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[1.0] INTRODUCTION

The North Africa game system is a simulation of
World War II ground combat in the North African
desert. Each game in the system represents a clash
between Allied and Axis forced during the see-saw
struggle which raged from 1941 to 1943. The
playing pieces represent the actual units which
participated in the battles, and the map represents
the actual terrain over which those units fought.
Two rules folders are provided. The first contains
Standard Rules, which are common to all the
games in the North African system. The second

folder contains Exclusive Rules for each game in
the system, and the Initial Deployment and
Reinforcement Rules.

The game has been designed to insure maximum
playability and maximum reality (in that order). In
order to achieve these goals, the physical
components, as well as the game rules, have been
designed to make the game easier to understand
and play. The components include a smaller, more
compact playing map, never more than a hundred
playing pieces and standardized rules.

The standardization makes it easier for the gamer
to go from one game to another within the series. It
also enables the games’ designers to concentrate
on the realism aspect of the games. (The standard-
ization generally takes care of any playability
problems).

[2.0] GAME EQUIPMENT
[2.1] THE GAME MAP

Each of the 22"’ x17”” mapsheets portrays the battle
area. A hexagonal grid is superimposed over the
terrain features on the mapsheet in order to regu-
larize movement and the positioning of the playing
pieces.

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 to hold it taut.

[2.2] CHARTS AND TABLES

Various visual aids are provided for the Players in
order to simplify and illustrate certain game
functions. These are the Combat Results Table,
the Terrain Key, and the Turn Record/Reinforce-
ment Track.

[2.3] THE PLAYING PIECES

The cardboard pieces represent the actual military
units that took part in the historical battle. The
numbers and symbols on the pieces represent the
strength, movement capability, and type of unit
represented by the piece. These playing pieces will
hereafter be referred to as “units.”

[2.31] How to Read the Units

Non-Artillery Unit: Size

Designation— = Type
Attack Strength~] Movement
"Allowance
Defense Strength
Artillery Unit: FPF Sltrength
Barrage Strength=| — Range Allowance
— Type
Designation —
Movement
™~ Allowance

+
Defense Strength

Unit Types
Mechanized:
Mech Infantry

Reconaissance l
Self-Propelled Artillery

Self-Propelled Anti-Tank
Motorcycle [

Non-Mechanized:

Infantry

| Artillery

Airborne | s

Anti-Aircraft @

Ranger

Engineer

Machine Gun

Unit Designations

The superior formation is shown to the right of the
slash. Divisional designations are shown to the
right of the unit symbol.

Unit Sizes

II=Battalion, III=Regiment, X=Brigade, XX=
Division.

[2.32] Defimnition of Terms

Attack Stremgth is the relative strength of a
non-artillery unit with regard to attacking other
units, expressed in terms of Attack Strength
Points.

Defense Strength is the relative strength of a unit
with regard to defending against the attacks of
Enemy units, and is expressed in terms of Defense
Strength Points.

Barrage Stremgth is the relative strenth of an
Artillery unit when attacking Enemy units, and is
expressed in terms of Barrage Strength Points.

Final Protective Fire (FPF) Strength is the relative
ability of an Artillery unit to add to the Defense
Strength of Friendly units, and is expressed in
terms of FPF Strength Points.

Movement Allowance is the maximum number of
Trail hexsides through which a unit may be
moved in a single Movement Phase; each such
hexside crossed requires one Movement Point of
the total Movement Allowance to be expended.
Note that the basic terrain type is Mixed terrain
(there is no ‘‘clear” terrain); Mixed terrain costs
two Movement Points per hex. Other terrain may
require more than two Movement Points to enter
(see the Terrain Key on the map).

Range Allowance is the maximum number of
hexes from the hex of the Artillery unit using its
FPF or Barrage Strength (exclusive), to the
defending unit’s hex (inclusive).

[2.4] GAME SCALE

Each hexagon on the mapsheet represents from 1.7
to 3.0 miles of real terrain from side to side. Each
Game-Turn is equivalent to one day of real time.

[2.5]PARTS INVENTORY

Folio Game: QuadriGames
Die-Cut Counter Sheet 1 4
Game Map 1 4
Standard Rules Folder 1 2 identical
Exclusive Rules Sheet 1 4 different
Die (or Randomizer) 1 1
Game Box 0 1
Folio (Folder) 1 0



If any of these parts are missing or damaged,
please write:

Customer Service

Simulations Publications, Inc.

44 East 23rd Street

New York, N.Y. 10010

Questions regarding the rules of the game (stated
in a “Yes or No” or multiple choice manner) will
be answered, if accompanied by a stamped, self-
addressed envelope.

[3.0] SETTING UP THE GAME

The cardboard playing pieces should be punched
out of the Unit Coufiter Sheet. The differently
colored units represent forces of opposing sides.
Players should determine which side each will play.
The Players then consult their respective Initial
Deployment Charts. These charts tell the strength
of each unit which is in play (on the map) during
the First Game-Turn. Unit values are listed as
follows: Attack Strength—Defense Strength—
Movement Allowance. For Artillery units: Barrage
Strength—Final Protective Fire Strength—Range
Allowance/Defense Strength—Movement Allow-
ance. Units may be assigned to specific set-up
hexes or Players may be instructed to choose the
set-up hexes for their units, in which case one
Player or the other will be instructed to deploy
first.

