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Highway to the Reich

_ 'Education
1 Th In kll‘l g [ The sovereign's duty of being
i : i educated.
“By playing Board Wargames you | “By playing Board wargames we
can artificially speed up your 5 may learn: Foresight ...,

Circumspection,
... Caution.”
[Benjamin Franklin]

kind of thought processes.”

!

J learning curve to develop the right -
|

| [Nate Silver]

Board

_ \. Wargaming
'Mind Set . 3
s - _ Empathy
" "We don't stop playing because we = - ~ :
grow old; we grow old —=< “You can discover more about a
because we stop playing.” | personin an hour of play than
. [George Bernard Shaw; | | in a year of conversation.”
¢ . [Platon]

The mind map about the Board Wargame and its features. Highway to the Reich )
is a good tool to deepen our knowledge about the Operation Market Garden
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Highway to the Reich: Introduction

Highway to the Reich is a

tactical level simulation of
Operation Market-Garden
that involved the capture of
70 km stretch of highway by
Allied Airborne forces. The

Allies had to seize the

crossings of all major water

obstacles up to Arnhem.
Three airborne divisions

were dropped: the US 82nd

and 101st and the British
1st.
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Operation Market Garden 17-26 September

: — OPERATION MARKET GARDEN
5 SEPT. 17-26, 1944 I
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Highway to the Reich: the sequence of play

The main aim of this work is to help the
wargamers to handle better the system, not
to describe pros and cons of the old game by
SPI. Moreover Highway to the Reich
represents a way to learn and study Military
History . It is detailed and the order of battle
is precise. It’s not only a simple game. It’s
something that can help everyone to
understand better the past. | think that the
game is not so complex. It’s likely that rules
are a little verbose and bad organized. The
best way to learn HttR is surely to set up a
scenario and play it. We have chosen the scn
#26 in which we find the battalions of the
101st division attempting to seize two main
crossings: Veghel and Driehoek. The map C
will be used. Each scenario starts with the
phase 13, the Allied Conditional mo ent,
exactly when the division drops and moves
towards the bridges. We are introducing and
explaining the 15 phases composing a whole
turn. We discourage an immediate reading
of the rules. So let’s start with the German
setup

1.
2.
3.
4.
5.
6.
7.
8.
9.

Allied Command

German Organization

Allied Conditional Fire

Allied conditional movement
German conditional Fire
German conditional movement
Allied Free Fire

German Command

Allied Organization

10. German conditional Fire

German conditional movement

12. Allied conditional Fire
13. Allied conditional movement
14. German Fire

15. Game turn record phase

'Cgléus Bél.;l'i!
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Highway to the Reich: German Setup scn #26

59th Infantry Division
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GERMAN
ks 5 FORMATION
TINlT DISPLAY

The Formation Display has four functions,
1. A manifest of all the combat units and headquarters in
the game.

| 2.An organization diagram showing how the various

units relate to each other with regard to subordination.

3. A set-up key showing which h on the
maj

4. A reinforcement chart keyed o the Turn-Record Track
by letter code. The subdivisions of the organizations
show which parts of which organization are to be
brought into play at a given time.

HOW TO SET UP THE DISPLAY:

On a flat surface, spread out the Display, after

backfolding it along the machine creases to make it lie

flat. Place each unit on its appropriate picture paying

close attention to the unit dﬂlgmhm In ANy Ca5eS &

will be slgnn]lﬂl hy a mntuphnumbw. for example “x3"
would indicate that three units identical to that one

picture are placed in that position on the display,

STARTING UNITS:

Those units that start the game in play, on the map,
distinguished by the position codes

pletures

posil
on the display. For example, “'D 0712"

that mmmumnnunpnlnhnml‘n

in which several starting e

of units, each position :!\mH hvn it pl

Note: “[E]” indicates an entrenched <

REINFORCEMENTS:

On any given Game-Turn, the

‘mient Track may show a key

or mare of the formations

display, the Player will

with one or more groups of

bislntoaioti okt

to use the group “n” from the

German Formation Display that is about the initial
deployment of the German forces. There are several
independent units and the “missing” 59th division of .

