
88mm AT/AA Guns Range 2.25

Indirect Fire 14.03, 14.38

AA Fire (see Soviet Anti-aircraft fire)

Advance after Combat 9.85

AF, attacking Fire Points 2.25

AF, underlined Firing at armored units 9.13

Attacker DRMs 9.71

Defensive/Opportunity Fire DRMs 9.72

Combat results 9.82

Armored Units/AT guns 9.9

Air support, German German Air Support Rules 15.0

Usage 2.25

Stacking 5.7

have no ZOC 6.1

may Bombard East Bank Boxes 9.17

Restrictions in City, Industrial/Fortified hexes 9.104

may participate in Breakthrough attacks 10.3

may Bombard  14.41

may Interdict 14.84

Ammo saved/shortage markers 14.75

Ammunition Shortages Rules Section 14.7

Ammunition Status Table 14.75

Anti-aircraft fire, Soviet (see Soviet Anti-aircraft fire)

Anti-aircraft points, intrinsic East Bank Boxes 15.43

Anti-aircraft units, Soviet (see Soviet Anti-aircraft fire)

AT (anti tank) guns 9.9

Armored Cars MP=26 2.25

Stacking 5.3

Cannot become 'immobilised tanks' 16.3

As German replacements 21.42

Armored Train Units (ATU) Range (correction) 2.25

ZOC 6.1

Cannot become 'immobilised tanks' 16.3

ATU Rules Section 16.6

In hex with Fortification unit 17.31

Cannot be replacements 21.43

Armored Units Movement in enemy ZOCs 6.6

Movement in balka hexes 8.12

and balka terrain modifier 8.13

Special case Retreat before Combat 9.45

Retreat before combat 9.48

Breakthrough movement 8.5

Losses from Defensive Fire 9.58

Attacker DRMs 9.71

Defensive/Opportunity Fire DRMs 9.72

Unit Integrity DRMs 9.73

Selecting losses 9.82

and AT guns 9.9

Special Combat restrictions 9.101

Opportunity Fire vs. in balka/clear hexes 11.6

Elimination by Bombardment 14.47

Losses due to Bombardment 14.81

and Mine Dogs 16.22

Soviet immobilised tanks 16.3

River Flotilla 16.5

Armored Train Units (ATU) 16.6

attacking from enemy Minefields 17.23

and friendly Fortification units 17.31

and Leaders, moving together 18.16

Reinforcements, Replacements, Withdrawal 21.0

Artillery Units Unlimited stacking of Explosion markers 5.7

Artillery Units Combat basics 9.1

Range 9.2

Line of Sight (LOS) 9.3

Indirect Fire (IF) Defensive Fire 9.52

Pinned IF Defensive Fire 9.54

Distribution of Defensive Fire 9.56

Attacking IF units revealed 9.62

Attacker DRMs 9.71

Move/Fire restrictions 9.101

Index to the Rules



Katyusha fire restrictions 9.103

and Breakthrough attacks 10.3

and Opportunity Fire 11.2

and Instant Counter-attack (ICA) 12.5

as Replacements 21.42

Assault Advantage (attack from opposite sides provides DRM) 9.71

Attaching Independent Artillery (to Divisional artillery to simplify spotting, etc) 14.35

Attacks Attacks Rules Section 9.6

Attacker DRMs 9.71

Attacking Fire (AF) points 2.25

Attacks, Breakthrough Movement prior to 8.5

Breakthrough Rules Section 10.0

Attacks, Infiltration (Soviet only) 13.0

Bad Weather (see Weather, Bad)

