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Dark Crusade is dedicated to our Second World War allies - the Soviet |

peoples — who suffered, endured and triumphed so greatly.

Among family and friends here in Juncau and in the Lower 48, “Lou
and his mnﬁlicated games” have been a source of both awe and

amusement. Accordingly, Dark Crusade is intended for my many non-
wargamer friends who have ftried to share my histoncal gaming
interest, but who have been put off by what is to them the staggering
comg_l:xity of typical “military simulation games”.

e basic design objectives of Dark Crusade are economy of com-
ponents and price, simplicity and brevity of piay, historically realistic
strategy-making and o enjoyability. Although my initially crude
roster of units uitimately %::e way to devel yrone Bomba's per-
suasive urgings between his Axis and my Soviet orders-of-battle — 1
believe the provision for an introductory level game should satisfy
both game-players and simulationists. Indeed, Dark Crusade may prove
to be a valuable introduction to military boardgames for time-pressed
military historians and professionals.

My game design philosophy is best described in the designer’s
notes in Sturm Nach Osten (1 Shiurmy Na Zapad!) which was my first
ame to be published — also by 3W. Although at about the same unit
vel as Dark Crusade and about the same subject, SNO is a typical

military boardgame utilizing a mapsheet with a hexagonal grid. Al-
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though considered highly playabie by its devotees ~ like our publisher
himself - I consider SNO to be a complex game with its mulititude of
varizbles and detail. My simpler, army level game — Russia’s War —
has replaced SNO as my own favorite simulation of the Great Patriotic

War's military Enﬁnns.

Dark Crusade is an even simpler game, structurally. Its graduated,
point-to-point network intrinsically resolves questions of movement
direction and terrain obstacles. It does lack the Jocal detail and amoeba-
like line-against-line character of broad front warfare in the Second
World War which SNO and Russia’s War d?ict. However, as a stra-
tegic level simulation of the Russo-German Front, it may actually be
more realistic, because it enables ifs player-commanders to concentrate
better on the most i t strategic variables of the campaign.

Basically, a strategic commander is/was concerned with the fol-
lowing aspects of a military campaign: war production, sequence and
timing of campaigns, determining strategic objectives and avenues of
attack (or defense), and, finally, allocation of resources and regional
“fight or flight” advance or withdrawal authorizations. (As the war
progressed, Hitler meddled in Wehrmacht operations all the way down
to battalion level. Security and initiative were lost — as was his war
itself.) A game necessarily generalizes historical situations. Thus, the
less tactical and specific — 1.e. the more general — a military simula-
tion is, the more realistic it can be as well.

Wargaming acquaintances have commented about my “obsession”
with the Russo-German Front as a game design topic. There are two
reasons for this. First of all, The Great Patriotic War is historically
significant and fascinating. It may have been the most decisive contri-
bution to the Ailies’ defeat of the Axis powers. The vast human and
natural resources of the Soviet Union could have fueled the final con-
quest of the entire globe by Axis militarism. Nothing drained the
strength of the most dangerous Axis war machine, Nazi Germany, as
much as its death struggle to the east. No other campaign had such a
broad-front expanse which so enabled the sweeping armored operations
envisioned by Fuller, Guderian and Tuchachevsky. Tragically, it was
also a struggle of genocidal savagery entirely alien to civilized and hu-
manitarian values.

- The second reason for m{afocusing on this campaign is something
about which other designers have remarked. My chief interest in war-
game designing has become the development of ever better — i.e. more
realistic and simple — game systems, not new historical subjects. In-
deed, unlike many “simulation designers”, I myself am a game player
who wants (like any other player) a game which simply, vividly and
enjoyably projects me into an historical decision-making situation -
however abstracted. If a game can’t ielescope a satisfactory spate of
historical second-guessing into a brief evening of recreational gaming,
I start conjuring up revisions for it or a better one.

The most crucial co t of Dark Crusade is, of course, ifs
map. The open steppes of southern Russia do not narrowly channel
movement like the Ardennes forest of Belgium. Edv a combination of
major and/or losg-reaching lines, the bounding advances toward the
most battleworthy city objectives of the campaign through this open
terrain can be cogently depicted.

When designing the map, I tried to use as few poinis as possible
to fit the corps-in-army unit scale. Time and again, I found that the
points had multiplied ke lemmings, and I had to start all over with a
clean map and a cleared mind. This continual re-examination may be
typical of any composition process. Otherwise, if someone becomes
absorbed into a set of assumptions, mechanics and details, he can
quickly lose track of his original objectives.

Some historians may wonder where the Soviet mechanized corps
which a in late 1942 are. They are reflected in the superior unit
status of cavalry-mechanized groups and of the Guards tank armies
available in 1943. Also, using tank corps units for the 1941 mecha-
nized corps is a not unrealistic expediency, considering how quickly
those units burned (or just wore)} away. The 1st Moscow-Motorized
Rifle Division was a showcase unit upen which the best equipment
and some very high hopes were lavished. |

If game-balance proves to be a problem between players, I recom-
mend modifying (or eliminating) the first turn’s production of Soviet
infantry replacements. Beginning players should probably take the
Axis side.

I really enjoy getting questions, comments, suggestions and/or
criticisms about my games — a good antidote to “cabin fever” up here
- and my address and telephone number are:

Louis R, Coatney

.?7 o, 9980 ‘0

uneau, | 1 on Nor
(907) 789-0045 o WaY
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Dark Crusade is a strategic/operational level simulation of the military
operations in “The Great Patriotic War”, as the Russian Front in

orld War II is known in the Soviet Union. (Approximately 20 mil-

lion Soviet and 10 million other European men, women and children
died in this terrible holocaust.) The mapboard covers the main geogra-
phic area in which the opposing Axis and Soviet military forces
operated during 1941 — 45.

Each game wrn represents one month of real time; the average dis-
tance between points ~ very roughly — 100 miles (or about 162 kilo-
meters). Each combat unit is approximately corps level, representing
25,000 - 50,000 troops with appropriate equipment. :

Dark Crusade simulates the massive and sweeping tempo of the
Great Patriotic War land o ions with a simpie game system con-
taining all the essential variables of the campaign without the com-
plexity of the usual hexagonal-grid military boardgame.

If you enjoy Dark Crusade, you might also be interested in my
hexagonal format designs on the same subject, Sawrm Nach Osten
(published by 3W), Clash of Steel (published by 3W), and Russia’s
War. The additional tactical and operational detail of these games

makes them more vivid but less playable.

A. MAPSHEET
The mapsheet depicts the major objectives and lines of advance of the
Eumptgan Russia theater of operations. Following is a graphic descrip-
tion of operative map symbols:

For the most part, the map background itself has no role in the
game itself - terrain having been factored into the point/line matrix.

Infantry

Heplacemaent City

Moscow-Minsk Highway

Fortress

Victory City Point

Inferior Line

[~] Cavalry Raplacement Center
[Stud Farm]

B. UNIT COUNTERS AND MARKERS
The unit counters and markers of the types described below appear in
the game:

SOVIET SAMPLE LUWITS:
Minor Unll

[©3] ArmorPanzen/Tank

Jee} Armored Infantry/German PzGr.
2] cavairy 5]  Soviet Shock
T Partisan (8] security
&) Air-German > infantry/Rifle
= AirSoviet - X rarschutist
E o Mountain Infantry
] Rocket [S<] German Amy HQ
3 Xxxx mnw XX I' ' I
sava Soviet HQ (] German PzHQ
~ 1

é Factory [of the preceding types]

Cavalry-mechanized I

UNIT SIZES:

XXXX = Army, or Soviet Air Force Approximate XXXX

XXX = Corps

XX = Division

GP = Group
Note: German Panzer Grenadiers function in all ways like armor.
Mountain Infantry units count in all ways like regular infantry. The

German Cavalry Corps is treated in all ways like infantry.
AlI:‘UNI‘I‘ AB%RE\{IATIONS

Cos - Cngﬁk

RC - Rumanian Cavalry

RP — Rumanian Panzer

RM - Rumanjan Mountain

H —~ Hungarian

I — Italian

FH — Feidhermhalle
GD — Gross Deutschland
HG -~ Herman Goering

SS -~ Schutzstaffel

GT — Guards Tank

R ~ Rumanian

Gds - Guards

Shk - Shock

STAVKA -~ Soviet equivalent of General Headquarters
IL.MM - 1st Moscow Motorized (Rifle Division)
NATIONALITY COLOR COD

Grey -~ German Army
Black — Waffen S8

Blue - Luftwaffe

Dark Yellow - Hungarians

Green - Jtalians
Yellow - Rumanians

White — Finns

Red — Soviets

C. KEY TERMS

The rules contain key terms for which the following definitions apply:

1) Attacker — The player who has moved his units into combat.

