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[1.0] INTRODUCTION

Battle for Stalingrad is a batalion/company
fevel simulation for two Plavers of the critical
World War II baitie for the renowned Russian city
an the Volga River. The conflict raged for seven
weeks in late 1942, Elements of fourteen German
divisions of the Sixth Army and Fourth Panzer Ar-
my engaged dozens of divisions and brigades of
tiie Soviet 62nd Army in'one of {he bioodiest cam-
paigns of the war. The game scaie is approximately
600 meters to the hex and each Game-Turn
represents oneweek of real time.

Battle for Sialingrad uses a game-system of
German action and Soviet reaction, highlighting
the differences in command and tactics employed
by the Germans and Sovicts at the time. The Ger-
marns enjoyed supérior application of their air
power and artillerv. Their efficien! communica-
tions and command structure, under Cemeral
Friedrich von Paulus, allowed them to maintain
complete initiative in the battle until they were well
into the built-up areas of Staiingrad itself, The
Soviets, on the other hand, had poor communica-
tions among their forces. Lieutenant-General
Vasili Chuikov was hard pressed to maintain com-
mand of his army, even in the most critical areac of
the city. The campaign was finally decided among
the burnt out blocks of the dying metropolis,
where the Soviets proved themselves masters of ur-
ban combat.

[2.01 HOWTOSET UP AND
PLAY THE GAME

GENERAL RULE!

Bartle for Sralingrad uses a unique game-

system to illustrate low-level combai in a strategic
situation. Each Player will find, as the German or
Saviet commander, that he will be directing the
operations of an entire army over a long time
period and also carefully deploying assault teams
to storm critical tactical objectives. A complete
game of Stalingred is played in seven Gaine-Turns
(although it is recommended that the one Game-
Turn introductory Game be played first 1o gain
familiarity with the system).

{2.1] SETTING UP THE GAME

Before beginning play, the Plavers should punch
out their units from the countersheets, sorting
them by nationality and unit type. Then the Soviet
Flayer, followed by the German Plaver, places the
units received at the start of plav on the map.
THESOVIET PLAYER SETS UP HIS UNITS

The Soviet Player consults the Soviet Deployment
Display to determine which units be places in each
of his three Deployment Areas.

¢ The South Deployment Areq consists of all the
hexes in the area bound by the south edge of the
game-map, the German Start Line, the Tsarista
River and the Volga River, Hexes 1534, 1634 and
1735 are considered in the South Area.

* The Central Deployment Area consists of all the
hexes in the area bound by the Tsarista, Volga and
Mokraya Mechetva Rivers and the German Start
Line.

* The North Deployment Area consists of all the
hexes to the north of the Mokrava Mechetva River
bound by the Volga River and the Cerman Start
Line.

The Deployment Display shows how many of each
type of unit are placed in each area, and to which
formation the units belong (divisions, brigades,
ete.). The formations have no effect on play; they

are included purely for historical interest, For ex-
ample, in the South Deplovment Area the 244th
Infantry Division includes four 2-8 infantry units,
two 3-8 infantry units, one 2-8 engineer unit, erc,
In a given Area, the Soviet Player may place the
units as he sees fit, within the folowing restric-
tions:

1. Atlunits should be placed with their black-type
side face-up.

2. A1 least one Soviet unit must be placed in each
hex designated as a Soviet mandatory starting po-
sition, Note that two Soviet unifs must be placed in
hex 1136,

3, Militia units may only be placed in light struc-
ture, heavy structure, or fortitied structure hexes.
4. The worker brigade units {in the central deploy-
ment group) must be placed, one per hex, in the
Krasny Oktyabr Works, Barricady Factory and
Tractor Factory hexes,

5. The 2289 Ammunition Depot counter must be
placed on g ferry hex or within six hexes inclusive
of a ferry hex.

6. Stacking restrictions must be observed (see Sec.
tion 8.0).

The Soviet Player then places his Level and Dive
Bomber Air markers on the 0™ spaces of their re-
spective Air Power Tracks, and places the Game-
Turn marker on the “*Game-Turn '’ space of the
Turn Record Track.

THE GERMAN PLAYERSETS UP HIS UNITS

After the Soviet Player has placed all his units list-
ed in his Deployment Display, the German Player
consults the German Deployment Display te deter-
mine which units he places in each of his nine Divi-
siont Deployment Seciors. Euch Division Sector
consists of all the heses enclosed by a Division
Boundary line and the German Start Line. (Exam-
plet The 94th Infaniry Division Sector includes
hexes 0335, 0434, 0435, 0436, 0437, 0533, 0535,
and 0537). All the German units listed for each
division on the Deployment Display may be placed
anywhere within their designated Division Sector.
German units may be placed adjacent to Soviet
units across the Start Line. Stacking restrictions
must be observed, Ones the game begins, division
designations have no effect on play. Four German
artiliery units on the display are designated in-
dependent; these may be placed in any Division
Sectors the German Player desires.

The German Player then places his Level and Dive
Bomber Air markers on the spaces marked “GT
17 on their respective Air Power Tracks, The Play-
ers are now ready to begin the game.

[2.2] PLAYVING THE GAME

in each Game-Turn both Players move their units
and conduet many different forms of attack. 4%
types of attacks are resolved by rolling a die and re-
ferring 10 the Combgt Resulis Table. Whenever 2
unit has completed a function described in the
following paragraphs, be it movement, attack, or
acombination of the two, it is Aipped over, A unit
thal is flipped over may not be used during the re-
mainder of the Game-Turn. As the Gamie-Turn
progresses, progressively more units will be flip-
ped over, When all the units a Player may wish to
use are flipped over, the Game-Turn is completed,

The Piavers Conduct Air Aftacks

Beginning with the Soviet Player, each Player may
attack Enemy units with his available Level
Bomber and Dive Bomber Air Points. Atlacks
conducted by the twe types of Air Points are
resalved differently. A Player whose units are
under attack may conduct Anti-Air Attacks with
flak units,

The Players Use Their Artillery Units To Bombard
Enemy Units

Each player's artillery units may attack Enemy
units that are within range by pombarding them.
As each artillery unit is used to bombard, it is flip-
ped over. The Players take 1urns resoiving bom-
bardments one attack after another umil both
Players have conducied all the bombardments
they can or wish to.

The German Player Moves His Dails

The German Player may move his units and con-
duct overruns and ground atrgcks. The Soviet
Player may conduc! instant counterattacks against
Germat units that move next to certain Soviet
units. The German Player moves and attacks with
one unit or stack of units, and then ftips it over
before moving another. Whenever the German
Player conducts any type of atrack, the Soviet
Player draws a Reaction Chit. If thé Soviet Player
draws a chit that initiates a Soviet Reaction Phase,
the German Plaver must immediately stop moving
and atiacking with his units. Until the Soviet
Player draws such a chit, the German Player con-
tinues 1o move,

When the Soviet Plaver draws a chit that initiates a
Soviel Reaction, he may move and attack with his
units in the same method the German Player used.
However, the Soviet Plaver is limited in the num-
ber of units he may move, depending on the roll of
a die and the location of his General Chuikov
counter. When the Soviet Plaver has moved as
many units as allowed by these limitations and has
brought any reinforcement umits due him into
play, or if he rells a ““6" when conducting any
form of attack, all Saviet movement stops.

The German Player Moves Again

The German Player resumes moving and attacking
with his units. However, he may nol use those that
are glready flipped over. He continues until the
Soviet Player again draws a Reaction Chit that in-
ji(ates a Sovier Reaction Phase,

The Soviet Player Moves Again

As in his first Reaction Phase, the Soviet Player
may move his units thai are not flipped over within
the limits mentioned above.

In this way the Players alternate moving their units
until the German Plaver has moved all the units he
so desires. Then the Soviet Player gets a final
chance 10 move his units, When he is finished, the
Game-Turn i8 declared over and a new one is
beguft.

‘While playing the first few Game-Turns, the Play-
ers should kezp an eye on the Sequence of Play (see
Section 4.0}, which outlines the distinet order in
which each Plaver undertakes the functions of the
Game-Tusn.

[3.0] GAME EQUIPMENT
[3.1] THE GAME-MAP

The 22" X 34" game-map portrays the city of Stal-
ingrad and the surrounding area in 1942, It in-
cludes all the terrain significant to the Stalingrad
battle. [t also displays the Terrain Key, Turn Rec-
ord Track, German Replacement Box, and the
German and Soviet Air Power Tracks.

A hexagonal grid is superimposed over the terrain
features printed on the mapsheet in order to regu-
larize movement and the posidoning of the playing
pieces. Bach hexagon {or "“hex’’) on the map has
its own four digit identity number.

To make the map lie flat, back-fold it against the
creases. Small pieces of masking tape may be used
at the corners of the map 10 hold it taut,



[3.Z] CHARTS, TABLES AND DISPLAYS

Yarious visual aids are provided for the Playersin
order 1o simplify and illustrate certain game func-
tions. Thess are the Soviet and German Deploy-
ment Displays, the Reinforcerhent Display, the
Terrain Effects Chart, the Combat Results Table,
and the Unit Capabilities Chart.

[3.21} Terrain E¥fects Chart
(see charts and tables)
{3.22) Combat Results Table
(see charts and tables)

[3.23] Unit Capabilities Chart
(see charts and tables}

[3.3]. THE PLAYING PIECES

The cardboard pieces represent the military units
that sook part in the origing] battie. The numbers
and symbols on the pieces represent the fire
strerigih, movement capability, and the tvpe of
unil repregented by that piece. The playing pieces
are seferred to throughout the rules as ynirs, De-
pending on the type of military symbol on a unit,
the numerical values on that unit may have differ-
ent meanings. As the Players will note when
reading these rules, the units in Battle for Sta-
fingrad may perform many different functions and
are under various restrictions, depending on their
type. The Unit Capabilitics Chart (3.23) sum-
marizes all these special characteristics for quick
reference when playing the game,

{3.31] Each type of unit falls into one of five gen-
eral catagories, depending on how the values on
the unit are read. Within each category are a num-
ber of particular unit types.

1. ALL UNITS WITH ONLY TWO YALUES
(Front and Back)

Fire Strength = ——03-8'—'“- Movement

Note that all units have identical vaives on both

sides of the counters,
Sumnary of Type 1 Units:
Erigineer E:ﬂj Recon
Armored @
Engineer Heavy Recon
Soviet (only) Type 1 Units:
Infantry 35 Warker [53)
Mititty Survivor Sy

: e —
frpnds, 2o Marine SR)

Machinegun Infantry [32]

2, ARMORAND ANTI-TANK UNITS
fFront and Back)

|
Flire Strength B~ @
Fire Strengih A — '}2 -24 w1 dovement

Allowance

Fire Strength A is used when attacking into a clear
terrain hex or when stacked with a1 least one par-
ticipating infantry, engineer, worker, or recon-
naissance unit {see 14.1).

Fire Strength Bis used when attacking into any ter-
tain hex except clear when not stacked with one of
the unit types listed in A.

Sommery of Type 2 Uaits:
Antisgnk 7N Armor [5)
Heavy Armer

3. GERMAN INFANTRY UNITS

(Front and Back)
il
Fire Strength D~ (<]
StrengthC—T* 5-4- ot Mpvemenr
. 1 2 Allowance

Fire Strengeh C is used when firing into any hex ex-
cep! & heavy, fortified or special structure terrain
hex {sec 14.2).

Fire Strength D is used when firing into 2 heavy,
fortified or special strucrure terrain hex.

Summary of Type 3 Unbs:
Molorized Mechanized
Iy D0 bl
Infantry (52
4. ARTILLERY UNITS

{Front and Back)

I
~EF— 150 4 Cun Tipe

mmm-»s ]ﬂ izhh.Wovemem
Aflowance

Rz;nge

Note that all Soviet units that are part of the
Trans-Volga Artillery group have a Mavement
Allowance of ‘0" (see 16.1).

Summery of Type 4 Units:

Artifiery = Morar .
Artiflery ® t

Rockel

Artillery T

Note: All arillery units with a Movement
Allowance of 18 are considered seif-propeiied.

5. FLAK UNITS
(Front and Back)

TypeSA:

Il
L @ 2%+ Anti-air Range

31-12

Valugs identical 1o Type 2
unirs fsee 5.54)

TypesSB

]
DEE- 3 «+ Andi-air Range

=7 12

Vaives identical to Type 4
units (cee $,54)

6. MISCELLANEOUSSOVIET UNITS

Front

E::>, Voiza River Flotitia

82 Auny

Chutkoy General Chuikov
=

.12
I| &4

W—“"“- Pontoon Baitalion
+6

% 2288 Ammunition Dump

7. GAME MARKERS
Front Back

Lavel

Brehe Terman Level Bomber

German Dive Bomber

Soviet Leve! Bomber

Soviet Bive Bomber

Dpld German Deployed Artillery

QGame Game-Turn
Turn

Soviat Soviet Reaetion Chit
React

[3.32] AH units are printed identically on both
sides of their counter, excep! thal on the front the
information is in black, and on 1he back in white,
This Facilitates the movement systemused in Baltle

for §talingrad, as described in Case 7.2

[3.33] Definitions of Terms

Fire Strength: The relative strength of a unit when
conducting Offensive or Defensive fire, In addi-
tion, artillery units use this Strength whep condug-
ting Bombardment, and flak units use this
Strength when attacking Enetny Air Points,

Maovement Afiowance: A quantification of a unit’s
ability to be moved through the hexgrid, expressed
in terms of Movement Points. AJj Soviet units ex-
pendd one Movement Point for each hex they enter,
while all German unris expend more ar less than
one Movement Point per hex etitered, depending
on the lerrain in the hex.

Range: The maximum number of hexes away from
a target hex an artillery or flak unit may be and stilt



conduct fire or bombardment against the hex.
Range is counted by including the hex belng fired
into, but net the hex occupied by the firing artil-
lerv unit.

Anti-air Range; The maximum number of hexes
away a Flak unit nwy be and still conduci an Anti-
air attack on Enemy Air Points committed to 2
hex.

Gun Type: Included for historical interest oply,
and has no effect on play. However, any artillery
noted as 3 Mortar does have special restriciionis
placed an it (see Case §.5).

[3.4] PARTSINVENTORY

A complete copy of Battle for Stafingrad should
ineliede:

1 22" % 34" game-map

200 dig-cut coynter-sheset

400 die-cut counter-sheet

32 page rules (includss articleand charts and
tables)

1 German Deployment Display

I Soviet Deployment Display

I Reinforcement Display

2 f-sided dice

I Game box assembiy

If any paris are missing or damaged, fill out the en-
closed Compiaint Card and return to SPI for re-
placement. Note: The process used to manufacture
counters sometitties results it images being slightly
off-center or in colors from one counter overtap-
ping the color of other neighboring counters,
Counters displaying such minor imperfections
cannat be replaced by SPL. Only counters that are
illegible can be replaced by SP1.

— g

[4.0] SEQUENCE OF PLAY

Stelingrad is prayed in a number of Game-Turns.
During each Game-Turn, Players move their units
and attack the Enemy Player’s units. In order for
the Players to carry out these functions in g logical
and fair manner, each Game-Turn is arranged ina
rigid sequence that the Players must follow. The
Sequence of Play is divided into five Steges, some
of which are further divided into Phases. The ma-
jor stage in the Game-Turn, the Operations Stage,
contains Phases that may shift back and forth un-
expectedly a number of times, as a result of each
Playet's actions. The Player whose Phase is cur-
rently in progress is often referred 1o as the Phas-
ing Plaver, the other Player as'the non-Phasing
Player. Each Game-Turn is executed according to
the following sequence.

A. GAME-TURN PREPARATION STAGE

Both Players check their units to make sure they all
have the appropriate side face-up. On odd-num-
bered Game-Turns, all units should begin with
their dlack side face-up, and on even numbered
Game-Turns with their white side face-up, as
noted on the Game-Turn Record Track.

Each Plaver places his Air Markers on the spaces
marked for the current Game-"Turn number on his
Adr Power Tracks.,

The German Player places any replacement units
available to him this Game-Turn on the map.

B. AIRPOWERSTAGE

1. Soviet Air Phase

The Soviet Player may attack German units with
his Air Points, if ke has any. The Soviet Player
must allocete all his available Air Points before he

resolves his air attacks. The Gérman Player may
conduct an anti-air attack whenever a Soviet air
attack fs resolved.

2. German Air Phase

The German Plaver may aftack Soviet units with
his available Air Points. He may allocate his Air
Points and resolve their attacks in any order he
wishes. The Soviet Player may conduct anti-air at-
tacks.

C.ARTILLERY BOMBARDMENT STAGE

Each Player may use his artillery units to bombard
Enemy units that are within range. The Players al-
ternate executing bombardments, beginning with
the German Player. All artillery bombardment is
considered to be simultaneous, Thus, i an artillery
unit that had not yet bombarded was eliminated by
Enemy bombardment, it would be allowed (o take
part in a bombardment before it was removed
from play. The Players take turns bombarding un-
til one Player has finished all his bombarding. The
other Player then resolves all further bombard.
ments he wishes to conduct.

D, OPERATIONSSTAGE
1. FiestGerman [nitintive Phase
The German Player may meove his units, including

- reinforcements available to him, within the restric-

tions of the rules for movement, Zones of Control
and stacking. He moves one stack of units at a
time, conducting overruns and ground attacks
against Soviet units wirh that stack before meving
another stack, The Soviet Player may conduct in-
stant counteraitacks against moving German units,
As the movement of each German unit is com-
pleted, it is flipped over. Afser the resolution of
each overrun, ground atlack, or instant counierat-
tack in which the German Player takes part, the
Soviet Player draws a Reaction Chit, The German
Player continues moving and attacking with his
uniis untit the Soviet Player draws a Reaction Chit
that initiates a Soviet Reaction. All German move-
ment and combal then stops.

2. FirstSoviet Reaction Phuse

The Soviet Player rolls the die to determine how
many staeks of units he may move, in addition 1o
any units within two hexes of the General Chuikov
counter. He moves one stack of units at a time and
conduets ground attacks with that stack before
moving another stack. The German Player may
:onduct instant counteraiiacks against moving So-
viet units. As the movement of each umit is com-
pieted, it is flipped over. The Soviei Player may
bring reinforcement units due him into play, When
the Soviet Player has moved all the stacks of units
he is allowed to or wishes to, the Reaction Phase is
completed; all Sovier movement and combat
stops. This Phase also ends immediately if the
Soviet Player rolls a **6'* an the die when resolving
any of his ground attacks.

3. Second German Initiative Phase

The German Plaver resumes moving his units, as
in the first Initiative Phase. However, he may not
move units that have been flipped over in the cur-
rent or previous phase, This phase continues until
another Saviet Reaction Phase is initinted, in the
same manner as explained previously.

The Players countinue alternating Phases (with
zach Player moving in his Phase those units not
flipped over)y until, during a German lnitiative
Phase, the German Player announces that he has
finished moving and aftacking with all his units he
can or wishes to in this Game-Turn. If all his units
are flipped over, he automatically makes this de-
ciaration. The Soviet Player now has a final
chance toreact.

