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Ukraine ‘43 2nd Edition

SECOND EDITION: This edition adds in the errata and clari- 2.2 Unit Size
fications made since the game’s publication. A few rules havil = regiment
been changed to simplify them (Extended Movement, MajoK = brigade
River Assaults, Pontoon Bridges, and Defensive Air Support ixXX = division
particular). All rule changes and clarifications are marked in blue.

1. INTRODUCTION

Ukraine '43is a game covering events in southern Russia durz
ing the year 1943. One player controls the German forces, the
other the Soviet forces. Each player attempts to take and hd=] Infantry

vital territorial objectives and to destroy the opposing enem[sic| Axis Security

forces.

SCALE: 10 Miles per hex, 5 days per turn.

2. THE PLAYING PIECES

2.1 How to Read the Units
SAMPLE COMBAT UNIT

g% ——— Unit Size
Unit Type————~E "\\
Unit I.D.
4-.'||"-4
I
Attack  Defense Movement
Factor Factor  Allowance

SAMPLE TANK SUPPORT UNIT:

Setup Code—r *

White Box indicates unit
starts on the map

--1_"_:’_ Stripe indicates unit has
— no ZOC
i-1-6

SAMPLE PANZER CORPS MARKER:

u[f]g
8+

Attack Bonus:
S = Shift

SAMPLE AIR UNIT:

|

I

Defense Movement

Support  Allowance
Factor

15 -
wa

sl

Range

Attack Bonus:
S = Shift

Defensive Air Support (DAS) Factor
Yellow Box indicates range of one hex

SAMPLE FRONT/ARMY HQ:

Defense Factor in

parenthesis indicates
Defense Factor may
only be used if attacked |

Movement Allowance in
ablack box indicates unit
has Restricted Movement

AKKER
| Varmech

while alone in the hex.

1) B

(4.8)

Note 1: The German Tiger tank unit is battalion&ize.
Note 2: Many infantry units are paired divisior@

All single division and paired division infantry units represent
approximately 10,000 to 15,000 troops per counter.

3 Summary of Unit Types:

Mountain Infantry
[ Soviet Fortified Region sxsx
lﬂ Cava”y Yarseh  Army or Front HQ
[3£] sapper e 134

W SU-100

ol KV-1

~ ks Tiger|
Stglll

Tank or Shock Army HQ

Panzer/Tank

@ Panzergrenadier/Mech
] Jaeger (=1 Atillery
[=] Airborne Infantry =] PzcomsHQ

Cul

=

2.3 Unit Colors

e Tan Soviet regular army and air force
* Red Soviet guards

* Gray German Whermacht

« Black German SS

« Medium Blue German Luftwaffe

e Medium Green  Rumanian

« Light Green Hungarian

« Dark Blue Slovakian

* Yellow Turkoman

3. SEQUENCE OF PLAY

Ukraine '43is played in Game Turns. A Game Turn is composed
of two Player Turns. Each Player Turn is subdivided into several
Phases. Each Game Turn is played in the following order:

A. WEATHER PHASE

On turns 1 through 6 the weather is automatically clear (rule
25). On turns 7 through 21 either player rolls a single die and
consults the Weather Table. The result is the weather for both
player turns in the current game turn (rule 25).

B. CENTRAL FRONT PHASE

Starting on turn 6, the Soviet player rolls to determine the progress
of his Central Front located off the playing map to the north.
Westward progress of this front provides him with additional
Supply Sources and entry hexes for his reinforcements (rule 27).
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Ukraine ‘43 2nd Edition 3

C. SOVIET PLAYER TURN 7. END PHASE
1. INITIAL SUPPLY PHASE The Soviet player performs the following activities in the order
described:

a. PETROL SHORTAGE: The Soviet player must roll for sup- ) . .

ply for each of his mechanized and artillery units located furthe?- Rémoves all Disrupted markers from Soviet units (11.5)
than seven hexes from a Supply Source. Non-mechanized unitsChecks for General Supply for all his units. Units found to be
do not have to check supply at this time. Roll on the Petrol Short- Isolated may suffer attrition (14.8)

age table for each affected unit. Place an Out of Supply markgrrepairs up to 10 rail hexes (Rule 17)

on each unit which fails .|ts die roll (14'9)_ ) . d. Flip Bridge Trains to their Pontoon Bridge side (18.5). Pon-
b. ARTILLERY: The Soviet player may flip two of his artillery  {50n bridges may be removed at this time.

divisions to their full side. Artillery units cannot be flipped if
they bear an Out of Supply or Disrupted marker (22.4).

c. AIR: The Soviet player follows these steps:

e. Possibly destroys Zaporozhye Dam (Rule 28)
f. Perform Defensive Ground Support missions (15.6).

D. GERMAN PLAYER TURN

The German player now performs his turn, which is identical to
the Soviet turn, except substitute the word German for Soviet
STEP 2: All Soviet Air Units are flipped to their Ready Side. (and Soviet for German) in those paragraphs. Note that the Ger-
man player does not have any artillery divisions, pontoon bridges
or railheads, so may ignore those activities.

2. MOVEMENT PHASE o - E. VICTORY DETERMINATION (Rule 30)

The Soviet Player may move all his units at this time. In addigjcory points are counted at this time. If either player has enough
tion, thc_e following activities are performed during this phase ('r\/Ps to win, the game ends. If not, the Turn marker is advanced
no particular order): one space and another turn is begun.

e Conduct Rail Movement (4.6)

« Build Fortifications (German player only [19.1])

 Enter reinforcements (16.1) 4 MOVEM ENT

* Distribute Replacements (16.2 — 16.5) 4.1 The Basics
* Place Assault markers for major river crossings (18.1) Each unit has a Movement Allowance (MA) that is the normal

At the end of this phase remove all Extended Movement marllUmber of Movement Points (MPs) it may expend for move-
ers (4.7) on the map. ment during the Movement Phase (this MA can be increased by

3 MPs if the unit uses Extended Movement [4.7]). Mechanized

STEP 1: Soviet Air Units flying Defensive Air Support missions
are returnedo any friendly base within Range.

If the Weather is Overcast or Rain, see 25.3.

3. FIRST COMBAT PHASE units also use their MA during Exploitation Movement (4.9).

The Soviet player may attack adjacent enemy units. Each hex entered costs a certain number of MPs to enter as de-
termined on the Terrain Effects Summary Chart. Movement may

4. REACTION PHASE (4.10) be made by individual unit or by stack. If units are moved as a

The German player may now activate up to three stacks Q
friendly units for movement (4.10).

5. EXPLOITATION PHASE (4.9)

If the Soviet player is building any Pontoon Bridges, he may rol
for their early completion (18.5b). All Soviet units except those
Disrupted (11.3) and those with Restricted Movement (4.8) maylINIMUM MOVEMENT: Every unit is guaranteed to move at

be moved again in this phase. Mechanized units may use th&ast one hex in the Movement, Reaction and Exploitation Phases
full Movement Allowance; non-mechanized units (including cav-even if they do not have sufficient MPs to do so. This one hex
alry) may only move one hex. Mechanized units may perfornrmove may not be into or across prohibited terrain or in violation
Mobile Assault (Rule 13). Mechanized units which expend ®f the ZOC rules.

MPs and cease moving, and non-mechanized units which for

their one hex of movement may attack in the upcoming Secon 2 Road Movement )
Combat Phase (place Assault markers on those units). Therg are two types of roads—primary and. secondary. Both are
identical except secondary roads have an increased cost during

6. SECOND COMBAT PHASE rain turns. A unit that follows the path of a road may use the

This phase is exactly like the First Combat Phase, except ontgduced rate of the roadlhenever a road crosses a river a bridge

those Soviet units that have an Assault Marker on them may assumed to existhe road rate may be used when moving

attack in this phase. Retreats and advances are performed riate and out of an enemy ZOC (6.3). During turns when the

mally. weather is rain (rule 25), secondary roads may be used, but they
cost all units one MP per hex.

ack, they move at the rate of the slowest unit in the stack. A
unit or stack may not enter a hex occupied by an enemy unit.

:I)mportant: You must complete the movement of one unit or stack
efore starting to move another.
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4 Ukraine ‘43 2nd Edition

CLARIFICATION: The road rate may be used through Towns4.5 Marsh Hexes

and Cities. It cost a non-mechanized unit 3 MPs to enter a marsh or wooded
marsh hex via a non-road hexside, while a Mechanized unit must

4.3 Map Notes

| ) hat fl h h h v h pay 4 MPsException: Soviet Artillery Divisions cannot enter
gnore rivers that flow through a marsh, town or city hex. or exit non-road marsh or wooded marsh hexsides.

4.6 Rail Movement

—-\ Rail Movement may only occur during the Movement Phase.
See this ) The phasing player may move any one unit, plus all reinforce-
L\, i;:.,gk ments that arrived that turn, an unlimited distance along a rail-
Think this = road. Units using Rail Movement must start and end their move-
\A\ ment on a rail hex, follow a path of friendly controlled and con-
nected rail hexes, and may not enter an enemy ZOC. Units that
See this Think this use Rail Movement become Disrupted (11.2.c).

NOTE: Soviet units using Rail Movement may exit hex 6021
and re-enter hexes 6024, 6026, or 6031 (or vice versa).

4.7 Extended Movement

A. Units may use Extended Movement to increase their Move-
ment Allowance by 3 MP4$Jnits that use Extended Movement
may notendtheir move adjacent to an enemy uAiunit may
start adjacent to an enemy unit and use Extended Movement.

_ . o ] B. Extended Movement may only occur duringlavement
THE IZIUM BEND (Hex 4718): The river flows inside this hex. ppase not during a Reaction or Exploitation Phase. Units that

Treat the river along the four hexsides normally, but ignore thgse Extended Movement receive an Extended Movement marker.
river inside the hex. Note that this makes this hex a good place

for the Soviet Player to breach the river line (as the Soviets dig" L_IMIT OF .10: To reflect the.add|t|onal logistics required for
historically). this increase in movement, neither player may use more than 10

_ . markers for this purpose per turn. Only one marker is required
4.4 Movement Across Major Rivers per stack, so this does not limit each player to 10 units.
A. A mechanized unit may only cross major river hexsides a . .
y o ; 5.8 Restricted Movement Units

bridges (road or pontoon [8.5Non-mechanized unithat start A G A H Soviet F H Lead . ds
adjacent to a major river hexside may cross that river hexside; erman Army HQs, Soviet Front HQs, Leader units, and So-

Cavalry units may move a maximum of 2 hexes after crossingvziet Artillery Divisions have Restricted Movement (indicated
Major River (paying +1 MP to cross), other non—mechanizea‘”th their movement allowance in a black box). These units may

units may move 1 hex (crossing and stopping on the far bank 'ot.us.e extended r.“o"eme”‘ and may not move at.aII in the Ex-
loitation or Reaction Phasdsxception: The Manstein leader

B. Crossing annbridgedMajor River is not allowed during the | it may use Extended and Reaction Movement, but not Ex-
Reaction or Exploitation Phases. Crossing at bridges is alloweﬂroitation Movement.

C. If the Major River bridge (road or pontoon) is interdicted (sed®. All Restricted units are considered Mechanized and move at
15.6) the cost to cross is two additional movement points (+Rlechanized movement rates when moving.

MPs). C. Soviet Artillery Divisions can expend up to their full move-
ment allowance of five MPs in the Movement Phase, but be-
come Disrupted if they move more than one hex.

