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Unit Effects Summary Table

Category�State�Movement Allowance�ER�MR�Conduct Special Ops��Command�OCC�-1 MP���N���ISO�-2 MP�-2�-1 (Soviet)�N2��Supply Mode�Defensive�-1 MP1�-2 Attacking��Y���Depleted�-1 MP1�-1 Defending��Y��Morale�Disrupted��-2�-2�N���Routed��-4�-4�N��Recovery�Regrouping��-2��N���Refitting��-2��N��1.  -2 MP  for Mobile Units except for HQ and Heavy Artillery units

2. Independent units may conduct Special Operations even if Isolated.







These Charts are based on the original rules/charts for the Winter Storm series from Clash of Arms. Copyright for 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 Charts 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.

� Sequence of Play

1.	Mutual Reinforcement Phase

2.	The Weather Phase

3.	The Strategic Overphase (every three turns)

3.1.	Strategic Operations Segment

Both players may do steps a-c in any order as long each HQ/ Transport unit conducts operations either before or after Strategic Supply step

1. Superior HQ Operations (Holding, Transport, Maneuver, Regroup, Bridge Laying)

2. Transport Unit Operations (Holding, Transport, Maneuver, Regroup)

3. Strategic Supply 

Roll on Strategic Supply Table to determine Available Supply Points

Assign Supply Points to Superior HQs.

3.2.	Mutual Supply Mode Marker Removal.

 	1. Remove  Supply Mode markers from HQ, Heavy Artillery, IND, OCC, and ISO units

4.	The Communications Phase

4.1.	Mutual Command Control Segment

1.   Both Players check for Superior HQ Command Control (proper placement).

2.   Remove Regroup markers from HQ.

3.   Both Players check for Operational HQ Command Control (assignment of Operational HQs to Superior HQs.) Mark  unassigned  Operational HQ  with OCC markers.)

4.   Both Player's check for Combat unit Command Control. Designate Independent units and mark them with Independent markers and the same supply mode as parent Operational HQ.

5.   Mark units still OCC with ISO markers. Mark Out of Command units with  OCC  markers and same supply mode as parent Operational HQ.

4.2.	1st Player's Supply Segment

a)    Operational HQs in Good Order perform Supply Lift.

b)     Operational HQs in Good Order assume Supply Modes.

Mark Heavy Artillery with the same Supply Mode Marker as parent HQ.

Assume Supply Modes for IND, OCC, and ISO units.

4.3.	2nd Player's Supply Segment:

a)  Repeat Steps 4.2 step a-c for the 2nd Player.

5.	The 1st Player's Operational HQ Phase

a)	Place Pontoon Bridges from the previous turn.

b)	Conduct Operations with Operational HQs (Holding, Transport, Maneuver, Regroup.)

c)	Conduct Special Operations with eligible Operational HQs (Declare Bridging.)

6.	The 1st Player's Operations Phase

6.1.	Barrage Segment  

a) Alter Supply Mode Markers for any Heavy Artillery Units which Barraged.

6.2.	Operations Segment

Conduct all Operations in any order:

a)  Transport units may operate (including loading/unloading SPs and movement).  

b)  Remove Refit/Regroup markers from units that did so the previous Operations Phase.

c)  Place Regroup markers on and remove Disruption/flip Rout markers from units which Regroup

d)  Add Replacement Steps to units or exchange Steps between units and place Refit markers on these units.  

e)  Engagement Operations

Repeat Steps e1-e5 below whenever the 1st Player initiates an Engagement Operation. 

Declare Engagement Group and conduct Engagement Options prior to Assault.

Declare Assault and execute the Combat Sub-sequence.

6.3.	Special Operations Segment

a)  Conduct Special Operations with eligible units (Occupy Improved Positions, place Crossing Arrows, etc.).

6.4.	Supply Mode Reduction Segment

a)  The 1st player alters his HQ Supply Mode Markers if more than 1 subordinate division or equivalent did an Assault Option. OCC,  ISO, and IND units alter Supply Mode markers if they did any Assault Options.

7.	The 2nd Player's Operational HQ Phase/ The 2nd Player's Operations Phase

a) Repeat Phases 5  and 6 with the 1st and 2nd Player roles reversed.

8.	The Turn Record Phase

� Combat Sub-sequence



Attacker states which units are Assaulting and which units, if any, are  Supporting.

Attacker declares any CS missions by units with AFs.

Defender states if he wishes any HQ, Transport, or Recon units to Retreat before Combat.