4. Final Saviet Reaction Phase

a. The Soviet Player receives replacement armor
units in specified Soviet-occupied fortified struc-
ware hexes,

b. He may move any units that are not flipped
over and conduct ground attacks with them, we-
cording Lo the normal reéstrictions of a Soviet Re-
action Phase, and may bring available reintforce-
ments into play. However, he rolls iwo dice to
determine how thany stacks of units he may move,
When the Soviet Player has completed all the
movement he is allowed or desires, or if he rolis 2
8" during 2 Ground Attack, his “normal move-
ment'” for the Qame-Tern is completed.

¢. The Soviet Plaver may move certain units that
are not flipped over by Strategic Withdrawal.

d. The Soviet Player receives replacement worker
and militia ynits, and may change the location of
fis ammunition depot counter,

E. GAME-TURN INDICATION STAGE

One compleie Game-Turn is now finished. The
Soviet Player checks for oil tank ignition, The Ger-
man Player checks to seeif he has fulfilled the con-
ditions for victory. The Game-Turn marker
should be moved to the next space on the Game-
Turn Record Track, signalling the beginning of a
new Game-Turn,

[5.0] AIRPOWER
GENERAL RULE:

Both Players receive air power during the course
of the game in the form of separate f.evel Bomber
and Dive Bomber Air Points. These are assigned to
the Players each Game-Turn in accordance with
their respective Air Power Tracks (printed on the
map}). The Players may use their Air Points {0 con-
duet air attacks on Enemy units during their Phase
of the Air Power Stage. Level Bomber Air Points
may be used 1o attack all the Enemy units in a
single hex, Dive Bomber Air Points may be used to
attack ane Enemy unit, or they may be used to sup-
port ground attacks during the Operations Stage
instead.

CASES:

{5.1] USING THE AIR POWER TRACKS
The Air Power Tracks list the number of Air
Points of both types the Players receive for each
Game-Turn. Each Player's Air Point markers
should be placed on their tracke in the appropriate
space, dusing the Game-Turn Preparation Stage.
For example, on Game-Turn 3 the Soviet Player
has three Level Bomber Points and no Dive Bom-
ber Points; the German Player has 48 Level Bom-
ber Poinis and 14 Dive Bomber Poinis,

The numbers on the tracks progress in maltiples,
not single digits. Dive Bomber Points are listed in
increments of 2, Soviet Level Romber Points in in-
crements of 3, and German Level Bomber Poinis
in ingrements of 4. Each type of Air Point assigned
10 &0 air attack must be commhtted minimally inits
fisted increment or a multiple thereof. For exam-
ple, if the German Player were execiting an air at-
tack with Level Bomber Points, he could only
commit 4, 8, 12, {6, ete. Points to the attack,
These increments apply defore any reductions to
the Alr Points for terrain or flak attacks are taken
into account.

When a player announces an air attack, he moves
the marker for the type of Alr Points he is using
down the track an appropriate number of spaces.
For example, if the German player executed an air
attack with six Dive Bomber Points, he would
move the Dive Bomber marker three spaces ioward



9", When a marker reaches the 0" space (or if it
beging the turn therg}, the player has no Air Points
aof that type avallable.

[8.2] RESTRICTIONS ON ALLOCATING
AIR ATTACKBE

[5.21) The Soviet Player must allocate all his
availagble Alr Points 1o air attacks before resolving
any of them (Exception: Sce Case 5,6), For exam-
ple, on Game-Turn 4 the Soviet Player has 2 Dive
Bomber Points and 6 Level Bomber Points, He
must declare which German unit the Dive Bomber
Points will attack, and which one or rwo hexes the
Level Bomber Points will attack, befare he rolls
the die to determine the outcome of any of the at-
tacks.

[5§.22} The German Plaver may allocate his Air
Points and resolve his air attacks in any order he
wishes. Thus, he could air attack a particular hex
with Level Bomber Points, sée how that goes, air
attack some other hexes at his whim, and then air
attack 2 unit in the first hex with Dive Bomber
Potiits or more Level Bomber Points.

[£.23] A Player may commit any number of Air
Points of the same fype to a single air attack {in the
proper increments). Level and Dive Bomber
Points may never be combined in a single air at-
tack, although the two types could be used to exe-
cute separate air attacks in the same hex,

{5.24] The German Player may not execule 4ir at-
tacks against Trans Volga Artillery units (see Case
16.26) or against hexes in or east of the Volga
River. Soviet pontoon units, the Voelga Flotilla
uniz, the General Chuikov counter and the ammu-
nition depot counter are never affected by German
level bomber zir attacks in the hexes they occupy
and may not be air attacked by German Dive
Bomber Points.

[5.28] Air Poinis arc not affected by range. Any
hex on the map {except as noted In Case 5.24) may
be air attacked.

{5.3] LEVEL BOMBER AIR ATTACK
PROCEDURE

A level bomber air attack is executed against all the
Enemy onits in a particular hex in the following
manner:

1. The Phasing Player chooses an Enemy.
gccupied hex and announces how many Level
Bomber Points he is using 1o atiack the hex,

2, The non-Phasing Player may attack the Level
Bomber Points with his flak units, if he has any
available within range (see Case 5.5). If a flak at-
tack is successful, the appropriate number of
points is subtracted from the Level Bomber Point
total attacking the hex,

3. The remaining Level Bomber Points may be
further reduced by the terrain in the hex under at-
tack, as noted in column 4 of the Terrain Effects
Chart,

4, The Phasing Player rolls the die, cross-refer-
encing the die result with the adjusted Level
Bomber Point total on the Combat Result Table to
determine the number of Enemy units eliminated.
The die result may be modified by the terrain in the
hex, as noted in column 5 of the Terrain Effects
Chart.

[5.31] Units eliminated by level bomber air at-
tacks are immediately removed from play. The
owning Player chooses which units in the hex will
be climinated {Exception: See Case 5,32). He must
remove the requisite number of units, If all the So-
viet units in a fortified structure hex are eliminat.
ed, a Survivorunit is created (see Case 6.7).

{5.32] When any elimination resul; is incurred in
an air attack, any artillery units in the hex must be
destrayed first, 1f there are mere artillery units in

the hex than the combat result indicates must be
climinated, the owning Player chooses which 1o re-
move.

[5.33) Level bomber air autacks may nof be exe-
cuted against an Enemy-occupied hex that is ad-
jacent to a Friendly-oceupied hex.

[5.4] DIVE BOMBER AIR ATTACK
PROCEDURE

A dive bomber air atteck is executed against a sin-
gle Enemy wunit, as faliows:

I. The Phasing Piayer chooses an Enemy unit that
he can observe (see Case 8.4) and announces how
many Dive Bomber Points he is using to adtack it.

2. The non-Phasing Plaver may attack the Dive
Bomber Points with his flak units, it they are avail-
able within range (3ee Case 5.5). If the flak atrack
is successful, the appropriate number of points is
subtracted from the Dive Romber Point towal in
the air attack.

3. Theremaining Dive Bomber Points may be fur-
ther reduced by the terrain in the hex the unit un-
der attack occupies, {f it is an {nfantry, machine
ZUn oF engineer unit, as noted in column 4 of the
Terrain Effecis Char..

4. The Phasing Plaver rolls the die, cross-refer-
encing the die result with the adjusted Dive Bomb-
er Point total on the Combat Result Table to de-
termine if the Enemy unit is eliminated. The die re-
sult may be modified by the terrain in the hex,
the unit under attack is an infaniry, machine gun,
ot engitieer type, as noted in column 5 of the Ter-
rain Effects Chart,

[8.41] A give bomber &ir attack affects only 1
unit, Other units in the same hex as the unit being
attacked are not affected by the attack,

[8.42] A unit under dive bomber air attack is elim-
inated if a result of ““1** or more is achieved on the
Combat Results Table. A result greater than <1
has no further effect.

[8.43] A unit under dive bomber air attack only
receives the terrain benefizs listed in columns 4 and
5 of the Terrain Effects Chert, if it is an infanrry,
machine gur or engineer unit,

[5.44] A divebomber air attack may be conducted
against ap Enemy unit in a hex adjacent to a
Friendly-occupied hex.

[5.45] 1fa dive bomber ait attack results in a forti-
fied strucivre being cleared of all Soviet units, a
Surviver unit is created (see Case 6.7).

[8.5] FLAKUNITS AND
ANTI-AIR ATTACKS

The non-Phasing Player may use his in~-range flak
unit to condupt anti-air attacks against the Phag.
ing Player’s Air Points during an air attack. Firsl,
he {otals the Fire Strength of all the flak units at-
tacking the Enemy Air Poinis. He then rolls the
die, cross-referencing the dic result with this flak
total on the Combat Resulis Table, to determine
the number of Enemy Air Points lost. If the air at-
tack is being conducted by Level Bomber Air
Points, the combat result of the anti-air attack is
doubied (a combat result of 2 would eliminate 2
Dive Bomber Points or 4 Level Bomber Poimis).
The Phasing Player reduces the number of Ajr
Points he committed to the air aztack by the appro-
priate amount and then proceeds 1o resolve the air
attack, as outlined in Case 5.3and 5.4.

(8.51] An ant-air auack is conducted by any
number of eligible fiak units against all the Air
Points committed to a single air atrack in a single
hex.

[8.52] A flak unitis eligible to conduct an anti-air
attack if it s within range of the Friendly-occupied
hex under air attack in accordance with the restric-
tions of Case 3.53. A flak unit is within range of a

hex if its printed acti-air range is greater than ot
equal to.the distance in hexes from the unit'shex to
the hex it is firing into (see Caze 3.33).

{5.53] A Soviet flak unii may only attack German
Air Points in one hex, although it may attack Air
Points in that hex each and every time they are
committed. That s, once a Soviet flak unit attacks
German Air Poinis in one hex, i may attack Air
Points in that hex only, for the remainder of the
Game-Turn, A German flak unit may atiack any
and all Soviet Air Points committed to any hexes
withinrange.

[5.5d) If a flak unit has two printed Fire Strength
values, the first one is always used when conduct-
ing ani-air altacks. Somé flak units have both an
anti-air range and an artitlery range (see Case
3.31). The former value is used only for anti-air at-
tacks and the latter only for conducting artillery
bombardment and indirect fire (see Section 6.0
and Case 10.6).

[5.55] I a flak unit is attacking Level or Dive
Bomber Ajr Points committed to the hex it oceu-
pies, its Fire Strength is doubled for the atiack.
Some flak units do not have 2 printed anti-air
range; such a unil may conduct anti-air attacks
against Air Points committed 1o the hex it ocenpies
enly, but ils Fire Strengthis still doubled,

[5.56] A flak unit is #or flipped over when i con-
ducts an anti-air attack. [t may aitack Alr Poims
any number of times gnd move normally in the
Operations Stage. Once a Soviet flak unit is
flipped over {see Case 7.2), it may no longer con-
duct anti-air atiecks, German flak units may
always conduct anti-air altacks, whether flipped
over or not,

[5.57] Air Points climinated by an anti-air atiack
are lost for the duration of the Game-Turn only.
In succeeding Game-Tusns, the plaver receives his
full allotment of Air Points.

[5.58) Flak units may conduct asti-air atiacks
against Dive Bomber Air Points committed tosup-
port a ground atiack during the Operations Stage
(see Cage 5.6). Soviet flak units are under the re-
strictions of Case 5.53 during the Operations
Stage, and if a Soviet flak unit is moved (flipped
over) it may no longer conduct anti-air attacks
(unlike the German flak unis),

[5.59] Terrain has no effect on anti-air attacks.

[5.6] AIRSUPPORT FOR
GROUND ATTACKS

During the Operations Stage, the Phasing Player
may use Dive Bomber Air Points (only) to suppaort
any ground attacks he is conducting (see Section
10.0). If he has any Dive Bomber Air Points avail-
able (thal is, he did noi expend his encire allotment
for the Game-Turn in the Air Power Stage}, he
may add any porton of them (in increments of
two} to the Firc Strength of his units conducting a
ground attack.

[5.61] The Phasing Player commiis Air Points 1o
support a greund autack at 1be same lime that he
commits indisect artillery fire support for the at-
tack (step 2 of the ground attack procedure).

[8.62] The number of Dive Bomber Air Poinis a
Player commits 10 a ground attack is not affected
by the rerrain in the hex under attack (i.e., column
4 of the Terrain Effects Chart has no effect on the
Air Points). However, the addition to the ground
attack die roll in column 3 of the Terrain Effects
Chart is still applied (see Case 10.43).

{8.631 The non-Phasing Player may conductanti-
air attacks against Air Points committed 1o ground
attack support wirh eligible flak units (see Case
3.5). Note that Soviet flak units may rot do so if
they are flipped over (see.Case 5.58), or if they



have already conducted an anti-air attack ino a
hex other than the one under ground attack {sce
Cage 5.53).

[5.64] Level Bomber Air Points may not be used
in the Operations Stage.

[5.65] Air Points may not be used to support an
overrun or instant counterattack. The defender im
a ground attack may not use Air Points. Attacks
conducted solely by Air Points ate not allowed in
‘the Operations Stage.

[6.0] ARTILLERY
BOMBARDMENTS

GENERAL RULE:

During the Artillery Bombardment Slagc. both
Players may use artillery units fo bombard Enzmy
units, Players take turns declaring and executing
bombardmenis. Artillery uniis use their Fire
Strength to hombard. This strength may be te-
duced by terrain; the type of Enemy units being
bombarded, or if Soviet, by other special restric-
tions. The modified Fire Strength of bombarding
artillery units is used in conjunction with the Com-
bat Results Table to determine how many, if any,
Enemy units under bombardment are eliminaled.
Elimination of all the Soviet units in a hex by Ger-
man bombardment will sometimes create survivor
units,

PROCEDURE:

The Player conducting an artillery bombardmesnt
declares which Enemy-occupied hex he is bom-
barding and which of his in-range artillery units
will participate. He themn totals the Fire Strength of
the involved arillery units, raking into account
any modifiers that may reduce this sirength as
noted in the [ollowing cases. He roils the die,
cross-referencing the die result with the total mod-
ificd Fire Strength on the Combat Results Table to
determine how many Enemy units in the bombard-
ed hex are eliminated. Al artillery units (including
flak) that participated in the bombardment are
flipped over; they may not initiate any further ac-
tion in the Game-Turn {see Case 7.2).

CASES:

[6.1] SEQUENCING ARTILLERY
BOMBARDMENT

All artiliery bombardment is considered to occur
simultaneousiy. However, sinee it would be diffi-
cult to do this In the game, the Players take turns
executing separate bombardments, First, the Ger-
man Player declares and exccutes a bombardment,
then tae Soviet Player, then the German Player
again, and so on. When one Player has no more
bombardments to conduct, either by choice or if
there are no eligible artillery units remaining. the
other Player resolves all his remaining bombard-
ments consecutively.

[6.11] All artillery units have the opportunity I¢
participate in bombardment during the Artillery
Bombardment Phase, Thus, if an artillery unil is
eliminated by Enemy artillery bombardment, and
that unit has not vet participated in a bombard-
ment, the owning player may use the unit to bom-
bard before i1 is removed (unless he has already de-
clared that he has finished bombarding).

[6.12] If all the Sovie! units in a hex from which
the Soviet Plaver could possibly execute artiffery
spotring (see Case 6.21) are eliminaied by bom-
bardment, the hex is siill considered (o be Soviet-
occupied for purposes of spotting during the re-
mainder of the Bombardment Phase.

[6.2] RESTRICTIONS ON HEXES THAT
MAY BE BOMBARDED

Any Ememy-occupied hex may potentizlly be
bombarded by Friendly in-range actillery units.
However, the Soviet Plaver is under special restric-
tions concerning which hexes he may actually
bombard, while other restriciions may limit theef-
fectivensss of kis bombardments into certain hex-
25,

(6.21] In order for the Soviet Player to bombard a
hex, it must fulfill one of the following {hree re-
quirements:

I. The hex is adjacent 1o a Soviet-occupied hex
{the Soviet units in the hex may. but need not
necessarily, be involved in the bombardment).

2. The hex is within 9 hexes of the Mameyev Kur-
gan (hex 1726) and there is ar least one Soviet unit
in Mameyev Kurpan,

3. The hex is within 3 hexes of a hill hex occupied
by at least one Soviet unit.

[6.22] [f the Soviet Player is bombarding a
German-occupied hex that is noradjacent (o a So-
viet-occupied hex, the total Fire Strength of his
bombarding artillery units is hafved {rounding
fractions up), in addinon 1o any other reductions
the strgngth may incur. Thus, the Soviet Player
may be able 1o bombard a hex by satisfying re-
quirement 2 or 3 in Case 6.21, burt unless he can
satisfy requirement {, the Fire Strength of that
bombardment will be halved.

[6.23} A hex that is occupied solely by Soviet mili-
tia or survivor anits may not ke used for artillery
spotting. If a hill hex or the Mamevev Kurgan iz
occupied solely by these type of unics, the hex may
not be used 10 satisfy requirement 2 or 3 of Case
6.21. (Exceplion: A survivor unii in Mamevev
Kurgan does satisfy requirement 2).

{6.24] The Soviet Trans Volga Artillery units are
not subject to the resirictions of Cases 6.21 and
6.22., See Section 16.0 for details.

[6.25) There i3 no limit (o the number of times a
given hex may be bombarded, as longas the Player
has artillery units available to de so.

[6.26] The German Plaver may not bombard a
hex occupied solely by a Soviet pontoon unit, the
Yolga flotilla unit, the ammunition dump counter,
and/or the General Chuikov counter. [f other unit
types oceupy a hex along with one or more of the
above named units, the hex may be bombarded
but the named units are not affecied by the bom-
bardment. The German Plaver may bombard
hexes occupied by Trans Volga Artiilery units,
However, all such hexes are considered 10 be forti-
fied structures. Other than these restrictions. the
Gertman Plaver may bombard any Soviet-occu-
pied hex; he has no “‘spotting’’ requirements.

{6.31 RESTRICTIONS ON
UNITS PARTICIPATING
IN BOMBARDMENT

Only arillery units may participate in bombard-
ment, including all artillery unit types listed in
Case 3.31 and flak units with a printed artillery
range. Any number of artillery units may pertici-
pate in a single bombardment, but they must all be
within range of the hex being bombarded, and it
Soviet, must fulfill additional requiremems in this
Case.

[6.31] An artiliery upit is within range of a hex 10
be bombarded if its printed range is greater than or
equal to the distance in hexes from the artillery
unit’s hex 1o the hex in question,

[6.32] In order for more than one Sovier artillery
unit to participate in 4 single bombardment, all the
artillery units must be stacked ip the same hex, or
in adjacent hexes. This restriciton.also applies to
Soviel units conducting indirect fire during the
Operations Stage (see Case 10.66),
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In examples A and B, all three Soviet artillery units
may participate in a single bombardment. In ex-
ample C, units 2 and 3 may both be used in one
bombardment, but unit 1 may not. [t could be
used in a separate bombardment on the same or a
different Enemy-occupied hex.

