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Terms and Abbreviations

Introduction
OCS games simulate campaign-level

combat from 1900 to the mid-1950’s. The
series goal is to ailow a sophisticated study
of historical events while maintaining
mechanical simplicity.

Version 2.0 Rules
These rules have changed from those

in Guderian’s Blitzkrieg to streamiine
play and eliminate some things that look
away from the system’s combat model.
The result is a better model and an casier
game to play. It would be best to carefully
read over these rules to leam them fresh—
to avoid lugging old edition baggage al ong
with you. There are numbers of minor
corrections and changes.—enough that
marking them ail proved impossible.

Game Components
I. The Game Map

The map depicts the area in which the
battie or campaign was fought. Covering
the map with 1/8” Plexiglas or laminating
it wiH help protect your gaming investment.

A. The Hex Numbering System. Hex
numbers identify individual hexes on the
map. If the game uses more than one map,
each map is lettered A. B. C. etc. A hex
number pertaining to a given map begins
with the map letter. such as A10.lO. The
digits before the dec imal point identify the
hex row, reading along the horizontal
dimension from Ieft tu right. The digits
after the decimal identify the exact hex
along that particular hexrow, reading along
the vertical dimension from bottom to top.
Not every hex is numbered. Each fifth hex
(xx.05, xx. 10, xx. 15) is numbered 10 create
gridiines. For example, to find hex 29.17,
foilow the gridline for xx.l5 until you find
the 29.xx hexrow. then count up two hexes
to 29.17.

B. Map Edge Hexes. Only hexes with
at least haifof the hex showing are playabie.

C. Off Map Movement. Uniess
specifically ailowed in a given game, units
can neither exit the map tu re-enter later for
conduct any off-map movement. Destroy
units forced off the map.

D. Turn Record. A tum record track is
printed on the map or player’s aids. Each
box represents une game tum. (Sec 2.1)

E. Phase Record. The phase record
track is an aid in keeping the sequence of
play organized. (Sec 2.2)

F. Weather Record. Mark the weather
status using this track.

G. Holding Boxes. Two types of
holding boxes are possible: those which
are also map hexes and those which are flot.
Use map hex holding boxes to relieve
congestion. The units in them are within
the hex associated with the box. These
units must follow the usual combat rules.
Non.Hex holding boxes can hoid unlimited
numbers of units. Combat cannot occur in
non-hex holding boxes. Non-hex holding
boxes can link tu each other to show off.
map areas. Units of both sides can neyer
occupy a given off-map holding box. The
game ruies wili specify which player owns
which holding boxes. Air units can operate
from an off-map holding box and the game
ruies wili specify how to handie movement
tu and from the map.

II. The Counters
Carefuily eut or punch the counters

from the sheets and keep them organized
by type or identification for case of use.

(Sec 3.0)

III, The Rudes
Every Ganiers’ brand game contains

a Series ruiebook and a Game ruiebook.
The Series rulebook contains the ruies
generaliy applicable to ah series games.
The Game book gives the details needed
fora specific game, including special rules,
scenarios, and set up information.

A. Organization. Ruies are numbered

Rules

Page 1



by section and case. Each major rules
grouping is a section; a paragraph within a
section is a case. The number 4.2 would,
for example, refer to section 4, case 2. A

specific case may contain a number of

statements. Statements within a case are

lettered as in 4.2a, 4.2b, etc.
B. Repetition. Once stated, a rule is

repeated in another section only if needed
for clarification in that section.

IV. Set Up Notes.
Except for any special notes in the

game rules concerning set up, the following

are aiways true:
1. “w/i X” means to set up a given unit

at or within X hexes of the location given.

2. Units set up in any desired Mode.
Unless specified by the scenario,

Breakdown Regiments cannot be set-up at
start. Supply Points (SPs) can begin play
loaded on trucks or wagons.

3. Units can neyer start the game over

stacked.
4. Air units aiways begin active.

5. Units generally start at full strength.

6. When the notation “(inclusive)”
follows set up boundaries, it means that
units can set up anywhere within the given

zone to include the boundary lines.

7. Units can neyer set up in hexes that

they could flot move into during theirregular
movement.

8. Divisional markers withfueled sides

must always start play “un-fueled”.
9. AIl air bases begin play supplied if

they can perform their trace. If flot, the

playerhas the option of expending on-map
Supply Points (SPs) for them before play
begins.

1.0 Scale
OCS games include units from

Battalion through Division in size. The

ground scale is from 2.5 to 5 miles per hex

(based on theater, operational density, etc.).
A game turn represents one-haif week of

real time.

Operational Combat Series Rules

Unit Symbo]
RE Size (if in Coi ored dot)

Unit Size
Z Yeiiow Background means Armor unit

or Red Background means Mech unit
This unit’s name (if not) Not Yeliow or Red means “Other’ type unit

Combat Strength
Divisional Affiliation
(if a Divisional Unit)

:Rat1n

Combat UnitDefense only if in
parenthesis

___________________

Unit Sizes

Movement Allowance
White means Leg MPs
Red means Track MPs
Black means Truck MPs

X
xx

xxx
xxxx

Artillery

Barrage
Range

strengtj3\

Break Down
Regiment

11 I

Battalion
Regiment
Brigade
Division
Corps
Army

Basic Unit Symbol Types

tnfantry Cavatry Artittery Equipment Rept

Tank or Panzer Militia Personnel RepI

Assault Gun Rocket Artittery Machine Gun

Armored tnfantry Motorcycte Assault Engineer

Armored Recon Bicycle L1 Potice

E Cavatiy or V

Unarmored Recon Mountain ec Security

E Towed Artiltery Penat Flampanzer

SP Artitlery Rait Repair Parachute

j ane ° Commando E Engineer

Gtider Infantry Anti-Tank Hvy Weapons

Basic Symbots may be mixed together and combine wtth
motonzation symbots to generate more comptex symbots,
such as:

Futlv-Motorized, Mountain Infantrv

Truck Points

Point
Value Movement

Truck Extender

2OTyiiSMPs

Wagon Extender Extender
Range

Extender
tOLegMPs

Type

TmTacticatBomberAircraft

F means Fighter
(red triangle)

(yettow ovat)
S means Strategic Bomber

/
Range

(yettow ovat)
Tpt means Transpon [TransPort Capacity

(yetlow ovat) (if any)

Air tu Air Rating
GS Strength

No parenthesis means Bomb helps identify
the air unit is offensive. the GS value

An HQ Unit
An Air Unit

Throw

Movement1J/
Range

OCS Unit Explanations

Allowance
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2.0 Sequence of Play
2.1 The Game Turn

A “game tum” isa sequence ofevents,
the order of which is “the sequence of
play.” Each game tum consists of two
Player Tums—one for each side. Each
Player Tum consists of the set sequence of
steps listed below. Each step can involve
one player or the other, based on the
terminology “phasing” and “non-phasing.”
The “phasing” player is the one whose tum
it is; the “non-phasing” player is the other.
Eachplayerhas his ownPlayerTurn; switch
the roles ofphasing andnon-phasing player
when the Player Tums are switched. At the
end of the second Player Turn, advance the
tum marker one space and begin the process
again. The sequence ofplay mustbe strictly
followed in the order given.

2.2 Outline Sequence of
Play
• Pre-Turn Phase

D Weather Determination
Segment

D First Player Determination
Segment

• lst Player, Player Turn
D Air Unit Return Phase
D Air Unit Refit Phase
D Reinforcement Phase
D Movement Phase
D Supply Phase
D Reaction Phase

Movement Segment
Barrage Segment

D Combat Phase
Barrage Segment
Combat Segment

D Exploitation Phase
Movement Segment
Barrage Segment
Combat Segment

D Clean Up Phase

• 2nd Player, Player Turn
D Repeat the above Player

Turn steps for the second player.

• Turn End

2.3 Narrative Sequence
of Play
• Pre-Turn Phase
D Weather Determination Segment

One player, it is irrelevant which, roils
to determine the weather. The weather
affects the entire tum. If weather prohibits
light, any air unit flot in a hex containing
a supplied friendly air base must
immediately retum to a friendly base and
become inactive.

D First Player Determination
Segment

Each player roils two dice. The player
with the higher roli elects to be first or
second in the tum. Re-roil any ties.

lst Player, Player Turn
D Air Unit Return Phase

Ail phasing active air units must return
to a base (if they are in a hex that doesn’t
contain a supplied friendly air base) and
become inactive. Remove all raiiroad
interdiction markers generated by the
current piayer in the previous Player Tum.

D Air Unit Refit Phase
The phasing piayer attempts to refit

his inactive air units. For each suppiied air
base, he rolls a number of dice equal to the
air base’s level. Divide the sum of the dice
by 2 and round normally. The resuit is the
number of air units he can refit there.

D Reinforcement Phase
The phasing player places any new

units in their entry points according to the
Arrivai Scheduies. He rolis on his Supply
Table to determine the number of new
Supply Points avaiiable and places them on
the map. He rolls on his Variable
Reinforcement Table and places any
resulting reinforcements on the map. Place
newly arrived air units on any friendly
suppiied air base. Conduct any
Reorganizations, Unit Rebuilds, and/or Unit
Consolidations as desired.

D Movement Phase
The phasing player moves his units,

obeying any restrictions imposed by mode,
supply and movement rules. As he moves,
he selects his units’ Modes for the coming
tum. He can conduct overrun attacks and
destroy his suppiy dumps. Active air units
can move with possible interception. Air
units (only) can execute barrage attacks as
the iast part of this phase, or can wait to
execute such attacks in the Combat Phase’ s

OCS Standard Markers

Turn

iQ1

Phase

Low Internai
:1 tocks

Exhausted
. Internai

Stocks

Supply Points
Number (2T=Two Tokens)

Strategic Move Mode

Exploitation Mode

Disorganized Mode

, Reserve Mode

Hedgehog
_[Level Rail

Damage

Railhead

Rail

_________

Interdict

_________

4StLobss
of steps lost

/N Air Base

3 Levei

Fuel
Marker

Oui of
Supply

Division Marker

Fueled Designator
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Barrage Segment. He can expend fuel, build or

improve airbases, huild Hedgehogs, and send out

Breakdown Regiments. At the end of the phase.

the phasing plaver. foilowed by the non-phasing

player. dec lares any des ired Put Up or Shut Up

hexes (14.21).

J Supply Phase
The phasing player expends Supply Points

(SP5) in the support of operations for any units

thai cannot make theirtrace. Forothers, he confims

that n conect supply trace is possible. He can

expend SPs 10 suppiy air bases that cannot trace.

J Reaction Phase
The non-phasing player cnn release reserves

which can then move (1/2 their MA). Overrun and

conduct Barrage attacks. Regular combat does

not occur in this phase. The non-phasing player

can destroy his supply dumps. Non-phasing air

units can move. Phasing air units can intercept

these moving air units. The non-phasing player

can conduct barrage attacks with released units.

Expend fuel at this time as needed. At the end of

the phase. the non-phasing player. followed by

the phasing player. declares any desired Put Up or

Shut Up hexes (14.21).

Combat Phase
Ail barrage aitacks precede regular combats.

Phasing unils attack as desired accordingtomode.

supply and combat rules. Combat results can

cause some units 10 enter Disorganized (DG) or

Exploitation Mode.

J Exploitation Phase
The phasing player can move and fight with

Reserves he chooses 10 release. and wilh

Exploitation marked units. Phasing air units can

move. Units able to function in this phase van

concluct overrun combats, movement. Barrage

attacks. and regular combats. Expend fuel as

needed. At the end of the phase. the phasing

plaver. followed by the non-phasing player.

declares any desired Put Up or Shut Up hexes

(14.21).

J Clean Up Phase
The phasing player removes ail 0G and

Exploitation Markers from his units. Remove or

‘flip’ ail Fuel Markers.

• 2nd Player, Plaver Turn
J Repeat the above steps for the second

player with the roles of phasing and non

phasing player reversed.

• Turn End
Move the Tum Record Marker one space

forward along its truck. Begin the above sequence

again for the next turn.

3.0 Unts and
Markers
31 Combat Units

Each unit has a designation, size and

type symbols. combat and movement

values. and an Action Rating printed on it.

Some show the number of Regimenta]

Equivaients (REs) or indicate if the unit is

motorized. Artiliery units also have arange.

3.la “Aniior” units have a yeliow

background printed within their unit

symbol. •‘Mech” units have a red

background. Any coior other than red or

veilow denoies”Other” type units.

Design Note: A unit o’itli an annor 11111f

symbol can have (lied hackground. Such a

Unit contains a tank foire with an infantrv
coniponeni. Other Su(h conihoiations (lie

possible. Snch ,çv,nbol use mole accuratelv

reflecis die organi:ation 0/ a unit belon die

counter’ s echelon

3.lb The unit symbol can have one

“wheel” (semi-motorized) ortwo “wheels”

(fuily-.motorized).
3.lc Some combat values are in

parenthesis. These units are for defense

only and can neyer attack.
3.ld The Action Rating represents the

unit’s ability to react in combat. Values

range from O to 5 with a higher number

signilying better leadership. training.

cohesion. and equipment.
3.le Division-size units have an RE

number printed on the counter. This RE
number is in a colored dot for easy

identification.
3.lfBreak-Down Regiments represent

generic detachments from divisions that

cannot otherwise spiit up.

3.2 Replacement Units
There are two Replacement (RepI)

types—personnel (Pax) and equipment

(Eq). Use these (in varying combinations)

to rebuiid destroyed or damaged units.

3,3 Divisional Markers
(Optionalj

Use these 10 represent groups of

individuai counters. thus reducing counter

density on the game map. (Sec 12.7)

3,4 HQ Units
HQ units typicaHy represent corps

ievel HQs (and their support unils and
serve to hnk units to supply depots. Thev

are marked with n ‘throw range” and

movement aliowance. both given as truck

movement points.

3.5 Air Units
Full strength air units represent about

45 aircraft. These are marked with an aircraft

silhouette. aircraft type and class [Fighter

(F), Tactical Bomber (T), Strategic Bomber

(S). or Transport (Tpt)j. Air-Air strength,

Ground Support (GS) strength, and range.

Some units also have a transportation value.

The counter’ s front represents full strength.

The back represents reduced strength.

3.6 Truck and Wagon
Transport Units

Truck and Wagon units provide

transport. These are marked with point

value and movement al lowance. Some truck

units have a unit ID on their counter. These

are “Organic Trucks” and they belong to a

specific division.

3.7 Game Markers
3.7a Suøplv Markers. There are a

number of these: Out of Supply. Low

Internai Stocks/Exhausted Internai Stocks.

and Fuel Markers. Use these to show the

various supply states.
3.7b Mode Markers. These markers

designate either Reserve. Exploitation.

Strategic Move, or Disorganized Modes.

Combat and Move Modes are shown by the

side of the counter showing.

3.7c Air Base Markers. There are three

different air hase markers and these

represent level one. two, and three airbases.

3.7d Turn and Phase Markers. These

markers keep track of the cuiTent game tum

and phase.
3.7e Hedgehog Markers. Hedgehog

markers represent improved positions.

There are four hedgehog leveis.

3.7f Step Loss Markers. These rnarkers

show the lasses to units containing more

than one step.
3.7g Weather Markers. These markers

show the status of the weather.

4.0 General Game
Concepts
4.1 Zones 0f Contro
(ZOCs)

This game does flot have ZOCs in the

usual sense. It does iimit certain actions as

a resuit ofbeing adjacent to enemy Attack

Capable units (sec “Important” below or

4.8). A unit that must retreat into u hex
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adjacent to an enemy Attack-Capable unit
is automaticallv marked with a
Disorganized marker (which affects ail
units in the hex—even those which were

already there): if already Disorganized (DO)
the retreating stack must lose one step (one
step frorn the stack—not per unit—and the
step loss cornes from the owning player’s
choice of unit) other friendly units in the
hex where the step Ioss takes place are DO.
if not so already. Terrain and friendlv units
have no effect on this provision.

Important: Only ground units with

a raw (before modifications) combat attack
strength of 1 or more (cailed Attack-Capable
units to distinguish them from units in
general) inflict these ZOC effects on enemy
units. Units with 0 attack strengths.
parentheticai combat strengths. barrage
strengths, and the like do not. Units hich
do not give the ZOC effects can be used to
negate thern.

Actions that caillot be taken in hexes
adjacenttoenemy Attack-Capable units:

A) Truck MP type movement.
Friendly units negate this provision.

B) Rail Transport. Friendlv units
cannot negate this provision.

C) Supplv Line Trace. Friendly units
negate this provision. except along
railroads.

D) Rail Repair operations. Friendly
units cannot negate this provision.

Units using truck MPs can move loto a
hex adjacent to an enemy Attack-Capable
unit, but must either haIt for the phase at
that point. conduct a Recon. or conduct an
overrun. Such units starting the phase
adjacent to enemy units can exit that hex
and move until they enter another hex
adjacent to the same or different enemy
AttackCapable units.

(MP types are explained in 6.2. shown on
the counter by coior. and can be different
from one side of the counter to the other.)

Friendly units negating the above
cannot be moving as a stack with the units
for which they are negating. In other words.
a hex can be negated by a friendly unit
which began the phase in. or rnoved into
the hex (and ceased Its movement earlier in
the sarne phase). but neyer one moving
along with the units which need the
negation.

Being adjacent to an enemy Attack
Capable unit has the following effects on
Mode:

Units cannot enter Reserve Mode if
aireacly adjacent to an enemy Attack
Capable unit. 1f aiready in Reserve Mode.
such units can move adjacent to enemy
Attack-Capable units—the prohibition oniv
affects the entry into Reserve Mode.

Units in Strategic Move Mode

cannot move into hexes adjacent to enemy
Attack-Capable units. nor can they enter
Strategic Move Mode in such a hex.

Friendly units have no effect on the
above two restrictions.

Enerny units and prohibitive terrain
have no effect whatsoeveron dispiacements
caused by the Dump. Truck. and Wagon
Capture Table.

Design Note: lue lack o! ZOCs con (mise

aiiooialous looking events ifa plaver 15 îlot

carefil al,oiit ointplacement. Once aplaver
understands the truc inilim ations of this
jeature, these strange occurrences nul
disappea, because lie nul understand that

the gaoie svstefll will îlot covei for luinu

when lue misuses lus units.

4.2 Stacknig
Stacking is when more than one unit is

in a hex. No more than 10 REs (sec 4.7) can
ever stack in a hex. Trucks, wagons. air
units. Supply Points (SPs). and ail game
markers do not affect stacking. Stacking
and unstacking has no effect on a units
movement. Nationality and unit type have
no effect on stacking. Friendlv and enemy
ground combat units can neyer stack
together. Off-Map Holding Boxes can hold
an unlimited number ofREs.

4.2a Stacking is enforced at the endof
ail phases (EXCEPTION: Sec 12.6). The

Example: Movement in and through Zones of Control.
In this diagram. the German units at (A) are moving. The panzer

battalion is using tracked MPs. the infantry regiment is using Truck MPs. The
stack can move along the path shown with the dashed une.

Ail ZOC effects are negated in the hex containing the 44th Infantry
Division. Both of the moving units can pass through the 44th’s hex without
additionai movement point costs—not that the 44th either began the phase in
that hex. or has alreadv ceased its moue for the turn there. and that fact aliows
ii to negate the ZOC.

When the moving units hit Hex I. the motorized infantry must stop.
Because it is using Truck MPs. it must stop when it enters an un-negated ZOC
hex. The panzer battalion moving with it cannot provide the negation.

The panzer battalion. however. is not siowed or otherwise affected
bv the enerny units adjacent to Hex I and can continue to move to Hex 2
because it is using Tracked MPs.
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owning player must eliminate any
overstacking (eliminate the units of his
choice in the stack) when found at the end
of a phase. Units can temporarily over
stack during their movement without
penalty. Units wishing to conduct an
overrun cannot overstack at the time of the
combat (counting both the overrunning
units and any otherfriendly units that might
be in that hex).

4.2b Order of Stacking. FolIow this
order from top to bottom when arranging

the units in each stack.
A. Active air units (when on map).
B. Hedgehogs, Mode Markers, HQs,

Combat Units.
C. Supplies, Trucks, Wagons
D. Airbases, Inactive Air Units,

Railhead, Rail Interdiction, Rail Damaged
Markers.

Where more than one item is listed in
a particular priority, no particular order is
called for between them.

4.3 Rounding Rule
In any case requiring rounding to

whole numbers, use the foliowing:
.00 to .49 round down
.50 to .99 round up

When three units attack a single one,
(using some random examples) they might
be 2.5, 3.25, and 4.1 (total 9.85) and the
defender has 2.17 until the odds are
determined. At that point, you’li have 4.54
toi ora5:i attack.

Design Note: Pla vers shouid note the
important effect of this rounding raie on
Odds caiculation. In this series, 15 atracking
6is3:1.

4.4 Fractions
Rounding does flot occur until

finishing allcalculations. Round Movement
Points only if the moving unit does flot
traverse terrain casting 1/2 MP. Round the
final odds determined, do not round combat
strengths before determining odds.

4.5 Cumulative Effects
In ail cases where a unit is subject ta

multiple modifiers. those effects are
cumulative. Quartera unit haived for terrain
and haived for supply.

4.6 Retreat Rule
When a retreat i s required, each player

retreats his units in a reiatively straight hne
going “iocally to the rear.” The direction

shouid be roughly opposite the attack’s
direction—retreating player’ s choice in
unciear situations.

4.7 Regimental
Equivalents

To simpiify unit size determination.
this game uses Regimentai Equivaients
(RE5). A regiment or brigade sized unit
counts as one RE, battalions as i/2 RE.
Division-sized units have their RE size
shown on the counter. Repi units count as
1/4 RE. When taking lasses (9.11),
Division-sized units have one step per
RE. AIl other units are 1 step, regardless
of RE size.

DesiL’n Note: Obviousiy, the concept of
regimental equivalents has its roots in the
Europa game system. This designer is
behoiden to the original designers of that
systemfor this useful method ofmeasuring
unit size. Europa is a trademark ofGRD.

4.8 Attack-Capable
Units

“Attack-Capable units” are “ground
combat units with an Attack combat strength
ofone or more in their current mode.” HQs,
air units, trucks, artiilery, wagons, and
defense-only units are not considered
Attack-Capable. Attack-Capable units are
the only units which give the ZOC effects.

4.9 Stacks and
Limited Intelligence

One cannot look at an enemy stack’s
contents; only the top Attack-Capabie unit
or marker should be known to the enemy.
The enemy piayer can look at the top
Attack-Capable unit (if any) in hexes
adjacent to his own Attack-Capable units
(even if under Hedgehogs. Divisional
Markers (place the Attack-Capable unit
onto the map), or Mode Markers).
Furthermore, at the instant of combat
(regular or overrun), bath players must
place the unit, whose Action Rating they
wish to use, on top of its stack. If the Action
Rating unit is within a Divisional marker
(and therefore off-map), the owning piayer
must produce the unit and place it on-map
on top of its stack.

5.0 Modes
5.1 Units Affected by
Mode

Ail ground combat units and HQs
have the modes described below. Trucks.
wagons. aircraft, and ah markertypes either
have their own special mode types or none
at ail.

5.2 General Mode
Restrictions

Units can be in only one mode at a
time. Units of differing modes can stack,
and one unit’s mode has no effect on others
in the stack.

5.3 Mode Change
Units can generally change mode only

in the Movement Phase before the changing
unit has expended any MPs. A given unit
can make only one voluntary mode change
during a phase. Certain restrictions (see
beiow) appiy to some modes which might
prohibitthe adoption ofthem. Mode change
does flot cost MPs.

5.4 Voluntary vs.
lnvoluntary Modes

The player can freely choose between
the Voluntaiy Modes. He cannot choose to
enter an Invoiuntary Mode. Voluntary
Modes are Combat, Move. Strategic Move.
and Reserve. Invoiuntarv Modes are
Disorganized and Exploitation.

5.5 Combat Mode
Combat Mode units expect
enemy contact and is indicated
by the counter’ s side with the

greater combat strength and lesser
movement allowance.

5.5a Combat Mode units are free to
move, overrun, and attack according to the
values given on the Combat Mode counter
side.

5.5b Combat Mode units cannot use
rail transport. EXCEPTION: RR units
(only) can perform Rail Movement in
Combat Mode.

-I1 5.6 Move Mode
Move Mode units sacrifice
some combat capabihity to

enhance speed and is indicated by the

counter’s side with the lesser combat

strength and greater movement allowance.

5.6a Maye Mode units can move,
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overrun. and attack according to the values

on the Move Mode counter side.

5.6b Move Mode units can use rail

transport.

5.7 Reserve
Mode

________

Reserve Mode units are in
readiness to react quickly to

events. Mark this mode with a Reserve

Marker on top of the unit. The game rules
limit the number of Reserve Markers for
each player. The available number of
markers can be used in any way so long as
the total in play al any time does flot exceed
the limit. The number available might vary
during the game. or can even be
reinforcements.

5.7a Reserve Mode units can be on
either their Combat or Movement sides
(which can only change in the phasing
Movement Phase) under the Reserve
Marker. According to the side showing,
Reserve Mode units can move xl/4 oftheir
movement allowance during the regular
Movement Phase—a movement ihat would
stiil require fuel payments. (A unit having

1/4 MP because of this rule can move one
hex using 61e.) While units in Reserve
Mode can move adjacent to enemy Attack
Capable units. a unit cannot enter (or set-
up in) Reserve Mode while adjacent to an
enemy Attack-Capable unit. Reserve Mode
units cannot attack. overrun. or barrage
until released. Units attacked whïle in
Reserve defend at xl/2 along with any
other modifications.

5.7b Reserve Release. The player can
release any of bis reserves at the beginning
ofhis Reaction Phase or Exploitation Phase.
When releasing a unit. remove the Reserve
Mode Marker; the unit is in the mode

(combat or move) then showing. Released
reserves in the Exploitation Phase can then
use the full movement and combat
capabilities of that mode. Released
reserves in the Reaction Phase can oniv
move using 1/2 their Movement
Allowance, but cari use their fuit combat
ability in overruns. In the Reaction Phase.
released Reserves can only conduct overrun
and barrage attacks as there is no longer a
Combat Segment in the Reaction Phase. In
the Exploitation Phase, they can combine
their combat value with other released
reserves or exploitation units in the
subsequent combat segment. and can
overrun.