EXAMPLES: The example

x"\|X5_x|» ................................................ > to the left shows extended
8-8-6 9 MPs movement. These two units
» xx will not be able to attack in
Sl hbbll EEEERI EELEE EEREEE EEEEELEEEEE L > the upcoming Combat
4-7-4 7 MPs P g

Phase. The example on the
bottom shows movement
cost through various types
of terran while using
extended movement
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Ukraine ‘43 2nd Edition 5

DEVELOPER NOTE: Soviet artillery barrages were brutallyD. LIMIT OF 10: Neither player may use more than the 10 As-
efficient when unleashed, but were ponderous, time consumirggult markers furnished in the counter mix for attacks during the
set-piece affairs to get organized. The one hex movement lindlecond Combat Phase. Only one marker is required per stack,
simulates the time required to line up the artillery “hub-to-hub” so this does not limit a player to 10 units.

and stockpile the huge amounts of ammunition needed. Botto

line: you can spend your time moving or preparing to fire—butf']10 Reaction Movement

During the Reaction Phase the non-phasing player may activate

not both.

o and move up to three stacks of friendly unitse three stacks
4.9 Exploitation Movement & Assault Marker may split up during movemernon-Mechanized and Mecha-
Placement nized units starting movement in an enemy ZOC may move one

A. After the first Combat Phase has ended, the attacking playbex regardless of MP cost, but the hex they enter must be a hex
is allowed to move again. All friendly units (even those in enthey are allowed to enter during the Movement Phase. Mecha-

emy ZOCs [6.3]) are allowed to move except: nized units not starting movement in enemy ZOCs may move at
« Units bearing Disrupted markers (rule 11) their full MA. No combat or mobile assaults are allowed. Ex-
« Restricted Movement Units (4.8) tended Movement is not available. Enemy ZOCs may be en-

tered and exited, but ZOC bonds may not be crossed or entered.
B. Mechanized units may use their full MA (Extended Move-

ment is not allowed) to do any or all of the following (dependind=-ARIFICATION: Restricted Movement Units, units that are
on the MA of the unit involved): isrupted, and units marked Out of Supply may not be activated

: . for Reaction Movement.
« expend part or all of their MA moving

« at any point during movement while sufficient MPs remain,
conduct a Mobile Assault (costs 2 MPs plus cost of terrair',[_)_ STACKlNG

[13.1]) 5.1 Stacking Limits
« atany point during movement while sufficient MH A. Stacking refers to the placing of more than one playing piece
remain, expend 3 MPs, cease movement, and| =4, in a hex. Playing pieces come in three varieties:
ceive an Assault marker for attacking in the Sq_ "™ « Headquarters (HQs), leaders and informational markers
ond Combat Phase. « combat units

PLAY NOTE: Due to their MAs of 5 or less, all Soviet mechat c0mbat support units.

nized units may either receive an Assault marker, or condug HQ Units, Leaders, and Informational Markers: German

one Mobile Assault (Rule 13), but not both. German mecha;my German panzer corps, Soviet army, and Soviet front HQs
nized units with an MA of 6 could theoretically conduct two,,ye ng stacking value and may be freely added to a stack. Both
back-to-back Mobile Assaults, or conduct one Mobile Assaulfeager counters have no stacking value, and may be freely added

expend 3 MPs, cease movement and receive an Assault markgr, siack. Informational markers have no stacking value, and
Ceasing movement first to receive an Assault marker would e%qi]y number may be placed, as necessary, on any hex

movement, and preclude a subsequent Mobile Assault.
C. Combat Units: Combat units are non-HQ units which have

C. Non-mechanized units (including cavalry) may only move, zoc (they don’t have the No ZOC band on the counter).
one hex regardless of MP cost, but the hex they enter must be a

hex they are allowed to enter during the Movement Phase. . Support Units: Support units are non-HQ units with the No

they move they cannot receive Assault markers. ZOC Band on the counter. The Soviet support units are artillery
divisions and tank, mechanized, sapper, and airborne brigades.
The German support units are the assault gun unit (Sturmgeschutz
Ills) and the Tiger battalion.

5.2 German Stacking Limits

'%m The German player may stack up to three combat units per hex.
Eﬂf]';:y x <= .‘ B 5-7-5 The German player may also stack one support unit in any hex
. 3-5-3 with three combat units, or both support units in any hex with
= * o one or two combat units. German Panzer Corps HQs may also
<=1 7I;C‘2I5A """"""""""" 7?53 be used to facilitate stacking by using the off-map panzer corps

boxes. Any unit in a box is considered to be stacked with the
EXAMPLE: The Soviet player activates the three stackscorresponding panzer corps counter for all purposes.

shown for Reaction Movement. Tank Corps A starts adja-5 3 Soyiet Stacking Limits

cent to an enemy unit so can only move one hex. The riflerhe soviet player may stack a maximum of two combat units
and cavalry units are non-motorized so they can move pnlyper hex (exception, see 23.4). Additionally, the Soviet player
one hex. Tank Corps B can move its full movement allow-p4y- stack one support unitin a hex containing two combat units;
ance. stack two support units in a hex containing one combat unit;
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6 Ukraine ‘43 2nd Edition

stack three support units in a hex containing no combat units

EXAMPLE: the Soviet player could stack two (7-8-6) Guard @o L _1_ 1. _? _____ 3 S _1 ol _;
mech. corps with a (2-1-6) tank brigade; or he could stack threg|| 8-8-6
tank brigades by themselves.
Enemy
See 23.4 for Stacking with Tank Armies and Shock Armies. Unit

5.4 Stacking Restrictions x :
The stacking limit can never be voluntarily exceeded except dur: 4§4“ ----- > ﬂ:’:y
ing the course of movement. The stacking limit must be strictly

observed at the completion of movement, at the instant of a Mp-
bile Assault (Rule 13), after a Retreat (Rule 10) or an AdvangeEXAMPLE: The German panzer division uses extended

After Combat (Rule 12). The owning player must correct al] movement and moves past the Soviet unit, paying two extra
stacking violations at these times by eliminating enough unitsmovement points to exit each hex in its ZOC. The German
from the hex to satisfy the stacking limit (note: additional retredt infantry division cannot move the second hex because itjcan-
may preclude elimination [10.1]). not end its move adjacent to an enemy unit after using Ex-

tended Movement.

6. ZONES OF CONTROL
6.1 General Rule 7. ZOC BONDS

The six hexes immediately surrounding a hex occupied by oné1 General Rule

or more combat units constitute the Zone of Control (ZOC) ofWhen two friendly units that project a ZOC are two hexes apart
those units. A ZOC does not extend across a Major River hexwith one vacant intervening hex), they create a bond between
side or across an all sea hexside. A ZOC affects movement, them that no enemy unit may enter or cross. Due to the pattern
treat, supply, and replacements. of a hex grid, there can be two types of ZOC Bonds: a Hex Bond

. . d a Hex-side Bond.
6.2 Which Units Exert ZOC and a mex-side Eon
All combat units exert a ZOC. All support and HQ units do not.

&

XX XX 3-5-3
6.3 ZOCs and Movement L gy B =
A. Unlike many games, ZOCs ldkraine '43 are not locking =
(your units do not have to stop when entering an enemy ZOC). =
ZOCs are not completely fluid either (your units must pay a HEXSIDE BOND HEX BOND =
movement point cost to exit an enemy ZOC). ZOQgkraine

'43 are “sticky”.

w
1

v
]

w

B. It costs no additional movement points to enter an enem§-2 Effects _Of ZOC Bonds:
ZOC, but it costs a unit two additional movement points (+2 Enemy units may not enter a Hex Bond nor cross over a Hex-

MP) to exit an enemy ZOC. A unit may move from ZOC to ZOC side Bond during movement. Note, enemy umity/enter a
as long as it can pay the MP cost. Hex Bond or cross over a Hexside Bond during the first hex

i . of an advance after combat (12.2).
6.4 ZOCs and Major Rivers

ZOCs do not extend across Major River hexsides . « ALine of Supply may not be traced into a Hex Bond or across

a Hexside Bond.

6.5 Other Effects of ZOCs « Units forced to retreat into an enemy Hex Bond or across an
< Rail Movement into an enemy ZOC is prohibited (4.6). enemy Hexside Bond are eliminated (10.3).
< A unit may not retreat into an enemy ZOC if it has an alternate ]
retreat path (10.1). 7.3 ZOC Bonds and Terrain
« A Line of Supply (14.3) cannot be traced through two conA ZOC Bond cannot extend:
secutive vacant hexes in an enemy ZOC (14.5). « through a town or city hex
« Soviet units may not receive replacements while in an enemyacross an all sea hex or hexside
ZOC, German units may (16.5). « across two river hexsides (as in a loop of a river)

* Units using Extended Movement may not end their move iR across a Major River hexside

an enemy ZOC (4.7). 7.4 Negating ZOC Bonds
A Hex Bond is negated when the intervening hex contains an
enemy unit. A Hexside Bond is negated when enemy units are
located on each side of the intervening hexside.
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Ukraine ‘43 2nd Edition 7

7.5 ZOC Bonds with the Map Edge 8.2 Multi-Hex Combat
Unlike Campaign to Stalingradhere are no ZOC bonds allowed If a unit or stack is adjacent to more thg hFE.
with the map edge. one defending hex, it may attack thos

hexes in one single combat. Units in the

Z:'G Z?C Bonds with the same hex may attack adjacent defend “

(:QS ZI . K ¢ in different hexes. Attacking units may at-
ﬁ ngg ycl;g't or s(,jtacb can torm = tack the same defending unit from as
Bf))r(ijls)evﬁth thiocr;asst(s |ur: l?gltj ';]? 153 - many different hexes as possible, provided H

% Il of the attack dj t to thq

second unit or stack. ;,_?f % gef?ende?’sah:; ers are adjacent to
In the example to the right the sa” ﬁl_} 8.3 Combat Procedure
viet unit has two hexside bond Combat in the First and Second Combat Phases are identical.

with the coast.

7.7 Intersecting ZOC Bonds STEP ONE: For each attack, compare the combined combat

There are two situations where both players will have intersec trength of the participating attacking units against the total de-
ing ZOC Bonds. In both cases, neither player may cross the o

20C Bond until it i 474 S e bel nse strength (plus defensive bonuses) of the involved defend-
ers ond until itis negated (7.4). See example below. ing units and express the comparison as a humerical odds ratio

(attacker to defender). Round off this odds ratio downward to

Follow these steps for each combat:

8 COMBAT conform to one of the odds ratio categories found on the CRT.
) Example: a 53 to 18 would be a 2-€lombat at odds less than
8.1 General Rule 1-3 generate an automatic AR result. Combat at odds greater

Friendly units may attack adjacent enemy units in the First Comnhan 5-1 is resolved on the 5—1 column.

bat Phase, and friendly units with Assault markers may attack

adjacent enemy units during the Second Combat Phase. Attackl EP TWO: Take into account any column shifts for the at-
ing is voluntary; no unit is forced to attack, and no unit mustacker.Example, one column shift right would raise a 1-1 to a
attack all adjacent enemy hexes. No unit may attack or be ak-5—1.The defender never receives column shifts except for ad-
tacked more than once per Combat Phﬁxeeptions: Pres- verse weather (252) If the final odds are 10-1 or greater see
ence of the Zhukov leader may allow additional combat die rollkligh Odds Attacks (8.8).