The Exclusive Rules indicate which Player is the
First Player. The Victory Conditions tell how the
game is won. Play proceeds according to the
Sequence of Play for the number of Game-Turns
specified.

[4.0] SEQUENCE OF PLAY

This game is played in successive Game-Tutns,
composed of alternate Player-Turns. During each
Game-Turn the Players maneuver their units and
resolve combat in sequence, according to the
following outline and within the limits provided
by the rules which follow. At the conclusion of the
last Game-Turn, the Victory Conditions are
consulted and a winner is determined.

CASES:
[4.1] SEQUENCE OUTLINE
THE GAME-TURN

The Game-Turn is divided into a First Player-Turn
and a Second Player-Turn. The Player whose
Player-Turn is currently in progress is termed the
Phasing Player. The activity which may take place
during each Phase is outlined below.

1. FIRST PLAYER-TURN

A. Movement Phase: The Phasing Player may
move all, some or none of his units as he desires
within the limits and restrictions of the rules of
Movement, Zones of Control, Terrain Effects and
Exclusive Rules of the game. The Phasing Player
may bring Reinforcements onto the map as
allowed by his Reinforcement Schedule and the
Reinforcement Rules. The non-Phasing Player
may not move his units.

B. Combat Phase: The Phasing Player uses his
units to attack the non-Phasing Player’s units. The
Phasing Player may execute his attacks in any
order he desires. Each attack follows the following
sub-sequence where appropriate.

a. The Phasing Player states the number and
strength of his attacking ground units.

b. The Phasing Player allocates Barrage Strength
Points (if he wishes) from Artillery units and
Ground Support Points.

¢. The non-Phasing Player allocates Final Protec-
tive Fire Strength (if he wishes) from non-adjacent
Artillery units and Ground Support Points.

d. The Combat Differential (total attacking
strength minus total defending strength) is calcu-
lated, the terrain-type occupied by the defending
unit is found and the combat differential column
from that line is consulted. The die is rolled under
that heading (see Combat Results Table) and the
indicated result is immediately applied.

During the Combat Phase, neither Player may
move his units, except when called for as a result of
combat.

2. SECOND PLAYER-TURN

The Second Player now becomes the Phasing
Player and executes Movement and Combat in the
sequence described above.

3. GAME-TURN RECORD INTERPHASE

The Turn Marker is advanced one space along the
Turn Record/Reinforcement Track, signalling the
start of a new Game-Turn.

[5.0] MOVEMENT

GENERAL RULE:

During the Movement Phase, the Phasing Player
may move as many or as few of his units as he
desires. The units may be moved in any direction
or combination of directions.

PROCEDURE:

Units are moved one at a time, tracing a path of
contiguous hexes through the hex grid. As each
unit enters a hex, that unit pays one or more Move-
ment Points from its Movement Allowance.

CASES:

[5.1] MOVEMENT RESTRICTIONS
AND PROHIBITIONS

[5.11] Movement may never take place out of
sequence. A Player’s units may be moved during
his own Movement Phase. During the Combat
Phase, a unit which is either attacking or defending
may be called upon to advance or retreat after
Combat is resolved. During the Enemy Player’s
Movement Phase, and during both Players’
Combat Phases, except when advancing or
retreating as a result of Combat, Friendly units
must not be moved.

[5.12] A Friendly unit may never enter a hex
containing an Enemy unit.

[5.13] A unit may never expend more Movement
Points than its total Movement Allowance in any
one Movement Phase. A unit may expend all, some
or none of its Movement Points in any one Game-
Turn, but unused Movement Points may not be
accumulated until another Movement Phase or
transferred to another unit.

[5.14] A unit may never exit an Enemy-controlled
hex during any Movement Phase. An Enemy-
controfled hex may be left only during a retreat or
advance as a result of combat (unless otherwise
noted in the Exclusive Rules).

[5.15] Once a unit has been moved and the Player’s
hand taken from the piece, it may not be moved
any further during the Player-Turn nor may it
change its move without the comsent of the
opposing Player.

[5.2] EFFECTS OF TERRAIN

[5.21] A anit must expend twe Movement Points to
enter a Mixed terrain hex. To enter other types of
hexes, a unit must expend more than two Move-
ment Points. When the Terrain Key calls for a
Movement Point expenditure to cross a terrain
hexside, this cost is in addition to the terrain cost
for entering the hex. Movement Point costs are
summarized on the Terrain Key on the map.
Movement Point costs are cumulative.

[5.22) A unit which moves from one Road hex
directly into an adjacent Road hex through a Road
‘hexside expends only ¥2 Movement Point (regard-
less of other terrain in the hex) plus the cost for any
Minefield hexsides.

[5.23] A unit which moves from one Trail hex
directly into an adjacent Trail hex through a Trail
hexside expends one Movement Point (regardless
of other terrain in the hex) plus the cost for any
Mimnefield and Ditch hexsides.

[5.24) Example: A mechanized unit moves from
one Mixed terrain hex to an adjacent Mixed
terrain hex, passing through a Road hexside which
is also a Friendly Minefield hexside. The unit
would pay 42 Movement Points in doing so (see
Case 10.11).

[5.25] A unit may only move across an Escarpment
hexside via either a Road or Trail. Movement
through an Escarpment is not permitted except via
Road or Trail hexsides.

[5.26] A unit may not enter a hex if it does not have
sufficient Movement Points remaining to pay the
Movement Point cost to enter the hex itself and the
hexside being crossed. The unmarked hexes en the
map(s) are “Mixed” mnot “Clear” terraim (as
indicated on the Terrain Key). There are ne
“Clear” terrain hexes.