5.7c Reserve Mode units that get a
Disorganizedresult lose theirReserve status
(remove the marker) and have a DG marker
applied.

5.7d Remove ail Reserve Markers
from a stack that receives a defender result
(/anv kind in Overrun or regular combat
(even an ignored Dol).

5.7e Reserve Mode units cannot move
by rail transport.

5.7f See also rule 6.5, Recon By
Force—Reserve Suppression.

5.8 Strategic
Move Mode

I ll Strategic Move Î’Iode units do
not expect enemy contact. Mark

this mode with a Strategic Move Mode
Marker over the unit counter. The unit
must be in Move Mode under the marker.

5.8a Strategic Move Mode units move
at double their Move Mode MA.

5.8b Strategic Move Mode units have
the following restrictions:

A) They cannot move adjacent b or
enter Strategic Move Mode adjacent to any
enemy Attack-Capable unit. Enemy Attack
Capable units can move adjacent to a
Strategic Move Mode unit with no effect b
that unit’s mode.

B) If attacked they defend at xl/4
their Move Mode combat value. Artillery
units in Strategic Move Mode cannot
Barrage.

5.8c These units cannot move by rail.
5.8d Strategic Move vIode units that

get a Disorganized resuE retain their
Strategic Move status and have a DG
marker applied. Such units would defend at

xl/8
5.8e Strategic Move Mode units are

not confined to road movement—they can
freely leave the road net.

[1 5.9 Exploitation
Mode
A unit can eam Exploitation

Mode by being successful in combat.
5.9a Exploitation Mode is awarded as

a combat result. Mark il by placing an
Exploitation Marker on top of the unit.
Exploitation Mode units can move and
fight in the Exploitation Phase.

A) Exploitation marking is neyer done
as an overrun result OR in any combat flot
occurring in the regular Combat Phase.

B) Remove ail Exploitation Markers
each Clean Up Phase.

5.9b Units moving due b an
Exploitation Mode award move use only 1/
2 ofthe 1A of the Mode they were in at the
time of the award.

5.9c DG Mode units can neyer receive
an Exploitation Marker.

5.9d For convenience. mark released
Reserve units with an Exploitation Marker.
Remember, the 1/2 MA mie (5.9b) does
not apply to released reserves.

5.10

DG Dusorgan.zed
Mode
This involuntary mode is

inflicted after an unsuccessful combat.
5.lOa Disorganized 1ode (DG)

results from combat. Show Disorganized
Mode by placing a DG Marker on top ofthe
stack. Do this whenever any ofthe following
occurs:

A) Units suifer a DG resuit from
Barrage or Combat,

B) Whenever units retreat 2 or more
hexes (apply the DG Marker the instant
the unit retreats its second hex), or

C) Whenever units retreat adjacent
to an enemy Attack-Capable unit.

Whenever a DG is inflicted, ail units
in a hex suffer DG at the same time—even
units in the hex which were not retreating.
etc. HQ units. however. are exempt from
DG Mode.

5.lOb DG Mode units suffer the
following effects:

A) Their combat (or Barrage) strength
is halved (in attack and defense).

B) They are unable 10 overrun.
C) Their movement allowance is

halved.

one.
D) Their Action Rating is reduced by

DG units that retreat into ahex adjacent
to enemy Attack-Capable units lose one
step. The step loss is taken on a one per
stack basis. Additional DG results on a
unit already DG have no effect.

5.lOc DG units can neyer earn
Exploitation Mode.

5.lOd Reserve Mode units that get a
DG lose their Reserve status (remove the
marker) and have a DG marker applied.
Strategic Move Mode units apply the DG
effects aiong with their already poor
defensive abilities.

5.10e Units in DG Mode can, during a
friendly Movement Phase, change from
Move Mode tu Combat Mode (or vice
versa) under the DG Marker. Units that do
so are stili in DG Mode, but have changed
the coufiter values halved by the DG effects.
DG Mode units can neyer enter Strategic
Move Mode or Reserve Mode, nor can the
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player remove the DG Marker during a
Movement Phase.

5.lOf Remove DG Markers on your
own units automatically during your Clean
hp Phase.

DesiL’n Note: The implications of the
different modes with respect to die turn
sequence and each other will only become
apparent after repeated play. Suffîce it to
sav thev are many and subtle.

6.0 Movement
The phasing player can move as many

or as few of his units as he desires during
the Movement, Reaction, and Exploitation
Phases. Each unit can move as many or as
few hexes as desired restricted by movement
allowance, mode. supply, and terrain.

Procedure:
Move units individually or as part ofa

stack maintaining a running total of
expended movement points. This
movement must foilow a contiguous path
through the hex grid. Units can move in any
direction or series 0f directions.

6.1 How to Move Units
During a movement phase (regular,

reaction, or exploitation). the player can
move ail, some, or none of his units as
restricted by unit modes. Regular combat
does flot occurduring the Movement Phase.
Units can conduct Overrun, a combined
form of movement and combat, while
moving.

6.la Movement is controiled using
Movement Points. Each unit expends
movement points for each hex entered or
hexside crossed according to the Terrain
Effects on Movement Chart. Keep a running
movement point total as each unit/stack
moves.

6.lb Each unit has a movement
aliowance on the counter. This is the
maximum number of movement points
available to that unit in a singie phase. The
different modes that a single unit can have
give different movement ailowances for
that unit. Use the movement allowance
associated with the unit’s current mode.

6Jc Any unit can, as a minimum,
move one hex in a phase, if eligible to
move. regardless ofmovement point costs.
Units can neyer use this mie to overrun,
violate mode orfuel restrictions, or to move
through prohibited terrain. Units with a
zero movement allowance cannot take
advantage of this rule. See 1l.5a for
exceptions.

6.ld Unit movement ailowances are
independent of each other and the
expenditures of one unit do flot affect other
units. A player cannot transfer movement
points and allowances, even if unused, from
unit to unit or save them for future use.

6.le Units can begin moving as a
stack and then spiit up to finish their
movements independently.

6.2 Terrain Effects on
Movement

According to the Terrain Effects on
Movement Chart, each hex and hexside
featurecosts a specific numberofmovement
points. The moving unit must pay the total
required cost before entry (Exception: See
6. ic). A hex or hexside’ s movement point
cost varies depending on the mobility type
ofthe unit (track, truck, orleg) as designated
on the unit counter. Ail units with a Red
MA are tracked and they use the tracked
Movement Chart column. Ah units with a
White MA use thé leg column. Units with
a Black MA use the truck column. If the
Movement Allowance is in an outhine font,
use the color inside the outiine.

6.2a Primary & secondary roads and
railroads can only be used if the moving
unit is foilowing a continuous path along
the feature to entera given hex. A unit may
then pay the road/railroad movement cost
and ignore other features in the hex or
hexside crossed.

6.2b Add the cost of any hexside
feamre crossed ta that of the hex entered.
Units moving along roads or raiiroads
ignore hexside features. Bridges and
Pontoons fully negate river hexside costs.

6.2c Ground units cannot enter or
cross prohibitive hexes orhexsides. Destroy
units forced to do so.

6.2d Terrain bas no effect on air unit
movement.

6.2e Neither enemy units nor terrain
have any effect on displacements from the
Dump, Truck. and Wagon Capture Table.
See 9.15b.

6.3 Restrictions on
Movement

6.3a Friendiy units can neyer enter
hexes containing enemy ground combat
units.

6.3b Only friendiy units move during
a given friendly movernent phase. Enemy
units can retreat as a resuit of combat.

6.4 Air Interdiction
Effect on Movement

An active F or T type air unit interdicts
enemy ground movement and supply throw
(or draw) counts in its hex. That hex has a
+1 MP additional cost. Interdiction does
flot involve combat. There is no additional
effect for multiple air units being in a hex.

6.5 Recon By Force—
Reserve Suppression

6.Sa Reserves are not “popped” when
enemy units move adjacent to them as in
the oid rules. Units can conduct Recons by
Force to see what is in enemy stacks. To do
so, the recon’ing unit must expend the MPs
required to enter the enemy’s hex during
movement plus 3 MPs, and must be an
Attack-Capable unit.

Note: The Terrain costs used for the recon
hex must be off-road costs—if the hex
cannot be entered except along a road—
such as at a bridge—it cannot be recon’d.

6.5b After paying the above, the
recon’ing player can look through the
recon’d hex and see ail the units in it—
including those in Divisional Markers
which are off-map.

6.5c Truck MP units can only recon
one hex before either overrunning it, or
ceasing movement. Otherwise, units can
recon as many hexes as their MA aiiows,
subject to 6.5f below.

6.Sd After a hex is recon’d, remove
any reserve markers from it, and rohi one
die. If the roil equais or is less than the best
Action Rating in the recon’ing stack, the
recon units can leave unscathed (the recon
‘pops’ the reserve and the former reserve
unitsjust sit there). Ifthe rohi is greater than
its Action Rating, the former reserves can
immediately attack the recon’ing unit’s
hex. To do so, barrage the recon unit’s hex
with any former-reserve artiliery in the
hex; then attack that hex with the former
reserve ground units. The choice of how
much of the former reserve to attack with
and whether to make a barrage attack or flot
is in the hands of the non-recon’ing piayer—
he is not required to do anything. Ail units
in the recon unit’s hex are affected (must
defend, etc.), not just the recon unit, even
if they had nothing to do with the recon.

Play Note: This last sentence makes
recon’ingfrom a really strong stack (so as
to tempt an attack...) an interesting play
technique.
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6.5e Attacks made in response to a
Recon in Force are regular and flot overrun
for surprise determination.

6.5f The recon die roil is made
regardless of whether or flot there are any
Reserves in the hex. Regardless of the
resuits of any barrages or attacks (even if
none are made), the recon unit is finished
with its movement IF it blows this die roli
(i.e. the roil is greater than the unit’ s Action
Rating).

7.0 Overrun
Combat

Overrun isa form of combat occurring
during the various movement phases and
segments. Ail units wishing to participate
in any single overrun must begin the current
phase stacked together. They must be in
either Move, Combat, or Exploitation
Mode.

Procedure:
To overrun, move the attacking stack

adjacent to the target unit and declare an
overrun. A stack can overrun if it can
expend three MPs. AND the MP cost to
enter the hex is 3 MPs or Iess in normal
movement (sec 7.la). The attacker then
expends 3 MPs (regardless of the actual
terrain cost). The attacker overruns from
the adjacent hex—the units are neyer placed
in the same hex.

Resolve overruns like any other
combat, including supply usage. Use the
normal modifiers: there are no modifiers
specifically for overrun attacks—except
that surprise (9.16) has different die roils to
hit foroverruns. Afterresolvingthe overrun.
if the defender retreats or is destroyed. the
attacking units must enter the hex (ignore
the hex’s movement cost). If the attacker
has sufficient MPs remaining after entering
the vacant hex. he can continue to move
and is eligible for further overrun attacks.
If the defender doesn’t retreat, the attacker
can expend another 3 MPs and attempt
another overrun against the same hex. He
can also move elsewhere and attempt
overruns against different targets.

7.1 Overrun
Restrctons

Units can overrun as many times as
their MA allows. A given defender can he
attacked any number of times during a
single movement phase. Resolve each
overrun separately. Multiple attacks have
no effect on each other.

7.la Only units stacked together and
in Move, Combat, or Exploitation Mode

can overrun. Those in any other mode
(especially DG Mode) cannot. Units can
overrun only hexes which the attacking
noirs could enterduring regularniovement
for3 MPs or less. Units cannot use features
such as roads. bridges, or railroads to bring
the hex’s MP cost down. or to negate
prohibitive terrain. To overrun, units must
have at least 3 MPs remaining. If the combat
result allows the attacker to occupy the
defender’ s hex. the attacker need not expend
MPs to do so.

Exampie: Overrun MovementPointCosts.
A unit that unsuccess/ullv attacks a hex
three tinies without other niovement lias
expended 9 points in overrun attenipts. A
unit that rwice artacks a lies that would cost
2 MP5 to enter and is successful the second
finie would fincl irself in die clefenders lies
with 6 MPs expended.

7.lb No unit can ever overrun more
than one hex at a time. A unit can overrun
more than once in a single phase, but it
cannot split its attack among a number of
defending hexes.

7.lc No unit, regardless o/the combat
result, is ever marked with an exploitation
marker as an overrun result.

7.ld Should attacking units accept a
retreat result from an overrun combat, their
movement for the phase ends. They cannot
move further afterthe retreat’s termination.
Remaining MPs are lost. Attackers that do
flot retreat can continue movement.

7.le Units incapable of overrun
(artillery, HQs, trucks...) can “tag along”
with others making an overrun. Such tag
along units can only move with the
overrunning force. They cannot attack.
These units contribute no strength to the
overrun and cannot be used to absorb any
step losses. Retreat results do flot affect
these units—but they can “tag along” with
a retreat. if desired.

7.lfOther friendly units can be in the
hex from which an overrun attack is made.
These units affect stacking in that hex, but
are flot involved in the overrun. The
overrun’s combat resuit has no effect on
these units whatsoever—regardless ofwhat
it is.

conduct barrage attacks during this phase
before the execution of the phasing player’s
Combat Phase. At the start of this phase.
the player can release any of his reserves
that he wants to.

8.Oa (Optional) For those who
preferred the old-style reaction phase’s
Reserve Movement, allow released reserves
to move their full movement allowance.

8.Ob (Optional) For those who
preferred the old-style Reaction Phase’s
Combat Segment, allow the Reaction Phase
to end with its own Combat Segment.

Design Note: Naturallv, these two options
used together voici ont die decisions I macle
regarding die Reaction Phase and what I
feel is ifs inappropriate e/j’ct on flic gaine.
I ni sure there will he those whoA) disagrec
with mv assessment, B)jnstplainpreferred
die old wav hetter, or C) woulci like f0 sec
what it is I’ tu talking about anvwav.
Regarclless of the reason, feelfree to use
these options f0 spice flic game the wavvou
want—just remember, mv opinion is that
tue game models realitv hest without theni.

8.1 Restrctons
8.la Only Reserve Mode units that

the non-phasing player releases can move,
overrun. and barrage in the Reaction Phase.
The non-phasing player can use any ofhis
active air units. Released reserves inove
using at most 1/2 their now-showing
Movement Allowance.

S.lb Released reserves can overrun.
8.lc No regular combat is allowed in

the Reaction Phase.

9.0 Combat
Regular combat only occurs in the

Combat and Exploitation Phases. Barrage
attacks can occur at the end of the Movement
Phase (air units only), andin the Reaction,
Combat. and Exploitation Phases. Overrun
attacks can occur during the Movement.
Reaction, and Exploitation Phases. Units
adjacent to enemy units can engage in
“combat,” while artillery units can make
“Barrage Attacks” on a target one or more
hexes away. Attacking is not mandatory.
but units must defend if attacked.

Procedure:
The attacker indicates the defending

hex. and the attacking units. Before
determining any odds or modifiers. both
players expend supply points according to
the Combat and Barrage Supply Tables.
Each player selects a unit whose Action
Rating he wishes to use. Add the combat

8.0 Reacton Phase
The Reaction Phase isa chance for the

non-phasing player to disrupt enemy
movements and intentions. Certain non
phasing units can move. overrun. and
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strengths for each side (making ail
adjustments due (o terrain and supply) and
determine the initial odds ratio (rounding
as needed according (o the standard
rounding rule). Using the row for the
appropriate terrain, find the correct odds
column on the Combat Table. Determine if
either player has surprise and adjust the
table column appropriately. Subtract the
defender’s Action Rating from the
attacker’s Action Rating and use the
remainder as a dice roil modifier (DRM).
Add any other applicable modifiers to this
DRM. Roli two dice and add the final
DRM. Cross-index the modified roli with
the odds column to find the combat resuit.
Apply that resuit.

9.1 Restrictions on
Combat

9.la Only the phasing player’s units
can attack in the Combat and Exploitation
Phases. Combat occurs in the Exploitation
Phase after all movement is finished.

9.lb Attacking is voluntary. No unit
is ever forced to attack.

9.lc No unit can divide its strength to
attack more than one hex, nor can multiple
defending hexes be attacked in one
combined combat. No unit can be attacked
more than once in a phase. Except for
stacking, there is no limit on the number of
units that can engage in a single attack.
Units can attack from any direction or set of
directions.

9.ld Attack ail units in a hex as a
single defending strength. The defender
can neyer withhold units in a hex from
attack. Different units in a hex cannot be
the subject of separate attacks.

9.le Units can be restricted in their
ability to attack by mode (strategic move
and uiireleased reserves cannot attack),
supply status (requisite supply points or
internals not available), and unit type
(parenthesized combat strengths can only
defend). Fuel status does not prevent a unit
from attacking or defending, nor does it
influence any unit’s combat strength.

9.lfResolve attacks that begin on, or
are shifted past, odds further than those
available on the table on the last available
column. Also, attacks with odds which
begin off the table have their column shifts
measured from the last availabie column.
For instance, a player makes a 1:12 attack
(shame on him). The starting column for
this attack is thefurthest leftor 1:5. Surprise
is obtained and a column shift of6 is given.
The player shfts six columnsfrom the 1:5
column (to 3:1).

9.lg Units without combat supply or
appropriate internai stocks cannot attack.

9.2 Sequence
Summary

1. The attacker identifies the defending
hex and attacking units.

2. Bothplayersexpendrequired supply
points. See Combat and Barrage Supply
Tables.

3. The attacker identifies his Action
Rating unit, foilowed by the defender
identifying his.

4. Deterrnine the initial odds.
5. Roll two dice to determine surprise.

Modify the odds column as needed.
6. Using each side’ s action rating unit,

determine the Dice Roli Modifier (9.8).
7. Roll two dice, determine resuit.
8. Execute resuits. The attacker

executes his first, then the defender executes
his.

Desizn Note: For best resuits while
learning this system, use the above summary

for each combat and follow the steps
rigorously in order. Even after the sequence
is well known, it is usually best to keep a
copy out to follow as a check list w keep
things straight. The order of the steps is
critically important.

9.3 Terrain Effects on
Combat

The Combat Table divides terrain into
four categories (Open, Close, Very Close,
and Extremely Close). These define the
row used when determining the odds
column. The Terrain Effects on Combat
Chart defines the category of each terrain
type. In every case, the defender’s hex
gives a combat terrain category.

9.3a A unit cannot attack into a hex
that the movement rnles prohibit it from
entering.

9.3b Armor, Mech, and “other” units
(see 3. la and 9.4) have modifiers applied,
per unit, to their combat strengths in various
terrain types (see the Terrain Effects on
Combat Chart).

9.4 Special Modifiers
Certain units have colored

backgrounds to their unit symbols. These
(fora lack ofbetter terms) are called ‘armor’
and ‘mech’ units. Units with a yellow
background are armor; those with a red
background are mech. Ah other units (those
with no special background color) are
“other” type units. See the Terrain Effects

on Combat Chart for the multipliers for
different terrain types.

9.4a Apply special modifiers to each
unit separately.

9.4b The Defending playercan choose
the Special Modifier terrain for each
attacking stack: either that in the defender’ s
hex, or the hexside crossed. This selection
is made separately for each attacking stack.
Only the hex OR the hexside can be chosen;
these modifiers are flot cumulative.

9.4c Regardless of the selection
process in 9.4b, the defender’s units are
only affected by the special modifiers of
their hex and the terrain line of the combat
(for the Combat Table) is determined by
the defender’s hex.

9.5 Supply Effects on
Combat and Supply
Expenditure

Supply status affects unit strengths.
Out of Supply units attack at xl/2 if combat
supply can be found (for instance, using
internai stocks or maybe an air drop), and
defend at xl/2.

9.5a Both sides expend supply in
combat. Make this expenditure before
calculating the odds. The Combat and
Barrage Supply Tables give the required
supply amount. Units that do flot have the
correct combat supply cannot attack—
if the combat supply can corne from neither
on-map supply nor their own internal stocks.
If the required supply is not availabie for
the defender, defending units are halved.

9.5b Ail attacking units must be able
to obtain combat suppiy independently or
use internai stocks.

9.5c Enemy Attack-Capabie units (and
the hexes surrounding (hem) as weil the
actual hex of any enemy unit (even non
Attack-Capabie ones) block combat suppiy
(races. Friendiy units negate this effect.
Units have internai stocks to off-set
momentary isolation, (see 11.10).

9.5d The player can voluntarily
withhoid supply frorn an attack or defense
and fight using Internai Stocks. Units can
defend (at xl!2) using no supply at ail
(internai or otherwise) if the owning player
desires.

Page 10



The Gamers, Inc.

9.6 Ground Support
Arpower and Artmery

These units conduct Barrage. GS vs.
Facility and GS vs. Dump attacks in the
Barrage Segments (See 12.3h. 12.4d, and
14.12) or. in the case of air power, at the
very end of their Movement Phase.

9.7 Odds
Determnaton

To determine the raw combat odds,
use the total modified attacking strength
and the total rnodified defending strength.
Divide both by the srnaller of them and
apply the rounding rule (sec 4.3) to the
result. Express the resulting numbers as a
ratio of Attacker:Defender.

9.7a The Combat Table bas a row
devoted to eacb terrain type. Find the odds
determined above on tbe correct line, using
the terrain in tbe defender’s hex. Use the
column tbat is Iess than or equa to the
determined odds.

9.7b Odds are lirnited to tbose printed
on tbe table. Resolve attacks that fail outside
tbe odds listed on the table on the last
available colunin and begin their shifts
from tbere. (Sec also 9.1 f.)

9.8 Acton Ratng Dce
Rofl Modifier

Action Ratings affect combat as Die
Roii Moclifiers (DRM5). Each player selects
the unit he wishes to use as bis side’s
Action Rating. Choose only one unit per
side. The cbosen unit must activelv
panicipare in the combat. Calculate the
DRM as foiiows: Attacker’s rating minus
Defender’s rating = DRM. This number
can be positive or negative. Tbe attacker
must announce bis Action Rating choice
first. Each side’s first step lost, if any.
must be taken from the Action Rating unit.
Rernember to subtract one from the Action
Rating of DG units.

9.9 Combat Resouton
After ail modifications bave been

made to unit strengths, odds deterrnined,
surprise determined. column shifts made,
and the final DRM determined, roli two
dice. If the rnodified roil is less than I,
makeit 1. Ifitisgreatertban 15, make it 15.
Cross index the modified dice roli with the
final odds coiumn to find the resuit. Execute
the resuit according to the foliowing rules.

9.10 Retreat!Step Loss
Opton

Players are sornetirnes given a choice
in the exact combat resuit. The combat
resuit might give a ioss number and an
option number. The “option number” is
given on the Combat Table as “o” followed
by a nurnber—that number being the side’s
option resuit. The ioss number represents
the required step ioss. Destroy those steps.
Take care to insure thefirst step lost cornes
frorn the side’s Action Rating unit. The
option number represents the retreat!step
loss option available. Ibis option rnay be
made up by any cornbination of retreat
hexes and step losses provided the correct
total is executed. A unit cannot retreat
more than this number. If there isa retreat.
ail invoived units must retreat the same
number of bexes. The attacker always goes
first—he must decide how he is going to
exercise bis option before the defender
decides.

9.lOa If either side is destroyed
before taking its option, the other side is
exempt frorn its option. Take ail step iosses
before executing any option resuits. Even
if exempt from an option. the player can
choose to execute it if be desires to do so.

9.lOb If the attacker retreats, the
defender takes bis required step losses and
can ignore the option number. The defender
can choose to execute bis option anyway.
but is not required to do so.

9.lOc In attacker resuits that contain
both option and exploitation numbers, the
attacker must take the entire option as a
loss to use the exploitation result. 1f the
player chooses to retreat. ignore tbe
exploitation resuit.

9.lOd A stack that retreats as an option
resuit can retreat with ail the units in it
(even those which did not partie ipate in the
combat—such as artillery or HQs) at the
owning piayer’s option.

9.11 Step Losses
Bngade and smaHer units have

_______

one step. Divisions have one
step per RE. Mark step iosses

with step loss markers under the unit. When
the marker equals the total steps available
to the unit, destroy the unit and remove it
from play. Piace the unit in the dead pile
where it wiil be availabie for rebuilding.
No unit can absorb more step losses than it
bas available. The owning player
determines which unit or units absorb step
iosses, given 9.1 la and 9.1 lb.

9.11a Units giving their side’s Action
Rating must iose the first step loss required
of their side in a combat.

9.llb Resuits given as “L” foHowed
by a number must be taken as step iosses.

9.1 lc Step Loss Distribution. Ail units
in a combat must take one step loss before
any one unit takes two. Ignore step iosses
beyond the side’s ability to absorb them.
Ibis rule does not appiy to Barrage
attacks—in those, the owning player bas
full control over what units take the losses.

9.lld Effects of Step Loss. Units
missing haif or more of their availabie
steps have their combat strength halved.

9.11e A division’s current RE size is
that division’s printed RE size minus the
steps it bas iost.

9.12 Retreats
Any portion of an option resuit not

taken as a step loss. unless exempt due to
9.iOa. must be taken as a retreat. Ail units
involved in a combat must retreat the
number of hexes required to fui out the
resuit number. The retreat’s direction must
be in accordance with 4.6. Retreating units
can stay together as a stack. or can split up
as the owning player desires. The hexes
retreated into must be hexes into which the
unit couid normally move. Movement
points and mode have no effect on retreat.

Exanwie: Combat Supply. In u regular
attack, a pla ver attacks ri ifh 3 REs (in three
different I RE unifs) againsta defending 1/
2 RE. For combat supplv. the attacker niusf
e.vpend 3T, the defi’nder oiusf be cible ta
expend I T. In this case, the attacker cannot
expend the 3T, but lias IT. He must either
eut clown the attack ta une RE or iess, use
sanie internai stocks, or ,iot attack at ail.
11e chooses ta eut down flic attackingforce
ta one RE. The defencler. however, is ulso
unable ta obtain combat supply and lias no
infernal stocks remaining. J—le is halved in
flic resultini baffle.

Exampie: Step Loss Distribution. A stack
takes 5 step lasses, but only possesses 3
steps. The stack is eliminated anci flic
reniaining 2 lasses are ignorecl.