Battalion Integrity (DRMs) 9.73

Blind Fire not permitted 14.46

Bombardment distinct from 'Combat' 9.03

and East Bank (EB) Boxes 9.17

Snipers last units eliminated 9.82

IF units 14.0

DRMs 14.6

Losses caused by 14.8

effects of Interdiction 14.84

may combine with Air Support 15.11

Air Support vs. EB Box IF 15.3

Effect on Bridge units 17.13

and vehicles on Bridges 17.14

of units in Minefields 17.23

of Fortification units 17.31

Boxes, East Bank (EB Boxes) and Reinforcements/Replacements 2.14

and 'Hidden' units 7.3

restrictions in Reserves Movement Phase 8.35

Movement restrictions 8.4

Volga crossing restrictions 8.63

and Bombardment 9.17

Fire at West Bank cliffs 14.28

Spotting from Mameyev Kurgan 14.29, 14.52

Spotting IF units in 14.31

Limitations on Pinned IF units 14.49

IF units in 14.5

and Ammunition shortages 14.73

Elimination by Bombardment in 14.81

Air Support Bombardment in 15.3

Arrival of Reinforcements, Replacements in 21.2

Boxes, Off-map (see Off-map Boxes)

Breakthrough Attacks Movement prior to 8.5

Breakthrough Attack Rules Section 10.0

Breakthru Markers Effect of ZOCs 6.6, 6.7, 6.8

Placement 10.6

Effect on friendly movement 10.7

Change to 'Spent' 10.9

Effect of Instant Counter-attack (ICA) 12.9

Breakthru Markers Observation Post (OP) movement through 14.93

Brigade Integrity (DRMs) 9.73

Bridge building Units which can 17.15

Time required 17.16

Bridges Stacking 5.5

Have no ZOC 6.1

not considered 'Hidden' 7.4

and Retreat before Combat 9.43

and Combat losses 9.82

and Katyusha rocket units 9.103

Bridges Rules Section 17.1

Casualties from Defensive Fire 9.58

in Combat generally 9.82

from Bombardment 14.81

and Leaders 14.82

Leaders becoming 18.3

Chuikov and replacement Observation Posts 14.98



Procedure if eliminated 18.43, 18.44

Procedure if wounded 18.45

Effects if he is absent from map 18.51, 18.52

Clear hexes and 'Hidden' units 7.0

and Deployment Movement 8.24

and LOS 9.3

and Breakthrough attacks 10.2

and Opportunity Fire 11.4

Balka hex considered to be Clear 11.6

and Minefields 17.21

Close Assault Bonus (attacking on higher column of CRT) 9.67

Combat Basics Rules Section 9.1

Fire range 9.2

LOS 9.3

Retreat before Combat 9.4

Defensive Fire 9.5

Attacks 9.6

Combat DRMs 9.7

Attacker DRMs 9.71

Defensive/Opportunity Fire DRMs 9.72

Unit Integrity DRMs 9.73

Results and Losses 9.8

Armored Units and AT guns 9.9

Special Restrictions 9.10

Pinned and Spent units 9.11

Combat Engineer Units not considered Infantry for set-up 2.33

as losses to Defensive Fire 9.58, 9.82

providing DRM in attacks 9.71

may build Bridges 17.15

may build Minefields 17.24

may build Fortifications 17.34

as Replacements 21.42

Combat Results how to determine 9.19

and selecting losses 9.8

Combat Results Table (CRT) Locating results on 9.19

use for Defensive Fire 9.51

Attacking Fire DRMs for use on 9.71

Defensive/Opportunity Fire DRMs for use on 9.72

Meanings of results on 9.81

Selecting losses required by 9.82

used for Opportunity Fire 11.1

used for Bombardment 14.45

used for Air Support 15.15

used by Soviet AA 15.45

Combat Results Table (CRT) used by Soviet River Flotilla units 16.55

Bridges eliminated on 17.13

Combat Sequencing 9.02

Combat Units Basic types 2.21

Layout of Factors on counters 2.25

Stacking (German) 5.3

Stacking (Soviet) 5.4

Stacking and Minefields 5.6

with and without ZOCs 6.1

effects of ZOCs 6.5

Opposing units cannot occupy same hex 8.08

use of AF/DF 9.15

Effects of 'Pinned' markers 9.111, 9.112

Effects of 'Spent' markers 9.18

classification of, for Retreat before Combat 9.43

DRM benefits of specific 9.71

Classification of, for losses 9.81

Selecting losses of 9.82

which may perform Opportunity Fire 11.2