If all defending units retreat, Attacker may continue the Engagement Operation having expending no supply or EPs for this declared Assault.

If defending units remain, Defender may conduct a Counterbarrage mission with Heavy AFs in range. Alter Supply Mode markers for any Heavy Artillery units which Counterbarrage.

Declare FPF missions by Defender units with AFs that did not Counterbarrage.

Defender may expend Emergency Supply to restore defending units that performed a Holding Operation during their previous Operations Phase to full ER.

Assaulting player makes Effectiveness Check for both sides. Those that pass use their PCF as their combat factor. Those that fail use their SCF. Apply Combat Factor modifications. Calculate Combat Odds (Total assaulting combat factors plus the ZOC Ratings of Supporting units divided by the  total defending combat factors, rounded in favor of defender.)

If minimum odds for an Assault are not met, the Assaulting units disrupt and the Combat ends.

Apply any column shifts due to Terrain.

Calculate DRMs for each side. Subtract Defender's total from Attacker's total to get final Combat DRM.

Roll one die, add Combat DRM, and cross-reference with Combat Odds on Combat Results Table.

Alter Supply Mode markers for Heavy Artillery units which performed Close Support Missions.

If the Combat Result is Counterattack, the Attacker's Engagement Operation is over. 

If the Defender can and does conduct a Counterattack, resolve the Counterattack.  If the Combat Result is another Counterattack, treat as "No Effect".

If the Defender cannot or does not want to conduct a Counterattack or merely moves units without Assaulting, the Combat Result is "No Effect". 

Conduct any Retreats called for by the Combat Result, possibly displacing Friendly units. If a unit cannot satisfy a Retreat Result, it is eliminated instead.

Retreating stack makes a MC:

If the retreating units passed through an enemy ZOC and the MC is failed, the stack must suffer a step loss. Then all units automatically Disrupt if they passed through only one ZOC, automatically Rout if they passed through more than one ZOC.

If the retreating units did not pass through an enemy ZOC and the MC is failed, then all units Disrupt. 

Units which are already Disrupted and fail their MC become Routed instead.

Routed units conduct an additional 1 hex retreat. No additional MC is required for this retreat.

If the Attacker or Defender is forced to Retreat by the Combat Result, the victorious side may conduct an Advance after Combat with the Assault-capable Combat units involved in the Combat and any non-Assault-capable Combat, Transport, and HQ units stacked with them. 

For the Attacker to Advance after Combat, at least one Assault-capable Combat unit involved in the Assault must enter a hex formerly occupied by the enemy.  Other units may advance in any direction.

Leg units may advance one hex. Mobile units may advance a number of hexes equal to the number of hexes the enemy retreated (including any extra Retreat due to Routing) plus an additional hex for each step loss called for but not taken by the enemy. 

Movement from one enemy ZOC to another is not allowed.

� Organization 

Unit Size

Symbol�Size�Divisional Equivalent��XXXX�Army�-��XXX�Corps�2��XX�Division�-��X�Brigade�2 Brigades1��III�Regiment�3 Regiments��II�Battalion�6 Battalions��1.  Soviet Armored Brigades = 1 division	2.   Soviet Tank/Mech Corps = 1 division

Unit Display

Ground units that do not require Command Control or a Supply Mode to function are printed with a oval or circle in the center background of the counter.  

German Unit Organization

Type�Size�Organization��Infantry�Division�3 regiments��Mountain, Jaeger, Security�Division�2 regiments��No German Infantry division may break down into more than three regiments.

Only one Engineer or Recon battalion can be deployed per division

German Unit Breakdown

Three Step Unit Type �Step Losses��Infantry division with PCF of 9 or more�-1 step lost, -2 step lost ��Infantry division with PCF of less than 9�-1 step lost��Mountain, Jaeger, Security division�-1 step lost��German Unit Replacement

Type �Step Loss Replacements��All leg units�2x remnants��German Breakdown Units

Type/Size1 �Steps��4-2-1 regiment�2��3-2-1 regiment, Mountain regiment�1��2-1-0 Security regiments�1��2-1-0 battalion�1��2-1-0 Engineer battalion. Mountain Engineer battalion�1��2-1-0 Recon battalion, Mountain Recon battalion�1��1. Infantry and Jaeger divisions breakdown into Infantry units,  Mountain divisions breakdown into Mountain units. Security divisions breakdown  into Security units.

