​​Attack on the March
PanzerGruppe Guderian meets WiE/WitE

Version:01-31-2014
The following rules have been play tested several times on the East Front and in The France 1940 scenario. They are designed to fix most of the issues with WiE/WitE Historical play. The jest of the chances are to make the game system much more Mobile and focused on armor exploitation ability. Thus we will be down grading the airborne operations rules while upgrading armor to more accurately show the blitzkrieg battles In Europe 1939-1945. The rules will break down into Common Changes, WitE and WiE Sections. You MUST read and understand the original rules set to use these rules as they are only changes!
Common Rules Changes for both War in the East 1st and War in Europe:
Force Marches: 
Infantry can force-march into but not through enemy ZOC into an empty hex. They may execute AOMs (Attack on the March, or attacks during movement by the moving stack) while using Force March but at 1/2 strength.
Stacking:
Both sides now stack using stacking points to resolved stacking limits, the maximum stacking limit is 9 stacking points. Corps sized units are worth 3 stacking points, divisions are 2 and brigades and KG/BG are worth 1 stacking point each. The Russian 3-5 is worth 2 stacking points like a division and the 2-5 and antitank (1)-10 are 2 stacking points. Thus if you combine 3x3-5 and2x2-5 you have 9 stacking points and 13 combat factors. This improved stacking limit will allow the Russians to use their 1-4 supply of units much more effectively then the original rules allowed.

	Russian Units
	Stacking Points (9)

	0-1-10
	2

	2-5
	1.5

	3-5
	2

	1-3
	2

	1-4
	2

	10-1-10
	3

	2-3
	3

	4-4
	3

	5-5
	3

	8-6
	3

	9-6
	3

	BG
	1

	Non-Russian Units
	Stacking Points

	KG
	1

	3-8
	1

	Division
	2


Rail changes: 
All units may use rail during the regular movement phase, there is no separate rail movement phase! Arms and training centers cost 5 rail points not 20 to move them. Arms and Training centers have 12 movement points instead of 10. Rail movement now takes place in the initial movement phase instead of its own phase. Ground units pay one to entrain and one to detrain but may only use rail movement once in a turn. Mech. only movement units must start on the rail hex to move by rail and subtract 2 from their movement points in the Mech. movement phase artillery may not fire if they use rail movement in the same turn.
ZOC changes: 
ZOC Costs are 1 to exit, to enter ZOC. AOM attacks cost 2 mp along with the ZOC and terrain costs.
Russian Divisional Fortifying:
The Russians receive a -1 on all die rolls from summer of 1942 on when attempting to fortify. Russian Cavalry may be used to modify fortification rolls and they may be used to double like infantry units when stacked with a fortified unit.
Overrun Combat, Attack on the March, replaces the overrun rules as follows: 
Any unit or stack up to maximum stacking may attack during movement using the following procedure: The attackers pay 1 to exit any ZOC including the target hex, 2 to enter any ZOC excluding the target hex, plus cost of terrain plus 2. Please note the supply state of moving units is judged at the start of the movement of the units involved. Thus a stack might start the movement phase OOS or at a reduced supply state but because of other units AOM combat(s), they may be able to trace supply later during the movement phase and thus be in a supplied or in a improved supply state. The supply states of defending unit(s) in the movement phase are judged the moment combat is declared on them. During AOM attacks the Russian player may use an equal number of artillery units based on stacking points of the moving stack to attack the defending hex along with the ground stack that is attacking; no artillery can be in the actual moving stack however. The combat is executed just like normal combat in all respects except for the limitation of one stack of units and artillery units (limited by the regular attacking stacking points but can come from multiple hexes) as the only attackers. So if 3x8-6 are next to 2x6-5 and want to AOM because they are 9 stacking points attacking they can use 9 stacking points of artillery so 24+30=54 into 12 or 4-1.
Out of Supply combat changes:
No out of supply AEX effects for attacking out of supply, because the supply system will now be a sliding scale of strength and combat table shifts based on supply level, there is no need for an artificial attacker loss, thus ignore all references to OOS AEX effects on any game tables.
Supply:
Supply range is in a multiple of 10 for major supply in non severe weather and 4 for severe weather. In WitE 1st the supply ranges are 4 on all map areas. Thus at range 1-4 you have normal full supply. At range 5-8 you have a -1 supply condition that effects your movement, combat and CRT table as follows. For units that have a movement or combat number 7 and above, you drop 2 points for each supply level down. Thus at range 5-8 a 10-8 armor assumes the value of an 8-6. An 8-6 at the same range of 5-8 would be worth 6-5 because its starting movement points were below 8. This sliding scale continues until the unit has lost half of its movement and or strength. A unit may NEVER be below half strength or movement regardless of supply levels. Each supply shift lowers your CRT table by one level also! So at range 5-8 if you were on CRT table 1 you would attack on CRT table 2. Conversely if attacking a stack that is at -1 supply level your CRT shift would be to the positive 1 Thus in 1941 if the Russians were to attack a German stack who are at supply range 13-16 or -3 supply, they would shift up from table 4 to table 1 for combat. Units that have no ability to trace supply are considered at -4 supply level. Please note that supply state is the net of both attacker and defender, thus if an attacker were on table 3 and had a supply state of -1 but the defender had a supply state of -3 the two supply states would combine to cause a net positive shift of +2 for the attacker to table 1. Table summery to follow: 
	Supply Range Non-Severe WiE
	Supply Range Severe 
and WitE 1st
	CRT
	Reduction for a printed value of 6 or less
	Reduction for a printed value of 7 or more