which may Spot for Indirect Fire (IF) 14.21

Losses from Bombardment 14.81

Effects of Minefields on 17.22

Consolidating Formations 20.0

Construction Engineer Units not considered Infantry for set-up 2.33

may build Bridges 17.15

may build Minefields 17.24

may build Fortifications 17.34



Counter-attacks, Instant (ICA) Effect on 'Breakthru' markers 10.8

Counter-attacks Rules Section 12.0

Effect of Soviet Leaders 18.22

Chuikov or replacement 62A HQ not required 18.52

Paulus/Von Seydlitz or replacement HQs not req'd 18.54

Crossing the Volga and 'Hidden' status 7.3

Crossing the Volga Rules Section 8.6

Opportunity Fire at units crossing 11.2

Direct Fire at units crossing 11.5

Indirect Fire at units crossing 14.02

Units may stack with River Flotilla (RF) Units 16.53

RF units may take first losses 16.54

and Reinforcements/Replacements 21.2

Defensive Fire (DF) Strengths marked on units 2.25

Defensive Fire Rules Section 9.5

DRMs for 9.72

vs. Breakthrough attacks 10.3

Deployment Movement Deployment Movement Rules Section 8.2

Qualifying units double MP, Phases 3 and 10 only 8.21

Qualifying unit restrictions 8.24

DRMs for use on CRT Attacker (AF) DRMs 9.71

Defensive (DF) and Opportunity Fire DRMs 9.72

Unit Integrity DRMs 9.73

Direct Fire Artillery Units with red MP may attack after movement 9.101

Direct Fire Units and Breakthrough attacks 10.3

and Opportunity Fire 11.2

Direct Fire is not Bombardment 14.41

Dismounted Engineers (see Dismounted Motorized Units)

Dismounted Motorized units Dismounted Motorized Units Rules Section 8.7

as targets 9.96

East Bank Boxes (see Boxes, East Bank)

East Bank Bombardment General rule 14.5

Only Spotting Table DRMs used with EBB Table 14.6

East Bank Bombardment and Air Support 15.3

Eliminated Units, selecting as a result of Combat 9.82

as a result of Bombardment 14.81

Eliminating Bridges as a result of Bombardment 17.13

other units in Bridge hex 17.14

Eliminating other units Soviet Units by Isolation 19.0

Leaders 18.3

Observation Posts 14.97

Snipers 16.16

Engineer Units (Combat - see Combat Engineers)

(Construction - see Construction Engineers)

(Dismounted - see Dismounted Motorized Units

Entering a hex 8.04

Exchanging Units (see Consolidating formations)

Explosion markers (see IF Explosion markers)

Fire Attacking - see Attacking Fire Points

Defensive - see Defensive Fire

Indirect (IF) Artillery Units Rules Section 14.0

Opportunity - see Opportunity Fire

Flame Thrower Units providing Attacker DRMs on the CRT 9.71

Unit Integrity implications when attacking 9.73

taking losses from Defensive Fire 9.58, 9.82

Foot Units (see Dismounted Motorized Units)

Fortifications Fortifications Rules Section 17.3

effect on Stacking 5.5

have no ZOC 6.1

effect on Enemy movement 8.08

may not cross Volga 8.68

Combat DRM for CRT 9.71

and Retreat after Combat 9.88

and Katyusha rocket units 9.103, 14.03, 14.44

may not Spot 14.21

DRM for Bombardment on WBBT 14.6

Losses from Bombardment 14.81

not replaced if eliminated 21.45



Game Turn 4.3

Guards Mortars (see Katyusha rocket units)

Guards Units (see Soviet Guards)

German Air Support Rules Section 15.0

Armor Integrity 9.73

88mm guns 2.25, 14.03, 14.08

Reserves Movement 8.31

Movement from/between Offmap Boxes 8.4

Stacking 5.3

Reinforcements 2.15, 21.0

Replacements 2.15, 21.0

Withdrawals 21.5

Herman (Soviet Leader) and Reserves Movement 8.32, 8.33

and Retreat before Combat 9.44

and Attacker DRMs for CRT 9.71

and Unit Integrity DRMs 9.73

and Soviet Infiltration Attecks 13.0

only benefits units in same hex 18.21

Hex Entry Sufficient MP required 8.04

Hexes Volga River, defined 8.61

Opportunity Fire at units in Volga River hexes 11.5

Hexes, Clear (see Clear Hexes)

