


Proud Monster

. ﬂus is your first XTR wargame, read this box first.

Don't try to memorize these rules! No one does that. Wargame rules are written to
create game systems that simulate the realities of military command as much as

possible. Asyou play the game, you'll find things movealong according toa real-world

 kind of rhythm. After a few turns, that rhythm wﬂl become second- nature, and you
~ won't need to refer to the rules as often. ,
~ Read the rules through in their entirety at least once before you punch out the

 playing pieces. During play, look up specific rules when you need to, and use a pen or
. highlighter to make notes and reminders to yourself at places that ¢ give you trouble.

The rules are numbered to help you find the ones you need. The first number
indicates the major rules section. The number to the right of the decimal point indicates
specific rules within each major section. For example, section 2.0 deals generally with
the uses of the various components that makeupa complete game, and rule2.14 within
 that section’ explams specifically about “Step ! Strength -
~ Thebold-type headings are there to help you locate ma]or tOplCS more qulckly The

" boxed “Notes” distributed throughout the text give examples of play or explain the |

 rationales behind various rules. In Joar first readmg, sklp those labeled “Old Hands
Notes.”
_ Thisisa wargame of low-t0~1ntermed1ate complemty That means you can leam to

 play it on your own, even if you and your opponent are completely new to the hobby.

Like starting anything new, though, the best way to get into wargammg ishave an old
;hand help you. If an experienced gamer is available to instruct you, use him.
During your first few matches of the game, skip the rules and sections marked with
this symbol: Q. That way you won't get the full competitive or historical experience of
playing with all the rules, but you will become accustomed to the rhythm and flow, and
that will make playing later with all the rules easier.
Most of all, remember — the main reason to play these games is to have fun If there’s
some rule or section you're not sure you completely understand, don'tletit throw you.
- Talk it over with your opponent and play it accordmg to your best understandmg at
 the time. Later on, after your gaming experience has increased and new understand-
 ings come to you, you canlook back on those earlier matches and haveentertaining and
manly exchanges like this: “Hey! Remember that last game where you beat me?! Well,
that wouldn’t've happened if we’d been doing those attacks the nght way!” And, “Oh,
yeah?! Well, sit down here and I'll clean yer clock again!”
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1.0 Introduction

1.1 Proud Monster: The Barbarossa Campaign
is a simulation of the first six months of the
1941-45Russo-German War. Thisisa two—
ormulti-playerstrategic/operational war-
game of low—-intermediate complexity. In
it, the “German player” controls all the
Axis forces arrayed against the Soviet
Union, while the “Soviet player” controls
the armed forces of that country.

1.2 Multi-Player Games. The game can
easily be played by four people, two to
each side, by using the map seam as the
individuals’ command boundaries. It’s
best, though, to have one player on each
side be the “senior commander.” That will
allow for more rapid decision making con-
cerning such matters as reinforcement al-
locations, overall strategy, etc, and to adju-
dicate “disputes” across the command
boundary.

1.3 In general, the German player (along
with his allied Italian, Romanian, Hungar-
ian, Croat, French, and Spanish units) is on~
the offensive, attempting to crush the So-
viet Union in a lightning campaign lasting
no longer than six months. He accom-
plishes that by seizing key population and
economic centers within the western part
of the USSR.

The Soviet player, though generally on
the defensive, must be prepared to make it
an aggressive one, or risk defeat by allow-
ing a rapid Axis advance that can bring on
a Communist political and morale col-
lapse.

1.4 Game Scale. Each hex on the two maps
represents approximately 20 miles from
side to opposite side.

The units of both sides are represented
primarily at the division level, but there
are also a few corps, brigades, regiments
and independent battalions in the counter
mix.

Each full game turn except the first
represents two weeks. The first turn repre-
sentsonly theeightdaysfromtheinvasion’s
historical start (22 June) to the end of that
month.
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2.1 The components to a complete game of
Proud Monster include these rules, two
34x22" game maps, one cardstock chart
and table sheet, and 959 die—cut counters
(also referred to as “units,” and “unit
counters”). Players must also provide
themselves with a standard (six-sided) die
to resolve combat.

Beginners Note. The die has nothing to
do with moving units; it’s used to re-
solve the uncertainties inherent in even
the best—planned battles. See section
14.0.

Design Note. The 960th unit in the

~ countermix is a variant counter for the
Lee's Greatest Gamble game published in
issue no. 17.

2.2 The Game Maps represent the militar-
ily significant terrain found in and around
the western Soviet Union in 1941. A hex-
agonal (“hex”) grid is printed over the
maps toregulate the placement and move-
ment of units. A unit is considered to be in
only one hex at any one time. Each hex
contains natural and /or manmade terrain
features that can affect the movement of
units and combat between units. The natu-
ral terrain and manmade structures on the
map have had their boundaries altered
slightly to fit within the hex grid, but the
relationships between the terrain from hex
to hex are accurate to the degree necessary
for presenting players with thesamespace/
time dilemmas faced by their historic coun-
terparts in the actual campaign.

2.3 North & South Maps. Every hex on
both maps has a unique, four—digit identi-
fication number. These are provided to
help you find places more quickly and to
allow you to record unit positions if a
match has tobe interrupted before it can be
completed. Whenever a hex-number is
referred to on the north map, an “N” will
be appended to it. South map hex refer-
ences will have an “S” following them. For
example, the city of Leningrad is in hex
4201N, while Odessa is in 2512S.

2.4 Assembling the Maps. Before playing
your first match of Proud Monster, you
should prepare the maps for play by first
counter—folding themalongall their seams.
Notice the southern-most hex row on the
north map duplicates the terrain of the
northern—-most hex row on the south map.
To create the actual playing map, overlap
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and align those two hex rows on both
maps.

Afteraligning the twomaps’ edgerows
as described above, fasten them together
temporarily, either with small pieces of
maskingtapeatthecornersand outeredges,
or with larger strips of clear, removable
plastictapeacross theentire overlapbound-
ary. (Removable plastic tape is available
through art supply stores.)

2.5Seating. Tobegin, the German player(s)
should sit along the joined maps’ west
edge, with the Soviet(s) opposite. After
play begins, the action will eventually
sweep across most of the map. It's there-
fore best if the combined mapsheets are
positioned in a room in such a way as to
allow all the players the ability to move
around them as needed in order to attend
to the changing and far—flung front.

2.6 Counters. There are 959 unit counters
in the game, most of which represent com-
bat units. A few others are provided as
informational markers and memory aids.
After reading through these rules at least one
time, carefully punch out the counters.
Trimming off the “dog ears” on their cor-
ners with a fingernail clipper will facilitate
handling and stacking during play (and
also enhances their appearance).

Each combat unit counter displays sev-
eral pieces of information: nationality, his-
torical identification, unit type and size,
combat strengths, movement allowance,
and reinforcement or other special status.
German panzer and motorized infantry
divisions also show their step-strength.

2.7 Sample Combat Unit.
Unit Size
Turn of Entry : Unit Type
7 XX
Step Strength S (@B Historical ID

13-11-12
Attack : S Movement
Factor | Factor
. Defense Factor

2.8 Nationality. A unit’s nationality —and
therefore the “side” it's on — is indicated
by its color scheme.

The German Side

German Mechanized Units: white on
black

German Non-Mechanized Units: black
on field gray

Hungarian Fast Corps: white on green

Italian Units: black on green

Romanian Units: white on dark blue

The Soviet Side

Tank Divisions: white on red

Motorized Divisions: black on gold

Cavalry: brown on white

Rifle Divisions: gold on brown

Tank and Mechanized Rifle Brigades:
black on pink

Rifle Brigades: black on tan

Guards: white on brown

2.9 Historical Identification. All units are
identified by numbers, or by abbreviations
of their historical name. The abbreviations
are:

The German Side
ArKo — Artillery Command
Cr — Croat
FG - Fegelein
FL - Flanders
Fr — French Volunteer
G - Guard
GD - Gross Deutschland
GR - Grancieri
HF — Hungarian Fast Corps
] -Jager
3JN - 3 January Blackshirt Legion
L - Lehr
SS — Schutzstaffel
Sp — Spanish “Blue” Division
The Soviet Side
CM - Crimean Militia
GM - Guards Militia
IM - Ivanovo Militia
KM - Kiev Militia
KRM - Kremenchug Militia
LM - Leningrad Militia
M - Militia
MM — Moscow Militia
OM — Odessa Militia
SM - Smolensk Militia
STM - Stalino Militia
VM - Vorishilovgrad Militia
YM - Yaroslav Militia

'De81gn Note. The GM ”Guards M1h

tia” are ot part of the Guards unit
discussed in 8.11. The “GM” title ap
pearing on those one-step Soviet
divisions is merely an honorific le
those units from their service in th
Russian Civil War. Whenever Sovie
“Guards” units are discussed in thes
rules, it refers to those ‘cwo—step umts ‘
introduced in 8.11. '

2.10 Unit Size. Units’ historical organiza-
tional sizes are shown by the following
symbols. A bracket atop the size symbol
means the unit is an ad hoc or irregular
formation.
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XXX - Corps
XX - Division
X - Brigade
III - Regiment
II — Battalion

Desagn Note. In the German O B. there
are 1st SS and 2nd SS Motorized Infantry
Divisions, along with Ist SS and 2nd SS |
Motorized Infantry Brigades. All four are
separate and d1stmct umts -

2.11 Unit Types. All ground combat units
belong to one of two basic categories:
Mechanized (“Mech”), or Non-mecha-
nized (“Non-mech”). Mechanized units
are those whose primary means of loco-
motion is provided by wheeled and/or
tracked vehicles. Non—Mechanized units
are those whose primary means of loco-
motion is provided by legs, human and
animal. This distinction is important for
both movement and combat (see sections
12.0,14.0 and 15.0).

Mechanized Units
Assault Gun
Armored Recon
& Motorized Flak
[&3] Tank/Panzer

E Motorized Infantry/Rifle
Non-mechanized Units

X

Air Landing Infantry
Cavalry

Fortress Infantry
Infantry/Rifle

Light Infantry
Machinegun
Mountain Infantry
Naval Infantry
Paratroopers
Security Troops

Siege Artillery

DEEB]EBEIHME!

Static Infantry

” Desxgn Note. For both 81des in thls‘
 game, the paratrooper and air landing
 symbols are simply honorifics; treat

them like regular infantry; there areno

“ paramdrops L1kew1se note that Soviet
Rifle Brigades come in three types (Rifle,
Naval,and Paratrooper) oncerevealed.

 Allareshown as simply “Rifle” on their
untried sides (see 2.15), and all three of
the sub-types function as just that — |
regular rifle outfits — during play. The

ﬁ: sub«types are shown simply to serve
':stru:t historical accuracy in nomencla-

' ture; during this partof thewarall such

brigades functioned virtually identi-

cally. (TheSovietsonlybeganlargescale
para—drops on what would be Game
Turn 13 I December )

Hlstoncal Note The start of this
~ campalgncaughtmeSometmechamzed
forces about a quarter of the way
 through a conversion and moderniza-
 tion process. For the “Motorized Rifle”

divisions, that meant some began the
‘war des:gnated that way, while others
were classified as “Mechanized.” In
practlce, both categories tended to be
 justwhatyou'd think they were: truck—
 borne infantry outfits. Thus we've de-
, plcted all those divisions as “Motorized
Rifle” on their counters. Feel free to use
; either term when referring to them.

212 Attack & Defense Factors are the
measures of a unit’s ability to conduct
offensiveand defensive combatoperations.
Their uses are explained in section 14.0.

2.13 Movement Factor. This number is a
measure of a unit’s ability to move across
the hex grid printed on the map. Units pay
varied movement costs to enter different
hexes, based on the terrain in them and
along the hexsides around them, and the
moving unit’s type (see section 12.0).

2.14 Step Strength. Allground unitsin the
game containbetweenoneand four “steps”
(or “strength steps”). That's an arbitrary
term used to express the ability of a unit to
absorb a certain amount of combat losses
before being eliminated. Most units in the
game contain only one or two strength
steps. Those with combat factors prmted
only on one side of their counter are “one—
step units;” those with combat factors
printed onbothsides are “two-step units.”

German panzer and motorized infan-
try Divisions contain four strength steps
and are represented by two counters. Only
one of each units’ counters may be in play
at any one time. The lower-valued ones
are substituted for the higher—values as
the divisions takelosses (see8.18and 14.35).

2.15 Soviet Untried Units. Note that all
Sovietunitsin the game—except for the 15
Guards — contain only one step each.
Their reverse sides show only a question
mark, a unit type, and movement factor.
All non-Guards Soviet units begin the
game, orenter play later as reinforcements,
with their untried (question mark) side
showing and neither player knowing ex-
actly what's on thereverse. Such “untried”
units are not flipped over (thus revealing
their exact combat strengths) until the first
time they enter combat (attacking or de-
fending). Once revealed, such units are
considered “tried,” and are never flipped
back to the “untried” side while they re-
main in play. For details see 3.5.

mER|
Design Note. The countermix hasbeen
put together so that other than German
panzer and motorized infantry divi-
sions, with their substitute counters,
and Soviet rifle divisions, no unit
counter ever makes more than one ap-

pearance per game. Other than the
_ above, oncein the deadpile, a unitstays
inthe deadpile. This feature will greatly
ease putting the game away if you take
newly eliminated units from the map
and put them directly into a storage

bags, segregated by unit type. J

2.16 Steps & Combat. When units of these
sizes are are “eliminated” in game play, it
doesn’tmean everyindividual within them
hasbeenkilled. [t means enough casualties
and equipment losses have been suffered
to render them useless for further opera-
tions during the course of the game.