Wermacht.
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Highway to the Reich: Allied Setup scn #26

 The Allied Formation Display section “p” gives us the
first 10 serials that are available to drop.
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Highway to the Reich: Counters

In the picture: The first
digit points out the

strength of the firing unit,
the second one is about
the Effectiveness rating.

On Artillery, the upper
number is the range.

The white triangles are
the Morale Rating.

C/:V : L;\
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Highway to the Reich: Counters

In the picture: The first
digit points out the
strength of the firing unit,
the second one is about
the Effectiveness rating.

On Artillery, the upper
number is the range.

The triangles are the
Morale Rating.

INFANTRY (Concentrated Mode}

Unit Symbol

Assigned

Travel Mode
Capability”

5
trength——+ t ¢-.L_
S 2LAJ

1WG/32e

Subordination
= Designation

Effectiveness
Rating

“Morale Rating

INFANTRY (Dispersed Mode)

Assigned
ASSIENE
Slreflg':he"" 5 dgi

1WG /32

ARTILLERY (Dispersed Mode)

Assigned
Strength ™

19
8-8

A & A |

Effectiveness

L-Rating
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Range

Elfectiveness
Rating
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Highway to the Reich: Quiz

In the picture:
What is the Strength of
the American 2/506 INF?

What is the Effectiveness
Rating of the 2/506 INF?

of the 2/506 INF?
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g
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Highway to the Reich: Quiz

In the picture:

What is the Strength of

the American 2/506 INF?
6

What is the Effectiveness

Rating of the 2/506 INF?

of the 2/506 INF?
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Highway to the Reich: Quiz

In the picture:

What is the Strength of

the American 2/506 INF?
6

What is the Effectiveness

Rating of the 2/506 INF?
3

of the 2/506 INF?
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Highway to the Reich: Quiz

In the picture:

What is the Strength of

the American 2/506 INF?
6

What is the Effectiveness

Rating of the 2/506 INF?
3

of the 2/506 INF?
4
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Highway to the Reich: Answers

In the picture: S =
What is the Strength of &
the American 2/506 INF? B ooy weopon -
’ |
What is the Effectiveness  puectrmeus
Rating of the 2/506 INF? g
3
What is the Morale Rating
of the 2/506 INF?
4

e —
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Highway to the Reich: Air Landing Operations (14.0)

* The scenario begins |
with phase #13 (Allied =
conditional movement) |
of the turn 1201 on Sep
17. During this phase
it’s possible to execut
airborne operationsby @1

i:
,  UNIT MORALE RATING | |
. s

L]
using two tables: th B Pt
o ll the Player's Commnnd
e may again cmp 0 remove
a A stion removed. Marker is re-
We a e r CO n I I O n S | unit or stack of units is no longer
If the stack of units was disrupted

eeed d Stacking Limits, the
until the e nd of his next
thl_: ng.

table and the air
landing one

Casus Belh
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Highway to the Reich: Weather Table

The air landing operations/can follow two possible routes: The North
and the South one. The 101st division has to approach the map C

along the route South. The players have to roll the dice to determine
the modifier for the air landing table. You have to roll for each group..

4
(1L
f S
I \ |
25 e
==




Highway to the Reich:drop zone and approach routes

The scenario #26

follows the southern
route.

Drop zone

Pathfinder

=i
Casus Belli
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Highway to the Reich: 506th drop zone

* The initial deployment after the dropping of the 506th
battalion, map C.

c—' A L
Casus Belli
2
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Highway to the Reich: Air Landing Table

e After getting the
modifier from the
weather table, the
players need to roll
again the dice. The
serials can scatter (S1,
S2), abort (A) or land in
designated hex.