[5.3] EFFECTS OF OTHER FRIENDLY UNITS

[5.31] A Friendly unit may move through hexes
occupied by other Friendly units (at no extra
Movement Point cost), but may not end the Move-
ment Phase stacked in the same hex with another
Friendly unit. Stacking is prohibited.

[8.32] There is no limit to the number of Friendly
units that may pass through a single hex in one
Game-Turn.

[5.33] Friendly-controlled hexes never interfere
with Friendly movement.

[6.0] ZONES OF
CONTROL

GENERAL RULE:

The six hexagons immediately surrounding a hex
constitute the Zone of Control (ZOC) of any unit in
that hex. Hexes upon which a unit exerts a Zone of
Control are called controlled hexes and inhibit the
movement of Enemy units: All units must cease
movement when they enter an Enemy-controlled
hex.

CASES:

[6.1] EFFECTS ON MOVEMENT

[6.1] All units exert a Zone of Control at all times,
regardless of the Phase or the Player-Turn, during
the entire Game-Turn. The presence of Zones of
Control is never affected by other units, Enemy or
Friendly.
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[6.12] Units do not pay an additional Movement
Point cost to enter an Enemy-controlled hex.

[6.13] There are only two ways to exit a hex in an
Enemy Zone of Control: Either by retreat or
advance as a result of combat, or by removal of the
Enemy unit exerting the Zone of Control as a result
of combat.

[6.14] Zones of Control extend into all types of
terrain hexes and across all types of terrain hex-
sides (except those prohibited to movement).



[6.15] Zones of Control do not extend through an
Escarpment, except across Road or Trail hexsides.

[6.2] MULTIPLE ZONES

[6.21] If there are both Enemy and Friendly Zones
of Control exerted over a given hex, they have no
effect on each other; both Zones co-exist and the
hex is mutually controlled by both Players.

[6.22] There is no additional effect when more than
one unit exerts its Zone of Control on a given hex.

{6.23] Obviously, if a given unit is in an Enemy
controlled hex, the Enemy unit is also in its con-
trolled hex. The two units are equally and mutually
affected.

[7.0] COMBAT

GENERAL RULE:

Combat between adjacent opposing units is
mandatory. Artillery units (see Section 8.0) are the
only units which may attack units to which they are
not adjacent. See also the Ground Support Rules
(Section 9.0).

The Phasing Player is termed the attacker; the
other Player the defender, regardless of the overall
strategic situation.

PROCEDURE:

Total the Attack Strength, Barrage Strength and
Ground Support Strength of all attacking units
involved in a specific attack; total the Defense
Strength and the Final Protective Fire of all units
which are the object of that specific attack.
Subtract the total Strength of the defending units.
The result is the Combat Differential, expressed in
Points. It may be either a positive or a negative
number.

Consult the Combat Results Table, and find the
terrain’ type which the defending unit occupies.
Directly across that line, find the appropriate
Combat Differential column. Roll the die under
that column heading, and then apply any combat
results immediately, before resolving any
additional attacks that are being made in the same
Combat Phase. Example: If thirteen Strength
Points were attacking a unit with four Strength
Points in a Mixed terrain hex, the Combat Differ-
ential would be “+9.” The attack would be
resolved at ““+9-11" on the line corresponding to
Mixed terrain. (A die roll of one would result in a
“D4”).

Having determined the proper column on the
Combat Results Table (7.61), the attacker rolls the
die. The result indicates a line which is cross-
indexed with the proper column. The intersection
of line and column yields a combat result. This
should be immediately applied to the involved
units, before going on to resolve any other combat.
Separate combats may be resolved in any order
that the attacker wishes, so long as all combats are
resolved during that Combat Phase.

CASES:
[7.1] WHICH UNITS ATTACK

[7.11] Each non-Phasing unit that has a Phasing
unit adjacent to it must be attacked by some
Phasing unit during that Combat Phase. The
Phasing Player may resolve these attacks in any
fashion desired, so long as all units are attacked
within the requirements of Case 7.2 (exception: see
Cases 7.46 and 10.21).

[7.12] All of the Phasing Player’s units which end
the Movement Phase in an Enemy-controlled hex
must attack some Enemy unit during the ensuing
Combat Phase. The Phasing Player may choose
which units will attack each defending unit, as
long as all adjacent Friendly units participate in an
attack.

[7.13] A defending unit may be attacked by as
many as six adjacent units, with the possible
addition of Artillery Barrage Strength (see Section
8.0) and Ground Support (see Section 9.0).

[7.14] No unit may attack more than once per
Combat Phase, and no Enemy unit may be
attacked more than once per Combat Phase.

[7.15] Non-Artillery units may attack oaly if in a
hex adjacent to the defending unit.

[7.2] MULTIPLE UNIT

AND MULTI-HEX COMBAT
{7.21] If a Phasing Player’s unit is in a Zone of
Control of more than one Enemy unit, it must
attack all those adjacent Enemy units which are
not engaged by some other attacking unit
(exception: see Case 10.21).

[7.22] Units in two or more diffetent hexes may
combine their Combat Strengths and attack a
single hex, if all the attacking units are adjacent to
(or are within range of) the Enemy-occupied hex.