{6.331 An artillery unit may bombard an Enemy
unif in an adjacent hex (see Case 6.46), Soviet artil-
lery bombarding an adjacent hex is subject to re-
strictions of Case 6,32,

[6.34] Soviet Trans Volga Artillery units are not
subject to the restrictions of Case 6,32 (see Section
16.01.

[6.4] EFFECTS OF TERRAIN
AND ENEMY UNIT
TYPEON BOMBARDMENT

[6.41] Column 4 of the Terrain Effects Chart is
used when units under bombardment ocoupy a
heavy or fortified structure hex (Exception: See
Case 6.46).

[6.42] Column 5 of the Terrain Effects Chart is
always used when units under bombasdment oc-
cupy a light structure, heavy structure, woods, for-
tified structure, or park hex.

[6.43] I a hex under bombardment contains onfy
armor units (including light or heavy armor), the
fotal Fire Strength of the bombarding units s
guartered {Exception; See Case 6.45 and 6.46).

[6.44] If a hex under bombardment contains one
or more armor units and at least one ather type of
unit, the iotal Fire Strength of the bombarding
units is halved {Exception: Sce Cases 6.45 and
6.46). 1f the bombardsnent results in the elimina-
tion of units in the hex, the armor units are elimi-
nated afier all other unil types in the hex are
removed.

[6.45} If a heavy or fortified structure hex con-
tains any armor units, the Fire Swrength of units
bombearding the hex is modified as noted in col-
umn 4 of the Terrain Effects Chart, not according
to Cases 6,43 and 6.4,

[6.46] if an artillery unit is bombarding Enemy
units in ar adjacent hex, column 4 of the Terrain
Effects Chart is not used, and the presence of
Enemy armor units has no effect on the artillery
unit’s Fire Strength (Excepfion: See Case 6.5). If



other artiliery units wor adijacent to the Enemy
units were participating, their Fire Strength would
be affected, but not the Fire Strength of the adjac-
et units,

[6.47] The above modifiers also apply 1o artillery
units conducting indirect fire during the Opera-
tions Stage {see Case 10.64).

[6.48] When halving the Fire Strength of artillery
units, halve the combined Eire Strength of all the
units to which the reduction applies, then round
the fraction up if necessary. When guartering the
Fire Strength, divide by four, then round the frac-
tion up if necessary.

[6.49] When a hex containing artillery units is
bombarded, the artillery units must be eliminated
first, if losses are called for (however, sec Case
6.11).
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[6.5] MORTARS

Artlllery units designated as mortars (noted by &
gircle at the base of the unit type symbol) have
special restrictions. 1f @ mortar artillery unit is
bombarding an adfacent Bnemy-ocaupied hex, its
Fire Strength Is halved, and it may be affected by
the modifiers in column & of the Terrain Effects
Chart or by the modifiers for bombarding Enemy
armot units {see Case 6,43 and 6.44) even thogh
adjacent. However, the effacts of a martar ar-
tillery unit bombarding an adjacent hex are not
camulative with the effects of terrain or Enemy ar-
mor. The single reduction most favorable to the
unit’s bombardment is used. (Example: If 2 mor-
tar artillery unit were bombarding an adjacent hex
contgining only armor umits, its Fire Strength
would be quartered only.) These penalties also ap-
ply to moctar artillery units condueting any sort of
fire in the Operations State, If & mortar artiHery
unit is not adjacent to the hex into which It is fir-
ing, it is treated as & normal artitlery unit,

[6.6] SOYIET AMMUNITION DEPOT
The Sovier counter **2289 Ammunition Depot™
represents the central storage area for all Soviet ar-
tilery ammunition west of the Volga River, Aslong
as this counter is on the map, Soviet artillery units
may be used to their full effeet, within the restric-
tions of this Section. If the connter is ever not on
the map, the Fire Sirength of all Soviet artillery
units is Aafved (rounding fractions up} for all pur-
poses untll the counter is again in play. This pepal-
ty is in addition to any other reduction the units
mayifeur,

[6.61] The ammunition depot is initially deployed
on any farry hex or within six hexes of a ferry hex.
Once placed, it may ot be moved as a normal
unit. However, sl the end of the Final Soviet Reac-
tion Phase in each Game-Turn, the Soviet Player
may relocate the depot by moving the counter 10
any other hex within six hexes of a non-German
occupied ferry hex.

16.62] The ammunition depot counter does mot
count as a unit for purposes of stacking and is not
affected by any form of German attack or fire.
[6.63] German anits may be moved into a hex oc-
cupied solely by the ammunition depot counter
(exception to Case 7,32), If this event occuts, the
depaot is immediately removad from play.

{6.64] If the ammunition depot counter has been
removed from play, the Soviet Player may place it
back on the map during the next Final Soviet Reac-
tion Phase, in accordance with Case 6.61.

[6.65] Soviet Trans Volga Artillery is not affected
by the removal of the ammunition depot.

[6.77 SOVIET SURVIVORS:

1f all the Soviet units in a fortified structure hex are
eliminated by air attack or artillery bombardment,
a survivor unit is immediately placed in the hex,
This represents men surviving in the rubble after
the bombardment. A survivor unit never has a
Zone of Control and may not be moved o1 initiate
any sort of attack, It may conduct Defensive Fire
and receives all terrain benefits.

[6.71] If a ground attack is conducted against a
survivor unit, the Soviet Playver may not commit
indirect fire against the attack. Exception: 12 sur-
viver unit in hex 1726 (Mameyev Kurgan) is the
subject of 2 ground attack, the Soviet Player may
commit indirect fire,

{6.72] When any Soviet unit is moved into a hex
occupied by a survivor unit, the survivor is remov-
ed from pley.

[6.73] Ouly one survivor unit may be placed in a
hex at any one lime, regardiess of how many Sovi-
et units were eliminated by bombardment or air at-
tack.

{6.74] A survivor unit may nef be bombarded or
air attacked. It may only be eliminated by a
ground attack. ’

[6.75] Survivors are never created during the Op-
erations Stage, only during the Air Power or Artil-
lery Bombardment Stages.

{6.76] If the German Player conducts a ground at~
tack against a Survivor umit, one is subtracted
from the attack-type die roll (see Case 10.2).

[7.0] MOVEMENT

GENERAL RULE:

Both Players move their units during the Opera-
tion Stage. The German Player moves his units
during the German Initiative Phase and the Soviel
Player moves his units during the Soviet Reaction
Phase. Each unit, or stack of units, is moved one
at a time and, in most cases, any ground atlacks in
which the unit participates are resolved before the
Player moves another unif or stack.

PROCEDURE:

Esch unit or stack of units is moved individually,
hex-by-hex in any direction or combination of di-
rections, Movement of a Savier unit inte a hex
costs one Movement Point, regardiess of terrain
entered or crossed. Movement of a German unit
into a hex cosis a varigble number of Movement
Points, depending o the terrain in the hex enteted
or the hexside crossed, As a Player moves a unit,
he keeps track-of the number of Movement Points
expended for each hex,

if a Plaver moves a unit adjacent to an Epemy
unit, the movemnent may be interrupted (or stop-
ped altogether) while the non-Phasing Player con-
ducts an fnsigns Counterattack on the moving
unit; or, if the German Player is moving a unit, he
may choose to Overrun the Enemy unit. Once the
movement of a unit is completed (either by ex-
pending all its Movement Points, by entering an
Enemy-controlied hex, or by the Phasing Player’s
choice} the Phasing Player may announce a
Ground Attack by thet unit on all the Enemy units
in orte adjacent hex. Before resolving this attack he
may miove other units to support the units condue-
ting the attack, After the movement of 2 unit is
completed (including breakthrough movement)
and all ground atiacks it may take part in are
resolved, the unit is flipped over, to show that it
may not move or initiate attacks for the remainder
of the Game-Turn.

CASES:
{7.1] HOWTO MOVEUNITS

Movement is calculated in terms of Movement
Paints. Each unit has 2 Movement Point Allow-
ance indicating the maximum number of Move-
ment Points that can be expended for the move-
ment of that unit in any one Game-Turn. A Player
may expend as few or as many Movement Points
as desired in moving one of his units (or stack of
units), up 1o the limit of the unit’s Movement
Point Allowance.

{7.11] Movement Points may not be saved from
one Game-Turn to the next, nor may unused
Movement Points be transferred from unit to unit.
If a stack ef units is being moved, the Movement
Allowance of the stack is conziderad to be that of
the unit in the stack with the lowest Movement Al-
lowance. If that Movement Allowance were ex-
pended, the “faster’ units (those with higher
Movement Allowances) could be moved further if
the stack was separated. The units that were laft
behind would be flipped over (see Case 7,2); they
could not conducs an attack,

{7.12] When a German unit is moved, its Move-
ment Points are expended in accordance with col-
umn 2 of the Terrain Effects Chart (18.1). When a
Soviet uait i3 moved, one Movement Point is ex-
pended for each hex entered, regardless of terrain,

[7.2] COMPLETING A UNIT'S MOVE

A unit may only be moved once per Game-Tutn.
When its movement is completed (including any
ground attacks in which it may participate), the
unit is flipped over and left upside-down for the
remainder of the Game-Turn, to show that it can~
not be moved. Note that the information on bath
stdes of each unit in the game is identical; however,
on one side it is printed in black, and on the other
side in white. AH units begin the game (Game-
Turn One) with their plack side face-up, and are
flipped to their whire side as they are moved, After
Qame-Turn One is completed, any units that were
noi meved are also flipped over 56 thatl a1 the be-
ginning of Game-Turn Two, all units on the map
have their white side up. During Game-Turh Two,
mdvement i3 indicated by flipping units 1o their
black side; during Game-Turn Three to their white
side; and so on.

[7.21] A wunit is flipped over after all functions of
its movement are completed, A umit is also flipped
over if it is moved in support, conduets indirect
fire (offensively or defensively, see Case 10.68), if
it takis part in an instant counierattack (see Case
7.5), or if it conducts a bombardment {see Section
6,0},

[7.22] Any Friendly units whose movement is in
progress or which are involved in 8 ground atiack
when Lhe Enemy Player's Phase is initiated are im-
mediately flipped over {see Case 11 .4},

[7.23) The Soviet TVA units (see Section 16.0}
may never be moved, They are flipped over when
they conduct fire.

{7.24] A unit that conducts Defensive Fife when
directly attacked by ant Eneémty overrun or ground
attack is nor flipped over. A flak unit that con-
ducts an ami-air attack is not flipped over,

[7.25] A unit thae is flipped over may conduct De-
fensive Fire during a ground attack or overrun. A
German flak unit {only) that is flipped over may
conduct an anti-air attack. These are the only
furnctions a flipped over unit may perform,

{1.3] MOVEMENT INHIBITIONS
AND PROHIBITIONS

[7.31) During the German Initiative Phage, no So-
vigt unite may move. During the Soviet Reaction



Phase, no German unit may move. However, onits
belonging to the non-Phasing Player may some-
times perform an instant counterattack (see Case
A

[7.32] Friendly units do not affect or impede the
movement of other Friendly units (however, see
Section B.0, Stacking). A unit may never be moved
into a hex confaining an Enemy unit,

[7.33} Friendly Zones of Control (see Section 9.0)
never affect the movement of Friendly units. A
unit that is moved into a hex within an Enemy
Zone of Control must stop and cannot be moved
any further { Exceptlon: See Case 7.4),

[7.34} A unit may not be moved out of 4 hex that
is in an Enemy Zone of Control, unless i1 is a Ger-
man unit conducting an Overrun (see Case 7.4).
{7.35] A German unit that is out of Supply (see
Section 13.0) at the beginning of its movement has
tts Movement Allowance halved (rounding frac.
tions up) for the duration of its movement. A Sovi-
et unit that is out of Supply may not be moved at
ail.

{7.36] Units may never be moved into a Volga
River hex or into any hex across the Volga. Units
may never move off the map.

[7.37] Units that have already moved, or have
counterattacked (see Case 7.5), or have fired in
support of a ground attack (see Case 10.6) may not
be moved. This condition is noted by the unit being
fiipped over (see Case 7.2).

[7.38] The number of siacks the Soviet Player
may move during any given Soviel Reaction Phase
is limited by the rules for Soviet Reaction (see Sec-
tion 11.0).

{7.4] OVERRUN (GERMAN
PLAYER ONLY)

When the German Player is moving & unit or siack
of units composed exclusively of armor, armored
infantry, motorized infantry, armorad engineer,
self-propelled artillery and/or reconnaissance
types, he may conduct an overrun against Soviet
units in & clear hex to which he has moved adja-
cent. Although it resembles a ground attack, an
oversun is not considered such an artack and does
not hait the movement of the participating units,
When the German Player annources an overrun
the following steps are resolved:

1. Each Player totals the Fire Strength of his in-
volved units, then hafves this total, rounding frac.
tions up (Exception: See Cases 7.43 and 7.44).

2, Each Player rolls the die, cross-referencing Lhe
die result with his calculated Fire Strength on the
Combat Results Table to determine how many En-
emy units are eliminated (at the owning Player's
choice).

3. If the Soviet units are totally eliminated by the
overrun, the German unils must be moved into the
hex the Soviet units formerly occupied.

4, Regardless of whether the Soviet units were
eliminated or not, the overrun cosis the German
units four Movement Points., This cost is in addi-
tion ta the cost of entering the hex. (Exception: Sce
Case7.44.)

S5, The Sovier Plaver draws a Reaction Chit (see
Casel1l.1}.

&, If the German units now have Movement
Points remaining, they may continue moving, or
mayv conduct another overrun {including those So-
viet units just overrun, if any survived),
Theeretically, there is no limit 10 the number of
overruns a unit or stack of units could conduct ina
single movement, except the limit of the units’
Movement Allowance.

[7.41} German units may conduct an overrun
fram any type of hex. but the ““target’ Soviat units

must be in a clear terrain hex, If a German stack
contains any units other than the types listed
above, that stack may not conduet an overrun. So-
viet units may never initiale an overrun, and are
never moved as a result of an overrun, even if their
fire eliminates all the German units taking part,

{7.42] A single overrun may only be conducted by
one stack of German units against aff the Soviet
units in one adiacent hex only, Neither Player may
add indirect artillery fire or move units in support
aof an overrun.

[7.431 If a Soviet armor unit or heavy flak unit is
involved in an ovesrun, its full Fire Strength is
doubled instead of halved. If a Soviet anti-tank
unit is involved in an overrun, its full Fire Strength
is tripled insiead of halved.

{7.44] 1f a hex that is occupied only by mililia
units is being overrun neither Player conducts fire
combat; the militia units are simply removed from
the map and the German units involved are moved
into the hex at no extra Movement Point cost
(bevond the Y Movement Point cost 1o enter the
clear terrain hex),

[7.45] When each Player rolls the die 10 determine
how many Enemy units are eliminated in an over-
run, the results are considered to happen simulian-
eously. Both Players refer to the column on the
Combat Results Table that matches their Fire
Strength as calculated in Step 1 of the above pro-
cedure, regardless of how many of their units are
eiiminated bv Enemy Fire, and each Player choos-
ez which of his involved units will be eliminated, if
required.

[7.46] Overrun is nol considered s ground attack.
Terrain has no effect {except that the Soviet vnits
must be [n a clear terrain hex as a prevequisite to
pverrun), there is no dic roll to see whether the at-
tacker is ambushed or the defender is surprised.
and there is no Breakthrough procedure.

[7.47] Anoverrun may not be conducted by units
that have less than 4 ¥ Movement Poinis remain-
ing in their Movement Allowance,

[7.48] Immediately after the German Player con-
ducts an overrun, the Soviet Plaver draws a Reac-
tion Chit to see if a Soviet Reaction Phase is initi-
ated (sce Sovie1 Reaction, Section 11.05.

[14.9] German and Soviet units that take part in
an overrun are Hel flipped over after it is resolved;
they may still be moved. The German units would
be flipped over if the overrun exhausted all their
Movement Points, and they did not then initiate 2
ground artack. Also, they would be flipped over if
the overun initiated a Soviet Reaction Phase (see
Section 11.0).

[7.5] INSTANT COUNTERATTACK
Whenever the Phasing Player moves a unit or
stack of units adjacent to an Enemy unit againsr
which he does not deciare an overrun or ground at-
tack, the non-Phasing Player may declare an in.
stani? counteratiack. it is resolved as follows:

I. The non-Phasing Plaver names which unit or
stack of wnmits is counterattacking the adjacent,
moving unit(s).

2. The Phasing Plaver declares whether or not he
will take part in the counterattack,

3. [f the Phasing Player does nor wish to take
part, the non-Phasing Plaver {only) totals the Fire
Strength of his inveived units and rolls the die,
cross-referencing the die result with his calculated
Fire Strength on the Combat Results Table to de-
termine how many of the Phasing Player’s units
areeliminated.

4. If the Phasing Player does wish to take part,
each Player totais the Fire Strength of his involved
units, rolls the die, and refers to the Combat Re-
sults Table to determine how many Enemy unils
are eliminated.

5. If the Phasing Player did not take part, the
non-Phasing Player’s involved umnits are now
flipped over. If the Phasing Player did (ake patt,
both Players’ invelved units are THpped over.

Units that are flipped over as a result of an instant
counteratiack may not move or inisiate atacks for
the remainder of the Game-Turn, as described in
Case 7.2. [f the Phasing Plaver's units did not take
part, and survived the Enemy fire, they may con-
tinue moving (assuming they are not in an Enerny
Zone of Control),

[7.5%) Instant counteratiack mav be performed by
any type of unil exceps anti-lank, non-self-pro-
pelled anillery, flak, survivor and militia. A unit
that is flipped over {i.e.. has already moved or &t-
tacked in the current Game-Turn), or that is out of
Supply may hot conduct an instant counteratiack.

[7.52] Instant counterattack is declared immedi-
ately after the Phasing Player has declined to at-
tack or overrun eligible non-Phasing units he has
moved units adjacent to, al any time during the
movement 0f the Phasing Player's units. [nstant
counterattack may #of be performed by non-
Phasing units the Phasing Player has antiounced
he is attacking or overrunaing,

[7.531 A single instant counterattack may only be
performed by units in one hex, although the non-
Phasing Plaver may declare that any number of
eligible units in the hex are 1aking part, Afteranin-
itial counterattack he could immediazely conduct
another, if he had other eligible urits,

[7.64] A single instant counterattack myst involve
@il the Phasing Player’s units that have just en-
terect the hex under attack. However, any units
that were already in the hex would not be involved
in the counteratlack. Counterattacks may only be
declared against units that are being moved (Ex-
ceplion: see Case 7.76).

{7.55] Instant counteraitack may be declared
against units that are being moved as a resalt of
Breakthrough (see Case 10.7),

{7.56] Terrain has absclutelv no effect on instant
counterattack, Allinvolved units use their full Fire
Strength, Meither Player may move units in sup-
port of an instant counterattack, nor may indirect
artillery fire be added.

[7.57] If the Phasing Player chooses to take part
in an instant counterattack, each Player's die roll,
which will determine how many Enemy units are
eliminated, is considered to be simultaneous, Re-
gardiess of how the counterattack is resoived, the
owning Player chooses which units to Lose, if sore-
guired.

