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COMBAT RESOLUTION TABLE (CRT)

COMBAT MODIFIERS

· Defender in Forest: attacker – 1 to die

· Defender behind a Minor River: attacker suffers a – 1 to the die if all his units are behind the river. No modifier if any part of the attack does not cross the river.

· Defender behind a Major River: all units attacking across a Major River (with or without a bridge) half their attack strength halved. In Snow, the Major River is treated as a Minor River.

· Mountain Units: indicated by a triangle around their attack value, have a + 2 bonus to the die if they are the lead units in a mountain attack.

· Urban combat space:
1. Mechanized or armored units have their attack and defense values halved (round fractions up).

2. Mandatory retreats are ignored. All losses can be taken in steps

3. The attacker may benefit from a +2 modifier to the die if he chooses to increase his loss by + 1 (once per attack)

· Attack without expending a supply counter: - 2  column shift (regardless of the supply state of the attackers)

· Overrun attack: units making an overrun attack suffer a – 2 column shift. These attacks are possible in any terrain, except for across a Major River without a bridge, and are not possible when the weather is Mud.

· Disorganized Unit: any stack containing a disorganized unit gives a      + 2 modifier to the die for the attacker. Disorganized units may not attack.

· Defending unit OOS: defender halved
· Air: 1 column: shift for each air counter in favor of the owning side (if an equal number for the two opposing players their effect is cancelled out)

· Generals: An Army Group General may only give his combat bonus once during a Combat Phase. A Panzer General may give his attack bonus to armored units stacked with him as many time as these units conduct an overrun attack during a Movement Segment, and once during the Combat Phase. An Army Group General and a Panzer General may give their bonus for the same combat, but only one type of General may support the same combat (for example, stacking two Panzer Generals in the same stack is useless: their bonuses are not cumulative).

· Blitzkrieg (German only): when German armored units are the lead units in an attack (overrun attack or combat), with at least the support of one air counter, the Axis player may choose to reduce his losses by 1 or to increase the opponents losses by 1. He must make the choice prior to rolling the die. This bonus may be used in any terrain.

· Human wave (Soviet only): the Soviet player may decide to launch a human wave attack each time an Army Group General is stacked with the HQ which is directing the attack. He adds + 1 to his die, but the attacking units must add + 1 to their losses. A HQ stacked with an Army Group General may only launch human wave attacks up to the total of his engagement value. He must make the choice before rolling the die.

· Amphibious assault (Soviet only): + 1 to the attack dieroll. See 14.0.

[image: image2.wmf]    Tracing a LOC for supply (5.2.1) and for supply during combat (10.3)

    At start or end of rail movement (but movement directly from EZOC to EZOC is prohibited) (9.9)
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    Naval transport (16.0)
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ENEMY ZONES OF CONTROL

Enemy ZOC can be cancelled by the presence of a friendly unit:

Enemy ZOC are not cancelled by the presence of a friendly unit:
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The Soviet Player throws a die. The result indicates the ground and air weather in the northern zone

He then throws the die again to determine the weather for the southern zone .

WEATHER TABLE

[image: image4.wmf]Minor Ports: 

2 transport points

Major Ports:

 4 transport points

Volga: 

Variable, maximum: 5 transport points (Soviets only)

Kerch Strait:

 3 transport points when Taman is taken, 6 transport points

if all the ports on the Black Sea have fallen (Axis only)

1 step of infantry, or 1 infantry replacement point, or 1 supply counter 

 = 

1 transport point

1 armored or mechanized step, or 1 armored replacement point = 

2 transport points

RIVER AND SEA TRANSPORT

[image: image5.wmf]1 step of infantry, or 1 infantry replacement point, or 1 supply

counter = 1 point of rail transport

1 mechanized or armored step, or 1 armored replacement point =

2 points of rail transport.

RAIL TRANSPORT

(VALID FOR BOTH SIDES)

[image: image6.wmf]Dieroll

12

5

counters

3

counters

11

4

counters

2

counters

10

4

counters

2

counters

9

3

counters

1

counters

8

3

counters

1

counters

7

2

counters

 ----

6

2

counters

 ----

5

1

counters

 ----

4

1

counters

 ----

3

 ----

 ----

2

 ----

 ----

1

 ----

 ----

Dieroll modifiers: 
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COMBAT RESOLUTION TABLE (CRT)

[image: image10.wmf]    Tracing a LOC for supply (5.2.1) and for supply during combat (10.3)

    At start or end of rail movement (but movement directly from EZOC to EZOC is prohibited) (9.9)

    Reacting units entering into a combat hex (10.2.1)

    Conversion of rail lines (15.0)

    Naval transport (16.0)

    LOC that can allow a nuit to avoid the Attrition Segment (5.3)

    Placement of reinforcements (6.1)

    LOC to be traced to bring in replacement points to a unit. But a unit in an EZOC may 

    receive replacements (6.2)

    Normal movement (9.2)

    Movement of a unit across the Volga (9.5)

    Rail movement (9.9)

    Retreat before Combat (10.2.2)

    Retreat due to Combat (10.7.1)

ENEMY ZONES OF CONTROL

Enemy ZOC can be cancelled by the presence of a friendly unit:

Enemy ZOC are not cancelled by the presence of a friendly unit:
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The Soviet Player throws a die. The result indicates the ground and air weather in the northern zone

He then throws the die again to determine the weather for the southern zone .
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		COMBAT RESOLUTION TABLE (CRT)
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		Dieroll
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		1		3/0		3/1		2/0		2/1		1/0		1/1		0/1		1/2		0/2		1/3		0/3
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		ENEMY ZONES OF CONTROL

		Enemy ZOC can be cancelled by the presence of a friendly unit:

		Tracing a LOC for supply (5.2.1) and for supply during combat (10.3)

		At start or end of rail movement (but movement directly from EZOC to EZOC is prohibited) (9.9)

		Reacting units entering into a combat hex (10.2.1)

		Conversion of rail lines (15.0)

		Naval transport (16.0)

		Enemy ZOC are not cancelled by the presence of a friendly unit:

		LOC that can allow a nuit to avoid the Attrition Segment (5.3)

		Placement of reinforcements (6.1)

		LOC to be traced to bring in replacement points to a unit. But a unit in an EZOC may

		receive replacements (6.2)

		Normal movement (9.2)

		Movement of a unit across the Volga (9.5)

		Rail movement (9.9)

		Retreat before Combat (10.2.2)

		Retreat due to Combat (10.7.1)
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		WEATHER TABLE

		Die Roll				Clear								Mud								Frozen								Snow

				Ground				Sky				Ground				Sky				Ground				Sky				Ground				Sky

		1		Dry				Clear				Dry				Clear				Mud				Cloudy				Frozen				Cloudy

		2		Dry				Clear				Mud				Cloudy				Frozen				Cloudy				Frozen				Fog

		3		Dry				Clear				Mud				Cloudy				Frozen				Cloudy				Snow				Fog

		4		Dry				Clear				Mud				Cloudy				Frozen				Fog				Snow				Fog

		5		Dry				Clear				Mud				Cloudy				Frozen				Fog				Snow				Fog

		6		Dry				Cloudy				Mud				Cloudy				Snow				Fog				Snow				Fog

		The Soviet Player throws a die. The result indicates the ground and air weather in the northern zone

		He then throws the die again to determine the weather for the southern zone .
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		MOVEMENT TABLE

		Movement										Combat

		Terrain Type		Clear		Mud*		Frozen		Snow

		Clear Terrain		1		2		1		2

		Forest		+ 1		+ 1		+ 1		+ 1		- 1 to die

		Swamp		2		3		1		2		See CRT

		Rough Terrain		1		2		1		2		See CRT

		Mountain				Impassable						Not Allowed

		Mountain										Mountain units

		(by way of a road or		3		3		3		3		have a + 2 bonus

		rail line)		(2) for Light		(2) for Light		(2) for Light		(2) for Light		on attack.

		Minor City				See other terrain						See other terrain

		Major City				See other terrain						See CRT

		Metropolis		1		1		1		1		See CRT

												Armored and

		Urban Combat										mechanized units

		Space		----		----		----		----		are halved. Ignore retreats.

		Minor River		+ 1		+ 1		NA		NA		- 1 to die, or nothing

		Major River		Special		Special		Special		+ 1		Attacking units are halved

												(except during Snow)

		Bridge		+ 1		+ 1		+ 1		+ 1		------

		Border				Impassable						Impossible

		* Overrun attacks are not allowed during Mud

		Major River: Units may cross Major Rivers by a bridge (+1 MP), or spend all their MPs to cross if they started their

		movement adjacent to the Major River. The unit status (supplied or not) is not a factor.

		An overrun attack may not be conducted across a Major River without a bridge. In Snow, the Major River

		is treated as a Minor River in Clear Weather

		Light units: All units which have their Movement Allowance inside a triangle are light units.

		Their movement in mountains is easier.
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		RAIL TRANSPORT

		(VALID FOR BOTH SIDES)

		1 step of infantry, or 1 infantry replacement point, or 1 supply

		counter = 1 point of rail transport

		1 mechanized or armored step, or 1 armored replacement point =

		2 points of rail transport.
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		AIR ATTRITION TABLE

				Soviet losses				German losses

		Dieroll

		12		5		counters		3		counters

		11		4		counters		2		counters

		10		4		counters		2		counters

		9		3		counters		1		counters

		8		3		counters		1		counters

		7		2		counters				----

		6		2		counters				----

		5		1		counters				----

		4		1		counters				----

		3				----				----

		2				----				----

		1				----				----

		Dieroll modifiers:

		Each opposing air counter used as a Fighter : +1

		Cloudy : +2

		Foggy : +4
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		RIVER AND SEA TRANSPORT

		Minor Ports: 2 transport points

		Major Ports: 4 transport points

		Volga: Variable, maximum: 5 transport points (Soviets only)

		Kerch Strait: 3 transport points when Taman is taken, 6 transport points

		if all the ports on the Black Sea have fallen (Axis only)

		1 step of infantry, or 1 infantry replacement point, or 1 supply counter

		= 1 transport point

		1 armored or mechanized step, or 1 armored replacement point =

		2 transport points
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