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Action Ratings 3.1d
Attrition 11.8, 11.8a
Break-Down rgts. 20.0e
Combat DRM 9.7
Modification 5.8b, 5.8h, 5.10b, 12.8a
No-rebuild indicator 3.1h
Surprise 9.8

Air Bases 15.0 (see also Aircraft carriers)
Barrage attacks against 9.15f, 10.0b, 10.0j, 15.0e
Capacity 15.0b
Capturing 15.0d
Cards (optional) 15.3
Construction 15.1
Bases per hex 15.0a
Levels 3.7c, 14.8d, 15.0c
No refitting in “ZOC” 15.0g
Reducing (see also Air Bases, Barrage attacks against) 15.2
Refitting 15.0c, 15.0i

Aircraft Carriers 18.2
Air Drops 14.11

Effects 14.11c
Gliders 14.11e
Planning 14.11d
Supply 14.11a
Units 14.11b, 14.19c

Air Interdiction
Movement 14.7c
Patrol Zones 14.5
Rail Transportation 10.0j, 14.7d
Supply draw and throw 6.4, 14.15a
Trace supply 12.6g

Air Strips 15.0i
Air to Air Combat 14.6

Advantage 14.6d, 14.6f
Air unit types 14.6a
Attacker/defender 14.6, 14.6c, 18.2c
Combat Air Patrol (CAP) 18.2c
Interception 14.5a, 14.7b
Required abort 14.7c
Resolution 14.6c

Air to Ground Combat (see GS Attacks)
Air Transportation 14.10

Air drops 14.11
Capacity 14.10d, 14.10e
Inactivation and 14.10d
Supply 14.10a
Turn-around 14.10d
Units 14.10b

Air Unit Movement 14.1a, 14.1b
Range 3.5, 14.1a
Return to base 14.1b, 14.1f, 14.4
Stacking limit 14.1c, 14.11e
Straight-line 14.1d

Air Unit Refit Phase 2.2, 2.3
Air Unit Return Phase 2.2, 2.3
Air Units

Air to air rating 3.5, 14.6a
Barrage strength 14.2c note
Combining 14.1g
Destruction on the ground 10.0j
Inactivation 10.0h, 13.3i, 14.1e, 14.1f, 14.2b,  18.2c, 21.4
Long-range flying 21.4
Modes 14.2
Offensive air units 14.3a, 14.6a
Parenthesized air to air rating 14.6a
Parenthesized barrage strength 3.5
Range 3.5, 14.1a, 14.1b, 14.10

Re-basing (optional) 21.5
Reduced unit consolidation 14.1g
Refitting 14.1f, 14.7c, 14.8, 1
Reinforcements 14.1h
Step losses 14.2c, 14.6c
Types 14.3, 14.12 (S-type), 18.3e (torpedo bombers)

Amphibious assaults 18.4
Armor-type Units (see Unit Types)
Artillery 12.4 (see also Barrage)

Attacking dumps and trucks (see Barrage, Against trucks
and dumps)
Attacking facilities (see Barrage, Against facilities)
Barrage attacks 7.1a, 9.15f, 10.0 (all)
Barrage strength 5.8b, 5.10b
Barrage supply 10.0d
Defense 13.4b
Exploitation 9.13
Hedgehog reserve 5.7h
Range 10.0b, 10.0c, 13.4
Self-spotting 10.0e
Tag-along 8.1e

Attack-capable Units 4.1, 4.8
ZOC-like effects 4.1, 4.8

Attrition (see Out of Supply Effects)
Barrage

Against facilities  10.0b, 10.0j, 10.0k, 13.3i ,15.0e, 19.0b
Against transportation points and dumps 9.15f, 10.0i
Air units 10.0, 14.1b, 14.1c, 14.5
Artillery 7.1a, 9.15f, 10.0 (all)
Column shifts 10.0e
Combining air and artillery not allowed 10.0f
DG result 5.10a, 9.14
Hip Shoots 10.0a, 14.5a14.7
Resolution 9.11c, 10.0a
Spotting 5.7i, 10.0e, 18.3a, 18.3b
Step losses 9.7, 9.11c
Supply costs 10.0d, 10.0f
When allowed 5.7a, 5.7b, 10.0a

