so long as they are in range) to assist other units of the division.


A mobile division HQ with AFs receives a DRM when defending against enemy mobile enemy units. 


16.12	Combat


Engagement Groups. If some or all of the units belonging to a single mobile division are named as an Engagement Group, and if they are within Command Control range of their Division HQ which is currently in Good Order, and they all conduct the same Engagement Option (or some units do nothing while others conduct the same Engagement Option), they pay the EP costs as if they were a single stack, even if the units are spread out over several hexes.


EXAMPLE  A panzer division begins the Operations Phase with its units in 3 different hexes (one of which is adjacent to an enemy stack of units the German Player wishes to attack) and all within 4 hexes of the Division HQ. It would cost only 1 EP to Maneuver Before Combat with the two non-ad�jacent stacks (instead of 2 EPs), and 2 EPs for all three stacks to Assault even if from different hexes.


If the division had begun its Engagement Operation as a single stack and then broke apart to Assault from two different hexes, the EP costs for the two Assaulting stacks together would only be 2 EPs, not 4 (plus 1 EP for the stack to Maneuver Before Combat).


Divisional Integrity. If all of the units comprising a German mobile division (as listed at start in the scenario) are stacked together in the same hex when the Combat units of the division conduct an Assault Operation, the German Player receives a DRM for "Divisional Integrity."


16.2	Leg Divisions


German leg divisions consist of Infantry, mountain, Jaeger and security divisions. All leg divisions are repre�sented by a single counter.


Leg Division Breakdown. The German Player may break down his leg divisions into their component pieces if desired at any time during a Friendly Operations Segment.  When breaking a division down, the division counter is flipped over to its reverse side.  This will represents the division's HQ, and the location of division's AFs, if any.  These Light AFs may conduct any Artillery Mis�sion for its subordinate units against any target hex in range as with Mobile Division Artillery.


Division HQ. The leg division's HQ unit is a mobile non-Assault-capable Combat unit.  It posses�ses an ER and a MR.  


EXCEPTION They may Retreat Before Combat.


Engineers/Recon Battalions. German Infantry division HQs marked "E" may break down into an Engineer battalion, and as many other Infantry units that total its current PCF.  A division marked with an "E" or "R" need not break down in order to use the Engineer or Recon abilities (e.g., Demolitions, Recon in Force, Screening.) 


PCF may be reduced by Step Losses (See Combat Factor Modifiers Table). Infantry division HQs marked "R" may break down into a Recon battalion and as many Infantry units that total its current PCF.  An Infantry division marked with both an "E" and "R" could break down into an Engineer bat�talion, a Recon battalion, and as many Infantry units that total its current PCF.  Thus any break�down combination is allowed as long as the Player never has more regiment and or battalion units in play than the total PCF for that division.  Do not count the division HQs PCF towards the total.  


EXAMPLE A 9-6-3 Infantry division is marked with an "E' on its HQ side indicating that Engineers are present with the division. Normally the Engineers are “distributed” throughout the 3-2-1 regiments this division could break down into, but if the German Player wishes, he may concentrate his engineers into a 2-1-0 Engineer battalion This leaves an additional 7 PCFs to be accounted for.  The German Player could break down into two 3-2-1 Infantry regi�ments in addition to his Engineer battalion for�feiting his last PCF, or one 3-2-1 Infantry regiment and two 2-1-0 Infantry battalions plus the Engineer battalion for a total of 9 PCFs plus the division HQ.


Mountain/Jaeger Divisions. Mountain and Jaeger divisions also breakdown into a division HQ and subordinate regiments and battalions. These divisions have a two regiment basic organization.  When breaking down, they may deploy no more than two regi�ments with any remaining PCFs deployed as battalions.  All fractions are lost on breakdown, but regained upon reforming the full division.


EXAMPLE The German Player could breakdown a 7-5-2 mountain division into a division HQ and two 3-2-1 mountain regiments, losing the 7th PCF.  He could also breakdown into one 3-2-1 mountain regiment, and deploy any two 2-1-0 battalions (Mountain Infantry, Mountain Recon, Mountain Engineer, etc.) he is entitled to provided he does not exceed the 7 PCF minimum


EXAMPLE A 9-5-2 Jaeger division back�printed with an E or R could break down into a division HQ and two 3-2-1 Infantry regiments and a 2-1-0 Engineer or Recon battalion (losing the 9th PCF), or two 4-2-1 Infantry regiments only (again losing the 9th point), or one 3-2-1 Infantry regiment and three 2-1-0 Infantry bat�talions, etc.


Security Divisions. Security divisions were usually low-grade troops whose primary mission was to fight partisans.  Security divisions may break down into a division HQ and two 2-1-0 Security regi�ments.