If a two-step unit “takes a step loss,” it
is flipped over so its reduced side (the one
with the lower combat and movement
values) shows. If a one-step unit (or a two—
stepper that had already been “reduced”)
takes a step loss, it's removed from the
map (eliminated) and placed in the “dead-
pile.” The same step-by-step attrition pro-
cess is used for the four-step German
panzer and motorized infantry divisions;
substitute the lower—valued counter on
the map when such units take their third
step loss.

2.17 German-Side Reinforcements. Units
of the Germanside thatenter the campaign
some time after it’s already begun have the
game turnnumber for thatentry printed in
their upper-left corners. For instance, the
German 2nd Panzer Division enters player
during Game Turn 7 (II September). See
3.6 and 8.1ff.
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Design Note.Soviet reirtforcémenis are
handled differently (see 3.5 and 8.7ff).

2.18 Other Counters. The use of these other
countersisexplained atappropriate points
throughout the rest of the rules.

GAME
TURN
Game German
Turn Ground Support
®.0 Aircraft (10.2)
145
German Infantry German
Replacement Mechanized
Available (8.15) Refit (8.18)
W‘s‘ PAUSE
o
German Von Paulus
Aerial Pause
Supply (9.18) @19

German Supply German
Concentration Hedgehog
(9.20) (14.40)

Soviet Ground German Victory Points
Support Aircraft 4.2)
(10.4)

Beginners Note. Set aside all the above
counters except for the Game Turn In-
dicator and the German Victory Points

_markers. Those are the only ones you’ll
use in your play.

3.0 Set Up & Hex Control

3.1Choose Sides & Set Up. Playersshould
first decide between or among themselves
the side each will command. After that,
they should take their side’s units and sort
and place them on and around the map
according to the following instructions.

3.2 Soviet Starting Forces. The Soviet
player should first set aside the 15 Guards
units discussed in 8.11. Then, on some-
thing like a large snack tray(s) or a second
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table, sort all the remaining Soviet units by
type/color, mixing and arranging them on
that flat surface with their untried sides
showing.

Next look at the “Soviet Set Up Table”
(the “SUT,” 17.6 on the chart and table
card). The abbreviations used there are:
CD = Cavalry Division; MRD = Motor-
ized Rifle Division; RB =Rifle Brigade; RD
= Rifle Division; and TD = Tank Division.
Note there are no Soviet Tank Brigades
(TB) or Motorized Rifle Brigades (MRB) in
that side’s opening set up; all those units
enter later as reinforcements.

Select the proper number of each type
of Soviet untried units as given on the SUT.
For example, there are a total of nine cav-
alry divisions in the Soviet initial forces.
Then divide each of those types into two
groups: those for the “Frontier Zone” (FZ),
and those for the “Interior Zone” (1Z). For
example, of the nine starting Soviet cav-
alry divisions, five will be set up in the FZ,
and the four others will go to the IZ.

Be careful to do all this without either
player seeing the tried sides of any of the
Soviet units.

Design Note. When reading theserules,
consider “map north” to be the long
edge up by Leningrad; “map south”
‘the one down by the Black Sea, etc.

3.3 The Soviet Frontier Zone consists of
those hexes in and west of 22xxIN /S hex-
row . For example, hex 2210N is in the FZ;
hex 2310N is in the IZ. The Soviet player
may place his FZ units anywhere in that
zone within normal stacking limits (see
section 6.0). However, at least one FZ unit
mustoccupy every border hex from 2006N
to 1703S, inclusive. Along the border from
1804S to 2114S, only one unit in every—
other-hex is mandatory. Also, all three
large towns in the FZ must have at least
one unit in them. (The Soviet may exceed
these strictures, but he may not undercut
them.)

3.4 The Soviet Interior Zone consists of
hexrows 23xxN /S and east, inclusive. The
Soviet player may place his IZ units any-
where in that zone within normal stacking
limits (see section 6.0). However, at least
onelZunitmustoccupy every city hexand
large town hex in the IZ. Further, every
hexrow of the IZ must have at least four
units in them. For example, somewhere
(anywhere) within the long hexrow
42xxN/S that runs from Leningrad down
through Kharkhov, there must be at least

four Soviet units. The two (or more) Soviet
units that will start in Leningrad and
Kharkhov are counted toward their
hexrow’s four—unit minimum.

After those IZ set up requirements are
met, the Soviet takes whatever IZ units he
has left and places them anywhere within
that zone up to normal stacking limits.

Design Note. We've crafted these So-
viet set up rules to allow the maximum
latitude compatible with the broad re-
quirements mandated by that nation’s
1941 strategy, doctrine, logistics and
transport net. When setting up the 1Z,
do work from west to east, hexrow by
hexrow, rather than thinkingin themore
typical terms of geographic areas. It
really speeds set up that way.

3.5 Soviet Reinforcements. The Soviet
player should divide his remaining un-
tried units (all thuse not taken as part of the
initial set up forces) and the Guard units
according to the reinforcement schedule
given in 17.6 on the chart and table card.
For example, on Game Turn 10 (I Novem-
ber), the Soviet player will receive two
cavalry divisions, 1 rifle brigade, 20 rifle
divisions, and one tank division as rein-
forcements. He will also convert one regu-
lar tank brigade to Guardsstatus (see 8.11).

Place each game turn’s reinforcements
directly into the appropriate holding box
printed along the bottom of the south map.
(Again taking care not to reveal any tried
sides to either player.) The Soviet side is
now set up and ready to begin play.

3.6 German Reinforcements. The German
player should begin setting up by separat-
ing his side’s reinforcement units from the
starting units. German-sidereinforcement
units are all those with a game turn num-
ber printed in their upper—left corners. For
example, the German 7th Parachute Divi-
sionis areinforcement unit thatenters play
during Game Turn 6 (I September). Place
all those reinforcement units in the appro-
priate holding boxes along the mapsheet’s
far south edge.

Design Note. There are no “untried”
German-side units; that concept only
applies to Soviet units.

3.7 German Starting Forces are the units
remaining once the reinforcements have
beenplaced (butsee 8.21 & 14.41). Once the
Soviet player is done with his side’s setup,
all the German-side starting forces are
placed in the narrow hex field printed to

5
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thewestofthe Sovietborder (1906N, 1403S,

etc.) within the following restrictions.

1. Only the HF Corps may be set up in
Hungary.

2. All Romanian units must start in Roma-
nia hexes and/or in the southern OKH
holding area.

3. Up to seven German non-mechanized
divisions and one assault gun battalion
may alsostartin Romaniaand/orinthe
southern OKH holding area. (Fewer
may be sent, but not more.)

4. All other starting German units begin
play eitherin thenarrow hex field to the
westof the Sovietborder within Greater
Germany (1906N-1025N), called the
“Zone of Military Operations” (or
“ZOMOQ”), or within the northern OKH
Reserve area (the hexless area within
Greater Germany to the west of the
ZOMO).

5. Normal stacking limits apply during

German-side set up.

n Note. There Terms "ZOMO”
KH Reserve Area” are also ap-
plied to the areas of Hungary and Ro-
- mania. Thei tises"areéxp‘laméde 2ff

'Hxstoncal Note. OKH stands for
,‘,,OberKommando des Herres, or German

* 'Army ngh Command

3.8 Full Step Strength. All German—51de
units begin play at their full step strength.
All Soviet starting units are one-steppers.

3.9 Hex Control. In this game the idea of
“hex control” (or which side “owns” which
hexes at any given instant) is only impor-
tant for city and large town hexes. At the
start of play the German doesn’t control
any of the towns and cities on the map; the
Soviet controls all of them. The control of a
hex switches from one side to the other
whenever a ground unit from the other
side first enters it. Control switching is
immediate, and may occur and reoccur in
the same hex(es) any number of times dur-

ing play.

4.0HowToWin

4.1 In general, the German side is on the
offensive, and the main burden of attack is
squarely on those forces as they strive to
break into the Soviet heartland. More spe-
cifically, to win the game the German must
have control of enoughlarge townand city
hexes at the end of a game turn to give
victory at thatinstant. The necessary num-
ber of cities and large towns controlled is
expressed as a variable (and steadily ris-

6

ing) number of “Victory Points” (VP). Only
the German player gains and loses VP; the
Soviet player attempts to deny him acquir-
ing any.

4.2 City & Large Town VPs. All the cities
and most of the large towns printed on the
map have a VP value (from 1 to 9) printed
near their name on the map and enclosed
inared circle. For example, Minsk (2817N)
is worth 1 VP; Sevastopol (2919S) is worth
2,etc. Whenever the German player’s forces
first gain control of such a place, immedi-
ately award him the indicated number of
VPs. If the Soviet player counterattacks
and regains a VP hex, immediately debit
the German player that number of points.
VPs for the same hex(es) may be won and
lostany number of times during the course
of a game.

~ 0ld Hands Note. The supply status of
units controlling VP hexes is immate-
rial in relation to the awarding of those
points .

4.3 Moscow is the only two-hex city in the
game (5017N/5116N). The German must
control both those hexes before he is
awarded that city’s nine VP (no 4.5 splits).

, Design‘Note. Use the VP markers pro-
vided in the countermix to keep track of
the German VP total.

4.4 Soviet ZOMO Incursions. At the end
of every game turn, check the Greater Ger-
many ZOMO (not the Hungarian and Ro-
manian) for the presence of Soviet ground
units. The German loses one VP for every
Soviet ground unit in the Greater German
ZOMO at those times. (Yes, in games
wherein the German commander is par-
ticularly unskilled, this may result in that
side running a negative VP total.)

4.5 VP Wins. The German starts the game
with zero (0) VP. At the end of every game
turn (see 5.2), check the German Victory
Table (17.2 on the card) to see if the Ger-
man has gained enough VP to declare a
victory. For example, if at the end of Game
Turn 1 he has four or more VP play stops
and the German is declared the winner. If
he has fewer than four, play continues
until the next VP check at the end of the
next game turn.

If by the end of Game Turn 12 the
German has still not gained enough VP to
be declared the winner, the Soviet playeris
the victor. There are no draws.

4.6 Moscow Sudden Death Victory. The
instant the German gains control of both
Moscow hexes, that player should roll a
die. If that result is an even number, the
city’s capture is considered to have sent a
psychological shock through the Soviet
system sufficient to bring on its complete
collapse. In that case play stops and the
German is declared the winner no matter
what his VP total. If, however, the die roll
result is an odd number, the Soviets are
considered to have maintained their deter-
mination and the war goes on. (In that case
the German still gets his nine VP for Mos-
cow, which mightbe enough to give him a
victory on points.) If by some chance Mos-
cow changes hands more than once, no
sudden death dierollis made after the first
German seizure of the place (VP changes,

yes).

Design Note. Since the end of the war
there has been a debate as to whether
the loss of Moscow would’ve spelled
doom for Stalin and hisregime. The city
never was taken by the Germans, of
course, so we'll never know. More im-
portantly, though, the historical par-
ticipants didn’t know either. Rule 4.6
simulates that uncertainty in the most
direct way possible.

E.ll'l'lm'l'mnSequenue

5.11In general, every match of Proud Mon-
steris divided into 12 “Game Turns.” Each
complete Game Turn is divided into two
“Player Turn Couplets;” and both of those
are further subdivided into a series of se-
quenced steps (or “phases”). German
player turns are always the first in both
couplets of all game turns.

Every action taken by a player must be
carried out in the appropriate phase of his
own player turns. Exception: the German
player may conduct retreats—after-com-
batduring theSovietplayer turn (see 14.32).

Onceaplayerhasfinished a givenphase
and gone on toanother, hemay notgoback
to perform a forgotten action or redo a
poorly executed one unless his opponent
graciously permits it.

Beginners Note. This is war — don’t
feel compelled to be gracious.

5.2 The Turn Sequence is given below in
outline form. The rest of the rules in the
sections following this one are organized,
as much as possible, to explain things in
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the order they are encountered as you
progress through the game turns.

 Beginners Note. In the outline below,

in addition to omitting those phases
‘marked with omegas (Q), ignore the
references to “Mobile Assaults.” You
- will not use those rules in your play.