	1-10
	1-4
	Normal
	None
	None

	11-20
	5-8
	-1
	-1
	-2

	21-30
	9-12
	-2
	-2
	-4

	31+
	13+
	-3
	-3
	-6


From a player perspective the effects of this new supply system will cause the defender to be able to launch spoiling attacks against an overstretched attacker. Even in 1941 the Russians may be able to mass enough 3-5 and achieve very good combat odds against the quiet sectors of the Russian Front. Please note that there are modifications to the printed ranges in the above table to reflect the Germans inability to supply itself deep into Russian the summer of 1941. They will be listed in the separate sections for WitE and WiE.
Antitank effects changes: 
Anti tank units modify the German Armor/Mech. strength in the following scale. 1941 -1 to each that attack, 1942 -2, 1943 or later -3. Please note that you may have more then one antitank unit in a hex, and their strength point effects on the Germans are accumulative.  Thus two antitank units in 1941would cause a net -2 loss on the strength of all Mech./Armor units that attack their hex.
Ground Combat Terrain effects:
No unit regardless of supply state, terrain effects, weather etc., or combination of effects, may ever be reduced below half its strength rounded up.
 Weather:
Winter or Mud Weather effects on supply lengths:
The Axis reduce their supply line from 4 hexes to 3 hexes in Severe Weather Zones (WiE) and all of the WitE 1st maps and are not allowed to concentrate supply during bad weather. MSU’s in WiE may still move during bad weather turns.
First Winter Effects:
The Russians no longer receive the option to suffer an AR result for attacks launched in the first winter. Germans are still half strength and movement for mechanized and armor units.
Second Winter Effects:
The Germans are now 2/3 strength in attack and movement rounded up for all mechanized and armor units.
Third and Subsequent Winter Effects:
The Germans attack and movement are not affected after the second winter.

Mud effects in severe weather zones and WitE 1st: 
Mud no longer affects the German defense strengths only their attack strengths. I found that the mud effects with the new system were to strong on the Germans causing them too many casualties because of the increased Soviet strength at the front.
Air Combat:
Air superiority Combat is now 1 loss inflicted on the enemy for every 5 planes that you fly in superiority; this makes the combat system use less dice to resolve combat losses. Those losses still come from the opposing enemy superiority aircraft as per the original rules! Any remaining aircraft of less then 5 roll the number or less to gain a kill. For instance if 29 air fly, 25/5=5 losses plus a roll of a 4 or less for the remaining 4 aircraft net a sixth loss.
Air Support:
Air support points can be used to gain a shift along with using 1 to add to the die roll. Thus if 40 attacked 7, you could add 2 air points to shift to the next odds level, i.e. 42vs7 or 6-1 and add one air to shift the die roll for a total of three aircraft used. You can never shift more then one odds level and add more then one to the die roll.
Reinforcements: 
All 4-4 and 5-5 arriving from the Far East bring an air point with them also. Thus the Russians gain a total of 22 air points in WitE 1ed and 24 air points in WiE.
Production Changes:
Russia may not build any 8-6 or 9-6 armored units until January 1942.The time taken to build 3-5 and 9-6 are reversed on the production charts. The same for 2-5 and 8-6 builds. The reason behind this change is historically many 3-5 and 2-5 units came online during the summer of 1941. The production delays are to long for both to allow historical builds to occur.
Changes to Militia reinforcement:
For the first 3 turns, Krasnodar uses1-3 cavalry units instead of 1-4 infantry for Militia creation.
 Production Manpower Change:
The Russians receive an two additional major cities in the Urals, this will help to partially balance the higher losses they will suffer and keep them from totally running out of manpower.
KG/BG replacement and usage changes:
Dead BG/KG units can now be replaced at the cost of 1 replacement point per 3 dead KG/BG units. The units have to wait until the following turn to be built to full strength or instead of using a second replacement point on the next turn you may combine them into a single unit. Combining 3KG/BG units now places the 2 KG/BG units removed into the dead pile for replacement instead of placing them into the game box as being removed from play. Dead Russian BG units may be rebuilt at the normal cost of the unit and adding one to the arms costs for the unit. German 8-8s are considered infantry for replacement point purposes. US and Brits may bring 6 armor BG units back from the dead for 1 infantry and 1 armor. Or 3 BGs may be returned for the costs of the same type of replacement.