(Rule 26). German Mechanized units utilizing Mobile AssauItSTEP THREE: Determine the Magnitude (8.4).

may be able to attack twice in the Exploitation Phase, and may

be able to attack the same Soviet unit or stack a second tiBS@EP FOUR: Roll the die or dice and implement the results.
(4.9). All defending units in a hex must be attacked as one corflayers immediately remove any step losses (8.6), and perform

bined defense strength. (if any) retreats (Rule 10) or advances after combat (Rule 12).
EXAMPLES: F and G
I are intersecting ZOC
L Bonds. The bond at H
. — is cancelled passing
. through a town hex.
W
E'H:J Y}
3s5=
' =53
@ T
=74
=)
3-5-
p 3-5-3 F o
EXAMPLES: A and B are negated ZOC Bonds. 4 "ﬂ.*
Bond at C cannot exist because ZOCs and 7 it .
Bonds do not extend across major river hexsi X
D is a legal Hexside Bond. E is cancelled becg ﬂ"‘“x‘] H +3
it crosses two rivers. '«:;x.
h
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8 Ukraine ‘43 2nd Edition

8.4 Magnitude DR2X = DEFENDER RETREAT WITH UNEVEN EX-
Magnitude determines the number of dice that are used in tl@@HANGE: The defender must retreat two hexes, lose two steps
combat. Magnitude is determined by counting the number dfom any involved units and become Disrupted. The attacker
steps either the attacker or defender has (not both). Use the sidses one step (if the defender has only one step to lose, the
that has the fewest steps involved. attacker takes no step loss) from his strongest unit and may then

« One to three steps is a Magnitude 1, and only one die is uséivance after combat. If the Tiger Battalion provides a shift for

, . . . the attacker, it must take the step loss.
 Four to five steps is a Magnitude 2, and two dice are used. The

red die is the primary die, and the white die is the seconda8.6 Which Unit(s) Suffer the Step Loss
die. Step losses must come from participating units. No unit may

« Six or more steps is a Magnitude 3. Three dice are used. TtRke a second loss until all others have taken their first. The de-
red die is the primary die, and the two white dice are the sefénder may take his step losses (from primary and secondary die
ondary dice. rolls) from any involved units. The attacker must takephis

mary die roll step loss from his strongest unit (determined by
When rolling on the CRT one die (the “primary” die) is used toprinted Attack Factors). He may take step losses from second-
determine the main result. The other dice (the “secondary” dicegry die rolls from any of his involved units.
if required, are used to determine additional step losses in t

e L
right-hand column under the appropriate odds. %7 I.ndlcatmg.Step |705_5e5 ]
Flipping the unit over indicates the unit has suffered a step loss.

EXAMPLE: The Magnitude is three and the odds are 3—1. Thi it is a one step unit, or the unit is already flipped, then it is
attacker rolls a 5 with the red die and a 2 and a 6 with the tw@laced in the Dead Pile.

white dice. The 5 results in a DRX, the 2 results in one addi- .

tional step loss for each side (1/1) and the 6 results in an addg-'8 ngh Odds Attacks

tional step loss for the defender (-/1). The net result is the dé* High Odds Attacks allow the attacker to totally destroy an

fender retreats with 3 step losses and the attacker suffers t/f§i€my unitor stack during either Combat Phase or during a Mo-
step losses. bile Assault (13.1).

8.5 Explanation of Combat Results B. To qualify as a High Odds Attack, the attacker must achieve

AR = ATTACKER REPULSED: The defender suffers no lossat €ast 10-1 odds. When determining odds to achieve a High

and remains in the hex. The attacking units lose one step (froffflds Attack, the attacker may use favorable column shits.
the strongest unit) and become Disrupted. example a 7-1 with three column shifts would qualify as a High

Odds Attack.

C = CONTACT: No step losses, no retreat, and no advance. ] o
C. Once the 10-1 odds level is reached, all of the enemy units in

EX = EXCHANGE: Both sides lose one step. No retreat or disthe hex are immediately eliminated and removed from the map
ruption. Surviving attacking units may advance into the defendetithout a die roll, and at no loss (including Heavy Casualties
hex (but no farther) if an EX result eliminates the last defendgB.9]) to the attacking units.

step in the heXNOTE: If the Tiger Battalion provides a shift for

the attacker, it must take the step loss instead of the strong&l9 Heavy C_:asualt'es ] o )
unit. If an attack is made against a hex containing a citgnemy

fortification, and the attack isota High Odds Attack (8.8), the
DR = DEFENDER RETREAT: The defender must retreat twaattacker automatically losses one additional step if a 1 through 4
hexes and become Disrupted. The attacker may advance. is rolled on the Primary Die Roll. If Sappers (9.9) provide a

DR1 = DEFENDER RETREAT: The defender must retreat tWOfavorable shift to the combat die roll, they must take the extra

hexes, lose one step from any involved unit and become Di§Eep loss. If Sappers were not used then any attacking unit may
ake the extra step loss.

rupted. The attacker may advance.
NOTE: This extra step loss remains constant and does not in-

DRX = DEFENDER RETREAT WITH EXCHANGE: The de- . ; )

i crease if the magnitude of the combat is greater than one.
fender must retreat two hexes, lose one step from any involve

unit and become Disrupted. The attacker loses one step from islUKOV: The step loss for using the Zhukov bonus is mow
strongest unit and may then advance after combat. additionto any Heavy Casualty step loss (see 26.1).
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9. COMBAT MODIFIERS 9.6 Wooded Marsh Hexes

9.1 Defensive Terrain Bonuses Same as Marsh hexes with the addition that the defender re-

The combat modifiers are formulated so the attacker pr|mar|l§:/elves a defensive bonus of +2

receives shifts while the defender receives strength bonusé€k7 Cities

Terrain Bonuses apply to a defending stack, not per defending addition to their +5 defense bonus, units in cities are not re-
unit. The defender may never receiveombinedstrength bo-  quired to retreat on DR results, and the attacker always rolls for
nus(from terrain, Fortifications [19.2] and Defensive Air Sup- Heavy Casualties (8.9). The defender must still retreat on DRX
port [15.6])more than twice the printed strength of the defendand DR1 results.

ing units.For example, a 2-1-5 tank brigade by itself would re 9.8 The Tiger Battalion

ceive a maximum strength increase of plus two (+2). i ]
1943 was the heyday of the Tiger tank. It could outgun all exist-

HILLS: +2 VILLAGE: +1 ing Soviet tanks, and anti-tank warfare had not progressed to
WOODS: +2 TOWN: +3 the level it would later in the war.
WOODED MARSH: +2 CITY: +5

All German attacks involving the Tiger battalion receive a fa-
EXAMPLE: A 4-7-4 German infantry division defending in avorable shift of one column to the right on the CRT. If an EX
HILL hex would have a defense strength (DS) of 9. Two 4-7-4&sult (or DR2X result where the attacker loses a step) is ob-
defending in the same hex would have a combined DS of 16tained on any primary die roll (8.5) in a combat where the Tiger
9.2 Halving Battalion has provided a shift, the Tiger Battalion must take the

When halving, always halve by individual unit (not stack), andoss.

round any fractions up to the next higher whole nunbexmple: 9.9 Soviet Sapper Brigades

two units with an attack factor of 5 would have a combined strength. Soviet Sapper brigades are specialized support units that may
of 6 after halving (3 + 3 = 6)An attacking unit may never have its only be used to attack fortification, city, or town hexes. How-
attack strength halved more than once for a given attack. ever whenever they do attack fortification, city, or town hexes,

9.3 Fortifications tchg_ provide a favorable one column shift to the right on the

All mechanized and cavalry units attacking a fortification hex

have their attack strength halved (9.2). In addition, units defeng. If Heavy Casualties (8.9) are rolled, the Sapper unit must
ing in a fortification hex receive a plus three (+3) bonus that igake the extra step loss. No more than one column shift can be
cumulative with the terrain bonus of the hex (if any). The atgained even if both Sapper brigades participate in the same at-
tacker always rolls for Heavy Casualties (8.9) when attackingack.

fortificati i iori
ortimcations 9.10 German Tactical Superiority

CLARIFICATION: If a cavalry unit attacks a Fortification across The Soviets heavily outnumbered the Germans in the Ukraine,
a river hexside, theits Attack Factor is halved and the —1 (seeput in many cases the Germans still maintained a tactical edge
below) is ignored. over the Soviets on a unit-for-unit basis. Therefore:

9.4 Rivers (Major and Minor) GERMAN ATTACKS: If the attacking units a@l German(no
Mechanized units attacking across a river hexside (major or mixis allied units), then any DRX (1/1) result receiyedher on
nor) have their attack strength halved (9.2). Non-mechanizetie primary or secondary die rd8.4]) is automatically con-
units (including cavalry) have their attack strength reduced byerted to a DR1 (0/1) resulf Axis allied units participate in the

one.Bridges have no effect on this modifier. combat this benefit cannot be used.
SOVIET ATTACKS:If the defender’s hex consist of at least one
,I'Ej | EXAMPLE: The three Soviet German unitthe Soviet Player must re-roll any primary or sec-
n = units are attacking across a river ondary die roll of 6 unless at least half of his participating at-
LI and their modified attack tacking force consist of Guard steps. Each re-roll must be kept.
5| strength is shown in the black Determine the ratio by counting steps, not ufiite 3rd and 5th
4-7-4 = arrows. The German infantry Guards Tank Army HQs each count as a step.
s divisions modified defense g 1) \yscellaneous Modifiers
strength is 9 (+2 for the hill). The . Out of Supply (Attack Factors halved). See 14.6
odds are 10 o 9 (1-1). pply (Attack Factors halved). See 14.6.

« Offensive Ground Support (1 Shift). See 15.5.

9.5 Marsh Hexes « Defensive Air Support (add Air Unit's DAS Factor). See 15.6.
Attackingout ofa Marsh hex is the same as attacking across @ Soviet Artillery Barrages (1 or 2 shifts). See rule 22.

River hexside—Mechanized units have their attack strength Panzer Corps (1 shift). See 23.3.

halved and Non-mechanized units have their attack strength de-Rain Weather (1 shift penalty). See 25.2.

creased by one (—1). There is no penalty for attackitga

Marsh hex.
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10. RETREATS 11. DISRUPTIONS

10.1 Retreat Procedure 11.1 General Rule

A. When called upon to retreat by the CRT, defending units mugt Disrupted unit is unable to conduct offensive action or move
be retreated two hexeSxceptions: more than one hex. It can still defend at full strength and retains
« Units in city hexesnayignore DR results (9.7) its ZOC and ability to form ZOC bonds. Units always receive

+ Rally points which limit retreat to one hex (10.2) Disrupted markers at the instant they become Disrupted.

« Units ending their normal retreat overstacked may retreat oril.2 How Units Become Disrupted
or two additional hexes to resolve the overstacked conditiof}. Defending units become Disrupted if they retreat one or more
but for no other reason. hexes.

B. The owning player may determine the path but must follovB. Attacking units suffer Disruption on an AR result.

the 99"’8"”95_ below: ) ) ) C. Any unit using Rail Movement becomes Disrupted (4.6).
« Avoid entering a vacant hex in an enemy ZOC if possible. If

not possible, a unit or stack may retreat through one ZOC witth- Any Soviet Artillery Divisions which move more than one
out penalty in its two hex retreat path (however, it may nob€x in the Movement Phase becomes Disrupted (4.8).

retreat into or through a ZOC Bond [10.3]). E. Any qualifying on-map unit strengthened with Replacements

+ German units may not retreat in an easterly direction unless a unit rebuilt from the deadpile with Replacements is Dis-
no other retreat is possible. Soviet units may not retreat in@pted (16.5).

westerly direction unless no other retreat is possible.
e When possible, a 2-hex retreat must end two hexes from t
vacated hex (no turning back or zig-zag retreats).
11.3 Penalties of Disruption

10.2 Rally Points . Unit ' attack bi it
If stacking limits are not violated, a retreat may be stopped after nits may not atiack or mobiie assauft.