Engagement Groups. If some or all of the units belonging to a single broken down leg division are named as an Engagement Group, and if they are within the Command Radius of their Division HQ which is currently in Good Order, and they all conduct the same Engagement Option (or some units do nothing while others conduct the same Engagement Option), they pay the EP costs as if they were a single stack, even if the units are spread out over several hexes.  When conducting Assault Options all the units under the command of a leg division HQ may participate (if in command of the division HQ).  There are no commitment restrictions (See The Assault Option). Con�sider this to be the activities of a single stack of leg units.  


EXAMPLE Normally only one non-adjacent leg unit or stack may be named to participate in an Assault Option, all the subordinate breakdown units under a leg division HQ could participate, even if they began the turn in separate hexes.  All the units would just expend 1 EP between them to Maneuver Before Combat, 2EPs total to Assault, etc. just as if they were a single stack.


Concentration. Leg divisions which have broken down may be built up again by stacking the com�ponents with their division HQ and expending an additional MP to "concentrate." All the component units must be able to meet this MP requirement during the same Operations Phase or the division cannot rebuild that turn.


16.3	Step Losses


16.31	Three Step Units


Infantry divisions with an original strength of 9 or more have 3 steps of strength regardless of their PCF total.  The first time an Infantry division suffers a Step Loss, it must be marked with a "1 Step Lost" counter.  Do not flip the unit over as with other units.  Should it take a second loss while already marked "1 Step Lost", simply flip the loss indicator over to its "2 Steps Lost" side.  German Infantry divisions with a Step Loss marker may still use their PCF/ SCF (based on the EC) in an attack or when defend�ing, but they must reduce their PCF/ SCF for each Step Loss. (See Combat Factor Modifier Table). The unit's ER and MR are unaffected.


EXAMPLE A 9-6-2 German Infantry division has suffered 2 Step Losses.  Assuming it passes its EC, its modified PCF would be only 1/3 of 9, or 3. It loses a third for the first step loss, and another third for the second, a total of 6 PCFs lost.


16.32	Two Step Leg Divisions


Infantry divsions with an original strength of less than 9, and all Mountain, Jaeger or Security Divisions are two step units and if forced to take a Step Loss, are marked with a -1 Step marker as above.  The unit’s  strength is reduced and is eliminated if forced to take a second Step Loss.  ER and MR are unaffected.


16.4	German Special Units


16.41	Security Divisions 


Security divisions that are broken down may not be declared Independent. 


16.42	Mountain/Jaeger Divisions


The Germans enjoyed only limited successes with their Mountain and Jaeger troops during the campaign. 


NOTE  Jaeger troops were trained for operations in lowland hills, but not equipped for higher Elevations.


Movement Effects. The only Assault capable Combat units that can enter Elevation 5 terrain are mountain units. Both Mountain and Jaeger units pay lower movement costs when moving through high Elevations. Refer to the Game Tables for specific movement costs.


Combat Bonus. Mountain units receive a favorable DRM when attacking or defending on Elevations of 3 or higher. Jaeger units receive a favorable DRM when attacking or defending on Elevations 2 or 3.


16.5	German Special Operations


The German Player may conduct  additional Special Opera�tions with his units.  


16.51	Leg Division Special Operations


Non-broken down German leg divisions may attempt the Special Operations listed for Engineers and Recon units if backprinted with an "E" or "R".  Use a German 2-1-0 Engineer or Recon battalion values for these units when attempting Special Operations.


EXAMPLE An non-broken down leg division backprinted with an "E" or "R " could undertake Demolitions (using a PCF value of 2, SCF value of 1)..


17.	The German Allies


17.1	Stacking


Romanian and Hungarian units may not stack together nor may they form part of the same Engagement Group


17.2	German Allied HQs


German Allied HQ units have no intrinsic anti�-aircraft capability (flak).  


German Allied HQs may be placed under the command of a German Superior HQ. German Allied Combat units may be placed under the command of a German HQ unit.  German units may not be placed under the command of a German Allied HQ unit. Units of one German Allied nationality may not be placed under the command of a German Allied HQ of a different nationality. 


For a German Allied HQ to be placed under the command of a German Superior HQ unit, two requirements must be met.  These are:


 The German Superior HQ must be within the Command Radius of the German Allied HQ.


 Both the German Allied Operational HQ and the German Superior HQ must expend the ap�propriate number of SPs to enter Offensive Mode or Defensive Mode. A German Superior HQ unit cannot pro�vide command for the German Allied HQ if it does not expend enough SPs to meet the Supply Mode marker costs.


Note that the German Allied HQ may assume Defensive Mode (or Depleted Mode) inde�pendently by itself when not under the com�mand of a German Superior HQ, but it cannot assume Offensive Mode without being placed under a German Superior HQ.