[7.23] Attacks may involve any number of
attacking or defending units. For the attacks to be
resolved as a single combat, however, all the
attacking units must be adjacent to all the
defending units, with the addition of Barraging
Artillery units, which need not be adjacent.

[7.3] COMBAT STRENGTH UNITY

A given unit’s Attack and Defense Strengths are
always unitary. That is, a unit’s Strength may not
be divided among different combats, either for
attack or defense.

[7.4] EFFECTS OF TERRAIN

[7.41] Defending units, only, benefit from the
terrain in the hex they occupy and/or that hex’s
perimeter hexsides. Terrain in hexes occupied by
attacking units has no effect on combat.

[7.42] A defending unit does not benefit from a
Ridge, Stream or Ditch unless all units attacking
that defending unit are attacking through a hex-
side of any of the above types (see Case 10.22).
Roads and Trails do not negate the effects of these
terrain types on combat.

[7.43] The effect of terrain (on combat) has been
integrated into the Combat Results Table. Simply
find the terrain which the defending unit benefits
from, trace over to the proper Combat Differential
column, and roll the die under that column
heading.

[7.44] A defending unit always benefits only from
the most advantageous terrain to which it is
entitled. Example: A unit in Rough terrain behind
a Ridge hexside would benefit from the Rough
terfain only.

[7.45] When two or more defending units are being
attacked in a single combat and are on two differ-
ent types of terrain, each having a different effect
on the Combat Differential, then all defending
units benefit from the terrain most favorable to the
defender.

[7.46] Combat is not mandatory and is not
permitted between adjacent opposing units which
are separated by an Escarpment hexside, unless
that hexside is traversed by either a Road or Trail.
There is no special restriction or terrain effect on
combat across either a Road/Escarpment or Trail/
Escarpment hexside.

[7.5] DIVERSIONARY ATTACKS

[7.51] In making a series of attacks, a Player may
allocate his attacking units so that some attacks
are made at “poor” Differentials, so that adjacent
attacks may be made at more advantageous Differ-
entials (by allotting most of the attacking force to
the major objectives). These attacks are known as
diversionary or holding attacks.

[7.52] The Phasing Player may mever voluntary
reduce the Differential of any given attack. That is,
he may never voluntarily shift to the left of his
Combat Differential column.

[7.6] COMBAT RESOLUTION

[7.61]Combat Results Table
(See last page.)

{7.62] Explanation of Results

D1, 2, 3 or 4=Defender Retreats the indicated
number of hexes (1,2,3,4). Each Player retreats his
own units. He must retreat his units in accordance
with the Retreat Rules (see Case 7.7). Units may
not retreat across prohibited hexsides (see Terrain
Key).

Al or 2=Attacker Retreats the indicated number
of hexes.

Br=DBoth the attacker and defender must retreat
one hex. The defender retreats first. [Thus, if the
defender is surrounded by units or Zones of
Control, it is eliminated.] The attacking units then
retreat.

Ae=Attacker Eliminated. Defender may advance
into the hex.

[7.7HOW TO RETREAT

When the Combat Result requires a Player’s
unit(s) be retreated, the Owning Player must
immediately move those units the indicated
number of hexes away from their combat position.
This movement is not normal movement and is
subject to the following restrictions. If the unit is
unable to retreat within these restrictions, it is
eliminated instead.

[7.71] In retreating, a unit may initially leave an
Enemy-controlled hex; thereafter, it may not enter
an Enemy-controlled hex. Friendly units de not
negate Enemy Zones of Control for purposes of
retreat..

{7.72] A retreating unit may not cross a prohibited
hexside or enter a prohibited hex (see Terrain Key).

[7.73] Where possible, a retreating unit must
retreat into and through vacant hexes. If no other
route is available, the retreating unit may move
through Friendly-occupied hexes, displacing every
Friendly unit whose hex it-moves into or through
(see Case 7.8).

[7.74] In all cases, the retreating unit must termi-
nate its retreat the Combat Result-indicated
number of hexes away from its former combat
position. If it cannot, and can retreat only a
portion of the number of obligated hexes, it is
eliminated in the last hex to which it is able to
retreat. The retreat. path (see Case 7.91) terminates
in the hex a unit is eliminated in.

[7.75] In complying with a “Br” result, an
attacking unit may not retreat into a hex formerly
occupied by the defending unit.

[7.76] A unit may freely retreat through Friendly
and Enemy Minefield hexsides.



{7.8] DISPLACEMENT

{7.81] If Friendly units occupy hexes in the only
possible retreat route available to a retreating unit,
those Friendly units are displaced (moved out of
their hexes) by the retreating unit. The displaced
unit is moved one hex (by the Owning Player) as if
it were itself retreating. Then the retreating unit
enters the vacated hex and, if necessary, continues
its retreat. The retreating unit may displace as
many units as necessary to retreat the indicated
number of hexes.

[7.82] If the displacement would cause any of the
displaced units to be eliminated, the reireating
unit is eliminated instead. Displaced units can
themselves displace other Friendly units in a sort
of chain reaction of displacement, if that is the
only permitted path of displacement open to them.
A unit may be displaced more than once per
Combat Phase, if that is the only alternative. Dis-
placed Artillery units which have not yet engaged
in combat, may net fire during that Combat Phase.
Units may not displace other Friendly units if they
have other paths of retreat open to them.

[7.83] If a retreating unit displaces a unit in a hex
which the Phasing Player had intended to Barrage
Attack, the attack against that hex may not take
place. Of course, the displaced unit may be
Barrage Attacked in its new hex.