Soviet Unit Breakdown

Three Step Unit Type �Third Step��Guards Rifle division with PCF of 10 or more�3-2-1 Guards Infantry brigade��Guards Mech Corps with PCF of 9 or more�3-1-0 Tank brigade or 2-1-0 Mech battalion��Tank Corps with PCF of 9 or more�3-1-0 Tank brigade��Other units of PCF of 7 or more�remnant��Note  Not all replacement steps are available in each game.

Soviet Unit Replacement

Type �Step Loss Replacements��Guards Tank/Mech Corps1�Guards Tank brigade, 2 x Guards remnants��Guard Rifle divisions1�Guards brigade, 2 x Guards remnants��Guard Rifle brigade�3 x Guards remnants��Tank/Mech Corps�Tank brigade, 2 x remnants��Rifle division1�brigade, regiment,  2x remnants2��Rifle brigade�3 x remnants2��May not breakdown into brigades/regiments		2. If unit has current ER of 3 or less

   Note. Guard step loss replacements may be used to build up any non-guards unit but not vice versa.

�WEATHER





Current Weather 

Die Roll�Atmosphere�Temperature��0 or less�Clear�Hot��1�Clear�Warm��2�Clear�Mild��3�Mist�Cold��4�Mist�Freeze��5�Overcast�Stream Freeze��6�Rain�Deep Freeze��7 or more�Storm�Deep Freeze��All temperatures at Elevations 2 and 3 will be one level colder than the actual prevailing result. 

All temperatures at Elevations 4 and 5 will be two levels colder 



Prevailing Weather 

�Condition�Modifier��Atmosphere�Rain�+1���Storm�+2��Temperature�Hot, Warm�-1���Freeze, Stream Freeze�+1���Deep Freeze�+2��Ground Condition 

Atmosphere�Clear

0�Mist

0�Overcast

0�Rain

2�Storm

4���Temperature�Hot

1�Warm

1�Mild

1�Cold

1�Freeze

2�Str Frz

2�Deep Frz

2��Ground�1 or 2

Good

Ground�3

Light

Mud�4

Light 

Snow�5

Deep

Mud�6

Deep

Snow���



Seasonal Modifiers

�Month�Atmosphere�Temperature���January�+1�+1��Last Victory�February�0�0/-13,5��Last Victory�March�-1�-1/-24,5��Last Victory�April�-2�-2��Prelude to Disaster�May�-2�-21,2��Prelude to Disaster�June�-2�-21,2��Edelweiss�July�-2�-21��Edelweiss�August�-2�-21��Edelweiss�September�-1�-1���October�0�0��Winter Storm�November�+1�+1��Winter Storm�December�+2�+2��Any “Freeze” result is treated as “Cold” instead (even at higher elevations. )

Modified Termperature roll of 0 or  -1 = “Warm”

Temperature modifier becomes -1 on February 15

Temperature modifier becomes -2 on March 15

After Spring Thaw passes,  any “Freeze” result is treated as “Cold” instead (even at higher elevations.) 



�SUPPLY

HQ Supply Radius

HQ Type�Radius1��Operational HQ �6 MPs��German:  Operational HQ �8 MPs��German: Mobile /Leg Division Subordinate HQ �4/2 hexes��Soviet: Corps Subordinate HQ �2 hexes��Note: Recon units may be up to 1 additional hex from its commanding  HQ and still be in command.

1. MP costs counted using Mobile MP costs.

HQ Supply Radius Modifiers

Condition�Effect��Axis: During Light Mud Weather/Light Snow�-1 MP��Axis: During Deep Mud Weather/Deep Snow�-2 MP��Soviet: During Deep Mud Weather/Deep Snow�-1 MP��Supply Mode Effects

Option�Offensive Mode�Defensive Mode�Depleted Mode�Emergency Supply��Exit HQ Command  Radius?�Yes �Pass MC�No�No 1��Enter Enemy ZOC?�Yes �Yes�No�No1��Assault �Yes�Yes�No�No 1��Support �Yes �Yes�No�No 1��Advance After Combat �Yes�Yes2�Yes2�Yes��Special Operations�Yes�Yes�Yes �No��Artillery Missions�Any�Any except Barrage�None3�None��1.       Except for Counterattacks in Offensive/ Defensive Mode       

Must pass MC to exit HQ Communications Radius                                       

Unit/HQs with Heavy AFs may conduct FPF with a strength of 1

Supply Mode Cost

Place in Supply Mode (Round fractions up)�Offensive1�Defensive ��HQ�Command Rating2,4�1/2 Command Rating3��IND Leg Division�1 SPs�½ SPs��IND Mobile Division �2 SPs�1 SPS��Soviet: IND Rifle Brigade �1 SP�½ SPs��Soviet: IND every 3 Regiments�1 SP�½ SPs��1. IND unit already in Defensive Mode may be upgraded to Offensive Mode by paying the difference in SP cost.