2) Axis Units - , Finns, Hungarians, Italians, and Ruma-
nians.

' 3) Axis Allies — All Axis units other than Germans.

4) Breakthroughs - losses inflicted on the defender by the at-
tacker

'5) Defender — The player in combat whose units have not moved

into combat.
6) Defensive Fire ~ Combat firing done by the defender.
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ﬂHreFactor-Anumhe.ratﬂaebouomnfaunitcounterindi-
cating relative strength.

8) German — All counters printed black on grey, white on blak, or
black on blue.

9) Line — Path along which units move from point to poinl.

10) Minor Unit — A formation that can be destroyed by a single
break:thrlough or repulse. [Exception: see Section 8.C.3a — Shock
Armies,

11) Offensive Fire — Combat firing done by the attacker.

12) Owning Player — Player who controls the piece in question.

13) Point — A city or center on the map.

14) Repulses — Losses inflicted on the attacker by the defender.

15) Stack — More than one unit on a given point.

16) Major Unit — A unit not carrying a minor unit indicator on it.
This unit requires one more breakthrough or repulse than its fire
factor, to be destroyed.

D. NUMERICAL RANDOMIZER

A numerical randomizer in the form of one or two dice is required for
weather determination, combat resolution, the Siberian Reserves
Gamble, German replacements, and torpedoing enemy strategic sea
movement.

SET-UP

Initial set-ups for all versions of Dark Crusade are provided on the
separate sheet marked “22 Jun 41 Set Up”. Note that some units
starting in June and even more units starting in May are dispersed.

A. GAME LEVELS

1) Introductory Game:

This is a simplified version of the tournament game. Use the fol-
lowing forces: .

At Start:

Axis — June 1941 set up less Headquarters units and divisions.
Soviet — June 1941 set up with rifle armies, tank corps, cavalry
corps and partisans. No other units are used — including Guards or
Shock units.

Disre f%ard the Order or Appearance and Extraordinary Events List ex-
cept for those units eligible to be used in the Introductory Game. So-
viet infantry and cavalry replacement centers function normally. The
Soviet player may build infantry and tank factories only. Factories
may not produce site units. No Soviet infantry replacements are
available on the first tum. All strategic options are in effect. Disregard
all rules referring to waits not used in this introductory game.

2) Advanced Game:

In an Advanced Game, the players are free to use all rules and compo-
pents possibie.

B. GAME VERSIONS

1) Tournament Game:

A tournament game begins in June 1941 (May 1941 at the German
player’s option — se¢ Section 3.A for details) and ends in one of three
ways:

a) A player wins if he has enough victory city poinis during his
Tournament Game Victory Determination Phase.

Consult the Victory Conditions Chart. For each year listed there
are either one or two point totals; A single total, or the first of two,
applies throughout the year. This is the number of victory city points
thata’ﬁiayerneeds to hoid at the end of an opponent’s turn in order o
win. These cities must be held in overiand supply. The number(s)
aﬁcrﬂaeslashapp,lyonlyinbecemberufthatyear(Note:MAxis
player starts with 7 victory points, the Soviet player starts with 16).

Both players have victory point totals expressed as numbers with
plusses between them. The first number is the number of "home” vic-
tory points and the second is the number of “enemy” victory points
that must be controlled. Example: In December 1941, the German
glaym' must hold 7 victory points of his own (all of them) and control

victory city points in the Soviet Union as well. Victory point cities
are listed below.

Victory Point Cities:

1 Point Cities ” berg
Arkhangelsk igs
Minsk 5 Gai'onﬂ'llclg
Voronezh Odessa
Stalingrad Sevastopol
Rostov Grozny
Dnepropetrovsk
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2 Point Clitles

Helsinki Leningrad

Warsaw Moscow

Kiev Bucharest

The Axis player also gains one victory point and the Soviet player
Joses ope Victory point per pair of Soviet factories destroyed.

b) Either piayer may declare a draw during his own Toumament
Game Victory Determination Phase after the end of the February 1942
turn. However, the player not ending the game has won if, when the
game ended, he had enough victory points to win. In other words, the
declaration of a draw cannot be used to stop a game where your oppo-
nent has a winning positicn at the end of his turn.

¢) A draw may be declared a:anytimcifboth]players agree to do
so0. If neither player has won by the end of the July 1944 tomn, the
gamc ends as a draw.

} Tournament Campaign Game:

This is the Tournament Game without the option to call a draw after

February 1942. In other words, this is a “sudden death” campaign

gan:w. It may run from May/June 1941 to July 1944. |
) Campaign Game:

A campaign game starts in the same way as does the tournament
ame, but runs from May/June 1941 to February 1945, and has dif-
erent victory conditions.

a) The Axis player wins if: |

) All Soviet units are eliminaated from the map at the end of
each of two consecutive Axis player turns. — OR -

1) Lenin Moscow, and Stalingrad are in Axis overland
supply throughout six complete and consecutive turns, — OR -

{ii) Al victory cities arc under Axis control. The cities need not
trace supply lines. The game is over the instant this occurs. ~ OR -

iv) Soviet player has not achieved his victory conditions by
the end of the February 19451f§am= turn.

b) The Soviet player wins if:
| DAHGumanunitsnnﬁaemapareeﬁnﬁnatadatanyinstant

before the end of the February 1945 game turn. — OR —

il)AllSovietvictnrycitiesa:eunderSovictcontrol, as well as

Warsaw and Bucharest, and 10 army sized units are sent off the board

and kept in continuous supply via their exit lines. These conditions

must be maintained uninterrupted for two consecutive game tumns
endiﬂfonorbefoml:ebruaql 5.-OR -

) Twenty army sized units are exited off the west edge of the
map and kept in uninterrupted sug?viaﬂwirexitﬁnes for two con-

secutive game turns ending on or before February 1945,

...................................................................................
.......................................................................................
T T L e T

..................................

A. AXIS
Early Start: The Axis player may elect to start the game in May,
rather than June 1941. If he chooses this option, he must make
weather rolls for Mud. These rolls are made after Cperational Move-
ment and before combat. The Axis player rolls for each point under
assault. An even die-roll means Good weather and an odd die-roll
means Mud. The weather rolled for that point applies to that point
only (Note: this procedure applies only to this May start option, not
the weather encountered later in the game). Additional German and
Soviet units begin the game dispersed [see the “22 June 1941 Set Up”
Chart]. All Axis 1941 reinforcements arrive one turn early. Soviet fac-
tories begin producing in May 1941 and Soviet infantry replacements
start in June.
B. AXIS AND SOVIET
Free Set Up: Either l¥layer may choose this option, but the Soviet
first. If &1 option, then both
11>Iaym are free to deploy their forces within the following restrictions:
} Axis: Undi German units may deploy anywhere to the
west of the Soviet-Axis border including Rumania and Finland except
Hungary (Cluj and Firgu Mures). Only three infantry corps and one
HQ unit may deploy in Meme¢l. Rumanian and Finnish units must
start in their own countries.
2) Soviet: Undispersed Soviet units which start the game on points
with lines leading directly across the westemn Soviet-Axis border (not
Finland) may re-deploy on those same points glup the port of Lepaya.

D units and those not on the western viet border may
not be re-deployed.
3) Free Set-Up Sequence:

a) German units to be deployed in Finland and Rumania are desig-
nated. If the Axis player made the initial choice for free set-up, these
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units are placed on the map at this time.
b) Soviet units are set up.
¢) Remaining Axis units are set up.