Special 2.13

Victory 3.4

Hilltops Direct Fire from 9.38

Spotting range from 14.25

Hilltops LOS from 14.26

Mamayev Kurgan 14.27, 14.29

Hidden Units Hidden Units Rules Section 7.0

ICA (Instant Counter Attack) (see Counter-attack, Instant)

IF (see Indirect Fire)

IF Artillery Units Stacking of Explosion markers 5.7

revealed by performing DF 7.5

Combat basics 9.13

IF to/from East Bank Boxes 9.17

Use of the CRT 9.19

do not need LOS 9.31, 9.39

if only IF attacking, no Retreat before Combat 9.41

MP costs imposed by, on Retreat before Combat 9.48

and Defensive Fire 9.5

and Attacks 9.6

and Attacker DRMs for CRT 9.71

Spent units may not Spot for 9.113

and Breakthrough attacks 10.3

and Opportunity Fire 11.1, 11.2

cannot support Infioltration 13.3

IF Rules Section 14.0

may combine with Air Support 15.11

Air Support vs. Soviet East Bank IF 15.3

may combine with Soviet RF 16.55

Independent  IF units belong to Corps or Army 14.33

Independent  IF units may be attached to divisions 14.35

IF Explosion markers Stacking of Explosion markers 5.7

have no ZOC 6.1

cannot block LOS 9.32

may increase MP cost of Retreat before Combat 9.48

IF Interdiction prevents Breakthrough 10.2

Explosion markers Rules Section 14.03

Elimination of 14.04

Placement of 14.05

are Color Coded 14.32

Order of placement in SimBob Phases 14.48

Effects of Interdiction by 14.84

Immobilised Tank Units AF = 0 2.25

have ZOC 6.1

and Retreat before Combat 9.43

and Combat Results 9.81

are armored units 9.91

may not Spot 14.21

Creation mechanism 14.83



Immobilised Tank Units Rules Section 16.3

and Fortification Units 17.31

not replaced if eliminated 21.43

Independent Units Set-up 2.33

and Unit Integrity 9.73

IF Artillery, see IF Artillery Units

Indirect Fire (IF) Indirect Fire Rules Section 14.0

Infantry Set-up 2.33

Terrain in which 'Hidden' 7.2

Dismounted 8.71, 9.96

Attack by Soviet infantry from Volga River hexes 9.62

Attacker DRMs for CRT 9.71

Unit Integrity 9.73

Target status when dismounted 9.96

Combat restrictions 9.101

and Instant Counter-attack 12.5

and Soviet Infiltration attacks 13.0

Infantry Soviets may use Transport Units 16.41

Capacity of Transport Units 16.44

subject to Minefield DRMs 17.23

Consolidating 20.4

as Replacements 21.42

Infiltration Attacks, Soviet Soviet Infiltration Attacks Rules Section 13.0

Instant Counter-attacks see Counter-attacks, Instant

Integrity, Unit 9.73

Interdiction Purpose 14.41

Effects 14.84

Possible 'blue on blue' effect 14.85

by German Air Support 15.11, 15.21, 15.22

Isolation Isolation Rules Section 19.0

NKVD (militia) units 16.85

Katyusha Rocket Units and friendly units near potential targets 9.103

cannot perform Opportunity Fire 11.2

not subject to Ammunition shortages 14.73

Leaders Movement capabilities 2.25

Stacking 5.5

Stacking in Minefields 5.6

have no ZOC 6.1

Enemy units may enter same hex 8.08

and Soviet Reserves Movement 8.32, 8.33

and Breakthrough Movement 8.57

and crossing the Volga 8.66

and Retreat before Combat 9.43

and Soviet Retreat before Combat 9.44

Defensive Fire vs. attacking Leaders 9.59

Attacker DRMs for CRT 9.71

Defensive and Opportunity Fire DRMs for CRT 9.72

and Unit Integrity 9.73

and Combat Results 9.81

and Leader Survival Table 9.83

input to Instant Counter-attack 12.5

Herman, and Soviet Infiltration 13.0

may Spot 14.21

Spotting limit - 2 IF units 14.24

Spotting DRMs 14.31

Bombardment, Effects on 14.82

Sniper, Effects on 16.14

may use Transport units 16.41, 16.44

and NKVD (militia) reliability 16.83

and NKVD (militia) Isolation 16.85

and Minefields 17.21

Leader Units Rules Section 18.0

Soviet restrictions 18.2

and isolated Soviet Units 19.1

exchanging 20.6, 20.7

not replaced if eliminated 21.43

Line of Sight (LOS) Line of Sight Rules Section 9.3

Losses in Combat, Order of 9.82

Bombardment order of 14.81



in East Bank Boxes 14.81

Maps, Set-up 2.3

Marines, Soviet (see Soviet Marines)