Ife All units ending their movén a hex where a fortification is
being constructed become Disrupted (19.1).

one hex if the defending units are retreated into: * Units cannot receive replacements (16.5).
« Afriendly controlled city + Units may move only one hex into allowed hexes regardless
» A hex occupied by friendly non-Disrupted combat units. of movement point cost in the Movement Phase, and not at all

. in the Exploitation or Reaction Phase.
10.3 Elimination due to a Retreat P

Units are eliminated if they have no option except to retreat: 11.4 Disruption and Retreats

« into a hex occupied by an enemy unit There is no additional penalty if a Disrupted unit is Mobile As-
saulted and forced to retreat again (see 13.2). Likewise, Dis-
rupted units receive no further penalties if they receive further
Disrupted results.

 off a map edge
* across an all-sea hexside
 across an unbridged Major River hexside _ _ _
« across or into an enemy ZOC Bond 11.5 Removing Disruption markers
Disruption markers are removed from all friendly units during
tth.e friendly End Phase. Supply and enemy ZOCs have no effect
additional retreat [10.1] may preclude elimination) 6 the removal of Disruption markeException: The German

' ' Manstein leader counter has a Disruption marker removal capa-

* Soviet artillery only: into a marsh or wooded marsh hex (Unpjjity which may be exercised prior to the friendly End Phase
less via a road) (26.2)

* into two consecutive vacant enemy ZOC hexes

10.4 Combat Against Previously Retreated Units

If a unit or stack is retreated into a friendly occupied hex and

that hex undergoes an attack in the same Combat Phase, the}&2 . ADVANCES AFTER COMBAT
treated units do not add their strength to the combat, and if %o 1 Length of Advance

quired to retreat again are eliminated. If all defending units are eliminated or retreated, the attacker

10.5 Attacker Retreats may advance the surviving non-artillery attacking units. Mecha-
The attacker is never required to retreat, but has the option fézed and cavz_alry units may advance up to two hexes. Non-
retreat if he rolls an AR result. In this case he may retreat twechanized units (excluding cavalry) may only advance one hex.
hexes following all the guidelines and restrictions above. Th'i2.2 Procedure

retreat does not allow the defender to advance. The first hex entered must be the defender’s vacated hex, and it

may be entered even if an enemy ZOC Bond is entered or crossed.
The second hex may be in any direction, but advancing mecha-
nized and cavalry units are under the following restrictions re-
garding thesecondhex:
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< May not enter or cross an enemy ZOC BOND. D. MOVEMENT AFTER A MOBILE ASSAULT: If the Mobile
« May not cross any (bridged or unbridged) Major River hexsideAssault achieves anything besides an AR result the assaulting
(A cavalry unit could cross if it started the advance adjacent tainits may continue moving or conduct other operations with their

the Major River hexside.) remaining MPs (4.9b). If the defender’s hex was vacated due to
« May not enter a marsh hex unless via a road. the assault, the stack may advance into the hex at no Mftgost
already been pajc&and continue moving from there.
33 Yes No 1/2 /243
= 5 A Mlél" + Enemy L -Re-'reﬂfs- L.
— 4 7 Ves 8-8.6 > Unit )
= 7|__%|5: frezessraderas > 7|_:2|5: ............... »
5-7-5 Vacated Hex
1/2
o xx No ESS
Sglé 4?4 70C Bond 4?4
No.Advance ;
1/2 1/2 1/2

EXAMPLES: The diagram on the left shows the advance rate
of infantry, cavalry, artillery and mechanized units. The dia-
gram on the right shows how terrain and EZOCs can affedEXAMPLE: The panzer division moves two hexes along the road

advances. (one-half MP for each hex) and then conducts a Mobile Assault

. . at a cost of 3 MPs. It achieves a DR result forcing the unit to

12.3 Adva_lnces ACI’OSS Major Rivers (rUIe 18) ) ) retreat. It chooses not to advance into the vacated hex (which

* Mechanized units may only advance across a Major River {f,,id cost no additional MPs), but rather to continue to move
using a bridge (road or pontoon) (18.3). down the road. The panzer division uses a total of 6 MPs.

< Non-Mechanized units may advance across a Major River but
it must be the first hex of the advance. Cavalry may advanck3.2 Multiple Mobile Assaults
two hexes while all other non-mechanized units must stop affhere are three cases where a German mechanized unit or stack
ter the first hex (18.3). (with a MA of 6) can Mobile Assault twice in the same Exploi-
tation Phase:

When the first Mobile Assault does not dislodge the defender
and the attacker has 3 MPs remaining to attack again.

12.4 Exchanges
If all defending units are eliminated in an Exchange the attackér
may only advance into the defender’s vacated hex and stop.

Mechanized and cavalry may not advance two hexes in this caseWhen the first Mobile Assault is successful and the attacker is
adjacent to another defending hex and the attacker has 3 MPs

13. MOBILE ASSAULTS emanne

13.1 Procedure

A. IN GENERAL: A Mobile Assault is an attack on the move _

allowed only during th&xploitation Phase—Mobile Assaults 9% Enemy [l w 222k 5>

arenot allowedduring the Movement or Reaction Phases. Only 676 ol

mechanized units may conduct Mobile Assaults. 3MPS™ [ A
Unit

B. MP COST: To conduct a Mobile Assault a mechanized unit
or stack of mechanized units must pay two MPs plus the cost pf
y

terrain to enter the hex. Ignore the +2 MPs to exit an enemn
ZOC when calculating the Mobile Assault cost and count th

» |X_QX| Free Advance E
>
= X l.ﬁuj

road rate into the target hex at 1 MP—not 1/2. 6-7-6
3MPs| | Enemy B
CLARIFICATION: You must pay the MP cost to enter the hex Unit
even if you do not intend to advance into the hex after the Mo-
bile Assault EXAMPLE: In the example above a stack of German mecha-

C. COMBAT PROCEDURE: Only a single stack of units may| hized units are able to conduct two Mobile Assaults in|the
conduct a Mobile Assault—no multi-hex mobile assaults are a|- Same Exploitation Phase. The first (A) achieves a DR result
lowed. The attack is resolved using normal combat proceduresthat allows the stack to advance. Having expended only 3
The attacker and defender may use air support, but Soviet Artjl-MPs at this point, the stack still has 3 more MPs to condluct
lery Barrages are not allowed. If odds of 10-1 or greater areanother Mobile Assault (B). Alternatively, the mechanized

achieved, the Mobile Assault eliminates the defending units with- Stack could expend the 3 MPs while remaining in place jand
out a die roll at no loss to the attacking units (8.8). receive an Assault marker, or could move one or more of the

remaining MPs and cease moving.
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« When the first Mobile Assault is successful and the attackdriendly unit. An LOS may not:
advances adjacent to another defending hex and the attackegnter an enemy occupied hex

has 3 MPs remaining. « cross or enter an enemy ZOC Bond (7.2)

NOTE: A defending stack could be Mobile Assaulted numerou$ €nter two consecutive vacant hexes in an enemy ZOC (6.6).
times by different enemy stacks or units. The prohibition against AN LOS may enter one hex in an enemy ZOC, which is useful

being “attacked” more than once per phase (8.1) does not app|y_vvhen a unit is in a salient or only partially surrounded by en-
] ] ) ) emy units (see example below).
13.3 Mobile Assaulting Previously Retreated Units

Units retreated from one Mobile Assault may be Mobile As-14-4 General Supply . o .
saulted again (even by the same enemy stack). Units previoushyring each player’s End Phase, all friendly units (including
retreated and defending against a Mobile Assault use their fliir Units) must trace for General Supply. If any unit or stack
defense strength and are not eliminated if forced to retreat mo$@nnot trace a valid LOS, it receives an Out of Supply marker
than once. Note: The prohibition against being “attacked” morénmediately. If any unit or stack bearing an Out of Supply marker,
than once per phase (8.1), being unable to contribute deferdEPm @ previous phase) can now trace a valid LOS, the marker
strength to a second “attack” (10.4), and being destroyed if forcd® removed immediately.

to retreat a second time (10.4) do not apply to Mobile Assault§.4.5 Out of Supply Penalties

Any unit or stack bearing an Out of Supply marker suffers the

14. LOGISTICS following penalties:

14.1 General Rule COMBAT: Attack Factors are halved (rounded up [9.2]). De-
The concept of logistics ibkraine '43is represented in three fense Factors are unaffected.
ways. MOVEMENT: The unit's MA and Extended Movement bonus

GENERAL SUPPLY: Penalizes a unit that cannot trace a Lin@re reduced to 2 MPs each. Therefore, a unit out of supply could

of Supply to a Supply Source during the End Phase (14.4). move 2 MPs if it attacks, and 4 MPs if it doesn’t. For mecha-
nized units, this MA reduction applies to its movement in the

ATTRITION: Penalizes units that are isolated (14.6). Exploitation Phase also. Non-mechanized units may still move
PETROL SHORTAGE: Penalizes mechanized units that staﬂt hex or attack during the Exploitation Phase.

their turn far from a Supply Source (14.7). « Out of Supply units cannot receive replacements.

14.2 Supply Sources + Out of Supply Air Units may flip (15.2) but may not fly any
Supply originates at either: mission except to change bases.

A. CERTAIN MAP EDGE HEXESGerman map edge Supply ° 2:;?1‘ Supply units magotbe activated for Reaction Move-

Sources are indicated with the German cross while Soviet ones

are indicated with a Soviet star. Only map edge Supply Sourcgd.6 Isolation and Attrition of Out of Supply Units
that are friendly controlled may be used. During each player’s End Phase after General Supply has been

B. CONNECTING RAIL HEX: A connecting rail hex is consid- checked, all friendly units bearing an Out of Supply marker must

ered a Supply Source. A connecting rail hex is a rail hex that }gace an LOS similar to the original LOS (14'3) with the sole
exception that the length of the Overland portion may now be

.(l:.cr)]gngi;lt (Ie|(rj1 : )r/n‘;l/l nn%? I:)(raaltl)l?)ilfzz fyaenmeargyeggﬁsS;rptﬂZi? ;gmér(ilimited. If the unit/stack is able to trace this modified LOS, it

; . remains Out of Supply, but is not Isolated. If the unit/stack is not
and for the Soviet player must be repaired (Rule 17). able to trace this modified LOS, it becomes Isolated. In addition
14.3 Line of Supply to the Out of Supply effects, each Isolated unit (or unit in an

A. ALine of Supply (LOS) is a path of contiguous hexes from dsolated stack) must immediately check for Isolation step loss.

unit to a Supply Source. The path consists of two parts—an over- ) . . . .
land and a road portion. The overland portion can be 4p toelgROC.EPURE‘ Roll one die for eagh unit. If th_e (.j'e rollis 1_?.’
the unit is reduced one step. A unit can be eliminated (lose its

hexes in length(or 7 hexesto an army [German] or front [So- ¢ - tep) due to Isolati e |
viet] HQ that is on a road). The road portion can be of any Iengllﬁ‘S remaining step) due to Isolation step loss.

until it reaches a Supply Source (but see section C below). DIE ROLL MODIFIERS:

+1 SUPPLY DUMP: if the unit can trace a LOS to a friendly
controlled city, town or a friendly Army (German) or Front (So-
thjEt) HQ even though it cannot trace to a Supply Source.