% SOVIET — SIBERIAN RESERVES

ize:
The Siberian Reserve consists of three consecutive turns of infantry,
* armor, artillery, and cavalry units. The quantities of these units to be
brought in each turn are listed on the Soviet Siberian Reserve Rein-

forcements table. The Siberian Reserves automatically begin entering

the game in the Soviet Replacement/Reinforcement Phase of the.

January 1942 turn, unless committed earlier.
2) Composition:
Siberian Reserve Units may enter as basic units, with each number on
the Siberian Reserves Reinforcements table equalling that number of
basic units of that type. The Siberian Reserves may also be taken as
osite units, built up as per the composite unit section under
Soviet Factories [see Section 8.C). Shock armies, cavalry-mechanized
groups, and parachute corps may be created this way. The Soviet
glayer maRy also take a mixture of basic and composite units as the
iberian Reserves, holding back units from the first turn’s forces to
make composite units in the second turn, holding back the second
turn's forces to make composite units in the third turn,
3 Early Committment:
The Siberian Reserve may be brought in early by the Soviet %layer, at
some risk. During the Soviet Replacement/Reinforcement of
any turn before 1941, the Soviet player may call for the
Siberian Reserve, This is announced to the Axis player. The first of
three consecutive turns of Siberian Reserve units arrive during the
Replacement/Reinforcement phase of the following tumn. (Example:
On a regular start game, the Soviet player calls for the Siberian Re-
serve on the first turn possible, the July 1941 turn. The first units
E\{e du;ing the Replacement/Reinforcement phase of the August
turn;.

These units appear on the eastern map edge and may be moved
operationally or strategically. They are not dispersed on entry like
replacements. The turn the Siberian Reserve units begin to a on
the map, the Soviet Replacement/Reinforcement Phase is finished by
the Soviet player rolling two dice. If each die has a different number,
play continues normally. This extra feature of the Reinforcement/Re-

lacement Phase for the Soviet player continues through the Decem-

1941 turn, or until both dice have the same number (“doubles™),
whichever comes first. After December 1941, the Soviet player who
has not rolled “doubles” has been successful in his gamble to commit
the Siberian Reserves early. Should “doubles” , the Japanese
have invaded the Soviet Union in the unprotected Far Eastern Military
District and the Soviet player has a “Siberian crisis”. Four things

happen:

a) All Siberian replacements scheduled o arrive from Siberia
during the crisis are lost.

b) All Siberian Reserve units not yet on the map are considered
returned to Siberia. These units are not lost. Record how many and

what type on scratch .
¢) The Soviet player must commit additional forces from on-

replacement cepters or on-map units to Siberia.

d) Soviet Strategic Movement capacities (on-map) are halved,
with fractions rounded up. This limitation is removed as soon as the
“Siberian crisis” is over.

The number of Soviet units needed to be committed to Siberia

depends on the turn, after the Siberian Reserve units appear on the
map, the Japanese attack.

S
d
) s

C 2
212,

18 units = at least 6 units the first tum

Sy
@g

(72 _
24units=atleast8umtsﬂleﬁrstmm

Two or more turns later:

= 15
@Ig
— 13

30 units = at least 10 units the first turn

At least ope third of the units to be committed must be committed on
the first turn of the “crisis” with the remaining units sent in the next
two turns. If insufficient units are available, as many of each iype
available must be sent to Siberia, as soon as possible, until the cor-
rect totals are committed. Composite units may be sent, and count as
their basic ¢ nents for purposes of meeting commitment require-
ments. Units of whatever type may be sent on each turn as long as the
final total of units meets or exceeds the required number of units by
type and number. Units to be sent to Siberia during the “crisis” need
not be moved, but must be able to trace a path 1o the eastern map
edge. Simply pick them up and place them in the dead pile. These
units are not lost. Keep track of their sumber and type on a piece of
paper. Units returned to the dead pile are available for use as replace-
ments as the Soviet factories and replacement centers allow. Once the
required number of units have been removed from the map, the “Si-
berian crisis” is over. The Soviet Strategic Movement capacity returns
to normal, Siberian replacements are once again available as shown on
the turn record frack. :
All units held in Siberia, returned to Siberia, or committed to Si-
beria during the “Siberian crisis” (except Siberian replacements lost)
begin to return to the map in June 1942, They enter in the same
fashion as did the original Siberian Reserve units but at the rate of 1
unit of each basic type available, until all units have entered the map.
‘These units may be held off the map at the Soviet player’s option.
They may combine among themselves in the same ways aod at the
same times 2s on-map units may combine. A site unit counts
as one unit for entry purposes, and is classed according to the basic
unit for unit type purposes. Units created from more than one
type of unit may count as either basic m eniry ses. Si-
berian replacements, created after the “Siberi isis” is over and

before June 1942, may be held in Siberia and used to make composite
units.

A, SET-UP
See the “22 June 1941 Set-Up” chart. Units having their identification
numbers in parentheses on this chart are di only at the startof a
ame beginning in May 1941. Units having their identification num-
underiined on this chart are dispersed at the start of a game begin-

ning in June 1941, as well as in May 1941.

A. Only in the June 1941 Game Turn of a game started in June 1941,
may the Axis player use a bonus German air unit, for a total of four,
B. The Soviet player receives no infantry replacement factors during
his first Player Turn, whether that is May 1941 or June 1941. How-
ever, the Soviet player DOES begin receiving factory replacement pro-
duction in his first Player Tum.

C. No Axis strategic movement is allowed, and Soviet strategic
movement is limited to two units.

D. The Hungarian 1st and 2nd Armies may not leave Hungary until
June 1942 -- and only ope of them can do so at that time. This restric-
tion on the Axis player is lifted if the Soviet player invades Hungary

or attacks either Hungarian army sized unit at any time before June
1942. Hungarian units may never enter Rumania or a point occupied
by Rumanian units — and vice versa. |

A. WEATHER (AND STRENGTH)
DETERMINATION

B. AXIS PLAYER TURN

1) Axis Replacement/Reinforcement Phase.

2) Axis Strategic Movement Phase.
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3) Axis Operational Movement, Field Fortification Phase, and Unop-
posed Occupation of Second Point if st Point is Unoccupied.
4) Axis Regular Combat Phase: -
a) Air Combats.
b) Ground Combats (check Soviet arty., air, rocket supply at
instant of combat, also check German HQ suppg;t same time).
g)nm Breakthrough Movement and Unopposed Occupation of 2nd
int.

Recovery of Di Axis Units,
Axis Breakthrough Combat Resolutions.
Tournament Game Soviet Victory Determination Phase.
Axis Units’ Supply Status Determination Phase.
SOVIET PLA TURN
Soviet R/RP.
Soviet Strategic Movement Phase.
Soviet Operational Movement and Field Fortification Phase.
Soviet Regular Combat Phase:
a} Air Combats.
b) Ground Combats (check Soviet arty., air, rocket supply at
instant of combat, also check German HQ ly at same time).
;) Breakthrough Movement and U &c '

oint.
5) Recovery of Dispersed Soviet Units.
% Soviet Breakthrough Combat Resolutions.

SLBEARIDY

Tournament Game Axis Victory Determination Phase.

8) Soviet Units’ Supply Status Determination Phase.

A. WEATHER DETERMINATION

There are seven months of constant weather in the game, and five
months of variable weather. German air unit availability will depend
on the weather andtlwatyem' of the game. Other units will be affected
by weather regardless of the year of the game.

&) Roll one die at the beginning of the turn. The outcome deter-
mines weather for that turn and the next two that follow it.

b) Al split results refer to the weather column resuit for air
unit availability. In April 1942 the Axis l})layer will have two air
units if his weather is Good and no air unit if his weather is Mud.

¢) In Good weather turns in 1944, the Axis pla
any two consecutive Clear weather turns to have 1
available.

d) Same as note a, except the outcome for October determines
November weather (only) as well. |

¢) Three air units in a game started in May, four air vnits (1st
turn) in a June game,

may choose
€rman air unit

% gﬂs'I'HER WEATHER EFFECTS
Axis armor units lose their breakthrough movement and assault abili-
ties during Snow weather tums of the 1941/42 winter (only).