[14.92] AIR LANDING TABLE

TOTALFLIGHT CONDITION POINTS
{Weather, plus night, plus flak)

Dice

Roll 0-3 4-6 7.8
2 A A A
3 51 52 52
4 . 51 52
5 » . 51
6 & - .
7 “ -
8 . L] .
9 . L] L]
10 L] . L
11 . S1 LI
12 45 R (B

210 11+
A A
52 52
S2 §2
52 52
51 51
o 51
. .
. Ll
L1 S1
51 52
52 A

e = Serial lands in designated hex. Place
units in hex Allied Player has defined as the

drop hex.

Casus Belll
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Highway to the Reich:
Allied Conditional Movement phase

[10.15] TERRAIN EFFECTS CHART FOR MOVEMENT, STACKING AND OBSERVATION
Movement Costs (by Mode)
Disp Conce Trav Observation
Inf /} Inf *
Stacking HW,HQ | Armor HW,HQ | Armor Range Blockea by
Terrain Type Limit (SP’s) Eng Recon Eng Recon (hexes) (terrain types)
Clear 24 1 1 172 1/4 5 1-9
Mixed 24 2(3) 2(3) 1(3) 1(3) 6 1-9
(1) Woods 24 3 3 2 2 6 29
(2) Town 12 2 2 1 1 7 2,4-9
(3) Broken 12 2 3 2 P 7 2,49
{4) Forest 12 K] 3 2 P ] 2,4-9
(5) Rough 12 4 P 3 4 8 2,4,6-9
(6) City 12 3 4 P 3 9 -8
(7) Hilltop . [ ] (] e * 10 6-8
Stream/(8) Dike . +2 P +1 F ® e
Canal/River/Blocked (3 P P P P ] )
Road [ ] ] [} 1/2 1/4 ® [
Trail/Railroad . * (] 1 142 . .
Raised Road ] L] e ] ® 1 ] L]
(9) Slope . . [ . ® * [
Lake [ ] +1 +1 +1 +1 o [ ]
Ferry 12 P P +2 +2 +2* ] (]
@ = Terrain has no effect. Other terrain in hex controls Movemernt  may move acrossfa ferry in Travel Mode) All other units must cross
or Observation; e.g., a dispersed unit gains no benefit for travellin in Concentrated Mode. Note that only German units may use Fer-
along a Road. P = Prohibited. units mav not enter. Every unit ries. Numbers in the Blocked By column refer to numbers ta left of
a four-point Movement Allowance. # (#) = Movement cost o terrain types.
Maps C and D (A and B), respectively. * = Only artillery-type uni

*  During this phase the units can also move. Each unit has 4‘ movement pA\iants that are expended
according to the mode. The units can be dispersed, concentrated or in travel. The Terrain chartf 7
sums up the effects coming from the different modes. ‘

Casus Belli
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Highway to the Reich: Terrain Key

TERRAIN KEY
* Animage to help the M\ A A &
players to find more e s e A

i
i:k__:

it

quickly the terrain given g
in the TEC. =

:: ‘
e N
ol

(] i@
g
' §|-I |

Unfortunately HttR T

would need a better :1 =z = e
) [ 2 = ¢

Terrain Effect Chart. We T = . =

have to work on it. o~ ’I 7R




Highway to the Reich: Supply

If a unit fires in its Fire Phases,
the Owning Player must
determine if the unit is in
supply range of its
Commanding Headquarters. | - | D) (- ==
There are also many B 7\ @ WS-\
independent units so they CP=XC ) W
need to trace only to a supply [ L. 3

source. In the picture the ( -
independent German unit is )/
supplied because it can trace _
to a road leading to an edge of-
the map. The path to the road * |
doesn’t have to be more than

10 hexes.