 Infantry Replacements:
Infantry replacements may now be used to replace 8-8 Mech. And 3-8 Tank/Mech. Brigade units.
Changes to the Russian setup: 
Move the training Center in Minsk to the northern Leningrad hex. Add an additional training center to Moscow and Krasnodar. The Krasnodar training center may only produce 2-3 till all have been built. Add one arms center to the following hexes: Smolensk, Dnepropetrovsk, Zithromar, Stalino. (For a map that does not have the cities labeled, place the arms centers on rail near where they would be located.
Exclusive War in the East 1stedition rules changes:
Production changes WitE: 
The Russians receive 3x1-4 for every 1-4 they produce and 2x 2-3 for each 2-3 cavalry corps produced. This will offset the no AEX for out of supply attacks. Air costs are 1/2 printed on the chart. Thus a new air build is 1 manpower and 15 arms points, air replacement is also ½ the original cost. Russia may not build any 8-6 or 9-6 armored units until January 1942. The Russian player must produce 2-3’s in Krasnodar until all are built.  Note that production changes only activate once War is declared.
Germans Supply Concentration Summer 1941: 
The Germans may extend the supply ranges by concentrating their supply efforts for one rail repair unit while lowering the supply range for other rail units to compensate. They may increase the range of a rail repair unit by up to 4, this is done by shortening the ranges of his other rail repair units in 1941 up to two per rail unit. Thus the German player may increase his supply range breaks to a range of 8 for a single rail repair unit while shortening the other two down to a range of 2. This supply concentration will both allow the Germans to keep the Russians guessing as to where he will strike each turn and also simulate the struggles the Germans had in supplying the offensive across the front. You may subtract from only two rail units in order to extend range. (Stopping the gamey mass production of rail repair to abuse the extending rules from occurring!)
	 Supply Range in WitE when used for concentrating to another Rail Source (-2)
	