Militia (NKVD) reliability 16.83

Mine Dog Units No AF or DF points 2.25

Stacking 5.5

Stacking in Minefields 5.6

Mine Dog Units have no ZOC 6.1

Target Selection 9.14

and Retreat before Combat 9.43

and Combat Results 9.81

may not perform Instant Counter-attack 12.5

may not Spot 14.21

Mine Dog Units Rules Section 16.2

may use Transport Units 16.41, 16.44

and Minefields 17.21

not replaced if eliminated 21.43

Minefields may not move 2.25

Stacking, and stacking effects 5.6

have no ZOC 6.1

Enemy units may enter hex 8.08

may not cross Volga 8.68

and Retreat before Combat 9.43

Attacker DRMs for CRT 9.71

Defensive and Opportunity Fire DRMs for CRT 9.72

and Combat Results 9.81

Selecting losses 9.82

and Katyusha rocket units 9.103, 14.05, 14,44

and Soviet Infiltration movement 13.2

may not Spot 14.21

Bombardment DRMs   - WBBT 14.6

Bombardment, sequence of Losses 14.81

Minefields Rules Section 17.2

may contribute to a unit's Isolation 19.2

not replaced if eliminated 21.45

Mortar Units may be Dismounted 8.71

and Breakthrough attacks 10.3

may Opportunity Fire on the WBBT or CRT 11.1, 11.2, 11.4

classed as IF Artillery 14.01

when they may fire 14.02

Immune to Bombardment when in East Bank Boxes 14.54

may use Transport Units 16.41, 16.44

Motorcycle Infantry (MP = 26) 2.25

Motorized Units MPs of the various types 2.25

and Balka hexes 8.12, 8.13

Dismounted 8.7

Retreat before Combat 9.48

subject to Opportunity Fire 9.95, 11.6

when Dismounted, not armored targets 9.96

Breakthrough MP cost example 10.7

Movement explanation of Movement Points (MPs) 2.25

not affected by Stacking 5.2

Movement Rules Section 8.0

Terrain restrictions 8.1

Deployment 8.2

Reserves 8.3

In and out of Boxes 8.4

Breakthrough   8.5

Across the Volga 8.6

Dismounted Motorized units 8.7

Retreat before Combat 9.48

Attack immediately after Movement 9.101

Armored self-propelled units 9.102

and IF 14.1

effects of Interdiction 14.84

and Observation Post (OP) units 14.92, 14.93

and Pinned OP units 14.94

OP unit Move/Spot options 14.95, 14.96

and Minefields 17.22

Movement by Leaders 18.15, 18.16



Restrictions - key Soviet Leaders absent 18.51

Restrictions - key German Leaders absent 18.53

Nebelwerfers may not Opportunity Fire 11.2

NKVD Units NKVD Rules Section 16.8

Observation Post (OP) Units Movement 2.25

Stacking 5.5

Stacking in Minefields 5.6

have no ZOC 6.1

Enemy units may enter hex 8.08

and Breakthrough movement 8.57

and Retreat before Combat 9.43

and Combat Results 9.81

Selecting losses 9.82

Breakthrough and Luftwaffe OP (LWOP) 10.3

may Spot 14.21

may Spot multiple hexes 14.22

Pinned units may not Spot 14.23

Spotting capacities 14.24