[7.58] A Player may earn Breakthrough Points as
aresult of his pasticipation inan instant counterat-
tack, see Case 10.74. Note that if the non-Phasing
Player were to earn Breakthrough Points, he
would be able to move his participating units and,
possibly, be subject toinstant counterattack by the
Phasing Player’s units.

[7.59] If the German Plaver is the Phasing Player
and chooses to take part in an instant counteral-
tack, the Soviet Player draws a Reaction Chit to
see if a Soviel Reaction Phase is initiated (see Case
11.1). Conversely, if the Soviet Player i3 the Phas-
ing Player and chooses to take part in an instant
counierattack, his Reaction Phase would end if he
rolleda 6 {se¢ Case [ 1.4).

[7.6] DEPLOYING ARTILLERY
(GERMAN PLAYER ONLY)

The German Player may move anartillery unitand
then move other units before using the artillery
unit in a ground attack. Such a unit is considered
deployed. Afier the movement of an artitlery unit
is completed, the German Player may place a De-
ployed marker on the unit; itis #of Nipped aver. At
any peint int the Game-Turn thereafter, the Ger-
man Player may commit the unit to fire offensive-
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Iy or defensively in a Friendly or Enemy ground at-
tack. When the artillery unit js used, the Deployed
markeris removed and the unit is flipped over.
[7.65] A deployed artitlery unit may remain de-
ployed for the duration of the Game-Turn in
which it is deployed, through any number of Ger-
man [nitiative Phases and Soviet Reaction Phases.
Onee the unic is ysed in a ground acttack, or the
Game-Turn is completed, the Deployed marker is
removed and the unit is flipped over.

{7.62) Once an artillery unit is deployed, it may
not move, it may only participale in a2 ground at-
tack,

{7.63] The Soviet Player may not deploy his arti(-
lery units. If a Soviet artillery unit is moved, it may
only be used in a ground attack conducied imme-
diately by the Soviet Player,

{771 MOVING INSUPPORT

When the Phasing Player moves a unit or stack of
units into a hex adjacent 1o an Enemy-occupied
hex, and declares a ground attack on that hex (see
Case 10.1), he may move other units in support of
thar attack before it is resolved. Any of his units
that have not yet moved and have the requisite
Movement Points may be moved in support. A
unit maved in sepport must be moved 1o any hex
adjacent lo the hex under attack (within the stack-
ing restrictions, see Case 8.1) and must be included
in the forthcoming ground attack,

{7.71] Either Player may move dnits in support
when acting as the Phasing Player, However, only
the German Player may move units in support dur-
ing the Breakthrough procedure {(see Case 10.75).
[7.72} The non-Phasing Player may conduct an
instant counteraitack against units that are being
moved in support (see Case 7.5}, and if the units
being moved in support participate in the counter-
attack they are flipped over. They may not support
the attack and may be moved no further,

[7.731 Units being moved in suppott may nof con-
ductan overrun.

[7.74] The non-Phasing Player may never move
units in support.

[7.78] Units may not be moved in support of an
overrun Of instant counterattack.

[7.76] Friendly units that have not been moved
and are aiready adjacent to an Enemy unit under
ground aftack, may be considered moved in sup-
port. The Phasing Player may invglve them in the
ground attack, after the non-Phasing Player has
been given the ppporiunity 1o instant counteral-
tack them, if he desires, with other adjacent efigl-
ble units.

[8.0] STACKING
GENERAL RULE:

Both Players are limited in the number of units
they may have in g hex at any one time, if there are
mors urits in a hex than allewed, the excess uniy(s)
areeliminated (at the owning Player’s choice).

CASES:

(8.1} RESTRICTIONS ON
GERMAN STACKING

The German Player may never have more than
Jourunitsin a hex (Exception: See Case 8.7).

{8.11] In clear, light structure, hill, and park ter-
rain hexes, the stacking limit on German unis is
enforced only at the end of a2 unit’s movement,
when conducting any type of attack, and ar the end
of the Breakthrough procedure (see Case 10.7).
That is, any number of units may be in 2 given hex

during a unit’s movement, but when the move-
ment of that unit is completed, the stacking limit
must be observed.

{8.12] In woods, heavy structure, fortified strue-
ture, and special structure terrain hexes, the stack-
ing limit on German units is enforced at all times.
The stacking limit may not be exceeded even if
units are just moving through 2 hex.

[8.2] RESTRICTIONS ON
SOVIET STACKING

The Soviet Player may never have more than three
uniis in a hex (Exception: See Case 8.3). This
stacking limit is only enforced at the end of 8 unit’s
movement, when conducting anv tvpe of attack,
and at the end of *he Breakthrough procedure, re-
gardless of ierrain,

[8.3] STACKING IN VOLGA
RIVER BANK HEXES

Neither Player may ever have more than fwo units
in a Yolga River Bank hex (including ferry hexes).
This restriction applies to the German Player at all
times and to the Soviet Player at the end of Mave-
ment and Breakthrough.

{8.4] RESTRICTIONS ON OBSERVING
STACKED GERMAN UNITS

The Soviet Plaver may not inspect the pnits in a
German stack unless a Soviet unit is adjacent to
that stack. The moment the Soviet Player moves a
unit tnto a hex adjacent to 2 hex occupied by a Ger-
man unit (or vice versa), he may look at all the Ger-
man units in the hex. The top unit in a German
stack is always known to the Soviet Player. If the
Boviet Player conducts an air attack or artillery
bombardment against a German-occupied hex in
which the usit may not be inspected, he is told, by
the German Player, which units are in the stack
after the attack is declared. but oniy if their types
would affect the resolution of the attack, The Ger-
man Player may always inspect Soviet stacks.

[9.0] ZONES OF CONTROL

GENERAL RULE:

The six hexes sarrounding the hex a unit dceupies
constitute the Zowe of Conrrof {hereafter ZOC) of
the unit{s) in that hex, Hexes upon which 2 unit ex-
eris 4 ZOC are called controlled hexes. The pres-

_sence of 2 ZOC may be affected by unit type or ter-

rain.

CASES:

[9.1] WHICH UNITS EXERT A
ZONE OF CONTROL

All German units exert a ZOC. All Soviet units ex-
cepi militia units, survivor units and 2-8 {non-
guard) infaniry units exert a ZOC,

[9.2] EFFECTS OF TERRAIN ON
ZONES OF CONTROL

ZOCs extend into clear, hill and park terrain hexes
only. Note that the terrain in the hex a unit oc-
cupies has na bearing on the extent of that uait's
ZOC. For example, a unit in a heavy structure hex
wotld exert a ZOC into adjacent clear hexes but
not into adjacent heavy structure hexes. The extent
of ZOCs is summarized in Column 3 of the Terrain
Effects Chatz.

[9.3] EFFECTSOF ZONESOF CONTROL

Enemy-controlled hexes prevent Friendly move-
ment and block the tracing of Friendly supply
lines,

[9.31) (¢ never costs any additional Maovement
Points to move 2 Friendly unit into an Enemy-con-
trotied hex, but movement of that Friendly unit
muststop.

[9.32} A unit may nel be moved out of an Enemy-
controlled hex, excepl to conduct an overrum
against an adjacent Enemy unit {see Case 7.4), or
if moved with Breakthrough Points (see Case
1.7,

[9.33} Friendly ZOTs never affect Friendly units,
only Enerny units,

[9.34] There is no additional effect in having more
than one unit exert its ZOC into a given hex. If a
hex is controlied by both Enemy and Friendly
units, bothy ZOCs co-exist, and that hex is mutual-
ty controtied by both plavers,

[8.35] Friendly-occupied hexes (but not Friendly-
controlled hexes) negate the presence of Enemy
ZOCs for the purpose of wracing Supply lines, but
noi for purposes of movement.

[9.36] ZOCs have no affect on a unit's ability to
gonduct an instant counterattack (see Case 7.3).
An instant counteratiack may be conducted
against adjacent Enemy units, regardless of ter-
ram.

[10.6] GROUND ATTACK

GENERAL RULE:

QGround attacks may occur during the Operations
Stage, whenever the Phasing Player moves a unit
or stack of units adjacent 10 an Enemy-occupied
hex. The Phusing Plaver may, al his option,
declare a ground attack in this situation, between
the units he is moving and a¥f the units in any one
adjacent Enemy-vccupied hex. Ina ground attack,
Lite Phasing Player i¢ termed the attacker and the
non-Phasing Plaver the defender.

PROCEDURE:

When a ground attack i5 declared, the following
steps are executed in order.

1. Theattacker may move other units (that are not
vet flipped over) in support of the atiack by mov-
ing them adjacent to the Enemy units under attack
(seeCase 7.7).

2. The attacker declares which of his artillery
units, if any, will parricipate in the artack by in-
direc: fire and how many Dive Bomber Air Points,
if any, wilt be added to his Fire Strength total.

3. The defender deciares which of his artillery
units (if any) will participate in the attack by in-
direct fire.

4, The atracker rolls the die 1o determine which
one of three ground attack tvpes will acrually be
resolved: surprise otfack, normal attack or am-
bush.

5. The ground attack iz resolved, using the Com-
bat Results Table to determine how many units
each Player loses, in accordance with the specific
rules for the type of attack occurring.

6. If the ground attack was initiated by the Ger-
man Player, the Soviet Plaver draws a Reaction
Chit (see Case 11.1).

7. I whe attacker earns Breakthrough Points In
the attack, he may use them 10 move units that par-
ticipated and/or to initiate another ground attack
with those units, If he did not earn Breakthrough
Points, his participating units are flipped over.
Once this procedure is completed, assuming the
Enemy Player’s Phase was not initiated as a result
of the ground attack, the Phasing Player proceeds
to move other units, declaring ground attacks ds
he sees fit, one at a time.



[10.1] DECLARING GROUND
ATTACKS

The Phasing Player may, but is not required to,
declare a ground attack when he moves a unit ad-
jacent to an Enemy-occupied hex either through
normal movement or breakthrough movement
(see Case 10.7), He may also declare a ground at-
tack with units that have not yet moved and are ad-
jacent to an Enemy-occupied hex.

[10.11] A ground attack may only be declared
against one Enemy-occupied hex at a time. A unit
cogld attack Enemy units in more than one hex in
separate attacks, asswming the unit garned the re-
quisite Breakthrough Points (see Case 10.7).

[10.12] Friendly units that are already flipped
over and are adjacent 10 an Enemy-occupied hex
may not be involved in a ground attack on that
hex, and are not affected by the results of thac at-
fack.

[10.13] When 2 Player moves a stack of units ad-
jacent to an Enemy-occupied hex and declares 2
ground attack, he need ror involve ali the units in
that stack in the attack. However, those units that
do not take part are immediately flipped over;
their movement is completed, All units that are
moved in support of an attack must participate in
that attack.

[10.14] All the units in 2 hex subject 1o a ground
attack musr participate, and do so whether flipped
over or not. The act of defending against a ground
atiack does not cause 2 unit o be flipped over
{however, see Case 10.68).

{10.2] DETERMINING THE
ATTACK-TYPE

After a ground artack is declared and the atiacker

has moved units in Support and both Players have

committed any indirect artiflery unmits theéy so

desire, the attacker rolls the die and consulis the

following results to determine the attack-type.

* Aroll of 1: Suprise Attack.

* A roll of 2 through §: Normal Attack

® A roll of 6: Ambush.

{10.21] The ground attack is resolved in accor-
dance with the rules specific {0 the determined

attack-type (Cases 10.3, 10.4 or 10.5, respec-
tively),

[10.22] If the Soviet Player is the attacker in a
ground attack and all his mvolved units {except ar-
tillery firing indirectiy) are in clear tercain, a t is
added 10 his attack-type die roll (a roll of 5 or 6
would mean an ambush, and a surprice attack is
unobtainable). If the Soviet Player is the defender
in a ground attack and all his involved units are
militia and/or survivers, a 1 is subtracted from the
CGerman Player's attack-type dieroll {aroll of | or
2 would mean a surprise attack, and an ambush is
unobtainable).

[10.3] SURPRISE ATTACK
PROCEDURE

if a ground astack is determined to be a surprise at-
tack, the defending units are considersd te be un-
prepared for the attack. Step § of the Ground Al-
tack Procedure is resalved as follows:

1, The attacker totals the Fire Strength of his in-
volved units, including units moved in support and
artillery units firing indirectly. The defender totals
the Fire Strength of his units in the hex under at-
tack onfy (whether flipped over or not); any in-
direct fire he may have aliocated is notincluded.

2. Each Player rolls the die, cross-referencing the
dic result with his calculated Fire Strength on the
Combat Results Table to determine how many
Enemy units are eliminated. These die rolls are
cotisidered 10 be simultaneous.

3, Each Plaver chooses which of his own units will
be eliminated, if necessary. Play then proceeds to
Step 6 of the Ground Attack Procedure.

{10.31] The Fire Suength of the attacker’s ar-
tillery units Ffiring indirectly may be reduced as
nioted in cotumn 4 of the Terrain Effects Chart.
{10.32] Columns §, 6 and 7 of the Terrain Effects
Churt are nor used ina suiprise avack,

{10.33] If the non-Phasing Player committed any
artillery units 10 conduct fudirect fire (see Case
{0.6) in an Enemy ground atlack which Is deter-
mined to be a surprise atiack, they are no¢ used.
The artillery units are not flipped over and may be
used sornewhere else.

[10.34) When the defender in a surprise atack

conducts his fire, he does not specify which

Enemy-occupied hexes his units are firing into (as
he would in a normal or ambush attack),

[10.4] NORMAL ATTACK PROCEDURE

i a ground attack is determined 1o be a normal at-
tack, step § of the Ground Altack Procedurs is
resolved as follows:;

1. The defender announces into which adjacent
hex that contains attacking units each of his units

in Lhe hex under attack wiil conduct Defensive Fire
{they may do so even if flipped over). He also
deciares in which of these hexes his artiflery units
that are firing indirectly will be committed.

2. The defender tolals the Fire Strength of his
units executing Defensive Fire intc a particular
Enpemy-occupied hex and rolls the die, cross-
referencing the die result with the Fire Strength on
the Combat Results Tabile 10 determine how many
attacking units in the hex are efiminated. The at-
tacker eliminates the units of his choice as
necessary. The defender proceeds to fire defen-
sively into each other hex he has declared.

3. After the artacker has removed all units
eliminated by Defensive Fire, he totals the Fire
Strength of his surviving attacking units and any
of kis artillery unis Firing indirectly,

4, The attacker them rolls 1he die, cross-
referencing the die result with his calculated Fire
Strength on the Combatl Results Table to detet-
mine how many units in the hex under attack are
eliminated.

3. After the defender has removed the units of his
choice (il so required), play proceeds 10 step 6 of
the Ground Attack Procedure.

EXAMPLE: . TSR
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The German Player is conducting a normal attack
against the Soviet units in hex E {a clear terrain
hex) using the units in hexes A, B, ¢ and D {in-
direct Firg),

A. The Soviet Player {defender) chooses to con-
duct Defensive Fire into hexes A and € only; the
top two units in hex E will fice into hex A and the
bottom wnit will fire into hes C. Note that he could
havechosen to have all three units in hex E fire into
one adjacert Enemy-occupied hex, or to have each
of his three units fire into a different hex, He could
not choose to fire defensively at the artillery unit in
hex D, since it is not adjacent {see Case 10.65). The
defender then allocates the artillery unit in hex Fro
fire indirectly at hex C, and the ariillery unit in hex
G to fire indirectly a1 hex A. He may agf fire in-
directly at hex B, since he is not condueting Defen-
sive Fire into that hex with an adjacent unit (see
Case. 10.65), and he may not use the two artillery
units to fire into the same hex since they are not ad-
iacent tosach other (see Case 10.66).

B. The defender determines that he has s total

Fire Strength of 9 firing into hex A: 1 for the top
unit in hex E, 2 for the middle unit, and 3 for the

artillery unit in hex G (the artillery unit’s strength
is halved since it is conducring indirect fire 21 a
stack containing an armor unit, see Case 6.44). He
rolls the die, obtaining a result of 3, Cross-
referencing (his with his Fire Strength of 9 on the
Combal Results Table, he determines that two
German units in hex A are eliminated, The Ger-
man Player chooses 1o lose one armor unit and the
armered engineer unit. Then the Sovier Player
calcutates a Fire Strength of 11 firing into hex C,
He rolis & 5, which means that one German unit is
eliminaied, The German Player removes the anti-
tank unit.

C. After removing his fosses, the attacker deter-
mines that he has 2 current total Fire Strength of
36 firing into hex E (28 for the surviving umits in
hexes A, B and C, and 8 for the artillery unit in hex
D),

D. The attacker rolls & 3, which means that 5
Soviet units are eliminated. Since there are only
three Sovier unils involved, they are removed and
the German Player receives two Breakthrough
Points {see Case 10.7).

11
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[10.41] The Fire Strength of both player’s artillery
units firing indirectly may be reduced as noted in
calumn 4 of the Terrain Effects Chart.

[10.42} If Soviet untls are defending in a groond
attack, the effectiveness of their Defensive Fire
may be affected by the terrain in the hex they oc-
cupy, as noted in column 6 of the Terrain Effects
Chart, If German upits are defending in a ground
attack, the effectiveness of their Defensive Fire
may be affected by the terrain in the hex the al-
tacking Sovier unit being fired upon occupies, as
noted in column 7.

[18.43] ‘The attacker’s die roll result when resolv-
ing his Offensive Fire may be modified by the ter-

rain in the hex the defending units occupy as noted -

in column $ of the Terrain Effects Chart. How-
ever, if an engineer unit Is included among the at-
tacking units (after the Defensive Fire has been
resolved), these modifiers are nor used. Defensive
Fire Iz never affected by these mediflers.

[10.5] RESOLVING AN AMBUSH

If a ground atiack is determined 10 be an ambush,
the defenders are considered to be *'lying In wait”
for the reckless atiacker; step 8 of the ground at-
tack procedure is reseived as @ normal attack, with
the foliowing alierations:

e A 1is subtracted from all die-roll results when
the defender is conducting Defensive Fire (e.g., 23
becomesa ),

¢ The defender chooses which aftacking unils are
eliminated as a result of Defensive Fire,

[10.6] INDIRECT FIRE

When a ground attack is anncunced, both Playess
may commtii any number of artillery unies to sup-
portt the units involved in the combal, Thisiscalled
indirect fire. The strength of the artillery units is
added to the strength of the amits conducting of-
fensive or defensive fire, within the following
Testrictions.

{10.61] To support a ground attack by indirect
{ire, an artillery unit must be within range of the
hex occenpied by the Enemy uniis involved in the
ground atrack, and may not be {lipped over. The
German Player may commit deployed artillery
units to indirect fire (see Case 7.6).

[10.62] Both Players declare which artillery units
are supporting a ground attack by indirect fire im-
mediately before determining the type of anack.
If the attack type is detesmined 0 be a surprise at-
tack, the defender may not use indirect fire (see
Case 10.33).