A—.-:-x. : TS
Casus Belli
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Highway to the Reich: German Fire Phase

* The phase #14 concerns the Highway to the Reich cusrrs
German free fire phase. The | g
player can execute fire ’
attacks with all eligible
units. Actually there are two
kinds of fire: the direct and
the indirect one. At first we
are dealing with the direct [t
fire since in this scenario
the artillery is not present.
Flak is considered a direct
fire unit. These two charts
decide direct fire. Let’s
explain how the direct fire e
works .

L N N
i -l
il 2\
A% Wh \\N
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Highway to the Reich: German direct fire (1)

In the picture you can
see the German Flak in
0715 firing against an
adjacent unit (2/506).
The first digit points out
the strength of the
firing unit, the second
one is about the
Effectiveness rating.
Let’s fire and check
what is going to happen

I8

<:'—:': . :—":\\
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Highway to the Reich: German direct fire (2)
!

1581 FIKE ¥YALUE MATELX: L¥ireed Fire
iU=ed by Infanicy, Emgineers, Armar, AT, Flak, Cavalry, and HO)

FIRING UNIT'S EFFECTIVENESS RATING ve TARGET when target 5.,

oy 5 & 7 RO R B e Armor with & ar 0 Eff. Rotimg
B 23 4 5 &§ T B S.pmn Armor with 7 EXf. Fating: Entrenched Man-Armar
BaaEmaEEt 3 4 05 SOENETTeHE D Armor with & or besx EfT. Ratimp
na ma na I X 3 4 & & T4 Umentirenched on-A mmor
Strengih of
Firlmg Linkt
1 pe | 1 2 Bk
a3 - = | | 7 3 3 3
3 - 1 1 A o) k| 4 5
4 RSN F 3 4 SDEeTSh L. Fire i execwbed daring the Plaver's Conditionzl as
q e . 5 [ElETEE Fire Phuse or when Irn_:u_:-.-r:!‘. a5 Crpportmamity Fir
. 2. Oimly the two topmoestionits in o stock may fire and
i I 4 4 Bl cither of the fwo opmost unilts in 4 target stack.
7 1 R g [ & 1 T Beneath the top twe wnils in 2 SLeck chnnel fire ce b
L.
g 2 3 iy 4 5 s = ! B A Unics that &re |:|i'.--\.|:lln-\.|. Lrzpleted, and ie Dravel
] o } 4 ] e I 3t 1 camned Tire and thelr Effectiveigss HArRg 2 240
& = firg velue ineffectual

na = mat applicahble
f = fire value

The German flak has a strength k)f 2. Cro_s_éiﬁ.g that value
with its effectiveness (8) we get 5 (the 2/506 is
unentrenched and non armor).

Casus Belli
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Highway to the Reich: German direct fire (3)

na

[5.03] FIRE RESULTS TABLE

Fire Yaloe vs. Target when farget ...

4 5 f T & 49 ‘na ma DA Dzpemsed m City, Rough, or Entrenched

3 4 5 & T 8 U By mBa DHzpersed im Foresl, Town or Hroaken

x 5 1 % h T B 9 1o Dispecsed im Orher Terrain

IR d 5 4 BEEEET Umdéspersed in Any Terrnlm

B | > 2 e 1. Fire Walue is deriyed from either 361 or 562

5 Ty deperling on the fype of the firing unit.

Bl 1 bbb L 2. Fire Walue mast Y8eod”™ a5 o nomserical resal

w O D 1 el om the approprinte Rire Value Mairix ar cthe

. . o I 1 a attack s ineffeconl If.e, yom caneat Fire st &
disperaed farget an & By with 3 or le=s Fieg

L L L4 L 1 1 1 1 Valwe )

Ty e w ‘wmroiEnd A A resubt of I omogn plready dispersed unid
wenin s bnomo effect: a 1 orekalt on a - gnerssd

= g i D Bl I unit calk For ke geit™s di\pessal il possibded or

e ] [ D ISR the loss of ane Strenpth Paint.