Spotting ranges 14.25

Mameyev Kurgan 14.27, 14.29

and German IF at East Bank Boxes 14.29

and Spotting Table DRMs 14.31

Independent Soviet 62A and German LI OP units 14.33,  14.39

and attached independent IF units 14.35

Spotting for German 88mm guns 14.38

Blind Fire not permitted 14.47

and Bombardment of East Bank Boxes 14.52

Bombardment, sequence of losses 

OP Rules Section 14.9

Movement capabilities 14.92

Movement restrictions 14.93

Pinned and Spent OP units 14.94

Spot therefore no Move 14.95

Move therefore no Spot 14.96

Elimination of 14.97

Return of 14.98

Elimination and Return of Luftwaffe OP (LWOP) 14.99

Air Support, LWOP not required for Bombardment 15.13

Air Support, LWOP required for support of Attacks 15.14, 15.17

Mameyev Kurgan and LWOP 15.31

may use Transport Units 16.41, 16.44

and Minefields 17.21

Replacement 21.45

Off-Map Boxes Soviet (East bank) Boxes 2.14

German (Off-map) Boxes 2.15

Range into/from East bank boxes for IF 2.16

Hidden status for units in 7.3

East Bank and Off-map Boxes Rules Section 8.4

Combat/Bombardment restrictions 9.17

Leaders return via 18.42

Paulus/Von Seydlitz replacement 18.46

Entry of Reinforcements/Replacements 21.2

OP (see Observation Post Units)

Opportunity Fire Hidden units revealed by performing 7.5, 7.6

vs. units crossing Volga 8.43, 8.68 - 8.70, 11.5

vs. units using Breakthrough movement 8.53

vs. non-dismounted motorized units 8.75

Phases when it can be performed 9.01, 9.18

is voluntary 9.12

Opportunity Fire which points (AF or DF) are used 9.13

and Retreat before Combat 9.46

vs. retreating units 9.47

DRMs for CRT 9.72

Unit Integrity effects 9.73

Selecting losses caused by 9.82, 11.9

Advance after Combat does not trigger 9.85

Armor + AT gun effects 9.92, 9.94, 9.95

and Pinned units 9.72, 9.112, 11.3

Opportunity Fire Rules Section 11.0



is fire at moving units 11.1

only Direct Fire and mortars perform (see below) 11.2, 14.02

(Exception - IF vs. units crossing the Volga) 11.2, 8.6, 14.02

and Pinned /Spent units 11.3

Conditions required to enable 11.4

vs. certain units in balka hexes 11.6

combining units' fire 11.8

may be more than 1 Opportunity Fire into same hex 11.10

Effect of Pinning by 11.11

Opportunity Fire prevents movement by IF units 14.12

Spotting Table used for 14.31

Air Support units cannot perform 15.12

Role of Snipers in 16.13, 16.14

Immobilised Tank units and 16.36

Transport units and 16.48

River Flotilla (RF) units and 16.54

Armored Train units (ATU) and 16.63

NKVD units and 16.82

Leaders provide DRMs for 18.12, 18.13

and Leader casualties 18.33

Isolated units and 19.5

Order of Losses Combat 9.82

Bombardment 14.81

Out of Supply (see Isolation)

 

