BARBAROSSA FAST, June-December 1941  General Rules
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VICTORY CONDITIONS:
  To win, the Germans must take Victory Cites worth 6 victory points, unless that number is altered by Russian strength or free German setup.  Leningrad or Moscow not taken but cut off from a link to the east counts as 1.  At the instant Moscow is taken, there is a 33% (die roll) chance of immediate, sudden-death victory.
GAME-TURN SEQUENCE - Setup is at end of Rules:
1. Advance turn marker, roll die for Weather if October, perform Reinforcements and Withdrawals
2. German Operational Movement and then Air Operations. If no air-attack/recon, Russian units are not exposed until an attack (including Blitzkrieg) is committed.  Exposed/faced-up Russian units stay so unless/until eliminated.
3. Recovery from Disruption of Disrupted Russian units not under attack and in Supply.
4. German Attacks and Recovery from Disruption of in-Supply Russian defending units not just now re-Disrupted.
5. Recovery of German units from Disruption.
6. Russian Operational Movement, Breakout Attempts, and Attacks
7. Recovery from Disruption of red-lettered Russian units
8. Russian Replacements and their Deployment
9. Control and Supply Status Determination
WEATHER:  67% chance Mud in Oct (and Nov then Good) - otherwise Good and Nov Snow.  In Mud and Snow, the total German hit factors attacking up each link are reduced by 1.  No air operations in Mud or Snow.
REINFORCEMENTS & 2. LuftFlotte Withdrawal - RUSSIAN REPLACEMENTS rule farther below: 
  On Turn 2 Germans get 2. and 11. Armies in AGC and AGS respectively.  On Turn 3, AGC gets 40. PzKps, unless Moscow is already taken, in which case AGN gets it unless it lets AGS have it.  Start of Turn 6, Luftflotte 2 withdrawn and AGC may “borrow” a luftflotte from another army group, unless he decides not to do so.
  Russian Siberian Reserve Reinforcements (not replacements):  If a German army gets into a position next to Moscow, the white Russian Siberian Reserve units are activated and enter the game face-up on Moscow at start of Russian turn.  In every turn before December the Siberians are in the game, roll the die for a 17% chance of Japanese attacking in the Far East and non-game/”academic” German victory.  Otherwise, they arrive safely in December.
OPERATIONAL MOVEMENT - In team play, units may not enter another player’s area without  permission: 
  German armies and Russian units may move 1 link to attack.  Any UnDisrupted unit which does not attack may move a Bonus link if the position is not occupied by an enemy unit or undestroyed fortress.  Panzer korps and armies may initially move up to 2 - in Mud and the first Snow only 1 - friendly links to attack 
PRELIMINARY AIR BATTLE accompanying 1 attack and its Blitzkrieg.  Range:  1 position from army.  -1 on die roll penalty at maximum range of 2 positions from Army. 
6
Recon and +1 German Ground Attack Hit or -1 Russian Ground Attack Hit from Total – German’s choice
5
Recon and +1 German Ground Attack Hit or -1 Russian Ground Attack Hit from Total – German’s choice
4
Recon and +1 German Ground Attack Hit or -1 Russian Ground Attack Hit from Total – German’s choice
3
Recon only
2
Red Air Force wins - Luftwaffe fails
1
Red Air Force wins - Luftwaffe fails
+1 south of green Forest Cover Line; +1 for 2. LuftFlotte; +1 factor and on die roll in First Turn; -1 against Victory City.  No airpower in Mud or first Snow turn.  No more than 1 luftflotte per army group sector.
GROUND COMBAT - German chooses Blitzkrieg before combat and before seeing Russian units if Luftwaffe (recon) fails:  There may be any number of units on a position, but no more than 2 German armies of which 1 may be a panzergroup and a panzerkorps – a maximum of 2 panzer units in any case - may attack down the same link.  German attacks on a position from different conditions may be combined but not so for the Russians.  No more than 3 known or unknown Russian units may attack down a link.  An equal number of German units may follow an attack but not attack themselves – although they may go ahead enter/occupy a position of all the combatant units are Disrupted or destroyed - and may not accompany a Blitzkrieg. An additional German infantry army may attack up the solid black line Minsk-Moscow Highway.
Normal Attack: . Russian units on different positions cannot join in attacks against a German position, while attacking German and Allied units may do so.  Russian units may not attack German home bases.  The Axis player may call off an attack at any time, unless it was used to block a Russian retreat.  If there are competing Axis players, their army groups’ units may be combined in attacks if both commanders agree and are definitely combined in defense, although losses must be shared (or flipped for).
German Blitzkrieg:  If position/city is taken, any UnDisrupted panzerkorps may Blitzkrieg advance and attack to one more position. No Blitzkrieg in Mud or Snow, though. Defending Russian firing factors (if any) are doubled
All Russian Attacks (being in 1941) are Normal Attacks with no Blitzkrieg/Breakthrough/Proriv - Прорыв:
Even with a live Russian Player, if their defensive line is broken in a sector, Russian units may not attack or advance into an unoccupied position there in that turn.  Otherwise, - unless there is a live Russian player - they are required to attack if they have UnDisrupted known-strength units and unknown units (assumed to be 1s) greater than German units’ factors on a position or to break out of a pocket (or cause the Germans as much trouble as possible trying.) 