Barrage Segment 2.2, 2.3
Barrage Strength

Air units 3.5 (see also Air Units, GS strength)
Artillery 5.8b, 5.10b

Break-Down Regiments 3.1f, 20.0
Absorbing 20.0b
Action ratings 20.0e
Last step and 20.0a, 20.0f
Generating 20.0a
Moving 20.0c
Supply 20.0d

Building
Facilities (see Construction)
Units (see Replacements)

Clean-up Phase 2.2, 2.3
Combat 9.0

Action rating effects 9.7
Against trucks and dumps 11.11b (see also Barrage,
Against trucks and dumps)
Air-to-air (see Air Combat and Interception)
Attacker eligibility 4.8, 9.1, 9.1e, 9.5a, 9.13a
Column shifts 9.1f (see also Combat, Surprise)
Die roll modifiers 9.7, 16.0b
Exploitation marking 5.9a, 5.9c, 5.10c, 9.10b, 9.13
Exploitation phase 2.2, 2.3,11.0
Hedgehogs 16.0b
Odds calculation 4.3, 4.4, 9.1f, 9.6,
Option results 9.10, 9.10a, 9.10b, 9.10c, 9.10d, 9.12, 9.14a,
16.0f
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Out-of-supply effects 9.1e, 9.5
Resolution 9.0, 9.2, 9.9
Results 5.7c, 5.7d, 5.8d, 5.9, 5.9a, 5.10, 5.10a, 9.10, 9.11,
9.12, 9.14, 21.2 (optional)
Retreat 4.1,4.6, 5.10a, 5.10b, 6.3b, 7.1e, 9.10, 9.12, 13.1c
Special modifiers 9.4 (see also Combat, Terrain effects)
Specialized Combat 9.15
Stacking effects 4.9, 9.1c, 9.1d
Step losses 3.7f, 9.10, 9.11
Strength modifiers 4.5, 5.7a, 9.3b, 9.4, 9.5
Supply costs 9.2, 9.5, 12.4, 21.3 (optional independents)
Surprise and 9.8, 16.0b
Terrain effects 9.3, 9.4 (see also Combat, Special
Modifiers)
Voluntary attack 9.0, 9.1b
When allowed 9.0, 9.1, 9.3a,  9.5a,  9.13a

Combat Mode 5.5
Combat Phase 2.2, 2.3
Combat Segment 2.2, 2.3
Combat Strength 3.1

Artillery units 12.4b
HQs 9.15d
Mode effects 5.5, 5.6, 5.7, 5.8, 5.9
Modifiers 9.3b, 9.4, 9.4a, 9.4b, 9.5, 9.11d
Parenthesized 3.1c, 9.1e

Combat Supply (see Combat, Supply costs; Supply Expenditure,
Combat)
Consolidation 13.9
Construction

Air bases 15.1
Engineers and 13.8, 15.1a, 16.0c, 19.0b
Hedgehogs 16.0a, 16.0c
Supply costs 15.1, 16.0, 19.0b
Terrain effects 15.1b

Detrainable Hexes 12.0, 13.3
Die Roll Modifiers

Air combat 14.6c
Attrition 5.8h,12.8
Combat 9.2, 9.9, 16.0b
Hedgehogs 16.0b
Surprise 9.8, 16.0b

Disorganized Mode 5.10
DUKW 18.4b
Dumps (see Supply dumps)
Engineer Functions 13.8

Bridging 13.8a
Construction 13.8, 15.1a, 16.0c, 19.0b
HQs 13.1, 13.8

Exploitation Mode 5.9
Exploitation Phase 2.2, 2.3

Air unit movement 14.0
Barrage 10.0a
Combat 5.9a, 9.13
Movement allowances 5.9b
Overrun 2.3, 8.1
Reserve mode units 5.7b, 10.0, 10.0a

First Player Determination Segment 2.2, 2.3
Flak 14.9

Patrol Zone 14.5b, 14.9
Resolution 14.9b
Strengths 14.9
Ships 18.3c
Supply 14.9c
Targets 14.9a

Formation Markers 3.3
Fuel 12.5 (see also Supply Expenditure, Fuel)

Costs 12.5c

Fueled status 9.1e,12.5d, 12.5e
Independents (optional) 21.3
Markers 3.7a, 12.5c, 11.5d
Multi-unit divisions 12.5c
Non-divisional units 12.5e