{10.63) The attacker may not use an artitlery unit
for indirect fire that is adiacent to the Enemy-
occupied hex undergoing ground attack, Such a
unit may only take part in the attack as an adjacent
unit, subject to elimination from Defensive Fire.
The defender may commit an artillery unit to in-
direct fire that is adjacent to an Enemy unit con-
ducting a ground attack, as long as that unit is not
in the hex under attack. Nete the special terrain ef-
fects for artillery units that are firing offensively
or defensively into an adjacent hex in Case 6.46.
{16.64] The Five Strength of an artillery unit, sup-
porting a ground attack by indirect fire, may be
reduced as nated in column 4 of the Terrain Ef-
fects Chart. The Fire Steength may also be reduced
if the arctiliery unii i3 designated as a morfar or if
the Enemy units being fired upon are armored
units (see Cases 6.4 and 6.5},

[10.65] When the Soviet Plaver is the defender in
a ground attack, he may only assign indirect fire
into Enemy-occupied hexes that are attacking his
untts and are undergoing Defengive Fire by these
units. Thus, if one Soviet unit was defending
against two stacks of German units in a Ground
Attack, any indirece artillery fire the Soviet Plaver
committed would have to be assigned to the one

hex into which the Soviet unit was firing defensive-
Iv. The German Player may assign indirect fire to
any hexes containing Enemy units taking part in
the Ground Attack.

{10.66} Ir order for more than one Soviet artillery
unit to conduct indirect fire into a single hex, the
artillery units must be stacked with or adjacent to
cach other. Soviet artillery units in con-adjacent
hexes may not conduct indiregt Tire into the same
hex (see Case 6.12 for details). German artillery
units may be assigned ca indirect fire as the Ger-
man Player sees fit.

{10.67] If the attacker’s unils in a ground attack
are gll eliminated by Enemy Defensive Fire, and he
has indirect ariiflery fire committed to 1he attack,
the artiltery still fires. However, the fire is treated
as & bombardment (see Section 6.0}, and the

strength of the artillery units is fabved (round frac-

tions up) in addition to any other strength reduc-
tions incurred by the units, Ground attacks may
rot be inftigred solely by artillery units firing in-
directly.

[18.68] When an artiflery unit conducts indirect
fire {either offensively or defensively} it is {lipped
over (see Case 7.2); the unil may not be moved ar
congduct indirect fire for the remainder of the
Game-Turn. When German deptoyed artillery
takes part in indirect fire, Lhe Deploved marker is
removed and the unit is flipped over.

[10.69) The German Player may commit artillery
units to indirect fire for a pround attack conducled
with a Breakthrough Point {see Caze 10.7). The
Soviet Player may aof commit artillery units when
conducting 2 ground attack with a Breakthrough
Point.

[10.7] BREAKTHROUGH

When the attacker in a ground attack resclves his
Offensive Fire, the Combat Result will state how
many defending units are eliminated. If this
number is gregrer than the total number of defend-
ing units in the hex under aitack, the attacker
receives a numnber of Breakthrough Points equal to
the difference berween the iwo fipures, For exam-
ple, if two units were defending in a ground autack
and the combat result of the Offensive Fire werea
*§8."" the two units would be eliminated and the at-
tacker would have 3 Breakthrough Points. Each
Breakthrough Point enables the Phasing Player to
move one stack of unils (or part of a stack) that
participated in the ground attack 7 Aex, or to in-
itiate another ground attack.

Example:

The German units in hexes A, B and C condugted 3
ground attack against a Soviel unil in hex D. The
combat result of the Offensive Fire was ''4,”"
which éliminazed the Soviet unit and gave the Ger-
man Player three Breakthrough Points. He uses
one Point to move his units in hex A to hex D,
another to move the unitsin hex Cro hex G.and a

third fo initiate a ground aitack on the Soviet unit
in hex F. The German units in hex B are flipped
aver, since they were not moved with the
Breakthrough Points,

[§0.78] Units that are moved using Breakthrough
Points are flipped over when their movement is
completed {including any further ground attacks). .
17 a unit is eligible to move ot initiate a ground at-
tack as a result of earning Breakthrough Points,
and il does not do so, it is flipped over.

{16.72} Unit:, being moved as a result of break-
through may be moved inte any adjacent non-
Enemy cceupied hex. They do not necessarily have
10 be moved into the hex formerly occupied by the
eliminaied defending units (Exception: See Case
10.78) and may ignore Brnemy ZOCs. Stacking
restrictions must be obeyed. The noo-Phasing
Player may conduct an instant counieratiack
against Enemy units being moved as a vesult of
breakthrough {see Case 7.5). Overruns may nof be
conducted by unpits moving with Breakthrough
Points.

[10.73] When a Breakthrough Point is used 1w
move a stack el units, terrain costs are ignored.
One Breakthrough Point equals one hex of move-
ment, two Breakthrough Points equal two hexes of
movement, elc.

[10.74] The atiacker in a ground attack may earn
Breakthrough Points; the defender may not.
Either Player may earn Breakthrough Points when
parlicipating in an instant counterattack (see Case
7.58). However,if Breakthrough Points are earned
asa result of an instant counterattack, they may be
used to move units oafy; they may not be used to
initiate 8 ground attack. Breakthrough Points are
never earned during ar averrun,

[0.75] If the German Player uses a Breakthrough
Point to initiate another ground attack, he may
maove other unifs not involved in the original at-
tack in support of the units conducting the new
grount artack (see Case 7.7} 1f this new ground
attack earns Breakthrough Points, ail units moved
in support of it are eligible 10 be moved in break-
theeueh. In this way a plaver may continue moy-
ing and attacking with a group of unils (adding
new units by moving them in support, it German),
until they conduct 2 ground attack that dees not
carn Breakthrough Pgints, al. which point they
would then be flipped over. The Soviet Player may
not move units in support during breakthrough,
Only those units involved in the original ground
attack may be included in a second Soviet ground
attack,

{10.76] Artillery units that take part in a ground
attack {from an adjaccnt hex or by indirect fire)
are nol involved in a breakthrough. They are im-
mediately flipped cver. The German Plaver could
commit osher artillery units to indirect fire or
move them in suppeort for a ground attack he in-
itiates with a Breakthyough Point. The Soviet
Player may noi commit indirect fire to a ground
attack he initiates with a Breakthrough Point, The
defender in an Enemy ground attack initiated with
4 Breakthrough Point may use indirect fire.

[10.77] Breakthrough Poinis may #oi be ac-
cumulated from ground atiack 1o ground attack,
If a ground attack is initiated with a Breakthrough
Point, any remaining Breakthrough Points are
lost. However, more Breakthrough Foints could
be earned as a resuli of this new ground attack.

[10.78) If a player earns Breakthrough Pointsina
ground atrack in which the Enemy Player’s Phase
Is initinted (see Case 11.4), the player may spend
one Breekthrough Point to move a stack of units
into the hex formerly occupied by the Enemy onits
eliminated in the ground atiack ondy. All other
Breakthrough Points are lost, the attacking units
are flipped over, and che Enemy Player's Phase
begins,



[10.79] If the Offensive Fire Combat Result in a
ground attack eliminates the defending units ex-
actly (e.g., a result of “2' against two Defending
units), no Breakthrough Points are earned and the
attacking units are flipped over. There is no auto-
matic advance after combat,

{11.0] INITIATIVE AND
REACTION

GENERAL RULE:

During the Operations Stage, the Players alternate
Phases back and forth, often by chance, When a
German Initiative Phase is underway, the Soviet
Player draws a Reaction Chit each time the Ger-
man Player conducts an overrun or ground attack,
or participates in an instant counterattack. if a
Reaction Chit drawn by 1he Soviet Plaver states
that he may react, a Soviet Reaction Phase is im-
mediately initiated. {f the Soviet Playerrolls a 6"’
during a Soviet Reaction Phase when conducting a
ground atiack or participating in an instant ¢oug-
terattack, a German Initiative Phase is immediate-
1y begun. A German Initiative Phase is also started
if the Soviet Player as moved all the units he is
aliowed 1o or wishes 10 in his Reaction Phase. The
Final Soviet Reaction Phase is initiated when Ihe
Cerman Player announces thal he has moved all
the units that he wishes to or is able 10 in the Game-
Turn. Fhis Phase is like other Soviel Reaction
Phases except that the Sovie: Player may receive
replacements and conduct Strategic Withdrawal.

CASES:

[11.1} HOWTO USETHE

REACTION CHITS
Before beginning play, the thirty Reaction Chits
should be thoroughly mixed topetherand placed in
a wide-mouthed container, such s a coffee mug.
This s called the Reaction Chit Pool, Note that
*’No Reaction'” is printed on 24 of the chits, and
“Soviet Reaction®' is printed on 6. Whenever the
German Plaver conducts g graund attack or over-
run, or participates in an instant counteratiack
{ser Case 7.5%) during the German [nitative
Phase, the Soviet Player draws one of these chiis
{Exception: See Case 11.13). If it says No Reac-
tion, nothing happens, and the German Flayer
continues his Phase. If il says Sovier Regction, the
(German Initiative Phase ends immediately and a
Saviet Reaction Phase begins.

[11.11] When a chit is drawn from the Pool, it is
kept out of the Pool for the remainder of the
Game-Turn. Exceptions: If there ate less than 5
chits remaining in the Reaction Chit Pool ar any
time during a Game-Turn, the Sovier Player may
(but is not required 10) place all the drawn chits
back in the Pool. If there is only one Chit remain-
ing in the Pool, the Soviet Player nust place ali the
drawn chits back into the Pool,

[11.12] At the end of each Game-Turn, all drawn
Reaction Chits are returned to the Reactien Chil
Pool. However, one No Reaction Chit is per-
manantly removed from the Pool. Thus in Game-
Turn Two, the Pool will consist of 29 units, ic
Game-Turn Three of 28 units, and so forth, Inthis
way the chances of Sovier Reaction increases
slightly as the game progresses,

{11.13} If the Soviet Player has one or more units
in Mamayev Kurgan (hex 1726) or was the las:
playes to have a unit there, he draws rwo Reaction
Chits whenever eligible 1o draw a Chit, If either of
them say Sovie! Reaction, a Soviel Reaction Phase
is inttiated. If both of them sav Soviet Reaciion,
the Soviet Reaction Phase begins and he may
return one of the Chits to the Pool, Singe Reaction
Chits are drawn before any Breakthrough Points

that 2 German ground attack may earn are ex-
pended, the Soviet Player would draw rwo Chits
even if an attack directly against the Mamayvev
Kurgan eliminated all the Soviet units in che hex,

[11.14] Reaction Chi's are never drawn during the
Air Power Stage, the Bombardment Stage, or a
Soviet Reaction Phase,

[11.2] SOVIET CAPABILITIES IN A
SOVIET REACTION PHASE

When a Soviet Reaction Phase {5 injtiated, the
Soviet Plaver may move his units wilhin the
following limitarions:

» He may move any anits that begin *he Phase in
or within two hexes of the hex occupied by the
Generali Chuikov counter. These 1wo hexes are
counted by including the hex occupied by the unh
to be moved, but nat including the hex oceupied by
Chuikov, However, see Case 11.3,

* He may move aay units ke receives this Phase as
reinforcements (see Case 15.4).

# He rolls a die at the beginning of the Phase, The
result indicates the number of srecks of unils he
Ay wove in addition to thase he may move as
described above. Thus il he rolied a **4,"* he could
move units Lhat begin the Phase in four different
hexes.

{11.21] Uniess 4 unif can be included in one of the
above categories, the Soviet Player may not move
il evenif # is not yet fipped over. Of course, units
that are already flipped over may not be moved,

[11.22] A Soviet unit or stack of Sovief units (hat
have not been moved may partizipate in a ground
attack against adjacent German units. This does
no! count toward the limit on the number of Sovier
stacks that may be moved. The units would still be
flipped over, however, after combat is resolved,

[11.3] GENERAL CHUIKOV

As noted in Case 11.2, the General Chuikov
counter gnables Soviel units 10 move during a
Soviet Reaciion Phase. Alternatively, the Soviel
Player may move the Chuikov counter during his
Reaction Phase (the CGeneral has a Movement
Allewance of 12). Chuikov may not be used to ini-
tiate the movement of any Soviet units during any
Reaction Phase in which heis maved.

{11.31} The Chuikov unit is moved like any other
Soviet unit. However, it must finish its moveina
hex occupied by at least one Soviet combar unit,
Chuikov is not flipped over when moved; he may
be moved each and every Soviel Reaction Phase,
Fhe Chuikov unit has no Z0C, no Fire Strength,
and dogs not count as a unit for purposes of stack-
ing.

[11.32] The Soviet Plaver may not voluntarily
leave the Chuikoy counter alone in a hex. Thai is,
he may not move a unit in the same hex as Chuikov
ouf of that hex it there are no other units remain-
ing.

[11.33] The Chuikov counter may not lake part in
any tvpe of attack and may not be atiacked by the
German Player. However, if all the units stacked
with Chuikov are involved in any type of attack
(offensively or defersively) and are entirely
eliminated in that actack, -here is a chance that
Chuikeoy is killed. The German Player rolls the die.
I a 1" is rolled, Chuikov is indeed dead and is
removed {rom plav, This die roll does ror allow
the Soviet Piayer to draw a Reaciion Chit.

[11.34] 1f any resulr other than **1'"" ic roled when
checking for General Chuikov's elimination, the
Saviet Player places the counter in the nearest
Soviet-occupied hex, If two or more are 2quidis-
tant, he chooses ane, This placement is not con-
sidered an offical “move’* for Chuikov; he may
still be used ta initiate Sovier movement during the
CUFTEL1 O upcoming Soviet Reaction Phase.

[11.35) If the Chuikov counter is eliminated, the
Soviet Plaver is further liraited as to which units he
may move each Soviet Reaction Phase for the re-
mainder of the gams. He may only move as many
stacks of units as he rolls on one die, plus the units
entering as reinforcements in the current Soviet
Reaction Phase (see Case 11,2),

[11.36} Soviet units that are within 1wo hexes of
the Chuikov counter (as described in Case 11,2}
may not be put out of supply and are not subject to
coliapse (see Section 13,0, Supply).

(11.4] ENDING AN INITIATIVE OR
REACTION PHASE

A Soviet Reactior Phase ends when the Soviet
Player has moved all the units he can or wishes ta
as described in Case 1.2, or if he rolls a “6'
(before any additions or subtractions are applied
to the die resuit) when conducting a ground aitack
or participaling in an instant counteratzack (see
Case 7.59). A German [niliative Phase ends as
described in Case 11.1, or if the German Player
has moved all the unils he can or wishes to in the
Game-Turn (in this case, the Final Soviel Reaction
Phase |sinitiated, see Case 115},

If a Player's Phase ends unexpectedly (i.e., a
drawn Sovier Reacrion chit if German or a die roll
of **6'" if Soviet), the effects of the attack curreni-
ly underway gre implemented. However, if the
Phasing Plaver earns Break:hrough Peints in the
attack, he may use only ong of them, 10 move par-
ticipating units into the atiacked hex (see Case
10.78). All other Breakthrough Points are lost and
all of the Phasing Player's units invelved in the at-
tack are flipped over.

[11.5] FINAL SOVIET
REACTION PHASE

When the German Player has moved all 1he units
he can in a Game-Turn (i.e., all German unizs are
flippect over) or when he has moved ali the units he
20 desires i a Game-Turn, he declares that he is
through for the Game-Turn and that the Sovie:
Plaver may begin his Final Savie: Reaction Phase.
This Phase differs from other Soviel Reaction
Phases as noted in the Sequence ol Play (Section
4.0) and as detailed below,

+ Before moving any units, the Soviet Player may
receive replacement armor units in certain Soviet-
occupied fortress hexes (see Case 15.51).

* The Soviet Playver is limited in the number of
units he may move as described in Case 11.2.
However, he rolls the die twice (for o result rang-
ing from “2% to **12'") to determine how many
stacks of units he may move in addition 1o the
units within two hexes of the Chuikov coenter and
1he reinfercemen! units. Any replacement armor
units the Soviel Player received this phase may
also bemoved.

* Afler completing his permissible movement for
the Phase. the Sovist player may move certain
units that are not flipped over by straregic with-
drawai (see Case 1 1.6}

* The Soviet Plaver may relocate his ammunition
depot (see Case 6.6) and receives replacement
militia and worker units, which may not be moved
(see Case 1551

{11.81] The Final Soviet Reaction Phase is never
initiated by drawing a Sovier Reaction chil, If such
a draw should coincide with the German Player's
final move of the Game-Turn, a normal Soviet
Reacrion Phase would be initiated. When thas
Phase is compleied, the German Player would an-
nounce tha: he has no more units to move or attack
with, and the Final Sovist Reaction Phase would
Immediately begin.

[11.52] The Final Soviet Reaction Phase is ended
for purposes of Soviet movement and combat if
the Soviet Plaver rolls a “6*” during any atiack in
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which he participates {see Case 11.4), However,
the Soviet Player would stili be able to execute
strategic withdrawal, receive replacement militia
and worker units, and relocale his gununition
depot,

[11.83] If, by some chance, no Soviel Reaction
Phase is initiated by the time the German Player
has completed all his movement for the Game-
Turn, the Final Soviet Reaction Phase will be the
only Reaction Phase the Soviet Player receives. In
this case, the Soviet Player may bring in all rein-
forcement units due him for the entire Game-Turn
during his Final Reaction Phase. However, he is
still limited by the restrictions of his ferry and pon-
toon capacity (see Case 15.4).

(11.6] STRATEGIC WITHDRAWAL
(SOVIET PLAYER ONLY)

After the Soviel Plaver has completed his move-
ment and attacks in the Final Scviet Reaction
Phase, he may conduct strategic withdrawal, Al
Soviet units that are not yet Mipped over may be
moved one hglf their printed Movement
Allowance. A unit being moved by strategic
withdrawal must obey the following restrictions:

= It may not be moved into or through a hex adja-
cent to an Enemy unit,

¢ [t may only be moved to 2 hex that js in the same
Deployment Aree as the hex it currently occupies
(see Section 2.0).

e [t may only be moved to a hex that is closer (in
hexes) to the Volga River,

[11.61] A unit adjacent to an Enemy unit may not
be moved by strategic withdrawal,

[11.623] Militia units and units with a Movement
Allowance of **0" may not be moved by strategic
withdrawal.

[12.0] SPECIAL SOVIET
UNITS

GENERAL RULE:

The Soviet Player has a number of units with
special abilities and restricijons, Rules covering
the 2289 Ammunition Depoi, Soviet survivors and
General Chuikov may be feund in Cases 6.6, 6.7
and [1.3, respeciively, Characterisiies of other
special Soviet units are explained below,

CASES:

{12.1] SOVIET MILITIA

Militia units represent the local citizenry of Stalin-
grad that were thrown into action by the Soviet ar-
my with little or no training or equipment. The
Soviet Player receives 17 militia units at the start of
play, in accordance with Section 2.0. Atthe end of
the Final Soviet Reaction Phase in each Game-
Turn, he receives additional militia units as
replacements (see Case £5.52).

[12.111 At the start of play, militia units may only
be placed in light, heavy or fortified structure hex-
es. Militia units received as replacements during
the game are under this same restriction, and inad-
dition they may only be placed in hexes occupied
by non-militia Soviet units.