2. OCC HQ may not assume Offensive Mode.

3 Round Fractions down.

4. To upgrade from Defensive Mode to Offensive Mode: 1/2 Command Rating, round fractions up. 

Supply Cost

Action�Cost (SPs)��Avoid ISO�+1��

Strategic Supply 

Die Roll�Soviet Supply Points�Axis Supply Points�Condition�Modifier��1 or less�60�45�Light Mud or Light Snow�+1��2�55�40�Deep Mud or Deep Snow�+2��3�50�35��4�45�30��5�40�25��6�35�20��7�30�15��8�25�10��9 or more�20�5���COMMAND AND CONTROL

HQ Command Radius

HQ Type�Radius��Operational HQ �6 MPs1��German:  To Mobile unit �8 MPs��German: Mobile/Leg Division Subordinate HQ �4/2 hexes��Soviet: Corps Subordinate HQ�3 hexes��Note: Recon units may be up to 1 additional hex from its commanding HQ.

Units count using Mobile MP costs.

HQ Command Radius Modifiers

Condition�Effect��Axis: During Light Mud Weather/Light Snow�-1 MPs��Axis: During Deep Mud Weather/Deep Snow�-2 MPs��Soviet: During Deep Mud/Deep Snow�-1 MPs��

Engagement Points	

Condition�Offensive Mode�Defensive Mode�Depleted Mode��HQ in Good Order (Assault/Counterattack)�Full EPs�Full -2 EPs�1 EP only��Disrupted/Routed HQ�0 EP�0 EP�0 EP��Counterattacks Upgraded using Emergency Supply�Full EPs�     N/A�N/A��Units that don't need Command Control or Supply�4 EPs only�4 EPs only�4 EPs only��Independent Units�5 EPs only�3 EPs only�1 EP only��OCC Units�4 EPs only�2 EPs only�1 EP only��Isolated Units�3 EPS only�1 EP only�1 EP only�� Note: If Engagement Group consists of 1 unit or 1 stack, EP’s are halved (round down).

Engagement Point Modifiers

Condition�Offensive Mode�Defensive Mode�Depleted Mode��Axis: Deep Mud/Deep Snow Condition �-2 EPs�-2 EPs�-2 EPs��Soviet: Deep Mud/Deep Snow Condition �-l EPs�-l EPs�-l EPs��



Terrain Effects on Communications Paths

�PRIVATE��Terrain�Leg�Mobile��Minor Rivers�Trace requires higher MP cost. �Trace requires higher MP cost��Major Rivers�Only over a Bridge of some type�Only over a Bridge of some type��Elevation 2�Normal�Only by Major or Minor Road��Elevation 3�Only by Major or Minor Road (Exception: Mountain units trace normally)�Only by Major or Minor Road��Elevation 4�Only by Minor Road or Trail (Exception: Mountain units trace normally)�Prohibited��Elevation 5�Into but not through. Only by Minor Road or Trail�Prohibited��� MOVEMENT

Maneuver Movement Allowance

Side�Leg4�Mot/Mech4�Op HQ2�Sup HQ�Hvy Art�Supply Column��Axis�45 MPs�71 MPs�8 MP�6 MP�4 MP�10 MPs��Soviet�45 MPs�6 MPs�6 MP�4 MP�3 MP3�8 MPs��German Allies 6MPs		4. Recon units +1 MP		

Includes Division/Corps HQ	5. Leg Cavalry 5 MPs 

Rocket Artillery 4 MPs		

Counterattack Movement Allowance

�Counterattack ��Side�Mot.�Mech.�Div/Corps HQ��Axis�2 MP3�2 MP1�2 MP��Soviet�1 MP�1 MP2�1 MP��Heavy Artillery must be in March Mode		

Heavy Artillery 0 MPs	

German Allies 1 MP		

Movement Allowance Modifiers 

Condition�Effect��Unit is OCC�-1��Unit is ISO�-2��Unit is in Defensive/Depleted  Mode�-11��Axis: Mobile Units During Light Mud/Light Snow�-1��Axis: Leg Units During Deep Mud /Deep Snow�-1 ��Axis: Mobile  Units During Deep Mud /Deep Snow�-2 ��Soviet: Mobile Units During Deep Mud/Deep Snow�-1��1.  Mobile units -2 except HQ and Heavy Artillery units	