. " @ [ i [ B da [F & mumbser Joss resulis, \a unid must lose the
wlabed number of Sfrength Poinis and, if

F b = 1 L]
* =+ D I L et undispersed, mustdisperse o ke an additiosal
= D B I 2 RStk poinl.
Mo Efeet
[risp=rse

Tarpt lose

not applsabl;

idicnied numb=r of siremgih podnts

 Let’s roll the dice. The German player rolls 5. The final result is

“1”. The 2/506 los

one step and turns into dispersed mode.
Originally it was a target considered undispersed in any terrain

%asus Belli
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* Here you are the final situation. The US unit is
dispersed and has lost one strength point.

f?asus Be'lTi>
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Highway to the Reich: Game turn record phase

F-:.l:lll'r PONTS aoA E T o “ iy ,'.-ﬁ._..'.'-. o ;;
] P
e e "
Ll LS i o .
o » = = TJ
m = E— -y A el
- I
1ot [
o 10 0 0 1 0
o i .
o N {| L
: ¥ n n -
-MI:E H‘i‘" )
i’
T L nﬂ = %
reog e de TN : |
vear 3 1 E R
5 o
l:ﬂ‘ 4 N
L . i 3 |
000
z
s i

The phase #15 ends the turn1201.
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Highway to the Reich: Allied Command Phase (phase
1)

e During the first phase of each
turn, the Allied player has to
check the supply status of all
the Headquarters units under
his command (rule 11). One of
the most important things that
characterize HttR is just the
importance of maintaining
cohesion among the
companies composing a
battalion. During this phase a
player determines the supply
status of his chain of
command. Moreover a player
can try to remove a disruption
marker.

%;a;sus Beﬁ
g
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Highway to the Reich: Allied Command Phase (2)

infantry company in travel mode. Casus Belli

Board Wargaming



Highway to the Reich: German Organization (phase 2)

* The phase #2 of each turn & g
allows the German player e 6 :
to alter the modes of his < TN R 6
units. Such activity may </

trigger Allied Opportunity
fire. In the picture some
examples of the different
modes that the units can
assume (8.0). Travel,

Dispersed, Disrupted,

Concentrated.

B
Casus Belli
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Highway to the Reich: Allied Conditional Fire (phase 3)

* In this phase the Allied
player may execute Fire
attacks with all eligible
units. The firing units will
not be able to move in
the following movement
phase. We have already
explained the direct fire,
in the following slides we
are introducing the g X
indirect fire .

=

i

Casus Bel
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Highway to the Reich: Allied Conditional Fire

* The artillery unit must be
stacked with or adjacent
to a hg unit. The artiillery
unit has to sight the
target. To fire an atrtillery
must observe the target
by tracing a line of sight
(LoS). If the LoS is
blocked, an observing
unit in communication
range (10 hexes) can sight

for Indirect fire.

Cix pL_
Casus Be

Board Wargamin;
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Highway to the Reich: Indirect fire

The indirect fire adopts a different
Fire value matrix but the same fire

results table. So the players need to

~ » [5.62] FIRE VALUE MATRIX: Indirect Fire
refer tO the table 5.61. (Used by Artillery and Heavy Weapons)
C f h h FIRING UNIT’S EFFECTIVENESS RATING vs TARGET when target is...
ross reterence the current strengt B 5. B 0 Anuor Entrenched Non-Armor

of the firing unit versus its na ma 1 2 3 4 5 6 7 8 9 Unentrenched Non-Armor
effectiveness rating, with reference— s v

to whether the target is armored or \ R L L 2 SEEREEC L iy
2 . - 1 1 2 2 3 4 5 6 o . Arti ery'may 1re agal'nst an
non-armored 3 B T oo o s sk o the positon
This locates a Fire Value: : L S L “f“;‘n%% o any ot
tion In a stac ut only at e two

Refer to table 563 6 A 4 4 5 o EedE 8 9 topmostunitsinastack.}t i
. ] . 7 i F %4 5 5 16 AR 9 9 2. Heavy Weapfms units may ex-
Plug in the Fire Value into one of the| s "2 s o s 7 8 9 o o ouic Opporiuniy Fire but only
top Iines Of the table making Ozgﬁl‘e value irfeffcitua; ’ : Y 8 9 9 ] ’ ;t.,ez;:';]]]}f:or;_type units may execute
reference to the target unit’s mode L Opportuniy Fire only when Close

and the terrain in the target hex.