Hedgehogs 16.0
Capturing 16.0
Combat effect 16.0b
Construction 16.0, 16.0a, 16.0c
Defender options 9.10d
Destroying 16.0e
Levels 3.7e, 16.0a
Surprise effect 16.0b

Hip Shoots 12.14c
Interdiction 14.7
Spotting 14.7b
Strategic Bombers14.12b

HQ Units
Supply functions 13.1b (see also Supply Draw and Throw,
HQs)
Combat 4.8, 8.1e, 9.15d, 13.1c
Detrainable hex 12.6
DG does not affect 13.1a
Engineer capabilities 13.1, 13.8
Sizes 13.1d
Supply functions 3.4, 12.0, 12.3, 12.3a, 12.3b, 12.5c, 12.5e,
12.6,12.6a, 12.6g, 12.6h, 12.9b

Interception and Patrol Zones 14.5
Air unit types 14.5
Barrage shift 14.5c
Escorts 14.5b
Flak Effect 14.5b, 14.9
Radius 14.5
Resolution 14.5a

Leg
Leg-type MPs 6.2,  12.5a

Limited Intelligence 4.9
Revealing units 4.9, 9.2
Stacking order 4.2b, 4.9

Mech-type Units (see Unit Types)
Mode

Air units 14.2
As combat result 5.7c, 5.8d, 5.9,  5.10, 5.10a, 5.10c, 5.10d,
9.13, 9.14, 9.14a, 9.14c
Changing 5.3, 5.7b, 5.7c, 5.7d, 5.8d,  5.9a, 5.10a, 5.10d,
5.10e, 5.10f, 9.12a, 9.13, 9.13b, 9.13c, 9.14, 12.1c
Combat effects 5.5, 5.6a, 5.7a, 5.8b, 5.10b, 7.1a, 8.1a, 9.1e,
9.13a,
HQ units 5.1, 5.10a, 9.12a, 12.6, 13.1a, 13.1b, 12.3c, 13.3c,
13.8a
Movement effects 5.3, 5.5, 5.5a, 5.6, 5.6a, 5.7a, 5.7b, 5.8a,
5.8e, 5.9b, 5.10b, 6.1b, 6.1c, 9.13a, 12.1a
Rail movement 5.5b, 5.6b, 5.7e, 5.8c, 12.3c
Replacements 13.5
Restrictions 4.1, 5.2, 5.3, 5.5b, 5.7a, 5.7e, 5.8b, 5.8c, 5.9c,
5.10c, 9.13b
Retreats and 4.1, 5.10a, 5.10b, 9.12a, 9.14,  9.14b, 9.14c,
12.1c
Spotting 10.0e
Transportation points  5.1, 12.2c, 12.2g
Voluntary vs. involuntary 5.3, 5.4, 5.9, 5.10
ZOC-like effects 4.1, 5.7a, 5.8b, 5.10a, 5.10b, 9.12, 9.14b

Mode Determination and Movement Phase 2.2, 2.3
Modifiers

Action rating 5.10b, 9.8
Air combat dice roll 14.6
Attrition die roll 12.8a
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Barrage strength 5.10b
Combat dice roll 9.8, 9.9, 16.0b
Combat strength 5.8b, 5.10b, 9.3b, 9.4, 9.4a, 9.4b, 9.5,
9.11d
Movement allowance 5.8a, 5.9b, 5.10b,  8.1a

Motorized Units 3.1b (see also Truck-type MPs)
Move Mode 5.6
Movement

Enemy-occupied hexes 6.3a
Fuel costs 6.1c, 12.0,  12.5a, 12.5c, 12.5e, 12.5f, 12.8b,
12.9a, 13.2a
Hexside effects 6.1a, 6.2, 6.2a, 6.2b, 6.2c, 13.8a
Interdiction 14.7c
Minimum movement ability 5.7a, 6.1c
Mode effects 5.3, 5.5a, 5.6a, 5.7a, 5.7b, 5.8a, 5.8b, 5.8e,
5.9b, 5.10b, 6.1b, 8.0a,  8.1a
Movement allowance 3.6, 5.5, 5.6, 5.7a, 5.7b, 5.10b, 6.0,
6.1b, 6.1c, 6.1d, 8.0a,  8.1a
Overrun and 6.1c, 8.0, 8.1
Rail 12.3 (see Rail Transportation)
Road-like features 6.2a, 6.2b
Stacking and 4.1, 4.2a, 6.0, 6.1e
Terrain effects 6.1a, 6.2, 6.2c, 6.2d
ZOC-like effects 4.1, 5.7a, 5.8b