Exampie: Step Loss Effects. A Soviet
infantrv division with tlu’ee steps (14 combat
strength) loses one step. Place u “o,ie”
step ioss marker under the division and flic
combat stren ç’th remains unaffecfed. Later,
flic division ioses another step. Flip flic mie
sfep loss niarker ta ifs “twa” side. The
division’ s combat strength is non’ lialved ta
7. A Jiu’tber sfep lass will destroy if.
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Each time the retreating units must enter a
hex (any hex) adjacent to an enemy Attack
Capable unit, mark ail the units in the hex
DG; if they are already DG, they lose a step
(one step per stack, flot per unit), and ail the
units in the hex are DG (even those which
are flot retreating). Terrain and friendiy
units have no effect on this provision. A
retreating unit cannot enter an enemy
occupied hex. Retreating through hexes
adjacent to the enemy does not slow the
retreat in any way. Eliminate units unable
to retreat because ofenemy occupied hexes,
prohibited hexes, or which must overstack
at the retreat’s end. (There is no
dispiacement provision.)

9.12a Retreats, regardless of length,
neyer change a unit’s mode. Exceptions:
Units that retreat 2 or more hexes
automatically enter DG mode and Combat
Mode units with a zero Movement
Ailowance (HQs, Katyushas, etc.) which
retreat must enter Move Mode.

9.12b Players retreat their own units.
Retreating units can retreat as a stack or
split up.

9.12c If the defender’s hex becomes
vacant, attacking units can enter it. Only
those units contributing to the attacker’s
combat strength can advance. The owning
player controls the number of units (ail,
some, or none) which take advantage of
this rule. Overruns require this hex entry.
In Barrage attacks, no unit can advance. If
the attacker retreats, the defender caillot
advance in any way.

9.12d Enemy units and terrain have
no effect on displacements caused by the
Dump, Truck, and Wagon Capture Table.

Design Note: The retreat next 10 the enemy
rule needs some explaining, especially the
part about friendly units having no effect
on it. A retreat being an unplanned
movement, even if the unit retreats into a
hex “protected” by a friendly unit, great
confusion will resuit. This is why both the
retreating unit and the units il retreats
through become DG.

9.13
Exploitation
Marking

Some attacker results include a
notation of “e” followed by a number.
Mark attacking units with an Action Rating
that number or higher with an Exploitation
Marker. Those units enter Exploitation
Mode. Such units must have contributed to
the combat that generated the result. This
excludes artillery units and HQs from ever

being so marked.
9.13a Exploitation Mode units can

move and fight in the following Exploitation
Phase.

9.13b A DG marked unit cannot
receive an Exploitation marker. Exploit
results on these units have no effect.

9.13c Overruns, and combats not in
the regular Combat Phase, neyer cause a
unit to be exploit marked.

[ 9.14 DG Marking
Certain defender results

. contain a DG. Remove any
Reserve Mode marker and

mark the defending stack with a DG marker.
Should this stack split up in retreat, DG
each resultant stack. DG units that retreat
have no effect on units through which they
retreat or with whom they become stacked,
exceptas described in 9.12. Additional DG
results on units already DG have no further
effect.

9.14a When given as part of a combat
result, apply the DG before executing any
option results.

9.14b If a DG stack retreats into a hex
containing other units which are adjacent
to an enemy Attack-Capable unit, then the
following occurs.

A) The units already DG must lose
one step as per 5.lOb.

B) The non-DG units in the hex are
now DG.

9.14c When a stack (already DG or
not) retreats two hexes or more, on entering
the second hex of the retreat DG the
retreatingunits and anyothers whichhappen
to be in that hex.

See 5.10 for details about effects
and other instances where DG is intlicted.

9.15 Specialized
Combats

9.15a Units with a Zero Combat Value.
Resolve attacks against a unit or stack with
a total defense of zero on the furthest right
Combat Table column. Units with zero
combat value can participate in attacks and
can be used to absorb step losses.

9.15b Supply Points and Dumps. Any
stack of Supply Points is a dump. Should
enemy units entera dump hex (which they
do without additional MP cost), roll on the
appropriate column on the Dump, Truck
and Wagon Capture Table. Such events
can only occur during a phase allowing
movement. Dumps cannot be “attacked”
by moving adjacent to them. A player can
attack a hex containing enemy units also
containing a dump. In that case, follow the

above handling of dumps ifaretreat occurs
or the defending unit is destroyed and an
attacking unit enters the hex. Sec 6.2e.

9.lSc Trucks. Should enemy units
enter a hex containing trucks (which they
do without additional MP cost) use the
appropriate Dump, Truck, and Wagon
Capture Table column to determine the
truck’s fate. Captured trucks can move in
the current enemy Movement Phase.
Results affect trucks and their cargoes
equally. Hexes containing only trucks
cannot be “attacked” in a combat phase;
only the enemy movement into their hex
affects them. A player can attack hexes
with both trucks and combat units in them.
In this case, trucks do not contribute to the
combat, cannot be used to absorb step
losses, or retreat (Exception: Sec 12.2g). If
ail the defending units are destroyed and
the attacker enters the defender’s hex,
follow the capture procedures.

9.15d Wagons. Sec 9.15e and follow
the table’s comments about wagons.

9.15e HO Units. HQ units defend with
a Combat Mode defense strength of 5 (Move
Mode defense strength of 1), which can be
reduced by supply conditions. They can
neyer add to an attack. If forced to retreat,
Combat Mode HQs must flip to their Move
Mode side. HQs add their defense value to
their hex, but no more than one HQ can do
50 at one time. HQs have an Action Rating
of O and one step.

9.15f Air Bases and the Air Units in
them. Air bases cannot be attacked, but are
captured whenever an enemy unit enters
their hex. Destroy ail Inactive air units at

Exampie: Dump and Truck Capture. In a
hex there arefour truck points and 12 SPs
(four of the SPs are loaded on the trucks).
A German Motorcycle Battalion roars mb

the hex at no additional MP cost. (The
Soviet player neglected to garrison this
hex, shame, shame.) The German player
then consults theDump, Truck, and Wagon
Capture Table. First, he roilsfor the trucks
and supplies thereon using the second table
column. He rolls a one that gives no truck
points or SPs to the German war effort. The
four truck points and their SPs displace up
to ten hexes under the Soviet player’ s
control. Determined to make up for his
previousfailure to the Ftihrer, he rolis for
the remaining eight SPs and gets a five.
That gives a 50% resuit. 50% is captured,
the remainder is destroyed. This gives the
Germanplayerfour SPs to take home, and
the remainingfour SPs are destroyed. The
Motorcycle Bn can continue movement with
ils remaining MPs.
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the base. Roil for active air units. On a 4-6.
reduce the air unit, destroy it if already
reduced. On a l-3, there is no effect. After
rulling. remaining active air units displace
tu any friendly air base in range. They cannot
remain in the hex: they must displace and
become inactive. If weatber pretents flight,
automatically destroy the active air units as
well. Players can capture and use enemy air
bases, but neyer air rinits.

9.15g Mixed Target Hexes. These
contain targets that are affected in different
ways by different tables. An example would

be a hex with units. trucks. and supplies in it.
The enerny player can use the Barrage Table
tu attack units OR use the same barrage

points on the GS & Barrage vs. Dumpl
Truck Table tu attack trucks and supplies. In
any such mixed case. the attacking player
must select the target (“units.” “trucks &
supplies,” “airbase,” etc.) and apply the

barrage points tu that target (only) using the
appropriate table. Regardless of the number
of target-types in the target hex. only une

Ban’age attack per phase is ailowed. Make

such selections oniy when doing barrage
attacks. Regularcombats using the Combat
Table only affect the enemy ground units.

916 Surprse
After players identify their Action

Rating units fur a combat (regular or
uverrun). check fursurprise. Roli twu dice.
Add tu the roil the difference between the
attacker’ s Action Rating and the defenders.
Check the modified roli against the Surprise
Table tu determine which player (if any)
gels surprise. Roil une die and shift the

final odds column on the Combat Table
that number of columns. These coiumns
are tu the right for attacker surprise and left
for defender surprise.

The attack ‘s type (uverrun or regular)
determines the Surprise RolI needed for
each side.

I

h
3’

.5

.3 SPs at I (the only SPs available) as hex 3 will he blockcd. This will not affect the dcfensc
(the target brigade can still use inlcrnals)—hut the German player (stili thinking ahead) bas
bis eyes un capturing that (lump for his own purposes and doesn’t want the Soviet player
using any of h hefore he gels there. He could have run the motorcycie battaliun into the
dump rigbt now tu grah it. but decideci flot tu since the MP costs of the terrain (Ihe dump is
in heavy furest) wuuld preciude the battalion making il hack to C 10 perform ils original
fonction as a spotter. Since the mutorcycle hattaliun is using tracked MPs. it can slip through
hex D to C witbout anv prohiems. but does need b have fuel expended. The German player
pays iT for Ibis.

The motorcycle battalion in place. the German player rolis in an airstrike by a
single Stuka (A). l-le plops the Stuka down on hex 2 and announees the bip shoot. The Soviet
player bas one tlak point (from the one unit in the hex) and iolis twO dice un the 2 or less
coiumn of the Flak Table getting no result against the single attacking air unit. The German
player now resolves bis barrage attack. On the Barrage Table. he hegins at the 17-24 column.
0f the possible shifts. oniy one applies—there are iess than 2 REs in the target hex, su a
shift back one column to the left is in order. The 1mai column is 12-16. The German player
rolls twu dice getting an 8 which DGs the target. The target is marked with a DG marker
and the Sluka returns 10 a hase and becomes inactive.

Having dune bis preparations. the German player can now launch bis overrun.
He pays 2T from the dump at E (leaving $ SPs + IT. IT having already heen spent on the
motorcycle Bn’s fuel) tu fuel the muvement of the twO attacking units. He chose to do this
instead of paying I SP for the whole division because he feels it will he cheaper for him and
(10es not think these units wiil be moving later in Ihe tum (the iT per unit payment oniy Iasts
for the current phase). The unit at F cannot juin in the overrun hecause it did flot begin tise
phase stacked with the others. The two overrunning units expend 3 MPs to get tu hex D and
announce the overrun. The overrun cosls an additional 3 MPs (which hoth units can pay).

Both sides pay for their combat supply for this attack—the overrunning unils pay
2T from the (lump at E (leaving 3 SPs + 3T): the defending unit uses its first internai (but
dues flot mark it yet. as the Soviet player feels bis unit wili dïe in the combat).

The action rating unit for the Gertssans is announced as the panier battalion )a
5 rated unit) and the Soviet player must use the targel unit as it is the only one there. In Ibis
case. the tank brigades original 3 action rating is reduced to a 2 hecause of the DG—so a
+3 differential affects the combat. Tise Gernsan player ruEs twu dice for surprise and adds
the differential. The raw ruil is a 6 which when modified hits the minimum requïred to get
attacker surprise. Another die is rolled giving a two column shift lor the Combat Table,

In this attack, huth German units are douhled hecause of Speciai Modificrs (anTtor
and mech are x2 ils the open in this case). 50 the final attacking combat strength is 28. The
defender bas no Special Modifier effect to wurry about in this case, but is x 1/2 hecause the
unit is 0G. Su. the defense strength is 3.5. The raw odds are exactiy 8:1. so the German
plaver goes to the Combat Table to find that column. There is no 8:1 column on the Open
terrain une, so he must go tu the next luwer coiumn which is on the table (7:1). Hc then
shifts up 2 coiumns (for surprise) to the 11:1 column and determines the action rating (lice
rolI modifier )+3. the same as the differential used hefore in surprise). I-le rolis two dice
(getting a 2) and adds the 3 modifier. The combats result (5 un the 5 die rob position of the
11:1 column. or Aol e4. DLI o2.

Since the defender is destruyed hy tise LI resuit. aIl tIse option results (attacker
tusd defender) are voided. The exploit resuit of 4 is ignored as this attack is an overrun and
flot occurring in tise player’s regular Combat Phase. Remove tise defending unit from tise
map and muve the overrunning force into the targct hex. The mecb infantry reginsent must
stop there (it bas used ail ils MA). but the panier hattalion cais continue to move with ils
remaining 2 MPs should Ihe piayer wanl. Either way. Ibat ends this overrun combat.

;— A. ‘, -
....., ..: - — •.•:‘‘.,•..-#

Example: An Overrun Attack combined with an
Airstrike

In this case. the German player wants tu uverrun the Soviet force
at 2 with the stack al B after preparing the target with a bip shoot airslrike.

Whiie ailowed to make bip shoots in generai. the German player
caisnot make one agaiisst tbis hex as Ise bas none of bis units adjacent to tIse
target. (Bip shoots are flot allowed against ‘unspotted’ targets.) But. Ise need
flot decide he cannut du the attack the way he wanted—hc must nsereiy Ihiisk
ahead so as to arrange things to work the way he waists. He must plais ahead
and execute this operatiun with fiisesse.

First. he nsust provide the spotter fur tise airstrike )su as to allow
for tise lsip slsoot he needs). Taking a quick look at the situation. he decïdes
10 use the nsoturcycle hattalion already witls the stack al B. l-le couid have
clsosen any of the other friendiy units avaiiahie here for tisis task. Glancing
at the enensy situation, the Gerissan piayer determines that if the moturcycle
haltaiion goes tu Isex C. then he wili eut the ahility uf the target tu draw on tise

A
.5—rated liait attacks ci 0—rated unit in ot’errtin. Titis
gis’es ii +5 (il ta tite stuprise due joli, The plaer
jolis cm 8, ntodijiedto J3gitingattat’kersorprise. He
titen rails one die and geLs a three, whu’it siufis ilte
r ontbat ocids three colon lits ta tite right./Vote that tite

+5 Action Rating DRM is stili applied to the Cootbat
Jable Dire Rail.

Lets assuote ilte abot’e attac’k fias 4:1 in tue open.
The coiuntn shif’t ntos’es the odcls ta the 9:! coinntn.
The player ivlis itis dic’e tit’i,tç’ o 7 (otoc/ified bv +5

givinga 12), ciitdthe(’OOtbatl’estiltisAe3,DL2O2DG.

Wititoot tite coitinut shifi. t/te sont e bottle 00111(1 lune
resolted iiI cm Ae4, DLJo2.

for tite sake of cmrç’uoteitt, reterse the abot’e (the 0
attac’kitg tue s ut ait ot’erru,t ). Titis is not
recontnteitded! Tite stlrprise rail is 10 ntodifiecl bv -

5 for tite Ac’tioit Ratinç’s iitvols’ed giving a 5. Titat
gb’es defender .nliJrise Ot an ot’errtut. A six is roiied
frr tite ituotber of c’oluotn shifis .Siuf’t left six c’oluntns
front the 4:1 ut tlte open r’oiu,no ta the 1:4 colomn. A
combat joli of 7, inochf’iecl to cm 2 bv rite Action Rotin ç’
differc’ittiol gis’es cm combat resnlt of AL2. Without
surprise, dte result woulcl bote been ALla!. Dol.
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10.0 Exploitation
Phase

During this phase, exploitation
marked units, any Active Air units, and
those units just released from Reserve Mode
can move and fight. The phase consists of
a Movement Segment (which allows
overruns), a Barrage Segment, and a
Combat Segment. Only those units eligible
to move and fight in this phase can do so.

1O.Oa The phasing player can release
any reserves at the phase’s beginning. 11e is
notrequiredto do so. Tokeep things straight,
players should mark such released reserves
with an Exploitation Marker. Remember:
Units actually in Exploitation Mode can
only move haif their MA; released reserves
can move their full MA in this phase.

1O.Ob Handle combat in the
Exploitation Phase, either overrun or
regular, normally.

1O.Oc Phasing active air units function
normally.

11.0 Supply
There are two suppiy types: on-map

supply and trace supply. On-map supply
uses Supply Point markers which players
move about the map and use to pay for
combat, barrage, fuel, and construction
activities. Trace supply is ONLY used to
determine the “in” or “out” of supply status
of units and air bases during their Supply
Phase. No real SPs are used during Trace
determination (except when units or air
bases cannot trace and the player is wiIling
to expend on-map supply to “feed” them).

On-map supply is handled very
mechanically. Players receive supply points
(SPs) every tum as reinforcements. Each
player places his markers on the map and
uses his transportation assets to move them.
11e will later expend SPs for combat or
barrage operations, the expenditure of fuel
for vehicie movement. or to allow
construction.

When expending SPs, units needing
them can clraw them “directly” (if the SPs
are within 5 truck movement points from

the units) or they can use an HQ whose
“throw range” (printed on the HQ ‘s counter
in Truck MPs) they are within to draw on
SPs too far away to use directly. The HQ
can draw on SPs at or within 5 MPs of its
hex. In effect, HQs act like a “hose” that
delivers the SPs to the units that need them.

In ail cases where SPs are used (combat
and barrage supply, construction, regular
supply use, some air base supply, fuel,
etc.), HQs use their draw range (5 Truck
MPs) to acquire, and throw range (as
printed on the counter) to issue, needed
SPs. Where HQs are used to deliver supply,
always count MPs from the HQ lote units
involved and back from ihe HQ to the
SPs—in each direction, count out from the
HQ. Where units draw supply directly,
count from the SPs to the unit. The direction
ofMP counts is important as such counting
is flot symmetrical.

Trace supply is only used for Suppiy
Phase detemiination of Supply Status. It
consists 0f units being traced to by an HQ
that can also reach an appropriate
detrainable hex on a rail-line (detrainabie

German motorcycle unit or fuel payment. The Soviet player moves this unit
over to Hex 1 and ends his Reaction Phase.

As the first part of his Combat Phase (the Barrage Segment), the
German player announces a barrage attack using the artillery regiment at B. It
is to sheil Hex 1. He pays 2T to fire the regiment from the dump at C (leaving
4 SPs + 2T). On the Barrage Table, the initial column is 17-24 because of the
baiTage strength of the artillery (20). None of the colunm shift conditions apply
in this case, so the barrage is resolved on the 17-24 column. The German player
rolls two dice and gets a 4, giving no effect.

In the following Combat Segment, the German player announces the
attack on Hex 1. He informs the Soviet player that the mech infantry regiment
will attack across the river (xl/2) and the motorcycle and panzer battalions will
attack on the same side of the river as Hex 1. He then discovers that the two
units he threw across the river to help in the attack cannot count back to the
dump at C to obtain combat supply (counting back across the river costs too
much). Deciding that In flot attack with these units would mess up the attack as
a whole. the German player decides to attack with these units using their internal
stocks. He places a ‘Low Internais’ under each and pays another 1T from the
dump to ailow the mech infantry to attack.

The Soviet player expends 2T for the defense.
The Gennan player announces the use of the motorcycie battalion (a

5) as his action rating unit. The Soviet player announces the use of the 3-rated
infantry brigade (which moved in during Reaction) as his. This gives an action
rating differential of +2.

The combined attacking strength is 20 (4 for the motorcycle, 4 for the
mech infantry attacking across the river, and 12 for the panzer battalion attacking
in the open terrain). The defenders total 27 points. This gives a raw odds of
1:1.35 or 1:1. The German player identifies the 1:1 column of the open terrain
line on the Combat Table.

With the +2 DRM identified earlier, the German player rolls for
surprise. He rolls a 9, modified to an 11 which gives attacker surprise. He then
rolls one die and gets a 2. giving a two column shift to the right, 5° that the
combat will be resolved using the 3:1 column instead of the 1:1 one.

The German player rolls two dice and adds the action rating modifier—
the roll is 5 which is modified to a 7. This gives a result ofAoi, Dol. The
German player chooses to kili the motorcycle unit (his action rating unit) to
satisfy the “o 1” result. The defender’s option must then be satisfied and the
Soviet piayer decides to retreat one hex to satisfy it. Fie can do this without ill
effect. The remaining German units can, if the player desires, move forward to
occupy the defender’s empty hex. That ends this combat.

Example: Comprehensive Combat
This example covers many combat possibilities and

interactions. At the end of the German Movement Phase. the forces
are arranged as shown. In his Supply Phase, the German player checks
the supply trace of his units and determines that ail can be supplied.

In the Soviet player’s Reaction Phase. the unit at 2 releases
from reserve. h has only 1.5 MPs to use (rounded in this case to 2 as
it cannot do any road movement), so k cannot make any sort of overrun
attack to relieve the expected attack on Hex 1. It can, however, scurry
over and stack in Hex 1. This will add some to the defense. Since this
unit is using Leg MPs it can do so without interference from the
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as defined in I 2.3c) which can be foilowed
without interruption to a supply source OR
units that eau draw directly 5 Truck MPs to
such a detrainable hex. In both these cases.
the trace eau include extenders (See 11.7).
Units unable to trace for this purpose (or
muiti-unit divisions that cannot have ail
parts trace to the same source) eau be paid
for out of on-map SP stocks to be supplied.
Units abie to trace are in supp1y those
unable to trace which do not have on-map
SPs expended for them are marked Out of
Supply and must check for attrition. Ail of
the above trace rule is also apphed to air
bases (supphed air bases can refit up to
their level, unsupplied oues cannot refit).
except that air bases neyer need to check
for attrition.

[j lilmi Suppy
Points
11.la Mechanical Handiing of
. Players eau break dowu

and add together supply points freely by
combining or “makiug change” with SP
markers. Being loaded on a transportation
unit (truck, wagon. etc.) has no effect on
the ability to use SPs.

11.lb Supplv Tokens. Players can
break down Supply Point Markers as desired
mb “Supply Tokens” to pay for a number
of activities such as combat, barrage, and
construction that cost only part ofa full SP.
Tokens are supply’s “small change”. One
SP generates four Tokens. Generate
tokens only when needed. A supply token
is abbreviated “T,” so two tokens would be
2T.

11.lc Ownership of Supply Points.
Since the Supply Point markers are commou
b both players. it is important that players
keep track of who owus what. Au SPbelongs
to the player who brought it onto the map
unless it is captured (sec 11.11 b). One
playerean neverdraw supply from another’s
points!

11 2 Transportaton of
Suppy

A player eau transport SPs by truck,
wagou.rail. ship, oraireraft. The eapabilities
and limitations of eaeh appear in rule
sections goveming eaeh method (Sec 12.2,
12.3, 14.19, 14.20, 18.4, 19.0).

11.2a Leapfrogpinp. Leapfrogging is
loading SPs on a transportation unit,
trausporting them to the hmit ofmovemeut.
unloading them, repeafing movemeut with
another transportation unit. and so ou in a
single phase. This is not allowed. SPs eau
ouly be trausported by one “transporter” in
a giveu phase.

11.2b It is flot a violation of the
leapfrog rule if SPs are moved aeross the
map and then “used” in the same phase. For
example, a truck might carry au SP its full
movement to another unit that then bums it
as fuel that phase.

113 On.Map Sppy
11.3a General Description. Uuits get

supply from a dump either via au HQ or
direetly from it. Units eau draw if they are
at or withiu the throw range in MPs from au
HQ (+1 hex, sec 1 l.3b) OR at or withiu 5
Truck MPs(+l hex)ofasupply source. Au
issuiug HQ eau use auy SPs that are at or
withiu 5 Truck MPs of its location.

Units eau receive supply direetly from
a supply source (“Direct Draw”) or from a
supply source via au HQ b the unit (“via
HQ”). HQs affect ouly the range at whieh
uuits eau draw supply. Units eau ouly draw
supply through a hex/hexside that a truck
eau move through (exception: the final hex
of throw or draw. sec Il .3b, eau be any
terrain), iueludiughexesadjacenttoeuemy
units if the hexes are also occupied by a
frieudly unit.

11.3b Via HO Supoly. Draw these SPs
from auy supply source at or withiu 5 truck
MPs from the HQ and throw them out 10 the
exteut of the HQ’s throw range. Wheu
using HQ draw/throw to gel SPs, count ail
MP caleulations from the HQ’s hex. HQs
neyer draw supply from other HQs (to
make chains, etc.). Au HQ’s range, in truck
movemeut points. appears ou the counter.

Note: The HQ ueed merely have
enough “throw MPs” to get supplies into a
hex adjacent to the drawing unit.
Regardless ofterraiu, it is assumed the unit
will be able to get its hands on supply
deposited iuto au adjacent hex. Apply this
in reverse as well, the draw range (5 MPs)
need only get adjacent to the SPs, etc. This
rule applies to ail supply issues. In any
case where supply is eoncemed—if this
measuremeut eau make it to the hex adjacent
10 the hex being eouuted b, ibis suecessful.
If the hex adjacent happeus b be adjacent
to or coutaining au euemy Attaek-Capable
unit, it is bloeked—unless the hex is uegated
hy a frieudly unit.

11.3e Direct f rom Source. Units at or
withiu 5 truck MPs of a dump eau use that
dump for their supply. In this case, the MPs
are measuredfroni the dump into the uuit’s
hex. As happeus with HQs above, this draw
ueed ouly have euough MPs to get adjacent
to the uuit’s hex.

Note: Players use draw ranges any
time they expeud supply. For example, if a
combat requires supply usage, the supply
eau be expeuded from a dump reaehed via
au HQ or from a dump that happeus to be
withiu 5 MPs. Note also that in this example,
au HQ eau draw SPs from 5 MPs away to
throw to the combat.

11.3d Holding Boxes and Supply. Uuits
in holding boxes that are also map hexes
draw supply uormally as if they were in the
map hex the holding box represeuts. Supply
for units in off-map holding boxes must
come from withiu the same holding box.
Units eau neyer draw supply from adjacent
off-map holding boxes.

lIA Combat Supply
Sec 9.5 and the Combat and Barrage

Supply Tables.

II 5 Fue’ Supply
11 Sa Uuits usiug tracked or
truck MPs cannot move uuless
their fuel eost is paid first—not

even one hex. Units using leg MPs (even if
they belong to adivisiou geuerally requiriug
fuel, like a Pauzer Division) eau move for
free—eveu if the same counter uses a
differeut MP type in another mode. There
is no provision to pay less than full fuel
eosts for proportioual movemeut.

1 1.5b EXCEPTIONS: Uuits eau have
combat (attacker or defeuder), barrage,
advauee after combat. aud retreat without
worryiug about fuel paymeut. Truck Points
(even those Orgauic to units otherwise
requiriug fuel expeuses) move without fuel
paymeut. The above applies 10 regular
combat, overrun combat as the attaeker
requires fuel to be paid before executing
the attack—eveu if the attacker starts
adjacent to the defeuder.

Page 15



Operational Combat Series Rules

11.5e According to the below, pay
fuel costs in any phase in which the player
incurs them at the instant they are incurred.
(Fuel might be expended in any phase in
which a unit moves.)