1. Mutual Reinforcement Phase
IL First Player Turn Couplet
Q A. First Couplet Weather Determina-
tion Phase
B. German Player Turn
Q 1. Replacement, Withdrawal &
Mechanized Refit Phase
Q 2.Ground Support Aircraft Com-
mitment Phase
3. Movement & Mobile Assault
Phase
4. Prepared Assault Phase
C. Soviet Player Turn
Q 1. Ground Support Aircraft Com-
mitment Phase (Dec Only)
2. Movement & Mobile Assault
Phase
3. Prepared Assault Phase
II1. Second Player Turn Couplet
Q A. Second Couplet Weather Determi-
nation Phase
B. German Player Turn
Q 1. Mechanized Refit Phase
Q 2. Ground Support Aircraft Com-
mitment Phase
3. Movement & Mobile Assault
Phase
4. Prepared Assault Phase
C. Soviet Player Turn
Q 1. Ground Support Aircraft Com-
mitment Phase (Dec Only)
2. Movement & Mobile Assault
Phase
3. Prepared Assault Phase
IV. Victory Check Phase

Design Note. There is only one Victory
. Check Phase at the very end of each
~ game turn, not one after each player
_ turn couplet. .

Q5.3 Game Turn 1 Restrictions. The Ger-
man-side units that set up in the Hungar-
ianand Romanian ZOMO at thestartof the
game may not move or attack in any way
during all of Game Turn 1.

No Soviet unit may move or attack into
those two countries during all of Game
Turn 1, nor may their supply lines enter
those countries. There may not be any
German-side movement from one OKH
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Reserve area to the other during all of
Game Turn 1 (see 8.2ff). Starting at the
beginning of Game Turn 2, Hungary and
Romania lose this special status and both
sides may begin operating normally in
that area.

5.4 Game Turn 1 Length. Unlike all the
other game turns, Game Turn 1 (II June),
because it represents only eight days, has
only one player turn couplet in it. All other
game turns have two player turn couplets.

5.5 Rivers. All German units may com-
pletely ignore rivers, for both movement
and combat, during the first game turn.
Sovietunits, however, treatthemnormally
for both their movement and attacking.

Q 5.6 Game Turn German 1 MAs.
Throughout Game Turn 1, German MAs
cost only 6 MPs per round, rather than the
normal 7 (see section 15.0).

6.0 Stacking

6.1 Stacking is the piling of more than one
unit into a single hex. The general rules is
both sides may stack up to five units per
hex.

6.2 Stacking & Movement. Stacking rules
are in effect at the end of every movement
phase of all player turns, the end of every
Germanretreatafter combat (14.32), and at
the start of every Mobile Assault (section
15.0).

If any hex is found to be overstacked at
any of those times, the opposing player is
immediately allowed to remove the mini-
mum number of involved enemy units of
his choice necessary to bring the violating
stack backintolimits. Therearenolimits to
the number of units that may pass into and
through any given hex over the course of a
player turn and game turn.

Q 6.3 German Particulars. German-side
brigades each equal a “half unit” for stack-
ing purposes. German-side regimentsand
battalions each equal a “quarter unit” for
stacking purposes.

There is an additional restriction on
battalions and regiments in that there may
never be more than four of them in any one
hex at those times during the game turn
whenstacking rulesareenforced (any num-
ber may pass through, etc.). For example,
the German might have three divisions in
a hex, to which he could add up to four
battalions or regiments, for a total of “four
units’ worth of stacking.” To that stack he
could then still add two brigades, or an-
other division, butnomorebattalionsand/
or regiments.

Design Note. The HF Corps and Flak
Corps each count as one unit for stack-

mg.

Q 6.4 Soviet Particulars. On the Soviet
side, every unitisaunitisa unit—nomatter
what the organizational sizes involved.

Q 6.5 City Stacking. Both sides’ stacking
limits are doubled to 10 units per hex in
city hexes. Units attacking into city hexes
from non-city hexes do not enjoy this bo-
nus; only units actually located in city
hexes. Thus, since Moscow is the only
two—hex city, units attacking from one hex
of that place into the other would be the
only instance when 10-high attacker stack-
ing could occur. See also 14.23.

; -
Old Hands Note. Units Mobile Assault-
ing into a city must have their stacking
judged in the last hex entered before
moving into the city hex for the MA.
And no city hex to city hex MAs are
allowed (see section 15.0). ~

Q 6.6 Free—Stacking Units. Ground Sup-
port Aircraft and informational markers
(all those shown in 2.18) have no stacking
values and may be added freely to any
stack as called for by the particular rules
governing their uses.

Q 7.0 Axis-Allied Re-
strictions

7.11In general, the Axis-allied Romanians,
Hungarians and Italians may not stack
together.

7.2 Italian units may only stack with each
other, and no more than one German unit
may also stackinany hex containing one or
more Italians. Further, no Italian unit may
ever move or attack on to the northern
mapsheet. And no Italian unit may ever
take partinanattack with any nationalities
of Axis unit other than German.

7.3 Romanian units may only stack with
each other (up to the normal five units per
hex as given in 6.3), and no more than one
German unit may also stack in any hex
containing one or more Romanians (but
again, only within the overall five unit per
hex limit). No Romanian unit may ever
move or attack on to the northern map-
sheet. No Romanian unit may ever take
part in an attack with any nationalities of
Axis unit other than German.

7.4The Hungarian Fast Corpsmay, within
the overall five unit per hex limit, be added

7
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to any all-German stack as if it (the corps)
were a German unit of division size. The
HF Corps may never move or attack on to
the northern mapsheet. And the Hungar-
ian unit may ever take part in an attack
with any nationalities of Axis unit other
than German.

7.5French, Croatian & Spanish units stack
and attack and defend exactly as if they
were Germannationality units. These units
may also move and attack on both
mapsheets.

8.0 Reinforcements/
Replacements

& Withdrawals

8.1 Reinforcements are new units that en-
ter play after the game has begun. Ger-
man-—side reinforcements are identified by
having a game turn number printed in the
upper-left corner. That number corre-
sponds to the number of the earliest pos-
sible game turn during which that rein-
forcement unitmay enter play.Soviet rein-
forcement units are drawn from the gen-
eral pool of Sovietunits givenin the counter
mix (see 3.5 and 17.6).

Both players may delay reinforcement
arrivals until later than called for by their
historical schedules. Delayed German-side
units should be piled in the OKH Reserve
Areas (the hexless zones along the west
map edges, see 8.2) until entered during a
Mutual Reinforcement Phase.

Delayed Soviet units should be kept off
to the side, beneath a sheet of paper, or
somehow outof sight of the German player,
until entered. Such units are termed the
“Reserveof the Supreme HighCommand. ”
In the Russian language, the historical ac-
ronym used for them was: “RVGK.” The
Soviet player may hold up to 10 units of
any types and sizes in the RVGK at all
times. Such RVGK units may leave the
RVGK to enter play (using normal rein-
forcement entry hexes) at the start of any
Soviet player turns. New units may only go
into the RVGK at the start of game turns,
during the Mutual Reinforcement Phase,
when they are selected from arriving rein-
forcements and replacements.

8.2 OKH Reserve Areas. There are two
OKH reserve areas, “North” and “South,”
shown on the map. The northern area is
adjacent to the ZOMO from hexes 1908N
to 1025N,, inclusive (but leaving out hexes
1913N, 2013N and 2014N). The southern
area is adjacent to the ZOMO from hexes
1026N to hexes 2115S.

8

Design Note. If you've forgotten, see—\
3.7 for an explanation of the ZOMO.‘]
8.3 German Reinforcements (including
French, Croatian and Spanish units) al-
ways enter the game via the northern OKH
Reserve Area. From there they move into
play via any hexes of the northern ZOMO,
paying normal terrain costs from the first
hex entered, during either German move-
ment phase that game turn.

The German may hold them in the
northern OKH Reserve Area untilany later
game turn, at which time he may move
them into play as described above. Alter-
natively, he may choose to shift them into
the southern OKH Reserve Area. In the
latter case, the shift takes up one entire
player turn couplet for those units.

For example, note the German receives
several reinforcement units during Game
Turn 2 (I July). During the Mutual Rein-
forcement Phase (“MR Phase”) thatbegins
that game turn, those units automatically
and immediately appear in the northern
OKH Reserve Area. The German (ona unit
by unit basis) might choose to enter them
all during his movement phase of the first
game turn couplet; and/or he could delay
some until his movement phase of the
second player turn couplet; and/or he
could immediately shift some into the
southern OKH Reserve Area. Unitsshifted
to the southern area would not be able to
enter the hex field there until the German
movement phase of the second player turn
couplet that game turn (at the earliest —
the German might choose to hold them in
thesouthern OKH Reserve Areauntilsome
time after that).

German units shifted to the southern
areamay beshiftedbackagainto thenorth-
ern area by simply reversing these proce-
dures. But once any unit is in play on the
hex field, it may never again be moved (or
retreated after combat) off that active por-
tion of the playing field.

Design Note. For instructions on enter-

ing the 0-1-4 German ArKo siege artil-

lery umit, see 14.41.
esihn e St

8.4 Delaying German Starting Units. At
the start of the game, in the northern area
of the map, the German player will prob-
ably have more units available than he
wants to commit immediately to the still
close—in and restricted fighting front. Such
excess units may be held in the northern
OKH Reserve Area just as if they were

“reinforcements” being delayed for later
entry. (But note the restrictions on Game
Turn 1 OKH Reserve Areamovement given
in rule 5.3.)

8.5 Italian, Romanian and Hungarian
Units always enter play via the southern
OKH Reserve Area. Such units may never
enter the northern OKH Reserve Area.
Romanianand Hungarian unitsmay never
enter hexes in the other’s country.

8.6 Except for the restrictions of rule 5.3,
Soviet units may move and attack into the
ZOMO (north and south). They may not,
however, move or attack into the OKH
Reserve Areas in any way.

-
;

Beginners Note. When reading theseT\
rules, ignore all references to “Supply;”

you won't use those rules in your play.
- .

8.7 Soviet Reinforcements may enter play
via any Soviet—controlled and supplied
City and/or Large Town hexes on the
map. They are placed inany suchhexesthe
Soviet player desires during the MR Phase
at the start of each game turn after the first.
Stacking limits must be observed during
placement.

The Military District Cities and Large
Towns (shown in a gray tint on the map)
offer the Sovietplayer an advantagein that
they havebeendevelopedto handle greater
numbers of troops at one time. This greater
capacity allows for unitentry throughthose
hexes and all hexes adjacent to them.

For example, the most reinforcement
units the Soviet player could enter through
Riga (2705N) during any one game turn
would be 10, since that place is nota Mili-
tary District Headquarters City. ViaMinsk
(2817N), however, the Soviet might enter
up to 40 units during any one game turn;
that’s up to 10 units in the city hex itself,
and up to five more in each of the six
surrounding hexes. Note that this gives
two-hex Moscow the immense handling
capacity of up to 60 units per game turn.

8.8 All reinforcement units enter play at
their full step strength,in supply,and with
all their normal movement and combat
capabilities immediately available.
01d Hands Note. There are some re-
strictions placed on Leningrad under
| “Lake Supply” (see 8.9 and 9.16).
L
Q8.9 Soviet Game Turn 3 Tank Brigades.
When Game Turn 3 is reached, the Soviet
player should set aside that group of 48
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TBs. He thenrolls two dice each game turn
(starting Game Turn 3) and receives that
number of TBs as reinforcements from this
group. Subtract 3 from the dice roll if
Leningrad is German controlled, on lake
supply, or entirely cut off from supply.
Subtract 3 from the dice roll if one or both
Moscow hexes are German controlled, or
if that city is cut off from supply. A dice roll
modified to less than zero does not create
a deficit for later turns. Roll two dice once
each game turn until all 48 TBs are in play.
TBs received on subsequent turns are not
rolled for like these 48, and are received in
addition to whatever number is rolled.

€28.10 Soviet Game Turn 12 Ground Sup-
port Aircraft are not received if either
Moscow hex is German controlled or if
that city is cut off from supply. Further,
when received, the unit may only operate
within 10 hexes of Moscow.

8.11Soviet Guards Conversions. On Game
Turns 7, 10 and 11, the Soviet Reinforce-
ment Schedule (17.6) indicates “Guards
Conversions.” The Soviet may substitute
the indicated number and type of two-
step Guards formations for that number
and type of counterpart non-Guards units
onthemap. For example, on Game Turn 10
(INov), the Soviet is allowed one Guards
Tank Brigade (TB) conversion. During the
MR Phase, he should search his units on
the map (and/or being held in the RVGK)
and remove one fried tank brigade, while
immediately substituting the Guards TB
counter into the same hex. The removed
one-stepper is permanently out of play.

The only strictures are: 1) the converted
unit must be in full supply, not Lake Sup-
ply or OOS; 2) the converted unit must be
in a hex not adjacent to any German-side
unit. If no tried unit of the type to be
converted meets these two criteria, then an
untried unit of the same type may be con-
verted instead (but it, too, would have to
meet these two criteria). Guards conver-
sionsarenever delayed; they reeithermade
when mandated or are forfeit.

All Guards units enter at their full, two—
step strength and have all their movement
and combat abilities immediately avail-
able for use that game turn.

