Combat Results Table (2 Dice)

Defender’s Terrain


     
  Combat Odds
Hill
1:2
1:1
2:1
3:1
4:1
5:1
6:1
8:1
10:1
12:1
14:1

Swamp, Night
1:3
1:2
1:1
2:1
3:1
4:1
5:1
6:1
8:1
10:1
12:1

Rough, Woods, City
1:4
1:3
1:2
1:1
2:1
3:1
4:1
6:1
8:1
10:1
12:1

Clear
1:5
1:4
1:3
1:2
1:1
2:1
3:1
4:1
6:1
8:1
10:1

Dice Roll

2
2d/1
1d/2
1/2
1/2
3Z/-
1d/2
3Z/-
2d/1
2d/1
1d/2
1/2

3
6Z/-
2d/1
4Z/-
2d/-
2d/-
1d/1
1/2
2d/1
1/4d
-/2
1/2

4
4Z/-
4Z/-
3Z/-
1d/2
2d/1
1/2
2d/-
2d/1
1/2
-/4d
-/4d

5
3Z/-
2d/-
3Z/-
3Z/-
1d/2
-/1
2d/1
1/2
-/3d
1/2
-/5Z

6
3Z/-
3Z/-
2d/-
2d/1
2d/1
2d/1
1d/2
-/2
-/3d
-/3
-/4d

7
2d/-
3Z/-
2d/1
2d/-
2d/1
2d/1
-/2
-/4d
-/2
-/4d
-/3

8
3Z/-
3Z/-
2d/-
3Z/-
3Z/-
2d/-
1/2
-/3d
-/3
-/3d
-/5Z

9
3Z/-
2d/-
3Z/-
2d/1
2d/-
1d/2
-/3d
-/3
-/5Z
-/5Z
-/2

10
2d/1
2d/1
2d/1
2d/1
1/2
3Z/-
2d/1
1d/2
1/2
-/5Z
-/4d

11
5Z/-
2d/1
1d/2
2d/1
-/2
-/3d
-/4d
1/2
1d/2
-/2
-/2

12
3Z/-
5Z/-
5Z/-
-/2
-/3
2d/1
1/2
1/5Z
2d/1
2d/1
-/3d

Modifiers to final odds (not column):

German Integrity: Decrease by up to one for defender and Increase by up to two for attacker.

Armor Quality: Increase by up to 3 for attacker, decrease by up to 1 for defender.

Morale: Increase by up 3 for attacker, decrease by up to two for defender.

Surprise: Increase by up to 1 (AM and Night turns only).

Envelopment: Increase by one.

Engineers attacking city: Increase by one.

Leaders: Increase by one.

Massed Armor: Increase by one.

Soviet Mixed Formation Attack: decrease by one.

Results:

#/# Attacker’s casualty result/defender’s casualty result.

d Units disrupted in addition to any other result.

D Units demoralized in addition to any other result.

One-half of result must be taken as step losses. Attacker rounds fraction up; defender rounds fraction down. The remainder is the number of hexes must retreat.

Bombardment Table (2 dice)

Target Hex Stacking (Round fractions down to min. 1 bn)
Bombardment Value
5 bn +
-
-
2
4
6
8
12
16
20
25
30+

4 bn
-
2
4
6
8
12
16
20
25
30
40+

3 bn
2
4
6
8
12
16
20
25
30
40
55+

2 bn
4
6
8
12
16
20
25
30
40
55
75+

1 bn or less
6
8
12
16
20
25
30
40
55
75
100+

Dice Roll

2
x
d
d
d
d
Z
Z1
Z1
Z1
Z2
Z2

3
x
x
d
d
d
d
d
Z1
Z1
Z1
Z1

4
x
x
x
x
d
d
d
d
d
Z
Z

5
x
x
x
x
x
d
d
d
d
d
d

6
x
x
x
x
x
x
x
x
x
d
d

7
x
x
x
x
x
x
x
x
x
x
x

8
x
x
x
x
x
x
x
x
x
x
d

9
x
x
x
x
x
x
x
d
d
d
d

10
x
x
x
x
x
x
d
d
d
d
Z1

11
x
x
x
d
d
d
d
d
Z1
Z1
Z1

12
d
d
d
d
Z
Z1
Z1
Z1
Z2
Z2
Z2

Modifier to the column:

Decrease by one: if target hex is not adjacent to friendly units.