A) Pay 1 SP per Multi-counter division
that contains any tracked or truck MA
units. (This payment lasts until the next
Friendiy Clean Up Phase.) If the division
cannot ail draw from one HQ or dump,
apply C below to any parts thatcannot draw
from the common supply source. Mark this
by flipping the Divisionai Marker to its
Fueled side.

B) Pay 1 SP er HO to fuei ail the non
divisionai and non-multi-unit divisions
units within its throw range. (This payment
iasts until the next Friendiy Ciean Up
Phase.) Mark this with a separate Fueled
Marker on top the HQ.

C)Alternatively (when the piayer sees
it to be in his own interest) pay 1T per unit
that has tracked or trucked MPs. (Lasts
for current phase oniy) Do not mark this
payment in any way. 1 T per unit, regardiess
of the unit’s organizational size.

11.5d Ail Fueled markers are
removed from a player’s HQs
and his Divisional Markers are
flipped to theirnon-fueled sides

during his Clean Up Phase. This means
that fuel paid for in the Reaction Phase in
the enemy turn will last throughout the
owning player’s next turn, while that
expended in one’s own tum only lasts until
the Clean Up Phase. Furthermore, Reserves
that move their 1/4 move during regular
movement (and must be paid for then, to do
so) can then move during the Exploitation
Phase without paying again. Remember,
fueled status only lasts until the nextfriendly
Clean Up Phase for units paid for using
methods A and B; those who were paid for
using method C can only move during the
payment’s phase.

11.5e A fueled HQ activates ail non
divisionai and non-multi-unit divisions
within its throw range (Method B). The
throw range is determined at the time the
non-divisional unit (etc.) begins to move.
The HQ can move to allow units to move
which weren’t in reach when the SP was
paid—but, the HQ can only do this from
two locations in a single phase—where it
was when the SP was paid and where it
ends its movement.

11.SfReinforcements must have their
fuel costs (if any) paid after entry onto the
map before they can move further—they

do flot get any sort of free move once
piaced on the map.

11.5g Internai Stocks cannot be used
for fuel costs.

11.5h Memory Marking. (Optional) It
is fairiy easy to keep track of who has paid
for fuel and who hasn’t. Play can be
conducted with iess fuss if players can be
trusted to remember their fuel payments
for the current time and dispense with the
markers.

11.6 Trace Supply
Definition: A “Detrainable Hex on a

Rail-une” or “Detrainable Hex” is any
railroad hex containing a village, minor
city, major city or friendly HQ in Combat
Mode. Furthermore, this statement also
applies to a hex containing an extender that
connects (possibly through more extenders)
to such a detrainable hex or directly to a
supply source.

11.6a Most on-map supply is only for
ammo and fuel purposes, whereas
subsistence “Supply Phase supply” is a
trace operation with the HQ tracing to the
unit, and that HQ tracing to a detrainable
hex. Once to the detrainable hex, the
contiguous trace must lead to a supply
source (the rail line cannot be traced to
other SPs on map).

11.6b Units can accomplish this trace
without an HQ. In that case, count from the
unit the standard 5 Truck MP draw range

(+ 1 hex, as per 11 .3b) to a detrainable hex
and there back to a supply source.

11.6c A “Suppiy Source” is any map
edge railroad hex that allows reinforcement
entry, plus any others specifically
mentioned as Supply Sources.

11.6d Units that cannot ‘make their
trace’ can expend on-map supply at the rate
of 2T per division (plus 2T if any non
divisionals are drawing as well) to avoid
becoming Out of Supply and rolling for
Attrition. Note that non-divisionals are only
counted if there are some—two divisions
with no non-divisionals would cost 4T; the
same two divisions with an HQ, four AG
units, and 23 artillery regiments would cost
6T. Regardless of the number of non
divisionals being paid for, their cost is still
only 2T.

11.6e The player can choose to
“starve” troops.

1 1.6f Ifhe chooses to “let them starve”,
or can’t pay the 2T costs above, mark the
offending units Out of Supply and roll for
attrition, (see 11.8). Players can
intentionally use on-map supply for their
units instead of tracing if they so desire.
(I’m not sure why anybody would want to,
but...)

11.6g Trace ranges are limited to the
same distances as on-map supply draw
(which must make it to a detrainable hex).
This can be either through an HQ OR direct
from the unit. From that point trace along
contiguous usable rail hexes (possibly in
combination with extenders) (ignore
interdiction, 14. 15a & 14. 15h) any distance
to a supply source. Also, HQs or units can
draw directly from a supply source. Any
number of units that can make the trace
through an HQ can be supplied in this
manner.

11.6h Multi-unit divisions can only
trace “for free” if ah parts can trace through
the exact same path. If not, one part can
trace for free and for each part beyond the
first pay 2T. Ignore Organic Trucks
belonging to a division for this rule.
Example: A Panzer Division which must
trace supply through four different HQs,
would end up costing 6T.

Exampie: Usinz Fuel. In his Reaction
Phase, a player wants 10 move a panzer
division and five non-divisional Assault.
Gun Battalions. He bas, however, only a
minimum number of SPs available. The
player pays J SPfor a local HQ (10 run the
non-divisionals since the J SP is cheaper
than the 5T he would have to spend for
them individually). The panzer division
has been pretty well mauled in earlier
battles and bas one panzer battalion and
an infantry regiment left. Theplayer rapidly
determines that he can afford to let the
infantry walk (using their Combat Mode
Leg MPs) and pays J T for the panzer
battalion. The total movement cost J SP +

JT, where il might have cost as much as 9T
had he not been thinking about it.

Play passes into the ahove player’ s
own turn. In his regular Player Turn some
of the above decisions will affect play—
both in the regularMovementPhase andin
the Exploitation Phase. The HQ which was
turned on for the Assault Guns is still
considered fueled (and will be until the
player’s own Clean Up Phase) so all non
divisional units in range of that HQ
(including other HQs and that HQ itself)
can move during the Player Turn without
additional costs. The panzer division’s
panzer battalion cannot move without
further payment as the JT expended only
lastedfor the phase in which il was spent.
The leg infantry is unaffected, as il can stili
walk. To move the panzer battalion about
will require more fuel expenses.
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11.6i Units that can draw directly (5
Truck MPs +1 hex. as per I l.3b) from a
detrainabiehex. supply source, orconnected
extender that can trace successfuIly are in

supply. ifthis method is used for multi-unit
divisions. remember that ail parts of the
division must draw from the same source tu
avoid l1.6h.

1 11.7 Extenders
xr j I .7a Trucks .md Wagons have

_________

t 5-point unit that bas regular
points on one side and an

I
.

“estender” on the other.

II Extender counters. o henontheirextender

L’°”5 side. cmi onI be used to help
bridge gaps for trace purposes.

5 points of trur k or o agons must be used
foreachextender(lcssthan5 pointscannot
make some sort of”partial extender”). Truck
or wagon points making iip an extender
cannot be used for ans’ other purpose while
doing so.

11.7b Extenders can onlv be used to
A) bridge the gap between an 1-IQ/unit and
a Rail-une. B) between two unconnected
Rail-unes OR C) between an HQ/unit (or
rail-une) and a supply source. Extenders
can link to each other to form chains.

Wagons can bridge 10 MPs. trucks 20
MPs. Wagon extenders use LEG MPs;
Truck extenders use TRUCK MPs. Count
the extension from the extender’s hex back
to the hex to which it connects. Rail-une
connection points must be detrainahie
hexes.

11.7c To llip from extender to regular
or vice versa. it costs a truck or wagon 1/2
of its MA. Extenders cannot move at ail
(unless they flip back into regular truck-
wagon points). Truck or Wagon Points
which are loaded with some SPs cannot be
converted into extenders until they are
unloaded.

1 1.7d Extenders must count their MPs
into the hex. not adjacent as in the usual
case (l1.3h).

11.7e Extenders can neyer move real
SPs—thev must he converted back into
regular wagon/truck points to do so.
Likewise. extenders caillot he used tu
increase draw ranges to reach to real SPs.
Their oniv purpose is to connect the various
trace unes involved in trace supply.

11.7f Extenders jumped b’ enemv
units must (after taking lusses on the Dump.
Truck. and Wagon Capture Table) dispiace
and flip back into regular truck or wagon
points when doing su. No extender ever

ends a displacement as an extender. even if
no points are lost. If a point (or more) is
lost. the extender cannot again become an
extender—as b wiI] no longer have the
needed 5 points—until more truck orwagon

points are hrought into it.
11.7g Truck extenders require truck

points; wagon extenders require wagon

points.

Play Note: Garrison vour extenders. or
cisc. - -

1 1 .8 Attriton
andOutof
Suppy

1 1.8a Roil for Out of Supply units on
the Attrition Table immediately after heing
foundOutofSupply”intheSupplv Phase.
Make this roli again each turn the unit is
stiil Out of Supply. Truck. Wagon and Air
units are exempt from this roli. Roli on the
Attrition Table once for each stack found tu
be Out of Supply. RolI two dice in the
coIumn containing the best Action Rating
inthe stock. Usethe bestrawActionRating:
do not adjust for DG. Read tu the right
from the dice roll’s row. The table resuit is

HQ
Range +1
ho,. EI

Where the question mark is. ihe
range must somehow he calcutaied
eut front tise HQ (as ail HQ -anges
must he) AND back from the
exiender (as alt extender ranges
mLtst ho). This cannot ho done ai
ttse suisse urne

5 MP+t
tiex Dras
Range

HQ Thross
Range +1
hex

5 MIP+l
hex Drao
Range

E

Extender
\IP Range
(no +1 ho,.)

E

Extender
MP Range
(no +1 hex)

Extender
MPRange
(no ±1 hex) \

1Fr
Extender
MP Range
lite +1 hex)

j

D
5 MP+l
hex Draw
Range

E

Extender
MPRange
(tso+t hex)

?t

HQ Extension Connecting two Daisy-chained
Railroads Extenders

(con be used with
anv ofthe other
nsethods here)

Datsy-chained
Exienders cuis be
more elahorate.

Unit Connection

Example: The Various Uses of Extenders
Arrows show direction of MP counts. Ail \-IP counts con ho less thon that
shossn: the amount shoo (s the maximum.

Improper HQ
Extension

Not Allowed

A Suppiy Source
An Extencler An HQ Units or connected

Detrainable Hex
-J
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Example: Maximum Stretch of HQs
This example shows a number of features about the use of HQs

for supply purposes.
The HQ at A can act as its own ‘detrainable’ hex for trace purposes

and bas enough range to throw to the hex adjacent to the infantry division
(via route 1). While there isn’t enough throw MPs to get into the same hex
as the division, but as in ail cases with HQs and unit supply ranges adjacent
is good enough.

The HQ at B can also supply the division. It can count back to hex
A (via route 3) and use that HQ as a ‘detrainable’ hex for trace purposes. It
bas enough throw MPs to get adjacent to the division. For combat supply
purposes. HQ B can draw on the SPs at C via route 4. Again. whiie it can
only make it adjacent to the SPs (max draw range is 5 MPs). it need only do
that to use the SPs.

the number of steps the stack must lose—
owning player’s choice of which uflits to

lose them.
11.8b Out of Supplv Effects. Out of

Supply units attack and defend at x112 (if
combat supply can be found; they can’t
attack and they defend at xl/4 if not). They
move normally provided fuel costs can be
paid if required.

11.9 Specialty Supply
Levels

11.9a Trucks and Wagons. These (to
include Organic Trucks) do not expend
supply in any way. Organic trucks neyer
cause rule 1l.6h to corne into effect.
EXCEPTION: Ifappropriate, game specific
mies might add fuel costs for trucks.

11.9b HQs trace supply like any
other non-divisional unit.

11.9c Air Units. Air units do flot require
supply themselves. They are supplied if the
air base they refitted at can trace supply.

11.10 InternaI
Stocks

________

11.lOa These can oniy be used
for combat suppiy. Internai
Stocks cannot be used to make
Barrage Attacks, for Supply
Phase supply trace purposes, or

for fuel. They can be used whether the unit

can or cannot draw combat supply, for
attacks or defense. The first time a unit
draws combat suppty from internat stocks,
mark it with a “Low” marker. The next
time they do so, mark them “Exhausted”
which means their internai stocks are empty.
There is no special modifier applied to the
combat strength of a unit using internai
stocks instead of on-map supply. Without
internais or on-map supply, units are
considered to have no combat supply (they
can’t attack and they defend at X 1/2).
Exhausted units that can draw regular
combat supply fight normally. Players can
choose to use internai stocks. regulardraw,
or a mix of them (see 11.10e). In each hex,
Reduce the internai stocks of each unit
separately which must rely on internai
stocks for combat purposes. No unit can
draw on the internai stocks of another.

11.lOb Recovery. During the Supply
Phase, marked units MUST recover—2T
per tevel recovered per RE (paid for from
the on-map SPs) beforedetermining supply
status. (A Battalion would cost 1 T per level
in recover, etc.) If the on-map suppiy is
available, it must be expended to replenish
used internai stocks. Any SPs that the unit
can draw on (via HQs or direct) are subject
in this requirement. In cases where internais
must be replenished and the same SPs must
be used for basic supply (for units that can’t
trace), the internais must be repienished
beforethe SPs can be usedforbasic supply.

11.lOc Out of Supply has no effect on
internai stocks or vice versa.

11.10d Marking. Place internai stock
markers under the owning unit. Optional:
Jot down on paper any units that have used
their internai supply.

11.10e InternaIs can be mixed with on
map suppiy. EXCEPTION: A single
counter. even ifcontaining multiple steps—
such as a division, can use either internai
stocks or on-map suppiy—such a unit
cannot mix the two for itself.

11.11 Dumps
Every SP stack on the map has a

nominal garrison for the purposes of
blowing the dump. This nominai garrison
neyer consumes supply and has no
movement abiiity or combat strength.

11.lla Blowing Dumps. A player can
biow any of his dumps during his
Movement, Reaction, or Exploitation
Phase. A player can blow a dump more
than once, but can make only one attempt
per phase. The player can select a portion
of the SPs in a hex to blow. if he does flot

Exainpie: MixinL’ Internais with On-May
Supplv. 2 REs (two separate units) attempt
to defend. The player has JT of on-map
suppiy availabie. He makes otie RE use
internais (reducing the defensive size to J
RE) and then uses the on-map J T to payfor
the other.
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wish to destroy it ail. The table result only
affects the selected portion. Roil one die on
the Dump Blowing Table to determine the
number of SPs destroyed and remove these
points from play. No Linit need hein the hex
to attempt to blow a dump.

11.llb Caoturing Dumps. During a

player’s Movernent. Combat, Reaction, or
Exploitation Phases, the chance to capture
SPs from the enemy can present itself.
Whenever your unit enters an enemy hex.
roIl on the appropriate column of the Dump.
Truck. and Wagon Capture Table.

If enemy units occupy the dump hex.
they must be evicted from the hex by combat
for capture to occur. When the defending
units retreat or are destroyed and the attacker
enters the hex. he rolls on the Dump. Truck,
and Wagon Capture Table.

12.0 Specazed
Unfts

____

12.1 HQ Unfts
JX

HQs provide supply distribution
and engineer support. HQs are

W U 1 RE in size.
12.la HOs and Modes. HQs

have the same modes as other units. Note
that the difference between Combat and
Move Modes is the supply throw range and
the ability to move (Combat Mode HQs
cannot move). Other than the difference
between Combat and Move Modes, mode
has no effect on the throw or draw ranges of
HQs. HQs neyer enter DG Mode.

Desi.en Note. Conibat Mode HQs represent

the HQ having token uji residence; Moie

Mode represents the HQ in u more mobile
status. When in Muie Mode, flic extra trucks
of flic HQ are considered f0 he shuttling

aivund uieclianics 017(1 bakers instead of

supplies.

12.lb Suooly Function of HOs. HQs
issue supply points to units within their
throw Range (printed on the counter in
truck movement points). When using HQs
to throw or draw SPs, make ail MP
measurements froni the HQs location.
The HQ must be at or within 5 truck MPs of
SPs (or a trace source) to draw on them.
Note that the Combat Mode and Move
Mode sides have different suppiy throw
ranges. Being Out of Supply bas no effect
on the throw range available to an HQ. The
use of an HQ’s ranges does not require fuel

expenditure. HQs can also make a railroad
hex entrain/detrain capable (sec 12.3c).

12.lc HQs and Combat. A player can
attack HQs like any other unit. HQs have a
Combat Mode defensive strength of 5, and
Move Mode defensive strength of 1. Add
this strength to the other units in the hex for
defense. No more than one HQ can be
added to the defense of a stack, regardiess
of the number of HQs in the hex (three
Combat Mode HQs in a hex have a defense
of 5, not 15). The remaining HQs in the hex
are subject to any adverse combat resuits
affecting their hex. HQs cannot attack.
Supply level affects HQs like any other
unit. If forced to retreat, Combat Mode
HQs must flip to their Move Mode side.
HQs have one step and an Action Rating of
O. Note: HQs are immune to attack and
destruction via the Barrage Table.

12.ld HigherHos. A game can include
HQs of corps level and above. Ail HQs
function exactly the same. regardless of
level.

12.2 Truck and
Wagon Urnts
Trucks and wagons represent

________

the player’s overland transport
cap lcity In iii cases in the rules

u that tollos the terrn and
— wagons has been dropped. Ail

statements that mention
“trucks” also apply to wagons. Trucks come
in an assortment of sizes. Printed on each
counter is its size and movement allowance.

12.2a Supplv Effects on Trucks. Unless
specified differentiy in the game specific
rules, trucks are neyer affected by supply
concerns and neyer expend fuel. They are
neyer Out of Suppiy.

12.2b Truck Transport Capacity.
Trucks transport up to their size in SPs.
Trucks can freely divide and combine using
the sizes available. Splitting or combining
does not cost MPs, can oniy be donc in the
friendiy Movement Phase. and requires
that ail involved units to be in one hex.
Wagons and trucks can neyer combine into
a single counter. Wagons can neyer split up
into trucks (!) or vice-versa.

12.2c Restrictions on Trucks. Trucks
have no mode, thus can neyer take
advantage of Strategic Move Mode or
Reserve Mode. Trucks can move only in
the owning piayer’s Movement Phase,
neyer in the Reaction and Exploitation
Phases. Trucks can be transported by ship
or train and can do so loaded.

12.2d Trucks load and unload SPs at
a cost of 5 MPs. Wagons load and unload
SPs at a cost of 2 MPs.

12.2e Show the condition of being
loaded by placing the SPs under the truck
unit.

12.2f Captured trucks can be moved
by their new owner using their full MA in
the phase of capture.

12.2g Organic Trucks.
A) To show the organic transport

capability of some units (such as Panzer
Divisions), one or more small truck units
are sometimes given directiy tu each
appropriate unit. These truck points have
the foilowing restrictions: they can neyer
unload their contents on the map (if loaded.
they remain so until the supplies are used).
and only units of their own organization
can ever use the supplies they carry. These
can be consolidated from one division to
another. sec 12.9. No division can acquire
more than its full amount of organic trucks.

B) Organic trucks only come in one
(1) truck point sizes.

C) Organic trucks (unlike regular
trucks) can be put mb reserve mode and
take advantage of that rule. Also. organic
trucks can retreat with the units in their
stack as aresultofcombat (thereby possibly
avoiding some captures).

D) Like every other truck. Organic
trucks do not need fuel supply expended
for them to move (unless called for by the
game rules...).

E) Reinforcing Organic Trucks
awaysenterplayfully loaded with supplies.

F) Regular trucks can replace organic
trucks that are out ofplay (by capture. etc.).
The organic trucks of any of a side’s
nationalities can be replaced by that side’s
generic regular trucks. Organic trucks can
neyer change into regular trucks. When
captured. organic trucks become regular
trucks for the enemy player.

G) Organic trucks can be consohdated
mb another division which has (or had) its
own organic trucks (which has lost one or
more of ils organic trucks). If the organic
trucks belong to a division which has been
destroyed, any SPs loaded on them cannot
be used atail until apart of their division is
rebuilt or the trucks are consohdated into
another division.

H) If a hex containing both regular
trucks and organic trucks must check on
the Dump. Truck. and Wagon Capture
Table, the owning player decides which
trucks are captured and which are displaced.

I) Organic trucks neyer cause rule
11 6h to come into effect.
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12.3 Rail Transport
Each plaver has a rail capacitv that

represents the total number of SPs he can
transport in a given tum. Units have their
RE size converted into SPs equivalents to
use rail transport by using the
Transportation Equivalents in rule 13.0.

12.3a Each rai] capacity point can
transport an SP or unit SP equivalent any
distance along an intact railroad (within the
bounds of the p]ayer’s rai]head markers).
The p]ayer can use his available capacity
along any part of his rail network. The
railroad movement cannot include any
hexes containing. or adjacent to. enemy
Attack-Capable units. Friendly units do
not negate this restriction. Ignore terrain
when moving by rail.

There are three railroad classes: Multi
Track. Single-Track. and Low-Capacity. If
a “load” moves for its entire rail movement
along multi-track rail hexes, that ]oad
costs haif its normal rail capacity cost. If a
load moves for any of its rail movement
along low-capacity rail hexes, the load
costs double ils normal rail capacity cost.
Most rail-lines are single-track-—-if the
rail movement is along any combination of
single-track and multi-track lines (to include
exclusively single-track lines) the rail
capacity expended equals the load in SPs.

Desia’n Note: Rail lllo,e,ne,,t is lnost

effective osa stratc’gic asse!. Therefo,e it is
o,uch ,no,e efficient (o ,no,’e loads ove,

loiig distances than in short hops. Most o/
the usage of juil capacttv cmnes 1,0,,,

,narsl,alo,ç’ rollizg stock and loadi itg!
,,,,loadinç’. To go ih,ough ail iiiat rnonkev—
drilifor u short, reluti,elv tactical , mmc is
both wasteji / and inaccii,’ate. That is truc
in real life and in titis gante svstem.

12.3b A p]ayercan use his rail capacity
only in the friendly Movement Phase (neyer
in Reaction or Exploitation Phases).

12.3e Ail rail movcment requires the
“load” 10 entrain. move. and detrain in a
single Movement Phase—a load can neyer
be left “entrained’ for further movement in
another Movement Phase. Units and SPs
can entrain or detrain in ans’ village or
city (major or minor) railroad hex OR anv
rai]road hex containing n friendly combat
mode HQ. Such a hex canizot be adjacent
10 an enemy Attack-Capable unit (friendiy
units do flot negate this restriction). To
entrain, a unit can have expended no more
than haif its movement allowance in the
current Movement Phase. When detrained,
units cannot move further in the given
phase EXCEPTION: RR units CAN use
rail movement AND do repairs in the same

movement phase. RR units can move their
full movement after using Rail Movement.
SPs cannot entrain if they have been moved.
nor can they move after detraining.
Entraining and detraining have no MP costs
oftheir own. Units must be in Move Mode
to use rail movement. EXCEPTION:
Supplies and units arriving in a map edge
railroad hex as reinforcements can be
consideredentrained (even if not in avil]age
or city hex) and RR units (only) can entrain
and detrain in any railroad hex.

12.3d Railheads. The game can
limit one or both player’s

riJIliIiij
railroads (due to gauge
problems or destruction). Mark
these limit hexes with railhead

markers. Railhead markers cannot move of
their own accord. on]y b the extension
work of Rail Repair units. AIl railroad
hexes up to and including the railhead
marker are functional.

________

12.3e Damaging Railroads. A
Llsutpi unit (in Move or Combat Mode)

can damage railroad hexes by
expending 1/2 of ils MA. Mark
damaged hexes by placing Rail

Damaged Markers in them. Players can
damage their own railroads.

______

12.3f Railroad Repair. A
Railroad Repair (RR) unit can
repairthreedamagedrailhexes
each Movement Phase. They
can only repair in the friendlv

Movement Phase. RR units must be in
supply and in Combat Mode to repair
railroads. EXCEPTION: RR units CAN
use rail movement AND do repairs in the
same movement phase. RR units can move
their full movement after using Rail
Movement as well as perform Rail
Movement in Combat Mode. Furthermore,
RR units (only) can entrain and detrain in
any railroad hex.

• Rai]roads cannot be repaired in hexes
adjacent to enemy Attack-Capable units.
Friendly units do not negate this rule.

• Each railroad hex repaired costs 2T.
• To repaira railroad hex, the RR unit

must move out of it using ils movement
points.

12.3g Rail Conversion. Some games
usuallv Eastern Front ones) contain

different gauge rail lines. Where this is the
case. the following applies. Both players
use their Rail Repair units to regauge rail
lines 10 the gauge appropriate 10 their side.
A player can only use his rail capacity or
supply line trace aiong rail hnes of his own
gauge. Players must keep track ofthe current
extent of ‘friendly’ rail gauging and the
initial extent ofaplayer’s rail hnes is given
in each scenario.

A) Conversion. unlike rail repair.does
1,01 cost SP5. A maximum of l’ive hexes per
Movement Phase can be converted per rail
repair unit, unlike regular rail repair. which
proceeds at a three hex rate. (UNLESS the
RR units Movement Allowance is less
than 5. in which case it can convert thc
number of hexes equal 10 ils Movement
Allowance.) Converting a hex does flot
cost the repair unit additional MPs, it simply
moves through the hex paying the normal
MP cost for movement along a railroad.

B) Conversion can only occur in hexes
in which repair wou]d also be allowed.

C) When rail hexes need tobe repaired
and regauged al the same time. follow the
regu]ar procedure for repair. including the
supp]y token cost. and as hexes are finished
they are converted as vell as repaired. This
would be at the three hex per tum rate. In
other words. il does flot take longer 10 do
both jobs al once.

12.3h Rail Interdiction by
Barrage Attacks. B arrage
attacks cause rail hexes 10 be

...J “interdicted” rather than
damaged (only ground units

cnn damage rail hexes). A successfu]
barrage attack on a rail hex results in an
“interdiction” marker being applied 10 the
hex. Rail movement can he donc through
interdicted hexes. but the rail cost of the
move is x2. There is no additional effect for
more than one interdiction marker being
moved through. There cnn neyer be more
than one interdiction marker in a single
hex. Interdiction Markers do not affect
trace supply. Remove ail interdiction
markers during the next Air Unit Return
Phase (of the player who generated the
]nterdiction markers). Interdiction markers
are only placed by the GS & Barrage vs.
Facility Table and cannot be affected by
any unit—ground or air.