[7.9] ADVANCE AFTER COMBAT

[7.91] Whenever an Enemy unit is forced to retreat
(ot is eliminated) as a result of combat, it will leave
a path of vacant hexes behind it called the Path of
Retreat (this includes hexes vacated pursuant to
Case 7.74). Any or all Friendly victorious units
which participated in the combat and were
adjacent to the retreated unit are allowed to
advance along the Enemy Path of Retreat.

[7.92] The advancing victorious units may cease
advancing at any hex along the Path of Retreat.

[7.93] Victorious units advancing along the Path of
Retreat may ignore Enemy Zones of Control (see
10.14).

[7.94] Only victorious units which were adjacent to
the retreating unit during the combat and partici-
pated in that combat may advance. Non-adjacent
Artillery units may not advance after combat.
[7.95] Any unit permitted to advance may, alter-
nately, advance independent of the Path of
Retreat in any desired direction. This independent
advance is governed by the following restrictions:

1) A unit which is not advancing along the Path of
Retreat may advance a number of hexes equal to
the required Enemy retreat. For example, if an
Enemy unit vacates a hex due to a “D4” result, a
Friendly victorious unit which participated in that
combat may advance as far as four hexes in any
desired direction. If the Enemy unit is unable to
retreat the full required amount, the Friendly unit
could still advance the full number of hexes
specified in the combat result.

2) A unit which is not advancing along the Path of
Retreat must stop in the first Enemy-controlled
hex it enters.

3) A unit which is not advancing along the Path of
Retreat is prohibited from crossing an Enemy
minefield, and may not cross amy prohibited
terrain.

An advancing unit may take a portion of its
advance along the Path of Retreat and the
remainder of that advance independent of the Path
of Retreat.

[7.96] The option to advance must be exercised
immediately before any other combat resolution.
Units are never forced. to advance after combat.
After advancing, units may neither attack nor be
attacked in that Phase (see Case 7.14), even if their
advance places them next to Enemy units whose
battles are yet to be resolved, or who were not

involved in combat. However, advances are useful
in cutting off the retreat of Enemy units whose
combat has not yet been resolved.

{7.97) Example: The Combat Result is “D4;” the
defeated unit must retreat four hexes. The Path of
Retreat is shown by the dotted line. Units A and B
have advanced along the Path of Retreat. Unit C
advanced along the Path of Retreat for two hexes,
then strayed from the Path of Retreat with the
third hex it entered. Since this hex is in an Enemy
Zone of Control, unit C must cease movement in
this hex, even though it has moved only three of the
four hexes specified in the Combat Result.

[8.0] ARTILLERY

GENERAL RULE:

Artillery units may participate in combat from
adjacent and nomn-adjacent hexes. The Artillery
unit’s Barrage Strength may be used to attack
Enemy units. The Artillery unit’s Final Protective
Fire Strength may be used to supplement the
Defense Strengths of other Friendly defending
units. In either case, Artillery units need not be
adjacent to, but must be within range of the
defending unit. An Artillery unit may use both its
Barrage Strength and Final Protective Fire in a
single Game-Turn. When attacked, an Artillery
unit defends itself with its own Defense Strength.

CASES:
[8.1] BARRAGE ATTACKS

{8.11] Artillery units may attack non-adjacent
Enemy units up to the extent of their Range
Allowance, but they are never forced to attack an
Enemy unit merely because it is within range.
Artillery units are not subject to Line of Sight
restrictions.

{8.12] Range from the Barraging Artillery unit to
the defending unit is counted by including the
target hex (defending unit’s hex), but not the
Barraging unit’s hex.

[8.13] Artillery units may only attack a single
Enemy-occupied hex when Barraging, except when
making a combined attack with other units
attacking from adjacent hexes (see Case 8.2).

[8.14] Barraging Artillery (Artillery attacking from
a non-adjacent hex) suffer no. Combat Results;
they are never destroyed or retreated as a result of
their own attacks. Of course, other units coopera-
ting with the Barraging Artillery units from an
adjacent position would be affected by Combat
Results.

{8.15] In attacks made solely by Artillery and/or
Ground Support Strength, only Combat Resuits of
D4 affect the defending unit.

[8.2] COMBINED ATTACKS

[8.21] Artillery units may attack alone, in concert
with other Barraging Artillery and/or Ground
Support, or in concert with any Friendly units
making adjacent attacks, adding their bombarding

Combat Strength to the attack. These attacks are
called Combined Attacks

[8.22] When Friendly units are attacking adjacent
Enemy units in more than one hex, the Barraging
Artillery units need be within range of only one of
the defending units to add their Barrage Strength
to the attack.

{8.3] ADJACENT ATTACKS

[8.31] When adjacent to an Enemy unit, Artillery
units must participate in an attack against adja-
cent Enemy units. In making this attack, the
Artillery unit uses its Barrage Strength.

[8.32] When attacking from an adjacent hex,
Artillery units may attack as many units as they
are adjacent to, but may not attack non-adjacent
units.

[8.33] Arctillery units attacking from an adjacent
hex must suffer all the Combat Results of their
attacks.

[8.34] Barrage attacks may be made across
Escarpment hexsides.