[12.12] There is an absolute limit of 30 militia
units that may be it play ai any one time (30 are
provided in the countermix). If the Soviet Player is
eligible to receive replacement militia units, and
there are none aveilable, he may not.take them,
Militia units that are eliminated mayp be taken as
replacements.

{12.13] Once in play, a militia unit may not be
moved unless it is stacked with a non-militia wnit,

Militia units may never be moved by Stralegic
withdrawal.
[12, 14} MiLitia units do not exert s ZOC.

[12.18] The Soviet Player may not conduct a
ground attack solely with militia units, aithough
they may participate in a ground atrack with other
uniis. A militia unit may not execute an instant
counterattack,

[£2.16] ¥ the German Player conducts & ground
attack against a hex occupied solely by militia
units, a 1 is subiracted from the attack-type die roli
{see Case 16.22). The Soviet Player may not com-
mit indirect fire to aid Defensive Fire condneted
solely by militia units.

[12.17] 1f the German Player conducts ari overrun
against 2 hex occupied sclely by militia units, the
militia units are automatically eliminated (see Case
7.44),
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{12.2] WORKER BRIGADES

The Soviet Player receives sin worker brigades at
the start of play. These are placed, one per hex, in
the Barricady Factory, the Krasny Okryabr Works
and the Tractor Factory (see Case 2.1}, Worker
prigades in the latter two localions enable the
Soviel Player (o receive armor replacement uniis,

{12.21] Worker usits attack and defend normalty;
they may b invelved in a ground attack or an in-
stant counteraitack and are flipped over after do-
ing so. Worker units may never move, gither by
normal movement or by breakthrough movement.
{12.22] If both hexes of the Tracior Factory
(hexes 2715 and 2716) are occupied by worker
units at the beginning of the Final Soviel Reactibn
Phase, the Soviet Plaver receives light armor units
(1-0-10). Me rolis one die to delermine the number
of such units he receives and may place them in
either or both hexes of the factory (see Case
15.51). They may be overstacked when placed.
{12.23] 1f both hexes of the Krasny Oktyabr
Works {hexes 2221 and 2321) are occupied by
worker units at the beginning of the Final Soviet
Reaction  Phase. the Soviet Player receives
medium armer units (2-1-8), using the same
method asinCase 12,22,

(12.24] Although the Barricady Factory has
worker units, it does not produce any tank units.

[12.25] Worker units may be eliminated and may
be replaced. If any of the six hexes listed above are
not German-occupied and do nof contain a Soviel
worket unit at the end of the Final Soviet Reaction
Phase, the Soviet Plaver may place a worker unit
tn the hex. Stacking restrictions may not be
violated; if there are already three units in the hex,
no worker untt may be placed in the hex. Note that
a worker unil so placed does nof enable the Soviet
Player to receive replacement armor unils, since
they are taken at the beginning of the Phase.

[12.3] VOLGA RIVER FLOTILLA

The Volga River Flatilla unit enters play in the
Final Soviet Reaction Phase of Game-Turn One. Tt
is placed in any hex of the Volga River that con-
tains the Flotilla Placement Line {ex¢eption to
Case 7.36). During the Artillery Bombardment
Stage of each Game-Turn, the unit may bombard
German units in an adjacent Volga River bank hex
only (se¢ Section 6.0). On Game-Turn 2, the unit
has a bombardment Fire Strength of fear. On
Game-Turn 3 through 6, the unit has 2 bombard-
ment Fire Strength of fwo. The unit is removed
from play after the Bombardment Stage of Game-
Turn b,

{12.31] The flotilla unit may only be placed in a

nex containing the Fiotilla Placement Line, and.

may not be moved per se. However, during the
Fina! Soviei Reaction Phase, the Soviet Player
may place the unit in any other Volga Rivet hex
that contains the Placément Line,

[12.32] The flatilla unit takes part in na functions
af the Operations Stage; its sole purpose is to bom-
bard German units in River bank hexes. [t may not
be attacked by German bombardment or any other
form of atiack.

[#2.33] German units under bombardment by the
florilla unit are considered to be in a clear terrain
hex. Columns 4 and § of the Terrain Effects Chart
are 0ot used. The bombardment Fire Strength of
the flotilla unit may not be combined with any
other form of Soviet artillery bombardment,

[12.4] PONTOON BATTALIONS

The Soviet Plaver receives one pontoon battalion
unti in each of the First Soviet Reaction Phases of
Game-Turns One and Two. A pontoon unit may
be placed in any ferry hex (only). Its presence in-
creases the reinforcemen! capacity 0F the ferry in
its hex by six units (see Case 15.41) each and every
Soviet Reaction Phase thereafter.

{12.41] Once placed, a pontoon onit may never be
maved. Pontoon units do not count as 2 enit for
purposes of stacking. However, no more than one
poritoon unit may be placed ina single ferry hex,

[12.42] A pontoon upit may nof be attacked by air
power of bombardment. 1t may be eliminated by
ground attack and counts as a unit destroyed
toward fulfilling the combat result, If a pomoon
unil ig destroved, it may never be returned to play.
A pontoon unit has a Fire Strength of *“0'"; it may
not conduct Defensive Fire if attacked and may
not initiate an attack,

[12.43] The reinforcement capacity of a ferry is
increased immediately upon placement of a pon-
teon unit in its hex, including the Reaction Phase
inwhich it is placed.

(13.0] SUPPLY

GENERAL RULE:

Units must be in supply to use their full Fire
Sirength and Movement Alowance. If they are
out of supply, they are penalized in various ways,
depending on nationality, with respect to their
movemen! and combat capabilities, In addition,
Soviet units may be affected by isofation and col-
fapse.

PROCEDRE:

In order for a unit to be in supply, a Player must be
able to trace a line of hexes free of Enemy units or
their ZOCs from a supply source to the unit in
question, Friendly unils negate Enemy ZOCs in
the hex they occupy for this purpese. This Line of
Supply may be traced through any type of terrain
except for Volpa River hexes, and may be as eir-
cpitous as required, as long as it is composed en-
tirely of contiguous hexes, H such a line of hexes
cannot be traced to a unil, it is out 6f supply. The
supply status of a unit may change instantaneously
depending on whether or not & Line of Supply can
be traced to it at the mement, When a unit is out of
supply, its Fire Strength Is halved for all purposes,
in addition 10 any other penalties it may incur,
When halving Fise Strength or any other unit
value, round [ractions up. If two or more oul of
supply units are using their Fire Strengths at once,
halve their total Fire Strength. A unit’s Pire
Sirength may never be reduced below *“1'* {unfess
its printed Strength is ("), Other penaities may
be incurred by units out of supply.

CASES:

[13.1] GERMAN SUPPLY
The German Player may use any hex on the west or



notth edge of the game-map as a supply source, If
a Line of Supply can be traced from one of these
hexes to a German unit, that upit is insupply. If a
German unit is cut of supply, its Fire Strength and
Movement Allowance are halved.

{13.11] The Movement Allowance of a German
unit, as affected by supply, is deterrined at the
beginning of its movement only. The unit's Fire
Strength is determined at the moment of fire. A
German unit’s ability 10 move by breakthrough
(see Case 10.7) is never affected by lis supply state.

[13.12] IfaGerman unitis eliminated while out of
supply, it is not eligible to be taken as a replace-
ment {see Case 15.2). The unit is permanently
destroyed,

[13.2] SOVIET SUPFLY

The Soviet Player may ase any non-German oc-
cupied Ferry hex (hexes 1822, 2227 and 2719 as a
supply source. If a Line of Supply can be traced
from one of these hexes to a Soviet uair, that unit is
in supply. If a Soviet unit is out of supply, its Fire
Strength is halved, and it may #e! be moved {cither
by normal movement or breakthrough move.
ment). An out of supply Soviet unit may not take
part in an instant counterattack,

{13.21] A Soviet Line of Supply may be traced
across the German Start Line only if no German
unit is in the Divisional Sector {see Section 2,0}
the Soviet Playeristracing across,

{33.22} A ferry hext may be used as a Soviet supply
source even if its reinforcement capacity is reduced
10 zero by German units in adjacent hexes (see
Case 15.42), s0 long as the hex is not actually oc-
cupied by a German unit,

[(13.23] A Soviet.unit in a fortified structure hex
(including Volga River bank hexesy may never be
out of supply (the unit may be affected by isolation
or collapse however). Once a Soviet unit is moved
oul of a fortified siructure hex, it is immediatety
subject to supply restrictions,

[13.24] A unit that is under direct command of
General Chuikoy (i.e., is within two hexes of the
Chuikov counter} may hever be out of supply or
subject 1o cotlapse, It may, however, be isolated.
The Chuikey counter may be used for supply and
o prevent collapse even if it i3 moved during a
Reaction Phase (see Case 11,3).

[13.25] 1f a militia unit is ever out of supply and is
not stacked with a2 nonp-militia unit, it is im-
mediately eliminated.

[13.26] Trans Volga Artillery units, the Volga
flotilla unit and the Chuikov counter may never be
put out of supply and are never sisbject to izolation
ot collapse.

[13.3] SOVIET ISOLATION

If the reinforcement capacity of all three ferry
hexes is reduced to zero, either by German occupa-
tion ot by German units being in adjacent hexes
(sec Case 15.42), alf Sovict units west of the Volga
River are isolated, Two is added to the die roll
resuit when conducting any type of fire with
isolated units (e.g., Offensive Fire, Defensive Fire,
artillery bombardment, et¢.), This penalty is in ad-
dition 1o any other modifications that may be
made to the die result. For example, if an isolated
Soviet unit were conducting Offensive Fire into an
urban hex, a total of four would be added to the
die result. Isolation may go into or out of effect
any number of times during a Game-Turn, depen-
ding on the current reinforcement capacity of all
the ferry hexes, Note that it is possible for all
Soviet units to be isolated, while some or none are
ont of supply (see Case 13.22).

{13.4] SOVIET COLLAPSE

If all three ferry hexes are actually occupied by
German umnits at the end of a complete Game-
Turn, all Soviet unies must check for coilapse. A1
militia units are immediately removed from play,
The Soviet Player must roll the die separately for
each and every other Soviet unit west of the Voiga
River to see if it surrenders. If the die roll result is
higher than the unit’s printed Fire Strength, the
unit is removed from play.

[13.41] The Soviet Player does not roll the die to
see if units that are within iwo hexes of the
Chuikoy counter surrender — these units are im-
mune to collapse.

[£3.42] 1f aunithas two Fire Strengths, the higher
of the two is used when detetmining whether it sur-
renders, When checking to see if an artillery unit
sucrenders, the die result must be greater than ore
Aelf the unic’s printed Fire Strength to cause the
unit’s elimination.

[14.0] EFFECTS OF TERRAIN

GENERAL RULE:

The tvpe of terrain that is present in a hex affects
the movement of German units and may alter the
Fire Strength of units firing into or out of the hex
in & variety of ways. These terrain characteristics
are summarized on the Terrain Effects Chart, Cer-
tain terrain types have special properties.

CASES:

[14.1] ARMORTYPE UNITS
AND TERRAIN

All armor and anti-tank units, and most flak units
have two printed Fire Strength values, The first
value [the greater) is used when the unit s
conducting any type of fire into a clear terrain hex,
The second value (the lesser) is used when the unit
is condueting fire into any hex containing terrain
other than ¢lear, during a ground atiack only.
Exception: If one of these unit types is sracked
with any type of infantry, engineer, recon-
naissance or worker unit and both units are con-
ducting fire into the same hex, the armor t¥pe unit
uses its greater Fire Strengih value,

[14,11} When an armor, anti-tank or flak unit is
involved in an overrun or instant counterattack
(offensively or defemsively), its greater Fire
Strength value Is always used,

[14.12] Although terratn does not otherwise effect
units involved in  surprise attack resolutien (see
Cage 10.32), the Fire Strength of involved armor
type unmits is still affected by terrain as moted
above.

[14.13] Certain Soviet armor and anti-tank unifs
have 4 lesser Fire Strength vabue of 0.7 If this
value is used and resulis in a toral of zero Fire
Strength Points committed to an attack, the fire
does not rake place, However, the Soviet Plaver
would still draw a Reaction Chit, if eligible.

[14.141 Certain German flak ynils have only one
Fire Strength value {their values are organized like
artiflery unit values). These units are not affected
by the above restrictions, but are subiect 1o the ef-
fects of terrain on artillery.

[14.2] GERMAN INFANTRY UNITS
AND TERRAIN

All German infantry units have two printed Fire
Strength values. The first value is used when the
unit is conducting any type of fire into any type of
hex excepr a heavy or fortified structure terrain
hex, The second value is used when the unitis con-
ducting any tyvpe of Fire into a heavy or forlified
structure hex, This reduction represents the inef-

fectiveness of German heavy weapons {those
organic to the infantry battalions) in the built-up
areas and rubble of Stalingrad.

[14.3] USING THE
TERRAIN EFFECTS CHART

The Terrain Effects Chart is a comprehensive
guide detajling bow the various terrain types on
the game-map affect the many tvpes of combat
and other game functions in Stalingrad.

¢ Column 1 tists all the major terrain fypes on the
game-map.

» Column 2 lists the Movement Point cost for Ger-
man units 1o enter & particelar terrain hex or to
cross a terrain hexside. For example, 1o move
across a river hexside into a heavy structure hex
would cost a German unit three Movement Points
t1otal (2 for moving into the heavy structure and 1
for crossing the river). Note that clear terrain
hexes and road hexes cost German units only 4
Movement Point to enter, In the case of road hex-
es, ¥i Movement Point Is expended if the hex is
entered through a hexside crossed by that road.
(therwise, the other 1errain in the hex determines
the Movement Point cost. Roads do nots cross
rivers: the extra point cost of crossing a river hex-
side must be expended,

e Column 3 summarizes the extent of Zone of
Controt into the various terrain hexes.

= Columni 4 detalls how the number of Air Points
ar Fire Strength of actillery units conducting bom:
bardment or indirect artillery fire {offensive or
defensive) may be reduced by the terrain in the hex -
they are committed to atfack, These penalties do
not affect a unit (artillery or otherwise) firing inta
an adjacent hex.

s Column $ fists a number to be added 1o the die
roll result when conducting an Alr Attack, Artil-
lery Bombardment or Offensive Fire into a certain
tercain hex, For example, if a 3" were rolled
when bombarding 2 woods hex, the resalt would
be treated as a *'4."" These additions are net used
during an Offensive Fire, if at least one of the at-
tacking units is an engineer unit, These additions
are never used when conducting Defensive Fire
and might not be used when conducting an Air At-
tack with Dive Bomber Air Points (see Case 5.4).

® Column 6 is used when the Seviet Player is con-
duciing Defensive Fire{only). Note that the terrain
refers to the hex the Soviet uniss oceupy. The fisted
modifiers may affect the die result or increase the
strength of the unils conducting Defensive Fire.
The strengih of indirect anilery fire committed to
support a Soviet Defensive Fire is nor increased by
these modifiers.

# Column 7 is used when the German Player is
condycting Defensive Fire {only}. Note that the
terrain refers to the hex the artacking Soviet units
occupy. The lisied modifiers may affect the die
result or increase the strength of units conducting
Defensive Fire (including German indirect artillery
Fire).

Columns 4, 5, 6 and 7 are ngver used when resolv-
ing an overrun or instant counieratiack, Columns
5,6 and 7 are not usett when resolving a surprise at-
tack.

[14,4) SPECIAL TERRAIN HEXES

{14.41] The special structures {hexes 1925 and
1926; and hexes 2126 and 2127) are considered
heavy structure hexes for purposes of movement,
Offensive Fire and Defensive Fire; and as clear ter-
rain hexes Tor purposes of air atack, artillery
bombardment and artillery indirect fire.

[14.42] Mamayev Kurgan (hex 1726) is considered
a fortified structure for all game purposes, even
though it is a hill,

[14.43] Volga River bank hexes are treated as for-
tified structure hexes for all game purposes. (Ex-
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eeption; If a Germar anit in a Volga River bank
hex'is being bombarded by Soviet Trans Volga ar-
tillery units or the Volga Flotilla unit, it is coh-
sidered 16 be in a clear terrain hex.) Neither player
may stack more than two units in a Volga River
bank hex,

[14.44]) The Great Gully (hexes 1534 and 1634) is
considered o be fortified structure hexes for ail
purposes. The river running through these hexes
(and through hex 1735} is ignored,

114.5] THE OIL TANKS

The oil tank hex-(1535) is treated as e clear terrain
hex for all game purposes unless it is ignited. At
the end of each complete Game-Turn, the Sovier
Plaver rolls the die. A result of 1-5 has no sffect. A
result of 6 means the oil tanks have been ignited by
a stray projectile, causing Ihick black smoke to
cover the entire city, with the following effecis:

® The burning oi! counter is placed in the oil tank
hex.

* Any units in the hex when ignition is determinad
are immediately eliminated.

& German Air Power is halved For the duration of
the Game-Turn immediately following ignition
(i.€., every 4 Level Bomber Points committed have
avalue of 2, and every 2 Dive Bomber Points com-
mitted have a value of 1). Soviet Air Power is not
affected.

® The strength of German actillery units conduc-
ting bombardment in the Game-Turn immediately
following ignition is kalved (in additon to any
other penalties they may incur). Soviet artillery
units, and German artillery units used in the
Qperations Stage, are not affected.

* No unit may enter or move theough the oil 1ank
hex for the entire upcoming Game-Turn.

At the end of the Game-Turn following ignirion,
the burning oil counter is removed, The hex s
again treated as a clear terrain hex and may never
be re-ignited.

[14.6] PROHIBITED AND
IRRELEVANT TERRAIN

f14.61} All Volga River hexes and hexes east of
the Volga are prohibited to all units. Excepiion;
‘The Yolga River flotilla unit may be placed i &
Volga River hex (see Case 12.3). Units of the Trans
Volga Artillery may he placed in specially marked
hexes east of the Volga but may never be moved
(see Case 16.1).

[14.62] Railroads have absolutely no effect on
piay and are included for historical interest only.

[(15.0] REINFORCEMENTS
AND REPLACEMENTS

GENERAL RULE:

Both players receive reinforcements in accordance
with their respective Reinforcement Displays
during the Operations Stage of each Game-Turn.
The German Player receives replacements at the
beginning of a Game-Turn from thaose units
destroyed during the previous Game-Turn. The
Soviet Player receives replacements during his
Final Reaction Phase. Reinforcement and replace-
ment units are taken from among the units in the
countermix not set up ai the start of play, as well as
from units previously destroved.

CASES:

[15.1] GERMAN REINFORCEMENTS

The German Player may enter his reinforcement
units into play from any hexes on the west or north
edge of the game-map during a German Initiative

Phase of the Operations Stage in the Game-Turn
they are scheduled o arrive (Exception: see Case
15.15%

[15.11] The German Plaver may sequence the ar-

rival of his reinforcements as desired, bringing .

them into play at any time during any German In-
itiative Phases of the Game-Turr,

[15.32] The appropriate number of Movement
Points must be expended to place a reinforcement
unités} in its entry hex. Once a reinforcement unit
or stack of units is brought into play, it must be
moved immediately (if at all) and {s subject to all
supply, movement and combat restrictions,

{15.13] The entry of German reinforcements may
not be delayed from Game-Turn to Game-Turn.