Supply Range Severe in WitE when Maximum Supply Concentration is applied
	


CRT
	
Reduction for a printed value of 7 or less
	
Reduction for a printed value of 8 or more

	1-2
	1-8
	Normal
	None
	None

	3-4
	9-16
	-1
	-1
	-2

	5-6
	17-24
	-2
	-2
	-4

	7+
	25+
	-3
	-3
	-6


As you can see by the table you pay a great price for concentrating supply but this is the only way to carry the fight deep into the interior of Russia.
Air Counter Limits:
The Germans may add to their total of 20 aircraft any turn they receive 2 air reinforcements and have no aircraft in the dead pile and suffer no combat air losses in the current turn. The rate is 1 addition for each turn this situation occurs. Russia receives 1 air for every Far East 4-4 or 5-5. Thus a total of 22 air for WitE 1st.
Production changes WitE 1st: 
The Russians receive 3x1-4 for every 1-4 they produce and 2x 2-3 for each 2-3 cavalry corps produced. This will offset the no AEX for out of supply attacks. Air costs are 1/2 printed on the chart for the Russians. Thus a new air build is one manpower and 15 arms points. Russia may not build any 8-6 or 9-6 armored units until January 1942. Please note the additional 1-4 will have to offset the much larger ability of the Germans to attack in the summer of 1941. You will see in effect the elephant (Germans) vs. the ants (Russians)
German Replacement Division track:
Instead of a single unit on a box the Germans get 10 rebuild points until the end of summer 42, it then drops to 8 rebuild points a turn. The German player pays the difference of the KG and the full strength side of the unit. Thus 6-5 infantry costs 5 rebuild points. Players note: The Germans are sometimes better off not placing units on this table in 1941 to maintain their attacking concentrations, while it is a waste of a resource, the Germans will have a hard time attacking if they use all their rebuild points each turn, starting in winter 1941 on that changes as you gain reinforcements and some depth of units. 
Exclusive War in Europe rules changes:
Supply:
Ports may NOT chain MSUs in Severe Weather. MSUs must stay on the rail lines in severe weather zones until 1942 summer starts. Also MSU's may not chain except for the southern map that contains Rostov the Germans are allowed to chain 2 MSU on that map. MSU may also move at the start of the combat phase. Thus they may move 3 hexes per game turn. You may trace supply onto the Moscow map from a chained MSU in the south edge but the second MSU may not enter the Moscow map itself!
Supply Concentration:
Germans Supply Concentration Summer 1941: Germans use a supply range of 4 in severe weather zones. Ports may NOT chain MSUs. MSUs must stay on the rail lines in severe weather zones until 1942 summer starts. Also MSU's may not chain except for the southern map that contains Rostov. The Germans are allowed to chain 2 MSU on that map. Units in range of MSUs are considered in full supply and they act like extensions of rail units in all respects. MSU may also move at the start of the combat phase. Thus they may move 3 hexes per game turn. Supply concentration works the same for them as rail units in WitE 1stexcept that you may concentrate only one point from each rail unit instead of 2 each in the 1st edition, if you concentrate supply your MSU ranges will also be changed. Thus in the south if you had concentrated supply there you would trace 6 to the first MSU, 6 more to the second and then 6 from the second to max range full supply, each six hexes after that drop you one supply level. MSU chaining in the south may not be done to create supply extensions back onto the map containing Moscow. You may trace supply onto the Moscow map but the second MSU may not enter the Moscow map itself!
	 Supply Range Severe in WiE when used for concentrating to another Rail Source
	
Supply Range Severe in WiE when Maximum Supply Concentration is applied
	


CRT
	
Reduction for a printed value of 7 or less
	
Reduction for a printed value of 8 or more

	1-3
	1-6
	Normal
	None
	None

	4-6
	7-12
	-1
	-1
	-2

	7-9
	13-18
	-2
	-2
	-4

	10+
	19+
	-3
	-3
	-6


As you can see by the table you pay a great price for concentrating supply but this is the only way to carry the fight deep into the interior of Russia. 
Ports: 
Ports in Russia and Finland may not chain MSU and a minor port may supply only 4 units while a major port may supply a total of 8 units.
Airborne Operation Changes:
Until full supply is gained the airborne units act like partisans after landing, they do not die while OOS however. They may move 1 hex per turn and may move zone to zone if retreating towards their own lines. They do not control the hex they are in as far as destroying rail or other facilities but temporarily render the resources in the hex they occupy unusable. Once eliminated or moved from facility hex it reverts back to the original owner and normal operations. Para combats are resolved first. Paratroop drops have to be planned in advance and recorded 1 week in advance for each division landing in that same area. Thus if you plan a 4 division drop you have to plan 5 weeks in advance. Any change done in planning triggers the delay period again.
Amphibious landing Changes: 
Anytime that the supply source originates from the amphibious markers in North Africa, the units being supplied do not exert a ZOC until a normal supply source is captured. This change helps to eliminate cheesy amphibious attacks into NA to cut German supply. Amphibious supply range is one hex, supply levels drop for each hex in distance after the first hex supplied. Thus at 3 hex range to supply you would be in a -2 supply state. Amph hexes ignore retreat results.
Players note that with the flexible supply lengths and limited ZOC the amphibious and airborne tactics in North Africa will be much less effective against the Germans in cutting their supply lines.
German Production for WitE 2nd: Playing the Russian Campaign Only.
When playing WitE 2nd use the Production chart for German production and use the WitW production deductible for the east front as their production point levels in the game.
Russian Production Changes:
When the Russians build an infantry 1-4 group they now build 12x1-4instead of 4x1-4. The same is true for 1-3 cavalry production. Also 2-3 Cavalry Corps are built in lots 4x2-3 per group. All 2-3 builds appear at Krasnodar. The point costs are the same as the original build. Air production costs are reduced to 1 manpower point and 8 arms points for new aircraft, and 0 manpower and 7 arms points for rebuilds. 

Note the above production changes occur only after a DOW has taken place.
Russian State of Emergency:
At the start of any Russian player turn he may declare a State of Emergency, this allows him to take any 1-4 builds on the upcoming cycle chart and place them on the map. It costs 1 manpower and one arms point to do this for each 12 divisions taken. Basically you have converted a stack to an emergency build because the net effect is the stack costs you 3 manpower and 2 arms points. You may place the units on the map at any 3 or more centers as long as there are no more then 4 divisions placed at any one center
Major Cities in Russia:
Along with the additional major city in the Urals, Sevastopol is considered a major city for the Russians.