Design Note. There is no replacement |
process for replenishing reduced So-
viet Guards units within the course of a

_game. ‘

€2 8.12 Replacements represent levies of
new troopsand equipment (not themselves
PROUD MONSTER

represented by counters) used to replenish
ground units weakened by combat losses
or to reclaim Soviet rifle divisions from the
deadpile. Each replacement increment (or
“step”) is able to replenish one step of
combat strength. Once used, a replace-
ment step is permanently committed to its
receiving unit; it can’t be recalled or trans-
ferred to any other unit.

Q8.13 Replacement Restrictions. German
replacements may only be used to replace
reduced German divisions of the following
types: Infantry, Air Landing Infantry, Light
Infantry, Mountain Infantry, Paratroops,
and Static Infantry. No eligible German
unit once in the deadpile may ever be
reclaimed from there during the course of
a game. Axis-allied units never receive
replacements, but treat the German (Span-
ish) 250th Infantry Division as a German
nationality unit for replacement purposes.
Starting on Game Turn 3, the Soviet
player may replace previously eliminated
rifle divisions (only!) from the deadpile at
thestartof each game turn. He receives one
rifle division (never the two-step Guards)
per Military District City and Town hexes
that are in full overland supply at that
instant (the Mutual Reinforcement Phase
at the start of the game turns). In August,
that replacement rate is raised to two divi-
sions per Military District City / Town hex;
then in September it rises to 3 per hex; then
it increases to 4 per hex in October, 5 in
November, and 6 in December. Such units
are selected from the deadpile and entered
as if they were reinforcements, either di-
rectly into play or the RVGK, within the
normal limits given earlier for both those
operations. Soviet replacements may not
be accumulated from turn to turn.
€8.14 Replacement Procedure. Tobe able
to receive a replacement step, a reduced
German division of the eligible types must
be in supply (attenuated supply is O.K.). If
that stricture is met, simply flip the unit
back over to its full strength side during
the German Replacement, Withdrawal &
Mechanized Refit Phase of either player
turn couplet during any game turn. The
unit suffers no movement or combat pen-
alties for having been replenished. Fur-
ther, any given unit may be replenished
any number of times during a game.
Q 8.15 Replacement Availability. The
German starts the game with 28 replace-
ment steps available for use throughout
the game. Two counters are provided to
keep track of that declining amount on the
Victory Point Track printed on the map-

sheet. Within the strictures of 8.12 and 8.3,
the German player may commit any num-
berofreplacementsteps duringboth player
turn couplets of all game turns; but once
the initial allotment of 28 is gone, no more
are received.

Q 8.16 Withdrawals. Only the German
player is required to withdraw units from
the campaign during the course of the
game. The schedule and unit types to be
withdrawn are given on the German With-
drawal Table (see 17.4 on the chart and
table card). Within the types listed on the
chart, the German is free to select the exact
unit(s) to be withdrawn — such units may
be at reduced step strength. To be eligible
for withdrawal a unit need only be in
supply (attenuated supply is O.K.) some-
where on the map. Simply pick up the unit
and set it permanently aside; it will never
reenter play during the course of a game.

€2 8.17 Declining Withdrawals. The Ger-
man may decline to make any withdrawal
except those of his Ground Support Air-
craftand Flak Corps on Game Turn 12. To
do so, he simply states he’s declining a
withdrawal, on a unit by unit basis, and
then debits himself 1 VP per unit not with-
drawn. If he can’t make a withdrawal be-
cause no unit of the called for type is avail-
able (due to having been eliminated in
combat), no substitutions are made; sim-
ply debit the appropriate amount of VP.

Q 8.18 German Mechanized Refits. Only
German panzer and motorized infantry
divisions are eligible to replenish their step
strength using this process. Exception: the
2nd and 5th Panzer Divisions, which enter
on Game Turn 7, never get to refit.

2 8.19 Refits & Weather. All refitting is
permanently halted all across the map as
soon as the first M or S weather is rolled in
either weather zone (see section 13.0).

€28.20 Refit Procedures. To be able to refit,
an eligible unit must start a German RWR
Phase in supply (1ot attenuated supply),
reduced one or more steps, and ina hexnot
adjacent to any Soviet unit. Find the unit’s
refit counter and place it atop the selected
division with the “Refit” side showing.
The refitting unit may not move or attack
in any way during that German player
turn. The German player rolls a die and
consults the Refit Table (17.5); the refitting
unit is immediately replenished by the
indicated amount of steps. Any “extra”
steps granted by the die roll are simply
forfeit; no eligible unit is ever made stron-
ger than four steps.

9



Proud Monster

At the end of that German player turn,
remove the refit counter and place it on the
Turn Record Track in the box correspond-
ing to the present game turn, with the
division’s 1.D. showing. No eligible unit
may ever go through the refit process more
than once during a game. (Neither are
units required to refit, but it is extremely
cool to do so.)

Within the above strictures, any num-
ber of eligible German divisions may refit
during both player turn couplets of all
game turns prior to the weather going bad
(M or S)

‘ Demgn Note. The German’s mfantry—‘
classreplacementprocessisswifterthan |
his mechanized replenishment process
because the latter involves divisional
motor pool troops reclaiming and re-
building damaged and worn out tanks
and other motor vehicles. The infantry
processrequires onlythe amalgamation
or reinforcement of already formed tac- |
tical units. And since those divisions
are already moving at only a walking

pace, things can keep simply movmg
ahead at that slow speed. , J

8.21 German Security Divisions. The Ger-
man has nine security divisions in his or-
der of battle. These donotnormally appear
on the map, but the German may call them
outin groups of three during the MR phase
of any game turn(s). Each group called out
permanently debits the German 1 VP.
Called-out security divisions appear in
any in-supply, German-—controled city or
large town hex. They immediately begin
operating as 1-step infantry divisions.

Q 9.0 Supply

9.1 In general, units of both sides require
“supply” to operate at their full (printed)
potential formovementand combat. There
are no counters representing the supplies
consumed; instead, that process is repre-
sented through “supply line tracing.”

9.2 Soviet Supply States. There are two
supply states for Soviet units, and every
ground unit of that side in the game al-
ways exists in one or the other of them. A
Sovietunitis “supplied” (or “insupply”) if
it can trace a supply path of hexes of any
length to a supply source, or is directly
located in a supply source hex. If a Soviet
unit cannot do so, it is “out of supply” (or
“unsupplied,” or “OO0S,” or “cut off”).
9.3 German Supply States. Thereare three
supply states for German-side units, and
10

every ground unit of that side in the game
always exists in one of them. A German
unit is “supplied” (or “in supply”) if it is
located in a hex west of the “German At-
tenuated Supply Line” (or “GAS Line,”
running along the hexsides from 4000N/
4100N to 37155/3815S), and it can trace a
supply path of hexes of any length to a
supply source, or is directly located in a
supply source hex. A German unit is in
“attenuated supply” ifitis located in a hex
east of the GAS Line and can trace asupply
path of hexes of any length to a supply
source. A German unit unable to trace a
complete supply line of any length, no
matter what side of the GAS Line it’s on, is
“out of supply” (or “unsupplied,” or “cut
off”).

Demgn Note The entire Crlmean pen— ‘
insula, overtoand includinghex 38195,
isconsidered toliewest of the GAS Line.

9.4 Supply Lines. A supply line (or “path”)
consists of an uninterrupted chain of hexes
of any length traced (in the mind’s eye of
the player) from the unit back to a valid
supply source. Such paths may enter and
cross all kinds of playable terrain. In addi-
tion, Soviet units may trace their supply
paths into and across all-lake hexes and
hexsides in all kinds of weather.

Supply lines may not enter or cross
hexes occupied by enemy units, nor may
they be traced across all-sea hexes or hex-
sides (exception: see 9.15).

9.5 Supplied units of both sides have their
full printed movement and combat factors
available for use.

9.6 Attenuated Supply (AS) Effects. Ger-
man-side units thathave a supply line but
are actually located east of the GAS Line,
are on attenuated supply. Such units have
their full, printed movement and combat
factors available, and they defend nor-
mally, but must consult the German At-
tenuated Supply Table (GAST, 17.10) as a
final step before rolling the combat resolu-
tion die for both PAs and MAs. The effect
of the GAST is to either shift the German
attack odds to the left (worsen them) or
leave them unaffected. Note that several
cumulative die roll modifiers are listed
beneath the chart.

Design Note. In attacks where some
. attacking units are east of the GAS Line
and others are west of it, roll on the
GAST.

9.7 Effects of OOS. Nounitiseverreduced
or eliminated simply for being OOS; units
may exist indefinitely in the OOS state.
OOS units have their movement and com-
bat factors halved. When rounding, round
up remainders. For example, “half” of 5 is
3. When halving more than one unit in a
givenbattle,add up all the factors of all the
units to be halved, then make just one
division. (Of course, when halving move-
ment factors, divide each affected unit’s
MEF individually.)

German-side OOS units eastof the GAS
Line don’t consult the GAS Table when
attacking.

9.8 When to Check Supply. Check the
supply status of each of your units or stacks
atthestartofitsmovementand againatthe
start of each individual battle in which itis
involved (exception: for supply and Mo-
bile Assaults, see 15.4). Units found to be
OOS at the start of their movement have
their movement factor halved for that
movement phase. Units found to be OOS
at the start of a battle in which they are
participating have their appropriate com-
bat factor halved. Important: When mak-
ing combat supply checks, determine the
status of participating units of both sides,
not just the attacker’s units. German-side
units found to be on AS at the start of any
attack in which they are involved must
consult the GAS Table before finally re-
solving that battle.

9.9 Willful OOS. It is permissible for both
players to willfully move their units into
hexes wherein they will or may become
OOS or AS.

9.10 Soviet Supply Source hexes are any
and all non—enemy—occupied hexes along
the eastern map edges (60xxN/S). A So-
viet supply source hex loses its supply
providing capacity while occupied by any
enemy ground units; that capacity is re-
gained the instant the occupation ends.

9.11 German Supply Source hexesare any
and all non-enemy-occupied hexes of the
ZOMO, excluding only hexes 1913N,
2013N, and 2014N. Romanian and Hun-
garian units are further restricted in that
they may only trace to ZOMO hexes in
their own countries. (German nationality
units may trace to Hungarian/Romanian
ZOMO hexes.)

A German supply source hex tempo-
rarily loses its supply providing capacity
whileoccupied by any enemy ground units;
that capacity is regained the instant the
occupation ends.
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9.12 Appropriate Supply. The varioussup-
ply sourcesin the game work only for units
of the proper side or national army as
described in the rules above. If, for ex-
ample, the Germans captured aSoviet sup-
ply sourcehex, itdoes notbecomea supply
source for them.

9.13 Oranienbaum. Soviet units in hex
4100N always share the supply state of
Leningrad (4201N). Nosupply line tracing
isinvolved, butif Leningrad becomes Ger-
man controlled, or cut off even from Lake
Supply (see 9.16), and Soviet units in
Oranienbaum can'ttrace their own supply
line normally to the east edge,
Oranienbaum is OOS.

9.14 Lakes. As given in 9.4, Soviet units
may always trace their supply lines across
all-lake hexes and hexsides; German-side
units may only do so during “S” weather
(see 13.7 and 17.1).

9.15 The Sivash & The Kerch Straits. The
Sivash consists of the two all-sea hexsides
shared by 32155/32165/3315S. The Kerch
Straits consist of the two all-sea hexsides
shared by 3719S/3819S/3820S. Those are
the only all-sea hexsides on the map across
which supply lines of both sides may be
traced. (For more on those hexsides, see
12.16,13.7,14.20 and 15.3.)

9.16 Leningrad Lake Supply. If
Leningrad’s only available supply line
crosses one or more all-lake hexes or hex-
sides, that city is said to be on “Lake Sup-
ply.” While on Lake Supply, Leningrad
cannotfunctionasaMilitary District Head-
quarters City (meaning it can only receive
one stack of reinforcements per game turn
—see8.7). Further, the die roll for the Game
Turn 3 Soviet TB group is modified (see
8.9).

Design Note. German players: if you
- can’tmanagetotake Leningrad directly,
| or getinto hex 4300N, the key to stran-
gling the city lies in occupying hexes
 4301N, 4401N and 4500N. Historically,
the Germans only got into 4301N.

9.17 Soviet Black Sea Port Supply. Soviet
units in Black Sea ports of Odessa (2512S),
Sevastopol (2919S), and Novorossisk
(4022S), and also the Southern Ports Hold-
ing Box, are always in supply in those
hexes and box. Units outside those hexes
may not trace supply to them.

9.18 German Aerial Supply. The German
has two aerial supply counters he can use
throughout any and all game turns to pro-
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vide supply for one or two hexes of units.
Therearenorangerestrictions on the place-
ment of aerial supply; any German-side
unit or stack anywhere on the map can be
given aerial supply. Only one aerial sup-
ply counter may be used per hex.

Non-mechanized units on aerial sup-
ply have their full movement and combat
abilities. Mechanized units on aerial sup-
ply have their full combat capabilities, but
only have movement factors of six (6).
Whenmoving, aerial-supplied stacks must
stay together with the marker; any leave—
behinds orsplit-offs become instantly OOS
(or whatever supply state they’re dropped
off or move off into).