Movement Allowance 6.0
Mobility type 6.2,  11.5a, 11.5c, 11.7b
Mode and 5.5, 5.6, 5.7a, 5.7b, 5.8a, 5.9b, 5.9d, 5.10b, 6.1b
Modifications 5.7a, 5.8a, 5.10b

Movement Segment 2.2, 2.3
Multi-track Railroads 13.3a
Naval Power 18.0

Aircraft carriers 18.2
Amphibious operations 18.4
Barrage 18.2
Coastal Artillery 18.3, 18.4
Ship movement 18.1
Surface fire 18.3

Other-type Units (see Unit Types)
Out of Supply Effects

Attrition 11.6f,  11.8a, 12.8
Barrage 10.0d
Combat 9.5
Movement 12.8b
Transportation points 12.9a
Voluntary attrition 12.6f

Overrun 8.0
Attacker eligibility 5.5a, 5.6a, 5.7a, 5.7b, 5.10b, 6.1c, 8.0,
8.1d, 8.1e
Attacker retreat 8.1d
MP costs 6.1c, 8.0, 8.1a
No exploitation marking 5.9a, 8.1c, 9.13c
Resolution 8.0, 8.1b, 8.1d (see also 9.9 Combat Resolution)
Road-like features 7.1a, 12.8a
Stacking effects 4.2a, 8.0, 8.1a, 8.1e, 8.1f
Supply costs (see Supply Expenditure, Combat) 8.0
Surprise and 6.5e, 8.0, 9.8, 16.0b
Terrain effects (see also Combat, Terrain effects) 6.1c, 8.0,
8.1a
When allowed 6.1, 6.1c, 8.1b

Overstacking
Eliminating overstacked units 4.2a, 9.12
When enforced 4.2a, 8.1f, 9.12, 13.6

Patrol Zones (see Interception and Patrol Zones)
Phasing Player 2.1
Ports 19.0

Capacity 19.0a, 19.0b
Damaging 19.0b

Repairing 19.0b
Rail Transportation

Detrainable hexes 12.0, 12.6, 12.6a, 12.6b, 12.7b, 13.1b
Interdiction 13.3a, 13.3i
Transportation equivalents 4.10
SP equivalents 13.3, 12.3a
Supply 13.3a, 13.3c
Units 5.5b, 5.6b, 5.7e, 5.8c, 13.3a, 13.3c
When allowed 13.3b
ZOC-like effects 4.1, 13.3c

Railroad
Classes (multi-track, single-track) 13.3a
Damage and repair 13.3e, 13.3f, 13.3h
Interediction 13.3i
Rail conversion 12.3h
Railheads 13.3d

Reaction Phase 2.2, 2.3
Air unit movement 14.1b
Barrage 5.7b, 8.0,  8.1a, 12.4c, 14.12a
Movement allowances 5.7b, 8.0a,  8.1a
No combat segment 8.0b, 8.1c
Overrun 5.7b, 8.0, 8.1b

Rebuilding Units (see Replacements) 18
Recon (optional) 21.1
Regimental Equivalents 3.1, 4.7
Reinforcement Phase 2.2
Reinforcements

Placement 13.6, 14.1e, 14.1h
Rail transportation 13.3c
Stacking 4.2a, 13.6

Replacements
Modes 13.5
Rebuilding units 3.2,  13.5a
Steps and size 13.5
Types 13.5

Reserve Mode 5.7
Retreat (see also Combat, Retreat)

DG and 5.10a, 5.10b, 9.12a
Option results and 9.10, 9.10b through 9.10d, 9.12
Transport points 9.15c, 12.2g
Overrun and 8.1d, 8.1e

Retreat Rule 4.6
Rounding Rule 4.3, 9.0,
Sea Transport

Over the beach unloading 18.4
Ports 19.0a
Shipping allowance 18.5

Sequence of Play 2.0
Outline 2.2
Narrative 2.3

Single-track Railroads 13.3a
Stacking 4.2

Air movement and 14.1c, 14.6e, 14.8, 14.12c, 14.20d
Air unit return 14.6e
Air units 4.2
Interception 14.1c, 14.8
Limit 4.2
Movement and 4.2a, 6.0, 6.1e
Order 4.2b
Overrun and 4.2a, 8.1f
Overstacking 4.2a, 9.12, 12.6
Retreat and 9.12
When enforced 4.2a, 8.1f, 9.12
Which unit types count 4.2