B. TERRAIN LIMITATIONS: An LOS may not cross an all-sea
hexside, cross more than amgbridgedMajor River hexside or
enter more than one marsh or wooded marsh hex through a n

road hexside. +1 MORALE: for all German units and Soviet Airborne bri-

C. ENEMY UNITS: An LOS may be traced into and throughgades'
any number of hexes in an enemy ZOC which also contain BXAMPLE: German units in an isolated pocket, able to trace a
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LOS to a town hex, would lose a step for attrition only on a did5.3 Basing Air Units

roll of 1 (DRMs of +1 for being German, and +1 for tracing to Air Units are placed on the map and must at all times (except

a town hex). when flying Defensive Air Support) be located on a base. Any
village, town or city hex that is in supply, and is friendly con-

14.7 Petrol Shortage trolled can be used as a base. No more than one Air Unit is al-

A. During the Initial Supply Phase, the owning player must ro"owed to base in each hex. The owning player may change the
a die for each of his non-HQ mechanized units (including artilbase of an Air Unit either:

lery divisions) not bearing Out of Supply markers which are

located further than seven hexes from a Supply Source (14.2]. Puring his Movement Phase by repositioning it to any base
on the map, regardless of distaritieis type ofrepositioning

B. The seven hex distance traced must lead to a Supply Sourcegounts as a mission and the Air Unit is flipped it to its Flown
not just a road that leads to one. The path can be traced througRide. This is the only mission allowed if an Air Unit is marked
enemy units, but not across all sea hexsides or all sea hexeswith an Out of Supply marker.

Note: Being a_ble to trace through enemy units may seem SUa_ngeDuring his Initial Supply Phase. This only applies to Air Units
but the rule is to penalize units operating far from the major returning from a DAS mission. They may return to any eli-
supply depots, and not to penalize units that have currently hady;, o hase within their range. If no base is in their range they

their supply cut by enemy ur_lits. Those units will be penalized in are placed at any base, regardless of distance and marked with
the End Phase when checking for General Supply. a Disruption marker (15.8). The Disruption marker is removed

C. The player consults the Petrol Shortage Table (here in thishormally in the End Phase but serves to prevent the Air Unit
section or on-map) after each die roll. from flying a mission that turn.

D. If the die roll indicates a “Fail,” then the unit is consideredl5.4 Ground Support in General o
short of petrol, receives an Out of Supply marker, and suffers dfoth the attacker and the defender can use Air Units for ground

Out of Supply effects until LOCs are traced during the Friendlypupport. Air Units can be used to provide ground support to any
End Phase (14.6). attack within their range. No more than one Air Unit from each

side may be used in each combat or Mobile Assault. Air Units
E. If the unit passes the die roll, it is unaffected (does not receivge never affected by CRT results.

an Out of Supply marker).
i ) 15.5 Offensive Ground Support

PETROL SHORTAGE TABLE An Air Unit on Offensive Ground Support provides the attacker
8-10 hexes from a Supply Source: 1-2 = fails with a favorable shift of one column on the CRT. The Air Unit
11-15 hexes from a Supply Source: 1-3 = fails does not leave its base, but rather is flipped over to its Flown side.
16 or more hexes from a Supply Source: 1-4 = fails An Air Unit may fly Offensive Ground Support in either the

= = Oz First or Second Combat Phase, or in a Mobile Assault.

(=g [ed= — Sowest [

o) (24 we 15.6 Defensive Air Support (DAS)

2 s

.
Y
«w ey

685 During the friendly End Phase, the phasing player may use his
Air Units that are on their Ready side to fly Defensive Air Sup-

ort missions (DAS). Units flying DAS may be placedaimy

EhXAMPLE: ;]I'he Soviet ta}nk corpss an? ag[illery divri]sion.ia\hre rgoreflex (occupied or vacant) within range. Units flying DAS affect
than seven hexes away from a Supply Source (the railhead) ir placement hex plus all six surrounding hexes. Within this

both need to roll for Petrol Shortage. The Soviet rifle division iS]-hex zone they provide the followirigree benefitsthrough-
a non-mechanized unit and so does not have to be check%qn the enemy player’s turn:

Note that the roads and the Soviet Front HQ have no affect on

tracing supply for petrol. They are used in General Supply only. GROUND SUPPORT: Provides friendly defending units with
a +5 (German) or +3 (Soviet) defensive bonus. This bonus is
cumulative with any terrain bonus the defender may have. This

15 A| R POWER bonus can be used fall attacks and mobile assaults made on

15.1 In General those hexes during that player turn.

Eh?re are X?rese types of r(;‘i;SiO”S:hOﬁe”Sive Ground Suppott,\1a30R RIVER BRIDGE INTERDICTION: Major River
efensive Air support, and Base change. bridges within the Air Unit's zone (including those bridges
15.2 Flown and Ready Status along the zone’s 7-hex perimeter) cost two extra movement
Each Air Unit can perform one mission per turn. Indicate Air Points to cross (+2 MPs). This cost applies to both mecha-

Units that have already performed their allowed action by flip- hized and non-mechanized units. Interdiction has no effect on
ping it over to its Flown side. All Air Units are flipped back over Mminor river bridges.

to their Ready sides at the start of each friendly trn. - ROAD INTERDICTION: the road rate within the Air Unit's
7-hex zone is increased to 1 MP per hex for all enemy mecha-
nized units.
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REBASING: Air Units flying DAS return tany base within  16.3 Soviet Replacements
range during the next friendly Initial Supply Phase. Note thatA. Replacements may be used interchangeably for regular or
this does not count as a rebasing mission so the Air Unit may flguards units.

another mission in the upcoming turn. . . .
P g B. SPECIAL: One mechanized replacement can bring either an

Army or Front HQ out of the deadpile.

C. SPECIAL: One mechanized replacement can bring in one
Guards Breakthrough Artillery Division from the Stavka Reserve

[=1-
§-1-
Box (22.5¢).

D. SPECIAL: One mechanized or non-mechanized replacement
can bring two Soviet Sapper and/or mechanized infantry bri-
gades out of the deadpile.

E. ARMORED BRIGADES AND REGIMENTS: | ¥ fulma
One mechanized replacement can bring two armag | —
brigades/regiments out of the deadpile.

EXAMPLE: The Soviet Air Unit provides a +3 Defensive BO_E. EIirSinlated artillery divisions and airborne brigades can never
nus to all friendly units within the shaded hexes. e rebuilt.

15.7 Overrunning an Enemy Air Base 16.4 German Replacements

An Air Unit cannot be eliminated. If its base is entered by ahq' Replacemgnts may be used interchangeably for any German
enemy unit, the Air Unit is immediately repositioned to anothef’ German allied unit.

air base by the owning player, is flipped (if not already) to itd8. SPECIAL: One mechanized replacement can bring a Panzer
Flown side, and is marked with a Disruption marker. DisruptedCorps HQ or Army HQ out of the deadpile

Air Units can flip to their Ready side, but cannot be used for ag. FREE REPLACEMENT: The German Tiger Battalion and

air mission until the Disruption marker is removed during theassault Gun Brigade cannot be rebuilt using replacements. At

owning player’s End Phase. the moment either unit is eliminated, place it four turns ahead on
the Turn Record Track. When the Game Turn marker reaches a

box containing one of these units, the unit enters play on that
16 REINFORCEM ENTS &- game turn as a reinforcement (16.1).
REPLACEMENTS 16.5 Replacement Procedure

16.1 Reinforcements A. Only units in the dead pile or on the map in a supplied and
Each player’s reinforcements are listed on the Reinforcemenbn-Disrupted state can receive replacements.

Schedule. Reinforcements enter play during the friendly MoveB' A unit may move during the Movement Phase before it re-

ment Phase through a friendly map edge Supply Source payirégives a replacement but not aftexception: A unit that uses

the appropriate terrain F:ost for the first hex gntered. All reine s tended Movement may not receive replacements.
forcements may use Rail Movement. If all available entry hexes

are enemy controlled, they may be delayed until an entry hex fs G€rman units can receive a replacement while in an enemy
available. They may not be shifted to another map edge. D&OC- Soviet units cannot.

layed reinforcements are not eliminated, and are not placed i A unit which receives a replacement or is restored from the
the Dead Pile BoxNOTE: The German Tiger Battalion and dead pile is immediately marked with a Disruption Marker and
Assault Gun Brigade re-enter play as reinforcements if elimisuffers all the penalties of that status.

nated (16.4). E. If a player uses his replacements to bring a unit from the dead
16.2 Replacements in General pile, then the unit arrives on its reduced side (and Disrupted) at

Soviet and German replacement rates are listed on the TUY friendly controlled VP Hex that is a Supply Soufwe a
Record Track. Replacements are received during each playef*9nnecting Rail Hex)NOTE: Soviet units may also be placed
Movement Phase. Replacements are used to restore reduce@dRed Star Map-Edge Supply Source hexes.

eliminated units. Each non-mechanized replacement can restd¥eNo unit can receive more than one replacement per turn.
areduced non-mechanized unit to its full strength side or bring a

non-mechanized unit out of the dead pile on its reduced side.

Each mechanized replacement can restore a reduced combat unit

(mechanized or non-mechanized) to its full strength side or bring

a combat unit (mechanized or non-mechanized) out of the dead

pile on its reduced side. Replacements may not be saved, and

those not used are forfeited.
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17. RAILHEADS and RAILROAD 18. MAJOR RIVER ASSAULTS
REPAIR and PONTOON BRIDGES

DESIGN NOTE: I've never enjoyed tracking scores of railheadsThe Dnieper River, in particular, proved to be a formidable ob-
so the repair process concentrates only on the important rastacle to the Soviet advance, even when defended by a battered
lines. This simplification ended up improving the rule by mak&erman Army.

ing the rail centers like Poltava and Kharkov more important.

18.1 Preparing the Major River Assault

17.1 Purpose A. Attacking across a Major River hexside may only occur dur-
Rail hexes that initially start west of the Soviet August startingng the First Combat Phase (never during the Second Combat
line must be repaired before the Soviet Player may use them Bkase or in a Mobile Assault).

Supply Sources and for Rail Movement. Only rail hexes indi-

cated with a light green line need to be repaired. All other raha" Only units in a hex containing an Assault Marker (placed

hexes are automatically repaired if each end of the line is rg_urlng the Movement Phase) may attack across a Major River

paired(for example when Soviet railheads reach Krasnogra exside. To place an Assault Marker during the Movement Phase

(hex 3818) and Losovaya (hex 4321) the rail line between SSﬁfriendly unit, that is not Disrupted or currently marked OOS.’
and 4321 is instantly repaire®ail lines that dead-end are auto- must have started the Movement Phase adjacent to the Major

matically repaired when a railhead reaches their brénample, ,I\?/Ilvekr h?l_xhs'd: andl spenkt Its entlge 'VllA tc()j a(_:(?]wkr]e the Assgult
the 5030-to-Mariupol line is instantly repaired when a railhead. arker. The Assault marker must be placed with the arrow point-

reaches 5030. ing toward the hex to be attacked.

C. This action prepares the hex for a cross-river assault. Any

The Soviet Player has eight railhead markers to indicate t,ﬁéher friendly unit (including mechanized units) may enter that

progress of his repair. Six of the markers start on the map in t &X and (Ijogneflt frorl\r;ll;h?]Assault Marker—even though it did
August Scenario. The other two come into play when the raif?ot spend its entire there.

heads reach a branch in the rail line where repair can proceedNiTE: Artillery divisions are always able to participate in at-
two directions. Railhead markers may only move along rail hexagcks if the defender hex is within range.
highlighted in light green.