Decrease by one: if target hex contains improved position (no benefit tank)

Decrease by one: if target is tank (for that unit only).

Decrease by two: if target hex is town/city.

Increase by one: if target hex contains artillery units (for that unit only)

Results:

x = No effect

d = Disrupted. If already disrupted, demoralized.

Z# = Demoralized, and number of steps lost (owning player’s choice).

No more than half of total step in hex may be destroyed in a single bombardment phase.
Spotting: 1 (alwais) or 2 hexes (not in/through Town/City and Woods hexes or during night game-turns)

Zone of Control(
· A unit or units with a total printed attack strength of 3 or more stacked together.

· Unlimbered artillery units with ammunition.

· Artillery units may limber, but may not unlimber in an enemy ZOC.

1. ZOC do not extend across Dnepr River hexsides (even if a bridgehead is in place).


Movement


Terrain Type�
Foot�
Mot�
Mech�
Combat Effects�
�
Clear�
2/1�
2/1�
2/1�
�
�
Woods�
2�
3�
2�
Artillery Halved�
�
Rough�
2�
3/2�
2�
�
�
Hill�
2�
5/3�
4/3�
�
�
Swamp�
4/3�
H+1�
H+1�
�
�
Stream�
+1�
+3�
+3�
�
�
Lake, River�
+3�
P@�
P�
Units attacking across HALVED�
�
Dnepr River�
P@�
P@�
P@�
Units attacking across QUARTERED


No ZOC across�
�
Road�
2/1�
2/0,5�
2/1�
�
�
Highway�
1/0.66�
1/0.33�
1/0,5�
Kanev Bridge: Treat as Highway across opposite adjacent hexsides�
�
City, Town�
1�
1�
1�
Defender Doubled�
�
Improved Position�
-�
-�
-�
Defender x 1,5 (R.U.) 


NE for Tank or in City/Town�
�
Fortification�
-�
-�
-�
Defender Doubled�
�
Enter ZOC(�
+2�
+3�
+2�
�
�
Exit ZOC�
+2�
+3�
+1�
�
�
Single one hex movement allowed.


#/# = tactical movement/strategic movement MP cost to enter hex.





P	Prohibited


R.U.	Round Up


@	See the Dnepr River Crossing Table


H+1	Half of the moving unit’s Movement Allowance plus 1 MP


( 	A unit may attempt to move from one hex in an enemy ZOC to another in enemy ZOC if it begin the turn in a ZOC and if it has sufficient MPs. Consult the Infiltration Table. Soviet anti-tank companies may alwais attempt infiltration movement.


Strategic Movement


May not pass within two hexes of an enemy ground unit or enter an enemy-contolled hex.


May not perform engineer activity or partecipate in combat during the subsequent combat phase (artillery may limber or unlimber and provide support).


May only enter hexes that were friendly controlled at the beginning of the movement phase.


German units may not search for dispersed Soviet paratroopers. They may enter a hex containing a dispersed parachute unit, however.


Stacking


3 BTG + 1 HQ*  (Max.5 units + 1 HQ*)�
�
*Any additional HQs are trated as company-sized units.





Soviet Cavalry regiment �
1 Battalion.�
�
Soviet artillery regiment and brigade�
1 Battalion (2 Battalions for ammunition resupply).�
�
3 Companies = 1 Battalion.


Units may retreat in excess of stacking limits.


Units in excess of the stacking limits (attacker choice) do not add their strenght in defense and may not be used to satisfy combat losses. If forced to retreat again, each unit in excess loses 1 step in addition to any other losses. 


Supply


German units = 12 hexes to any German HQ�
German HQ = unlimited lenght to a road which leads off the western or southern edge of the map�
�
Indipendent Soviet units = 4 or 7 hexes to any formation HQ 


Soviet units part of a formation = 4 or 7 hexes to their formation HQ


Soviet parachute and glider units are alwais supply�
Soviet HQ = unlimited lenght to a road which leads off the eastern or northern edge of the map�
�



A friendly unit negates enemy ZOCs in its hex for supply purposes.