Eligible German infantry—class units on
aerial supply can receive replacements if
they don’t move or attack that player turn.
German mechanized can never refit while
on aerial supply.

German units attacking on aerial sup-
ply while east of the GAS Line must still
consult the GAS Table.

Theaerial supply markers may be rede-
ployed at the start of every German player
turn.

9.19 Von Paulus’ Pause. The German can
escape having to use the GAS Table by
declaring a “pause” at the end of Game
Turns 2 or 3. A pause lasts for three com-
plete player turn couplets. Thus, for ex-
ample,a pausedeclared attheend of Game
Turn 2 would last through all of Game
Turn 3 and the first couplet of of Game
Turn 4.

During a pause, German-side units
continue to function normally in all ways
except they cannot attack in any way, MA
or PA. Soviet operations are completely
unaffected. After the pause, German op-
erations resume with the added benefit
that the German player may completely
ignore the GAS Line for the rest of the
game.

The German is not required to declare a
pause, and may even abort one before it’s
completed. (In which case, of course, no
benefit is gained.)

Design Note. Gen. von Paulus (of
later Stalingrad fame) figured outina
staff study, shortly before the inva-
sion began, that if the German army
‘halted its offensive operations for 20
days sometime in mid-July to allow
for the staging forward of the main
Wehrmacht supply centers they’d be
able to resume campaigning with a

vastly improved logistical situation.
Three “Pause” markers are provided
in the counter mix for use on the Turn.
Record Chart.

9.20 German Supply Concentration. An-
otherway the German can escape the GAST
and the effects of attenuated supply is to
declare a “supply concentration.” That
means all available supply is concentrated
to support 18 units for offensive
operations.The German can declare sup-
ply concentration at the beginning of any
of his player turns; and it can be rescinded
or reaffirmed at the start of all subsequent
German player turns any number of times
during play. Aerial supply is unavailable
during concentrated supply player turn
couplets.

When declared, the German should
immediately place all 18 Supply Concen-
tration Markers atop the units he wants to
get the supply. The selected units are not
automatically in supply; they must still
trace a supply line to the west, but they are
freed from all GAS Line considerations.
The German is not required to select all
mechanized divisions to receive this sup-
ply (though it’s certainly most efficient if
he does s0), nor is he required to keep
selecting the same units when he rede-
ploys the markers at the start of each of his
player turns.

The effect on all unselected German—
side unitsis that they may notattack inany
way, nor may they move more than one
hex. Their defense strength is still deter-
mined by normal supply tracing require-
ments.

Q 10.0 Aircraft & Flak

10.1 Flak Corps. The three German Flak
units are normal mechanized units in re-
spect to supply, movement costs, etc., but
they may never attackinany way (nor may
they “ride along” on MAs). On the de-
fense, Flak’s effect is to cause all Soviet
Tank units attacking that hex to halve their
attack factors.

The only strictures for generating this
effect are: 1) the Flak hex must be in full-
overland, attenuated, or aerial supply;and
2) there must be at least one non—flak unit
in the German-occupied hex. Flak caught
alone, or stacked only with other flak,
merely defends with its regular defense
factor.

All surviving flak is withdrawn during
the first German RWR Phase of Game
Turn 12 (see 8.16).
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' DesignNote. By early December, heavy
flakammowastooscarcetoallow those |
units to go on having the same great
 effectsthey had earlier in the campaign.

10.2 German Ground Support aircraft are
committed during the Commitment Phase
(step B2 in the turn sequence) of every
German player turn prior to Game Turn
12. Simply place them, no more than one
per hex, on any German-side stack any-
where on the map. They stay with the
selected stack, supporting its combat op-
erations on offense and defense, until the
start of next Commitment Phase.

Each German aircraft unit is worth a
variable number of ground support points
(that is, combat factors) every player turn
couplet (see 17.8). Those points are simply
added to the total of German-side attack
and defense factors in the supported stack
wheneveritenters combat (MA and PA). If
a supported stack splits up, the German
simply picks one unit or portion of the
stack to continue receiving the support
while the other units move off. No battle,
however, may ever have more ground
support points figured into its total than
there are combat factors being contributed
by ground units in the supported stack.
Ignore any excess air points.

Ground support has no range require-
ments, nor does it trace supply, though
giving ground support to a stack does not
by itself over turn the need to check GAS
Line rules. Ground support may never be
given up to satisfy step loss requirements.

All German ground support is perma-
nently withdrawn from play at the start of
Game Turn 12.

10.3 VIII FliegerKorps. Though by Soviet
standards virtually all the German planes
and pilots committed to Barbarossa were
of excellent quality, that was particularly
true of Gen. von Richtofen’s VIII
FliegerKorps. Without doubt, its overall pi-
lot quality was the highest, and it was
always moved around to give support to
the Schwerpunkt. Accordingly, in addition
to contributing its normal ground support
factors to battles, the VIII also generates a
one—column combat odds shift in the sup-
ported German units’ favor.

10.4 Soviet Ground Support. The single
Soviet ground support unit, representing
sorties flown historically by the planes of
the Red Air Force’s 6th Interceptor Corps,
becomes available at the start of Game
Turn 12. It operates the same way as Ger-

12

man aerial support, with a support factor
of five (5),butnever any column shifts. The
aircraft marker is not received if one or
both Moscow hexes is German controlled,
or if both Moscow hexes are OQOS at the
start of Game Turn 12. Further, the 6th may
never enter hexes farther than 10 hexes
from either Moscow hex.

 Historical Note. At the end of 1941,
only the Moscow area had the concen-
 tration of airfield facilities necessary to
support such an effort.

0 11.0 Soviet Sea
Movement

11.1 In general, only some of the Soviet
player’s units may use sea movement, and
only in the Black Sea. Tank and Motorized
Rifle Divisions may not use sea movement;
all other Soviet unit types may. The gen-
eral rule is the Soviet player may have up
to five eligible units involved in Black Sea
movement during each of his player turns.

11.2 Procedure. Units to be sea moved
must begin a Soviet movement phaseina
porthex (see 9.17) or in the Southern Ports
holding box. From there they may be
moved to any other Soviet controlled
port(s), or into the holding box, or to an
amphibious invasion. The Soviet player
should always complete all sea movement
before any land movement is begun. Not
all sea movement during a given turnneed
originate or end in the same hex as long as
the overall five unit per turn limit is kept.
Units using port—to—port sea movement
may not make a further ground move or
attack that same player turn.

' Desig‘nithe.‘ The holding box counts
‘asa port. ‘ ‘

11.3 Entering the Holding Box. Newly
arriving Soviet reinforcement units may
be placed directly into the Southern Ports
holding box, rather than entering through
a large town or city on the map. Likewise,
Soviet units may be deployed from the
RVGKinto thebox. Butunits may notenter
theboxand then use sea movement during
the first player turn couplet of that same
game turn. There are no stacking limits in
the holding box, but once there, units may
only exit via sea movement. Units in the
holding box are always in supply. There is
no way for the German player’s units to
attack or occupy the box.

11.4 Invasions. The Soviet player may use
his sea movement capabilities to make an
“invasion” anywhere along the Crimean
southern coast from 28175 to 3620S, inclu-
sive, once during each of his player turns.
This capacity doesn’t exist in addition to
regular port-to—port sea movement; it is
partofthat overall five unit per turn capac-
ity.

The invading unit or stack is tempo-
rarily placed in the all-sea hex closest to
the coastal hex being invaded. If thathexis
not enemy occupied, immediately move
the invaders ashore — they may not move
farther or attack that same player turn.

If the hex is enemy occupied, make the
invasion PA the first one to be resolved in
the comingSoviet Prepared Assault Phase.
All such attacks suffer a one column left-
ward odds shift in addition to any nor-
mal odds shifters that might apply. All
invading units are considered fully sup-
plied throughout the Soviet player turn of
their landing; after that they must trace
normally, either directly overland or by
getting themselves into some nearby port
hex.

If the invasion PA fails to clear the
attacked hex of enemy units, all invading
units are eliminated. If the invaders get
ashore, they must then obey the same stric-
tures as those given above for unopposed
landings.

Thereisno “evacuation off thebeaches”
possible for invaders; all sea movement
starts in ports or the holding box.

12.1 In general, every ground unit in the
game has a “Movement Factor” printed in
its bottom-right corner. That factor is the
number of “Movement Points” (also called
“Movement Factors,” or “MFs,” or “MPs”)
available to the unit to use to move across
the hex grid during its side’s movement
phase each player turn couplet.

Units move from hex to adjacent hex
(no “skipping” of hexes is allowed), pay-
ing varied costs to doso, depending on the
type of unit moving, and the terrain in and
along the hex being entered.

The movement of each player’s ground
unitstakes place only duringhisown player
turn’s movement phase. No enemy move-
ment takes place during you own player
turn. Exception: retreat-after—combat (see
14.32).

12.2 Limits. MPs may not be accumulated
from turn to turn, nor may they be loaned
or given from one unit to another. Aplayer
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may move all, some or none of his units, as
hechooses, ineach ofhismovement phases
throughout the game. Units that move are
notrequired to expend all their MPs before
stopping. Themovementofeachindividual
unit or stack must be completed before
thatofanotherisbegun. A playermay only
adjust the position of an already moved
unit or stack if his opponent allows it.

12.3 Minimum Movement Ability. Each
ground unit is guaranteed the ability to
moveatleastonehex duringits movement
phaseby expending all its available MPs at
the beginning of its movement. This guar-
antee does not allow units to enter hexes or
cross hexsides that are otherwise impass-
able to them.

Old Hands Note. Nor does 12 3 a.llow
‘mech units to au’comatlcally launch
,'MAs. , ~

12.4 Enemy Units. Your ground units may
never enter hexes containing enemy
ground units.

- Old Hands Note. For a cnhcal excep—
tion to 12 4, see section 15 0.

12.5 Stack Movement. To move together
as a stack, units must begin their side’s
movementphasealready stacked together.
But units are not required to move to-
gether simply because they started the
movement phase in the same hex — such
units might be moved together, individu-
ally, or in smaller sub-stacks.

12.6 Splitting Stacks. When movingastack
youmay haltit temporarily to allow a unit
or sub-stack to split off and move away on
a separate course. The units left behind in
the original (“parent”) stack may then re-
sume their own movement, even splitting
off other units again, if desired. But once
you begin moving an entirely different
parent stack (or individual unit that began
in a different hex), you may no longer
resume the movement of the earlier stack
without your opponent’s permission.

12.7 If units with differing movement fac-
tors are traveling together in a stack, the
stack must use the movement factor of the
slowest unit. Of course, as the slower units
exhaust their MFs, you may leave them
behind and continue on with the faster
ones.

12.8 Terrain & Movement. All terrain fea-
tures on the map are classified into two
broad categories: Natural, and Manmade.
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Both of those categories are divided into
several different types (see below).Thereis
nevermore than one type of natural terrain
in any one hex. More than one type of
manmade terrain may exist in one hex
along with the natural stuff.

12.9 Natural Terrain. There are five types
of natural terrain on the map: Clear, Forest,
Hills, Marsh, and Rivers. The effects those
various terrains have on the movement of
ground units are described below, and are
summarized on the Terrain Effects Chart
(or “TEC,” see 17.9) for quick reference.

12.10 Clear terrain is the “base” terrain of
the game. It’s just that — clear. That is,
hexes with only clear terrain in them rep-
resent areas devoid of any natural features
thatwould enhance defense or slow move-
ment at this level of operations. Each clear
hexcostsall ground units 1 MP toenter. All
city hexes are considered to have a base of
clear terrain.

12.11 Forest hexes represent areas where
the primary ground cover is trees. Each
forest hex costs mechanized units 2 MP to
enter, while non-mechanized units pay 1
MP. See also 12.20.

12.12 Hills represent areas dominated by
hilly or broken terrain. All mechanized
units pay 3MP per hillhex entered; cavalry
and mountain infantry pay 1 MP, and all
other non-mechanized units pay 2 MP.

12.13 Marsh hexes cost non-mechanized
units 2 MP per hex entered. Mechanized
units pay 4 MP per Marsh hex.

12.14 All-Sea hexes may only be entered
according to the strictures of rules section
11.0, and then only by certain Soviet units
(see section 11.0).

12.15 Rivers run between hexes, along the
hexsides, rather than existing in-hex like
the terrains described above. All non—
mechanized units can cross river hexsides
by paying one extra movement point
(shown on the TEC as “+1”). “Extra” here
means in addition to the terrain cost for
entering whatever hex is crossed into. All
mechanized units can cross river hexsides
by paying two extra movement points (+2)
to do so. Normally eligible units can re-
treat— and advance-after-combat across
rivers (see 14.32).

12.16 The Sivash & The Kerch Straits are
defined in rule 9.15. All ground units of
both sides are eligible to cross those hex-
sides, but to do so they must start their
side’s movement phase already stacked in
a hex with the Sivash /Kerch hexside to be

crossed. The crossing then uses up all their
available movement factors for that player
turn (see also 13.7, 14.20 and 15.3).