Movement Point Cost

Condition�Cost��Heavy Artillery Changing Modes�1 MP��Leave Overstacked hex�1 MP��Exiting enemy ZOC�  1 MP2��Infiltration �+ 2 x Highest Enemy ZOC Rating��Disrupted Units Regrouping while Maneuvering�  2 MPs1��Routed units Regrouping while Maneuvering�  3 MPs1��German: Leg Division Concentration�1 MP��1. Must be last remaining MPs		

2. Negated by friendly unit in hex whose ZOC Rating exceeds highest enemy ZOC Rating by at least 2. 

Transport MP Costs

Unit Type�Load 1 SP�Unload 1 SP��All  HQs�0 MP�0 MP��All Supply Columns�1/2 MP�1/2 MP���ZOC

ZOC Rating Modifiers

Category�Condition�Effect��Weather�During Storm Weather	�-1��Organization�Soviet: Top 3 Tank Brigades�Total ZOC Ratings2��Command�Unit is OCC	�-1��Supply�Unit is ISO	�-2���Unit is in Depleted Mode	�-1��Morale�Unit is Disrupted	�-1���Unit is Routed	�-2��Fortifications�Unit is in an Improved Position�No ZOC2��Terrain3�Woods, Broken Woods, Lowlands(Hills), Balka, Town, Minor River, Any  non-Major Road Bridge over Minor River�-11���Forest, Broken Forest, Lowlands Woods (Wooded Hills), City, Highlands, Ridges,  Major Road Bridge over  Major River�-2���Marsh, Major River or Lake Hexside,  Highlands Forest,  Mountain, Any non-Major Road Bridge over Major River�-31��Stream Freeze/Deep Freeze negate the penalty for Minor Rivers and Marshes.

Three tank brigades with ZOC Ratings of 0 project a ZOC Rating of 1 subject to Terrain/Atmosphere effects.

ZOC Ratings are never reduced for Terrain in the hex the unit occupies.



ZOC Effects 

Category�State�Holding In Enemy ZOC2�Enter Enemy ZOC�Regroup in Enemy ZOC��Command�In Command�Y�Y�N���OCC�N�Y�N���ISO�N1�Y�N��Supply Mode�Offensive�Y�Y�N���Defensive�Y�Y�N���Depleted�Y�N�N��Morale�Good Order�Y�Y�N/A���Disrupted�N�N�N���Routed�N�N�N��Recovery�Regrouping�N/A�N/A�N/A���Refitting�N/A�N/A�N/A��1.  May not conduct Holding Operation whether in ZOC or not

2.  Any unit which cannot move must take a step loss instead.





�TERRAIN

Terrain Effects 

���MP Terrain Costs ��Terrain Type 

NA: Not Applicable OT: Use other terrain in hex  P:Prohibited�Elev.

�Stacking Limit�Leg�Mobile��Clear, Burial Mound �0�24�1�1��Woods, Dunes, Salt Pans�0�24�1�2��Forest�0�24�2�3��Marsh�0�24�27�38��Broken, Broken Woods�1�20�1�2��Broken Forest�1�20�2�3��Lowland, Lowland Woods (Hills, Wooded Hills)�2�16�2�3��Highland, Highland Forest�3�8�39�P��Mountain/Summit�4/5�4/3�410/P11�P/P��Ridge, Balka (Depression) hexside�Any�NA�+1�+2��Stream hexside�Any�NA�+0�+11��Minor River hexside6�Any�NA �+12�+23��Major River6, Lake hexside�Any�NA �+24�P5��Major Road�0 to 2/3/4�OT�½/1/1�½/1/P��Minor Road�0 to 2/3/4�OT�1/2/2�1/2/P��Good/Bad Trail�Any�OT�2/3�P��Village, Town�Any�OT�1�2��City�Any�OT�2�3��Airfield, Rail Line, Rail Depot, Oil Well, Port, Pipeline�Any �OT�OT12�OT��Fire hex�Any�OT�+2�+2��Any bridge will negate this penalty. 

Any bridge will negate this penalty. Stream Freeze/Deep Freeze will negate this penalty.

Major Road Bridge will negate this penalty. Any other  bridge will reduce penalty to +1. Stream Freeze/Deep Freeze will reduce this penalty to +1.