[8.4] FINAL PROTECTIVE FIRE

{8.41] A non-Phasing Artillery unit which has not
yet been subject to a successful attack in the
current Combat Phase, had suffered no adverse
Combat Results in the previous Combat Phase,
and is not adjacent to an Enemy unit, may use its
Final Protective Fire Strength (FPF) to supplement
the Defense Strength of a Friendly unit which is
under attack. If a non-Phasing Artillery unit has
been displaced, had suffered a Combat Result in
the previous Combat Phase, or is adjacent to an
Enemy unit, it may not use its FPF during the
current Enemy Combat Phase.

[8.42] The Friendly defending unit receiving Final
Protective Fire must be in range of the Artillery
unit providing the FPF. This range is computed to
the hex occupied by the defending unit (the
Friendly unit), met to the hex occupied by the
attacking unit (the Enemy unit).

[8.43] FPF Strength Points are simply added to the
Defense Strength of the unit receiving Final
Protective Fire.

[8.44] When an Artillery unit supplies FPF, it
neither benefits nor suffers from the Combat
Result.

[8.45] FPF may not be used to supplement the
Defense Strength of a Friendly unit which is under
attack solely by Enemy Artillery (either adjacent or
non-adjacent) and/or Ground Support.

[8.46] The non-Phasing Player allocates FPF only
after the Phasing Player announces the total
Attack Strength he will employ to resolve a
particular attack.

[8.5] DEFENSE

When an Artillery unit is attacked in any fashion,
it uses its Defense Strength, net its FPF.

[8.6] TERRAIN EFFECTS

[8.61] An Artillery unit may use its Barrage or FPF
Strength anywhere within its Range Allowance,
regardless of intervening terrain or units (either
Enemy or Friendly).

[8.62] Defending units benefit fully from the
terrain in the hex they occupy when attacked by
Artillery (regardless of range). Defending units do
not receive any hexside benefits if attacked solely
by Artillery and/or Ground Support. Defending
units do receive hexside benefits if they are subject
to a Combined Attack involving adjacent non-
Artillery units, all of which are attacking across the
terrain hexside type in question.



[9.0] GROUND SUPPORT

GENERAL RULE:

Some Artillery and/or Air Power in the game is not
represented by units, but rather by the allocation
of Ground Support Points on a Game-Turn by
Game-Turn basis. These Points are allotted on the
Turn Record/Reinforcement Track. The Players
must record (on scratch paper) the allocation and
expenditure of Ground Support Points. Ground
Support Points are presumed to come from off the
playing area and do not have any range limitations
(unless otherwise stated in the Exclusive Rules).

PROCEDURE:

Ground Support Points may be used during any
Combat Phase, exactly as if they were Artillery,
and can function as Barrage or FPF. Example: A
Player has 10 Ground Support Points allocated in
a given Game-Turn. When he is the Phasing
Player, he may use these Points as Barrage
Strength Points. When he is the non-Phasing
Player, he may use these same Points as FPF.

CASES:
[9.1] RESTRICTIONS AND PROHIBITIONS

{9.11] One Ground Support Point equals one
Artillery Strength Point (both Barrage and FPF).

[9.12] A Player may assign all available Ground
Support Points to one target unit, or he may split
them up between as many targets as he sees fit.

[9.13] Ground Support Points have unlimited
range. They may attack any Enemy unit on the
map.

[9.14] Ground Support Points may mot be accumu-
lated from Game-Turn to Game-Turn. If they are
not used in the Turn allocated, they are lost.

[10.0] MINEFIELDS

GENERAL RULE:

Axis and Allied Minefield hexsides are represented
on the map. Minefields are considered permanent
terrain features, which can neither be created nor
destroyed during the course of a game.

CASES:

[10.1] EFFECT ON MOVEMENT

[10.11] Non-mechanized units must expend two
additional Movement Points to cross a Friendly
minefield. Mechanized units must expend four
additional Movement Points to cross a Friendly
minefield.

[10.12] A unit may only cross an Enemy minefield
if it occupies an adjacent hex at the beginning of
the Friendly Movement Phase. The unit must
expend its full Movement Allowance to cross the
Enemy minefield; it must then stop and may move
no further during the current Movement Phase.
Note that the Movement Point cost for all other
terrain features is ignored when a unit crosses an
Enemy minefield.

[10.13] The special Movement Point costs required
to cross a minefield are not negated when a unit is
moving via a Road or Trail.

[10.14] A unit advancing after combat along
the Path of Retreat may cross Enemy Minefield
hexes freely (see Case 7.95, nr. 3).

[10.2] EFFECT ON COMBAT

[10.21] A Friendly unit is mot required to attack
Enemy units if the opposing units are separated
from the Friendly unit by a Friendly minefield.
(Note that this forms an exception toCase 7.2). The
Friendly unit must make mo attacks or advances
during its Combat Phase (though it maintains its
Zone of Control). However, if the Phasing Player
wishes the unit in question to attack, Case 7.2
applies with full vigor: all adjacent Enemy units
must be attacked.

[10.22] When a unit is attacked through an Enemy
Minefield hexside, the Differential is found on the
Minefield Line on the Combat Results Table if at
least one adjacent Friendly unit participates in the
attack. For example, if an Axis unit attacks an
adjacent Allied unit through an Allied Minefield
hexside, the combat is resolved using the Minefield
column on the Combat Results Table. Note that
the Minefield column is mot used to resolve an
attack made across a Friendly Minefield hexside,
nor to resolve an attack made solely by
non-adjacent Artillery units (and/or Ground
Support).