OldHands Note Asyou’dexpect, natu-

ral terrain costs and combat effects are

greatly affected by weather changes
F (see section 13.0).

12.17 Manmade Terrain exists in seven
types: the International Border, Towns,
Large Towns, Cities, Fortifications, Heavy
Fortifications, and the Stalin Line.

12.18 International Borders are in them-
selves just lines drawn on the map be-
tween the German Reich and the USSR.
Accordingly, those borders have no direct
effect on movement or combat (but see

5.3f1).

12.19 Manmade Terrain has no effect on
movement. The movement cost for enter-
ing hexes containing manmade terrain is
determined by the natural terrain in them.

2 12.20 The Minsk-Moscow Highway
runs between 2817N and 5017N. It’s only
effectis to allow mechanized units of both
sides moving along its course to enter for-
est hexes for only 1 MP each. But the high-
way completely and permanently ceases
to exist with the advent of the northern
weather zone’s first M or S weather (see
section 13.0).

Old Hands Note. Despite the mythol- |
ogy aboutitherein the West, the Minsk—

Moscow “highway” hardly qualified

as that by our standards. The heavy
military traffic the war placed on it
quickly ground its surface to pieces,
and the autumn rasputitsa entirely fin-
ished it off for the year.

12.21 Cumulative Effects. The total move-
ment cost for entering any hex is always
the sum of all the applicable terrain types
involved. For example, a mechanized unit
crossing a river hexside into a hill hex
would pay a total of 5 MP to do so. That s,
3 MP to enter the hill hex, and 2 “extra” to
cross the river hexside.

12.22 Off Map Movement. Except within
the provisions of 8.16, no unit once in play
on the map may be moved, advanced, or
retreated off it.

Design Note.Sovietplayers: thatmeans
the same unit may not go into and out
of the RVGK more than once per gam
(see 8.1).
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0 13.0 Weather

13.11In general, at this scale of simulation,
weather makes itself felt by affecting
ground conditions. (The worsening
weather aloftis partially the reason for the
declining German Ground Support Air-
craft strengths.)

13.2 Weather Zones. Note there are two
weather zones delineated on the map, a
Northern Zone (NZ) and a Southern Zone
(SZ). The NZ is far larger than the SZ,
which only exits on the south map in the
Crimean area. Both zones may share the
same weather, or each may have its own,
depending on the die roll when consulting
the Weather Table (17.1 on the card).

TheSZ’s weatherisalways theNZ’sdie
roll minus two (=2). Don’t make two die
rolls. Consult the table once at the start of
every player turn couplet beginning with
Game Turn 7 (I Sep).

13.3 D means Dry. There is no effect on
movement or combat.

13.4 R means Rains have begun. All Ger-
man-side units lose one MP (1) from their
movement allowance during R couplets.
There are no effects on Soviet units.

13.5 M means enough rain has fallen in a
short enough time to generate general
Muddy quagmire conditions. All dry
weather in—hex terrain costs are doubled
for both sides; but hexside terrain costs
remain unchanged. No Mobile Assaults
can be conducted by either side.

13.6 F means temperatures have generally
fallen below Freezing, resolidifying the
ground, but there is no or little snow. The
effects are the same as D weather, except
allunits completely ignorerivers formove-
ment and combat, and marsh hexes are
treated as if they were clear terrain in D
weather.

13.7 S means temperatures continue be-
low freezing, but now deep Snow also
clogs the ground. All units ignore rivers,
the Sivash, and the Kerch Straits for move-
ment and combat. Treat marsh as clear
terrain; but all D weather in—hex terrain
costs are now doubled, so marsh is now 2
MP per hex for all units, as is clear terrain.
NoMAsareallowed. Unitscanmoveacross
all-lake hexes and hexsides, but may still
not end their move in all-lake hexes, nor
may they attack across all-lake hexsides.
In addition, all Soviet Prepared Assaults
receive a one column rightward odds shift
on the CRT.

14

Design Note. The two Sivash hexsides
are considered to lie in the southern
weather zone (see 12.16).

13.8 Deep Winter. The first time Sisrolled
for the Northern Zone, that becomes the
weather there for the remainder of the
game. But keep rolling (and subtracting 2)
for weather in the Southern Zone until that
result also yields S for the first time.

13.9 Refits. All German panzer and motor-
ized infantry division refits permanently
cease the first time M or S weather occurs
in either weather zone.

13.10 The Minsk-Moscow Highway is
permanenﬂy neutralized the first time M
or S weather occurs in the NZ.

14.0 Combat — Pre-
pared Assaults

14.1 In general, combat takes place be-
tween adjacent opposing units during the
combat phases in every player turn cou-
plet. Attacking is always voluntary; the
mere factof opposing units”adjacency does
not necessitate combat, except as given in
11.4. The player whose player turn itis, is
considered “the attacker,” and the otheris
considered “the defender,” no matterwhat
the overall situation across the map.

|

‘Beginners Note. Battles that take place
during the Combat Phase are referred
to as “Prepared Assaults” (“PAs”).
That's as opposed to battles that take
place during the movement phase and
are called “Mobile Assaults” (“MAs").
You won't be using MAs in your play,
but you need to know those two abbre-
viations to be able to use the TEC (see
17.9). '

14.2 Multiple Defenders. If there are two
or more enemy units in a hex being at-
tacked by your units, youmay only attack
that stack asif itwere one large, combined,
defending unit.

14.3 Multi-Hex Attacks. An enemy occu-
pied hex may be attacked in one PA by as
many of your unitsas you canbring tobear
from one, some, or all the surrounding
hexes. However, no more than one hex
may ever be the object of any one attack.
For example, a unit in 2407N may not
attack into both 2406N and 2506N during
the same combat phase.

14.4 Indivisibility of Units. No single at-
tacking unit may have its attack factor

divided and applied to more than one
battle. Likewise, no defending unit may
have part of its defense factor attacked by
one or a few attackers, while another part
is attacked by others. No attacking unit
may attack more than once per combat
phase, and no defending unit may be at-
tacked more than once per combat phase.

14.5 Attack Sequencing. Thereisno artifi-
cial limit on the number of attacks each
player may resolve during his combat
phase. The attacker need not declare all his
attacks beforehand, and he may resolve
them in any order he wishes, as long as the
resolution of one is completed before that
of the next is begun.

0ld Hands. For the exceptiongio that
last, see 11.4.

14.6 Stacks on the Attack. It's not neces-
sary for all the units you have stacked ina
given hex to participate in the same attack.
Some of the units might attack into one
defender hex, while others attacked into
someother(s), or simply didn’tattackat all.
No defending unit, though, mayever refuse
combat.

Q 14.7 Fog of War. Neither player may
ever look beneath the top unit of enemy
stacks until the time comes in the combat
resolution process for odds computation.
Once an examination has been made, the
attacker may no longer call off that attack.

Beginners Note. In your games both
players are always free to examine the
other’s stacked units.

14.8 Combat Procedure. Normally the at-
tacking player should strive to have more
attack factors involved in a given battle
than the defender has defense factors.Such
battles are called “high odds” attacks. To
resolve such fights, the attacking player
must begin by calculating his “odds.” Do
that by adding up the attack factors of all
the attacking units involved in the battle;
then add up the defense factors of the
enemy units defending in the battle. Di-
vide that defender—total into the attacker—
total, and round down any remainder.

E{igh Odds Example: 26 attack factors
vs. 7 defense factors yields an odds
ratio of 3:1. That is, 26:7=3.71, which
rounds down to 3. To turn that “3” into
a ratio, you must set a “1” next to iton
‘ theright. Thus “3”becomes “3:1” (which
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isread “3-to—1”), which corresponds to

_ a column-heading on the Combat Re-
sults Table (CRT) printed on the chart
and table card (see 17.7).

Old Hands Note. Don't forget to take
both sides’ immediate supply
. situation into account. See 9.8.

14.9 Poor Odds Attacks. Battles in which
the attacking force has fewer combat fac-
tors than the defender are called “poor
odds attacks.” Procedures are modified in
thatnow youdivide the defender’s total by
the attacker’s; round up remainders, and
set the “1” on the left side.

Poor Odds Example. A force with 5
attack factors is attacking a force with
11 defense factors: a “poor odds at-
tack.” Divide 11 by 5 (11+5=2.2), and
round up (2.2 becomes 3), then set the
“1” on theleft of that “3,” yielding odds
of1:3 (“1-t0-3").

Beginners Note. “High Odds” and
“Low Odds” attacks are simply terms
of convenience, good for nothing more
than indicating which of the two calcu-
lating procedures you'll use for a given
battle. It's possible fo have
successes with low odds attacks, and
 fiascoesathighodds. Ingeneral, though,
the higher your combat odds, the better
the chances for success in any attack.
That s, you want to be attacking on the
right side of the CRT (4:1, 5:1, 6:1, etc.).
And, of course, in situations where the

two sides,hayve‘ precisely the same
amount of combat factors, no math-
ematics are necessary; odds will be 1:1.

14.10 Odds Limits. Note that the column
headings on the CRT range from 1:3 to 7:1.
Oddsgreater than7:1 areresolved without
a die roll; their result is always “0/E.”
QOdds less than 1:3 are also resolved with-
out a die roll; their result is always “4/0.”

Beginners Note. The 'meaning of the
results on the CRT is explained below.

14.11 Combat Modifiers. The odds ob-
tained in the odds calculation processes
given in 14.8 and 14.9 may be modified
(“shifted”) by the terrain in the defender’s
hex and/or around its perimeter. All ap-
plicable combat modifiers are cumulative
in their effects. That is, in every battle all
applicable modifiers are determined and
their effects taken into account before the
final odds ratio is determined and the die
is rolled to get a combat result.

Q 14.12 Minimum Combat Factors. Note
that no lone unit or stack in the game ever
has its combat factors reduced to below
“1” for any reason or combination of rea-
sons. Whenever stacked or multi—unit or
multi-hex situations arise wherein com-
bat factor reductions are to be made,
total all the units’ factors liable to a com-
mon reduction(s), and then make just one
grand reduction (and round up any re-
mainder).

Q14.13 Ground Support. See section 10.0;
and see 15.5 for Ground Supportand MAs.

Q14.14 Concentric Assault. Ifa defending
hex is attacked by units in opposite hexes,
or by units in three hexes with one hex
between each and the next, or by units in
more than three hexes, that attack gains a
one column rightward (1R) odds shift, In
the diagrams below, the defending unit is
being concentrically assaulted:

Q Old Hands Note. The concentric as-
sault odds shift is available when at-
tacking intact fortifications, heavy for-
tifications, and the Stalin Line. It is not
available, however, when Soviet units
attack German-side units in “hedge-
hogs” (see 14.40).

Design Note. A good part of the odds
shiftobtained by theattackerwhencon-
ducting a concentric assault is due to
the disruption such a tactic has on the
defender’s logistical situation and sup-
port apparatus.

14.15 Clear & Forest. Units defending in
clear or forest hexes derive no benefit to
their defense because of that terrain.

©Q Old Hands Note. See 15.10 for an
f importantexception aboutforesthexes.

14.16 Hills. Units defending in hill hexes
always receive a one column leftward (1L)
odds shift. For example, a 3:1 would be-
come a 2:1.

Q 14.17 Mountain Infantry units attack-
ing into hill hexes use their defense factor
astheirattack factorwhen calculating com-
bat odds for that battle.

Concentric Assault Examples (14.14)

PROUD MONSTER
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14.18 Marshes generally have no combat
effects, except both sides’” tank (panzer),
assault gun, and armored reconnaissance
units have their attack factor halved when
attacking intosuch hexes. Further,noMAs
may be launched into such hexes.

14.19 Rivers. If all the attacking units in a
given battle are attacking across river hex-
sides, the defenders in that battle receive a
one column leftward (1L) odds shift.

14.20 Kerch Straits & Sivash. If all the
attacking units in a given battle are attack-
ing across major river hexsides, the de-
fenders in that battle receive a two column
leftward (2L) oddsshift. Further, bothsides’
tank (panzer), assault gun, and armored
Reconnaissance units have theirindividual
attack factors reduced tojust one (1) when
attacking through such hexsides.

Important Note. For the purposes of
14.19 and 14.20, if just one attacking unit is
coming in across a non-water hexside, no
defender shift is received.

Q OId Ha'nds N,okfe;’ Rér’nember,
 weather changes have effects on
terrain’s combat effects (see 13.0).

14.21 Towns by themselves do not gener-
ate any odds shifts (but see 14.40).

14.22 Large Towns. Units defending in a
hex with a large town in it receive a one
column leftward (1L) odds shift.

14.23 Cities. Units defending in city hexes
receive a two column leftward (2L) odds
shift. Further, both sides’ loss points are
doubled, with zero (0) results becoming
ones (1). See also 6.5.

Beginners thé.' Completely ignore
 fortifications, heavy fortifications, and
the Stalin Line in your play.