_ Any Axis attack using at least one Finnish unit against Soviets in
Finland in winter 41/42 in Snow gets a +1 (plus one) on the attack
die-roils. Sixes remain sixes.

2) Axis and Soviet:

All armor uaits lose their breakthrough movement and assault capa-
bility in Mud. Cavalry and cav-mech are unaffected.

3) Soviet:

Units attacking Axis controlled points lying north and east of the
Arctic Weather Line outside Finland get a plus one bonus on attack
die-rolls in Snow weather during the winter 1941/1942. Sixes remain
sixes. The Soviets lose this plus one to the die if half or more of the
major units of the defenders are Finns. All Soviet air units are
y). They defend normally.

T T e L L L T e e

A. REPLACEMENTS

At the beginning of each Player Tum, that player may be eligible for
replacement units. These units enter the game dispersed and may not
move except strategically. They become undispersed durin}g the

hase.

owning player’s Recovery
Replacements may be saved and accumuiated.
1) Axis:

a) German replacements become available starting the second
turn of the game. The Axis player rolls 1 die and consults the proper
year column on the German Replacements chart. A dash means no
replacements. An infantry symbol means 1 infantry strength point is
replaced, an armor symbol means a point of armor, armored infantry
or infantry strength is replaced. Two symbols indicate a point per
symbol. These points may be saved, or used immediately, to create
units from those already eliminated. SS PanzerKorps cost an exira
strength point per unit to replace. Units withdrawn or not yet in the
game are not eligible to be taken as replacements. German replace-
ments enter the game at Warsaw.

b) Other Axis:

One Finnish, Hungarian, and Rumanian unit each ma be replaced
each March and September of 1942, 1943, and 1944. These replace-
ments may be saved. They enter the game at their respective supply
sources.

¢) German HQ units and Italians cannot be replaced.

2) Soviet:

Soviet replacements are created at replacements centers on the map and
in Siberia. They are also created by Soviet factories. The mechanics
and options of factory production are covered in detail in Section 8.C.
Soviet replacements are limited to the counter mix and must enter the
game at their point of uction. Composite units must be buiit
from basic units already in the game. [Exception: see Section 3.C.2 -
Siberian Reserves.]

a) On Board Replacement Points:

Each Soviet Victory Point city produces one regular infantry army per

turn 2s long as it is in overland supply and under Soviet control.

Rtishcheva produces one cavalry cole'ps every March, July, and Novem-

ber while under Soviet control. If captured by Axis forces, these

ints cease production until recaptured and placed in overland supply

y the Soviets. Units produced by these poinis appear on the points
producing them.

b) Soviet Factories:

Factories in overland supply produce the basic type of unit shown
within the factory symbol. Factories with numbers below the factory
symbol uce a basic unit on each numbered month listed. January
is the first month and December is the twelfth month. Factories
marked “odd” produce every other month starting in January, those
marked “even” do the same starting in February. Units produced appear
at the factory.

For defensive combat, a Soviet factory on the mapboard is con-
sidered to be a2 minor unit with a firepower strength of one (1), unless
it is entrained. An entrained Soviet factory is automatically eliminated
if its point falls to Axis control. A Soviet factory is never allowed {o
move operationally or to retreat. A Soviet factory cannot be dispersed.
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¢) Siberian Replacements:
Soviet replacements from Siberia arrive according to the symbols
printed on the turn record track. These units move from Siberia to the
map via any line leading from the eastern map edge. Siberian replace-
ments t factories that start the game off the map in Siberia.
These replacements appear every time they are called for on the Tum
Record Track. Each symbol stands for one replacement unit of that
e to be taken that turn, Siberian replacement units may be held off
e board indefinitely. After they have been held off for one turn, they
may enter the map operationally from the eastern edge as undispersed
units.

Like their Axis counterparts, all Soviet replacement units enter
the game dispersed. They are placed on the map and may move only
by strategic movement. Siberian replacements may be held off the
board 1 tum and enter undispersed, moving operationally. Otherwise,
they enter by strategic movement, each unit counting against the stra-
tegic movement allowance for that turn.

d) Irreplaceable Units:

The 1st Moscow Motorized division, the STAVKA HQ unit and the
1st Polish Army units are irreplaceable Soviet units. Once lost in
combat or through isolation, they may not be retumed to the map as
~ replacements or reinforcements.

B. REINFORCEMENTS -

Unlike replacement units, reinforcements enter the game undispersed
and may move operationally and attack after the Repiacement/ Rein-
forcement Phase on their first turn on the map. Any number of rein-
forcements may enter the game at their appropriate reinforcement
point(s). These points are: |

SOVIET: Any point under friendly control and in overland
supply to the eastern or southeastern map edge; lines leading on from
the eastern or southeastern map edge.

GERMAN: German replacements amar at any point under
friendly control and in overland supply to the western map edge, aiso
on lines leading on from the western map edge.

RUMANIAN: Rumanian replacements deploy at Bucharest.

HUNGARIAN: Hungarian replacements ﬁ y at Cluj.

FINNISH: Finnish replacements deploy at Heisinki.

Note: Axis Allied replacements and reinforcements are Jost
(permapently) if control of the above points passes info Soviet hands.
Also, Axis Allied troops whose capital is lost to the Soviets become
Soviet controlled and must refurn to their home country as soon as
possible and remain.

Soviet reinforcements for the game are the Siberian Reserves and
the 1st Polish Army. Units to make up the Siberian Reserves are
drawn from the dead pile. If insufficient dead units exist, the remaining
units are brought in on the mext Replacement/Reinforcement Phase
after such units become available. The 1st Polish Ammy is deployed m
June 1944. It is an irreplaceable unit. Once an Axis Alﬂcd country has
been knocked out of the war or defects to the Soviets, no further rein-
forcements for that country appear. -

Rumanian units to be withdrawn to Rumania in December 1941
need not be moved along lines back to Rumania. Simpl¥ ick them
up and put them on points in Rumania. The movement o1 these units
c{ggrfts against the AXis strategic movement capacity for the December

turn.
C. SOVIET FACTORIES
1) Plant Expansion:
The Soviet upilaycr begins the game with 11 factories placed on the
points specified on the factory counters. Each January, April, July,
and October, the Soviet player chooses a factory from those not
already deployed or destroyed. He puts the unit on the Turn Record
Track three turns ahead of the current tumn. Three turns later, this
factory is deployed on the map or in Siberia and is abie to produce
according to the schedule of production months printed under the
factory symbol. Example: In January 1942, the Soviet player decides
to deploy the “B” tank factory on the Tum Record Track. In three
turns, it is deployed on the pont within the Soviet Union {(including
Siberia) under his control and is available for production. Since April
is an even-numbered month, the first production month for this fac-
tory will be May. |

When choosing factories, the choice is limited to the earliest let-
tered factory of each kind available. Tank factory “B” may nol be
chosen before tank factory “A”. Not all factories of one type need be
chosen before starting those of another type. A player might choose
tank “A”, then artillery factory “A”, then tank factory “B”, and finally
aircraft factory “A”. There are 13 factories available for expansion de-
ployment and only ten opportunities to expand. Within the sequential
restriction above, players may choose which ten they wish to build.

The first factory to be built under this rule is selected before the game
starts and is available for production in July 1941.

2) Moving Factories:

Factories that are on a point that comes under Axis control are perma-
nently destroyed. Factories may be moved to escape destruction by
Axis units by retreating them to Siberia or apother map point and re-
establishing production, Those factories not yet entrained defend at a
value of 1, as minor units. Movement is a three-part ss:

a) In the Soviet Replacement/Reinforcement , a factory is
flipped over and ceases production. It is now entrained. Factories may
be entrained on the first turn of the game. The number of entrained
factories on a given turn is limited to the number of units the Soviet
player may move strategically in that turm. A factory must be in sup-

ly to be entrained (not necessarily in overland supply). Each entrained
actory uses up one strategic movement factor each turn it remains en-

b) In the next Soviet ReplacemenUReinfnrcement Phase, the
entrained factory is moved via lines to its new location. This move-
ment can include sea movement, but requires at least one extra turmn
(stopping at the port of embarkation) and the factory may be torpedoed
at sea. Factories in Siberia are beyond the reach of Axis forces and
cannot be destroyed.