Roll two dice. Cross reference the
number rolled with the Fire Value.
This locates a result which is
immediately applied to the target
unit.

Casus Belli
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Highway to the Reich: Indirect fire (2)

2/506 is the observing’unit (the arty itself doesn’t see directly
the enemy unit due to the woods). All the conditions SN
requested for the indirect fire are satisfied. o

Board Wargaming




Highway to the Reich: Indirect fire (3)

[5.63] FIRE RESULTS TABLE
Fire Value vs. Target when target is...

[5.62] FIRE VALUE MATRIX: Indirect Fire

(Used by Artillery and Heavy Weapons) JEe A Dispersed in City, Rough, or Entrenched
FIRING UNIT’S EFFECTIVENESS RATING vs TARGET when target is... 6 7l 8 9 na na Dispersed in Forest, Town or Broken
3456 7 8 9 na na na a na  Armor; Entrenched Non-Armor s 6.7 Dispersed in Other Terrain
8 9 Unentrenched Non-Armor 4 56 Undispersed in Any Terrain
Strength of
Firing Unit

1. Fire VAlue is derived from either 5.61 or 5.62
dependjng on the type of the firing unit.
alue must “read’” as a numerical result
: appropriate Fire Value Matrix or the
Weapons may fire from any posi- e 1L fi
tion in a stack but only at the two t is 1ne ectqa i .;., yqu cannot fire a? a
topmost units ina stack. - dispersed target in a city with 3 or less Fire
2. Heavy Weapons units may ex-
squte Opportunity Fire but only

1. Artillery may fire against an
observed unit regardless of its own
position in its stack or the position
of the target in a stack. Heavy

a9 v

g © ® 2 93 93

A result of D on an already dispersed unit
esults in no effect; a D result on a non-dispersed
unit calls for the unit’s dispersal (if possible) or
the loss of one Strength Point.

4. If a number loss results, a unit must lose the
stated number of Strength Points and, if
undispersed, must disperse or lose an additional
point.

(0N S A S
B T R N T N N
Lot e e NN

3. Artillery-type units may execute
Opportunity Firengnly when Close
Assaulted. 10

na = ngt applicable
# = fire\value

e = No Effect
= Disperse

is D. The German unit is Dispersed

-

Casus Belli
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Highway to the Reich: Allied conditional movement (phase 4)

* In the phase 4 the units
that did not fire can
mOve. It’S pOSSibIe to 8.72] CLOSE ACTION VALUE TABLE 1. A unit’s current morale is defined as its

printed Morale Rating less one point for each
b ri n g S C h e d u I e d A?::iie?ig?;zzﬁgefender) Strength Point it has lost (may be a negative
reinforcements onto the

number).

When Defender is in... 2. Current morale is modified by terrain (see

Case 10.4), engineers (see Case 18.41), and
leaders (see Case 19.11). Also, a currently
disrupted defender loses 3 morale points.