Step Loss
Air units 14.2c
Break-down regiments. 20.0a, 20.0f
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Combat 9.10, 9.10c, 9.11, 9.11a, 9.11b, 9.11c, 9.11d, 9.11e,
9.15a, 12.5a, 18.3
Combat strength 9.11d
Markers 3.7f, 9.11, 20.0a
Options 9.10, 9.10c, 18.3
Retreat 4.1, 5.10b

Strategic Move Mode 5.8
Subsistence Supply

Attrition 12.8
Detrainable hexes 12.6, 12.3c (see also Subsistence Supply,
Railroads)
Extenders 12.0, 12.7
Interdiction 12.6g
Railroads 12.6
Supply source 12.3a, 12.5c
Supply trace 12.6, 12.6b
Trace range 4.1, 12.6b, 12.6g, 12.6i, 12.7, 12.7a, 12.7b,
12.7d, 13.1b

Supply Draw and Throw
Direct draw 12.0,  12.3, 12.3a, 12.3c
Dumps 12.0, 12.3, 12.3a, 12.3c,  12.10b
HQs 3.4, 12.0, 2.3a, 12.3b
Interdiction 12.6g
Multi-unit divisions 12.6h
Range 12.0, 12.3, 12.3a, 12.3b, 12.3c, 12.6b, 12.6i
Terrain 12.3a, 12.3b
ZOC-like effects 4.1

Supply Dumps 12.11
Barraging 10.1i
Blowing 12.11a
Capturing 9.15b, 9.15c, 12.11b
Displacing 4.1, 6.2e,9.12d, 9.15c

Supply Expenditure
Barrage 12.4,  12.10a
Combat 7.0, 9.0, 9.1e, 9.2, 9.5, 9.5a, 9.5b, 9.5c, 9.5d, 12.0,
12.4, 12.8b,  12.10a
Construction 12.0, 15.1, 16.0, 16.0a, 16.0c
Fuel 5.7a, 6.1c, 9.1e, 11.0,  12.5a, 12.5c, 12.5e, 12.5f,
12.5g, 12.8b
Internal stocks 9.5, 12.5g,  12.10a, 12.10e,
Replenishing internal stocks 12.10b
Subsistence (from dump) 12.0, 12.6d, 12.6f, 12.6h, 12.10b,

Supply Phase 2.2, 2.3
Supply Points

Making Change 12.1b
SPs 12.0,  12.1a, 12.1c, 12.3d
Tokens 12.1b

Supply Transport
Air 12.2, 14.4d, 14.19, 14.19a through 14.20f
Leapfrogging 12.2a, 11.2b
Rail 4.1, 12.2
Ship 12.2, 12.2c, 18.1, 18.3, 18.4a, 19.0a
Transport points 3.6, 4.10, 9.15c,12.1a, 12.2

Surprise 9.8
in Overruns 8.0
in Regular combat 9.8

Trace Supply (see Subsistence Supply)
Track-type MPs 6.2
Transportation Equivalents 4.10
Truck-type MPs 4.1, 6.2, 12.5
Transport Points

Capturing 9.15c
Extenders 12.0,  12.7a, 12.7b, 12.7c, 12.7e, 12.7f, 12.7g
Loading and unloading 12.1, 12.2, 12.7c, 13.2c-e
Mode 13.2c, 13.2g
Movement 9.15c
Organic trucks 3.6, 13.2g

Supply transport 3.6, 12.0, 12.1, 12.1a, 12.2,  12.7e
Turn and Phase Markers 3.7d
Turn End Phase 2.2, 2.3
Unit Consilidation 13.9 (see also Replacements)

Strength points 13.9
Whole units 13.9

Unit Types 3.1a, 9.3b, 9.4 (see also Combat, Special modifiers)
Weather

Air effects 14.1f
Determination 17.0
Game-specific effects 17.0a, 17.0b
Ground effects 17.0a, 17.0b

Weather Determination Segment 2.2, 2.3
Weather Markers 3.7g