Requires Crossing Arrow. Any bridge will reduce this penalty to +1.

Major Road Bridge will reduce this penalty to +1. Any other bridge will reduce this penalty to +2.

Spring Thaw increases penalty  for crossing unbridged river hexsides by +1 for leg units and +2 for mobile units.

Stream Freeze/Deep Freeze will negate  this penalty.

Stream Freeze/Deep Freeze will reduce  this penalty to +2.

Jaeger/Mountain Leg: 2 MP.

Jaeger/Mountain Leg: 3 MP.

Jaeger/Mountain Leg:4 MP.

Broken down German Security divsions can move along railroad tracks at ½ MP per hex.



�EFFECTIVENESS/MORALE

Effectiveness Modifiers

Condition�Effect��Unit with Circled ER (when defending only)�+1��Unit is ISO�-2��Unit is Disrupted�-2��Unit is Routed�-4��Attacking in Defensive Mode�-2 ��Defending in Depleted Mode�-1 ��Regrouping�-22��Refitting�-23��Attack across Major River4�-2 ��Mobile units attacking/defending Lowlands/Lowlands Woods�-11��Mobile units attacking into Salt Pan�-1��Attacking or Defending at Elevation 3 or greater�-1��Axis: Clear and Warm Weather�+1��Axis: Deep Freeze Temperature�-1��Axis: Leg Unit in Fortification�+1 ��German Allied: Units under command of German Superior HQ�+1��Soviet Cavalry: Deep Freeze Temperature�-1��Penalty  applies regardless of the presence of a road

Ignore if Disrupted 

Ignore if Disrupted or Routed

Leg Units require Crossing Arrow. Mobile Units may only attack over a bridge



Morale Modifiers

Condition�Effect��Circled ER when defending�+1��Unit is Disrupted�-2��Unit is Routed�-4��Unit retreated across Major River bridged hexside (at conclusion of retreat)�-2��Leg Unit in Fortification1 �+1��Axis Leg:  Clear and Mild/Warm Weather�+1��Axis Leg:  Freezing, Stream Freeze, Deep Freeze  Temperature�-1��German Allied: Units under command of German Superior HQ�+1��German Allied: Unit stacked with German Combat unit�+1��Soviet: Unit is ISO�-1��Soviet: Regrouping while adjacent to a enemy unit across an unbridged Major River hexside�+12��Soviet AT Brigades may enter

+2 if stacked with any Combat or HQ unit in good order



�ARTILLERY

Artillery Missions

AF Type�Barrage�Counterbarrage�Close Support�Final Protective Fire��Light�Units in Range of Target Units�Not Allowed�Units Assaulting/non-AC units stacked with them�Target Units��Heavy�Units in Range of Target Units�Units in Range of Friendly Target Unit or Enemy Barraging Units�Units within Range of Target units1�Target /Adjacent units1��Supply Mode�Off�Off/Def�Off/Def�Off/Def2��HA Supply Mode Reduction3 �Yes�Yes�Yes�No��Command Control�In Command�In Command�Any�Any��Morale4�Good Order�Good Order�Good Order �Good Order��1.  Halved rounded down.

2.   Units and HQ with Heavy Artillery in Depleted Supply Mode may conduct FPF in their own defense with 1 AF.

3.   Heavy Artillery units only

4.   Units not in Good Order may not have Friendly units conduct Artillery Missions for them.

Barrage Results 

Adjusted

Die Roll�1�2�3�4�5�6�7�8�9�10�11�12+��1 or less��������M�M�M�M1�M1��2�������M�M�M1�M1�M2�D��3������M�M�M1�M2�M2�D�D��4����M�M�M1�M1�M2�D�D�D�D��5��M�M�M�D�D�D�D�D�D�1�1��6�M�M�D�D�D�D�D�D�D�1�1�1��The following results are possible for Barrage and Counterbarrage Mis�sions:

- : Miss. No Effect.

M: Morale Check.  All Combat and Transport in the target hex must make a MC. If they fail they imme�diately Disrupt. Other�wise, No Effect. HQ units automatically Disrupt (they always fail MCs). Installations are unaffected by this result.

M1, M2: Modified Morale Check.  All Combat and Transport units in the target hex are required to make a MC. Subtract the number to the right of the "M" result from their MR when making the die roll. If they fail they immediately Disrupt. Other�wise, No Effect. HQ units automatically Disrupt (they always fail MCs). Installations are unaffected by this result.