¢) When a factory reaches its destination, it is flipped back up
and is no longer entrained. In the following Soviet Replacement/Rein-
forcement Phase, the factory is now available to produce points ac-
cording to the schedule printed under the factory symbol. |

d) Factories moved to Siberia may be moved back on the map
by the same process that moved them to Siberia. The production capa-
city of Siberia present when the game starts cannot be transferred via
the factory movement onto the map.

3) Composite Units:

Soviet composite units are created from the combination or conver-
sion of other upits. Once combined or converted, Soviet composite
units may never be broken back down into their original components.

The Soviet units to be combined or converted must be all together
on the same ﬁint (or in Siberia), undispersed and in supply during a
given Soviet Reinforcement/Replacement Phase.

A Soviet composite unit is dispersed in the R/RP it is created. -

There are six kinds of composite units:

a) The Shock Army is the combination of one regular rifle/in-
fantry army and one artillery or rocket unit. .

A Shock Army is a minor infantry-type unit It has a fire-
power factor of 2 — or only 1 if out of supply. Thus, an unfortified
shock army requires 2 hits o be eliminated when in supply or only 1
when out of supply.

b) Cavalry-Mechanized Groups are created by adding a tank
corps to a cavalry corps. The resulting unit has an attack and defense
ﬁrepowernflandisu'eatedformnvemﬂntasanammedunit
[Exception: Section 7.B.2]. It is a major unit and cannot fortify,

¢) Tank Armies ma be produced beginning in Juae, 1942,
when the “Federenko ' went into effect. Tank armies are created
by joining two tank corps together. A tank army i8 a minor unit and
has a firepower of 2, even when out of supply.

d) Guards Infantry Armies may be created beginning in 1942.
They are made by combining two regular infantry armies. A Guards
Infantry Army is a major, fortifiable infantry unit with a firepower
factor of 2 — in or out of supply. |

e) Guards Tank Armies may be created from a regular tank
arm¥ by addin&‘an infantry army to it. They may be created on or after
the Yanuary 1943 turn. There may not be a regular tank army and a
Guards Tank Army on the map with the same number at the same

. time. Guards Tank Armies are major units with a firepower of 2 —in

or out of supply.

f) A Parachute Corps is converted from an infantry army. It is
a minor umnit with a normal combat value of 1 and is converted in
place if undispersed and in supﬂly during a given Soviet Reinforce-
ment/Replacement Phase. Parachute Corps may fight as infantry and

are considered as infantry for all purposes when they do so. {see
Section 21.0 for Parachute Dmggn:ig Procedure. Note: Parachute
units are created and used only w

using the optional Soviet Para-

A unit may move strategically by land or sea, but not both in the
same turn. A upit moving strategically is dispersed at the end of the

Strategic Movement Phase.
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A. STRATEGIC LAND MOVEMENT
S ic movement is available to each phasing player’s unit that is
undispersed and not located on Elista (near Stalingrad). During the
Strategic Movement Phase, the player simply traces a line of friendly
controlled points (on cither side of the Axis-Soviet border) to the
desired destination of the unit. Soviet units may exit the eastern map
edge and re-enter on another eastern map edge line, in effect, transiting
Siberia. Units may also remain in Siberia and re-enter on a following
turn, using either strategic or operational movement. Those entering
by operational movement may participate in assaults. Axis units have
the same capability on the west map edge. Each side is limited in the
pumber of units it may move in the Friendly Strategic Movement
Phase. The Axis player may move as many units as he has victory
ints from cities in supply to the west of the Soviet Axis border
max = 7). The Soviet player is allowed to move as many Soviet
units as he has Soviet victory points from cities in the Soviet Union
in supply and under his control (max = 16). All units of any size
count 1 each.

Restrictions:

1) No strategic land movement is allowed across the Kerch Straits,
between Pinsk and Rowno, nor into, out of, or through Elista.

2) All other points in friendly control, connected by lines to other
points in friendly control, may be used for strategic movement. The
only limit to the number of units which move through a point is the
Player Turn limit calculated on victory points. Specifically, opera-
3) Only three units using strategic movement may finish that move-
ment on a gingle point., |

B. STRATEGIC SEA MOVEMENT

Strategic sea movement follows strategic land movement. In order to
move by s ic sea movement, a unit must begin the phase in a
port, undispersed. That unit may then move to another frieadly port in
the same sea. It then becomes di on entering the friendly port.
For purposes of this rule, the Black Sea and the Sea of Azov are con-
sidered the same sea. One unit each may move by sirategic sea move-
ment in the Baltic and Black Seas each turn, Units may move by stra-
tegic sea movement regardless of who controls the sea, but a player
must control the points on either side of the Kerch Straits to move a
unit into or out of the Sea of Azov. Units may be when
using strategic sea movement. A player rolls one die for each unit:

1) Units using strategic sea movement in a friendly-controlled sea are
lost on a die-roll of one,

2) Unitsusing s ic sea movement in an enemy-controlled sea are
lost on a die-roll of one, three, or five.

A. ON STRATEGIC MOVEMENT

See Section 9.A.1.

B. ON OPERATIONAL MOVEMENT

All terrain effects on operational movement are already simulated by
the transportation line matrix.
C. ON ASSAULTS .
Units defending in a fortress may receive special advantages.

1) In any given battle round, the number of breakthroughs achieved
against units defending in fortresses, in victory city fortresses, and in
double-value victory city fortresses on their own side of the 1941
USSR border is reduced bi: a maximum of 1, 2, or 3, respectively.
However, the number of tions can be no greater than the number
of undispersed major infantry-

tion is reduced by f factor if
encmy side of the border.

2) total defensive wer of units defending in fortresses, in
victory city fortresses, and in double-value victory city fortresses on
their own side of the 1941 USSR border is increased by a maximum
of 1, 2, ar 3, respectively — although the number increased can be no
?'eater than the number of undispersed major infantry-type units in the

ortress.
D. ON BREAKTHROUGH AND ASSAULT ACROSS
hibited.

units in the fortress. This protec-
efending units are in a fortress on the

THE KERCH STRAITS

Armor breakthrough and asgsault across the Kerch Straits is pro
.:Snlipply is traceable across the Kerch Straits, but not for producing re-
inforcements or replacements. No strategic movement is allowed
across the Kerch Straits, Retreat is possible, but only up to the opera-
tional line capacity limit.

nace #icht

& point.

During the friendly Cz:raﬁonal Movement Phase, a player may move

any undispersed unit from one point to an adjacent point connected by
a line. If that adjacent point is empty or occupied by 2n entrained fac-
tory Or a partisan unit, the moving unit occupies the point, automa-
tically destroying any enemy partisan or entrained factory units. If the
point is occupied by any other opposing units, these units must be
attacked and eliminated, or retreated, before the moving unit can oc-
cupy the point. German units, capable of breakthrough movement,
entering an unoccupied point may immediately make a breakthrough
movement to a second point, if that point is also unoccupied. This
also applies to points occupied by Soviet units subject to automatic

A.LINES
Lines between points are classed as major, minor, or inferior lines and
have different carrying capacities by type and for each side:
1) Axis: :
a) Major lines can camry six units, of which four may be armor.
b) Minor lines can carry four units, of which two may be
armor.
¢) Inferior lines can carry two units, one of which may be
armor.
2) Soviet:
a) Major lines can carry four units, only three of which may be
armor,
b) Minor lines can carry three units, only two of which may be
armor. o
¢) Inferior lines can carry two units, only one of which may be

armor.
B. UNIT VALUE
Most units count as one unit for line capacity. The following units
count as 1/2:

German: Headquarters Units and SS Panzer divisions.