Supply paths may only cross the Dnepr River at bridgehead counters.








Supply Status�
Movement Effects�
Combat Effects�
�
Out of Supply�
Mot and Mech units –2 MPs�
Attack strenght –1 (never less than 1)�
�
Isolation�
Foot units –1 MP


Mot and Mech units –4 MPs�
Attack and defense strenght halved individually (round up).


Morale –1 (never less than 0)


Armor value –2 (never less than 0)


Anti-tank value –1 (never less than 0)�
�



Out of Supply:   A unit which cannot trace a supply path during the Status Phase.


Isolation:     -      A unsupplied motorized or mechanized unit which expend more than half its MPs.


Any unsupplied unit which attack during combat.


All unsupplied defenders following combat (not bombardment) on a roll of 1-3.





Disruption and Demoralization


Unit status�
Movement Effects�
Combat Effects�
Other Effects�
�
Disrupted�
�
Battalions and Regiments attack and offensive support strenghts –1 (never less than 2)�
May not absorb replacements.�
�
Demoralized�
Foot units –2 MPs





½ MPs (r.u.) at night�
Attack and defense strenght halved individually (round up)�
May not absorb replacements





Additional demoralization loses one step





May not perform any engineering functions�
�
�
�
Artillery units may not support/bombard�
�
�
�
�
Morale –1 (never less than 0)�
�
�
�
Mot and Mech units –4 MPs





½ MPs (r.u.) at night�
Armor value –2 (never less than 0)�
�
�
�
�
Anti-tank value –1 (never less than 0)�
�
�
�
�
No integrity modifiers�
�
�
Recovery:    May not move or attack for an entire friendly player-turn.


Units not adjacent to an enemy unit recover at the end of the player turn.


At the end of the combat phase roll one die for each disrupted or demoralized unit adjacent to an enemy unit.


If the result is less than the unit’s current morale, a disrupted unit recover and a demoralized unt become


       disrupted. 





Replacements


Romanian replacement: 1 die roll on the Table (when scheduled)


Combat unit�
Conditions�
�
Infantry (foot, motorized and mechanized)


Engineer


Tank, recon and anti-tank (same type and armor or AT vale)


May rebuilt only Eliminated Tank, Recon or AT companies. Place them in a friendly hex at least 5 hexes from any enemy unit.�
At least 3 hexes from an enemy unit.


The step absorbed is the only taken by the battalion’s formation during the Initial Segment.


The unit may not move during the subsequent AM turn.


The unit is not disrupted or demoralized.�
�
Artillery


Artillery function�
Expend ammunitions�
Effects�
�
Offensive Support�
Yes (�
Add the offensive support strenght to the ground attack�
�
Bombardment �
Yes (�
Total the bombardment strenght against each individual hex�
�
Defensive Support�
Yes, if 1 or 2 on a die roll�
Add the defensive support strenght to the ground attack�
�
( May double the strenght at the cost of 2 salvoes, place an out of ammunition marker and disrupt the artillery unit.








Unit�
Formation artillery�
Unassigned artillery�
Other formation artillery�
�
Assigned�
FULL�
FULL�
Axis:1/2(  Soviet:N/A(�
�
Unassigned�
Axis:1/2( Soviet:N/A(�
FULL�
Axis:1/2( Soviet:N/A(�
�
( Artillery units stacked with or adjacent to another formation’s HQ may support any unit of that formation with their full strenght (round up the total).


( Soviet artillery units stacked with or adjacent to another formation’s HQ may support any unit of that formation with half their strenghts (round up the total).


( If an unassigned unit is defending with or partecipating in an attack while stacked with units of a formation, that formation’s artillery may support it at full strenght.


Restricions:


The total artillery support in an attack may not total more than twice the total printed attack strenght of the attacking adjacent ground units.


The total artillery support in defense may not total more than the total printed defense strenght.


Artillery units in an enemy ZOC may not provide support. If attacked they defend with their defense strenght.


If forced to retreat, unlimbered non self-propelled artillery units are eliminated. Self-propelled artillery may retreat (it immediately becomes limbered).