12.4 Artillery

L2J Units ,,

Artiller) units cnn particip ite
in barrage attacks against units

adjacent 10 them OR further (out tu their
printed range. inclusive). Artillerv barrage
values are shown in n ellow box to help
identify them. Artillery units have their
range in hexes printed on their counter.
Artillery units cnn move and fire in the
same tum.

12.4a Artillery units cannot barrage if
in Reserve or Strategic Move Modes.

12.4b When an artillerv unit defends
a hex against enemy ground attack, each
artillerv unit has a Combat Mode strength
of one. regardless of the printed barrage
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strength. Move Mode artillerv unils have a
defense stiength of 1/2. Regardless of the
number of artillerv units in a hex. count
onlv une when determining combat
strength. the rest contrihute nothing—just
like HQs. The remaining (non-contributing)
artillerv units are suh;ect to anv adverse
combat results.

12.4c Barrage Attacks. A barrage is
the only way artillery units can attack.
Resolve barrage attacks on the Barrage
Table. The appropriate players and units
can conduct barrage attacks in the Reaction.
Combat. and Exploitation Phases. Any
number of artillerv and aircraft can
participate in a single barrage attack. So
more than one barrage attack per hex per
phase is allowed(exception: sec 14.12e). A
given unit can only make one barrage attack
in a phase. To conduct a barrage attack.
expend combat supply for the attack using
the amounts listed on the Combat and
Barrage Supply Tables. total the combat
strengths in the barrage (artillery and
aircraft), determine the correct column on
the Barrage Table. and adjust it per the
table’s notes. RolI two dice ancl apply the

ul t.

12.4d Artillery can make barrage
attacks against facility-tvpe targets
(airhases. railroads. ports) within range.
Resolve such attacks on the GS & Barrage
vs. FacilityTable usingthe artillerv barrage
strength as the OS strength. The plaver can
combine such attacks with friendlv airunits.

12.4e Artillerv ranges are given in
hexes and are unaffected bv terrain or
veaiher. An artillery unit svith a range of 3
vould be able to barrage targets from I to
3 hexes away.

12.4f Expend supply to conduct an
artillery barrage at the moment of the
batTage. The amount needed for each firing
unit appears on the Combat and Barrage
Supplv Table. Rocket Artillery (Werfers.
Katyushas. etc.) expend tsvice the supplv
cost of a unit of their size. Each artillerv

unit that svill tire must trace to and expend
the required supplv hefore firing. If full
appropriate combat supplu is unavailable.
the unit cannot participate. Being Ont of
Supply bas no effect on barrage strengths if
combat supply is available. Barrage
attacks can neyer be made using Internai
Stocks.

12.4g There is no provision for
proportional payment of SPs ftr Barrage
attacks (i.e. pay half to get half the Barrage
Strength. Use a bouse rule if you want. but
do so at your own risk. (It is not
recommended.)

12.5
Repacement

____

Units
RolI on vour Variable
Reinforcement Table in each
ofyour Reinforceinent Phases.
Bring anv Replacement units

(Repls) acquired from the roil on to the
game map immediatel . Repls corne in tsvo
types: Equipment (Eq) and Personnel> Pax>.
Use Repls to rebuild damaged or destroved
units.

Repls can onlv he in Move Mode or
Strategic Moue Mode. They are 1/4 RE for
stacking. Repls have one step. Eq Repls
cannot be transported by aircraft. Repls are
non-divisional units and must be supplied
like any other.

12.SaCombining Repisto replace Step
is. RepI units exist to rebuild units that
have lost une or more steps. Differing unit
tvpesand sizes have differing needs for

rehuilding: these requirements appear on
the Rehuild Chart.

To rebuild. the required repls and the
unit rehuilding (if still on the map> must be
in a single hex svith or adjacent to a friendly
HQ. This hex must not he adjacent to any
enemv Attack—Capahle unit: friendly units
do not negate this condition. During the
Reinforcement Phase. the player removes
repls from play and the rebuilding unit
regains its lost step(s), ordead units reappear
on the map (into the hex in which the
exchange was made). A Linit can rebuild
any number of steps in a turn. provided the
reqLiired repls are available and aIl other
conditions are met. Supply status and mode
have no effect on this reorganization. The
reorganization does nul cost MPs and the
reorganized unit can enter any voluntary
mode.

Only units in the Dead Pile and those
damaged ones on the map can be rebuilt in
this way. Units that have not yet arrived as
reinforcements cannot he rehuilt.

Design Note: We have f/mnd die best wav
to use repls is tu set ii o “training

detachment” at corne l-car area base. Use
sOJIIe “not—5O—ip)Od” l-i’Q alid station ail
i,uoninc repls adjacent in u. This rnethod
sllnpIitIes the problem o Iiai’ini tu hunt
clou,, tue repic 1f-heu VOit need theni. etc.

12.6 Reînforcements
Reinforcements are those units

entering plas as complete linits (not as
repls>. Reinforcements arrive in theirentry
hex in the Reinftrcement Phase. A player
can either bring on reinforcements on the
turn called for or ignore them. Ignored
reinforcements iever enter play.

Place reinforcements in their entry
hex (or appropriate map edge hex), and
movement begins from that point—not
trom off-map. They can overstack on
placement—hut must follocs the stacking
rules hv the end of their first Movement
Phase. Reinforcernents arrive in anv
voluntars mode. If enems units hlock a
rein forcement’s en t rv hex. the
reinforcementsenteratthe nearestavailable
map-edge hex. Reinforcements can enter
hexes adjacent tu the enemv.
Reinforcements can moue fully in the
phases following their entry. Place
reinforcing air units (which are active) at
any supplied friendly air base. Only the
nLimber of REs allowed hy port capacity
eau enter as reinforcements al that port.

Exanzfile: Artillery Defense in Ground
Attack. An enemv stack attacks an artillerv

unit stacked with three other O luts. A
Combat Mode artillerv Unit adds one

(possible niodified bu other considerations)
tu die other units in its lice, instead ofthe

artillervunit’sballaç’estlength. If an enemv

cittacl.. Occlus a.goilust ci hL’V cOlitalliillg [01fr

Combat Mode artillerv li lifts, the defense
strcngth ofthe luex u-ould stlli ou!-,- be one
(ha crin g oth cc cire 11111 .1 ta,, ces . In u
sitifatioli where flic Moie Mode artillc’rv

(flots must defend thenuselves in a liev. the
total defensive ialiue of tue hex is onlv 1 2.

Exampie: Artillerv Barrage .4ttack. Thl’ee
artillerv hattalions. fi-uhili range. bal7a’e
ci hex. The firing plavcr e.vpends ST flr
barrage supplv and calculates the total
barrage stlength to be34. Thefiringplaver
identifies the colunin on the Barrage Table
(25—40) and checlcsfornv difu’ls. The teritet
/icv contains N REs cuida level I hedgehog.
in close terrain. Afrienci!v 1f Iii! is adjacent
to the target lie.v. The total colornn shitt

applied to the raw colionn is oiie to the lett

(00e right //r th e REs, one /eft f)r the
hedgehog, cuid one left for the terrain).
This gives a final table colurnn of 17-24.
The player 10115 tu’o dice and obtains a 8.
The result is [1/2/. In tius case, as neitiier
o/ die conditions of o lirac keted result
applv (tluc’re is ci O lift acl/aceot alud tue
target is lrnt iIi ci level 1111cc or more)
Hedgeliogi the result is treated as a regiular
/2. Thefiroigplaver ,s Ils nue clic andgets
a3. Tue target bec does liot lose anv steps,
but i.c Disoiganied.
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12.7 DivisionaEi Markers
(Optional)

The game provides each multi-unit

division with a Divisional Marker. Tu
reduce counter density and relieve map
congestion. use these markers to mark the
location of one or more of the divisions
units. Remove the actual units from the
map and keep them in any convenient
location. A divisional marker can only
represent units of its own division. The
marker moves and fights as if 11 were the
units it represents. Ail units represented hy
the divisional marker must be in the
marker’s hex. Units can freely muve into
the marker (and be pulled off the map). or
from the marker (and be put on the map)
with no additional MP cost. There is no
requirement to enter the div isional marker
should a unit from the division stack with
its divisional marker.

12.8 Engineer
Functions

Each gaine lists those units with
“engineer capabilities.” Such units can
apply any part of this rule. HQs aiways
have engineer capabilities. Each listed
unit can be used for assorted engineer
functions (except unly Rail Repair units
can do rail repair). These functions are:

12.8a Bridging. When adjacent to a
Major River. engineers change Major River
hexsides into Minor River hexsides for
units that cross them from (or into) the
engineer’s hex. Likewise. Minor Rivers
hcxsides are duwngraded tu no effect in the
saine way. An engineer can use this effect
for its own movement. Bridging disappears
instantlv when the engineer movcs out of
the hex it began in the current phase. The
effect reappears instantly when the engineer
starts the current phase adjacent to another
river hexside.

Important: To use this effect, the
engineer must be adjacent to the river at the
current phase’ s beginning and be in Combat
Mode. It cannot. say. move up tu the river
and then use its bridging capacity.

An attacking unit or stack can neyer
use the engineer bridging function to cross
a hexside into an overrun target hex, but
can use it tu make a regular attack across a
hexside it could not normaliy move across.

12.8b Construction. Engineers must
be present in a hex tu buiid or improve
airfields or repair ports. Their presence
makes hedgehog building proceed at twice
the normal pace. The engineer must be in
the hex during the phase in which the
construction takes place.

Design Note: .4 lar»e portion q a side s
eiigineer c’apabiiitv (s tied up in die suie s
HQ nuits. The idea here is to keep a
multitude ot non—combat engineer units
ont of the (ounter-mix. lu real life. these
nuits tVJicaIiV speiid lllOSt of lieu tinie

doing their assigned tasks. In gaines, ail
toofrequeutlv. thev end up as poor excuses

for i i,lantrv uluts (111(1 dieu ori’.mal task is

forgotten. Luit coioiters are flot presented
here 10 prevent such misuse.

12.9 Unit Consolidation
In the Reinforcement Phase, the player

can combine his crippled units together tu
form more compact packages. Tu do so. the
combining units must be in the saine hex.
and of identical type and values. Rernove
ail but une of the combining units and
change the step lusses on the remaining
unit tu reflect the total of the steps added tu
it from the others. No unit can be rebuilt
hevond full strength in thi s manrier—excess
steps are lust. This can be dune adjacent tu
enemy units.

Furthermore. in his Reinforcement
Phase, the player can exchange units in
muiti—unit divisions (any unit with a
Divisional Marker) su as tu consolidate
lusses in these units. Tise oints heing
exchanged must be identical in ail values—
front and hack. Replace the on-map unit
being exchanged with the identical unit
from the dead pile. Place the exchanged
unit into the sanse hex (which can be
adjacent tu the enemy and!ur Out ofSupply)
as the un-map unit being rensuved. Place
the une from the nsap intu the dead pile.

13.0 Transportation
Equivalents

Units can be transported by train. ship
and air. Mech. Anssor. Semi- and Fuliy
motorized units. Trucks, Wagons. and
anything rcquiring Eq Repis tu rebuild
cannot be transpurted by air—but can b)’
ship or train. Tu convert units into SP
equivalents furtransportation purposes. use
tise foilowing:

13.Oa I RE of units counts as I SP
(regardless of type).

13.Ob I SP capacity uf trucks or
wagons (Ioaded or nut) counts as I SP.

13.Oc Trucks and wagons can be
transported ‘hiie loaded. Count only the
size of the trucks. For instance. a player
wishing tu rail transport three wagon points
loaded with 3 SPs would cust the same as 3
SPs.

13.Od (Optional) Players vant ing
nsure unit distinction can cuunt non-mcch.
llOli—aifllOî, non—motoriced units as 2T per
RE instead of ISP per RE.

14.0 Air Power
The air systens generally wurks as

folluws: Inactive air units are activated h)’
refitting in the uwning player’s Air Unit
Refit Phase. Activated air uisits (“Active”
air units) can nsuve in the uwning player’s
Muvement. Exploitation and Reactiuis
Phases from base tu base, base tu station. or
vice versa. Whiie muving. active enemy air
uisits cais intercept yuur air units. In tise
Movement and Exploitation Phases.
phasing air units can moue tu target hexes
tu conduct ground support attacks. In tise
Reactiois Phase, non-phasing air nuits can
move tu target hexes tu conduct ground
support attacks. After participating in aisy
ground attack. or after receiving an abort/
step loss resuit. air units issust imissediateiy
trace a fiight une back tu any friendly air
base (isu interception is possible) and
become inactive. At the begiisising of the
uwning piayer’s next AirUnit Return Phase,
aisy of a player’s air units rensaining in
hexes nut cuntailsing supplied friendi air
bases must returis tu a hase and beconse
iisactive.

14.1 General Air Rules
14.la Regardiess uf terrain, air units

expend 1 MP per hex. Each air uisit has a
range—the maximum number uf hexes the
air unit can muve une way in a siisgie phase.
Range is used as the distance an air unit can
fI>’ “uut” from its base—the retuns trip can
be back tu any air base witisin that sanse
range.

14.lb Active air uisits eau muve from
base tu base, or base tu station, urvice versa
ils the friendiy Movement. Expiuitatiuis.
aisd Reaction Pisases. Units nsoved fruiss a
base tu a barrage target hex are considered
tube on statiuis at that hex uistil the barrage
is resolved. Units cannot issuve frum statiun
tu statiuis except for uisits that nstercept and
successfullv “win” the hex ils air—air
fighting. Phasiisg air units can nsove frons a
base tu a hex cuntainiisg statiuned eneniy
air units. if such units engage and win. tisev
cais continue tu muve with whatever MPs
tise)’ stili have available aisd conduct otiser
interceptions or position themselves fur
ground support. Interception custs isu
additional MPs.

14.lc Tu nsuve as a stack, air uisits
nsust begin muvement as a stack. No more
than 2 air units can ever move as a stack.
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Count hoth reduced and full strength air
units as une forthis purpose. This restriction
does not apply to interception and returns.
Air units beginning movement frorn
different hexes can end their movement in
the same hex and engage in a common
ground support attack. Units flying from
different hexes cannot combine in an air to
air combat. Resolve such combats the
instant two opposing air units or stacks
enter the same hex. Those units cannot
“wait” for others to show up. (Exceptions:
14.6. 14.8, and 11.21.)

14.ld Straight-Line Air Movement. Ail
air unit movement in the game must
conform to the following:

A) The moving player must announce
that he is moving air units and the starting
hex. He must choose the ending hex. but
need not announce it (unless players cannot
be trusted...)

B) The mission must move in a direct
hne path (orbest approximate) between the
starting hex and the ending hex. (No
deviation around fighter zones is allowed.)
Where two hexes are equally under the
direct une path. the moving plaver selects
ss hich one he wants 10 use and can do so
freelv-——-even if h means he manages to
miss an interception zone. Ii is the moving
player’s responsihility to ensure that bis
fiight path be as direct as possible hetween
the starting and ending hexes.

14.le Air units become inactive
whenever they entera supplied friendly air
hase hex. Exception: Sec 1420e. This mie
does 1101 applv to the placement of air
reinforcements onto their initial base.

14.lfWeather can inhihit ail or some
air operations. AIl air units not on a supplied
friendly airbase must immediately execute
a “return to base, hecome inactive” if the
weather changes to a type that prohibits
fiight. Active air umts which are on a
supplied friendly air base reinaio active.
When weather prohibits flight. air units
can refit to become active, but no flight
operations are allowed.

14.lg Two reduced air units of the
same aircraft type. activity level. and values
can combine to make one full strength air
unit anytime the two are in the same hex.

14.lh Place reinforcing air units on
any supplied friendly air base. The new air
unit is active.

14.2 Air Unit Modes:
Active, nactive

Air units are capable of only two
modes—active and inactive. An air unit’s
mode is shown by its heing above or below
its air base marker. Place active air units

above their base marker or on station on the
game map. inactive air units must remain
under a base marker or in an Air Base
Card’s Inactive Box.

14.2a Active Air Units. These units can
conduct air missions. fly from hase to base.
or he put on station.

14.2b Inactive Air Units. These units

cannot function or move.

14.3 Air Unit Step
Losses

Air units are two step units and have
full and reduced strength sides on their
counters. Show air unit losses by flipping
full strength air units to their reduced sides.
Remove from play reduced strength air
units which take a loss.

14,4 Air Unit Types: F,
T, S, and Tpt

The game uses four broad categories
of air units—Fighter. Tactical Bomber.
Strategic Bomber. and Transport.

________

13.4a FTypeAirUnits(Fighters).
F type units are the oniy air
units capable of interception and

_________

offensive air-air combat. They
can also conduct interdiction

and ground support. Foreasy identification.
F type air units have their type highlighted
in a red triangle.

________

14.4b T Type Air Units (Tactical

r ?87 Bombers). T type units are

I capable of ground support and
(*17 interdïction. but can

intercept.
14.4c S Type Air Units (Strategic

Bombers). S type units can only conduct
ground support. neverinterdictionor(gasp)
interception. They are subject to the
restrictions of 14.14.

14.4d Tpt Type Air Units
(Transport). Tpt type units are

O)» 10 incapable of interdiction.
—‘.-— interception, or ground support.

The es.ist soleiy as a means of
transportation. They have a transportation
capacitv printed on their counter.

14.4e

Combo Types. Some air
Het)h units are lisied with two types.

ca . j . . .. -tor instance S. Tpt. This

__________

means ilie cis cil unit can
fonction as cuber type. but as

only one type ai a lime. lor example, such
a unit could n’ t t ran sport a token b an air
base and “on 111e ss .0’ use uts S lunctions
against a ground unit. Other than ibis
restriction on GS values. units with a dual
Tpt mode use their Air-Air values and
range normally.

14.5 Stationing
Active air units are on station al their

base or in any hex thev might fly to during
movernent. They will remain on station in
that hex until either they are used in u

barrage. interception (and thev “lose”). or
retumn in the Air Unit Retum Phase. On

station. F and T type air units interdici
enemy movement in their hex. (Sec 14.15)

Note that air units are on station at
their air base if they are active. Such units
are exempt from the Air Unit Return Phase
provided (bat air base is supplied.

14.6 Return
Requirement

Whenever an air unit receives ail abort
or step loss result or finishes a OS attack.
the air unit must retumn to a base and become
inactive. On this retumn flight. no
interception is possible.

Summaries of Air Unit Movements and
ltore up ro inox ranite Rerurn in

10 atlas k tarsts or enter station Retsirn PhaseLnit
Active at a
supplied friendl\ base
Active (elsewhere)
inactive

Yes
No

Functions
Execu’ Ban-age

.4ttast -‘.2

No

No
Yes

Yes
Yes

,\ ou s
t—Allosved in Movement. Reacuion. and Exploitation Phases ior tIse appropriate piaver
2—Allowed in the Movement. Reaciion. Combat. and Exploitation Phases for the appropriate plaver

No

Plias e
\toveinent
Reaction
Combat
Exploitation

lioie up b Range
Phasing A!C
Non-Phasung A/C
No
Phasing A/C

Deplor 5 Ileves 10 Intescept .îorin: Eneinv -t C
Non-Phasing A/C
Phasing A/C
None
Non-Phasing A/C

Note: Phasing Air Cuits eau deploy and ss ait for the friendly Combat Phase to barrage along wiih artillery.
in doing so. the\ run ihe risk of being ahorted hy enemv aircraft during the Reaction Phase and nui heing ahle to
participate .Alternauiveis. air units can execute their barrage ai the s erv cmi of the Movement Phase, as ouding the
enemv Reacuion Phase, but giving up coordination ss oh arttller
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14.6a Phasing active air units flot in a
frienclly supplied air base hex at the Air
Unit Return Phase’s heginning must return
to a friendiy air hase and hecome inactive.
Air units that happen tube on an unsupplied
air hase can “return” lu that air base and
become inactive—thev vill not. however.
be able to refit until that base is supplied
again. Active air units are not required to
return to any particular air base. They must
return to a base within their range or be
eliminated. Inactive air nuits ignore the Air
Unit Return Phase.

14.6b Air units used for any type of
ground support attack or barrage attack
automatically return to a base and hecome
inactive.

14.6c Destroy air units unable tu return
to a friendlv air base (when required tu do
so).

14.6d Air units eau become inactive
upon the implementation ofrule 149e.

14.6e Returns are nul restricted by the
limitation on air unit stack movement.

147 Inactvation
Any time an air unit enters a supplied

friendly air base hex—whether due to
regular movement. a Return Phase, an abort
resuit, or after a GS mission—it hecomes
inactive. Note: Tpt units have a special
exemption from inactivation. sec 1420e.
Active air units in a friendly airbase hex
will remain active indefinitelv.

14.8 Interception
Any active F type air unit can intercept

anv enemv air unit that moves mb a hex al
or within 5 hexes of ils hex. Interception
can take place in any phase when enemy air
units move using regular muvement. Each
hex entered triggers interception by any F
type units at or within the 5 hex range. If
multiple air units intercept a muving air
unit when it enters a particular hex. they ail
enter air to air combat simuitaneously.
Interceptions are nut restricted by the
limitation on air unit stack movement.
Interception is optional tu the non—moving
plaver and he can decline tu intercept until
later or use as manv or as feo inlerceplors
as he has available. Exception: Sec Put up
or Shut Up. rule 14.21.

14.8a Upon entering the moving
player’s hex. the interceplors attack the
moving air units . After the combats end,
one side or the other wiil remain alune in
the hex. If the moving player “wins.” he
can continue tu move. 1f tise non-muving
player vins. he can remain on station in the
hex or choose tu abort and return tu base. 11

is possible that successful interceptors can
drift about the map ss inning engagement
after engagement.

14.8b Air units muving tu intercept.

thuse returning in an Air Return Phase.
after a GS attack. or alter an aburt. cannot
he intercepted as they du su.

14.8c The non-moving player must
exercise the option tu intercept, if he 50
chooses, beftre the moving player’s air
uuits enter his air uuit’s hex. The non
moving player must, at the very latest.
announce an interception the moment the
nsuving air units entera hex adjacent tu the
potential interceptor. If the potential
interceptors wait tou long. they svill find
themselves being attacked hy tise moving
unils in their own hex. If the moving air
units are allowed tu enter the hex containing
a potential interceptor. air lu air combat
ensues automaticallv with the ,nminç’ air

units as the artacke,.s.

14.8d If moving air units enter a hex
containing enemy air units (which could
not intercept by themselves), but that hex
is in the interception range ofotherenemy
air units (who do intercept). apply the
fullowing. Resolve the air tu air combat
(with the muving units as the attackers>
against the air units in the hex the muving
units enter. When that combat is finished.
tise putenliai. non—1550v ing interceplors can
altack tise mo ing air units in the hex. In
this last set ufcomhats. tise inlerceptors are
the attackers.

14.9 Air-to-Air Combat
Any lime une side’s active air unils

enter a hex cuntaining lhose of the other
(exception. sec i4.9b. 14.9e), air tu air
combat ensues. Air-Air Combat always
occurs on an individual unit vs. individuai
unit ievel (sec also “Advantaged combats”.
14.10). Each player selects the air unit of
his chuice tu use in each round. These
individuai rounds continue uutii une side
or the other is left alune in the hex. The
piayer whose aircraft entered the other
plaver’s hex (hy regular nsuvensent or
interception) is usuallv considered the
“attacker.” The other player is the
“defender.” Sec also the special case of
14.21.

14.9a Air units have either
parenthesized or non-parenthesized air tu
air ratings. Oniy those with non
parenthesized ratings eau attack in air tu
air combat (non-parenthesized air units are
hereafter called “offensive air units”). Air
units with parenthesized values can enter
an air combat hex with the attacking side
provided al least oise offensive air unit is

with tisens. but ccoiiiot attack tise defending
air units using air tu air combat. Such “tag
along” air units are suhjecl lu 14.11 if the
offensive air units with tisem abort.

14.9b Parenthesized air units can.
however. entera hex cuntaining euemv air
units if none of the active enemy air units
us the hex are offensive. In such a case. no
air to aircombat takes place and the muving
air units eau conduet any sort of air to
ground attack they wish in the isex.
Unescorted parenthesi:ed air nuits eau
neverenterahexcontainingactisc’offensise
enensy air units.

14.9c Neither player eau voluntarily
end air tu air combat once initiated. Either
player eau voluntarii) abort after finishing
an air-air conshat.

14.9d The procedure for air tu air
combat is as folluws:

1. Beginning with the attacker. eaeh
player selects the air uisit of his choice tu
fight. At the moment tise attacker selects
Isis air unit (in otlser words. befine the

defender dues) he must announce any use
of advantage. Following the attacker’s
selection, the defender picks his air uisit
aisd announces any use of advantage.

2. The attacker roi s two dice. Add tise
attacking air unit’s air tu air rating. and
suhtraet the defending air unit’s air tu air
rating froiss the roli . Apply the issodified
roli tu Ihe .A.ir tu Air Coissbat Table ami
execute the resuit.

3. Repeat the ahove witls the same or
different aircraft until oise side or the other
remains alune in the lsex.

14.9e Active air uisits that uccupy a
friendly air base Isex eau, ai the owning

plaver’ s option. decliise air tu air consbat if

an enemy air unit enters theirhex tu initiate
an air tu air combat. Should the uwning
player nsake this decision, the active air
uisits he desires to ciecliise with must hecome
iisactive ai that base. The playercan choose
ail or some of his air units witis which tu do

this. Active air nuits not chusen vill remaiis

active. Any active air uislts rensainiisg us

tise hex must accept tise air tu air coisshat.
Those tisat become irsactive are suhject tu
anv air hase attack.

Note: Air nuits thal receive ais Abort
or Reduction resuit tlsrougis Air tu Air
Combat in the hex coulaining a friendly air
hase can fiy tu some other hase tu become
iisactive.

Desjeu Note: Tise aboie cule (149e) can
seefll suange at /ïrst glance. Tise leason it

exisis is ta keep air nuits (like S type
boinbers! )fro,n hav usa ta take tothe air”

tofiç’ht 1)511 an ail ta ail coozbat Ta protes t
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their Ivise. Since tins wouid be a hopeless
taskft)r rhe ajorementioneci S types (thev J
ail getjlanied c die ride allons the ployer
tO proteci those units hv ietUSIng b take ta
the air. He then is lefr with some inactive
air imits that are useiess unril refit. and rhe
potetinal lasses from ci strafïng mn. Lastlv,
the pla ver has the chance ta leave his
fighters active 10 contest rhe air striie on
lus base ii’hile alloning ather air nuits ta

hecome inactive.

