KRIM


Game Diary

	Month
	Turn
	Event
	Rules Ref

	1
	1
	Soviets cannot end move in row N
	15.1

	
	
	All units Tactically Supplied
	15.2

	
	
	Soviets cannot Attack or Barrage
	15.4

	
	
	All units operationally supplied
	15.2

	
	
	No operational transfer
	15.3

	
	2
	Soviets cannot Attack or Barrage
	15.4

	
	
	All units operationally supplied
	15.2

	
	
	No operational transfer
	15.3

	
	3
	All units operationally supplied
	15.2

	
	
	No operational transfer
	15.3

	
	
	Soviet black Sea fleet available
	13.11

	2
	End
	Soviet victory if Sevastopol not under siege
	17.2

	3
	1
	Soviet Mandatory Attacks begin
	15.5

	5
	
	German AG battalion become Full Strength
	6.1

	6
	
	German Replacements - 2 Mech steps
	6.1

	
	
	Last turn for Soviet Paratroops’ drop
	14.4

	
	
	Soviet Mandatory attacks end
	15.5

	7
	1
	German Replacements - 2 Mech steps, 3 non mech steps. 2 non mech. Romanians replaced
	6.1

	
	End
	All but 1 Soviet unit in QRB destroyed and Soviet looses Sea Movement capacity (except emergency combat support)
	6.3, 10.1 & 10.3

	8
	1
	Withdraw 22nd Pz Div
	6.4


Supply source summary



Weather Summary
	Location
	German

Operational
	German

Tactical
	Soviet Operational
	Soviet

Tactical
	
	Mud
	Frost

	Dzhankoi N13
	x
	x
	
	
	
	No MAs
	Ma in 

	Sevastapol B6
	x
	x
	x
	x
	
	
	Swamps

	Feodosia G20
	
	x
	x
	x
	
	+1 to 
	Kerch mvmt 

	Sudak E17
	
	x
	
	x
	
	Cross
	can

	Alushta C13
	
	x
	
	x
	
	Rivers
	continue

	Yalta A12
	
	x
	
	x
	
	
	

	Evapatoria I6
	
	x
	
	x
	
	
	

	Kerch J25
	
	
	x
	x
	
	
	


Barrage Table
	
	Artillery Strength Points Firing
	

	Die Roll
	Black Sea Fleet 1&2
	3&4
	5&6
	7&8
	9&10
	Modifiers

	1
	H
	H
	H
	H
	H
	-1 each 2 Artillery points

	2
	-
	H
	H
	H
	H
	above 10 firing

	3
	-
	-
	H
	H
	H
	+1 Entrenchment or large

	4
	-
	-
	-
	H
	H
	town

	5
	-
	-
	-
	-
	H
	+2 Fortification or

	6
	-
	-
	-
	-
	-
	Sevastopol