Rcoiltlih’ ;)1;:; l:i fol Effectiveness Differential

- i =
intrench- Forest, Woods, to to to (Attacker minus Defender)

ment Town Broken 7-4-2-1 01238 456789 3 {pisinvolved in a Close Action while in
I I Iap. e erl I lan p ayer 4 2 345566 7728899 9 Travel Mode have the following values: 0 Ef-
6778899 fectiveness Rating; Current Strength; Cur-
b 3 L g 745 50 : rent Morale. Units involved in a Close Ac-
can ave an Opportur"t 4 5 i i sE 7 78 B (ion while Disrupted have the following
c s 6 7-7 8 8 values: 0 Effectiveness Rating; O Strength ; 3
. E ! S R o less than Current Morale. Units involved in a
fl re When the enem el 2 0 DDD 12345566778 (loseAction while Depleted have the follow-
3 1 o1 DDDD 1 23458 56 6 7 7 ing values: 0 Effectiveness Rating; 0

units move out of a ZgC. 7 9 2 BEBOD e Sl 4 e oo co Action i
: en executing a Close Action against a
s L -1 -3 DDDDDD 1 2345566 defender who occupies a Hilltop hex, shift

. 0 2 -4 DDDDDDD1 23 4355 6 left one column on the Effectiveness Dif-
Du rl n the moveme n a 4 3 DDDDDDDD 1234 5 & ferential line (attacks at less than -9 are

) = treated as -9).
-2 - g bbbE 123 D = Attacker disrupted; cease Close Action
a er Can Con uct t e -3 DDDDDDDDDD 1234 #=CloseAction Value; index on 8.73
4 DDDDDDDDDDD 1 2 3 Attacks at 0-any value are treated as 1-3; at-

tacks at anv value-() are treated as 4-1

close combat (Close
action).
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Highway to the Reich: Allied conditional movement -
Close Action(phase 4)

$.72] CLOSE ACTION VALUE TABLE 1. A unit’s current morale is defined as its

£ . printed Morale Rating less one point for each
florale Differential Strength Point it has lost (may be a negative | SR
Attgcker minus Defender) number). =
¥hen\ Defender is in...

2. Current morale is modified by terrain (see

Open, Case 10.4), engineers (see Case 18.41), and

Effectiveness Differential

City. Mixed, -9 -6 -3 leaders (see Case 19.11). Also, a currently
hitrenchs orest, Woods’, to to to (Attacker Jpinus Defender) disrupted defender loses 3 morale points.
ment own Broken 6 7 8 9 3 Units involved in a Close Action while in
4 8 9 9 g  Travel Mode have the following values: 0 Ef-
6 8800 fectiveness Rating; Current Strength; Cur-
3 : rent Morale. Units involved in a Close Ac-
4 2 N 5 7 8 8 9 tion while Disrupted have the following
3 5 7 7 8 8 values: 0 Effectiveness Rating; 0 Strength ; 3
3 less than Current Morale. Units involved in a
4 2 BB 1 23 6 7 7 8  (Close Action while Depleted have the follow-
3 1 DDDD 1 23 6 6 7 7 ing values: 0 Effectiveness Rating; 0 "‘C
2 0 a2\ BBBDD i 5667 f“‘\’ff;“c“"en:_Mo'aéel‘ Reimg T
. en executing a Close Action against a
1 - -3 DDDDDD 1 5 5ig r6 defender who occupies a Hilltop hex, shift
(0] -2 -4 DRDDDB I S S 6 left one column on the Effectiveness Dif-
i 3 DDDDDDD 1 4 5 5 ferential line (attacks at less than -9 are
S treated as -9).
2 4 EbobE L2\ D = Attacker disrupted; cease Close Action
-3 DD DDDBBBD 1 3 4 # = Close Action Value; index on 8.73
4 DDINADDDDDDDD 2 3  Attacks at O0-any value are treated as 1-3; 7

tacks at anv value-0 are treated as 4-1.

white triangles on
determine the

4 = -1) with the Morale Di ferential to obtain the Close Action Value. In our
example it’s 3.
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Highway to the Reich: Allied conditional movement -
Close Action(phase 4)

Total the strengths of all the
Attacking units (6), and then all the
Defending units (2). Compare them
as a ratio of Attacker to Defender,
rounding off any fraction in favor of
the Defender. Locate this odd
on the left hand side le 8.72.
(3to 1)
Roll one die. Cross-reference the
number rolled (under the
appropriate odds column) wi
Close Action Value (3). This will
locate the results of the Close Action
which are applied immediately. In
our example the ratio is 3 to
US player rolls 6 and th
suffers 1 step loss

the

—

[8.73] CLOSE ACTION RESULTSTABLE

Combat Strength Ratio
1 1 1 2 3 4
to to to to to to 1
3 2 1 1 1 1

1 ®
o

(]

L]

o

..