14.9f No Resuit. One position on the
Air to Air Combat Table has No Resuit as
its result. If this resuit occurs. any advantage
used in the preceding round of combat is
lost and the air units involved in that round
are stili available. The engagement moves
on tu the next round. and the same or
different air units can be selected for that
round.

14.10 Advantage
Combat

While air-air combat takes place on a
unit by unit basis, the use of advantage
allows numbers to affect combats.
Advantage Combats are available when
une side or the other out numbers the other
in fighter units available. Advantage is
completely at the player’ si tbe une who bas
the capability) option —he can select to use
it or not. and when.

14.lOa To determine the availabilitv
of advantage combats, total the number of
F type air units on each side. (Reduced
units count as 1/2, full-strength units count
as 1.) Round each side according to the
Standard Rounding Rule (1 1/2 counts as
2). Compare the total of each vide. The
number of advantage combats allowed the
plaver is equal to the difference. Determinc
advantage only at the air tu air combat’s
heginning—changes in force structure
during the combat cia not cause any re
evaluation.

14.lOb Use of Advantape. A player
with a number of advantage combats uses
them as follows. When the plaver selects
bis air unit for a round of combat. he must
declare if he wisbes tu use one of his
advantage combats. Each advantage combat
can onlv be used once in a given air tu air
combat. Advantage only affects the round
and air unit it is declared for and a player
can neyer use more advantage combats
than he bas available. In each advantage
combat. the player adds one tu tbe air to air

rating of bis air unit—in a round where an
advantage is used. a 3 rated air unit would
be temporarily be rated as a 4. Only F-type
air units can use advantage.

14.lOc No more tban one advantage
can be used in a single round of combat and
tbere can neyer be a case wbere both sides
bave advantage combats tu use in a single
air to air confrontation.

14.11 Required Abort
1f after anv air-air round. tbe attacker

bas no offensive air units remaining in the
hex (but the defenderdoes bave somc). aIl
attacking parenthesized air units must ahort.
return tu base, and hecome inactive.
Interception cannot occur during this ahort.

14.12 Ground Support
(GS)

Air units can participate in ground
suppurt combats in their bex. Resolve sucb
combats on the Barrage Table (witb any
artillery. if during the appropriate pbase).

14.12a Use of GS and Phasing. To be
used as part of an attacking force, air units
must move into the target bex in amovement

theinseives. tin’ Stuka pilots enter rite
cheacieci arena of air tc) air combat—
dreadeci for Stnkas, that is.

The next round of combat pits the LaGG—3
vs. mie Stuka. The chce rail is 5, +2 for tue
LaGG-3, - I for die Stuka gives a modified
joli of 6 ancl an Attacker Ahart result, The
LciGG—3 goes back tc) cl Soviet car base in
range anci becomes inactive. The Stuka
pilot gets rhe Knight’s Cross.

This leaves die IL-2 alone nith the Stukas.
Since hoth sets of air nnits consist
evciusiveiv of parenthesi;eci air to air
ratings, ria’ air ta car combat encis. The IL-
2 can continue its attack on the air base
(passibi destroving soin e of lite inactive
cnr touts there). Had cmv Jeti’nding car
units with affi’nsivc’ air to air rcmtings
remaineci active, rite IL—2 nouid have hcici
to ahort and return ta base ta becoote
inactive. Either wav. when the attacking
vicie runs out of affi’nsive ciir units the air to
air combat ends.

Exainyle: Air to Air Combat with
Advantae. Tua MiG-3s (air f0 air rateci
2) attac’k tua He- 111 li’ s (air ta air rateci
(2)). The attackem lias more F—type car units
than cioes the defender, so he hasAcivantage
and cati make up ta two Advantage attai ‘ks.
In the fïr.vt ,‘ou,ici of combat, the attctckc’r
cauionnces the use of one o! bis .4chanta ç’e
arrctcks anti chaoses aite MiG. The defender
picks ane of the Heinkel.v. Effectivelv. die
s’i’uiG iv rctteci3. instc’aci af2 becciuse of the
acivantage use. This gii’es a +1 clice mcdi
modifier to the Air ta Air Combat Tc,bie.
flic Soviet player rails ait 7 which is
madified rc) cm 8 giving ci defender ahort.
The He-i 11h rc’tires to becoîne inactivc’ cit
cm Gerincmn cmir base.

In the second combat. the attacker tises hi_v
second (cmnd lcmst) ctdvantage cmttcmt ‘k wi th
ane of bis M,Gs. The de/enderputs ui lits
othc’r [le-i I 1h. Titis attack is resolveci
e.vactlv cis wcms the eciriier one. e.vcept that
the Sovietplciver nianages to rail a 2, n’hich
i.s modified ta cm 3 given liait ci step ioss anci
ci bort fi? lus MiG.

In the fi icd round. cdi acivantagc’ coinbcmts
hcmvebee,t used. The meniainingMiG attacks
tue remaininç’ lie—111 li n’ith no air ta air
ch/jementiai cit ciii. Titis tinte rite cmttacker
jolis a ii ami the He— lii ii ioses a srep, anci
mustahort. That c’ncis titiscnrto aircombat.

Exampie: Reu1arA irtoAir Coin bat. One
LaGG-3 (air to car value 2) and one IL—2
(air ta air value (2)) maye into o Germait
air hcmse hex occupied bv one cmctive Bf I 09f
(cor to air i’ciliie 4) anci tua Stukas (cmim ta
air value (1h cdang n’itii severcml inactive
airunits. A li afthe above cire citfidi stmength.
Tue Soviets cire tue car to ciii cmttackers.
There iS no Advantage Combat.v ai ‘cniahle
ta either sicie.

Each playem selects thc’ air tout of bis
choice far tue fim’st round af air tri air
combat. Tue Sovietpiaverseiects tlieLctGG—
3, tue Germcin picmverpicks rite Bf 1 09f lite
Gemntait piaver (as ciefender) cotdd itcive
pickc’ciane oftin’ Sttikas (itota brigltt inove.
(ust ailovvecic TIte Soviet jila ver (as
cmttac’ker) c’ouicl itot have pickeci tue IL-2
hecatise ofitspareitthesieciaimtaairvalue.
The Soviet plaver mils two chce (getting a
9) to iviticit lie acids lus air ultits matimtg
(+2) ci itd subtmac’t.s titi’ Germait unir’ s mating
i—4 )fitr cl niothf,ed joli of 7. Tue Air ta Air
Gantbcit Table go’es no re.sult. Botit iiia’c’rs
chcase tiic’ sanie air tinits to go cmt il agaili.
Titis tinte theSot’iet piavem ralisa 10. tvhiclt
is ittodified tc) ait 8 causing tue Bfi109 ta
abort. Eveit thongit tue c’ontbat ocs ‘tirreci
ovem lus owit hase. tue Gerntan plct ver eau
ahort ra amer of lus cmim hcmses hc’ citooses.
t,Viseiy. lue ahorrs ta a safe hcmse iutstead of’
titi’ lote lie it’cms stacked tt’itit.

Titis leaves rite tivo Sttikcms ,tcmc’iutg tue Soviet
cmttac’k force. lite Stiikas c’otdci flot ,uatv
iinoke ride 149e. Once titc’y cmccepteci the
air f0 air combat, thc’v c’aitutot icmtem ciecicle
tc) deactivate theniseives. Rule 149e must
he apph cci at the atout eut rite cmttcmc’king cor
buts eittem rite bey. Sttick ciefr’iuciinç’
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phase (Regular, Exploitation or Reaction).
Resolve the attack in either the following
Barrage Segment OR at the end ofa player’ s
Regular Movement Phase. Add the
attacking air units’ OS strengths to any
artillery barrage strengths involved. The
air units must return to a base anti becorne
inactive immediately afterward. Note that
OS attacking air units are the only ones
subject to flak and that you must resolve
flak before conducting the barrage attack.

14.12b Resolve ah air-air combats in
the target hex before resolving any barrage
combat.

14.12e Hip Shoots. This rule is an
exception to the rormal requirement to
await the Movement Phase’s end or until
the next Barrage Segment to conduct a
ground support barrage. A player can
conduct “Hip Shoot” OS attacks in any
phase that allows a player’s air units to
move. They behave like overruns—
especially in that a given target hex can be
attacked multiple times in a single phase.

Important: Only hexes with a
friendly ground unit adjacent to them (one
that either began that phase there OR that
has already finished its movement for the
phase) can have Hip Shoot attacks made
against them. If no such unit is adjacent.
then the hex cannot be attacked using Hip
Shoots. and the OS Attack must await the
Movement Phase’s end orthe next Barrage
Segment.

The player moves the air units he
desires to the target hex and announces the
Hip Shoot and resolves it like any other
barrage attack. The participating air units
must corne from the same base and move
together as a stack to the target. A player
can neyer combine Hip Shoots with artillery
fires. After resolving a Hip Shoot, the
participating air units must return to base
and become inactive. The player then
proceeds with any other rernaining
movement. When coordinated with overrun
attacks, the Hip Shoot can be a very
powerful weapon. The game rules states
which side or sides is capable of Hip Shoots.

14.13 Ar Aione
Attacks

Air-alone attacks can occur in any
Barrage Combat Segment or at the
Movement Phase’s end (or during
movement, if a Hip Shoot). Note that air
units are free to attack in these phases and
always have the “right mode” to do so.
Resolve these attacks on eitherthe Barrage
or the appropriate GS table.

14.13a Vs. Ground Units. Handle air
alone attacks vs. ground units as any other
barrage attack.

14. 13h Vs. Supoly Dums and Trucks.
After the defender resolves available flak.
apply the rernaining OS strengths using the
GS & Barrage vs. Dump/Truck Table.

14.13c Vs. Railroads, Air Bases, and
Inactive Air Units. After the defender
resolves available flak, apply the remaining
OS strengths using the OS & Barrage vs.

Facility Table to determine any damage. If
an air base is attacked and suffers an
or better result, check inactive air units for
destruction using a die roll for each. On a I -

3 there is no effect, on a 4-6 the air unit is
reduced (if it has already been reduced.
destroy it). Check for each air unit
separately. Note: Attacking the air base to
get an AB or better so as to roll for the
inactive air units is the only way air units
can destroy inactive air units—a player
cannot attack the air units separately. A
player must attack the air base and air units
together.

14.13d Vs. Ports. OS strengths can be
applied against port capacities using the
OS & Barrage vs. Facility Table. Such

attacks accumulate “hits” on the port (up tu

a total of 4 max). The effects of these hits
are listed with the OS & Barrage vs. Facility
Table.

14.14 S Type Air Unfts
and GS Use

Except when specifically stated
otherwise. no more than three S Type air
units can ever engage in a single Barrage
attack.

Desin Note: Caipet bambin g hv heavv
hombers n’as reiatii’eiv rare. The game
compensates for the jla ver’ s inowiec1ge of

enenzv units bv this 1111e that represents a

refusai o! die air command to e.vpend heai’v
ho,nbt’rs against targets 0/ far tirai (read:
insignifïcant) importance.

Example: A Set of Barrage Air Missions
In this exampte. the two Stukas on the far teft have three target hexes to choose

from A. B or C. In real play. these air units together could attack onty one of these targets,
unless the player split them up. For purposes of the example, we wïtl work through att three.

Example 1: Dump Strike. In this case. the two Stukas hit the dump at B. As no
friendty units (i.e. German ones) are adjacent tu the dump. this cannot be u bip shoot. First.
the durnp attempts to defend itself using its one ftak point. Two rolls are made on the 2 or
tess Flak Tabte column and a miss occurs hoth times. Both Stukas press home the attack.
The attack ix resolved on the GS & Barrage vs Dump/Truck Table. The total barrage strength
is 34. so the 25-48 column is used. None of the tahte’s shifts appty. SO one die is rolted on
that column. The rolI isa 4 with a resutt of l5). l5/c of 2 SPs (worked out using 8T) is
t .2T which rounds to IT. The dump losses tT and bas onty 7T or I SP + 3T left in it. The
Stukas retum to base and become inactive.

Example 2: Unspotted Unit in Terrain. Now the two Stukas hit the loue tank
brigade in the forest hex (very close terrain) which bas no German units adjacent to it. Once
again the two flak shots availabte fait and the Stukas drone on to their target. Starting on
the 25-40 cotumn of the Barrage Table. In this case. several of the column shift modifiers
helow the table appty. They are: left t for very close terrain. left 2 for no unit adjacent. and
teft I for less than 2 REs in the hex. That is a total shift of 4 left such that the 5-7 column
is used. The German player rolls a 10 and DGs the target. The Stukas return to hase and
hecome inactive.

ExainpJe 3: Spottecl Units in the Open with an HQ involved. The last example
is that against the Soviet units in Hex C. These are two tank brigades and an Army HQ. The
German motorcycle battalion is adjacent to the target. The two Stukas hit this hex and the
three tlak ioints in it (one for each unit. including the HQ) do not deter them. Again they
have a combined barrage strength of 34 and begin on the 25-40 column of the Barrage Table.
This time none of the shifts appty. The HQ adds to the RE size of the hex. so tOc hex bas 3
REs in it and does not apply either of the stacking modifiers. The German player rolls a 9
on the 25-40 column and gets u 1/2 resutt. He then rolls one die and gets a 4 which means
the 1/2 turns into a step toss result. The Soviet must kilt off one of the tank brigades (he
cant choose the HQ) and DGs the remaining tank brigade (the HQ is immune from the
attack and the DG. The Stukas return to base and become inactive.
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1415 Interdiction
14.l5aGround Movement Interdiction.

Active F or T type air units interdïct enemy
movement in their hex. (See 6.4) An enerny
unit must expend one additional MP to
enter an interdicted hex. Properly employed.
interdiction can raise certain hex s MP cost
enough to preclude overrun attacks (an
interdicted hex with an MP cost of 3. for
instance) or put extenders uut of their trace
ranges. There is no othereffect. Interdicting
air units are not subject to flak. Multiple
interdicting air units in a single hex do not
give any additional effects. Interdiction
applies to draw and throw ranges as well as
unit movement. h does not affect supply
trace where MPs are not being counted.

14.15b Rail Interdiction. When GS
strikes against raiiroad hexes are made
using the GS & Barrage vs. Facility Table.
success places a Rail Interdiction Marker.
After placing the marker. the air units
generating it return tu a base and become
inactive. These markers are automaticaily
removed in the owning player’s Air Unit
Retum Phase and cannot he affected by the
enemy player. If rail movement must pass
Ihrough a Rail Interdiction marker. the
move’s rail capacity cost is doubled. There
is no additional effect for going through
more than one such hex. or for more than
one Rail Interdiction Marker in a single
hex. Interdiction Markers have no effect on
Supply Tracing. Sec also 12.3h.

14.16 Air Unit Supply
Air units are suppiied when they refit

at their base. Do not expend supply points
at the lime of refitting. A supplied base is
able tu refit as many air units as its refitting
rolls and the base’s capacity allows.

14.17 Refitting
14.17a Refitting is the process needed

tu keep air units in action. Oniy supplied
friendly bases can refit and each base can
only refit once in each friendly Air Unit
Refit Phase.

14.17b Roil a number of dice equai tu
the base’s level. Divide the total bv 2 and
round normally. The resuit is the maximum
number of inactive air units at that base that
can refit and become active. The owrnng

player chooses which inactive air units at
the base he wishes tu refit to fui out this
number. Full and reduced strength air nuits
both count as one air unit for refit purposes.

14.17c Friendly air bases whose hex
is occupied by a stationed enemy air unit
can refit air units subject tu the foliowing.
Only F type air units can refit at such a base.
If any do so. air tu air combat ensues
immediately during the Air Unit Refit
Phase. Ail refitted air units are involved in
the combat instantly and resolve the combat
as soon as the refitting player seiects ail the
air units he can refit, If at ieast une
“uccupying” air unit is an F type. the
“occupying” air units are the air tu air
combat attackers. If ail “occupying” air
units are T or S types. then the refitting air
units are the air tu air attackers.

14.18 FIak
Must units have some limited fiak

abiiity. This ability is. however, quite weak
and ineffective. The game assumes the
distribution uf heavy tlak assets tu ail
important targets. Each step bas a flak
rating of une (I). A four RE unit (four
steps) wouid equal 4 flak points. Any hex
containing trucks, wagons. AXD!OR I or
mure SPs (in any combination) has une
added tu ils flak rating (a hex with trucks.
wagons. and 10 SPs wouid have a Flak
rating uf U. Air bases add a flak rating
equai tu their ievei. Aisu. any friendly port.
and/or city (Major or Minor Cily) hex
aiways has une (I) added tu its flak rating.

14.18a Air Units subject to Flak. In ail
but une case, air units ignore fiak. The uniy
case where air units are subject tu attack by
flak is when they are actually engaged in a
barrage or GS-type attack against a hex
with a flak rating.

14.18b Flak Resolution Procedure. Fur
each air unit subject tu engagement by flak.
ruil two dice on the Fiak Table. The resuit
wiIi be either a No Effect. an AhurI, or a
step loss. Appiy the resuits immediately.

14.18c Supply considerations neyer
affect flak.

ple: Coinplex Air UnitMission. The
Soviet ployer dares to launch an escorted
GS strike agaiiist o Gernian Flampancer
Battalion. The strike consists oftwo MiG
3s, and three JL-2s.

Tue strike approaclies the targer hexduring
the Soviet Ployer’ s Exploitation Phase.
Along the u,av, it enters the five-hex
interception OiiêS 0f rIt O Bf 109f’s (eoch in
o different liex). The Ge,’,nan ployer
announ ces the interception andplaces both
air units in a hex entered hv the Soviet
strike force within the five—hex radius of
bath air units. Air ta air combat ensues
with bath Bf lO9fs simultaneousiv.

In twa rounds af air ta air combat, bath Bf
I O9fs manage to cihort. The Soviet air strike
continues ta plod on.

flic Soviet ployer ends lus (tir units’ s
novement in die Flamponer’s hex. In the
Barrage Segment ofthe E.vploitation Phase
(titis is no hip shoot), die Soviet plaver
annoiinces a barrage atrack against the
Flampanrer’ s hex.

The Flampan;er then attacks the attacking
clir units wirhflak. It lias aile step ctndaflak
roting of one (no other units are oi the hexy
The Germait ployer tous on rIte 2 or less

column of the Flak Table for each attacking
Soviet ai,’ unit. Ail jolis but one were no

effi’cr. One IL-2 ahorts.

The Sovietployer then totals the GS strength
afthe remaining air units. He lias 18 GS
points. The initialBarrage Table calumn is

/7-24. 1\’o SoViet tout ix adjacent to die
forger (tua coiumns lef’t), less thon twa REs
are in the hex (one slnfi lefr), tAc terrain is

open (na shifts, and nafurther conditions

opply. The ratai Barrage Table shi/t is
three ieft ta the 5-7 coiumn. The Soviet
ployer jolis tu-o dice and gets o 11 giving o
112 recuit. I-le then colis u I an aile die. The
Fiainpaner ii les ta sec anather dav. but is

now disorganfted (mark the unit as such).
Had the single die rail been a4 or more , tAc
Flainpan:er u auid have heen destroved,
genei’ating more hu,ninç’ hulks on theSoiiet
iandsc’ope.

Exarnyle: Air Unit Refit and Air Base
s. For o ICI-e! three hase, flic player

,‘olis rhree dice. flic total af rhe rail is 13
u-hic-h ix divided hv 2 giving 6.5. which

rounds ta 7. A total of seven inactive air

unit.r or rite hase con hecame active. flic
ployer repeots tAis pracess for cadi af hi.s
supp lied air hases sc’parateiv.
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14.19 Air Drop—Suppy
and Units

Transport air units (Tpt) are
capable of air-dropping supplies and

airbome units into an)’ hex in their range.

Loading and dropping supplies or units

costs no movement points. To be dropped,

SPs and units must begin the phase in the

same air base hex as the transport units. Air

dropping can occur in any phase that allows

friendly aïr units tu move.
14.19a Air Drop Procedure. For each

air unit load of supplies or unit attempting

to air drop into a hex roil one die: l-4, ail

land safely: 5-6. supply or unit is destroyed.

Apply the modifier listed with the Air Drop
Table if appropriate. Air dropped supplies

can be used the same phase they drop.

14.19b Unit Air Drop Procedure, Roli
separately according to the above for each
air dropping unit. Units are always marked

with a DG after an air-drop (with their
combat mode side up) and destroy them if
they land on an enemy unit.

14.19e Unit Eligibility. Only those units
with the airborne. commando, or glider

symbol can air drop.

Ju52 14.20 Air
Transportation

_________

The primary function ofTpt air

units is the transportation of

SPs and units from une base tu another. Air

transportation cnn occur in any phase that

allows friendly air units to move.

14.20a Tpt units can transport oniy

those SPs and units that begin that phase

stacked with them at an air base. These can

be transported up tu the Tpt unit’s range to

another air base. The transported items

cannot be moved ftrtherin the same phase.

Loading and unloading supplies or units

does not cost muvement points.

14.20b Only non-motorized units can

be transported by air. Armor. mech. semi

and fully-motorized units, trucks, HQs. Eq

Repls. anything requiring Eq Repls tu

rebuild, and wagons can neyer be

transported by air.
14.20e Take proportiunally out of the

cargo any loss tu the transport air units

during movement.

14.20d Tpt Units can stack and

combine their abilities tu carry more cargo.

Such combined operatiuns have no

additional costs. but the stack must remain

together until unloading the cargo.

14.20e Tpt units can ignore

inactivation when applying this rule. A Tpt

unit can make a trip into an active air base

anwhere inrange(the’tum-around bas

drop off its cargo, and retum tu another

base before becorning inactive.

Furthermore, if the turn-around base is al

or witbin halfthe Tpt unit ‘s range. two full

trips cnn be made. No air unit cnn make

more than twu such trips. regardless ofthe

range. A given air base can only unload
2T times its air base level per phase using
this rule. Any number of SPs can be

delivered IF the transports end their
movement at the base and become inactive.

14.20fSome air units have n transport

capacity of “l/2T”. These units must use

rule 14.20d and fly tugether tu move IT

amounts. Alternatively. if the air unit cnn

make twu trips using 14.20e. the air unit

can move IT amounts by itself. In no case

is the l/2T amount tu be saved for Inter or

(worse) rounded up tu 1T.

14.21 Put Up or Shut Up
14.21a At the end of an)’ phase

allowing F-type air unit tu take up station.

the moving player can declare “Put up or

shut up”. When the muving player makes

this declaration. ALL (not limited by

14.lc) enemy air units at or within 10
hexes of the dedaring hex must either:

1) Abort and head for afriendiy airbase

& become inactive. OR
2) Enter the station hex tu receive air-

tu-air combat as the defender. If the non

moving air units win (those pulled intu the

enemy’s station hex), they can re-deploy

freely afterward tu any hex at or within 10

hexes of the combat hex.

dec ide tu have three run for hume and two

go in for combat (or any othercumbination)

as he thinks is best for him.

14.21b Friendly air units which are

not in Oie declaring hex cannot juin in the

combat—unly the non-moving player’s air

units are drawn in from the area covered by

the 10 hex radius.
14.21c The moving player cnn

announce Put hp or Shut Up for an)’ hex of

bis chousing (which cuntains friendly active

F-type air units) at the end of any phase in

which he can move. When the muving

player bas announced ail ofthese he desires,

the non-moving player can announce any

Put Up or Shut Ups he wants following the

same ruies.
14.21d Put Up or Shut Up is always

the last action taken in its phases—after

any GS missions, ail air (and uther)

muvement. etc.

r 1 15.0 Air Bases
Air bases represent the ground

support establishments as well

as an air field’s physical

facilities. Each air base bas n level that

represents its size and abihties.

15.Oa No mure than une air base cnn

ever exist in a single bex.
15.Ob Any number uf air units cnn use

n single base. regardless of level. Sec alsu

the special restriction listed in 14.20e.

15.0e The base’s level bas the

folluwing effects:
1. Air base level affects refit as the

number uf dice in tbe bases refit roll.

2. Air bases have n flak rating equal tu

tbeir Ievel.
3. The base’s level determines the

amuunt uf SPs that cnn be unloaded in n

single phase accurding tu 14.20e.

15.Od Airbases bave nu defense ability

or strength of their own. The enemy cnn

capture and use friendly airbases by entering

their hexes.
15.0e Wben attacked b)’ the GS &

Barrage vs. Facility Table, air bases cnn

Iose une or mure levels. Nu air base can

ever go below level une in this manner.

15.Of Air bases are either supplied or

unsupplied. Air bases which can trace
supplv in the friendly Supply Phase (using

the same system as tbat used fur units) are

Make the above decision un an air unit

by air unit basis. If 5 air units are in the

zone. fur example. the owning player cnn

Example: Proportional Loss. Foui’

transports (each with a capacitv of 2T)
carry 2 SPs tou’ard an air hase. Enenir

,/i’ghters intercept theni alung the wav. One

transport is aho,’ted: a,uI another lose.s u

step and ahorts. 2T goes hack o’ith nie

ahortedfiull strength air unit, ami JT with
the reduc’edstrenç’th air unit. The other two

transports (stili carrvini,’ Z SP) continue (o

die original destination, l7ie reniainiug

token is lost u’ith the dou’ned transport

step.
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supplied and can operate at their full level.
Those which cannot trace can expend 2T of
on-map suppiy per level to be supplied. 1f
they cannot do either. or the player chooses
to flot expend the supply. then they are
unsupplied. The player can choose to
expend 2T per level to supply the air base
to any level of its actuai level or iess—if a
level 3 base is paid for to he a level 2. h
handies ail functions until the next Supply
Phase as if it were a level 2. instead.

Onlv supplied bases can refit air units.
There is no other effect for an airbase being
supplied or unsupphed. Mark unsupplied
air bases with Out of Suppiy Markers. Air
bases are izever subject to the Attrition
Table.