D: Disruption. All ground units in the target hex automatically Disrupt without a MC. Supply Dumps lose 1 SP.

1:  Step Loss. One ground unit in the target hex of the defender's choice loses one Step and then Disrupts. All other ground units in the hex Disrupt. Supply Dumps lose 2 SPs. 

Barrage Results Modifiers  

Condition (All modifiers are cumulative)�Modifier��Defender in Field Works�-1��Defender in Town �-1��Defender in City �-2��Target contains Armor Unit�-1��Soviet: Defender in Fortifications�-1��Artillery Factor Type

Range�Type�AF Counter Display�Range��Short�Light/Heavy�Unboxed/Triangled�1��Long�Light/Heavy �Circled/Boxed�2��Weather Effects on Artillery 

Condition�Effect��Mist/Rain�1 hex range max ��Storm �FPF/CS�Barrage/ Counterbarrage���1 hex range max 1�Prohibited��1.  Only if stacked with defending/attacking unit�COMBAT 

Combat Results Table

�

ODDS�������������Adjusted 

Die Roll�1-3�1-2�1-1�2-1�3-1�4-1�5-1�6-1�7-1�8-1�9-1�MAX��-2 

or less�R2DcL2

-�R2DcL1

-�R1DcL1

-�R2Dc

-�R1Dc

-�RcD

-�Rc

-�Rc

-�-

C�OcL1

OcL1�-

Oc�-

RcD��-1�R2DcL1

-�R1DcL1

-�R2Dc

-�R1Dc

-�RcD

-�Rc

-�Rc

-�-

C�OcL1

OcL1�-

Oc�-

RcD�-

RcD��0�R1DcL1

-�R2Dc

-�R1Dc

-�RcD

-�Rc

-�Rc

-�-

C�OcL1

OcL1�-

Oc�-

RcD�-

RcD�-

R1Dc��1�R2Dc

-�R1Dc

-�RcD

-�RcD

-�Rc

-�-

C�OcL1

OcL1�-

Oc�-

RcD�-

RcD�-

R1Dc�-

R2Dc��2�R1Dc

-�RcD

-�RcD

-�Rc

-�-

C�OcL1

OcL1�-

Oc�-

Oc�-

RcD�-

R1Dc�-

R2Dc�-

R2Dc��3�RcD

-�RcD

-�Rc

-�-

C�OcL1

OcL1�

Oc�

Oc�

RcD�

R1Dc�

R2Dc�

R2Dc�

R1DcL1��4�RcD

-�Rc

-�-

C�OcL1

OcL1�-

Oc�-

Oc�-

RcD�-

R1Dc�-

R2Dc�-

R2Dc�-

R1DcL1�-

R2DcL1��5�Rc

-�-

C�OcL1

OcL1�-

C�-

Oc�-

RcD�-

R1Dc�-

R1Dc�-

R2Dc�-

R1DcL1�-

R2DcL1�-

R2DcL1��6�-

C�OcL1

OcL1�-

C�-

Oc�-

RcD�-

R1Dc�-

R1Dc�-

R2Dc�-

R1DcL1�-

R2DcL1�-

R2DcL1�-

R2DcL2��7�OcL1

OcL1�-

C�-

Oc�-

RcD�-

R1Dc�-

R1Dc�-

R2Dc�-

R1DcL1�-

R1DcL1�-

R2DcL1�-

R2DcL2�-

R3DcL2��8�-

C�-

Oc�-

RcD�-

R1Dc�-

R1Dc�-

R2Dc�-

R1DcL1�-

R1DcL1�-

R2DcL1�-

R2DcL2�-

R3DcL2�-

R3DcL2��9�-

Oc�-

Oc�-

RcD�-

R1Dc�-

R2Dc�-

R1DcL1�-

R1DcL1�-

R2DcL1�-

R2DcL1�-

R3DcL2�-

R3DcL2�-

R2DcL3��10�-

Oc�-

RcD�-

R1Dc�-

R2Dc�-

R1DcL1�-

R1DcL1�-

R2DcL1�-

R2DcL1�-

R2DcL2�-

R3DcL2�-

R2DcL3�-

R2DcL3��11�-

RcD�-

RcD�-

R2Dc�-

R1DcL1�-

R1DcL1�-

R2DcL1�-

R2DcL1�-

R2DcL2�-

R2DcL2�-

R2DcL3�-

R2DcL3�-

R3DcL3��12

or more�-

RcD�-

R1Dc�-

R1DcL1�-

R1DcL1�-

R2DcL1�-

R2DcL1�-

R2DcL2�-

R2DcL2�-

R2DcL3�-

R2DcL3�-

R3DcL3�-

R3DcL3��Top Number is Attacker result. Bottom Number is Defender result.