3 il 1/e

o 4 B 1/e
s 5 1 D/e
8 ¢ B4 2 D/e  D/D
& = 50 3 £ DD DD
€ B 4 B DD o
E % 3 o/e /D
f@ 4 e/D o/D

a = 5 o/

ez o o/1

2

as 1-3(4-1).

3/e

4

3/e

3/e 3/e
3/e 2/e
2/e 2/e
2/e 1/e
1/e 1/e
1/e D/e
D/e D/D
D/D D/D
D/D o/e
o/e o/D

o/D e/D

o/1
o/1
e/2

Close Action Value
5 6 7 8
3/e 2/e 2/e 1/e
2/e 2/e 1/e 1/e
2/e 1/e 1/e D/e
1/e 1/e D/e D/D
1/e D/e D/D D/D
D/e D/D D/D o/®
D/D D/D o/e e/D
D/D o/e o/D o/D
o/e o/D /D o/1
o/D /D e/1 o/1
/D o/1 o/1 /2
e/1 o/1 /2 e/2
e/1 o/2 /2 /3
o/2 o/2 e/3 /3
o/2 ®/3 /3 /3
/2 /3 /3 /3

o/1 o/2

L] Q
= The symbol on the

i e A

indi ck are disruptex
= Sré indicats an Enemy-congrolled_ hex unless

and 55 d pted. The opp o fers a second disruption,
Player always determines the dist:
ribution of opponent’s losse

A disrupted defender must retreat one hex or
a Friendly unit is presen

it is destroyed. A disrupted attacker remains

; EXPLANATION OF CLOSE ACTION RESULTS
R The symbol to the left of the slash is the resu
right of the slash is the resu!

1/e
D/e
D/D
D/D
o/o
/e
o/D
e/1
/1
o/2
/2
o/3
/3
/3
/3
/3

It inflicted upon the attacker.

1t inflicted upon the defender.
be eliminated. It may not retreat into

t. If a disrupted unit suf-
b in place. Un-
e dist. disrupted attacking units must occupy hex vacated by disrupted defenders. Note:
Attacks at less than 1-3 (greater than 4-1) or at 0-any value (any value-0) are treated

'C-;\éus Bellf
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Highway to the Reich: German conditional fire and movement
(phase 5 and 6)

* These two phases are identical to the Allied ones. So
the German player can fire in the phase 5 and move .
in the following phase the units that did not fire.




Highway to the Reich: Allied free fire (7)
i

 The Allied Player may execute Fire Attacks with all
eligible Allied units.



Highway to the Reich: phases 8-14

* Phases 8 -14 basically
repeat Phases 1 -7;

 however, the Players’

roles are now reversed,

the German Player now
executes the activities
undertaken by the
Allied Player during the
earlier Phases and vice-
versa

8. German Command Phase
9. Allied Organization Phase

10. German Conditional Fire
Phase

11. German Conditional
Movement Phase

12. Allied Conditional Fire
Phase

13. Allied Conditional
Movement Phase

14. German Fire Phase

15. Game Turn Record Phase:
The Game Turn Marker should
be advanced one space

.‘}TI‘ "[ y }’
] 1l / \ | ‘l‘-‘l"“‘:- 7
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Highway to the Reich

We have tried to explain the main rules of Highway to the Reich.
Obviously it has not been possible to illustrate every single detail, but the
players who want to start playing HttR can use these few slides to start
immediately a scenario. | can suggest to play some other scenario butto 5
appreciate completely the game players should try the whole campaign.
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