Anzio Player Aid Chart

Terrain movement point cost

Plain terrain: 1mp

All rough terrain: 2mp

High Apennine or swamp: All mp

Major road: ½ mp

Minor road: 1mp

*Note in order for a unit to get the movement point cost of a road that road must be in the hex side crossed.

Rivers: A unit may not cross a river in the same turn during movement. A unit must stop ending its phase and may cross the river when it is the units movement turn. Note: If a unit is engaged by an enemy unit in combat from the other side of the river and can advance due to combat across the river it may do so.

Weather effects on movement

Mud changes movement mp

2mp’s for any hex-side with plain terrain

4mp’s for any hex-side with rough/high Apennine terrain

Note retreats are not effected by weather effects on terrain

Strategic movement

Units of both sides that do not begin their turn in an enemy ZOC may utilize strategic movement. A unit has its movement points doubled for strategic movement. Note: Allied units disembarking may not utilize strategic movement.

Stacking

Either player may place up to 8 stacking points on any hex regardless of terrain.

Terrain effects on combat
The defense factor of a unit is doubled on a mountain hex, even if the attacker is on a mountain attack too

The defense factor of a unit is doubled if all of its attackers on river hexes. Note this advantage is lost if one attacker is not on a river hex. Also bridges do not negate the doubling of effect of rivers. Again if the attacker and defender are on the same side of the river there is no doubling of the defensive factor.

If the defender is on a mountain hex and all of the attackers are one a river hex then its defense factor is tripled.

The attack factor of a unit is halved if the hex side is High Apennine.

Replacements

Allies get 2 replacements per week in Sicily

Replacements have value of 1 stacking point

For a unit to take replacements there must be at least two intervening hexes from any enemy unit

Allied Replacements have no defensive factor and project no ZOC

German replacements have a defensive factor of 1 and project a ZOC

Invasion/Beachheads

Initial lift (IL), Build-Up (BU), Capacity (CAP) numbers refer to stacking points

During the initial lift (IL) all invading units have 3mp’s. Mud does not effect this initial movement.

The first hex ashore costs 1mp. After this mp’s are as follows:

1mp for a hex-side with plain terrain

2mp’s for a hex side with rough terrain

1mp for a hex side traversed by a minor/major road

*Note IL units are not allowed to cross a swamp or high Apennine hex-side

**Note if an IL unit should obtain additional movement due to combat it is allowed to make the movement even if it should cross a swamp/high Apennine hex-side. This additional movement due to combat is affected by mud.

***Note build up points can be accumulated from one turn (never more) to the next (no more then double the original BU number) providing that the units do not exceed the CAP (supply) of beachhead/port. 

Second Invasion

The invasion zones are the same as Sept. II with the addition of the Rome zone.

Only 75% of the indicated Initial Lift (IL) is permitted for second invasion.

Units for the second invasion must start at Sicily, Messiana, or Taranto, and or any activated port or beachhead. These invasion forces movement out to sea are subject to build up limits.

Sea Movement

Units during sea movement may not use strategic movement.

Part from initial luft units; there is no movement loss. A unit can move to the port, move by sea to another port and move inland and even fight provided it has the mp’s to do so.

Mp cost for the first land hex entered is 1 mp regardless of weather or terrain, since it is a port.

Units exiting a port are limited only by the BU of that port. EXP. 8 stacking points worth of units could exit a port with an 8 BU and in the same turn 8 stacking points of units could enter. If the Allies exceed this limit then the units over the limit are considered to be in an evacuation.

Evacuation

An evacuation start from any beach hex in or out of a German ZOC, without a port counter. Alternatively, it may be from any friendly port/beachhead, with port counters, in a German ZOC. A port city without a port counter (Napoli, Ancona) is treated as a beach for evacuation.

An evacuation can occur at 3 different times

a.) Allied movement phase

b.) Allied combat phase should these units have to fight or retreat to reach the beach. Allies must take casualties before evacuating.

c.) German combat phase, should the Allies defend on a hex from which they could evacuate, or be forced back to one, in this case the only destination for the evacuating units would be Sicily. The Allied player may evacuate the units upon reaching a hex from which evacuation is allowed. This temporarily interrupts the German turn.

d.) Evacuating Units must first suffer any combat losses. 

e.) All units are or become inverted counters as a result of an evacuation. Units that cannot be used as inverted counters cannot be evacuated. 

Isolation & Supply
Units may trace supply through unfriendly hexes so long as that hex does not contain an enemy unit or ZOC.

Isolated units are destroyed after two consecutive turns of isolation.

Allied units may use any port/beachhead for supply so long as it is within that port/beachheads CAP.

Initial Lift Units do not need supply their first turn.

If an Allied unit is isolated it must either be given a new supply point or withdrawn to Sicily. If neither takes place the unit is destroyed.

Inverted Counters

Inverted counters have no attack factor

Inverted counters project no ZOC

Inverted counters are not allowed to enter an enemy ZOC

Inverted counters are not allowed to remain in an enemy ZOC unless with friendly units with a defense factor. Note: if an inverted counter is created in an attacking stack that unit has the option of retreating or not. 

Enemy units, with a ZOC, moving next to it destroy inverted counters. Note the enemy unit does not have to stop it movement (regular or strategic mov.)

Allied units can invade through an inverted counter thereby destroying it.

Breakthrough

If the defender loses more steps then it has those extra steps are converted to mp’s. For every excess step there are 2 mp’s. These mp’s are given to the attacking units. Note this extra movement is in addition to the one hex advance into the defenders vacated hex. 

Breakthrough movement is resolved before moving on to the next combat.

Breakthrough movement does not result from the destruction of allied replacement counters, or inverted counters. 

1mp to cross hex-side into a major or minor road when using Breakthrough movement.