Artillery units may only bombard spotted enemy units.


If, as a result of an advance after combat, advancing unit(s) with a ZOC are adjacent to an enemy artillery unit providing support to a combat that has not yet been resolved, the artillery unit’s support counter is immediately removed (and is not added to the defender’s strenght).


An Artillery unit may not both bombard and provide offensive support in the same player-turn.


Artillery support strenghts are ½ at night. Total all support and round any fraction up.


Ammunition Resupply: 


Each point expended from the stockpile restore one salvo of the same ammunition type. Artillery regiments count double when issuing ammunition.


Artillery units must be able to trace a supply path in order to receive ammunition.


Artillery Limber/Unliber Table


MP cost to:�
limber�
unlimber�
�
Motorized�
4�
All�
�
Mechanized�
2�
6�
�
Rocket/mortar/glider�
2�
2�
�
All others�
2�
All�
�
Artillery units may limber, but may not unlimber in an enemy ZOC.


Combat


Hex Limitations:


2 Battalions + 2 Companies or 1 Tank Battalion�
May attack from a single hex �
�
3 Battalions of the same regiment/brigate + 1 Company or 1 tank battalion�
May attack from a single hex�
�
4 units (no more than 2 Battalions)�
May defend in a single hex�
�
If attacked from 4 or more hexes, 3 Battalions + 1 Company�
May defend in a single hex�
�
Units in excess of the stacking limit (attacking player choice) do not add their to the defense strenght.





Surprise Attacks:


During AM and Night turns, after artillery support has been allocated.


The attacker may not allocate more than one artillery unit to support.�
�
1-2 on a die.�
Any defensive support allocated has no effect.


The odds are increased by one level�
�
3-6 on a die.�
The defender includes any allocated defensive support


The combat is resolved normally.�
�



Procedure:


The phasing player designates all hexes that will be attacked before resolving any of his attacks.


The defender secretely assigns artillery support to his units and the attacker then places artillery support counters on the hex under attack.


Total the attack strenght of all attacking units, applying modifiers for terrain, disruption, demoralization, or supply and add the offensive support  strenght of any supporting artillery.


Total the defense strenght of all defending units, applying any modifiers for terrain, demoralization, supply or improved position and add the defensive support of any supporting artillery.


Divide the total modified attack strenght by the total modified defense strenght to determine the combat odds. Round the result down to the nearest odds column on the CRT.


The combat odds may be modified by armor effects, envelopments, engineers, morale, leaders, Axis regimental integrity and mixed formation attacks. A change in the odds does not necessarily move them to a new column on the CRT (i.e. an increase of two odds levels would be required to move from the 6:1 column to the 8:1 column).


No attacks may be made at less than the minimum odds shown on the CRT. Attacks at odds higher than the highest odds shown are resolved on the highest column.


Combat modificators:


Engineers:  combat odds are increased by one level if the defender is in a town or city and each adjacent hex from which units are attacking include at least one attacking engineer. One-half (round up) of any casualties must be suffered by attacking engineers.


Envelopment: combat odds are increased by one level if attacking units occupi four or more hexes adjacent to the defender.


Morale: Each player selects a morale level (at least one unit partecipating in the combat must have a morale value of the chosen level or higher). 


Each player roll one die to determine if his lower morale units partecipate fully.


Die roll of 1-2�
Fail a unit with a morale level 1 lower(�
�
Die roll of 1-3�
Fail a unit with a morale level 2 lower(�
�
Die roll of 1-4�
Fail a unit with a morale level 3 or more lower(�
�
( Attacking units may not attack. Defending units contribute only ½ of their defensive strenght and armor/anti-tank value (round up individually).





Subtract the defender’s morale level from the attacker’s. 


If > 0�
Combat odds increased by a number of level equal to the difference, to a max. of 3.�
�
If = 0�
Combat odds are unaffected�
�
If < 0�
Combat odds decreased by a number of level equal to one-half (round up) of the deferente, to a max. of 2.�
�
Armor Attack: Subtract the highest defender’s armor/anti-tank value from the attacker’s highest armor value. The combat odds are increased by a number of level equal to the difference, to a max. of 3.