 Political Point changes for WiE:
During 1939 all political point costs for DOW are tripled. This change is needed to reflect the still minor war aspect of the game and to prevent both sides from abusing their military power while a negotiated settlement was still possible. Had Hitler launched attacks across the board there would have been a possibility that his allies would have remained neutral. And an aggressive allied player venturing into Norway early will make the entry of Spain and Turkey much easier for the Germans. The bottom line is that you should wait until 1940 to be aggressive.  DOW costs for the Allies vs. a neutral Italy are tripled until 1942. This is to stop the attack on Libya from Tunisia by the Brits!
Changes to the Russian setup: 
Move the training Center in Minsk to the northern Leningrad hex. Add an additional training center to Moscow and Krasnodar. The Krasnodar training center may only produce 2-3 till the force pool has been built. Add one arms center in the following hexes: Smolensk, Dnepropetrovsk, Zithromar, Stalino.
Players Notes: 
German Player:
Pick your rail lines carefully and use armor reinforcements in Romania to clear rail hexes(WitE 1st). Concentrate your supply but don't overly focus on one area or you may find yourself swamped by Russian defenders in depth. Use your armor in stacks of 3x10-8 and cover them with a 8-8 so that you may take advantage of the infantry replacement of 8-8s. Use a couple of 8-8 in the stack if you expect to take more then one unit flip during the turn. Use your armor in two stack concentration or better, it will make forming pockets easier to pull off as you allow your mobility to run over those peasants. Take risks, it’s the only way to win and take losses to pocket the enemy where you can. The Russians are much weaker once in a pocket because their supply state will positively effect your combat chart! Be willing to forgo the replacement table in the first summer, by doing so you create the maximum number of attacking units thus bringing more pressure on the Russian forces.
Russian Player:
Be cold hearted towards your army, trading their lives for time but be wise also and do not give up troops for the sake of fighting the Germans, stay out of his primary supply ranges till you can mount a decent defense of 4-4 stacks! Do not build out your 5-5 till bad weather has come, those extra units are more important then the few extra defense points. Look for counter attack possibilities and don't just sit on your rear and take the beating, hit back where you can because you now have enough troops to bleed them, do this if for no other reason then to force the Germans to strengthen their defensive areas and weaken their attacking groups. Ramp up 3-5 production for the first winter counter attack as soon as possible and you will find that emergency production is something to be done early and slowly weaned off of in few turns. Don’t be afraid to take emergency builds to pug a hole. Be creative in setting up attacks, include some artillery in some of the frontline forces so that if the Germans skulk away and hide from your main artillery you can still drop a few rounds on him and perhaps gain an exchange, if he holds his ground and you manage to cause a loss and he retreats, those front line artillery may allow an AOM during the Mech. move phase and a breakthrough. Once you open a hole, exploit till you see his armor heading to counter attack then dig in and hold that motherland for Stalin! And now that your air production can be ramped up earlier do so as soon as you have a couple of artillery groups ready!
Developers Notes:
For 20 years I have been trying to solve the problems of WWI style combat in the middle and later years of the war in the original War in the East four map game known to most as first edition. I finally hit upon allowing combat during movement and talked it over with several at the Consimworld forums. I researched the combat losses based on several books and found that the loss levels and production levels of the Soviet forces were well below historical levels and that the Germans were carrying out a sort of attrition fight with the Russians early to try and take advantage of those lower then historical production levels. Thus what appears to be a huge increase in production for the Russians is offset by the increase of losses they will suffer at the front. I found that the combat system balance the force increases and that the game played much more historically. Once I had things hashed out on the original War in the East game I set out to apply the system to the War in Europe game. I found that since there were additional unit types like airborne units etc. I was going to have to change the way many of those systems worked to balance the increase effect that Armor had in the game. The airborne units have had their teeth pulled only slightly and I may over time decide that they need even more downgrading to balance things. In the East Front I wanted to solve the games people played to take advantage of Leningrad as a supply source for attacks on Moscow in the summer of 1941. The increased stacking and lower supply levels for a port now does this. Also the allowing of MSU chaining of 2 units in the southern map allows a more historical campaign against Rostov in 1941. As a player you will have to throw out everything you have learned and rethink things on a defense in depth system. 