  Unknown Russian replacements may attack from off-board entry points if deployed there during the previous turn.
DISRUPTION – Face Disrupted (therefore known) units toward the opposing side:
  A Disrupted unit may not move or attack. It can defend if it has a factor, but it is eliminated by 1 less hit.
RETREATS:
  Unless a Russian unit on a Victory City or fortification, any defending unit which can survive a hit may retreat to a position back toward its home base and must retreat if the opponent has UnDisrupted units left to advance or hold a position.  If those positions are enemy-occupied or under attack, it is not able to retreat and is eliminated by 1 less hit.  "No Retreat!" Orders:   May be given to some units, absorbing losses to avoid retreating from a key position. 
GROUND COMBAT MODIFIERS – position must have a defending Russian unit:
  A position occupied by any infantry or panzer group (not korps) unit and absorb 1 first hit.  Leningrad and Moscow can absorb 3 German combat factor hits each up to the number of infantry units on them, and can themselves fire 2 combat factors, even if Leningrad is cut off from the eastern mapboard edge. See Air rules about Forests.
  All other fortresses and Victory Cities can absorb 2 German combat factor hits if matched by that number of infantry units on them and fire 1 combat factor regardless.
  If at least 1 German army is involved in the attack, fortresses’ – not regular positions’ - absorption capability is reduced 1 hit. Any positions and defensive fortifications take - absorb - losses before Russian units defending them do. A fortress (including a Victory City’s) is permanently destroyed by a German unit taking/occupying it.
GROUND COMBAT RESOLUTION - simultaneously fired attacker vs. defender combat factors:
  An unmodified position occupied by a defending unit can always (even against German armies) absorb 1 additional combat factor just for the advantage of defense. On attack or defense, each 1 combat factor “hit” can eliminate a Weak Russian unit or against a 1-factor or stronger unit Disrupt it and force it to Retreat if attackers are left to advance or to withdraw from attack and return to its jump-off position. 1 factor/hit more than a unit’s factor strength eliminates it. If all defending units are moved off a position, then one or more of the attacking units not thrown back may move onto (and through, if a Blitzkrieg) the position. Solitaire, Russian units are lost to: Priority 1. Hold a position or Priority 2. to conserve firepower.*  A group of Out of Supply (OoS) units both takes and fires 1 less hit.
  A 2-factor German (or the Russian 1. Shock) army can absorb 1 factor hit and (Disrupted) stay on a defended position.  It can absorb 2 hits without being eliminated but must then fall back if attacking or retreat (and is Disrupted) if defending.  Absorbing 3 hits would eliminate it.
  Eliminated Russian units are immediately mixed back into the pile of extra unknown units to be replacements.
RUSSIAN REPLACEMENTS - AND DEPLOYMENT - * = Live Russian Player gets to choose instead:
  1 Russian replacement infantry units equal to a Victory City’s Victory Points arrive on it at the end of the Russian player turn – 1 less if out of supply.  1 more infantry unit comes from a Russian mapboard edge. 1 each tank unit arrives on Leningrad and Kharkov and from the eastern mapboard edge, unless the former are Out of Supply or taken.  The 2 Russian units arriving from off-board may be railed to any position in Russian supply.  Red-lettered units are not replaceable.
SUPPLY and CONTROL:  Units not able to trace links through positions not occupied by enemy units to a supply source are Out of Supply (OoS).  Russian units’ supply source is the eastern or southern mapboard edge or a Victory City – Leningrad and Moscow able to supply a maximum of 3 units if OoS and other Victory Cities able to supply only 2.  An OoS Russian unit can only attack in a direction to get back into supply.  A unit OoS at the end of the turn is Disrupted.  An already Disrupted OoS Russian unit is eliminated.  A German air unit may instead be used to resupply an isolated German units on a position up to 2 away from an army. The Germans control unoccupied Russian positions OoS – use the markers.  Attacks against OoS positions are increased 1 hit.
SOLITAIRE GAME Russian units’ movement:
Russian unknown and known Disrupted units may be moved to improve the Russian position.  They may only move into an unoccupied German-controlled position if both they and it aren’t connected to a position with a German/Axis unit.
and deployment priorities, by priority *:  1. Garrison Victory Cities under direct/imminent threat – 2 units + at least 1 for each German unit which could attack it. 2. Slow German approaches to Victory Cities and protect Moscow from being surrounded. 3. Prevent German armies from advancing more than 1 position per turn.    4. Prevent German Blitzkrieg breakouts.  Newly arriving Replacement units can be deployed anywhere connected to their sources and anywhere a Russian unit could operationally move to, including off-map/”rail” movement.