{15.14] There are no German reinforcements on
Game-Turn [ or3,

[15.18] The seven units of the 37Est Infantry Divi-
sion {(which enter on Game-Turn 5} must be
breught inte play from the west edge of the gams
map south of hex 91404 exclusivey.

[15.2] GERMAN REPLACEMENTS
German replacements represent the reotrganiza-
tion of shattered German formations into Kampf-
gruppe {battle groups). When a German unit is
eliminared, it shoul! be placed in the German
Replacement Box (printed on the map). During the
Game-Turn Preparation Stage, the German
Plaver determines which units eliminated in the
previous Game-Turn will be returned to play. He
rodls the die once for each unitin the box., 1f the die
roll result is '*3*° or less and is equal to or tess than
the unit’s Fire Strength value, it is cligible tobe a
replacement, [f thedie resultis greater than 37 or
greater ihan the unit’s Fire Strength, the unit is
permanently destroyed and should be placed in the
counter trav. After determining all  his
replacements, the German Player deploys them in
any hexes in any of 1he German Division Deploy-
meni Sectors. in the upcorning Game-Turn, they
may be involved in all game functions, just like
German units already in play,

[15.21] If a unit has two Fire Strength values, the
smatler is used when determining the chance of
replacement,

{18.22] Artillery units and flak units may never be
taken as replacements. If such a unit is eliminated,
it should not be placed in the Replacement Box.

{15.231 The German Player only rolls the die 1o
determine whether a given eliminated unit is eligi-
ble to be a replacement during the Game-Turn
Preparation Stage [ollowing the Game-Turn in
which it was destroyed. There should bg no units in
the Replacement Box immediately after 2 Game-
Turn Preparation Stage.

[15.24] A German unit thatiseliminated while out
of Supply (see Case 13.1} may not be taken as a
replacemant; it is permanentty destrayed.

[15.3] GERMAN WITHDRAWALS

The German Player receives no reinforcemenis on
Game-Turn 3. Instead, he must withdraw the 29th
Motarized Division from play. At the beginning of
the Operations Siage of the Game-Turn he simply
removes 17 units of the same unir types listed for
the 29th Motorized Division on the German Initial
Deployment Display. These units may be taken
from anywhere on the game-map, including units
he recelved as replacements this Game-Turn. (Ex-
ception: Units that are currendly out of Supply
may not be withdrawn.) If units of the exact type
listed are net available, other units of the same
basic type must be removed so that ar equivalent
number of Fire Strength Points is removed (24 ar-
mor points, 28 infantry points, 16 artillery points,
& engineer points and 2 reconnaissance poinis),
Withdrawn units are not eligible te be 1aken as
replacements.

[15.4] SOVIET REINFORCEMENTS

The Soviet Reinforcement Schedule specifies the
Game-Turn and Reaction Phase in which Soviet
reinforcement units may first be brought into play.
Soviet reinfor¢ements may omly be initially placed
on any non-German occupied Ferry hex {Exeep-
tion: See Cases 15.43 and 15.48) and must be mov-
ed immediately (if at.all}. The number of rein-
forcement units the Soviet Flayer may bring into
play is limited by the reinforcement capacity of the
ferry hexes. The prinled reinforcement capacity
number on each ferry hex specifies the maximum
number of reinforcement units that may be
broughr into play in that bex in one Soviet Reac-
tion Phase,

[15.41] The reinforcement capacity of a ferry nea
may be increased by six units, by placing a pon-
toon unit in the hex {see Case 12.4), Placing a pon-
1oon unit in a ferry hex does nof¢ count as a unit
against the ferry’s reinforcement capacily,

[18.42] The reinforcement capacity of a ferry hex
may be reduced by the presence of German units,
For every German unif in a hex adjacent to g ferry
hex, the capacity of that hex is reduced by two
units. For example, if three German units oc-
cupied hex 1733, the reinforcement capacity of
ferry hex 1832 would be reduced 10 zero (unless a
pontoon unit were in the hex, in which case the
capacity would be six). 1fa German unit occupies a
ferry hex, that hex's reinforcement capacity is
zere. The current capacity of a ferry may change al
atly time, depending or the current disposition of
German units in of adjacent to the ferry hex.

[15.43] If and only if the reinforcement capacity
of all three ferry hexes is zero at the beginning of a
Soviet Reaction Phase, the Soviet Player may
bring reinforcement units into play in any non-
German occcupied Volga River bank hexes.
However, the 1otal number of uniis thai ozy enter
play in this manner per Reaction Phase is limired
to the roll of one die. A unit that enters play froma
river bank hex may only expend one half its
printed number of Movement Points.

[15.44] The placement of a reinforcement unitina
ferry hex does nof require the expenditure of a
Movement Point. Moving a reinforcement unit
does not count toward the limit on the number of
units the Soviet Player may move in a Reaction
Phase (seg Case 11.2). Reinforcement units may be
moved in support. The Soviet Plaver may place
any number of reinforcement units in a ferry hex
{to the limit of its capacity) as long as stacking
rasirictions are adhered to when the movement of
the units is completed.

{15.48] The German Player may nof condact an
insiant counterattack against reinforcement units
as they are placed in thelr entry hex.

[15.46} Soviet reinforcements rmay be delayed.
The Reinforcement Schedule states the Reaction
Phase and Game-Turn in which unils become
available to enter play. If the Sovier Player does
ot bring a reinforcement unil into play when first
eligible (either by choice or lack of ferry hey
capacitv}, he may bring it on in any subsequent
Reaction Phase {even in a subsegquent Game-
Turn),

[15.47] If the to1al number of Soviet Reaction
Phases in a Game-Turn is less than the number of
Phases specified in the Reinforcement Schedule
far reinforcements, any unils not yet made
available may be brought into play during the
Final Soviet Reaction Phase. For example, if on
Game-Ture 2 there is only one Soviet Reaction
Phase before the Final Soviet Reaction Phase icin-



itigted, all units scheduled to enter in the second,
third and Final Reaction Phases may be taken in
the Final Reaction Phase. The Soviet Player is still
limited to the Reinforcement Capacity of his fer-
ries for one Reaction Phase however.

[15.48] Trans Volga Artillery units and the Voiga
River Flotilla unit do not enter play in ferry hexes,
but rather in the hexes east of the Volga and in the
Volga river respectively (see Cases 16,1 and 12.3).

[15.5] SOVIET REPLACEMENTS

The Soviet Plaver may receive replacement armor
units 2t the beginning of the Final Soviet Reaction
Phase, He may recesive replacement militia and
worker units at the end ©f his Final Reaction
Phase, in accordance with Case 12,25, I the am-
munition depot has been removed from the map
{see Case 6.6), the Sovier Player may return it to
play at the end of his Final Reaction Phase (see
Case 6.64).

{15.51] The Sovier Player receives light and
medium armof units in the Tractor Factory and
the Krasny Oktyabr Works respectively, if their
hexes are occupied by Saviet worker units at the
beginning of the Final Soviet Reaction Phase (see
Cases 12,22 and 12.23). Replacement armor units
may cxceed the stacking restriction when placed in
their entry hex(es), but must conform to the
resirictions when their movement is compieted.
Moving a replacement armor unit does not count
toward the limit on the number of units the Soviet
Player may move in & Reaction Phase (see Case
11.5).

[15.52] The Soviet Player recelves replacement
militia utits each Game-Turn in each of the three
set-up areas (see Section 2.0). He may receive up to
rhree militia units in the Southern area, efeven in
the Ceniral Area, and three in the Northern area,
if there are poi epough militia units in the coun-
termix (including previously eliminated units), the
Soviet Plaver does not receive them. If this occurs,
he must choose how many.(if any) will be placed in
each area, up to the maximum permissible. A
replacement militia unit may only be placed initi-
ally in a light, heavy. fortified or special structurs
hex occupied by a non-militia Soviet unit, and may
fiot be placed in excess of stacking restrictions. I
the Soviet Player has militia units available to him,
but ne valid hexes in which (o place them, he does
not receive them. Once in play, a militia unit is
sebject 1o ald the restrictions of Case 12,1,

[15.53] (f the Soviet Player wishes to move a
replacement armor unit, he need not do so imme-
diately upon placement of the unit. He may se-
guence the movement of such units as he sees fit
with other units he is moving in his Final Reaction
Phase, Replacement militla units may not be
moved on the Game-Turn they are received,

[16.0] TRANS VOLGA
ARTILLERY

GENERAL RULE:

The Soviet Player receives units of the Trans Volga
Artillery group {TVYA} as reinforcements in the
Final Soviet Reaction Phase of sach Game-Turn,
These units are specially colored for easy recogai-
tion. TVA units may only be placed in specific
hexes east of the Volga and may only be used to
bombard German uniis in the Bombardment
Phase; they may not be used for indirect fire,

CASES:

{16.1] DEPLOYING TVA UNITS

When the Sovier Player receives TYA units, he
tnay only place them in the specially marked TVA
emplacement hexes east of the Volga. He may

place one TVA unit per hex for each TVA symboi
printed in it. Thus in hex 2925, he may place up to
two TVA units, but in hex 2821 he may place only
one. The arrival of TYA units may not be delayed.
Once 2 TVA unit is placed in the TVA emplace-
ment hex of the Soviet Player’s choice, it may not
he moved for the remainder of the game.

[16.2]) CAPABILITIES
OF TVA UNITS

A TVA unit may be used to bombard two adiacent
German-occupied hexes, each at the unit's full Fire
Strength {Exception: See Case 16.25).

See example at bottom of page.

TVA units are not subjec: to the resirictions placed
on Sovier bombardment in Cases 6.21, 6.22 and
6.32. Thus, as long as both hexes 10 be bombarded
are within range, 2 TVA uniz may bombard all
German units in the hexes at its full printed Fire
Strengeh, and its fire may be combined with other
TVA units, whether adjacent os not.

{16.21] TVA units may be combined for a single
bombardment as long as both larget hexes are
within range of the participating uniis. TVA units
may not bombard in cambination with Sovier ar-
tillery units west of the Volga, or with the Volga
River Flotilla.

{16.22] TVA units may not be put out of supply or
isolated, and are not subject to coliapse.

{16.23] The Fire Strength of TVA units is affected
by the modifiers in columns 4 and § of the Terrain
Effecits Chart when firing inio applicable terrain
hexes, and when firing at German armor units (see
Cases 6,43 and 6.44),

]““ o oTpnw

The TVA unit in hex 2723 may bombard the Ger-
man units in hexes 2324 gnd 2423, Fech hex is
bombarded with two Fire Srrength Points
{separate die rolls are made for each hex). The

[16.24) When a TVA unit is bombarding a
German-oceupied river bank hex, that hex is
treated as g clear terrain hex,

[16.28] The 203mum anillery unit {enters on
Game-Turn §) may only bombard ore hex per
Boambardment Stage, and may neot combine its fire
withany other units,

[16.26] The German Player may bombard TVA
units with his artitlery units during the Bombard-
ment Stage. However, all TVA units are con
sidered to be in fortified structure hexes for this
purpose. The German Plaver may not conduct air
attacks against TVA units,

[16.3] KONTRPODGOTOVKA
(COUNTER-PREPARATION
BOMBARDMENT)

During one Bombardment Stage of the game, in
Game-Turn 3, 4, 5 or 6 only, the Soviet Player may
announce a Kontrpodsolovke, Regardiess of
whether he pronounces it correctly or not, ali bom-
bardments conducted by his TVA units benefit
from a subtraction of one on all die roll results in
that Bombardment Stage,

[17.0] SCENARIOS AND
VICTORY
CONDITIONS

GENERAL RULE:

Batile for Stalingrad may be played in one of
twe scenarios; the Introductory Scenmario or the

TVA unit in hex 2821 may not hombatd the two
Cerman oceupied hexes; Hex 2423 is within range
but hex 2324 is net. The unit could bombard hex
2423 enly, if so desired,

7



Campaign Scenario. Victory in both scenarios is
based on the number of Viciory hexes the German
Player comirols at the end of the appropriate
Game-Turn. Fifteen Victory hexes are noted on
the game-map. The German Player controls a Vic-
tory hex if it is physteally oecupied by German
units at the end of the Game-Turn.

CASES:

{17.1] INTRCDUCTORY SCENARIO

The players should play the Introductory Scenario
to familiarize themselves with the Baftfe for Sta-
lingred game-system. The scenario represents
the first week of the intensive German effort io
storm Stalingrad, and can be played in about three
hours.

The scenario is one Game-Turn long. The full in-
itial deployment is used and the Soviet Player
receives all reinforcements due him during Game-
Turn 1, except for the Trans Voiga Artillery units.

Victory is determined by the number of Vietory
Points the German Player has at the end of Game-
Turn 1. He earns two Victory Points for each ferry
hex he controls, two Victory Points if he controls
Mamayev Kurgan (hex 1726), and one Victory
Point for cach other Victory hex he controls, If the
German Player has eight or more Victory Pointsal
the end of Game-Turn 1, he wins. IT he has less
than eight, the Soviet Player wins.

[17,2] THE CAMPAIGN SCENARIO

After they feel comfortable with the game-system,
the Players may proceed t the Campaign
Scenario, which recreates the seven critical weeks
of the Stalingrad battle in its entitety. The game is
seven Game-Turns long and takes ten to twelve
hours to play.

Victory is determined solely by the number of Vie-
tory hexes the German Player controls. To win,
the German Player must control fwefve or more
Victory hexes, rwo of which must be ferry hexes, at
the end of any complete Game-Turn. If he oc-
cupies less than tv ~ive Victory hexes at the end of
Game-Turn 7, the Joviet Player wins, If the Ger-
man Player occupies twelve or more Victory hexes
but does not occupy at least two {erry hexes at the
end of Game-Turn 7, the game is a draw.

Designer’s Notes

Historians tend to hang nice neat litles on military
units and then automatically assume that all the
trappings of the title go with it. The German 6th
Army was indeed ““nest.’’ It was a highly organ-
ized military machine with a superb communica-
tons and administrative met. It had a highly
developed staff and a functional, if streiched,
logistical tail, By comparison the Soviel 62nd
Army was an armed mob.

The German advance towards Stalingrad, follow-
ing the total destruction of the Soviet May offen-
sive, had surprised the Soviets in both its energy
and strength, Since there were no major encircle-
ments like there had been in 1941, it has been term-
ed an “'orderly withdrawal.’” However, the real
truth was that the Sovieis simply had the good
sense to cut and run, and run quickly, rather than
hold on to untenable posttions in the face of disas-
ter. But, the very velocity of the retreat caused
total havoc among the organizational and admini-
strative echelons of their forces. They haphazardly
fell back to the Sialingrad outer defenses which
they expected to hold while reorganizing. Units
were intermingled with many records lost, and
they hoped to untangie themselves along this linc.
But, General Hoth's dynamic 4th Panzer Army
quickly and unexpectediy broke through the line
and was very close to taking the city by a coup de
main. Panic strickes, the order was given to fall

pack 1o the inner defenses, This was the final jolt
that caused the total disintegration of any form of
coherent organizalion. The comrmunications net
became non-existent, and morale sank to new
lows. Units were in bad posilions and had no new
grders, re-supply had become haphazard, and the
unexpected, heavy air raids against the city further
doomed the feeble altempls 1o reorganize. The
commander, having fallen into deep depression,
was relieved and a reladve newcomer, Chuikov.
was brought in.

A Command Amid Chaos

Chuikov gave the army spirit and purpese, but he
could not give il organization, Things were so
scrambled that it was impossible even 1o ascertain
what his exact Order of.Battle was, let alone the
Germans', Furthermore, the Germans proved
rather adept at keeping his headquariers under
constant air and artillery shellitg, which frusirated
his attempis to ser up a dependable communica-
tion link with ail his units. He was a commander of
a mob. It was a rather numerous mob, however,
and reasonably well armed. Many of the Soviet
weapons were the equals of the Germans, sich as
the T-34 and the long 152mm guns, and some
weapons were superior, sich as their SMG. Bu,
the army could not really react.

Wherever his headguarters was, Chuikov could
control those units within dependable telephone
linkage, which was rare, and those within runner
distance, Since his airforce made only night ap-
pearances, thev were useless for obsgrvation. Only
by holding onto the highest ground could heget an
idea of what was happening. He had 10 second-
guess what the Qermans were going to do and shift
his reserves to the place of expected attack. Often
he would meet the arriving reinforcements at the
ferry landings fo give them their orders personally
and to telf them exactly where he wanted them 10
g6. This was net 50 much a matter of personal in-
terest for Chuikov as a necessity, because after a
unit disappeared into the inferno of the city, there
was an excellent chance that he might never beable
to reach its commander again. Frequently, he had
so little flexibility that he would simply tell a unit
10 **go there, dig in, and kill as many Germans as
you can before they kill you.™”

The potnt of this simulation of the battle is to give
the Soviet player definite problems which must be
comsidered quite a bit in advance. Since nothing is
certain, he is forced 10 adhere rigidly 1o the mili-
tary principle of simplicity. Complex ‘‘factor
counting’® and rule structure manipufation, which
are the marks of a cunning gamer, simply will not
work. The game design was buill so that it would
seem to frustrate the gamer's attempr ro control it,
The art of competent simulation design is ta crBate
the “mind problems™ of the opposing comman-
ders. It is important that the gamer feel the actual
emotions that were flowing through the brain of
the generals. Chuikov, for instance, had 10 deal
with an overabundance of confusion, frustration,
and unceriainly. Baertle for Sialingrad creales a
game environment that focuses those emotions in
the gamers.

Paychology

Adding to Chulkov’s problems was the fact that
though he knew his men could hang tough and
would contest bitterly each block of ground, he
also was gware of another very Russian trait — the
potential of a total morale collapse if his men
sensed that total disaster was imminent. The Ger-
man writer Von Mellinthin ofien commentéd on
the unigie Russian trait of fighting tenaciousty
with po regard 1o casualties and then suddenty fali-
ing apart, fleeing or surrendering in total despair,
based an the occurrence of an ‘‘unsettling event.”
The Soviets feared that they would be abandoned

on the west bank by their high command, and they
wortied most about the ferries. Had they fallen, all
of them, it seems likely that this would have been
the mental blow that would have caused the Soviet
soldier 1o sink into depressed apathy and simply
give up the fight.

This “‘psychological'” trait is why the game can ac-
tually end on any turn. Al any time the Germans
are capable of ending the fight once and for all.
This factor will weigh heavily on the Soviet
player’s mind.

This then is the rationale behind whit cerainly is
one of the more urigue movement /combat/reac-
tion systems, The point of modern game design is
to show how it feels 10 command vastly different
styles of armies, Too often game designers assume
that though their strengths may vary and the move-
ment facters be different, both sides operate in
roughly the same way. Seldom will vou find a game
design in which one side’s method of play differs
dramatically from the other, The thought pro-
cesses of 1wo armies, or course, are seldom the
same, Nowhere was the clash of two vastiy differ-
ing thought processes more obvious than at Sta-
fingrad.