8mps needed to cross a high Apennine hex-side.

Weather effects apply to breakthrough movement.

No strategic movement is allowed.

This process could be repeated an infinite amount of times so long as additional combat keeps developing and breakthrough results are achieved. 

Second Combat 

After a battle in which the defender is destroyed, or retreats, the victorious attackers in that battle may elect to:

a.) not advance which means they may not fight again that turn

b.) Advance into an enemy ZOC but not attack

c.) Advance into an enemy ZOC and attack

Note: All advances must be resolved before moving on to the next first round of combats. Also the decision to fight in a second round of combat need not be made until all 1st round combats resolved.

Air Superiority

Pisa, Foggia, Napoli, and each of the 3 Roma hexes are considered major air bases

Until the allies make friendly any 1 of these hexes allied air does not extend beyond the lower map fold.

Axis units north of this fold attack 1 column on the CRT even if attacking allied units partially or just over this fold.

This German advantage is lost one turn after the Allies capture a major air base

Starting on the OCT.II, even if they have not captured an air base, the Allies get air superiority over all hexes west of and including column M. If the Germans still have air superiority over the north side of the fold they can still use the air superiority west of column M. 

Supporting Fire (Air & Naval)

There are 7 naval or air unit counters, 4 Allied and 3 German. These are the counters with 1 on them.

Supporting fire can be used on attack and defense

Naval Guns-Allies

The Allies are allowed one combat factor (from naval forces) per turn except on turn when they invade.

On the attack naval support can be used against an Axis unit must be near the coastline. The attacker need not be near the coastline.

Only allied units on the coastline may make use of naval supporting fire on the defense. The attacking Axis unit may not be near the coastline.

The Allies may not benefit from naval fire during invasion turns.

Tactical Air Support
The Allies get 3 combat factors from air support throughout the game.

Until the capture of a major airbase the Allies are limited in where they can use their air support (see air superiority).

The Germans may allocate 1 air factor defensively as part of their initial placement, before the allies invade.

On there half (the Germans) of the Sept. II invasion turn, the Germans get 3 air factors. As usual they maybe used in attacks or defensive actions. 

The Germans get 2 air factors after the second invasion and 1 per turn for the rest of 1943.

Neither player may use air factors during a mud turn. Therefore, the Germans cannot save air factors for defensive use during a mud turn.

Allied Air & Naval Interdiction

At the end of the player turn any unused naval or air factors may be used for interdiction on the next German player turn.

The number of factors to interdict a unit depends on the size of the German unit. One factor for each German stacking factor. Exp. 3 factors to interdict a panzer division and 1 factor for a brigade.

The Allied player indicates which units he will attempt to interdict and roll the d6.

1,2-German units not allowed strategic movement not allowed. Unit has only ½ its mp’s.

3,4-No strategic movement allowed, no other effects

5,6-No effect  

Interdiction maybe used against a bridge hex. Roll a d6 for result of interdiction

1,2,3-Any and all Germans passing through bridge hex-side may not use any strategic movement there is no other effect.

4,5,6-No effect

Allies may attempt air interdiction outside of their air superiority zones. Naval interdiction is possible only against a unit on a coast, beach, or port hex.

Armor

Armor units attacking through hex-side, which has rough terrain the attack factor, is reduced by 1.

Armor attacking through a hex-side, which has High Apennine; see the attack factor reduced by 1 then halved.

If armor is involved in breakthrough movement bonus, after using as much of the bonus as desired, then only the armor units may move 1 additional hex. (See below)

-In good weather, the hex-side traversed must contain either a road or plain terrain.

-In a mud turn it must be movement to a minor/major road or 1 hex bonus movement is not allowed.

-For the Axis units this governs pure panzer and parachute units. For the allies the units affected are armor, armored infantry, and armored engineers.

Commandos

As part of an invasion, they can land on any type terrain, on the same coast (West or east) against which the main invasion is directed.

No invasions are allowed north of the middle map fold, even as part of the second invasion. (Basic game) exception a Commando unit may land in any of the Rome hexes on the second invasion

Commandos do count against the initial luft of the invasion.

Commandos have 4 movement factors not the usual 3.

Commandos do not require supply

Commandos may make raids but not north of the middle fold

On any non invasion turn 1 commando unit can invade one permissible hex

A commando may open a port and is subject to the usual rules

Forts

Forts maybe built during the each of the first 3 German player turns of Oct., Nov., and Dec. for a total of 9 forts.

Forts are built in the movement phase on any hex which is not in an allied ZOC and which has been friendly since the end of the preceding allied turn.

Forts may not be built on major city hexes.

A German unit does not have to be in a hex where a fort is being constructed.

German units defending from a fort do not have to retreat.

 Forts to not protect units from a ZOC.

When a German unit from a fort attacks the allied defending unit receives no terrain benefits.

German units in a fort do not suffer double casualties.

If an attack involves units from another hex (other Axis units) then all fort advantages are lost.

Allied Units not US or British

If an allied stack contains units from different nationalities then the stacking limit is 7 points.

During the first turn these units enter the map-board they count double against build up. This does not apply to Taranto, and Messina. 

Mountain Units

Movement for mountain units:

1mp to traverse a hex side with plain or rough terrain

2mp for the above during a mud turn

½ all movement points to traverse an all High Apennine hex side

· Even if an Axis mountain unit has its movement reduced because of Allied air interdiction it would still pay half of the remaining movement points to traverse an all High Apennine hex side.

· For breakthrough movement a mountain unit needs at least 4mp to cross an all-High Apennine hex side and 8 to cross two hex sides with High Apennine.

· When retreating mountain units may cross High Apennine hex sides at will subject to the 1-2 hexes for retreat

· Mountain units attack at normal attack factors through High Apennine hex sides. 