Paulus Movement 2.25

Possible location for returning OP units 14.98

Procedure if eliminated 18.43, 18.46

Procedure if wounded 18.47

Effects if absent from map 18.53

Pavlov Movement 2.25

Units stacked with P may use Reserves Movement 8.32, 8.33

Units stacked with P may Retreat before Combat 9.44

Attacker DRMs for CRT 9.71

and Unit Integrity DRMs 9.73

and P's House 18.18

Benefits only his own hex 18.21

Pinned Units may not move 8.03

may not use Reserves Movement 8.31, 8.32

may not cross Volga 8.63

Procedure if Pinned while crossing Volga 8.70

may not Retreat before Combat 9.46

Defensive Fire (DF) - adjacent hexes only 9.53

DF +1 DRM 9.54, 9.72

may not attack (fire AF) 9.62

may not Opportunity Fire 9.72, 11.2

and Combat Results 9.81

City and Industrial/Fortified hex exceptions 9.84

How units become P 9.111

Summary of effects 9.112

Exceptions to P status 9.113

Removal of P markers 9.114, 9.115

Pinned Units may not perform Breakthrough attacks 10.2

may not perform Instant Counter-attacks

IF units defending their own hex 14.07

may not Spot 14.23

IF units may not Bombard 14.43

Procedure if IF units Pinned during SimBob phase 14.49

IF units in East Bank boxes randomly selected 14.81

OP unit spotting and movement restrictions 14.94

Air Support units cannot become 15.45

Effects on Transport units 16.43

Effect on Bridge units 17.12

may not build Bridges 17.15, 17.16

Minefields cannot become 17.22

may not build Minefields 17.24, 17.26

may not build Fortifications 17.34, 17.36

Leaders cannot become 18.14

Placing Bridges (see Bridge building)

Placing Reinforcements Procedure 21.0, 21.2

Placing Replacements Procedure + which units may be replaced 21.0, 21.4



Placing River Flotilla units Procedure 16.53

Placing Tank Repair unit Procedure 16.71

Play Sequence Play Sequence Rules Section 4.0

Range, Fire Printed on units 2.25

Application to AF and DF of units 9.22

All units may fire at adjacent hexes 9.24

Range, Spotting Basic rules; 4, 9, 12 hexes 14.25

from East Bank boxes 14.28

to East Bank boxes 14.29

Regimental Unit Integrity effects 9.73

Reinforcements Start position for Soviet 2.14

Start position for German 2.15

Units marked by scenario 2.23

on Scenario cards 2.32

Victory points if some German R not used 3.2, 3.5

German Divisions 3.6

Placement and entry 21.2

Timing of movement 21.3

Repair Unit, Tank (see Tank Repair unit)

Replacements Start position for Soviet 2.14

Start position for German 2.15

on Scenario cards 2.32

if Chuikov is eliminated 18.44

if Paulus/von Seydlitz are eliminated 18.46

Specific types and strengths 21.41, 21.42

Ineligible units 21.43, 21.44

OP and RF units 21.45

may be used to meet Withdrawal requirements 21.53

Reserves Movement German 8.31

Soviet 8.32

Soviet Leaders 8.33

Options and restrictions 8.34, 8.35

and Opportunity Fire 11.1

Restrictions on Combat Restrictions on Combat Rules Section 9.10

Fire after Movement 9.101, 9.102

Fire adjacent to friendly-occupied hexes 9.103

Air Support 9.104

Restrictions, Terrain (see Terrain Restrictions)

Retreats not considered Movement 8.02

before Combat 9.4

after Combat 9.87

River Flotilla (RF) Units Placed only when required 2.25

River Flotilla (RF) Units Stacking on Volga hexes 5.5

have no ZOC 6.1

Use when units cross the Volga 8.68

DF and Opportunity Fire DRMs vs. RF 9.72

considered combat units 9.81

considered armored units 9.91

may not Spot 14.21

RF units Rules Section 16.5

Replacements 21.45

Sequence of Combat 9.02

Sequence of Play (see Play Sequence)

Set-up 2.33

Seydlitz, von Possible location for returning OP units 14.98

Procedure if eliminated 18.43, 18.46

Procedure if wounded 18.47

Effects if absent from map 18.53

Shortage of Ammunition (see Ammunition Shortages)