The Germanp player will feel very German. Almost
every rule gives him a superiority aver the Soviets,
which is quite realistic, Throughout the rules, the
Germans are able to do one function while the Ruys-
sians can't. The rules make it very clear how and
why a well-organized ““army’” is superior (0 the
armed mob. [tis notsimply a maiter of weapons, it
is a matter of organization and adminisiration, In-
deed, all the German bilizkrieg victories were due
10 the wholesale issuing of one weapon on a scale
not done by any other army up to that time. That
weapon was the radio. With instant communica-
tion and the ability for quick reaction, the German
army defeaied one armed mab after another. With
boring frequency the Germans demoralized, con-
fused and perplexed their numericatly superior
enemies into total defeat, Only one “‘armed mob™
waould ever defeat the Germans in all 6f World War
{l ~ the mob of General Chuikov’s 62nd Army.

Fact vs, Effect

A common question asked of a game designer is
how a certain piece of information is translated in-
10 a “‘game effect.”” Or, 1o paraphrase the game
review: ‘“Why was that fact not accounted for?'"
This is particularly & nettlesome question when two
games are done on the same subject and one seems
to havea ‘‘historical fact”” while the other does not.
The question is always asked: “*“Whois right?"

Doing a game on Btalingrad involves the problem
that more has been written about that east front
battle than about any other. The number of books
on the battle is almost overwhelming, The great
trageddy is that the research behind them was dis-
mal. In most cases, it appeared that accurate infor-
mation was Jost and that errors were constantly
repeated. . .and ne minor errors at that, Almest
every English history on the battle of Stalingrad
will list in the initia} German Order of Battle the
7F6th |afantry Division.

[, indeed, lsted it, even up 10 the “final” QB[ sent
10 SPL. 1 expect numerous reviewers will poin! this
aut as a great error, and some will even offer the
exact, correct OR for the division, But, a check of
the German Language sources reveal that though
it was ordered te go to Stalingrad for the initial at-
tack, it never made it. It was simply unable 1o dis-
engage from the upper Don where it was fighting.
However, the Soviet intelligence reporis had pick-
ed up its order to go to Stalingrad and had neatly
printed it on Chuikov's situation map. Fortunately,
or unfortunatly depending on your viewpoint of
historical documents, this map had been preserved
and has been reprinted, copied and used as thein-



itial **start”* OB for just about every Stalingrad
book printed, 1t is a shame thas the Soviet radio in-
tercept never picked up the last minute cancella-
tion of the move. Only an examination of the Ger-
man War Diaries and OKH situation maps shows
thiserror, This 76th Division error wouid still be in
the game if it had not been for the dilligent Ger-
manic research of Dave Parham, who wrote the
historical commentary.

Dave Parham is probably the most knowledgable

American on the subject of Stalingrad, after hav-
ing made a life-long study of both the German and
Soviet documents pertinent te i, His credits in-
clude all the research for Phoenix's game Streefs
of Stalingrad and key research for SPI's Battle for
Statingrad. He is presently writing the definitive
book on the subject which will debunk much of the
accepted “‘fact’’ about the battle. Parham is a
manifestation of the ‘“new’’ era of specialization
that is slowly coming into wargaming. Tradition-
aily, the game designer has been responsible for all
research as part of the design, Perhaps it would be
belter if he was indeed responsible for all #analy-
5is™ bul not the actual research. There is a differ-
ence. Historical research produces facts, it does
not produce game effects; only good game design
does that,

As an example, in the game Streets of Siglingrad
there appears the prominemt Taraar Wall, which
was a stone/concrete-type wall running almost into
the city. In a company level game, where each furn
is one day, and where this structure could block
movement for a number of hours, this certainly is
a factor. However, in the week long turns of Barile
Jor Stelingrad this factor would be irrelevant,
Once you move to the week long game, an edifice
that delays movement for a few hours until a hole
is blasted in it is simply irrelevant. As a matler of
fact, glven the time/distance scale of Stafingrad,
almost all the movement allowances are based
more on administrative techoiques and logistical
shift capability than on “‘movement of units’
ability. In many respecis the movement factor of a
modern unit is more a function of its administra-
tive and clerical efficiency than of the miles per
hour function of its fest/wheels/horses/treads
factor, Or as my college ROTC instructorsaid, ‘A
unit's movement ability is fotafly dependent on the
number of operational radios it has.” Admitiedly
he was hyping the Signal Corp at the lime, but thai
statement does convey a large chunk of insight.

Another point of significance was German ariil-
fery ammunition, The records, once again in Ger-
man, that Dave studied indicated there wasa “signi-
ficant™ shortage of German large caliber ammo.
There is nothing mare irritaring than the word
“significant,”” 1tis a catch-all for any bureaucraiic
report that really wanis to say: “*“We have discov-
ered a factor that may influence our results, but we
have no idea of how big or little this thing is.”
Since that really can't be said in an offictal report,
the word *'significant™ is used. Anyway, there was
a significant German ammunition shortage,

As a further study of this problem, consider the
question of German Air Power. In the daily game,
the analysis should be based on the number of
planes. Howsver, in the weekly game, that factor
is not neatly as important as the *‘average weekly
sorties,” Also, in the weekiv approach, a good
game designer should consider the impact of a
week's worth of air harassment. In simple terms,
being bombed once in a time span of a day is no big
deal, and the novelty of it — assuming you survive
— might even be fun. However, to be bombed
feven days in a row, even 2 litfle bit each day, is
very depressing, and depression often leads 10 sus-
render, which means counter elimination.

In essence, what we are saying is that indeed
E+1=2.. . but 2+ 2., .really equals 5 or 6. No,

this is not just so much nonsense, but is an honest
attemps to fagsor {n the sieniffcant, cumulative ef.
fects of a combat event happening on a continuail
basis.

In general, this type of apalvsis will only vield
“‘adequate”™ results in terms of game design, and
the average wargamer’s closet is full of
‘‘adequate,” non-plaved games. Often over-
looked is the problem that the longer a turn’s time-
span and the larger the units involved, the less ex-
citement there is. At the highest game level, strate-
gic, an accurate combat simulation might simply
be a Monopofy-like race to accumulate “‘resource
points,”” Only al the lower levels do vou have
“‘game excirement,”” Why has Squad Leader been
such a success? The botiom line is simply that
gamers love the physical excilement of gunning
down Lt. Hillin the sireet. So, the key in designing
an “'often-played’’ game is to insert a tactical fla-
vor in i1, regardlese of at what levet it is designed.
The potential for ambush vs. surprise vs. norrnal
atrack that is in Batrle for Stalingrad would be
much more relevant in the daily turns of Streers of
Srafingrad than in my weekly analysis. Asa matter
of fact, some adriot reviewer could easily ‘urn my
own argument against me and poins out that since
an ambush effect will take bul a few minutes, iff
not a few seconds of nastiness, it has no place ina
weekly game. But, the ambush rule imparts such a
necat tactical flavor that not te use it would remove
from the game the overall excifement it now con-
tains. Hence, comes one of my cardinal rules of
game design — If something i5 neat, by all means
keep it in the game, and then claim in the
designer’s notes that it hed to be in the game 1o
portray g significant historicaleffect,  John Hifl

Developer’s Notes

When a game is received here at SP] from a free-
fance designer, a long peried of testing and fine-
tuning is undertaken by a staff developer. The aim
of this process is to insure that the product works
as an enjoyable game and that the final package is
successful from an aesthetic, organizational and
historical siandpoint. This was my task on Bautle
for Stalingrad, The basic design of the game re-
mains unchanged. For those who are interested in
why certain changes were implemented, here is a
guick run-down of those alterations,

The game-map went through a major overhaul.
John Hill’s original map contained all the geo-
graphical information found on the final map.
However, it was ortented such thar the Volga River
ran parallel along the east edge of the map. This
gave the playing arca an unnatural feel, something
which T think was corrected quite nicely in the final
version, By using a map of Stalingrad from The
History of the Great Patriolic War of the Soviet
Union (East German Edition) and other map
sources, we put together a representational street-
plan of the city which alse adds 1o the look of the
final version.

The numerous and disparate funetions performed
by the different unit types in the game presented a
constant problem to new players of the game,
especially since the game-system is unlike anv
other. The Uni: Capabilities Chart was put
together to ease these learning pains. The chan
certainly does not explain in detail all the functions
of the units, but is intended 1o remind the players
of their more individual characteristics, I would
like to thank one of my blindresters, John Alsen,
for suggesting and executing a prototype version
of the chart, The Terrain Effects Chart is a
conglomeration of & number of small charis in the
original version. By putting all this information in
one place, accessibility is markedly improved.

The original game had Level Bomber and Dive
Bomber air unifs for each player (about 50 units).

In order to reduce the countermix to 609 units (and
thus save the game buyer some money), the air
units were exchanged for the current point system.
The use and effect of air power in the game re-
mains unchanged.

Another change that reduced the size of the
countermix and solved a nagging play problem
was the melding of low-level artillery into the in-
fantry batiations they were historically as¢igned 1o
support. Originally, 76mm artillery and other
similar  light artillery formations were all
represented by individual units, As early playtest
games progressed, we found that the German
ground iroops were rapidly disappearing in the ur-
ban areas of the map while their overwhelming ar-
tillery Force remained unharmed, firing al the
Soviets from a safe distance. [n come games the
German ermy was 90% artillery by Game-Turn 4.
By adding the Fire Strength represented by
battalion-level avtillery lo infantry umits {and

eliminating the aniillery) we alleviaied this prob.

lem and reduced the size of the countermix, To
represent the fact that anillery is less effective in
the built-up areas, German infantry was then given
two Fire Strengths.

Originally, a Sovier Reaction Phase was inttiated
whenever the German Player rolled 2 6™ while
conducting a Ground Atcack, Overrun or [nstant
Counteraitack. Problem was the German Player
would sometimes conduct attack after attack and
never roll a six (1 sure wish I could do that), thus
defeating an incredibly frustrated Soviet Player.
Conversely, (he German Player might roll nothing
but “&'s"" and find himself inundated by swarms of
Soviets while stilt entering the city. The Reaction
Chit systemn was devised to balance the occurence
of Soviet Reaction. Every time the Soviet Player
draws a “‘No Reaction’ chit, his chances for react-
ing on the next German attack are increased (and
vice versa), Also, this allowed us 10 increase the
chance of Soviel Reaction slowly through the
course of the Campaign Game. Since the Soviet
Player attacks much less ofien, we relained the
6" die roll sysiem for his artacks.

Strategic Withdrawat was another late addition to
the game. In playiesting a favorite German tactic
was to pierce the thin Soviel line al two or three
places and pour evetything through those small
holes. This resulted in masses of bypassed Soviet
units sitting cur the game in the western suburbs of
the city, untouched by either player; the Soviet
Player couldn’t afford Lo move them, and the Ger-
man Player knowing this, didn’t waste time
allacking them. Strategic Withdrawal was intro-
duced to give the Soviet Player opportunity to get
these units back into the thick of things withour
giving him any undue advamage.

[ hope these changes, and John Hill’s innovative
design, has resulted in a tense, unpredictable and
rewarding game. Thal is ousr goal and 1 believe,
our achievernent, John H. Butrerfieid
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[3.23] UNIT CAPABILITIES
SUMMARY

INFANTRY X (H] =

Air Attack: Receives benefits of columns 4 and
5 of the Terrain Effects Chart when attacked
by Dive Bomber Air Points (see Case 5.43).

Overrun (German): Mechanized and motoriz-
ed infantry may overrun.

Zone of Control (Soviel): Non-Guard infantry
with a printed Fire Strength of “2” have no
ZOcC.

Fire Strength (German): Second Fire Strength
used when conducting any type of fire into a
heavy or fortified structure hex.

ENGINEER [ ]
Air Attack: Receives benefits of columns 4 and

5 of the Terrain Effects Chart when attacked
by Dive Bomber Air Points.

Overrun (German): Armored engineers may
overrun,

Ground Attack: Negates effect of column 5 of
the Terrain Effects Chart if participating as an
attackingunit.

ARMOR ]

Bombardment and Indireet Fire: Fire Strength
of artillery quartered if firing into hex occupied
solely by armor. Fire Strength of artillery halv-
ed if firing into hex occupied by armor and
other unit tvpes (however, see Cases 6,45 and
6.46).

Overrun (German): May overrun.

Overrun {Soviet): First Fire Strength doubled
if attacked by German overrun.

Instant Counterattack: First Fire Strength
always used.

Ground Attack: First Fire Strength used when
firing into a clear terrain hex or when firing
with infantry, engineer, reconnaisance or
worker unit {ypes in same stack.

Orher (German): Second Fire Strength used to
determine chance of replacement.

Other (Sovier): Replacement units received in
Final Soviet Reaction Phase if Krasny Oktyabr
Works and/or Tractor Factory occupied by
worker units (see Cases 12.22 and 12.23).

ANTETANK 7N

Overrun (Soviet): First Fire Strength tripled if
attacked by German overrun.

Instant Counterattack: May not initiate.
Ground Attack: Same as armor (see above).

Other (German): Second Fire Strength used to
determine chance of replacement.

RECONNAISSANCE
Overrun (German): May overrun.

ARTILLERY -5 o> &»

Air Atftack: Must be eliminated first if in hex
atiacked by Level Bomber Air Points.

Bombardment (German): Only method of at-
tacking TVA.

Bombardment and Indirect Fire: Terrain in
hex being fired into may reduce effectiveness as
noted in columns 4 and 5 of the Terrain Effects
Chart, unless adjacent to hex (however, see
Case 6.5, Mortars).

Bombardment (Soviet): May only fire at hexes
that fulfill requiremenis of Case 6.2.

Bombardment and Indirect Fire (Soviet): Units
must be stacked with or adjacent to one
another in order to combine Fire Strengths.

Indirect Fire (Soviet): May only fire at German
units being fired upen by adjacent Soviet units.

Movement (German): May be deployed after
moving, prior to attacking.

Overrun and Instant Counterattack: May not
conduct indirect fire.

Overrun and Instant Counteratiack (German):
Only self-propelied artillery may initiate.
Ground Attack: May not fire indirectly when
owning Player is defender in a surprise attack,
Breakthrough: Are not involved when par-
ticipating in a ground attack that earns
Breakthrough Points.

Breakthrough (Soviet): May not use Indirect
Fire during a Soviet ground attack initiated
with a Breakthrough Point.

Other {German): May not be replaced.

" Other:

Other (Soviet): Fire Strength of all artillery
halved if 2289 Ammo Depot not in play. Trans
Volga Artillery has special abilities and restric-
tions (see Section 16.0).

FLAK »= [&§

Air Attack: May conduct anti-air attacks any
number of times. Fire Strength doubled if at-
tacking Air Points are commitied to hex the
unit occupies.

Air Attack (Soviet): May conduct anti-air at-
tacks in one hex only. May not conduct an anti-
air attack if flipped over.

Bombardment: May bombard if unit possesses
printed artillery range.

Overrun (Soviet): First Fire Strength doubled
if attacked by German overrun.

Ground Artack: May conduct anti-air attack
against Enemy Air Points committed to a
ground attack.

MILITIA (Soviet only) [#]

Bombardment: Does not satisfy first pre-
requisite for bombardment in Case 6.21.

Movement: May not move unless stacked with
non-militia unit for duration of movement.

Overrun: Automatically eliminated if sole oc-
cupant of overrun hex.

Instant Counterattack: May not initiate.
Zone of Control: Has none.

Ground Attack: May not initiate unless stack-
ed with participating non-militia unit. Subtract
one from attack type die roll if sole defender in
Enemy ground attack.

May not be moved by strategic
withdrawal. Eliminated if out of supply and
not stacked with non-militia unit. All
eliminated if collapse is in effect,

Use this summary during play as a reminder of
any special characteristics the major unit tvpes
may possess. These notes do not supercede the
rules. Refer to them when questions arise. The
following Soviet units are not included in this
summary: Worker brigades (12.2), the Volga
River Flotilla (12.3), pontoon battalions
(12.4), survivors (6.7) and General Chuikov
(11.3). See the appropriate case for details on
these special units.



[3.21] TERRAIN EFFECTS CHART

(1) Soviet units are nof moved in accordance with these Movement
Point costs. Each Soviet unit expends one Movement Point per hex
entered, regardless of terrain.

(2) If an Offensive Fire is being conducted, and at least one par-
ticipating unit is an engineer unit, all these die roll additions are ig-
nored.

(3) Applies only to Defensive Fire conducted by Soviet units under
attack; Soviet artillery firing indirectly do not receive these
benefits.

1 2 3 4 5 6 7
Effects on artillery Addition to die when conduct-
erlran Zone of Conrol  and Air Points when g air attack, bombard- Effect on Soviet Defensive Effect on German Defensive
Terrain Cost extend into? firing into ment, or offensive fire into®  fire if Soviet unit occupies’  fire if Soviet unit occupies
Clesr == o oa s ki Yes o 0 - NA ¢ e Double strength |
Light 1 No NA +1 —1 to die result —1 to die result
Structure , S e = , , b Consh
Heavy 2 No 14 Strength +2 Double strength NA
Structure Ll Ll : : SN
Fortified 4 No Y4 Strength +3 Triple strength NA
Structure®’ if Soviet if Soviet occupied
occupied
¥ Strength +2
if German if German occupied
Wikl 7 . ~occupied = e T 7 it :
Special 2 No NA See Case 14.41 Double strength NA
Hill ' k. v ~ Yes ~ NA 5. ey —-1to dig__r_egl;__ 7 —1 to die result
~ Woods S e NPT N Blositee B0 s hrodieteslt | - N _
Park 1 : Yes - NA it NA ) —1 to die result
R R DU R
Rowd® 4 _ _NA NA L R e . . _ Bas
Railroad NA _ NA NA NA 47 s NA
Notes:

(4) Volga River Bank hexes (including the Ferry hexes) are con-
sidered fortified structure hexes for all game purposes. In addition,
the stacking limit per Volga River Bank hex is two units.

() Mamayev Kurgan (hex 1726) is considered a Fortified structure
hex.

(6) Roadsdo not cross rivers.

NA = Not Applicable or No Effect.
See Case 14.3 for a detailed explanation of this chart.

[3.22] COMBAT RESULTS TABLE

Total Fire Strength or Air Points

W 12

i 6 8 15 18 22 26 30 36 42 S0 60 T2
DIE 1 2 3 5 7 9 11 14 17 21 25 29 35 41 49 59 71 more
0 TR SR I S R RN TR T i e S B T TR
i EERT T e D e o e e
2 AT ST IR R S e e S e SR R R T
DL TRt e e
e R S R R s e e S N S e
g T T T e
LGSR R R S e M RS SRR e e e i e e
ARl s e e e e R
R e DR SRRSO SR R IR PR e G e TRl Lo
Lo e SRR T e s e

- =No Effect. # =Number of Enemy units eliminated (or Air Poinis lost, if an anti-air attack). Medified die roll resulis lower than 8 are

i

treated as 0: higher than 9 are treated as 9. Use this table for ail air auacks, anti-air attacks, bombardments, overruns, instant

counieratiacks and greund attacks.
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Withdraw 29th Motorized Division (See Case 15.3)
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