E = Elimination 	D = Disruption 		C = Counterattack 

Dc = Disruption Check - Make MC: if pass hold position; if fail Disrupt

Rc = Retreat Check - Make MC: if pass hold position; if fail Retreat 1 hex (no MC). 

Oc = Outcome Check - Make MC: if pass hold position; if fail, Retreat 1 hex (no MC) or Disrupt. Attacker decides first. 

Ln = Loss n steps. If both Attacker and Defender would be eliminated by L1/L1 result, ignore Step Loss.	

Rn = Retreat n hexes, Make MC

Note: Remnants which suffer Disruption are eliminated instead.

Combat Factor Modifiers

Condition�Modifier��ISO units in every combat after the first�Printed ZOC Rating��German: 3 Step division Per Step Loss�-1/3 rounded up��German: 2 Step division Per Step Loss�- ½ rounded up��Soviet: AT Brigades defending against  German Heavy Armor�½ rounded down��Armor Bonus Modifiers

Condition�Effect��Depleted Mode�1/2��Attack across Major River (only allowed over bridge)�1/2��AT in Good Order defending against attacking mobile units �1/2��Fail EC�1/2��Armor Bonus is rounded down when halved

Tank Armor Bonus minimum +1 modifier 

Mech Armor Bonus minimum 0 modifier

�Combat Results Modifiers

Category�Category�Condition             Note: All modifiers are cumulative�DRM��Attacker�Armor�Each unit's Armor Bonus�+N1���Unit Type�Each Elite unit Assaulting�+1����Each Engineer unit vs. a City or Town�+1���Artillery�Each AF on Close Support 3�+1���Elevation�Attacking from higher elevation�+1����German: Mountain units in Elevation 3 or higher�+1����German: Jaeger units in Elevation 2 or 3�+1���Integrity�German: All units of a Mobile division stacked together conducting Assault Option�+1����Soviet:  Each 3 Tank brigades attacking together (Concentration)�+1��Defender�Armor�Each unit's Armor Bonus�-N1���Unit Type�Each Elite unit defending�-1����Each Engineer unit defending in a City or Town�-1����Deployed Heavy Artillery2 defending against Mobile units�-1����AA units defending against Mobile units�-1����AT units defending against Mobile units�-14����German: Mobile Division  HQs with AFs defending against Enemy Mobile units �-1����German: Infantry Division with Jagdpanzers defending against Enemy Mobile units �-1���Artillery�Each AF on Final Protective Fire3�-1���Fortifications�In Field Works�-2����In Fortification�-1���Elevation�Mountain units in Elevation 3 or higher�-1����Defending in higher elevation �-1����German: Jaeger units in Elevation 2 or 3�-1���Integrity�Soviet: Each 3 Tank brigades defending (Concentration)�-1��Halved if fail EC (round down): Tank minimum bonus=1, Mechanized minimum bonus=0

Does not apply to Rocket Artillery Units

Heavy AFs are halved (round down) 

Soviet: -2 if AT unit is stacked with leg unit, -3 if AT unit is stacked with leg unit in improved position. Attacks by German Heavy Armor  halves modifier (round down)

Terrain Effects on Combat

Terrain�Column Shifts2�Max Attack/Support

per hexside��Dunes, Woods, Broken, Broken Woods, Village, Salt Pan�-1� ��Minor River1�-1�18 PCFs /ZOC Ratings��Forest, Broken Forest, Lowlands (Hills), Lowlands Woods (Wooded Hills)� -2� ��Marsh1,  Balka, Town�-2���City, Lake Hexside, Highland, Highland Forest, Mountain3, Ridge, Summit3� -3� ��Major River�-3�12 PCFs/ZOC Ratings ��1.  Stream Freeze/Deep Freeze do not effect column shifts for Minor Rivers or Marsh.

2.    Column shift only applies to hexside terrain obstacles if all units are attacking across such obstacles.

3.    Only Mountain/Jaeger units may attack into these Elevations.

Engagement Option Costs 

Option�Cost per Stack��Maneuver Before Combat�1��Maneuver After Combat�2��Maneuver After  Support       �2��Assault�2��Support�1��Advance After Combat�0��Note: If stacks combine, remaining EP’s are halved rounded down.