17.2 Indicating Repair

. 18.2 Resolving the Major River Assault
17.3 Repair Procedure A. The Attack Factor of each non-mechanized unit is reduced
During each Soviet End Phase, the Soviet player may repair tg§) one and the Attack Factor of each mechanized unit is reduced
hexes of railroads. Moving a railhead marker forward one hepgy half (9.2). Two or more hexes with Assault Markers may at-
indicates repairing a rail hex. Each Railhead marker may onlgck the same hex in one combined attack. A hex without an

repair two hexes, so the ten potential hexes must be divided bgssault Marker may not contribute to the attack in any way.
tween at least five different rail lines. Repaired Rail hexes may o S
be used in the next Soviet Player turn. B. If the defender is eliminated or retreated the Major River As-

] ) sault is considered ‘successful.’
17.4 German Control of Soviet Rail Hexes

A. German units may not destroy rail lines; they may only pusf8.3 AdVan.Cing Across Major Rivers _ .
back or stall the Soviet railhead markers. If the attack is successful, all the non-mechanized units that par-

_ . ticipated in the assault may advance. Non-Mechanized (except
B. To push_ back a ra|Ih.ead rT_larker an German unit must entefg Cavalry) may advance one hex. Cavalry may advance two
hex occupied by a Soviet Railhead. If that happens, the railheg@xes. Mechanized units that participated may NOT advance at

is immediately pushed back (down the rail line) until it reacheg)| unless they attacked across a bridged hexside.
a hex clear of German units (which is usually one hex). German .
ZOCs by themselves cannot push back railhead markers. ~ PLAY NOTE: Remember that retreat across an unbridged ma-

jor river hexside is prohibited. Any unit advanced without a

C. To stall arailhead, the German player must block its supplyridge to retreat across is definitely at risk of total destruction.
of repair materials. Repair materials come from SoMap

Edge Supply Sources but must travel along rail lines. A rail-18.4 Bridge Train Markers

head that is not on a Connecting Railhex (14.2.b) cannot } Bridge Train markers are placed by the Soviet player
moved forward. X B during his Movement Phase as the first stage in build-

""1,,‘{' ing a Pontoon Bridge. Bridge Train markers may only
be placed on a non-Disrupted Soviet unit that has
not yet moved, and is not marked as OOS. The marker must be
placed with the arrow pointing toward the hexside to be bridged.
The Soviet unit is allowed to move after the marker is placed (if
it is non-mechanized it may cross the Major River per 4.4).

Note: The same unit that placed an Assault marker for a Cross
River Assault can place the Bridge Train marker.
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18.5 Pontoon Bridges 19.3 Vacant Fortifications
A. The Soviet player may build Pontoon Bridges byA fortification marker by itself in a hex no effect on enemy units
!‘E flipping Bridge Train markers to their Pontoon Bridge and does not impede enemy movement in any way. Fortification
i | Sid€. TO flip @ Bridge Train marker to its Pontoon markers cannot retreat. Vacant fortifications have no effect on
side the following condition is necessary: tracing LOS. When a Soviet unit enters a hex containing a For-

. . _ tification marker it is removed.
* both hexes tangent to the hexside that will be bridged must be

clear of enemy units and either: a) occupied by friendly units, 019.4 The August 1943 Start Line
b) clear of enemy Zones of Control (rule 9). Every German front line hex of the August 1943 start line is

B. At the start of the Soviet Exploitation Phase, the Soviet playé:rons'd,erecj tobea German. per.manen.t fort. leeW|§e, every hex
may roll for early Pontoon Bridge completion. The Soviet p|ayeppp05|te the German start line is conSIdere_d a Sovgt_permar?ent
rolls the die for each Bridge Train selected, and on a roll of 1_§9rt. These permanent forts are treated I|k_e a fortlflcatlon In
the Bridge Unit is immediately flipped to its Pontoon BridgeeVery respect exqept they are not removed if an e”emY,U“'F en-
side. The Pontoon Bridge is available for use by Soviet mechig's the he_x. Units occupying enemy permanent fortification
nized and non-mechanized units during the Exploitation Phadigxes receive no fort benefits.

of the current turn. If the die roll is 4-6, the Bridge Train cannof 9 5 Dnieper Bridgeheads

be flipped until the Soviet End Phase. For Scenario 4 only, the three Soviet hexes west of the Dnieper
C. During the Soviet End Phase, remaining on-map Bridge Trafnd south of Kiev (hexes 1714, 3223, and 3323) are considered

markers are flipped to their Pontoon Bridge sides. Each porpoViet fortification hexes (see 34.5).
toon Bridge must be built across the same hexside where the

Bridge Train marker arrow pointed. 20. SOVIET AIRBORNE BRIGADES

D. The Soviet player is limited to 4 Pontoon Bridges in play at anp( 1 General Rule

given time. At the start of the game these three units are placed in the Air-
E. Pontoon Bridge markers may be voluntarily removed durinporne Reserve Box. They may only enter play if air dropped.
any Soviet Player End Phase, or removed immediately whenTdey may not be replaced if eliminated. Airborne brigades do
German combat unit moves (or advandeg) one of the two not possess a ZOC.
hexes being bridgedll removed Pontoon Bridge markers re- .

9 brieg 9 20.2 Air Drops

Lurrsn to play on any following game turn as Bridge Train markAirdrops may occur during any Soviet Movement or Exploita-
tion Phases during clear weather turns. The Soviet player may
drop all three in one turn or split them up between several turns.

19 FORT|F|CA‘|’|ONS The airborne brigades must be placed in a vacant hex within 5

S . hexes of any Soviaton-Airbornecombat unit. The drop hex

19.1 Building Fortifications ) . may not be a Marsh, Wooded Marsh, Town or City hex. Within

Only the German player may build fortifications. He y,ose restrictions, the brigades may be placed in any type of hex,

may build one fortification per turn. The Fortifica- i, o oyt of enemy ZOCs. Once dropped, an airborne brigade

tion is begun in the German Movement Phase (plac,ay not be re-dropped. Destroyed airborne brigades cannot be
the counter on its reverse “Fort” side) and completeqebu”t

at the starbf the German Movement Phase of the following

turn (flip the counter to its front “hexagon +3” side). Fortifica- NEW: Air drops may not occur against a hex containing an en-

tions may be placed in any friendly-controlled hex outside oémy Air Unit, nor in the six surrounding hexes. Only one Air-

enemy ZOCs and in supply (no unit is necessary). Alternativelyjorne brigade may be dropped in the first 7 turns of the game.

a fortification can be built in an enemy ZOC if a friendly ground .

unit is present. If a fortification is built in an enemy ZOC, alli?{'3 At‘]lrbdome I?erp Tgblf h unit:

units that end the Movement Phaisethat hex are Disrupted er2t _e .rct))p ro t())r_1e dlelor(;aa_ct urtnt. d ttack in th

throughout the player turn (prohibiting the units in the hex from1 ors= c%:n;rg:]%o?ngt?atePﬁgsg intact and may attack in the up-
ttacking). This Di tion i d lly in the End Phasg, . . :

attacking). This Disruption is removed normally in the En S 4 — airborme brigade Disrupted

19.2 Effects of Fortifications 5 or 6 = airborne brigade eliminated
Units defending in a fortification hex receive three benefits:

) _ _ New Air Drop DRM: Modify the die roll by +2 if dropped in a
* All mechanized and cavalry units attacking the hex are halvegey containing an Axis ZOC.

in attack strength (9.2).
 Attacks against fortifications incur Heavy Casualties (8.9).

20.4 Airborne Movement and Supply

) o ) ] The brigades may not move on the turn they are dropped but are

* Units defending in a fort receive a defensive bonus of threg,;iomatically in full supply (and may ignore isolation attrition)
(+3). This bonus is cumulative with terrain bonuses and with, their first turn on the ground. On the turn after they land they
rivers benefits. are treated as normal infantry units.
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21 G ERM AN SECU R |TY ;afltgeerjv Ztr ér;e start of an offensive, but returned to Stavka Reserves
DIVISIONS '

) ] ) B. One of these units, paired with a regular artillery division,
If these units start in or enter a city hex, they may not leave #4yides the Soviet player with a two column shift on the CRT.
until a Soviet unit moves within three hexes of that city (don'ta gjngle breakthrough artillery division bombarding alone can
count the city hex, but do count the Soviet unit hex). Securityqyide a one column shift, and two breakthrough divisions bom-

divisions brought out of the dead pile through the replac:emerp‘,tarding together can also provide the two column shifts.
rules must be placed in a city hex if possible.

o C. These units do not have depleted sides. They are removed
CLARIFICATION: If a Security division starts the game out- fom play if used to provide an artillery shift or forced to retreat,
side a city hex (or is forced out by a retreat) it moves normallyq are placed in the Stavka Reserve Box on the map.
until it again enters a city hex.
D. During the Initial Supply Phase, the Soviet Player may bring
in a Guards breakthrough artillery division from the Stavka Re-

22 SOVl ET ART| LLERY serve Box either by foregoing one of his two flips (22.4), or by

DIVlSlONS expending an armor replacement. The returning artillery divi-
sion, on its full side, enters play as a reinforcement during the
22.1 General Rule Movement Phasgand is eligible for free Rail Movement).

T TR Each Soviet artillery division (regular or
[*]=| [=]2| Guards) may provide an artillery barrage to

s-z-é §-2-H| one combat within two hexes of its location 2.3 HQ UNITS

) (measured to the defender’s he_x). An artil- 3.1 Properties Common to Each

lery barrage gives the Soviet playgr a favqrable shift of One Cog HQs arel step unitsThey can be removed to satisfy a com-
umn to the right on the CRAnN artillery unit may be used in bat step losses but must be the last step tal have no
elthqr the 1st or 2nd Combat Phase. They may not be used %8¢, and no stacking value. These units may return from the
Mobile Assailt dead pile using an armor replacemé@ifiese units may become
22.2 Massive Barrage Disrupted like other combat units.

The Soviet Player can receive two shifts if he uses two arti”e%AGNITUDE' These units are not counted when determining
divisions, but one of them must be a Guards breakthrough artﬂ/’lagnitude uniess they are the only unit in the hex

lery division (22.5).

23.2 German Army and Soviet Front HQs

/Zj-i Fl’lfopfgtles . ————— COMMAND AND CONTROL: Army
rtillery Divisions: 1P a | s | (German) and Front (Soviet) HQs are used
« may not be used in Mobile Assaults. (1)@ | (1)@ | to provide army level assets (artillery and
« have only one step, and if eliminated can never be rebuilt wi air) and control large battles. Any attack
replacements. using an artillery division or ground support, or any attack in-

. volving 4 or more attacking unitgequires at least one of the
« do not have a ZOC, and are counted as a support unit for stack- .. > . : . )
ing purposes. participating attacking units to be able to trace a line of supply

no longer than seven hexes to a non-Disrupted Army (German)
* bearing Disrupted markers cannot provide column shifts 0gr Front (Soviet) HQ.

the CRT.
« are Restricted Movement Units (4.8) and cannot retreat intc')\,IOTE: Sappers do not require Command and Control.
enter or exit marsh hexes through non-road hexsides. DEFENSE STRENGTH: These units may not attack, and may

22.4 Regular Artillery Divisions only use their defense factor if attacked while alone in a hex.

Unless destroyed or exited, regular artillery divisions always reSUPPLY BENEFITS: German army and Soviet Front HQs ex-
main on the map. Each regular artillery division counter has twgend the overland portion of an LOSgeven hexe$14.3). If
sides. Each division must be on its front (full) side in order tasolated, these HQ provides a die roll modifier (+1) to all units
provide the favorable shift on the CRT. Once used in this wayn the same isolated pocket (14.6).

the counter is flipped over to its depleted side. Artillery Divi- ) .
sions on their depleted side may only flip back to their full sid&>LARIFICATION: The Central Front ‘marker’ is not consid-
during the Soviet Initial Supply Phase. At that time the Sovieg"®d @ Front HQ.

player may flip over any two that do not bear Out of Supply and$3 3 panzer Corps

or Disrupted markers. The German player has three panzer corps HQs. Their
22.5 Soviet Guards Breakthrough Artillery main function is to provide a one column shift to the

A. All four of the Soviet Guard artillery divisions are classified right on the CRT when attacking and a +2 bonus when
as breakthrough artillery units—generally used for massive bar- defending. No more than one column shift can be
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gained even if more than one Panzer Corps HQ participates p5 \NNEATHER
the same attack. For the SS panzer corps, these bonuses B&Y1 General Rule

gglryt:: c:jtf]ee(rj tl\];vgt lgﬁi?ggrSerancTﬁglszeegol:ﬂ;:S ?J;O Icr)]an]e'&te the start of each Game Turn beginning with turn 7, determine

; P ps ARS, . Y Only 22 weather for the complete turn by rolling one die and con-
used if at least one panzer division is also in the hex. These pan-,.