SETUP(S) and Special First Turn Rules:
Russian setup:
  Deployment:  2 Russian units – one infantry the other tank - start in each of the Red Star frontline  positions, and 1 Russian infantry unit starts in each position next to and behind them.  1 extra tank unit is placed on Grodno (connected to the AGN and AGC bases) and on Lemberg (Lvov). 1 Russian infantry or/then tank unit each starts on each victory city.   Neither player gets to see Russian infantry units until their first combat, after which the Russian player may (or may not) turn them back upside down but then not peek at them.  Any extras come in as replacements.
Random, face-down "Bell Curve" selection of 19 Russian regular (not red-lettered) infantry units and 13 tank units - total factors counted at end of game: Red-lettered units come into the game as extra, replacement replacements after Turn 1.  See white Siberians’ rule.  After the game-start random selection, the Russian player may peek at his tank units at any time, including before deployment.
Unselected units are concealed from both players, until after the end of the game.
Bell Curve  victory point adjustments: 15-16 Weak units +2 vps, 13-14 +1, 11-12 +0, 9-10 -1, 7-8 -2, 5-6 -3, 3-4 -4, 1-2 -5.
German setup:
  Up to 3 Army Group Center units may be positioned in the otherwise AGN base.  1 panzerkorps may be transferred from an army group area to another, with the owner’s permission.  The German 11. Army may or may not start the game in the indicated Romania AGS position.  Axis units in Romania may not be attacked until they attack from it, as early as Turn 2.
Free German 22Jun41 setup regardless of army group designations and boundaries:  Adds 1 required victory point. 
German First Turn Airstrike Bonus:  As indicated in the Airpower rules add 1 to the die roll in the First Turn and add one air attack factor, regardless of Forest.
Historical Barbarossa Plan - 50% if players cannot agree on which plan - Germans:
  Army Group North (N) units start in the AGN position. Up to 3 Army Group Center (C) units may start there too.  And the rest of the AGC units may start in the AGC position and the Army Group South units start in the AGS position.  40. Pzkps goes to AGC, unless AGC donates it to another army group.
The Marcks Plan - Moscow and Ukraine primary objectives - 33% if players cannot agree - Germans:
  Army Group North (N) loses a pzkps to AGS. Otherwise, setup is same.
  (Erich Marcks was a brilliant 50 year old German General Staff officer and wargamer, and he had successfully commanded the Allies in a war game postulating an Allied landing in Normandy, before D-Day.  He was killed by an airstrike on 12Jun44. If he had survived the war, he very possibly would have become the international military enthusiast for hobby wargaming.  McCluskey endorsed Avalon Hill’s Midway and McAuliffe endorsed AH’s Battle of the Bulge.  Now who might have endorsed AH’s Stalingrad? … as arbitrary and inadequate as it was as a simulation even then.)
The von [Sergeant] Schultz [RIP, John Banner :-) ] Plan - Moscow now a secondary objective - 17% if players cannot agree - Germans:
  Army Group North (N) gets an additional pzkps from AGC. (Up to 3 Army Group Center (C) units may still start in the AGN jump-off position.) And the rest of the AGC units may start in the AGC position and the Army Group South units start in the AGS position.   Army Group South gets 1 additional pzkps from AGC plus 2. Army on Turn 2.
Combat examples: A single German pzkps attacks a position occupied by a Weak Russian unit cannot take it, since any defended position defensively absorbs 1 hit - but it could occupy an undefended position.  If 2 German pzkps attack a position occupied by a single Weak Russian unit, that is eliminated by the second German factor hit.  If the position was occupied by a Strong Russian unit, that is forced to retreat by the second German factor hit, but its own defensive firing factor forces one of the attacking German pzkps to fall back to its jump-off position.
  A German (2-factor) army and  (1-factor) pzkps worth 3 attacking factors attack a position which turns out to be defended by a 1-factor Russian unit. The position absorbs the first hit, but the other 2 German factors eliminate - not just retreat - the Strong Russian unit.  The German army alone attacking the position held only by a Weak Russian unit would eliminate that.
Advice on Play of the Game:
  Note that (Alexander Nevsky’s) Novgorod is the most important of Leningrad’s “guard cities,” since it links to Tichvin which can cut Leningrad off, and an extra Russian unit (or 2 if enough are available) should be deployed there.
  The German player must concentrate on advancing his armies for the Victory City battles.  The Russians should (be) deploy(ed) to obstruct that as much as possible without unnecessary losses. 
Credits.  Game System:  Lou Coatney.  Map:  OKH and Lou.  Units:  Lou again.  Players:  Lou again
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Assembling the Pieces:  For the double-sided Russian pieces, the backs must be exactly alike, and the pieces scissored on those lines, not the front’s.  Use sharp scissors.
Dedication (on CoatneyHistory webpage):
  Barbarossa Fast, Jun-Dec41 is dedicated to ...
A. The peoples of the former Soviet Union and of Poland who fought and won the biggest war front against Nazi evil.
B. The Russian people who lived in the path of the Nazi war machine and who suffered so terribly during "Operation Barbarossa."
C. to my children Rebecca, Robert, Rohan, and Johanna, in the hope that they may never have to go through a world war:
The more we learn about the Second World War, the better our chances that it will be the LAST world war.  (LRC)
War must be confined to history books and games and museums and films.  (LRC)