17.21	German Superior HQ Command	


If a German Allied HQ is placed under the command of a German Superior HQ, it may enter Offensive Mode.  Regardless of what Supply Mode it is in all of its subordinate Com�bat units in Command Control will be eligible for the following benefits:


 The printed ER and MR of all German Allied Assault-capable Combat units are increased 


 German Allied Assault-capable Combat units in Good Order stacked with a German Combat unit that is also in Good Order received an increase in  MR.  However, anytime a mixed stack hex of German Allied  and German units must take a Step Loss(es); the first Step Loss and the third Step Loss must come from the German unit(s).


17.3	German Allied  Divisions


 All the benefits of German Superior HQ Command applies equally to German Allied divisions when it is under the ultimate command of a German Superior HQ. The division may be assigned to any German Operational HQ where it acts like any other German division.  


18.	The Soviet Army 


18.1	Soviet Step Losses


18.11	Three Step Units 


When a Soviet three step unit first suffers a Step Loss, flip the counter to its weak side.  Should another Step Loss be called for, remove the unit from play and replace it with the appropriate unit (See Soviet Unit Breakdown Table).


18.2	Morale


18.21	Morale Restrictions 


Due to the inex�perienced troops making up most of the units all Soviet units in ISO status have reduced Morale in addition to any other penalties.


18.3	Corps HQs


 Many independent brigade sized units were often grouped together under the control of a central Corps HQ. In general, a Soviet Corps HQ is similar to an Operational HQ. The Corps HQ is a mobile non-Assault-capable Combat unit, paying mobile terrain costs. The Command Rating represents the number of brigade�sized (not division) units the HQ may command. Each Corps HQ is designated as to whether the HQ commands Rifle (R) Guard (G) or Cavalry (C) brigades exclusively. 


Communications. Cavalry Corps HQ may only command cavalry brigades, Rifle Corps HQs may only command rifle brigades, and Guards Corps HQs may only command Guards brigades. The Corps HQ and its subordinate brigades count as one division against the Operation HQ's Command Rating for Command Control and Supply Mode rules.


Supply Mode Reduction. The Corps HQ, if in command of an Operational HQ, will suffer Supply Mode reduction if more than one subordinate brigade conducts an Assault Option.


IND Corps. Corps HQs may be declared IND. IND Corps HQs may draw an SP during the Supply Mode Segment using the Supply Lift rules from any supply source within its Supply Radius. This SP may be expended to place the Corps HQ and its attached brigades in Offensive Mode or be carried along with the HQ as it moves. An IND Corps will become ISO if one or more of its brigades is involved in combat.


 Engagement Groups. If some or all of the brigades under a single Corps HQ are named as an Engagement Group, and if they are within Command Control range of their Corps HQ which is currently in Good Order, and they all conduct the same Engagement Option (or some units do nothing while others conduct the same Engagement Option), they pay the EP costs as if they were a single stack, even if the units are spread out over several hexes. When conducting Assault  Options all the units under the command of a Corrps HQ may participate. There are no commitment restrictions (see The Assault Option). Consider this to be the activities of a single stack of leg units. 


EXAMPLE Normally, only one non�adjacent leg unit or stack may be named to an Assault Option, all three brigades attached to a Corps HQ could participate, even if they began the turn in separate hexes. All three brigades would expend just 1 EP among them to Maneuver Before Combat, and just 2 EPs to Assault, even from different hexes, etc.


ZOC Rating. If two or more brigades are stacked together in a hex and in Command Control of a Corps HQ, then total their ZOCs to find the ZOC projected. If not in Command Control, only the top brigade projects a ZOC.


18.31	Brigades


Brigades are leg Assault-capable Combat units. Count two brigades as one division for Command Control and Supply Mode purposes unless under the command of a Soviet Corps HQ.


Rifle Brigades. Rifle brigades may be declared IND or be assigned to Rifle Corps HQs or Operational HQs. When operating IND, each rifle brigade may assume Offensive or Defensive Mode by expending the amount of SPs given in the Supply Cost Table (and would have to be stacked with a Supply Dump to draw it). 


Guards Brigades. Guards rifle brigades are treated the same as rifle brigades above. 


Cavalry Brigades. Cavalry brigades are treated as rifle brigades above. They have unit identification numbers for historical accuracy but are other�wise considered generic cavalry units in every way.


18.32	Regiments


Regiments are leg Assault-capable Combat units. They may be declared IND or be placed under command of an Operational HQ. When operating IND, they may assume Offensive or Defensive Mode by expending the number of SPs specified in the Supply Cost Table (and the regiments would have to be stacked with a Supply Dump to draw it).


18.4	Soviet Special Units


18.41	Tank Brigades 


Three armored brigades (rather than the normal two) are equivalent to a division for purposes of deter�mining Command Control and assuming Supp�ly Modes.  A tank "corps" is also equal to a division.