.t . . sulting the Weather Table.

zer corps HQs may also be used to facilitate stacking by using
the off-map panzer corps boxes. Any unit in the box is consid25.2 Explanation of Results
ered to be stacked with the corresponding panzer corps count®& EAR: No effect.
for all purposesPanzer Corps may pick up and drop off units _ ] . o
during movement panzer corps moves at the rate of the slow©OVERCAST: Players will roll a die for each air unit. On a 1-3
est unit in the stack. Non-mechanized units may be stacked irff3 Air Unit is flipped over to its Flown side. See 3.C.1.a for

panzer corps but this would slow it down considerablgan- ~ When to roll and for which units.

zer Corps caught alone in a hex has a defense of 2. LOCAL BAD WEATHER: If a unit that is flying DAS must flip
23.4 Soviet Tank and Shock Armies to its Flown side, then the hex the Air Unit is in, plus all 6 sur-

The Soviet Player has three Tank Army HQs and one Shodrunding hexes are considered to be experiencing bad weather

Army HQ. These HQs allow the Soviet Player to increase hignd no Offensive Ground Support missions may target those
stacking limit plus provide a combat support bonus. hexes that player turn.

STACKING: A Tank Army HQ allows the Soviet player to stack RA!N: No air .missi.ons are allowed. All Air pnits.are fI.ipped to
one additional tank or mechanized corps in the hex. A Shodk€ir Flown sides immediately. German Air Units flying DAS
Army HQ allows the Soviet player to stack one additional infan&'€ return_ed to their bases and remain flown. All attacks made
try unit in the hex. The Soviet Player may use the off-map boxdduring Ram.turns suffer.a penalty of one shift to the left on the
for these armies if he wishes. Units in these boxes are consfgRT- All units have their movement allowances reduced to 3

ered stacked with the HQ for all purposes. These HQs may pid¥Ps; but Extended Movement remains unchanged at 3 MPs. In
up and drop off units during movement and mavehe rate of addition, the road rate of secondary roads is increased to 1 MP

the slowest unit in the stack. (from one-half MP) for mechanized units. Note: Rain is not cu-
mulative with the Out of Supply movement penalty, use the Out
DESIGN NOTE: Players wishing to duplicate the Soviet docef Supply penalty and ignore the Rain affects.

trine at the time, should put 2 tank corps and 1 mechanized cor%§5

in their tank armies, and 3 infantry units in their Shock armiesand3§§guence of the Air Segment during Overcast

COMBAT SUPPORT BONUS: The +2 bonus for tank armies|f the Weather for the turn is Overcast or Rain, the Sequence of
may only be used if at least one tank or mechanized corps Bay in the Air Segment is modified. Follow Steps 1 and 2 as
present in the hex. The +2 bonus on the Shock Army may onlyormal. Use Steps 3 and 4 if the Weather is Overcast, use Step 5
be used if there is at least one non-mechanized combat unit als¢he Weather is Rain.

in the hexA Tank or Shock Army caught alone in a hex has a
defense of 2. Overcast Weather Sequence:

STEP 3: If the weather is Overcast, the Phasing player rolls one
CLARIFICATION: The HQ's Combat Support Bonus is halved die for eacrenemyAir Unit currently flying DAS. On a 1-3 the
when attacking a Fortification, across a river hexside, or out of @nemy Air Unit is flipped to its Flown side and ignored for the

Marsh hex. remainder of the Phasing player’s turn (but see Local Bad Weather
Tst Tamk Army above).
v LN g8 ¥ Bl STEP 4: If the weather is Overcast, the Phasing player rolls one
) o (= die for each friendly Air Unithat will not fl DASg(tF;1eyenem
6-8-5 || 7-6-5 || 7-6-5 || 2-1-5 4 v ¢

player will roll for the Phasing player’s Air Units flying DAS

during his Air Phase). On a 1-3 the Phasing player’s Air Unit is

EXAMPLE: The 1st Tank Army is on the map representing thg,neq 10 its Flown side and may not be used for the remainder
four units in its display. The army would have an Attack Strengths the turn.

of 24 (Remember to count the HQ: 2+6+7+7+2), a Defense

Strength of 23 and a Movement Allowance of 5. Rain Weather Sequence:

STEP 5 (SOVIET PLAYER TURN): If the weather is Rain then
all German Air Units flying DAS and all Soviet Air Units are
flipped to their Flown side.

24 Rule 24 was combined with rule 23
STEP 5 (GERMAN PLAYER TURN): If the weather is Rain
then no German units may fly Offensive Air Support but all Ger-
man Air Units may fly DAS (the weather on the next turn will
determine the status of these air units).
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26. MANSTEIN and ZHUKQV PROCEDURE: When an attempt has been declared, indicate the

Field Marshal Erich Manstein commanded Army Group Soutrﬂggisa:gdtégup\t?;l g:ces' o?g r?a;O:ooefffigf,ot:le cl)Jnn:a?t(Zfr?Tle
and was considered one of Hitler's best generals. On the SOViertﬂt perppha.se can be made—you cannot roll)t/wice for thepszme
side was Marshal Georgy Zhukov, Stalin’s favorite general, anﬁnit

the first to be awarded the Marshal’s Star by Stalin during the™

war. Both were able commanders. Each player has one lead®fOTE: A unit could have a second Disruption removal attempt
counter available representing Zhukov for the Soviets, anghade during the Exploitation Phase if the first attempt during
Manstein for the Germans. the Movement Phase Failed. Likewise, a unit un-Disrupted dur-
26.1 The Zhukov Leader Counter. ing the Movement Phase, but again Disrupted when attacking

A. During each Combat Phase the Zhukov Ieade‘rNOUld be eligible for a second Disruption removal attempt.

L] gi counter can affect one attack that takes place withiEXAMPLE: During the German Movement Phase, a German
four hexes of its location (measured to the defender’anit entering as a reinforcement ends Rail Movement within
hex), if the Zhukov counter has not been moved durfour hexes of the Manstein leader marker and receives a Dis-
ing the game turn. ruption marker. The German player makes a Disruption marker
. . . . removal attempt for this unit, rolls the die, obtains a result of 4,
B. The magnitude of the attack is automatically increased on€e . . : .
. and removes the Disruption marker (note that this unit cannot
level to a maximum of three. . .

move further during the Movement Phase, but is able to move

C. Soviet step loses for that battle are automatically increasedd fight normally in the upcoming Exploitation Phase). A sec-
by one step (chosen by the Soviet player). This is in addition t@nd Disruption marker removal attempt is made for an in-range
any extra step loses incured through Heavy Casualties (8.9). unit which has received a replacement, but a five is rolled and

. o the attempt fails. During the Exploitation Phase the third dis-
D. The Soviet player may attack a second time if a Contact Q[ption removal attempt is made for the unit which failed to

Exchange (EX) is rolledith the Primary dieBefore attacking  paye jts Disruption marker removed in the Movement Phase.
a second time, remove step loses suffered in the first attack di§e attempt succeeds this time, allowing the unit to move. The

roll. Do not recalculate odds (use the original odds level), but dgyanstein leader has now made all three removal attempts, and
recalculate magnitud@s in the first attack, another Soviet step .3n make no more until the next game turn.

is automatically removed.

_ ) . PLAY NOTE: Players may find it helpful to take a spare marker
EXAMPLE: The Soviet player commits the Zhukov counter tgnq pjace it in the turn 3 box prior to the start of the German

an attack against a full strength German unit in a clear heX\joyement Phase. As each Manstein Disruption marker removal
four hexes away. The odds are 3—1, and the actual magnltudedﬁempt is made, move the marker to the next lower box. Re-
one, but it is increased to 2 due to the use of the Zhukov leadgfyye the marker after the third attempt is made.

counter. The first result is a primary die roll of 2 (an exchange)

forcing the Soviet attackers to lose two steps (one for the ex6.3 Properties Common to both Leaders

change and one for the mandatory step lose) and the Germé&gaders are not combat units and do not have a step to lose in
unit to suffer one step loss. There is no loss on the second (magmbat. If caught alone in a hex by an enemy unit they gain a
nitude 2) die roll of 1. Due to the exchange, the Soviet playdpisruption marker, and are immediately displaced by the owner
has the option to attack a second time, and does so. The od@sany friendly controlled hex which has a victory point value.
are still calculated at the original 3 to 1 level, and the actualThey can never be eliminated. They have no ZOC, no stacking
magnitude of 1 is again raised to 2. The primary roll of 1 isvalue, are not counted when determining Magnitude. Disrupted
contact, causing the Soviet another mandatory step loss withaders cannot perform their special functions (26.1 and 26.2).

no loss to the defending German unit. The secondary c_i|e rol ﬁLARIFICATION: Leaders move like mechanized units and
6 causes a loss of one step to the defender, and eliminates thé .

. . may use the 1/2 MP road rate. They may use Rail Movement
defending German unit. . . . L

(which counts against the one unit per turn limit).

26.2 The Manstein Leader Counter
The German player can attempt to remove Disrup-
tion markers from his uniténcluding Axis allies)
by using the Manstein Leader countersruption
removal attempts are made on individual units—not
stacksOnly three attempts per turn are allowed and the Manstein
counter must be within 4 hexes of the disrupted unit. Disruption
removal can occur only prior to moving the Manstein counter.
Once the Manstein counter moves, no further Disruption removal
attempts can be made. Disruption removal may only occur dur-
ing a German Movement or Exploitation phase.
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27. CENTRAL FRONT tion to the VPs for the capture of the town of Zaporozhye. The

27 1 Rule Soviet player can destroy the dam during his turn by moving an

North of Voronezh Front was the Central Front Iedartlllery division (full or d.eplet_ed) "’?dlacer.“ .to_ the city. The Ger-
. man player can destroy it during his turn if it is under his control
by the Soviet General Rokossovsky. On August 26t o .
. : . g no unit is necessary). If the Soviet player enters Zaporozhye
he opened an offensive that carried his armies to th . . ’
. . , . efore the dam is destroyed he is considered to have captured
Dnieper River north of Kiev. His westward move- . ; N
. . . the dam intact. These two extra VPs are lost if the city is retaken
ment had a great impact on Manstein’s defense of the Ukraing, :
; . apd the dam is later destroyed.
To reflect this, and to create an uncertainty of the success 0
Central Front’s offensive, the Soviet Player rolls a die at th©@ ESIGNER’S COMMENT: The German player will have to de-
start of each of his turns beginning on turn 6. If he rolls a 1 or &nd one hex out from Zaporozhye if he wants to hold on to the
then Central Front is stalled and no Entry Half Hexes are retam. If the dam is captured intact the German player cannot
ceived. If he rolls a 3 through 5 he receives one Entry Half Hegestroy the dam from an adjacent hex like the Soviet player.
and if he rolls a 6 he receives two. The Soviet Player acquires 2 The Flood

entry half hexes in alphabetical order. Keep track of the Weste%& ] ]
most entry half hex with the Central Front marker The Germans demolished the dam on October 14th, causing a

flood of the lower Dnieper.