Air bases are only supplied for the
player who paid for it. If you capture an
enemy air base during movement, it is
unsupplied until you can supply it in your
next Supply Phase. regardless of its status
at the moment of capture. If recaptured by
the original owning player. the base is
unsuppiied until he again supplies it.
regardless of its suppiy status before enemy
capture.

15.Og Adjacent enemy units do flot
affect air base functions. Sec 14.17e if
enemy air units “occupy” a friendlv air
bases hex.

15.1 Building Air
Bases

In the Movement Phase. given the
following, a player can build!improvc Air
bases up to one level each. A hase cannot be
improved above level 3. and no air base can
shift more than one level in a given phase
(therefore, ail new bases must first be level
1).

b build or improve an air base. a
Combat Mode Engineer capable unit must
occupy the hex and the owning player must
expend 2T. He then rolis one die, In an
Open Terrain hex, aroli of2-6 is successful.
In Close Terrain. a 3-6 is required. in Verv
Close a 5-6 is successful. Extremelv Close
requires a 6. If the roil is successful. the
base is built or improved. If not. the 2T is
lost and no building or improving occurs.
The 2T must be paid to make the attempt.
Regardless of the attempf s success. the
engineer-capable unit making O cannot
move in that phase.

15.2 Reducing Air
Bases

The owning player can reduce any of
his air bases by one level in the Movement
Phase. He can reduce as many bases as he
desires. No base can be reduced more than
one level in a single phase. At least 1 RE
must occupy an air hases hex to reduce it
and the unit doing su cannot move in the
sarne phase as the base is reduced. Level
one air bases can be eliminated in this
manner. Destroy any inactive air units in a
level one air base that is reduced (active
ones remain on station in the hex).

15.3 Air Base Cards
(Optional)

Printed on the back of the ruies are a
number of air base card forms. Photocopy
these and use them as off-map dispiays for
each air base. This will eliminate some
rather massive stacks. Only air units can
ever be off-map on an Air Base Card.

L_i Hedgehogs
AIl units on defense are assurned to occupv
hast’ positions. Fledgehogs represent higher
levels of fieldworks. mines. and other
obstacles. During the Movement Phase a
unit can buiid a hedgehog in its hex with the
expenditure of 1 SP. Only units in Combat
Mode that havent moved in the current
phase can build hedgehogs. A unit which
builds a hedgehog cannot move later in the
same phase. Any number of hexes can have
hedgehogs built on them in a single phase.
No hex can ever have more than one
hedgehog on h. The owning player can
destroy hedgehogs anv lime’ he moves a
unit from the hex (except when making a
retreat, in which case leave the hedgehog
on the hex to he captured). Hedgehogs
have no facing and can be used by the
eneniv.

16.Oa Hedgehogs come in four leveis.
\Vhen first built. ail hedgehogs are level
one (exception. sec 16.0e). A player can
improve hedgehogs ai the rate of one level
per Movement Phase ifthe sanie conditions
for initial construction are met (unit in
combat mode that hasnt moved in the
current phase. and I SP). No hedgehog can
ever exceed level 4.

16.Ob Hedgehogs affect defensii’e
combat as a die roll modifier equal to the
level of the position. Apply this DRM in
addition to the Action Rating DRM. A level
three hedgehog uould give die defender u

-3 DR/t/1. Furthermore, hedgehogs affect
Surprise with a DRM of -i (regardless of
the hedgehog’s level).

16.Oc An engineer capable unit in a
hex with a Combat Mode unit can build two
hedgehog levels perphase. Nothing to Level
2. Level I to Level 3. etc. Each level of
construction stili costs 1 SP.

16.Od Barrage attacks neyer affect
hedgehogs.

17.0 Weather
Determine the weather once per turn

during the Weather Determination
Segment. One player roils on the Weather
Table to determine the weather and its
effects for the tum.

17.Oa Weather affects play according
to the effects (if any) listed with the Weather
Table.

17.Ob Weather generally affects each
player equally. although in special
circumstances it can affect one side or the
other differentlv.

1 8.0 Naval Power
iVaialnarfa,e’ ishandledfairlv.simplv

ci.’, ihe sera’.’, is hinlra,’ound land—air e ombat.
l—!owei’er. saine detail in ornai operalions
is iU’(’ih’d tei ciilon’ the serles tu be itsedftr
50111e callzpaiçoii nith u heavv naial

colnpone’nt. These rides. lume’,er. do nul

intencl la hancHe iinp vs .ship combat or
otlier naval allions.

18.1 Ship Movement
Ships move during the friendly

Movement, Exploitation, and Reaction
Phases. and expend I MP per hex. Ships
can neyer enter hexes containing enemv
ground units. Ships can only move in full or
partial sea hexes. River movement is not
aHowed unless specifically stated in the
game rules. Each ship can carry up tu 20
SPs. Shipsexpend I SPof fuel supplyeach
phase in which thev move. Ships that cannot
pay for their own fuel cannot move—ships
can transfer SPs hetween each other if they
occupv the same hex.

18.2 Ships vs. Land
Targets

Ships can engage land targets within
their range durmg any phase in svhich the
sliips owning player can niake barrage
attacks. Barrages by ships expend supply
as if they were a regular artillery Brigade (I
SP per shot).
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18.3 Amphbous
Assaufts

Units carried by landing craft units
can “attack from sea hexes.” Place the
attacking units and their landing craft
carriers in any alI or partial sea hex adjacent
to the desired defending unit or into the
coast hex if no units are present. Units
conducting such attacks are halved in
strength in addition to any other required
modifications. A player can draw supply
for such attacks from ships carrying supply
points up to two hexes away. AlI attacker
option results must be taken as step losses.
Landing craft can also land units in hexes
that do flot contain enemy units—these
units cannot attack or move on the turn of
landing.

18.4 Shipping
Players can be given a “shipping

allowance” in SPs. This capacity works in
the same manner as that for rail, except that
movement must be done from port to port.
Shipping can cover any distance between
ports. For this purpose there are no actual
ship counters—move the transported items
(SPs, units) from port to port as you would
when using rail movement.

190 Ports
Ports are marked on the map with an

anchor symbol and their SP capacity.
19.Oa Port Capacity. Port capacities

are given in SPs. The number given is the
maximum allowed to unload in a single
phase. There is no limit on the amount that
can load in a phase. and loading has no
effect on unloading. Convert REs into SPs
(sec 13.0) to determine the effect of
unloading units on a port’s capacity.
Regardless of a port’s capacity. a single
unit of any size can unload in any given
Movement Phase (in this case, none of the
port’s capacity can be used for any other
purpose in the given phase).

19.Ob Port Damage. Ports can
accumulate “hits” from the GS & Barrage
vs. Facility Table from aircraft, ships. and
artillery. These hits affect the port’s capacity
as given below the GS & Barrage vs. Facility
Table. An engineer capable unit that
occupies a damaged port can repair hits at
the rate of one hit per Movement Phase per
port at a cost of 1 SP. Additional engineer
units do flot increase the rate of repair.

Friendly units in Combat Mode can
destroy their own ports in the following
mafiner. At least 1 RE of units must be in

the port hex. Give the port one hit during
each Movement Phase the owning player
wishes to damage it. Additional units do
not generate more than one hit per
Movement Phase.

Whether by the GS & Barrage vs.
Facility Table or by uflits above. a port can
neyer accumulate more than 4 hits and each
hit affects the port’s capacity according to
the chart with the GS & Barrage vs. Facility
Table.

Ground units which repair or damage
ports canflot move in the same phase as
they do so.

19.Oc Over The Beach Unloading.
When landing craft units are available. SPs
and units can unload directly onto beach
hexes which allow amphibious assaults.
The amount that can unload is only limited
by the number and movement ability ofthe
landing craft units available. Loading or
unloading landing craft costs the landing
craft 2 MPs.

20.0 Break.

___Down

Regiments
Break-Down Regiments are generic,

single step units detached from rnulti-step
infantry divisions to allow these divisions,
which cannot otherwise split up. the ability
to cover more terrain.

20.Oa lnfantry Divisions with more
than one step which have not moved in the
current phase can generate Break-Down
Regiments. To do so, expend one or more
steps by placing the appropriate Step Loss
Marker under the division in the Mocement

Phase. Each step used in this way generates
one Break-Down Regiment in the division’s
hex. The last available step of a division
can neyer become a Break-Down
Regiment.

20.0b Recover Break-Down
Regiments in the same manner as they are
created. The recovering unit need flot be
the unit that released the regiment, but
must be at least one RE under full strength.

Important: Break-Down regiments
ending any phase stacked with a unit that
could have generated them must be
automatically reabsorbed into that unit, If
one of them is DG and the other isn’t. the
combination unit ends up DG.

20.Oc Break-Down Regiment creation
and recovery occurs in the division’s hex
and costs no MPs. Created Break-Down
Regiments can move in that Movement
Phase.

20.Od Break-Down Regiments behave
as any other unit. Break-Down Regiments
are 1 RE and have one step. Count Break
Down Regiments as non-divisional units
for supply purposes.

20.0e Only divisions with Action
Ratings equal to or greater than that of the
Break-Down Regiment itself can create
them. AIl of a nationality’s Break-Down
Regiments have a generic Action Rating.

20.0f(optiona1, When a division with
any Break-Down Regiments out has its last
step destroyed. remove one Break-Down
Regiment from play and place the division
on the map with one step. The division
appears in the same hex that the Break
Down Regiment was removed from.

I st ed. Desgner’s
Notes

The OCS system has been a long time in

cuming. It was begun well beftne the TCS and
went through countless permutations before
cuming tu this final form. As its playtesters can
attest. this systens has undergone an intensive
amount of develupment in the last twoyears
(1990-91). (With further development after
Guderian’s Blitzkrieg’s release in 92 through
the version 2.0 release in 1994. sec the 2.0
Designer’s Notes below.) It is a testament tu
their dedication that they did nut throw up their
hands in disgust after the nth change which
caused them tu have tu learn that “everything
they once knew. was wrong.”

The heart of this game system resides in
three things: the mode, combat and supply
systems. The game is mechanically quite simple
and the bulk of the rules exist tu make the ahove
three systems wurk pruperly both by themselves
and in relationship tu each other given the
different weapuns systems invulved.

Those uf you who have noted our desire tu
apply command rules tu our games can at first
wonder where they are here. I examined
command atthis scale (especially the time scale)
and determined our earlier order-style systems
were inapprupriate here (as well as being tou
much work). I found that the command system
was already built into the mode and supply
systems. Units at this scale of time and space
have much freedom in determining objectives
and routes—su no cunstraint was needed here.
They are. however. limited in their ahility tu
change uperatiun posture (mode) and repusitiun
lugistical preparatiuns (supply dumps) and those
features are inherent in the basic mode and

supply rules. Su. I felt the command situation

was well in hand withuut a single special rule.
Combat in this game system is mure

involved and detailed than in a ‘figure odds-roll
dice” game. Specifically. I’m thinking of the
special modifiers and the splitting of barrage
attacks from regular combats. Special modifiers
exist tu show the functioning of armor and other
vehicle based units in different terrains. BaiTage
attacks were split frum regular ground combats
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because they affect hatties dit fcrently than just

“pumpins up the numbers tu make that 3:1.’
Barrage attacks attrit units in both the offense
and defense and that is how they affect battles.
hoth in real life and here.

The supply system is a balance betsveen
the functional requirements I set out before
beginning work. These were Alto provide for
stockpiling. B) to allow for consumption which
would be a flow affected hy distance, and C) tu
provide playabilïty which involved little or no
paperwork. I believe I have succeeded in this
respect. What you have here has constantly
evolved during deveiopment toward those goals.
Players mechanicaliy move their army’s needs
about so that they prepare for future actions and
maintain strength. I did this while keeping
abstractions from eliminating the systems
accuracy. Concessions have been made. which
an astute gamer with a calculator should be able
tu discover. but their actual effects are minimal.

One thing operational games fail apart on
is that there is generaliy nu particular gain in
pushingdeep intotheenemvs rearaftercreating
a breakthrough. Either players tum about after a
slight penetration suas tu “surround with ZOCs”
other enemy units, or the game has some “gift
from God” victury points attached tu some city
or other hexes in the enemv rear. This is not truc
here. With the depth and importance of the
supply system used. the player who chooses tu
ignorerovingenemycolumns in his rearwiilpay
deariy. If dune correctly. a deep penetration in
this system can ail but destroy an enemy force hy
supplv interruption alune. F-le will have tu react
tu our deep thrust. 1f hc doesnt. he’s doomed.
The problem for the attacker is tu maintain the
supplv of his expluiting units. Airdrops can be
used but are inefficient and require large amounts
of assets. Captured airfields are much more
efficient. Enemy dumps can be used. but require
a certain amount of luck. Suppiving deep
exploitation columns is une of the trickiest
puzzles inthis system and mv hat is off toanyone
who masters il.

Another feature of the supply system is
that it tends tu put a lid on offensive operations
if the supply une is stretched tou tightly. In real
life.offensivesreacha ‘culrniitatingpoint’ where
further forward movement mil bring great risk
as strength isreducedandcouttterattackisinvited.
Here il is actually possible tu outrun our supply
inc and find vour once alrnightv armored

spearhead out of gas and helpiess. Care must he
taken nul tu do this tu ourseif.

What I believe exists here is the hest ail
around balance between pia ahilitv. detail. and
tbe requirements I established for the supply
system for this ganse. h requires a bit of thought
and planning, but the resuits are oeil worth it.
The effects of tise supplv system toward
improving the accuracy of this system’s nsodei
uf warfare are immense. I have touched on just
a few of them above.

A fact that wiil take some getting used to in
this series is the lack of ZOCs. There are some
effects for being adjacent tu enemy units but no
fortnal ZOCs exist. Why? Because a unit in an
adjacent hex is between 5 and 10 miles away. 1f
the plaver svanted tu occupy the hex. he had tu
occupv it ph-v sicaulv. To fonts a une in this ganse.

you must foms a line The onlv prohiem occurs
when you have a divisional sizcd unit that can’t
break down to hold more than une hex and that
is why the ganse provides for Break-Down
Regiments. Break-Duo n Regiments alluo a
division tu hold much more of the front. albeit
sveakly. ZOCs have almust hecome a dogma. Su
much su. that their use is injected mb man\
games with little or no tlsought. I thought about
il and determined they were nut needed here.

One of the must important rules in this
game is the surprise mie. Il simulates the influence
oftactical surprise on the conduct of attacks and
defenses. Surprise shuuld tsot be as limited as the
term used todescrjbe it wouid lead one tu beheve.
Et alsu represents the effects uf hetter leadership.
tactics, deception. and a slew of other factors of
warfare. Attacking surprise means that the
attacker. through whatever tnethod. has managed
tu hit the defender in a direction, at a lime. with
a pïece of equipment. or in a way. he svas
unprepared for. Defending surprise means the
upposite—the attacker’s plan feu right into une
svith svhat Ihe defender svas ready for and the
attacker was compietel unprepared for svhal the
defender had planned for isim. The presence or
iack of surprise can ami wili be much more
ïmportant than the raw odds uf a battie.

Hand in hand with the surprise rule is the
fact that the must important number on the
cuunler is nul the combat slrength. but the Action
Rating. Action Ratings measure the “software”
uf tise unit—training, leadership, courage, orthe
absence tisereof. The combat strength provides a
measure uf Ihe hardware of the unit—ils raw
hrepower. TheAction Rating is wlsat detenssitses
the as aiiabililv of surprise, as sveil as the slight
modification tu the actuai cunsbat resuits roil by
the Action Rating Modifier. Ail these factors
cotsspire tu make Ihe Action Raling the must
important number on the counter. Action Rating
differences would account for svhv the Israelis
repeatediy repel Arah attacks al 1:10 odds. and
the incredible performance of A]hed troops in
the Guif War. Try fighting Os against S’s
soinetime and you’ul sec svhat I mean!

If the Action Rating accounts for ail those
altribules, does this tnean good unils wiil not
automalicaHy get bigger combat values and hence
make better attacks? You gut il! Tise combat
rating wiii reflect the firepower uf the unit in
objective terms. Qualitv and quantity of
equipmeist is what counts. A goud unit vs. a had
une svhere botis have tise same TO&E of
equipment ss-ill end up a 1:1 attack until surprise
and other nsodifications are issade. Good units
shouid nul be entitled tu an autotnalicaliy higher
odds. This svstern breaks tise tssoid that says
guud ursits are good because thev have hig combat
strengths.

There are a nunsher of features in Ibis
system which can seeiss “wrong” at first, but are
the way they are fora reason—and the reason is
itmited mnleuligeisce. Quite a number of lhings
are less effective than they “shouid” he. The
destruction of trucks by artiilery and aircraft. for
instance. The tables invoived do not give the
“correct” vaiues fornumbers uftrucksdestroyed
if a coiumn gels strafed. This is because the
enensv player does nul knosv where the trucks
are as oeil as it can appear un the game map—

hecause bis historicai cuunterpart didis’t.
Scheduling a large airstrike against these
“known” truck concentrations will give
disappointing resuils. The reason? The trucks
are not as soiidly located as tisev appear on Ihe
game map! Neilher are the trucks acling in large
herds as the game svould seem tu indicale (lhey
are in rnuch smaller ciusters, here and there), but
the enemy is nul aflowed tu take advantage ofhis
“game” knowledge uf the battiefieid (because
the syslem won’t let him). The sanse hoids truc
of the HQ immunily from air allack, air attacks
versus dumps. the “jumping dunsp” capture table.
The game represents the “effective” center of
these uperatiuns—not Iheirexacl location on Ihe
ground. The same lhing applies tu artillery units.
Their ranges have been slretched 10 give them an
“effective area of operatiuns.” Had they heen
confined 10 their reai ranges. predicting svhere a
hlow wouid land svouid hecume very easy. The
artiiierv units are nul boited tu Ihe hex Ihe
couister is in. but are assunsed tu be floating
about in Iheir effective area as needed. E-v-en
tisough ou can sec il ail. the game doesn’t aliow
yuu tu affectthe halliefieid using that information.

Another “eyebrow raiser” is the air 10 air
and GS ralings of some air units. Some cursory
calculalor work will reveai seeming errors in
both ralings. Aiso, if we everdo a game conlaining
some of the Nazi “wonder weapons” Ihe air tu air
ralings of, say. an Me 262 wiii cause many letters
tu he wrilten. Tise reason for Ihese seemitsg
errurs is that bolh air lu air aisd GS are affected
hy a pilol rating value (except for GS ratings for
S type air units, which rentain unnsodified). An
outstanding aircraft (such as the Me 262) fiosvn
hv some 16 vear old svith little (if any) training
witl NOT perform 10 specs. Afivingjunk-heap.
fiown by Hans Rudel. sviil slili perforns in a
credibie manner. I believe tise pilol tu be nsure
itssporlant than the aircrafl in determining Ihe
ahiitties uf the aircraft. Raw performance datais
useful in deterissiisitsg the basic rating for an air
unit (that’s whal svas dune). the pilol raling was
applied as a modifier. Tise resull is. I believe, a
nsure accurale raling of air unit fonction.

Whal aH of this adds upto. for the inlelligeist
player al least, is what atssounts 10 an “operalions”
hased ganse syslens withuut any rules needed 10

coistrol 0. You are limited only by your
imagination and troups avaiiahle tu nsaximize
the availabie tom sequence tu nsake for
unstoppable atlacks (or insmovahie defeisses)
with a scope and depth uf portraai marcO. found
in svargamtng.

Lasliy. I would like tu thank Ihose who
helped make Ibis ganse s stem svhal il is today.
I cais he given credit as designer, butina way that
detracts from Ihe irnnsense efforts put mb this
syslem hy others. I cats take full credO for une
Ihing and one Ihing aione in rhO. game syslens—
the errors. They are ail usine,
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2nd ei Desgner’s
Notes

Let me sec, what needs to he said... The version

2.0 OCS rules are the compilation of the Tessons
learneci from ail the plavers whotook theirtime w send

in their comments. suggestions. and criticisms of Ihc
original OCS svstem .A dris ing force hehind
adjustment svas the observation of ss hat I ss ould eau
abuse’ in the play of Guderian’s Blitzkrieg and

Enemv at the Gates—abusc which shoss cd repeatedlv
svhcre the original system svas either resvarding the
svrong techniques or not penalizing some ‘gimmicks’
appropriatelv. Once again. gamers stormed forss ard to
shoss me o hat thev found they could ‘get away o ith’
using ahusing) Ihe svstem to ïts fullesi. That is OK
and proves that given 3,000 playtesters (0f an
assortment of skiiis and motivations). they sviii find
sinnc(/lutg to take advantage of.

I svill try to hit upon the major changes here (in
no particular order). Numerous minor tsveaks in the
rules are notmentioned. Players with apasstng amount
ofknowledge of the old system will note these changes
as they read the rules. those who don’t have a svorking
knowledge of the rules will be learning them fresh
anywav. And. again. I reiterate my promtse that thc
door 10 system change in the OCS is now closed. Other
than errata postings. these rules are set in stonc.

The Sequence of Play
Ohviousls . thecorifusing tootunt plusoverphase

svstern 5% as dropped. This svas donc for a number of
reasons. chief arnong thcm svas the number of pla ers
confused h the asvkward ‘plaver turn’ terminologv
used before. A number of plavers called in trustration
hecause they couldn’t get the machine to work right as
thev had no idea a tum consisted of fuily iwo complete
turns. Gcrting rid of that structure also eliminatcd a
numhcr of gamev happenings—rushing forsvard right
hefore Ihe ovcrphase 10 entrench: blosving aIl vour
rcscrs es ss hen moving second hecause s OU kneo y our
turn svas nexi: refitting air bases afier getting a full
read on what the weather was going 10 he iikc. etc.

Naluraily, cutting the two ‘plaver tums to onc

regular turn necessitatcd a change to a hait-sveek gaine
scale. Effectively the amount of activity is thc sUmo in
15% o half—sveek turns as inthe old full—o eek one (except
for certain building activities wherc other
compensations were made). The scale change ts pretty
much just cosmetic.

Counter Mix Limits & Limited
Inteli

One of the mOst annoying things the original

system hrought oui was the inabilitv of plasers 10

sltare their #S@& Reserve markers. Geoz. I expect
this sort of thing mit of mv 5—vcar—old .\t anv rate.
some piavers made a point of using up ail the reserve
rnarkcrs su thatthe enemvdidn’tgct artv. Kindergarten
issues aside. thc countermix limits across the hoard
sverc removed.

That decision lcd to a another problem. Given
unlimited reserve (or anv other markers. plasers
started using thom as alimitedintelligence mcchanism.
Eventualls. players began to have huge quivering
masses of concealed reserve stack’. Some plavers
insisted on hiding ail their stacks svith supply tokens.
I evcn heard of those who placed thcir air unit cap

under ground units 10 bide them! The limited
intell portion of the garne s supposed to be a
suhordinate element on the level of chrome—
players were obsessing Si) much oith a sort of
bogus ‘shell game’ that ii land flot operational
considerations) hegan driving their actions. The
stacking order mechanics deal svith toning dosvn
this ‘game svithin U game’ stuff to more
reasonable leveis.

ZOCs
In addition to thc oid (and rather loosels

Used definition ofa ‘unit’. ihe nesv system uses
themorerestrictiveandrigidlvusedterm ‘Attack
Capable unit’ 10 define those units actuallv
capable of certain effects. \ot onls svas Table to
clean up the Ltses of the teminoiogy precise
terms used preciseiy, as I svas told in IOBC). but
il allowed the olimination of some bizarre
tcchniques—like the use of artillery units as
ZOC hased retreat blockers. etc.

Supply
As time went on the gamey practice oflag

teaming HQs so as to pick and choose o ho was
al full supply and who was al low became more
than a mere annovance. The original systems
cOnceptwastoturn large blocks of forces on and
off as needed (i.e. planning). Plasers rapidly
found that it didn ‘t take a rocket scientist to
figure out exactiy which formations needed 10
he in full supplv and ss hich could pet asvav svith
low. Thjs ledto perpctualis tag—tearned HQs and
elahorate sets of intenuixed supplv statcs. To
delete that expenditurc ot effort and lime in
doing something a plavcr svas a fool nul to, lcd
to the ditching of thc olcl full and loo supply
states.

Repeated playing thon shosved that paying
tor supplv for everyone on the map everv tum
oas a niechanical nionkev drill and a oaste of
play lime for ihose ss ho didn’t scresv il up (in
other words, those players svho could figure ouI
how b add and move supplv arounci). This lcd to
thetrace-like supply system torbasic subsistence
and a redouhled importance of combat supply
and the addition of fuel. The movement of what
littie SPs the player has available and the USO 0f

his critically short assets is the planning he must
do. I-le cannot cover ail the hases and must make
some pretty tough decisions. Among the toughest
decisions the player must make is to decline b
do something because the supply. while a little is
available, must he conscrved for the future. Trv
moving ail your mech units around every tum
(like plavers do in other games ‘just hecause
they can’ ) and you’ll rapidlv sec what I mean.

Combat supplv hecame mure espensive
hecause It o as too casv 10 pile on the odds 10

achieve exploit resulis and plavers insisted on
attacking Iheir o as to giorv. The ness Attrition
Table rewards deep operatiens much more than
hefore and plavers should look tosvard other
more efficient wavs 10 kili off their opponents
than ‘attacking thein 10 death’ as hefore.

Internai Stocks: This rule hecame
necessars as players found il svasjust tOo cas) 10

eut off the floo of combat suppiy tu a unit and

that fact o’as a great drain on deep operations.
Organic Trucks: These were needed to give ihe

mobile divisions a form of transportation 10 carry about
their own stocks of supplies—especially fuel. Again.
they allosv a hit more freedom from the tether of having
10 check supplv each turn—hy bringing their osvn sviih
them. Letting them he in Reserve Mode alloos them tu
keep up tvith thcir divisions in exploitation and reaction
movements.

Extenders: These ocre addedto gis-e the non-rail
component 10 the trace suppl system.

Air Rules
The changes to the air rules are there to encourage

small CAP forces and keep numbers front duminating

Ihe garne (hence the change from Douhltng Lp 10

Advantage Combats). Before, players rapidly found

that no CAP svas hetter than a lOtIe CAP—as a small

CAP stack encouraged amassive fighterhtt and a hunch
of dead air units, Air to air combat dropped off
dramaticahv as hoth sides tried 10 develop an inescapable
edge in numhers svith which to tcar the helly ouI of their
opponents ai their air bases. The neo rules keep this
under control.