Armor Defense: If the defender’s armor value is greater than the attacker’s armor value (even if the attacker has no units with an armor value), the odds are decreased by one level.


Massed Armor: In addition to the odds shift above, the odds are increased by one if the ratio of attacking armor steps of the highest value present to defending armor or anti-tank steps of the highest value present is 5:1 or greater. There’s no added effect if the defender has no units with armor or anti-tank value.


No units may use its armor/anti-tank value unless it is stacked with an infantry (foot, mechanized or motorized),  engineer, machine gun, parachute, cavalry or recon uni which also partecipates in the same combat. Exp.: Recon units (may use their armor value when attacking or defending by themselves), German mechanized infantry and engineer (may use their anti-tank value when defending by themselves).


If the attackers include any units with an armor value and the defender’s anti-tank value is 1 greater than the attacker’s armor value, the first step loss suffered by the attacker must be from an attacking unit of the highest armor value present.


If the defender’s anti-tank value is two or more greater than the attacker’s armor value, all attacking tank and recon attack strenghts are ½  (r.u. individually) and half (r.u.) of any required losses by the attacker are chosen by the defender.


Leader: On a result equal to or less than the leader’s tactical value, decrease/increase the odds by one level.


Axis regimental Integrity: If all the units of a Axis infantry (foot, mechanized or motorized) regiment are undemoralized, adjacent to a defending stack and at least one of them is involved in the attack, the odds are increased by one level. All of a regiment’s units must be in play in order to gain integrity benefits during an attack.


If at the istant combat is resolved a stack of Axis units includes an undemoralized infantry unit and another undemoralized unit of the same regiment is stacked or adjacent to it, the odds are decreased by one level. The max effects are two levels for the attacker and one level for the defender. At least 2 of a regiment’s units must be in play to gain integrity benefits when defending.


Soviet Mixed Formation Attack: If an attack includes units of more than one formation, the odds are reduced by one level.


Step Losses:


A unit must have an attack/defense strenght greater than zero if attacking/defending.


If either player is unable to fulfill the entire step loss, the opposing player’s casualty result is reduced by one.


Casualties must be taken from units which did not fail their morale check before any are taken from units which failed.


If the defender’s anti-tank value is greater than the attacker’s armor value, the first step loss suffered by the attacker must be of the highest armor value present.


If all units which partecipated in combat as the defender are eliminated, any remaining casualty must be taken from units in the hex which did not partecipate.


If all attacking units are eliminated, units stacked with them which were not included in the attack do not suffer the remaining casualties, but may retreat the retreat portion of the result if the owning player desires.


Retreats:


To a hex not in enemy ZOC that will not result in violation of stacking limits.


To a hex not in enemy ZOC that will result in violation of stacking limits.


To a hex further from attacking enemy units.


To a friendly-occupied hex containing an enemy ZOC that will not result in violation of stacking limits.


To a friendly-occupied hex containing an enemy ZOC that will result in violation of stacking limits.


To a vacant hex in an enemy ZOC.


Only those units which partecipated in combat are required to retreat, though those stacked with them may do so.


Each stacks of retreating units lose one step for every hex entered that contains an enemy ZOC (even if occupied by friendly units).


If the units are unable to retreat they are eliminated.


Standing Fast:


After suffering any required step losses, but before applying any disruption or demoralized results, roll a die.


Add one to the die roll for units stacked with their formation’s leader.


The units with a morale level greater than, but not equal, the modified die roll do not retreat and must suffer the retreat portion of the result as step losses. Attacking units may advance after combat.


Units which with a morale level minor or equal the modified die roll must retreat  as required by the combat result.


Advance after combat:


The lenght of the advance is the number of hexes retreated by the defender, or the remaining result left unfulfilled by an eliminated defender, or one hex, whichever is greatest.


All attacking units, and units or leaders stacked with them, may advance after combat.


Advancing units may move from one enemy ZOC to another, but doing so reduces the advance lenght by one for each enemy ZOC exited during the advance.


Advance across a river or Dnepr River may only be made in the hex of the defender (may advance no farther).