() 14.24 Soviet Fortifications (“Forts”) al-
ways exist in one of three states: “uncom-
pleted,” “intact,” or “destroyed.” At the
start of the game, the Luga, Leningrad,
Vyazma, Mozhaisk,and Moscow fortlines
are incomplete; all others are intact.

Q14.25 Aborting Uncompleted Fort Lines.
An entire uncompleted fort line is aborted
(never achieves “intact” status) if any Ger-
man-side ground unit enters one or more
hexesofitbefore thatline’sactivation game
turn begins (see the SFAT, 17.3). Uncom-
pleted forts generate no combat effects
prior to their line’s activation.

Note the Leningrad “line” actually con-
sists of only one hex (4300N), and Tula
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(4921N) is considered part of the Mozhaisk
Line. Note also the Luga Line has two
portions, a northern portion (3801N -
4303N), and a southern portion (4003N -
4105N). If a German move aborts the un-
completed southern portion, the northern
portion remains unaffected; but if the un-
completed northern portionisaborted, the
southern is also automatically aborted.
Unaborted, both portions activate at the
start of Game Turn 3.

Q 14.26 Destruction of Intact Fort Hexes
occurs only on a hex by hex, not line by
line, basis. A Soviet-occupied intact forti-
fication hex only becomes destroyed when
German-side units launch an attack (MA
or PA) into the hex, eliminate all the units
defending there, and then occupy the hex
in an advance—after—combat (see 14.39).
Once destroyed, a given fortification hexis
considered destroyed for the rest of the
game — after that, only the natural terrain
in the hex will affect movement and com-
bat there.

Q Old Hands Note. There are no Ger-
- manfortifications on themap. If needed
as a reminder, use some of the hedge-
hog markersincluded inthe countermix
to designate destroyed Soviet forts and
heavy forts. In situations where a line of
such hexes has been destroyed or
 aborted, place one marker at each end

_of it

) 14.27 Forts in Combat. Soviet units de-
fending in intact fort hexes receive a one
column leftward (1L) odds shift in addi-
tion to any other applicable combat modi-
fiers due that hex.

Q 14.28 Heavy Fort Defensive Shift. So-
viet units defending in intact fort hexes
receive a two column leftward (2L) odds
shift in addition to any other applicable
combat modifiers due that hex. Other than
this difference, forts and heavy forts are
completely the same.

Q14.29 Forts & German Supply. German
supply lines may never be traced into or
through intact fort or heavy fort hexes.

14.30 The Stalin Line doesn’t share any
of the characteristics of forts and heavy
forts beyond the “intact/destroyed” reck-
oning. That is, the Stalin Line starts the
game intact, but Soviet units defending in
those hexes each receive only a plus-one
(+1) combat factor boost to their defense
factors. For example, a 3-1-7 and 3-3-5
stacked together in an intact Stalin Line

hexwould bereckoned asa3-2-7 and 34—
5, respectively, when defending there.
German supply lines can pass into and
through intact Stalin Line hexes.

Q Old Hands Note. Forts, Heavy Forts,
and the Stalin Line can be MAed (with-

outany special combat reduction to the
mech units, etc.), and the Luftwaffe can
fly ground support for units attacking
into them. Further, all those defensive

works have no intrinsic defense values,
and when unoccupied by Soviet com-
bat units, may be entered freely (and
thus instantly aborted or destroyed) by
Lany moving German-side ground units.

14.31 Final Combat Resolution. After all
applicable modifiers have been applied
and a final CRT odds column determined,
the attacker rolls one die and consults that
chart (17.7) to get a “combat result.” For
example, a roll of “5” at 7:1 yields a result
of “0/5.”

Design Note. Got that about the odds
shifters? Apply all the applicable modi-
fiers first, then go to the CRT and find
your odds column. For example, if
you're attacking at 20:1 odds and there
are modifiers operating that give a 2L -
shift, you're actually attacking at 18:1.
Meaning you resolve it without a die
roll as an automatic “0/E” result. You
don’t convert that 20:1 toa 7:1 (the high-
est column on the chart) and shift 2.
from there.

14.32 Combat Results. The number to the
left of the slash applies to the attacking
force; thenumber to therightapplies to the
defenders. The numbers in a combat result
may be absorbed in two ways: 1) step loss
and/or unit elimination; and 2) defender
retreat. Note, however, that the defender
retreat optionis available only to German-—
side defending units in PAs. The defender
must always completely absorb his com-
bat result in each battle before the attacker
absorbs his.

|

Beginners Note. In your play, ignore
option 2 above.

Q 14.32 German-side Defender Retreat.
Only the German player has the option of
retreating all of his involved defending
units in a battle one hex (never more) in
order to satisfy one increment of his com-
bat result. The retreating unit or stack may
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retreat into any adjacent hex empty of
Soviet units (intact, butempty, forts, heavy
forts and Stalin Line, O.K.). If there is more
than one such hex available, the German
player must retreat his units in the direc-
tion that takes them closer to their nearest
source of supply. (If more than one route
fulfills that requirement, it’s his choice.)
Q2 14.33 Retreat Movement doesn’t cost
any MPs and has nothing to do with the
movement costs involved in Movement
Phase movement. Retreating units, though,
must still observe normal movement pro-
hibitions. Forexample, retreating units may
not retreat into all-sea hexes., nor may
units retreat across Sivash or Kerch Straits
hexsides unless S weather is in effect in
their zone.

Note also that retreating is an all-or—
nothing proposition for the defending units
involved. That is, the German player may
not retreat just one or some units from a
defending stacking, leaving others behind.
All go, or all stay, and the move of the
entireretreated force (nomatterhow many
steps or units it contains) satisfies only one
increment of the combat result. Stacking
limits must be observed in retreat move-
ment. If the only retreat path open would
result in overstacking in that hex, the de-
fending units must stand their ground and
absorb their entire combat result as step
losses.

Q2 14.34 Retreating Into Battle. If defend-
ing German-side units from one battle
retreat into a hex containing other Ger-
man-side units, and that new hex comes
under attack that same combat phase, the
units that retreated into the new hex in no
way contribute to their new location’s de-
fense. Further, if the defenders in that new
hex receive any combat result other than
“0” (zero), thejust-retreated—in units from
the earlier battle are automatically elimi-
nated, and their elimination does not serve
to satisfy any of the current combat’s de-
fender result.

Old Hands Note. ‘Retreat—;{afte:rjfcom—ﬁ f
batisneveravailablein MAs, only PAs. |

Beginners Note. Read and use only the

first paragraph of rule 14.35 in your
 play. Apportionsteplosses amongyour
 involved units as you see fit. -

14.35Step Losses. Every strengthstep given
up from involved units satisfies one incre-
ment of combat result. For example, flip-
ping a two-step unit to its reverse side

PROUD MONSTER

satisfies one increment of a combat result
of “2;” eliminating the unit would entirely
satisfy the full result.

With two exceptions, step losses may
be apportioned by each player among his
involved units in each battle as he sees fit.
The first exception applies only when the
attacker (MA or PA) has one ormore panzer
or tank units involved. In such cases, the
very first attacker step loss must be taken
from one such unit. (Note that motorized
infantry/rifle, assault guns and armored
recon units are not considered “panzer/
tank.”) After thatfirst-attacker-loss require-
ment is met, the second restriction — this
time applied to both sides” units — is that
no involved unit may be entirely elimi-
nated before all involved units have been
reduced to a single strength step.

Whenever a defending German force
will both retreat and take a step loss, it
should absorb the step loss first, in the
original hex, then perform the retreat.

Design Note. Given the structure of the
two armies, the second paragraph of
14.35 will have much more effect on
German play than it will on that of the
Soviet. Also, be sure to review rule
14.23 in relation to step losses.

€2 14.36 Soviet Cavalry Divisions & Bri-
gades. All Soviet cavalry divisions and
Sovietbrigades of every type counteach as
only a half-unit for purposes of satisfying
LP requirements. For example, if two So-
viet brigades were stacked in a hex and
attacked, with the attacker scoring 1 LP
against them on the CRT, both those bri-
gades would have to be eliminated to sat-
isfy that one LP requirement.

14.37 Zero Results. A “0” (zero) combat
result means the units of that side are not
affected in anyway — no retreats, no step
losses (but see 14.23).

14.38 “E” Results mean all involved de-
fending units are “Eliminated.” That is,
they are completely destroyed and re-
moved from the map to the dead pile.

14.39 Advance-After-Combat. Whenever
the defender’s hex in a Prepared Assaultis
left vacant of defenders, whether by elimi-
nation or retreat, the victorious attacking
units may advance-after—combat into that
hex (stacking limits must be observed).
Such advances are not considered part of
normal movement, and they don't cost
any MPs, but advancers must still observe
normal terrain prohibitions.

Advancing is an option; they are never
mandatory. But the decision to advance or
stay must be made immediately after the
battle is resolved and before that of any
other is begun. Further, it is not necessary
for an advancing attacker to try to stack—
full the newly won hex; he may send just
one or a few units, if he wishes, rather than
a full stack. Also note there is never any
defender—advance-after-combat; victori-
ous defenders simply hold their place.

14.40 Hedgehogs. During the December
game turn, the German player may form
his defending units and stacks into all-
around defensive formations called
“hedgehogs.” Hedgehog declarations are
made (and rescinded) at the very start of
both German movement phases that game
turn. Only German units (and any Axis—
allied stacked with them) in Town, Large
Town and City hexes are eligible to form
hedgehogs. Supply state and Soviet adja-
cency isnota consideration. Place a hedge-
hog marker atop the selected hexes.

The effectis to deny such laagered units
the retreat-after—combat option and all
ability to attack. Further, the hedgehog
itself generates a two column leftward (2L)
odds shift for the defenders (in addition to
whatever would be normally available in
the hex), and also makes it impossible for
the Soviet to gain the concentric odds shift
when attacking them. Supply is still fig-
ured normally, and hedgehogged units
can receive aerial supply.

Italian, Hungarian, Romanian, Croat,
Spanish and French units not stacked with
at least one German nationality unit can-
not form their own hedgehogs.

14.41 German ArKo. The 0-1-4 German
siege artillery unit is a reinforcement unit
with no specific entry turn. That is, the
German may “organize” it out at the start
of any game turn. The unitis placed in any
German-controlled and supplied (attenu-
ated O.K.) city orlarge town hexnotnextto
any Soviet unit at that instant. The unit
cannot move during the first player turn
couplet after it’s called out; after that it
maneuvers like any non-mechanized unit.

The unit never attacks on its own, but if
stacked with other units that are making a
PA into a city, large town, fortification or
heavy fortification hex, the effect of its
presenceis to increase the defenders’ com-
batresult (notthedieroll, theresult) by one
(1). Once called out, the ArKo staysin play
until eliminated. The ArKo counts as a
whole unit for stacking purposes.

17



Proud Monster

o 15.0 Combat — Mo-
bile Assaults

15.1Mobile Assault. All mechanized units
of both sides can conduct a special form of
attack carried out during movement. This
is called “Mobile Assault” (“MA”). All
types of mechanized units can participate
inMAs, but motorized infantry /riflemust
be accompanied by at least one tank
(panzer), assault gun Ot armored recon
unit must be involved in that same MA.
Motorized infantry alone cannot MA.

Important Note. Italian,;Hungarianand ;
: Romanian mechanized unitsnever con-
; ,duct;‘(or"’yide along” on) MAs.

15.2 MA Procedures. To conduct an MA,
an eligible moving unit or stack enters an
enemy occupied hex, paying7MPto doso
if German, or 4 MP to do so if Soviet. In
general,it’snot possible foragiven eligible
mech unit to conduct multi-round MAs,
but see rule 15.6 for the exception.

Design Note. Reread 152, That's anin-
hex cost of 4 MP for the Soviets and 7
MP for the Germans, no ‘matter what
the terrain in the hex. See 15.3 and 15.6.

' Example. It's Game Turn 2 or later and
| aSoviet unitisinhex2707N. A German
 panzer division in hex 2608N moves
intothe defender’shexatatotal MP cost
of 9 Thats +2 MPs to cross the river,
‘and 7 MPs to conduct the MA itself.

15.3 MA Limitations. MAs may never be
launched into marsh hexes; nor may any
be launched anywhere during M or S
weather. No MAs may ever be launched
directly from onecity hex into another city
hex. Likewise, no MAs may ever be
launched across Sivash or Kerch Straits
hexsides. And the concentric assault 1R
column shift is never available for MAs.

As in PAs, MA attackers must absorb
all combat results as step losses.

The guaranteed ability of units tomove
atleast one hex (12.3) doesnot give mecha-
nized units the ability to always launch an
MA,; the assaulting unitor stack must have
sufficient MPs available to pay for an MA
or it cannot be made.

15.4 MA Supply State. The supply state of
the defenders in an MA is determined at
the instant of battle. The supply state of the
attacking units in an MA is what it was
determined to be at the start of movement.
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15.5 Ground Support for MAs is permit-
ted. See section 10.0.