Independent Command. Armor brigades under the command of an Operational HQ may be declared IND, even if not otherwise eligible.


Concentration. Whenever three tank brigades attack or defend together, the Soviet player receives one DRM (in addition to any earned for the tank brigades themselves) for "concentration" for each three such units involved in the attack.


ZOC Rating. Whenever tank brigades are stacked together, the ZOC ratings of the top three tank brigades are added together to determine the ZOC Rating for the stack. Three tank brigades, each with an individual ZOC of zero will neverthe�less exert a ZOC rating of one, into ad�jacent hexes. (This is subject to terrain/atmospheric modifiers.)


18.42	Soviet Anti-Tank Brigades


Soviet AT Brigades may occupy (but not create) Improved Positions despite being mobile units.   


Soviet Anti-Tank Brigades are mobile non-Assault-capable Combat units.  In addi�tion to their combat factors, these units receive a DRM against mobile units when stacked with a leg unit or stacked with a leg unit in an Improved Position of any type. 


18.43	Guards Units 


The Soviet Player has a few Guards corps, divisions, and brigades in his order of battle.  Guards units are identified by the Guards banner symbol in the upper left hand corner of the units.


Guards units may be declared IND (see Independent Commands) or be assigned to an Operational HQ.  


18.44	Front Engineers 


Each Soviet Superior HQ unit is considered to have an intrinsic Engineer capacity for building pontoon bridges.  Any Superior HQ unit that is in play on the map can deploy its Front Engineer unit to perform engineering functions separate from the Superior HQ.  When its Front Engineer unit is deployed, the Superior HQ unit loses its bridge building capacity until it recombines with its Front En�gineer unit.


The Front Engineer may be deployed on its Superior HQ unit during any "Reinforce�ment Segment" and may move normally in the following Operations Phase.  The Front En�gineer may be reabsorbed by its Superior HQ by stacking with it and removing the Front En�gineer from play.  If the Front Engineer is lost in combat, it cannot be replaced and its Superior HQ permanently loses its bridge building capability.


The Front Engineer is a non-Assault-capable Combat unit and may be declared IND.  


Construction. The Front Engineer can build permanent bridges at the beginning of the Operations Phase or repair destroyed bridges by being adjacent to the river hexside to be bridged or repaired.  Use a pon�toon bridge to indicate a newly built bridge and remove a destroyed bridge marker to indicate a repaired permanent bridge.


Bridge Destruction. The Front Engineer can destroy bridges just like German engineers can, but unlike them it cannot attempt to destroy a bridge if a German or German Allied Combat unit is adjacent to the targeted bridge.


18.45	Poor Quality Troops


Some Soviet units have a SCF of "0".  If one of these units attacks by itself and fails its pre-combat EC, it automatically Disrupts itself.  An attack made against a unit or units whose defense strength is zero is resolved on the max�imum odds column of the CRT.


EXCEPTION If a "0" strength unit is stacked with other non-zero strength units, the attack is not resolved on the maximum odds column un�less the attack is sufficient to be on that column if the zero strength unit were not present in the hex.


18.5	Soviet Special Operations 


18.51	Construct Field Works


Soviet Front Engineers may build Field Works during the course of the game (even in enemy ZOCs).  The unit must conduct a Holding Operation during the Operations Phase and not be Disrupted, forced to Retreat or Eliminated during the German Player's turn.  At the start of the next friendly Operations Phase, place a Field Works marker in the hex.  The Front Engineer is then free to conduct other operations in that Operations Phase.  Field works may be built in any type of terrain that is not impassable to enter and may be built in the same hex as a Fortification.
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EXAMPLE Leg Unit A is adjacent to an enemy leg unit B. The ZOC rating of unit B is 1, and all hexes are Clear terrain. Unit A would be able to move from one ZOC of B to another. Unit A pays the +1 MP to exit an enemy ZOC, the normal 1 MP to enter a Clear terrain hex, and a number of MPs equal to twice the enemy unit’s ZOC Rating. This is 2 MP’s. The total number of MPs required is 4 MPs.  If for some reason Unit A had fewer than 4 MPs, due to its Supply Mode, Weather or some other reason, or if the enemy ZOC Rating was 2 or greater, or if the target hex of the infiltration was one which required leg units to pay more than 1 MP to enter, the movement would not be permitted.








EXAMPLE A HQ with 8 EPs names two stacks in different hexes to an Engagement Opera�tion.  The two stacks both Maneuver Before Com�bat (1 EP each) to the same hex which is adjacent to an enemy unit.  Before an Assault Option is announced, the Player halves the HQs remaining EPs (6 halved is 3).  The Engagement Group has 3 EPs left with which to continue the Engagement Operation.