Units�
Maximum advance�
�
All Soviet units


Axis foot units (other than artillery and limbered self-propelled artillery)�
2 Hexes�
�
Axis motorized non artillery units�
3 Hexes�
�
Non self-propelled Artillery units�
May not advance�
�
Axis tank, recon, mechanized infantry units�
4 Hexes�
�



Breakthrough Combat:


The attacking player may not examine enemy units.


Only units which advanced one or more hexes after combat may attempt breakthrough combat.


Every hex from which breakthrough combat is attempted must include at least one unit which is stacked with or adjacent to its formation leader.


Roll a die. If the result is equal to or less than the formation leader’s tactical number, breakthrough combat occurs.


No artillery support may be added by either player. All other aspects are performed per normal combat rules.


Units may only attempt breakthrough combat once per turn, though they may advance after combat as a result of breakthrough combat.


Infiltration Movement


A unit may attempt to move directly from one hex in an enemy ZOC to another if it begin the turn in a ZOC, if it has sufficient MPs to pay all terrain and ZOC costs, and it does not otherwise move during the movement phase.


Infiltration attempts are announced at the end of the movement phase.


Leader are alwais successful when attempting infiltration movement.





Roll one die. Successful if a unit morale plus die result equals 9 or more.�
�
+2 if attempting to enter hex occupied by friendly unit


+1 if night turn


+1 if unit is tank 


-1 if unit is motorized�
�



Night


Movement:


If a unit move more than ½ (round up) of its modified movement allowance (even only 1 hex) or performs any demolition/construction activity during a night game turn, it is Disrupted at the end of the movement phase. If already Disrupted it is Demoralized.


Demoralized units move up to ½ (round up) of their movement allowance at night.


Artillery units may exceed ½ its movement allowance (without penalty) if the only MPs expended are for limbering or unlimbering.


Units attempting to cross the Dnepr at night are not Disrupted.





Combat:


All attacks are resolved on the Night line of the CRT, no matter what terrain the defender actually occupies.


All attacking units are Disrupted (including artillery). If already Disrupted they are Demoralized.


If the casualty result disrupt an undisrupted attacker, it is Disrupted only. If any attackers are disrupted prior to combat, they become Demoralized regardless of the result. A demoralized result against a disrupted attacker has no additional effect beyond Demoralization.


Artillery support strenght (incl. River monitors) are halved. Total all support and round any fraction up.





Leader


Leader are not combat unit. If alone in a hex may not be attacked (although enemy units may enter the hex).


They have a movement allowance of 14, may move as any movement type and may change type during movement.


If stacked with units forced to retreat, the leader must retreat as well. 


Leader are alwais successful when attempting infiltration movement.


If a stack of units containing a leader suffer a step loss, or if the leader is alone in a hex entered by an enemy unit roll two dice. 


Subtract the step loss in excess of one from the roll. On a result of 3 or less the leader is killed and removed from play, place his formation’s assistant commander in the hex containing the formation’s HQ during the next Initial Segment. On a result of one higher than that which would kill a leader, he is wounded. Roll 2 dice. Twice the result is the number of days until the leader recovers and returns to play. Place the formation’s assistant commander in the hex containing the formation’s HQ during the next Initial Segment. If an assistant commander is killed or wounded, place the assistant commander counter in the hex containing the formation HQ during the next Initial Segment.


 If alone in a hex entered by enemy units and not killed or wounded, the leader is removed from play and returns during the next Initial Segment, when he is placed with his formation’s HQ. An assistant commander may not be replaced. If a formation HQ has been eliminated, leaders/assistant may not return to play.





*/* = ability to affect movement foot/ ability to affect movement motorized or mechanized





Movement: units assigned to or stacked with units of the leader’s formation and within one hex of the leader’s (regardless of the presence of the enemy units or ZOCs) at the beginning of the movement phase have additional MPs equal to the first (foot units) or the second (motorized and mechanized units). These modifications are made after all other modifications to movement.





Combat: The lower right number is the tactical value for affecting combat.


If, at the moment of combat, the leader is stacked with or adjacent to a unit assigned to his formation which is involved in combat roll a die. On a result equal to or less than the leader’s tactical value, the final combat odds are decreased/increased by one level. A maximum of two combat may be affected by a single leader in a combat phase and are chosen prior to resolving any attacks.