Soviet: STAVKA Headquarters Unit, Rocket Units and 1st Mos-
cow Motorized division.
When 1/2 value units are part of the “line load” total moving down a
line, any remaining fraction on the total is ignored.
C. AX{S ARMY UNITS |
Hungarian and Rumanian army sized units having a “2” in the upper
left corner of the counter count as two units. also count as 2
units in retreat. All other units, including Soviet air and parachute
units, count as one¢ unit each in retreat, except the lst Moscow
Motorized and the SS Panzer divisions. They still count as 1/2.
D. THE MINSK - MOSCOW HIGHWAY -
The Minsk - Moscow Highway is a major line with special move-
ment rules. During an tional or Breakthrough Movement Phase
in Good weather or Mud (but not Snow), an armor unit starting on the

highwa‘{'emay move two points rather than one, as long as both points
are on the highway and the first point moved to is not occupied by an
enemy umnit.

Combat is resolved in any order the attacker wishes with ope restric-
tion: All attacks in which the defender’s firepower is greater than the
atacker’s wer are resolved first. .
Attacks are resolved point by point, with all regular combat being
finished at one point before resolving combat at another point. There
are two types of regular combat: air combat and ground combat. Air
combat takes place over a point in one round before ground combat for
the same point. Ground combat then proceeds in one or more rounds
until one side is eliminated or decides to retreat.
A. AIR COMBAT o _
Air combat consists of battles between opposing air units at a point
or between air units and ing flak.
1) Soviet Air Units:
a) Alr-to-alr: When air units of both sides are present, the So-



viet player rolls one die, using the column of the combat table that
corresponds 1o the number of Soviet air units present ( ing or
defending) at the point. The die-roll result is the number of Soviet air
units surviving. If more than one German air unit is present, a second
die-roll is made, using the number of survivors from the first die-roll
to determine the correct combat table column. The result is the num-
ber of Soviet air units surviving from the survivors. Repeat for each
German air unit over the point.

b) Alr-to-ground: Soviet air units t at a point where
there are no German air units und attrition through instead.
As before, a die is rolled using the column of the combat table corres-
ponding to the number of Soviet air units However, the result
obtained is the number of units lost. This is done once, regardless of
the nlcumber of %oviet air units or Axis ground units present, as long
as at least one of each is t at the begimming of air combat.

2) German Air I.Il:lts:pﬁmn begimice

Eerman air units are never affected by air-to-air or air-to-ground com-

at.

3) Surviving Soviet Air Units:

geu;'viving Soviet air units affect ground combat on the attack or
ense:

Attack: Each surviving Soviet air unit adds one to the total attack

strength of attacking Soviet forces, Air unifs can only attack

with Soviet ground forces present (dispersed or not) qand may not

absorb Axis repulses to Soviet attacks. Soviet air units advance or

refreat with Soviet ground units in the baitle,

Defense: Each Soviet air unit on the defense adds one to the total

defensive fire of the ground forces. Soviet air units may not defend

alone and may not absorb Axis breakthroughs on the defense.

4) German Units In Combat:

German air units present at a point affect ground combat calculations

whether Axis ground units are attacking or defending.

Attack: A German air unit committed with an attack doubles the

combat value of all attacking German units in supply. Two air unifs

triple combat values, three quadruple them, and four quintuple them.

This applies to regular ground combat and breakthrough attacks.

German air units may advance with attacking Axis units or retreat

with retreating Axis units. On breakthrough movement, a German air

unit can only move with one group of German uaits up one line seg-

ment. |

Defense: German air units present at a point defended by Axis
und units double the combat value of all Axis units in sﬂlﬂ:ﬂlly.

xira air units affect combat values as in the attack. Units defending

against regular ground attacks or breakthrough attacks gain this

defensive benefit if a German air unit is present.

5) German Air Units Alone:

German air units may not attack or defend alone; nor may they absorb

repulses or breakthroughs; nor may they occupy a point without an
' und unit present.

B. OUND COMBAT |

1) There are two types of regular ground combat, normal and simul-

taneous. Simultaneous combat takes place when:

a) Axis units attack in Good weather and no Soviet air units
are I::esent after air combat.

)  Axis units attack in Snow with an air unit and no Soviet air
units survive air combat.

All other ground combat situations are normal

2) Normal:
In normal combat, each side fires and inflicts losses on the other side
in sequence, with the defenders firing first. After the defenders fire and
losses from that fire are taken, the attacker decides to continue the
action or retreat. If he continues the attack, he fires and inflicts losses
on the defender. After the defender apportions losses to the units of his
choice, he decides to continue the action or retreat, Combat continues
until one side is destroyed or retreats.

nrhmncednre:
The firing player totals all undispersed unit values and sclects the
corresponding columa of the combat table. One die is rolled and the
number obtained is the number of losses inflicted on the other side.
These losses are called breakthroughs if caused by the attacker and
ulses if caused by the defender. losses are immediately dis-
tributed among the units receiving the fire. Units absorbing losses are
cither destroyed or dispersed [Exception. see Field Fortifications] and
canpot fire in their part of the combat round. Losses may be distri-
buted in any fashion the player whose units are fired upon wishes, as
long as all the breakthroughs or repulses are absorbed. Each major
unit may suffer losses up to its strength point number and pot be
destroyed. Each minor unit may suffer one loss less than its strength
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point value and not be destroyed. Any unit suffering any loss is dis-

(invert the upit) and may not move or fire until it recovers in
the next friendly Recovery of Dispersed Units Phase. A dispersed unit
must advance if it is part of an attacking force that clears a point, The
pext round of combat in which a lgss of more than its limit is as-
signed to a unit, that loss destroys it.

le: In the first round of combat, the German Gross Deutsch-

jand Pz Corps (value = 3) absorbs a breakthrough in defensive combat.
The unit is dispersed, but remains in the battle. On the second round,
although it canpot fire, Gross Deutschland absorbs another break-
through from the attacking force. On the third round, a third break-
through is absorbed. On the fourth round of combat, a fourth break-
through is absorbed and the unit is eliminated for taking one more
loss than its value. Had the Axis player needed to absorb four break-
throughs in the first round of combat, all four could have been taken
by Glruss Deutschland and the unit would have been eliminated imme-
diately.
3) Simultaneous:
Simultaneous combat follows normal combat with these exceptions:

a) Firing takes place simultaneously with losses being taken
afﬁt;r both sides fire, attacker choosing losses among his own' units

b) Next, the attacker and then the defender declare if they wish
to fight an additional round. Either side may break off, before deciding
to continue, without further fire or Joss. _

¢) If both sides have only dispersed units left at the end of a
combat round, the attacker retreats and the defender holds the point.

d) If both sides have eliminated each other compietely in simul-
tspeous combat, the defender still controls the point.

4) Retreat from combat:

A player may decide to retreat rather than continue combat. Retreat is
an all or nothing affair. All units involved in a battle must retreat if
the owning player decides to retreat any of them. Soviet air unils
count as one value ground units for retreat purposes. Attacking units
must retreat back down the lines they used in attack, to their points of
origin. Once on these points, they are dispersed. Defending units re-
treat according to the following priorities:

)  Units must retreat to adjacent points controlled by their own
side, until the capacity of the conmecting lines is used up. All re-
treating units count as single units for purposes of retreat, except for
Axis Allied armies, which count as two units, and SS Pz divisions
andhthe 1st Moscow Motorized division — which count as 1/2 unit
each.

b) Units which must retreat and cannot satisfy priority 1, be-
cause of line capacity limits, may retreat towards enemy controlled
points if these points are not occupied by combat units, combat sup-
port units, or an emplaced factory. They may enter an enemy Con-
troiled point with an enemy unit t only if that unit is an cn-
trained factory or a partisan unit. Units retreating under this priority
use 172 the line capacity, with fractions rounded down.

¢) Defending units retreating from & baitle may retreat 8

int under attack by enemy units. In this case, the friendly units
under attack must still occupy that point after the battle for the re-
treating units to survive. The retreating units not take part in the
battle, neither firing defensively nor absorbing Kreah.hmughs. Units
may retreat in this manner during regular combat, but not dunng break-
through combat. -

d) Attacking units withdrawing from a battle encountering a
defender displaced to the attacker’s starting point, as per priority 2,are
destroyed if all retreating units are di . If any undispersed umits
retreat down a line after breaking off an attack, these undispersed units
destroy the retreated defenders they encounter.