[10.3] FORTIFIED BOXES

Fortified Boxes have the effect of altering the
results of attacks against Allied units in them,
when attacked solely through Minefield hexsides.
They have no additional effect on movement cost
for entering the hex.

[10.31] “D2,” “D1” and “Br” Combat Results
against Allied units in Fortified Box hexes, when
attacked solely through Minefield hexsides, are
considered ‘“‘no effect” results. All units involved
must remain in place. (All other results remain
unchanged.)

[10.32] There are no Axis Fortified Boxes. Axis
units never derive any benefit from Fortified
Boxes.

[10.33] Fortified Boxes can never be destroyed.

[11.0] ANTI-TANK UNITS

GENERAL RULE:

Anti-tank units are mechanized units which repre-
sent the massed batteries of anti-tank guns
commonly employed by both sides during the
North African Campaign. Anti-tank units have a
special effect on combat (only).

CASES:

[11.1] EFFECT ON COMBAT
[11.11] When an anti-tank unit, or any unit(s)
adjacent to a Friendly anti-tank unit are attacked,
thecombat is resolved on the Amtf-Tank line on
the Combat Results Table, if at least one mecha-
nized unit participates in the attack.
[11.12] The Anti-Tank line may never be used to
resolve an attack in which mo mechanized units
participate, or which is made solely by Barraging
artillery.
[11.13] If a non-Phasing Anti-Tank unit is
displaced or forced to retreat, it forfeits its special
effect for the remainder of that Combat Phase.
[11.14] Example and [lustration

(See opposite page.)
[11.15] If a unit is in Rough terrain, it always uses
the Rough terrain line of the CRT, regardless of
AT defense.

[12.0] SUPPLY

GENERAL RULE:

A unit must be in supply in order to use its full
Movement Allowance or to use its full Attack
Strength. A wunit which is not in supply is
“unsupplied.”” To be in supply, a unit must be able
to trace a Supply Path from the hex in which it is
located to a Friendly Supply Source. A unit that is
unsupplied for Movement at the beginning of the
Friendly Movement Phase is considered unsup-
plied for that entire Movement Phase. Supply for
combat is determined for each unit at the instant
of combat.

CASES:
[12.1] SUPPLY SOURCES

Supply Sources are specified in the Exclusive Rules
Folder.

[12.2] OBSTRUCTED SUPPLY PATHS

[12.211 A Supply Path is a series of contiguous
hexes; it may not be made up of any of the
following types of hexes or hexsides:

1) All-Sea hexsides; 2) Enemy-occupied hexes;
3) Enemy Zones of Control {even if occupied by
Friendly units); 4) non-Road, non-Trail Escarp-
ment hexsides; 5) Mountain hexes.

If a Supply Path between a unit and a Friendly
Supply Source cannot be traced without passing
through any of the prohibited hexes or hexsides
listed above, the unit in question is unsupplied.

{12.22] A Supply Path may not be traced through
an Enemy Minefield hexside, unless a Friendly
unit is in either hex adjacent to that hexside.

[12.23] No unit may move into an unsupplied
position during the Movement Phase. Units which
begin the Movement Phase unsupplied must, if
they move at all, move in the direction of the
nearest Friendly Supply Source.

{12.24] No unit may move into an unsupplied
position during an advance after combat, even if it
was already unsupplied in its attack. A uhit may
not move into an unsupplied position during a
retreat after combat, unless there is no other
alternative short of elimination.

[12.3] EFFECTS ON UNSUPPLIED UNITS

[12.31] Supplied units’ Movement Allowances and
Combat Strengths are unimpaired.

[12.32] The Movement Allowance of an unsupplied
unit is halved (rounding fractions up). This halving
takes place after any other effects on the Move-
ment Allowance have been taken into account. For
example, a unit with a Movement Allowance of
fifteen would have an unsupplied Movement
Allowance of eight.

[12.33] The Attack, Barrage and Final Protective
Fire Strengths of an unsupplied unit are reduced
to zero. Note that an unsupplied unit must still
attack adjacent Enemy units as required by the
rules of combat. When resolving this combat, the
Combat Differential is calculated by subtracting
the defending unit’s Defense Strength from zero.
For example, if an unsupplied unit is attacking a
unit with a Defense Strength of “2,” the Combat
Differential is **-2.”

[12.34] The Defense Strength of a unit is never
affected by Supply.

[13.0] REINFORCEMENTS

GENERAL RULE:

Players may receive Reinforcements. These appear
during the Owning Player’s Movement Phase on
the Game-Turn indicated on the Reinforcement
Schedule. The Reinforcement Schedule states the
Game-Turn of appearance, the number of units,
the Strength and Movement Value and the specific
hex or map edge on which they enter.

PROCEDURE:

During his Movement Phase, the Owning
Player places a Reinforcing unit in the scheduled
hex or on any hex of the specified map edge. The
Owning Player may place Reinforcements at any
time during his Movement Phase.

CASES:
[13.1]MOVEMENT OF REINFORCEMENTS

[13.11] Reinforcements are presumed to be poised
adjacent to the map. When placed on the map a
Reinforcing unit expends Movement Points to
enter the entry hex according to the Terrain
Effects Chart. In almost all cases, the Reinforce-
ments are entered onto a hex which has a Road
leading off the map; these units expend Movement



Points at the Road movement rate to enter the
map.

[13.12] In several cases, more than one unit is
scheduled to appear in the same hex on the same
Game-Turn. These units are deployed off map,
one behind the other, with the lead unit poised
adjacent to the map entry hex itself. If the entry
hex is a Road hex, a hypothetical road may be
presumed to stretch off the map, away from the
entry hex.