Breakthrough: Units which attempt breakthrough combat must be stacked with or adjacent to their formation’s leader, which may then attempt to influence up to two more combat.





Formations


Units are assigned or unassigned.


All Axis units and all Soviet mechanized, motorized, cavalry and airborne units other than artillery may be considered assigned (to their own formation) or unassigned at the owning player’s option.


If a formation HQ is eliminated, units of its formation may not be reassigned to other formations.




















Sequence of Play








Initial Segment (AM game-turns only)


The Axis player receive replacement points if scheduled


The Axis player (only) may build up understrength units by expending replacement points.


The Soviet player may attempt to improve any bridgeheads currently in play. Roll 1 die and on a result of 1 the bridgehead counter is improved (flip the bridgehead counter to show the Improved Bridgehead +2 side).


Both player resupply artillery units with ammunition. Note that player will experience ammunition shortage (and only be able to supply a portion of their artillery).





Game-Turns


The Axis player moves first in each game-turn. Unless noted otherwise, only the phasing player performs actions during his player-turn.





Axis Player-Turn


1. Status Phase.    Determine the supply status of all phasing units.


2. Engineering Phase.  The phasing player may built improved positions and destroy the Kanev bridges.


3. Movement Phase.


Conduct strategic movement.


Move all other units (including reinforcement), except those attempting infiltration. Perform any planned parachute drops.


Resolve all infiltration attempts.


    Player may wish to orient units in a particular direction to indicate that they have not moved.





Bombardment Phase


Resolve all bombardments.





Combat Phase


Declare all hexes that will be attacked.


The defending player secretly allocates artillery support. Record this on a piece of paper or place the artillery support counter under the defending unit(s).


The attacking player places his artillery support counters on hexes under attack.


Conduct individual attacks in any order the attacker desires.





Breakthrough Phase


Resolve all breakthrough combat attempts.





Soviet Player-Turn


Repeats the sequence above from 2. He may place or relocate bridgeheads during his status phase. When his combat phase is complete, advance the game turn marker one space and start the sequence again.









































Improved Positions


Improved positions may be built by any infantry (foot, motorized or mechanized), cavalry, machine gun, recon or parachute battalion or an engineer company. Improved positions in towns or cities do not provide the defender with any additional benefits.


The constructing unit must remain in the hex for two complete turns. Exception: An engineer battalion may built an Improved position in 1 turn.


If at any time during construction an enemy unit moves adjacent to the improved position marker, the improved position marker is immediately removed.


If at the end of any movement phase no friendly units occupy a hex containing an improved position, the marker is removed.





German Battlegroups





During the Initial Segment (only), the Axis player may remove engineer and infantry units from play and add the number of steps removed to infantry units (only) of the same formation. Any number of units of a single formation may receive added steps in this manner, but otherwise must meet all the restriction of  Replacement.





Soviet Recon


During any Soviet movement phase the Soviet player may “dismount” his recon companies. Flip and treat them as non-motorized infantry. Units are dismounted at the beginning of the movement phase. Once dismounted, a recon unit may not return to its motorized side.


Soviet Bridgehead


The hex on the eastern (Soviet) side of the river is where the bridgehead marker should be placed with the arrow pointing to the hex on the western bank. The other counter is placed on the western (German) side. The two hexes comprising a bridgehead need not be adjacent, but no more than one all-water hex may intervene between them. No hex containing any other type of terrain may intervene between the two counters of a bridgehead.


The Soviet player may place new bridgehead, or relocate the Soviet side of existing bridgehead (the counter with an arrow) 2 hexes from their current location in each Soviet status phase.


In each Initial Segment the Soviet player may attempt to improve existing bridgeheads. On a roll of 1 the bridgehead is improved and both counters are flipped to the back (+2) sides.


If an Axis unit enters the hex with a bridgehead counter, both of the bridgehead’s counter are immediately removed from play (place on the TRT in the next game-turn, when the Soviet player may place them anywhere on the map).


If voluntarily removed from play the bridgehead counter are placed in the next AM game-turn as long as it is a minimum of two game-turn ahead.