15.6 Multi-Round MAs may only occur
during Game Turn 1 when German units
are conducting them. During that game
turn, German MAs cost only 6 MP. If a
Game Turn1German MA doesn’tsucceed
in clearing a defended hex of all defender
units, that player may either: 1) run an-
other MA with the same attacking unit or
stack if it has 6 MPremaining ( recalculate
the odds before resolving ghe combat); or
2)hemay place the assaulting forcebackin
the hex it left before the MA and end its
movement there.

Other than German units during Game
Turn 1, no single unit or stack may ever
launch a multi-round MA. If a Mobile
Assaulting force doesn’t clear the attacked
hex of allenemy defenders, then optionno.
2 from above is the moving player’s only
choice. Other mech units may move for-
ward to make their one-round MA against
that same stubborn defender hex.

15.7 Stacking and MAs. Stacking limits by
Mobile Assaulting units mustbemet inthe
hex from which the MA isbeing launched
at the instantitis launched. (The “Jaunch”
hex is the one the MA force was in just
before entering the defender’s hex.) The
stacking limits for the units of the two
opposing sides are mutually exclusive
within the assaulted hex itself.

15.8 Stack Eligibility. In order to beableto
MA together during a given movement
phase, eligible mechanized units must be-
gin that phase already stacked together.
This does not require all mech units start-
ing amovement phase stacked together to
move and MA together; some could beleft
behind or go off on separate COUrses, etc.

15.9 No Automatic Advance. Unlike PA
combat, there is never an automatic ad-
vance—after—combat available to victori-
ous MA forces. Their movement isentirely
dependent on their ability to pay appro-
priate movement costs. Of course, since an
MA is considered to take place within the
defender’s hex, victorious MA units will
already be where an advance—after—com-
bat would take them in prepared assault
combat.

15.10 MAs & Rivers. Defenders get the
river combat shift bonus when receiving
an MA from a force that entered their hex
by crossing a water hexsid. But remember
that by the provisions of rule 5.5 the Ger-
mans ignore rivers for all purposes during
Game Turn 1.

15.11 Forests. Unitsdefending againstMAs
launched into Forest hexes received a one
column leftward (1L) odds shiftbecause of
that terrain.

15.12 Soviet Cavalry (not German or Axis-
allied) may perform MAs —bothby them-
selves and in conjunction with Soviet
mechanized units. The important differ-
ence, however, is that once the cavalry
have contributed their attack factors to the
odds computation of the MA, they (all
participating cavalry) are immediately
eliminated, and that elimination does 70t
satisfy any of the Soviet LP combat result
that may be generated once the resolution
die is rolled. If a two-step Soviet Guards
CavalryDivisionisparticipatinginanMA,
it is reduced one step (not automatically
eliminated like its one-step cousins).
1513 MA & PA. Within the strictures
above, it is possible for the mechanized
units of both sides to both MA and PA
during the same player turn.

15.14 MA Resolution. Within the limits
and exceptions given above, MAs are re-
solved in the same way as PAs.

16.0 Designer’s Notes

My philosophies on game design in
generalandon thissystem inparticularare
so well known by the vast majority of
people who will play Proud Monster that
I'm reluctant to expend much more inkon
them here. Let’sjust say my note taking for
what eventually became this game began
whenT first disappointedly packed upand
put away my copy of 0ld-SPI's War in the
East almost 20 years ago. The data—gather-
ing continued until a final developmental
breakthrough occurred when Ted Raicer
said to me in a much more recent phone
conversation: “Well, why don’t you use
the PGG untried unit system?” Duh!

Of course, between those two events
lay numerous other oft— and seldom-
played east front games, two graduate
degrees, and a diploma in Russian, along
with countless discussions aboutjust what-
in-hell was really going on during
Barbarossa.

Tosumitup,lhave attempted to useall
my learning in both history and game
design to provide a mechanically clean,
playable yet accurate, depiction of what
happened —and could’ve happened —at
the operational and strategic levels when
the best army in the world attacked the
biggest army in the world. I believe most
who've come this far with me will agree
TI've succeeded. (Shut up, Berg.) )
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In General

The basic strategic question in Proud
Monster will be familiar to most who've
played other WWII east front wargames:
will the Germans concentrate their mecha-
nized forces against Leningrad and Mos-
cow, despite the fact the terrain favors the
defense around those two cities, or will he
send those units south to operate on the
more open steppes of the Ukraine? But
veteran east front gamers are warned not
to try to answer that question by simply
adapting their favorite campaign plan from
their favorite strategic-level Barbarossa
game. There are significant differences
between Proud Monsterand the other games
covering this topic.

Soviet Set Up

Within broad historical parameters,
both players are free to deploy their forces
as they see fit. For the Soviets, the initial
deployment is critical. Though the Soviet
player can’t win the game with a good set
up alone, he can go a long way toward
losing it with a bad one. A large number of
the IZ forces should be deployed along the
Minsk-Moscow Highway, from where
they can easily move west or south. A force
of 20 or so rifle divisions should be de-
ployed within easy reach of Leningrad to
man the Luga line on turn three. Riga and
Minsk should be strongly held at first,
even though those places will be lost dur-
ing game turn two.

Though the Soviet FZ forces north of
Lvovaredoomed, deploying the 36 mecha-
nized divisions in the south, out of the
immediate range of most of the German'’s
straight-leg troops, should enable them to
survive atleast until turn three. Elsewhere,
deploy in depth wherever possible to force
the German to echelon his mobile assaults.
Against any competent German player,
the Soviet should give up the idea of de-
ploying his mechanized stuff forward for
an offensive into the German ZOMO. Re-
member, the German deploys second.

Supply Considerations

Pocketed enemy units don’t simply
die off; they must be eliminated in combat,
Proud Monster

and don't forget unsupplied units can still
attack. That’s especially important on turn
one, when any Soviet divisions breaking
into the Greater Germany ZOMO could
immedjiately end the game. Preventing that
tends to tie up a great deal of the German
infantry to make the initial pockets abso-
lutely secure.

Farther along, the Soviet player can-
not rely on the GAS line alone to halt the
German advance. The panzers don’t turn
into pumpkins just because they’re east of
that line. If the German player is only one
objective away from victory — or feels he
has a shot at Moscow — he can always use
the concentrated supply option.

Untried Units

The use of untried units for the Sovi-
ets, combined with the fog of war rule,
eliminates the “factor counting” style of
play. That untried rifle division could be a
1-1-5 or a 6-7-5, and both players can do
nothing about it except hope for the best
while preparing for the worst. At the op-
erational level, then, risk — carefully cal-
culated risk — becomes unavoidable. In
general, the German should seek to mobile
assault unstacked rifle divisions with a
force no smaller than a panzer corps of two
or three divisions, or a motorized corps of
two divisions supported by up to four
assault gun battalions.

German Refits

It's vital for the German to make opti-
mal use of the refit rule. All eligible units
should have undergone the process no
later than turnseven, or yourisk the chance
of an early mud season aborting every-
thing. It's probably best to wait until a unit
has taken two step losses beforerefitting to
maximize the potential number of steps
regained.

Soviet Operational Technique

After turn two, the Soviet should al-
ways try to maintain the 10 units allowed
in the RVGK. Five rifle divisions and five
tank brigades are a good mix. The rifle
divisions can garrison a town threatened
by an unexpected breakthrough. The tank

by Ted S. Raicer

brigadesshould bebroughtonwithinrange
of a weak part of the Axis line. Five bri-
gadesdescending unexpectedly onasingle
infantry division or a stack of Romanians
can inflict considerable damage. Don’t
worry that the tanks don’t return — there
are more where they came from.

Victory

Unlike most other east front games,
there is really no point in Proud Monster at
which the Soviet can just cut and run for
the east. That player must conduct a care-
ful fighting withdrawal all summer long.
While major Soviet counteroffensives are
out of the question until at least Novem-
ber, that side can never survive by con-
ducting a passive defense. The Soviet
should alwaysbe willing to attack when he
can be reasonably sure of getting 2:1 odds
or higher and the situation is such that he
doesn’thave to strip his defense elsewhere
to mass for the attack.

As for the German player, he’s going
tohavealotof fun the first two game turns,
but he has to resist the temptation to try to
goforeverything atonce. While the mecha-
nized stuff is best used from positions
where they can threaten multiple objec-
tives, you must remember they don’t have
theability to actually take more than one or
two at a time.

The German must guard against be-
ing distracted by the many possibilities his
early successes will open up: plan your
work, then work your plan. The mecha-
nized units must spend every turnmoving
and fighting in a deliberate manner and in
a deliberate direction. If you find yourself
using a turn to redeploy to some new axis,
you've probably forfeited the game right
there. There simply isn’t time for it before
weatherand supply weakenyoudecisively.

September is most likely to be the
crucial month for both sides. If the German
is going to win on points, it will most often
happen on game turn six or seven; after
that the situation begins to change. But
even after turn seven, a German player in
striking distance of Moscow should never
give up — a couple lucky weeks of frost
could still give you the game. o
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17.7 Combat Results Table (GRT)

Odds Ratios

1:3 1:2 1:1 2:1

48 3/0 2/0. an

4/0 3/0 2/0 | 11
4/0 2/0 2/1 | 1/2

SETTEETER R T T
41 1 p o3 6

Odds worse than 1:3 are “4/0.” Odds greater than 7:1 are “0/E.”

17.8 Terrain Effects Chart (TEC)

Terrain Movement Cost
Type Mech/Non-Mech

Combat
Effects

Clear 1/1
Forest 2/1

Hills 3/2t
tCav-1 — tMtn Inf-1

4/2

NE
1L for MAs only, otherwise NE

1L
Min Inf attacking into may use
defense factor as attack factor

Usually NE; but Pz, AG and Recon
attacking into are halved

w2/41
All/All (see 12.16)

- s

V'iTNoMAsa ross. 2I.forPAs All

mech units have AFs of only “1”

- ’dﬁqcklng ihrough such hexsldes

OTHH
Large Town OTH

City 1/1 (Stacking x2)
Stalin Line 1/1

NE; but may receive Hedgehog,
see 14.40

1L; may receive Hedgehog, see
14.40

2L and all LPs x2 (0=1)

All Soviet units receive +1 to their
Defense Factors

. om
Forhﬁcohons, - OTIH -
uaied Supply I.me OTIH

17.8 Grman Aviation
Corps Strength Table
(GAGST)

| | Game Ground Support

Turn Factor Strength
-l June 4
1

-1 July

-1 July 9?

- | August 8

- Il August 7

- | September 6
5
4
3

0

- Il September

- | October

- Il October
10 - | November 2
11 - Il November 1

?f‘ 12 - | December 0O - Withdrawn

17.10 German Attenuated
Supply Table (GAST)

Attack
Odds Shift
0 :
1L

L

2L

2L

3l

| Cumulative Modifiers:
| +1inMorS weather
| +1 in September, October, November

(| +2 in December

TEC Notes:

*Mech pays only 1 per hex when on
Minsk-Moscow Highway, see
12.20.

NA= Not Allowed.
NE=No Effect.
OTIH=Cost determined by Other

Terrain In the Hex.

#L=Shift odds Left that number of
columns on the CRT.

Cities and Large Towns shown in gray
tint are Military District Head-
quarters, see 8.7.

@luga, Vyazma, Mozhaisk and
Moscow fort lines don't exist at

start of play, see 14.25 & 17.3.




17.1 Weather Effects Chart

17.2 German Victory
( ) Table (GVT)
Die Roll

End of Minimum VPs

for German Win
4
8

2 3 4 Game Turn
B 1 -1l June

2 -1 July

3 -1 July
4 - | August

13
17

s‘xzaﬁ;

22
26

5 - Il August
6 - | September

28
30

7 - Il September
8 - | October

9 - Il October & After 36

éame Turn 9 - Il October

wunmmmZ

17.4 German Withdrawal Table (GWT)

x1 Jéger Infantry Division

Game Turn 10 - | November

x2 Infantry Divisions

Game Turn 11 - Il November

x1 Cavalry Division

Game Turn 12 - | December

x1 Infantry Division
x1 HF Corps

x3 Flak Corps

x5 Aviation Corps
x1 Infantry Division

17.3 Soviet Fortification
Activation Table (SFAT)

Fort.

Line

Luga
Leningrad
Vyazma

Acitvates Start
of Game Turn
3 -1l July
3 -1l July
6 - | September

Mozhaisk/Tula

Moscow

6 - | September
9 - Il October

Note: all other fortifications are active
from the start of p|ay.

17.5 German Mechanized
Refit Table (GMRT)

Die

Roll

Steps
Recovered

1
1
1
1
2
2

17.6 Soviet Set Up & Reinforcement Schedule (SRS)

Gds
RD*

cD D MRD RB TB

Gds Gds
CD* MRD*

Gds
TB*

GSA
(8.10)

Up: Frontier

~ Set Up: Inferior

1

13 ' .

Game Turn 1
Game Turn 2
Game Turn 3

Game Turn 4
Game Turn 5
Game Turn 6

Game Turn 7
Game Turn 8

Game Turn 9

Game Turn 10
Game Turn 11
Game Turn 12

§see 8.9  *Guard conversions per rule 8.11