5) Advance ARer Combat:
Attacking units which clear a point of defenders must occupy that
point, including all dispersed aitacking units. Defending units which
cause the retreat or destruction of attacking units may not advance after
6) Large Combats:

In either normal or simultaneous combat, if an attacker’s or defender’s
total firing number exceeds the highest number on the combat table,
combat is resolved for that force as follows:

Divide the total points into the fewest number of the most equal
groups possible, the value of each of these groups not o exceed the
highest number on the combat table. _ |

Example: The Sovict player defends a point with 37 points. He
splits that total into a group of 19 points and a of 18 points,
rolls a die for each of them and totals the numnber of repulses from
the two rolls. If the defenders had totalled 72 points. they would have
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been divided into three groups of 24,
7) Headquarters Units:
The Soviet STAVKA HQ is a minor unit adding up to 4 points to an
attack or defense. One point per regular infantry, Shock, or Guards in-
fantry army, or armored, or cavalry is allowed.
erman HQ units support up to their fire factor in ground units
attacking or defending. Each stack attacking may use one HQ. Each
stack defending may use as many HQs as their are units available to
%e supported. Regardless of its support value, a single hit destroys a
Q -

8) All Out Assaults:
Before throwing a die in the first round of combat, the attacking player
may designate all or some of his units as making an all out assault.
These units must be in supply and are automatically destroyed after
the die is thrown, The defender may “all out” starting the 2nd round of
combat. In simultaneous combat, the attacker declares before the de-
fender and then dice are thrown. All out assault losses in simuiltaneous
combat cannot be used to satisfy losses required by die-rolls, but this
restriction does not prevent a player from using all his units in an “all
out”. All out assault increases the wer of units as listed below:

9 — German wil:hanormﬁarlegcpoweruf:&.

7 — Soviet Guards tank armies.

6 — German Panzer Corps.

5 - Soviet tank armies, Guards infantry armies, and cavalry-

mechanized groups.
adier corps; Axis Allied army sized units;

4 — German p
and Soviet Shock Armies.

3 — German infantry and mountain corps, German SS Panzer
divisions,; Soviet infantry armies, tank corps, 1st Moscow Motorized
division, cavairy corps; and Axis Allied armor units.

2~ minor infantry and security corps; Soviet parachute
corps; Axis infantry, mountain, and cavalry corps.

0 - All other units.

Note: Soviet units may not make “all out” assaults on the first tum
of the game.

A. ELIGIBLE UNITS
Certain units are eligible for a second Movement Phase, called Break-
through Movement. These units are:

Axis:

Panzer units.

Armored infantry corps.

Panzer army HQ's.

Cavairy-mechanized groups.

These units may advance 1 breakthrough movement immediately after
occupying an unoccupied point in operational movement. These units
may also advance after clcarin%a point of enemy units if the attacking
eligible units are undispersed. Units using breakthrough movement to
advance to a point occupied by enemy units are committed to break-
through assauit. Soviet units using breakthrough assauit have their
total firepower haived, fractions rounded down. German units round
fractions up.

Otherwise, breakthrough assault is conducted just like regular com-
bat. Units making breakthrough movement may split and move down
more than one line,

B. RESTRICTIONS

1) Regular line capacities are reduced for breakthrough movement by
one unit for each round of combat fought by the breakthrough units.
Thus, a major line used for breakthrough movement after two rounds
of combat can carry only four Axis units, two of which can be armor.
Soviet use in this situation would be two units {one could be armor).
2) From the beginning
through capacity is reduced by one.

3) Soviet air units may not accompany breakthrough units until the
beginning of Good weather 1944,

4) German air units may accomfan'i; units on breakthrough move-
ment, provided they were present for the regular combat that

it. German air units may be withheld from the map until breakthrough
movement and then deployed for breakthrough combat or the defense
of any Axis point in the coming Soviet Player Tum. Air units de-
ployed after regular combat support all German units in supply at-
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tacking on breakthrough movement at a point. Air units accom-
panying breakthrough units support only those units accompanied.

5) German armor divisions or armor HQs may not make break-
through movement unless a panzer or armored infantry corps accon-
panying them may do so. Two armor divisions, a division and a HQ
unit, or two armor HQ) units count as a corps-sized unit. In any case,
the corps-sized units need not actuaily make breakthrough movement
down a line for the smaller units to do so, just be capable of it.

6) Units may not make more than one breakthrough move (except
unopposed on the Minsk-Moscow Highway in Good or Mud weather
may make their one breakthrough move through two points on the
highway) each turn.

7) Units using breakthrough movement must ify which lines
wiil be used by which units immediately after regular combat,

e e T e e e D e e e e e e T T T e e T

A. A unit is dispersed in the turn it enters the game as a replacement
unit, at the end of its strategic movement, or at the moment it absorbs
its first repulse or breakthrough outside a fortification in combat (if
indeed it is able to survive that first one — minor units cannot),
Indicate dispersal by flipping the affected unit over.

Effects of Dispersal:

1) A dispersed unit may not move except to advance or retreat as a

result of combat.
2) A dispersed unit may not fire offensively or defensively.

Breakthrough combat is conducted just like regular combat, except
that each unit attacking in breakthrough combat is halved in combat
strength, with fractions rounded up after modification for air units.
Units di are not recovered before the beginning of the opposing
player’s turn. Combat may be either simultaneous or normal, Points
are occupied and retreats are conducted as in regular combat.

................................................................. ar et et

AT :1.: '

of the game through 12/41, Soviet break-

A. SUPPLY

For a unit to be in supply, it must be able to trace a path along map

lines through points under friendly control to an appropriate supply

source. This route may be as long and winding as necessary. It may

include supply through a friendly %:rt, across a friendly sea to another

friendly port on that sea, and then by lines through friendly points to a

supply source. Different nationalities have different supplf;usnumes-
urther, armor units require normal supply to avoid isolation and

armored supgly to be capable of breakthrough movement and break-

through co

1) Axis:

{ German units trace supply to any line leaving the map on the west

edge, or the lines in Finland leaving the map to the north.

0 %‘innish units trace supply o Helsinki.

¢ Hungarian units trace supply to Cluj.

{ Italian units trace supply 0 Warsaw.

¢ Rumanian units trace supply to Bucharest.

2) Soviet: _ _

Soviet units and the 1st Polish army unit trace supply to lines leaving

the eastern and southeastern map edges. Soviet factories and replace-

ment centers must trace supply overiand (to Siberia only) in order to

uce,
g;DdArmnred Supply:
Axis armored, armored infantry, and “mobile” units must be able to
trace supply to Bucharest (Ploesti) or the western map edge in order to
use breakthrough movement and make breakthrough assaults. Soviet
armor and cavairy-mech units (cavalry is unaffected) must be able to
trace suppiy to Grozny. Regular movement, combat, and strategic
movement is not affected. Units unable to trace armor supply are not
isolated.
B. ISOLATION _
Units, except partisans and factories, unable to trace a line of supply
are considered isolated. Soviet artillery, rocket, and air units which are
isolated (judged at the moment of combat) may not fire. They may
absorb repulses or breakthroughs. Isolated German and Soviet HQs are
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reduced (o 2 support strength of 1, offensively or defensively. Isolated
units which have a supply line re-opened regain full capabilities imme-
diately. Units which remain isolated by the end of the owning player’s
turn are eliminated unless in fortresses.

Units in fortresses may be exempt from elimination by isoiation.
On each isolated fortress, two units of the owning player’s choice are
eliminated each turn until the garrison capacity of the fortress is
reached. In Vic Point cities, the rate of loss is one unit per turn.
The garrison capacity of fortresses is listed below:

R i

2 UNITS

Konigsberg

Odessa

Sevastopol

Kisv

Stalingrad

e ) | R

These values are reduced by one if the isolated units Axis units in a
fortress in the Soviet Union or Soviet units in Konigsberg.