27.2 Properties of Entry Half-Hexes _

These half hexes may not be entered by units of either side. They!f the Soviet player destroys the Dam, all marsh hexes below
serve only to indicate whidmexsideshe Soviet Player may en- the Dam are considered |mpassable until the German player End
ter the map through. Only reinforcements and on-map unitghase of the turn the dam is destroyed.

moved into the Central Front Holding Box (27.3) may use thesg |t the German player destroys the Dam, all marsh hexes be-
entry hexsides. Soviet units may enter directly into an eneémpyy, the Dam are considered impassible until the German player
ZOC from these half hexes, but may not cross or enter a ZOgng phase of the following game turn (well placed demolition

Bond from them. If entry on to the map is blocked by Germagyarges were more effective than long distance artillery fire).
units and/or ZOC bonds, then no Soviet units may enter at that

particular spot. Entry Half Hexes also serve as Soviet Supplg. Once destruction is declared, flip the dam marker to its re-
Sources once they become acquired. verse side, and remove it during the appropriate End Phase.

27.3 Central Front Holding Box D. Any units in marsh hexes below the Dam when destruction is
The Soviet Player may withdraw units from the map to reentedeclared are immediately eliminated.

via the Central Front Half Hexes. Any Soviet unit that MOVES- || il the Dam marker is removed. no movement or combat is
(not retreats) off the north map edge may be placed in the Cenll '

) ; . allowed across any of the Dnieper River hexsides below the Dam,

tral Front Holding Box. In the next or any following Soviet player. . ; . )
. . ngcludmg bridged hexsideblote that the Zaporozhye hex is con-

turn it may reenter the map through any available Central FrogIdered ‘above’ the dam

Half Hex or come back through any friendly controlled north '

map hex. The Soviet player may also place reinforcements in

the Central Front Holding Box on their turn of arrival. Such re429. VAR|ABLE DEFENSE

inforcements are then eligible during the next game turn to ent

through Central Front Half Hexes. %TRENGTH (Optional)

27.4 Rail Lines Off the North Map Edge To add uncertainty to combat odds and to curb annoying factor

When the Soviets repair the Bakhmach to Gorodnya line, theqpunting use this rule. During the combat phase, after the at-

the two minor lines ending in hex 2701 and 3001 are instantl cker has declared an attack on a hex, but bef‘?re calculating
repaired. The Nezhin to Repki line cannot be repaired durin efense strength, the defender rolls on the Variable Defense

the period covered by this game. trength.TabIe. If the defending units are Soviet, use the Soviet
column, if the defender’s are German, use the German column.
Magnitude has no bearing on the amount of dice used on this

28 THE ZAPOROZHYE DAM table—it is always one die. The result is the number added or

subtracted to the defense strength of the defender’s hex. This

This was the 'afg.eS‘ dam in Europe "?‘t the pme and was trEble is only used if the original defense strength is greater than
source of electricity for western Ukraine. Hitler desperatelyOr equal to 3

needed its power to run factories west of the Dnieper, and or-
dered the dam defended at any cost.

28.1 Victory Points

it | Place the Dam marker in Zaporozhye at the start of
the game. The Soviet player earns 2 VPs if he or the
T German player destroys the Dam. He earns 4 VPs if
he captures the dam intact. These VPs are in addi-
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30. WINNING THE GAME B. The Soviet player must subtract two Victory Points from his

30.1 Sudden Death Victory total for each Soviet Supply Source (excluding Central Front

. . . . Half Hexes) occupied by an German unit. Note that this could
The Soviet player is under pressure to achieve success qu'Ckr|1¥éan his Victory Point total is a negative number
X )

The German player is under pressure to hold his ground as lon
as possible. Each space of the Turn Track has a benchmark (thgseMAP EXIT: It costs one MP plus the cost of leaving any
red numbers in the yellow bands at the bottom) which indicatashemy ZOCs for the Soviet player to exit combat steps from the
the number of victory points the Soviet player should havgvest map edge. For every two Soviet Combat steps exited off
achieved by that turn. The Soviet Player wins automatically ifhe west map edge during the Soviet Player Turn, the German
he has six more points than the benchmark at the end of apjayer must remove one on-map German Combat step during
game turn (the Victory Determination Phase). The German Playgie following German Player Turn. The Soviet Player gains one
wins automatically if the Soviet player is at least six points show/P for each German combat step not removed when required.
of his benchmark at the end of any game turn. Play continuesgikited single or odd numbered Soviet Combat steps do not trig-
neither player has an automatic victory. ger a corresponding German removal. If both Soviet combat steps

EXAMPLE: Refer to the benchmark band for Turn 7 on the Turr(?x'ted are Mechanized, the corresponding German step removed

record track. The Benchmark number is 6. The Soviet PIayerTrlust be mechanized. If one or both of the Soviet combat step

would win on turn 7 if he had 12 Victory Points. exited are Non-Mechanized, any German cqmbat step may be
removed. The German player has the option to reduce full
30.2 Victory Points strength combat units to satisfy step removal.

A. Victory Points are primarily awarded for the capture of ob-

jective hexes. Each objective hex has a red circle with the nurrEXAMPLE: During the Soviet Player Turn, five Soviet Combat

; . . . steps exit the west map edge. Two of them are mechanized. The
ber of victory points the hex is worth. The Soviet player mayO{jd Non-Mechanized step is dropped, leaving two Mechanized

only count objective hexes he controls (although he does ng .
: : ' nd two Non-Mechanized steps. The German player must now
have to have a unit occupying the hex) and which are able {0 : . .
remove a mechanized step to offset the two exited Soviet Mecha-
trace an LOS. ; . )
nized steps, and any combat unit step to offset the two exited
Non-Mechanized steps. Only one German Non-Mechanized step

is removed, so the Soviet player receives one victory point.
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Terrain Effects Summary Chart

Movement Cost in MPs

Defensive

Effect on

Terrain (Mech/Non-Mech) Terrain Bonus Attack Factors Notes
Clear 1 - - -
Hills 1 +2 - -
Forest 2/1 +2 - -
Marsh 4/3 - Applies only to attacking | -
out ofthe hex. Effects
Wooded Marsh 4/3 +2 same as River. -
Minor Rivers +1 MP - Applies to attacking -
. ) ) acrossthe river hexside.
Bridged Minor River Negates +1 - Mechanized units halved] -

. . Non-mechanized units —1. .
Major Rivers See 4.4 - Major River Assaults No Advance for Mechanized
Bridged Major River +0 A2* - require Assault Markers. | - ajiows Mech units to advance
Primary Road /271 - - -

Secondary Road 1271 - - 1 MP During Rain

Railroad OTIH - - 1 unit + all Reinforcements.
Unit automatically Disrupted.

Villages OTIH +1 - Air Base

Towns 1 +3 - Air Base

Cities 1 +5 - Air Base, Heavy Casualties (8.4

Fortification OTIH +3 Mech & Cav = halved Heavy Casualties (8.9)

*The +2 only applies if the bridge (road or pontoon) is Interdicted (15.€)TIH = Other Terrain in Hex

Miscellaneous Effects

Item Effect on Movement Effect on Combat
Rain MA reduced to 3 1 Shift L
Secondary Roads = 1 MP
Out of Supply MA and Extended Attacker Halved
Movement = 2 Defense Factors uneffected
Disrupted 1 Hex Max in Movement Phase May Not Attack

Extended Movement

+3 MPs

May not end move adjacent to enemy unit

Assault Marker for
2nd Combat Phase

Cost 3 MPs in the Exploitation

Phase

Only units bearing Assault Markers
may attack in 2nd Combat Phase.

Assault Marker for a
Major River Assault

Placed on a unit that will not
move in the Movement Phase

Only units in a hex with an Assault
Marker may conduct a Major River Assau

Interdiction

Mech pays 1 MP for Roads and

none

Major River bridges cost +2 MPs

© 2005 GMT Games, LLC
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ABBREVIATED SEQUENCE OF PLAY MOVEMENT SUMMARY

A. WEATHER PHASE Mech Cavalry Non-mech
On turns 1-6 the weather is automatically clear. On turns [/ yovEMENT
through 21 use the Weather Table (rule 25). prase  FUllMA Full MA Full MA

ADVANCE AFTER
B. CENTRAL FRONT PHASE comear 2 Hexes 2 Hexes 1 Hex
Starting on turn 6 use the Central Front Table (rule 27). RE/T:%TAIgE Full MA* 1 Hex e
C. SOVIET PLAYER TURN EXPLOITATION

puase  FUllMA 1 Hex 1 Hex

1. SOVIET INITIAL SUPPLY PHASE
*Only 1 hex if Reaction starts in an EZOC.

a. PETROL SHORTAGE: Roll for supply for each Soviet mecha
nized and artillery unit located >7 hexes from a supply source
(14.9). 5. SOVIET EXPLOITATION PHASE
All Soviet units, except those disrupted and those with restricted
movement (4.8), may be moved again. Mechanized units may
use their full MA; non-mechanized units (including cavalry) may

c. AIR: Flip over all Soviet air units to their ready side (Rule®nly move one hex (4.9). Mobile Assaults (rule 13) may be per-

b. ARTILLERY: Flip 2 artillery divisions to their full side (22.4),
or enter Gds artillery divisions (22.5).

15.2). formed.
2. SOVIET MOVEMENT PHASE 6. SOVIET SECOND COMBAT PHASE
The fo”owing activities are performed during this phase: Soviet units that have an Assault marker (49) may attack in this

« Move any and all Soviet land and air units phase (8.1). Remove Assault markers as each battle is resolved.

« Conduct rail movement (4.6) 7. SOVIET END PHASE

« Build Fortifications (German player only [rule 19]) a. Remove all Disrupted markers from Soviet units (11.5)
 Enter reinforcements (16.1) . .

. Distribute Replacements (16.2—16.5) b. Check for General Supply for all Soviet units (14.6), those
« Place Assault markers for Major River crossings (18.1) Isolate must roll for attrition (14.8).

* Place Bridge trains (18.4) c. Repair up to 10 rail hexes (Rule 17).

3. SOVIET FIRST COMBAT PHASE d. Voluntarily remove pontoon bridges, or flip Bridge Trains to

a. The Soviet player may attack adjacent enemy units (rules 8ineir Pontoon Bridge side (18.5).
through 12).

) _e. Possibly destroy Zaporozhye Dam (Rule 28)
b. Remove all Extended Movement markers from Soviet units.

. . ] f. The Soviet player may perform DAS missions (15.6).
c. Roll for possible early construction of Pontoon Bridges (18.5.b)

D. GERMAN PLAYER TURN
4. GERMAN REACTION PHASE

The German player may now activate up to three stacks of Gde- VICTORY DETERMINATION (Rule 30)
man units for movement (4.10).
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