Sniper units AF and DF = 0 2.25

Stacking 5.5

Minefield stacking 5.6

have a ZOC 6.1

and Retreat before Combat 9.43

Defensive and Opportunity Fire DRMs for CRT 9.72

considered Combat units 9.81

and sequence of losses in Combat 9.82, 16.16

may not perform ICA 12.5

may not Spot 14.21



and sequence of losses from Bombardment 14.81, 16.16

Sniper Rules Section 16.1

may use Transport units 16.41, 16.44

and Minefields 17.21

Effect on adjacent moving enemy Leaders 18.32, 18.33

not replaced if eliminated 21.43

Soviet Anti-aircraft fire (AA) may abort Air Support 15.41

AA Procedure 15.42, 15.44, 15.45

East Bank Box AA 15.43

Soviet Guards may Retreat before Combat 9.44

Attacker DRMs for CRT 9.71

Unit Integrity DRMs 9.73

ICA capabilities 12.5

not interchangeable with other units 20.4

Soviet Marine Infantry may Retreat before Combat 9.44

Attacker DRMs for CRT 9.71

Unit Integrity DRMs 9.73

may perform ICA 12.5

not interchangeable with other units 20.4

Spent units may move 8.03

Combat sequence - attackers become Spent 9.02

Spent markers usage 9.18

Defensive Fire (DF) restrictions 9.53

DF DRMs 9.54

may not attack 9.62

DF and Opportunity Fire DRMs for CRT 9.72

P result on CRT 9.81

City, Industrial/Fortified hex exceptions 9.84

Restrictions and exceptions 9.113

Removal of markers 9.115

may not perform Breakthrough attacks 10.2

Breakthrough attackers become 10.6

changing 'Breakthru' marker to 'Spent' 10.9

may perform Opportunity Fire 11.3

Spent units may not perform ICA 12.5

ICA attackers become 12.6

IF units defending their hex 14.07

may Spot 14.23

may not Bombard 14.43

Transport Units' capabilities 16.43

may not build Bridges 17.15, 17.16

Minefields cannot be Spent 17.22

may not build Minefields 17.24, 17.26

may not build Fortifications 17.34, 17.36

Leaders cannot become 18.14

Spotting for IF units Spotter must have LOS to target 9.31

IF unit does not need LOS 9.39

only German Leader or OP may Spot for 88mm 14.03

Spotting Rules Section 14.2

Spotting ranges 14.25

Spotting Table DRMs 14.31

for Independent (German) units 14.35

Chain of Command 14.36

and OPs (see also OP rules) 14.9

Stacking Stacking Rules Section 5.0

German 5.3

Soviet 5.4

Additional units 5.5

in Minefields 5.6

if moving units pinned 5.8

and Soviet River Flotilla units 16.53

Stacks Movement of 8.06

Starting hexes (see Set-up)

StuG treat as tanks in all respects

Stukas (see Air Support)

Symbols on the unit counters 2.22

Tank repair Unit (TRU) MP = 0 2.25

Stacking 5.5

has no ZOC 6.1

not a Combat unit 9.43, 9.81



may not Spot 14.21

Tank Repair Unit Rules Section 16.7

not replaced if eliminated 21.43

Tanks, Immobilised (see Immobilised Tanks)

Tank units Type of armored unit 2.21

Contribution to stacking 5.3

Zones of Control 6.1

Unit Integrity DRMs 9.73

Relationship - Armored units vs. AT guns 9.9

Move - Fire restrictions 9.101

Soviet Immobilised Tank creation procedure 14.83

Terrain (see Terrain Effects Chart - TEC)

Resolve issues in favour of the defender 2.12

Historical information 2.13

Concealment terrain 7.2

MP costs see TEC 8.04

Attacker DRMs for CRT on TEC 9.71

DF and Opportunity Fire DRMs for CRT on TEC 9.73

TEC DRMs not used for Bombardment 14.6

Terrain Restrictions Terrain Restrictions Rules Section 8.1

Towed Artillery MP = 12 (horses); MP = 15 (vehicles) 2.25

Balka restrictions 8.12, 8.13

Retreat before Combat restrictions 9.48

may not fire after movement 9.101

Transport units (Soviet) Stacking 5.5

Transport units (Soviet) have no ZOC 6.1

not considered Combat units 9.43, 9.81

may not Spot 14.21

Transport Units Rules Section 16.4

not replaced if eliminated 21.43

Unit colors Purpose 2.22, 2.24

Unit Integrity DRMs 9.73

Victory Conditions Victory Conditions Rules Section 3.0

Volga Crossing the Volga Rules Section 8.6

Opportunity Fire vs. crossing units 11.5

RF units in 16.53, 16.54

Soviet unit entry across 21.2

Weather, Bad Effect on reconnaissance 7.4

Effect on Air Support 15.53

Withdrawals, German 21.5

Zaitsev Entry 16.11

DRM 16.13

Zone of Control Zone of Control Rules Section 6.0