(e

Certain units on both sides may f . Fortification allows a unit to
absorb its first breakthrough without becoming dispersed.
Fortifications may be built on any point on the map, including
fortress and Victory Point city fortress points.

Eligible Axis:

German IIlE]OI' infantry type units.

Finnish

Axis Alli army -sized units.

Eligible Soviet:

Regular infantry armies.

Shock armies.

Guards infantry armies.
To fortify, units must be in supply and undispersed. Units build fortifi-
cations instead of movin during the owning player's Operational
Movement Phase. To be fortified, each unit must build its own forti-
fications. Fortifications confer no firepower advantage on the de-
fenders, nor do they act as limited supply centers as do fortresses. A
unit’s fortification is lost as soon as it moves. In combat, fortifica-
tions absorb the first breakthrough inflicted on a unit. The unit loses
the fortification but remains undis at that point. Fortifications
built on fortress points are lost before the breakthrough reduction due
to the fortress is applied. Units may fortify on any turn of the game.
Before the first turn of a Mazzﬂ‘%l game, all Soviet border units may
attempt to fortify. A “1” or ortify the unit. On a June 1941

game, the same procedure is applied w:th a“1%, “2”, or “3” fortifying
the unit.

The Sov1§nglayer has one partisan unit available in 1942, two units
in 1943 three units in 1944. During each Soviet Supply Status
Determination Phase, the Soviet pl ggr may place apy available par-
tisan units on any points within the Soviet Union not occupied by an
Axis unit. Partisan units already on the board may be repositioned to
new points. A partisan unit on a point controls that point for the
Soviet player and Axis supply may not be traced through it. Partisan
units being repositioned from point to pomt on the map retain control
of the point being left until an Axis unit occufws or passes through
it. An Axis ground unit, moving operati y Or on bmaktln'ough
movement to a point occupied by a partisan unit removes that unit

" units which were air

without combat. The partisan unit is available for placement in the
next Soviet Player Tum

CONTROL. - LAND
All points on the Soviet Union side of the Axis-Soviet Border are
Soviet controlled at the beginning of the game. All other points start
under Axis control. Coatrol remains unchanged until an opposing unit
occupies or passes through a point during operational or breakthrough
movement.
CONTROL - SEA
Control of the seas is determined by control of ports.

The Baltic is controlled by the side coantroiling the port of

E!ii Black Sea is controlled by the side controlling the port of
Sevastopol.

The Sea of Azov is controlled by the side controlling the port of
Sevastopol and Rostov.

COMMENTARY:
Soviet employment of parachute units during World War Il was charac—
terized by a series of costly limited actions, none of which altered the

course of the war to any degree. Yet the Soviets maintained the largest
airborne forces in the world in the 1930's and had experimented with
airborne technique and doctrine extensively. The following optional
rule allows the Sovlet player to use Soviet parachute units as thcy
might have been employed had their ransport, organizational, and
training capabilitics been as advanced as their au'bmne doctrine. It is
glenioe;way to balance a game when the German player is more experi-
A. Soviet parachute units have a duat capabii y may fight as
regular infantry or make parachute drop a&hentlzlghtmg as regular in-
fantry, all ground combat rules and Imntat:ons apply.

B. The Soviet p la?rermayusemspa'achuneumtsmmakeanarrbome'
assault as part o ional movement. Unilts must begin the

al Movement Phase undis on apomt adjacent to the
point to be air assauited. Air Assauit
1) Soviet

parachute units droEn&nm the:r point of origin to any ad-
jacent point connected t They must have an air
escort to do so. 'Ihata:rescortumtmuststartfmu:ﬂze game point as
the parachute units. Air dropping DOES NOT count against opera-
tional line movement capabilities.
gthovlet transport capacity and planning capability is abstracted as

wS:

a) In 1941, one unit per tum may drop.

b) In 1942, two uniis per turn may drop.

¢) In 1943, three units per turn may drop.

d) In 1944/45, five units per tum ma .
3) Soviet air units act as air escort or fighter cover for the transports.
As a result, at least one fighter unit per drop (not per parachute unit)
must survive air combat for the dro hute units to survive, If
al! fighter units are destroyed, all ping parachute units are de-
stroyed as well.
4) Parachute units ing on an Axis held point fight a special
round of combat before normal combat begins. Parachute units fire
offensively on any Axis infantry units on the point. This is a
free shot with no Axis return fire. However, immediately after firing,
all parachute units are di for the rematnder of the combat at that
point. They may be used to absorb repuises inflicted by the Axis
player. Any losses absorbed by the Axis forces from the parachute

ial combat are taken before regular combat begins.
EmShould the Soviet player break off the attack and retreat, parachute
are automatically lost.
D. Parachute units may not “all out” when air dropping. They may
“all out” when attacking or defending as regular infantry. Their value
is 2 for this
E. Parachute units may air drop whenever Soviet fighter units may
fl
F:.Y The Soviet player starts with five parachute units as listed in the
set-up chart at the beginning of the game when using this optional
rule. Additional garachul:e units are created by combining two infantry
armies as per 8.C.3. They are composit units.
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Soviet Books:
V Nachale Voina/The Arduous Beginning, A. 1. Yeremenko, 1954/66.

Great Patriotic War Of The Sowet Union, P. N. Pospelov, 1970.
Istoriya Ordyena Leningradskovo Voennovo Ob'uga A. L Gribkov,

1974.
Kievskiy Krasnomamyenniy, A. 1. Bedn m, 1974.
Nachalniy Period Voiny, S. P. Ivanov, 19

Proriv (Po Opitu Velikoi Otechestvennoi Vomy 1941 — 1945 G.), A.
I. Radziyevskiy, 1979, |
Sovietsii Tankoviye Voiska, 1. E. Krupchenko, 1966.
WESTERN SOURCES
Boardgames:
Risk, Parker Brothers.
War At Sea, Avalon Hill
Saratoga 1777, Rand Games,
The Ma}or Battles and Campaigns of General George S. Pm'ton Game
' N Research Inc. Hill
Avalon
Rumapo%ar, Louis R. Coatney.
Sturm Nach Osten, 3W.
Books:
Atlas of the Second World War, Peter Young.
Lost Victories, Erich von Manstein.
Panzer Battles, Friederich W. von Mellenthin, .
Panzer Leader, Heinz Guderian.
The Road To Berlin, John Erickson.
The Road To Stalingrad, John Erickson,
The Russo-German War, 1941 — 45, Albert Seaton.
Terrain Features In The Russian Campaign, U.S. Dept/ Army
Pamphiet 20 — 290.
War On The Eastern Front, 1941 — 45; The German Soldier In
Russia, James Lucas.
Letter: |
Dated 29 Jan. 1981 from Dr. Charles von Luttischau, Historian U.S.
Army Center of Military History re: important Rollbahnen

(highways) of European Russia during the Russian Campaign.
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1) I the breakﬂu'ou%h columns in the Operational Movement

Lme apaemes Table The “O” above the 2nd and 5th columns should
{bea ", indicating armor-type units.

2) P ace mfanu'yfreplacement symbols next to Rostov and Dnepro-

petro

J) Przems yl and Stalingrad should be fortresses.

‘4‘% There should be a major line off the western mapboard edge from
arsaw,

5) There should be a minor line off the eastern mapboard edge from

“Yerkniy Brskunchak”.

6) There should be a major line between Dnepropetrovsk and Sta-

lino, between Stalino and Mariupol and between Brest and Bara-

novichi. There should be an inferior line between Memel and Lepaya

7) The (unlabelled) Turn Record Track should have had an optional

May 41 game-turn box.

For case of play, players may wish, before punching out the counters,
to draw east-heading steam locomotives on the back of the Soviet
factory units, and a red line across the back of other Soviet units and a
black line across the back of Axis units.

GERMAN

_XXX

1M

The First Edition of the game contained 300 counters. The Second

Edition includes a new 105 counter sheet (the sheet with both red and

grey counters on it). Players should scrap the original counters shown
the diagram above. Retain all others.
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