Soviet units defending on an improved bridgehead subtract one from any stand fast die rolls.


The Soviet player is never required to place a bridgehead counter when it becomes available. He may retain for later use.


Dnepr River Crossing


Soviet crossing: 


Designate up to 3 units in a bridgehead hex as attempting to cross.


Designate units may not conduct any other movement in the movement phase, but may attack.


Roll 2 dice for each unit and consult the Dnepr River Crossing Table.


HQ are treated as infantry when crossing the Dnepr.





German crossing:


Designate up to 3 units in any hex adjacent to the Dnepr River.


German units may cross the river anywhere, as long as they cross no more than one all-water hex.


Roll 2 dice for each unit attempting to cross and consult the Dnepr River Crossing Table.


Engineer Assistance: 


The engineer unit must be stacked with the crossing unit(s) and remain in the hex for the entire movement phase.


The engineer unit may assist a maximum of 2 battalion in a single movement phase. Subtract 2 from the river crossing dice roll. There are no Soviet engineer units.











Blowing Kanev Bridge


A German engineer unit in hex 3624 or 3723 may attempt to demolish the Kanev bridge during the German Engineer Phase.


On a die roll of 1 through 5 the bridge is destroyed. Add 1 to the die roll if Soviet units occupy either 3624 or 3723.


An engineer unit which attempt to demolish the bridge may move up to half (r.u.) of its movement allowance (tactical only) in the subsequent movement phase.


Soviet Airborne Assaults


Planning:


Prior to starting play the Soviet player must secretly designate a dropzone hex for each of his 3 brigades.


Dropzone hexes must be on the western (German) side of the Dnepr River, at least 10 hexes from the edge of the map.


Each night the Soviet player determines which, if any, of his 3 brigades he wishes to drop and rolls a number of dice to determine the available companies per brigade (1 die on 23 Sept., 2 dice on 24 Sept. and 3 dice on 25 Sept.).


Beginning with 26 Sept. night game turn the Soviet player may drop any eligible unit.


Place available parachute companies (only) from the applicable brigade within two hexes of the dropzone hex.


Procedure:


At the end of the Soviet night game-turn movement phase all drops are resolved as follows:


The Axis player must not view the Soviet drop.


Roll 3 dice for each unit and consult the Parachute Drop Table to determine the drop result.


If scattering occurs, roll 1 die to determine direction and consult the Scatter Diagram on map. Roll a secon die to determine the distance. Multiply the second die roll by scatter multiplier from the Parachute Drop Table. Place the unit that number of hexes from the drop hex in the scatter direction.


If a unit scatters off map, place it in the mapedge hex. If it lands on or adjacent to a German unit or in an all-water hex it is eliminated.


All parachute companies land dispersed (on their reverse “?” side). Do not exert ZOCs or control their hex. German units may enter hexes containing only dispersed parachute units (even move strategically through them).


Subsequent to the landing the Soviet player may move each dispersed unit 3 hexes (not MPs) each Soviet movement phase, ignoring German ZOCs. Dispersed units may not enter hexes containing German units, but if they start the turn stacked with them they need not leave the hex.


In any Soviet night game-turn subsequent the drop the Soviet may attempt to concentrate one or more dispersed units. Units attempting to concentrate may not move that game-turn and may not be stacked with a German unit.


Roll a die individually: on a result of 1 or 2 the unit is flipped to its concentrated side. Subtract 3 from the die roll if the dispersed unit is stacked with a non airborne Soviet unit.


If a German battalion (only) is stacked with dispersed units at the beginning of the German combat phase, the German player may roll one die for each dispersed unit in the hex. On a roll of 1 or 2 the unit is located and must be attacked by the locating battalion. Adjacent German units and Artillery may join in the attack as well. Combat is conducted against located units only, and is resolved as  normal combat.


Parachute brigade HQs and anti-tank units and glider artillery units are available for airdrop beginning with the 26 Sept. night game-turn. They may only drop on concentrated parachute companies west of the Dnepr River. HQ and anti-tank units land dispersed and are treated exactly like dispersed parachute companies until they are concentrated. Glider artillery is not dispersed on landing. Glider artillery lands with two salvos of ammunition.