Direct Une Movement: The bob-n-weave
hetween CAP stacks is no more, period.

Two-piane Air Movement: This keeps the lighler
sweeps under control and gives the system a more
naturalistic feei.

Rerit Dice Div ided by 2: This heips spread ihe air
uniis out 10 more air hases and eliminates the excessive
50 mgs in ettecttveness the old die x les cl stuff gave.

Put Up or Shut Up: This rule alloos the PlaYer
something 10 do against ahunch of interdiction air units
or against a CAP which refuses to hudge. It also alloss s
the plaver a svav te huild up forces )constraincd hv the
2-plane rule) te take down a hig CAP.

A Few Mode Changes
Reserves and Reaction: As the most frequentlv

ahused mode. reserve mode was first on the chopping
hlock for change. The original rules aliowed reserves tu
be popped too easily and the first set of fixes let) tliem
100 safe. The final version gives about the righi fel.
Additionally. the annoying use of reserve markers as
“come kick toc” signs lcd to ever more shell game BS.
Taking awav the ability of anyonc to do unspotted hip
shoots kept reserve hunting under control. Having
reserves defend al x 1/2 gives players something to think
about hefore putting the mass of their army into reserve.

The old ‘half-move in movement’ rule svas dttched

as players were using reserve too much to get ‘bonus’
movement OUI of Iheir units. The 1/4 move alioss s
reserves 10 follow the course of the hattle (ihe original

ruie’s intention)hut doesn’t make the bonus bip enough

to he svorth using one of a player’s precious reserve

markersjusiforthe extra niovement alone. Plus, itadds

the mcc effect that o hen a torce hugs out a great

distance, ii strips itselfofreserves unless the player svas
slick enough te preposition sOme( and baves him
tempoiarily more vubnerable.

Making Reserves move only 1/2 in Ihe Reaction
Phasekeepsthedefensive useofreservesamorecorrecllv
localized fealure. Instead of, as Rod Milier put it.
‘reserves coming from every_S# -ohere’, onlv local
forces sviii affect the moving plaver’s operations—

leading 10 mereeniphasis on deeppenetration opcrations.

Eliminating the Corrihat Segment front the Reaction
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Phase eliminates a hit of a time-space prohlcm—it is
impossible forthe reacting force tu sensethe muvcments
of the enemy and tu conduct a coordinated, set-piece.
regular attack against them before they could make
their attacks—attacks the enemy was planning
presumablv before the reacting forces had even heard
ans thing was going on. Furthermore. the old structure
encouraged the use of the Reaction Phase as ihe best
place tu launchoffensive operatiuns—afactwell bevond
its design intent. These rules attempt tu fix these
problems. If you disagree. feei free to use the options.

The game was ton reactive (rewarding the player
who sat and waited to sec what happens more than the
guy whu decides tu take a chance and ge things
happen)—not su anvmore.

Strategic Move Mode: 1f reserves were the must
used and abused mode, Strat Move must count as the
must under-utilized mode. Fesv units, if ever, use it—
the onlv group likely tu ever use it were reinforcements
moving tu the front. Allowing them tu move off-roads
makes Strat Move a better proposition. Making their
defense strength x 1/4 when attacked and a barrage
column shift keeps them from getting intu ton much
trouble svhile doing su. A nice balance of capahilities
and vulnerabilities.

Odds & Ends
Consolidation: Some plavers requested the ability

tu pull tugether parts uf mangled muiti-unit divisions su
as tu clean things up. This mechanic allows that,

Breakdown Regiments: Plaverswere usingthese
as a matterof course tu ‘impruve’ theirparent divïsiuns.
The nesv rules keep them from duing su excepi in the
case where they help the parent attack more strongly
and that can be enuisioned as giving the defender mure
things tu think about and deal with—strengthening the
attack.

Optional Rutes: A number uf nid uptiunal rules
were made standard—among them were surprise and
hip shoots. Chalk that une up tua iack of moral courage
before.

At Alt Costs Attacks and Anti-Overrun
Barrages: These svere drupped as they were littie used
and Anti-Overrun Barrages due tu their space-time
problems and deadening of offensive putential. etc.
Neither svere found tu he wurth their weight in rules.

Surprise: The mure we plaved. the mure sec liked
the variahilitv this rule generated and the nice effecta it
hruught svith it. The opinion of thuse plaving the game
svas nure vas hetter as ii made fur mure interesting and
unpredictable events.

Anextensiveamountoftesting and ‘cranial sweat’
was puured intu these new raIes hy myseif and a great
team of concemed piayers. It is noss a cleaner game than
it ssas and an esen hetter simuiator of uperational
combat. I wouid like tu single ouI Rod ice Man’
Muter fur speciai thanks for the countless hours he
poured lflto this pruject when in, sure he had other
things tu du. Thank yuu, Rod.

Pbyer’s Notes
Waming: this game svstem takes time tu plav.

Game tums take longer tu get through than you think
tand rnuch lungerthan it.w’euis, since time seems tu fly).
It k lut designed fur beginners. These mies are for
veteran players. The best bet in larger ganes in this
series is tu play une mm per gaming session and let the

garne standbetween sessions. Ibelieveacumplete
game in this series wiIl unly take about as long as
the time needed tu play une of our CWB gaines.
Suffice k tu say. this is nut a game system for
weak minds.

I hope tu give yuu a few puinters here tu
stave off catastrophe long enough formost plavers
tu get used tu the system. Some of the things here
are “tricks of the trade” leamed in plavtesting.
uthers are criticaily important. “du them if yuu
want tu live at ail” things. Tu help lei you know
which is which, I have annotated each une as
“Technique” or “Critical” as appropriate.

1. Rear Area Security (Criticat): Garrison
eier’ithingyou holddear. SPs.big truck locations.
air bases, HQs. Failure tu do su svili (with the nu
ZOC rules) cause vou tu lose them—and lack of
supplv dooms armies in this gaine. Sulid combat
units should be stacked with each of these
important items. This should also make it clear
that yuu’ll need tu keep them organized and
consolidated su your svhole arm isn’t off
defendingyuurrearservices. Bewareofallowing
enem\ columns tu ruse freel\ in vuur rear—
even if they cannut get intu the defended cities.
thcv can cause major damage tu yuur rail-net
which, in turn, will ruin vuur day. Better tu keep
the enemy from getting hack there at ail than tu
buildupmassive ‘forts’ alungyourrail-netnudes.

2. Use of Reserves (Technique): The
pruper employment of reserves is vital tu the
efficient use of yuur resources in this game. On
the attack, reserve mode can be used tu set alittle
extra muvement uut ofunits during the Movement
Phase and full use ut the Exploitation Phase after
yuu have made a hreach in the Muvement and
Combat Phases. In the defense. reserves can be
used tu disrupt enemy attacks during the Reactiun
Phase using uverruns (or hy filing in tu make
defensive hexes stronger. andpruvide barrages.
Beware of 111e localized nature of reserve use in
the Reactiun Phase and the rewards the system
gives for heing the actis e plaver (the une svhu
generates situations) instL’adufthereactiveplayer
(the une whu waits for things tu happen).

3. Armor in the Defense (Technique):
The Special Combat Modifiers are designed tu
give pure armur units un acivantage in the attack,
but not in the defense. This effect o. as intentional.
I feel the pruper rule rif armor in defensive
uperatiuns is the limited oiuttclafhUk against
the attacking enern\ units. In other wurds, when
used col-rt’it/y. armor in the defense should hein
reserve mode ready to artack in the Reaction
Phase. Targets? I would aim at weak iinks in the
enemy attack.

3. Combined Arms kTechnique): The
comments ahove bring up comhined arms as it is
shown in this game. Traditional wargames give
a magical “comhined amis benefit” for units of
different types which stack together, regardiess
of terrain. I dont agree with that assessment at
ail. In this gaine, a combined arms unit (such as
a German Panzer Division) bas the ahility tu
make gond use 0f differing terrain types because
each of ils compunent parts will he ahie tu take
/idladvantage uf each terrain type in tom. Tanks
in bad tank country are limited. periud. Giving
infantry tu the tanks allows them to he more
protected frum ambush. but in no wav makes the
tanks niore powerful. 111 have mure tu say about

the topic uf comhined arms as it applies tu real life in
uurmagazine. Suffice it to say, curnhined arms works
in this game because these units will he able tu
function better ore,all in differing tenain than could
units of unly une ami.

5. Surprise and Set Piece Battie (Technique):
The surprise rule (une of mv favorites) is designed tu
favor surprïse in uverrun situations. Gond troops vs.
bad truups in an overrun have the hest chance of
achieving surprise. Bad truops attempting ail uverrun
against gond unes wiH must likely screw upand suffer
defensive surprise. Set piece battles )those in the
Combat Phase) have a mach smaller surprise
component. Pour troups, given time to prepare. wili
be able tu pull off a credible shoss . Gond truops ss hich
take their osvn sweet time in getting ready svill have
a bigger chance of getting comprumised and losing
attacking surprise. As a result, surprise plays a mach
greater role in overruns. In set piece actions surprise
is much liarder tu obtain and plays a smaller role. In
other words, if you have gond truups, attack using
uvcrruns. If you have pour truops. attack iii the
Combat Phase.

6. Suppty Organization Critical): Lnless vou
own stock in an aspirin cumpanv. keep vour supplv
system urganized. neat, and undercontrul. Thc suppiy
rules are flot difficult tu use, but they do require
players tu both plan ahead and kcep their forces
organized. If you let them get out uf control. it will be
a while hefore you get them straight again. and in the
meantime 111e enemy seul he dancing on your head.
Set up a fèss, svell-deveiuped suppiy linos. Build up
enuugh ut u stockpiie at the front tu make up for any
interruptions that might uccur—he prepared. t will

save yuu much grief if vour unes get eut fora tom or
twu. Keep multi-cuunter divisions together su that
they draw from unly une source. Rernember: You will
neyer have ail the SPs yuu think you need, use what
you gel svisely.

Terms and
Abbreviations

Action Rating flte most imporiant numher on the
counter. A measure (if a units leadership and training level
uith some morale influence. Stricily speaking. the Action
Rating show s boa good a unit is at fighting.

Actise Air Unit An air unit which lias heen refitted and
is capable of living air missions.

AdsantageAn DRNI zained h’ usine largernunthersio
cang up un a neaker opponent in an air-to-air conthat.

Air Atone Attack Ans attack made he aircr,ift as ri

Barrage or OS style attack.
Air Base Card An optional of f-map display for each air

hase which has eompartmenis for active and inactise air units.
The form for these is on ihe hack of lIte rules and should he
photocopied io provide a tumber for each plaver. These ttelp
eliniinate rltap congestion prohlems.

Air Base L-evel The sOc of an air hases facilities.
Arnior Unit A unit vers heavv in AFVs w di liitle orno

organic infanirs contponent. Such nuits are marked svith i ellon
hackgrounds ott their unit o aboIs.

Attack.Capabte Unit Ans grottnd unit with a combat
strength of une or more. Sec 4.5.

Barrage Attack An attaek at ri range of (Inc or loure
hexes made h artillery atid/or air units.

Break’Dossn Regirnent A ponjoit ofa division-sieed
unit detached 10 allow the division to cover more thait nue bey.

BridgingThe use of engineercapahle units tu lessett the
MP cost of erossing river featttres.

Burrito as Big as ‘iour Head .4 food item sold hv ri
local estahtisttntent svhich is about a fooi lottg attd four incites
wide. Mat,s design decisions in this grime were made oser
ihese three poundhurritos. lThat way we know shatiohlame...)

Close Terrain Terrain providing timited ntohility to
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AFVs as svell as some cover. Suclt terrain in the defenders hex

would require the use of the Close Terrain une of the Combat

Table.
Combat Mode A unit mode nith u higher combat value

and u smaller moventent ullowance. In this mode. the unit iv

deployed for action.

Combat Supph The supply requtred to fight using the

regular Combat Table and required hy artillery units to fire their

barrage strengths.

Combo Type Air Unit An air unit which eau fulfïll two

ofthe basic airunit roles. Usually, this will he limited toairunits

ohich can function as either Strategic Bonthers or Transports.

Consolidation The realignment of units from multt-unit

divisionstogethersothata singlestrongerunil isgenerated from

two or more crippled ones.
Construction The creation of game facilities (air bases.

bedgehogs. etc.) which may or may not require the presence of

engineers.
Detrain 11e act cf ending rail movement.

Detrainable Hex A railroad bey containing either a

s illageminorcïrv.majorcits.orCombatMode HQ. Such ahex

allows the beginning and end of rail movement. as svell as u

connection point into the rail network for trace supply pttrposes.

Die or Dice RolI Modifier (DRM) Any one ofa number

of additions or subtractions from the die (or dice) rolled on the

garces tables.
Direct Draw The act of using SPs that are vs ithin the

suppl drasv range cf a unit (for whatever purpose) cithout

ttsing the assistance of an HQ.
Disorganized Mode (DG I A state of chaos generated hy

enemy acttvity which inhihits the smooth futtctioning of u unit.

Displacement The jump made by trucks or wagons, etc.

as the resaIt of an attenipted capture. This iv not to he confttsed

5v tth regular movetnent. Such movenlents’ represent the

changing enemy intelligence picture.

Dis isional Marker A counterused to replace an\ ttunvher

cf units from the same division so as toelinttttate hig stacks and

create some limited itttelligence.

Div isional Unit A Unit which is either adivision itself, or

part cf a multi-counter division.

Dumps Auv stack cf SPs oti the map. regardless ofbettrg

on the ground or loaded on a truck. etc.

Engineer Capable Unit A unit defined in the Game

Rules which bas enough engineerassets to do construction and

bridging operations.
Engineer Functions The activities of engineer capable

units when using their special ahilities.

Entrain The act cf loading something onto a railroad in

order to tise rail capacitv.

Eq RepI Areplacement uutt consisting cf heavv vehicles

or sveapotts needed to rehuild heas y unit.s.

Eshausted Internai Stocks InternaI stocks whieh have

had hoth cf their two atlotments used.

Exploitation Mode A combat result which allous units

access to the Exploitation Phase.

Esploitation Result leI .\ combat resaIt u hiclt pats

some attacking units into Evploitatiott Mode.

EstenderA 5-point ssagon or truck unit dedicated to the

connections for trace supply purposes.

Extremely Close Terrain Fleavily huilt-up urban areas

which are easily defended hy few units.

F Type Air Unit A fighter type aircraft.

Flak. Flak Rating. or Flak Points The ahilitv cf tinits to

resist air attack bv using ground fires. Flak assets are assumed

to he distrihuted among a side’s ttttits.

Forlifications Features pernvanentl printed on the tnap

which asssst units in defense.

Fuel Supply which iv used to move tracked or trnck units

about.
Fulls -Motorized A Unit svtth two wheels under its unit

svmhol—one with ettongh trattspcrt for aIl to ride.

Game Turn A half-week cf real time consisting cf two

Plaser Turcs.
Game Rules The rttlehook specific to rhe gaine in

questiott, as differentiated front the sevie,ç raies.

Ground Support IGS) The air unit value which a player

can use against ground targets.

Hedgehog A moderate degree cf fieldsv orks generated in

u hex hv a plavers units.
Hex Number The grid number system which allows

quick reference to everv bey on tlte map.

hp Shoot Ait air barrage that behaves much like an

overrun. Named for the technique cf stopping u mortar unit

while on the road to deploy and sltoot ssith no warning.

Holding Boxes Off map holding areas that players

can use to store units svhich are not actually oit the map’s

playing area.
HQ Unit A headquarters unit atvd its support

systems. Bach HQ also represettts manv smaller sers ice

units. and enottgh logistical capacit) to support u local

group of Units.

Inactive Air Unit An air unit which bas expended

its capahilities and bas yet to refit. Such units cannot liv

or barrage at ail.
Inactivation The process hv w ltich active air

units hecome inactive after thes are used.

Internai Stocks The amount cf combat suppls

available tca unit in the stores t carnes about by itself.

Interception The “jumptttg” of u moving air unit

by enemy active fighter air units ut or within u fisc bey

radius.
Interdiction The effect cf stationed atr units on

the niovement abihtv of enemv untts traversing their bey.

Also. Rail Interdiction svhich replaces the ahilitv of air

units w damage railroads.

In Supply A unit which bas either successfullv

traced or had on-map supply expended for it.

Involuntary Mode Modes which u ployer cannot

select, but vs hich are inflicted as a result cf combat.

Leapfrogging The oct cf loading something.

moving il. loading t onto another transport unit aitd

moving it again. This iv not allossed in this garce vvstem.

Eeg MPs Movensent points cf units svith a Wltite

MA.
Loss Capacity Railroad A railroad cf limited

truck eapaeitv or feu support structures which inhihits

rail ntovetnent.
Low Internai Stocks litterital stocks vs hich have

had one cf their tu o allotments tised.

Mech Unit .-\ unit svith hotu a heavy AFV

component aitsl u large organii- infantru component.

These units provide their vissa ccnvhined arms teams.

Such units have u red utiit symbol hackground.

More Mode A unit mode with u louer combat

value and u higher uovement allowance. The unit bas

sacrificed some security for speed.

Movement Allossance I Nl.\) The rass nttitsher cf

moventent points u utiit has available tcexpend iii agiven

phase.
Movement Points (MPsl The method cf

expending a moventent allowance and in keeping truck

cf whats Ieft—ntittiature packets I quanta) cf moventent

energy.
‘slulti-Track Railroad A fulls ccnfigtirtd niodent

railrcad featuring tu o or more track sets. ntany sidings.

and support facilities. Top cf the une rail transport

support.
Non-Divisional Unit Anv unit which iv neither u

division itself ocr part cf a ntitlti—cuanter d) isicut,

Non-Motoriued Units svitieh require shce leathtr

and horses tu get urcitnd.
Non-Phasing Plaser The puy vs hose ployer turn

it isn’t.
Offensive Air Units Air units vvith nuit

purenthesized air—to-air ratings.

Open Terrain Terrain es.sentiallv free cf

obstruction.
Operational Combat Series (OCS) The stries cl

games suppurted hi Ibis mie bock.

Option Nuinher orOption ResultTite pcrtictu cf

a combat result uhich the player bas the iipfviist cf tukttsg

as step losses or hexes cf retreut.

Organic Truck A truck point actualli assigned 10

u specific divisicit. These units represent tlte internaI

transportation cupahil tics cf soute units.

Other type” Unit A unit sshich is iteither mech

ttor armun,
Os’errun Attack An attuck made hi units durvtig

mcvement.
Pax RepI A replacement unit made utp of utIle

more than vs arm hodies.

Phase A niujur subdivision cf lIte Plus en Tunti.

Phasing Pla3er The guu svhose ployer tam ii is.

Player Turn Ont half cf a holf-week Game Turn.

in which one player goes through the sequence cf p1ay

from Air Unit Return through Clean Up.

Put Up or Shut Up A mechanisnt allosving the

resolutiots cf contested air sputet.

Rail Capacity The total number cf SPs cf rail Ironspurt u

player can use in u single player turn.

Railhead A houindars helsveets usable onci uunttsahle ruilrcad

ht ses.
Railroad Repair IRRI 11e oct cf fuxiitg destroved rail

hexes or exttnding the position cf usoble railheads. The game

assttnses that destrcved rail lieses do sot lias-e to he rehutilt from

scr,ttch. but instead need u fis here utsd there.

Railroad Repair Units (RR Units) Units svhich are

capable of railroad repaie.
Refitting The act cf converting inactive air unils into

actis’ecnes. Essentiallv.theaircraftareheingover-hauled.reorttted.

ond refueled to participate itt future air operaticns.

Regimental EquivalentslREs) A quick and dtrtv measure

cf unit size.
Replacement Units )Repls) Uttits which con he coinhined

in different combinations 10 rehuild dead or damaged units.

Replenishment l’he refilling cf tused internai stocks.

Resers e Mode A tutit isltich iv ais aitittg ordens orotheris ise

in rtadiness for quick action.
Resers’e Release When u plus er clecides to retstove u unit

front reverse mode and deploy (t iittc action.

Reserve Suppression lRecon by Force) Tise act cf

ehecking the cctstents cf an enemy stuc), anut nemcving any

reverses from ii along the svoy.
Return The reqturetssent cf air units lui go bock o ans

fniendly air buse and benome inactise.

Rounding Rule Tue standard ttsethod cf dealing svith

fractiotis in ans (;iinur’vs Bi-vins) garce.

S Type Air Unit A strategic bomber.

Segment A suhdivisiots cf u phase.

Semi-Motorized A unit with some trucks and othen

transport. huit nct encugh ils he fully mutunized. These units bas e

une iv heel under their unit si tohol.

Sequence ofPla Tue gantes organizaticn into the steps

requirtd tu plas.
Series Rules This nulehoc),. the cite sshiclu s applicable b

uns garce in tue senies.
Single-Track Raiiroads The standard nailruad feutune in

the gaine.
Special Moditiers TIse effect cf tenaiit on diffeneut uttit

Stacking 11e placentetit cf nscne thon cite unit in u lies.

Station Bex The hex ufanactis e ainunit. Titishexcun also

ht the air hast bey cf t)iai unit.
Steps, Siep Loss A portion cf u unit’s stnength und site

used to keep truck cf the uttnitional effects cf cotnhat.

Strategic Move Mode A unit in full rcad uttovement

pOsture. Must steunitv pnecoutiotts lias-t heen dumped tc olloss

fasi mcvement.
Suppli PointslSPslThe measune cf hulk sutpplv. Divided

hs lIte gneotquontermnostcr u theskyiistc /ustthte nightpncpcntions

cf es enything thtut uuuits ttted ut differetit lunes- --luckily for us.

night?
.Surprise Tbe oct cf heing caught Iactically tinprepuned for

the ilureat uf ihe moment-—— ht hourd gante equivalettt cfhninguttg

u isitife tisa gun fight.
T Type Air Unit Toctical hcitshens. These air units sire

luglmlen and fuphi ut lois en altittides itt clisse air suippcnt thoit do

sinategic honuhers.
‘l’hrow Range Tise distance HQ5 une oble ic push funss ansi

SPs tc uunits ss-hich need them.

Tpt Type Air Unit A transport aimcraft.

Trace Supply lie basic hattdliitg cf suhsistence supplv.

‘[ransportation Equis alentsThe deienminoticit cf the SP

si eigbt uf uutits tu alloss ut quick assessnttnt cf Ihe capocits

iteeded to tratusporu ulseimu.

Truck MPs Mcventent poituis generoted hy all-ternaiit

vehicles)tnucktdiivsshetled)ssbich are shosviu cuu the cuuntenos

ne cl.
Truck MPs Movettuent puitsts geneu-attd hy less

nuaiteus’erahlt vehicles )usuuollv trucks) ss hith are shuswn ou tise

cusuuten as hlack.

er3 Close Terrain Tennatn sshish k txirentel) tight for

sehicles and which pros ides much coven cund cotuceolnsent.

Via HQ Supply Supply sshicht s expeusded using un HQ’s

thnosv nausge.
Voluntary Mode Ans cf the ussodes svhicls u ployer con

pick mc use duming the NIcsement Pluase,

Zones of Control lZOCs) Tise effect of uuumits on euuemmmy

unims sshich une adjacent to lutin locuutiua. \\hile the garce bus nus

ZOCs for utuost purposes. some things )supply truuce. tnuuck MP

nsuvensent. etc.) lune iusfluuenced hy tIse pneseusce cf enensy outils.
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The Gamers, Inc.

Wolcanie ta
The amer

an aur qefinitian al Tatal Gaine Supart !!!
We re Here ta Help!

1. flules HeIp.
We are personally availabie to answer your rules questions, one on one, by phone most business days (and frequently

during off hours). If you corne up with something during play, give us a ring. We will be abie to give you the “officiai”
interpretation of the mie in question and your input will help us in locating rules and phrases that cause players the most
probiems. (217) 896-2145

If we aren’t there, leave word on the answering machine and We’ll get back to you as soon as we can. That’s a promise.

Don’t hesitate! A personai explanation can do wonders. Besides, if you run into something that you and your opponent cannot
agree on, we can play an impartial judge on a specific event. (These last are usualiy the most fun. too.)

2. On-Cine HeIp.
We are on GEnie. If you are, you can find us in Category 4, topic 43, page 805. We’il check in most days and will

be able to answer your questions. There you wiil aiso be able to get the latest news and comments regarding our other series
and games that may be of great interest to you as you uniock what must be the best kept secret in wargaming.

E-mail is welcome and can reach us at the address of THE-GAMERS.

3. Cetters and 3ax
We will be happy to answer your letter and Fax questions, too. We turn them around as soon as possible (same or

next day at most). We’ll Fax a response directly to the number you give. Mailed questions are answered in as much depth
as we can think of (phone questions are easier to handie in that regard, as we get to go back and forth with you) and we do
not require things like SASEs or YesfNo format.

Fax: (217) 896-2880

Write: The Gamers, Inc.
soo W. 4th Street
Homer, IL 61849

4. jour Linput is Limportant!
While we attempt to maintain the continuity of our series rules—to ehminate repetitive rules iearning—we do aliow

them to deveiop further after pubhcation. The rules rernain stable, flot static. Chances are the mies wiIl be updated at least
once. Moreover, Operations (our magazine) does offer options, additional rules. and ciarifications as time goes on which
will help refine the series. We do not publish games and then forget them! Ail of this refinement activity depends heavily on
the active participation of the piayers of our games and feedback is desired. What is more important, feedback has an effect
on what we do and how we do it.

5. We Don’t jYlake Enipty promises, Eithev!
If you are new to The Gamers, but not new to wargaming, you are probabiy saying to yourself “Yeah, right. I’ve beeri

lied to by the best!” We can’t change things others have done. We cari. however, live up to our own standards and promises.
Ask anyone who bas dealt with us directiy before, or try us on any of the above. We’li be happy to surprise you!

Welcome to the Best K
Wargaming!!!

II
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Operational Combat Series Rules
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Active Air Units

wMs?nMw.Y.w.wnMwMwmA

WMW

Active Air Units
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Active Air Units

Hex:

________

Level:

________

Inactive Air Units

Active Air Units Active Air UnitsInactive Air Units Inactive Air Units

Inactive Air Units Inactive Air Units
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Active Air Units

M%YttMY.%Y,WWffMW.SW

Air Units Inactive Air Units
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