[13.13] As each unit enters the map, it will pay the
cost for entering the entry hex, plus any additional
cost for any hypothetical Mixed terrain hexes that
it would have to traverse to reach the entry hex. If
units are entering on a Road hex, they are
considered to be moving through hypothetical
Road hexes until they reach the map. Example:
The lead unit in the column would pay ¥2 Move-
ment Point to enter the map; the second would
Movement Point to enter the map; the third, 1%
Movement Points, etc., etc.

{13.14] Once on the map, Reinforcements may be
moved normally. The Owning Player may begin

the arrival of his Reinforcements at any time
during his Movement Phase.

[13.2] RESTRICTIONS

[13.21] Reinforcements may not enter a hex which
is, at that point, occupied by an Enemy unit. A
Reinforcing unit may enter an Enemy-controlled
hex (but it must cease mgvement therein).

[13.22] If, and only if, a scheduled entry hex is
occupied by an Enemy unit, or a Friendly unit in
an Enemy Zone of Control, the Reinforcing unit
may enter the nearest unblocked map edge hex to
the scheduled hex, in the direction of the nearest
Friendly unit.

[13.23] A Player may deliberately withhold Rein-
forcements from Game-Turn to Game-Turn,
bringing them into play (if at all) on some later
Turn.

[13.24] Regardless of whether a Reinforcement
unit is brought into play on its scheduled Turn, it
must appear in its scheduled hex or alternate (see
Case 13.22).

[13.25] Until they enter the map, Reinforcements
have mo effect on play; they may in no fashion
attack Enemy units or hinder their movement until
they enter the map.

[14.0] EXITING THE MAP

GENERAL RULE:

Players may exit their units from the map. An
exiting unit must expend Movement Points to
enter an imaginary hex presumed to be adjacent to
the map edge. The terrain in this imaginary hex is
presumed to be similar to the terrain in the hex
from which the unit exited.

CASES:

[14.1] RESTRICTIONS

{14.11] Once a unit exits the map it may not return.
[14.12] Exited units are mot considered eliminated
(but see Case 14.13) and are kept separated from
eliminated units.

[14.13] A unit may not exit the map as a result of
combat. If it does so, then it is eliminated. Units
may only exit the map during the Owning Player’s
Movement Phase.

ILLUSTRATED ANTI-TANK DEFENSE

(See Section 11.0.)

[11.14] Example: Three separate attacks are being
made. The attack against unit X is resolved on the
AT Defense Line on the CRT (because, although
unit B is non-mechanized, unit A, also attacking,
is mechanized, and unit X is adjacent to a Friendly
anti-tank unit). The attack against unit Y (the
anti-tank unit) is not resolved on the Anti-Tank
Defense Line on the CRT, since unit C is non-
mechanized. The attack against unit Z is resolved
on the AT Defense Line of the CRT.

| '[7 61} INTEGRATED COMBAT RESULTS TABLE

Attacks at less than the lowest differential are resolved at the lowest differential.
Attacks at greater than +12 are resolved as +12 attacks.

EXPLANATION OF RESULTS: Ae = Attacker Eliminated; Al,2 = Attacker retreats the
indicated number of hexes; Br = Attacker and defender retreat one hex; defender first;
D1,2,3,4 = Defender retreats the indicated number of hexes.

‘Terrain Type: ~ Combat Differential (Attacking Strength mmus Defendmg Strength)

Enemmeeﬁeld —1 0 +1  +23 +4,5 +6-8 +9-11 +12

_ Rough =2 1 0+ 423 445 +68 +911 +12

Anti-Tank —3 —2 -1 0 +1 423 +4,5 +6-8 +9-11 +12

 Broken, Ridge, . :

 Stream, Town -3 -2 —1 0 +1 +23 +45 468 +911 +12

Bridge, Grove, k

Ditch -5 —43 —2 —1 0 +1 423 +4,5 +6-8 +911 +12

Mixed —7 —65 —43 —2 —1 0 +1 423 +45 +68 +9-11 +12

Die Roll: 1 Al Al Al Br Br D2 D3 D3 D4 D4 D4 D4
2 A1 Al Al A1 B+ DI D2 D3 D3 D3 D4 D4
3 A2 Al Al Al Al Br DI D2 D2 D3 D3 D4
4 A2 A2 Al A1 Al Br Br DI D2 D2 D3 D3
5 Ae A2 A2 Al A1l Al Br Br DI DI D2 D3
6 Ae Ae A2 A2 Al Al Al Br Br DL DI D2
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(15.0] INTRODUCTION

Crusader is a simulation of the combat between
the forces of the British Empire and those of
Germany and Italy in the Western Desert of Egypt
and Libya during the British Winter 1941
Offensive. The offensive was code-named
Operation Crusader.

[16.0] SUPPLY SOURCES

GENERAL RULE:

The Axis Supply Sources are hexes 0908 (El
Adem), 3409 (Bardia), 3513 (Sollum) and any hex
on the west edge of the map. The British Supply
Sources are hex 1103 (Tobruk) and any hex on the
east edge or south edge within eleven hexes of the
east edge of the map. To be in supply, a unit must
trace a Supply Path, of any length, to one of these
Supply Sources, in the manner prescribed in
Section 12.0.

[17.0] TOBRUK DEFENSES
[17.1] EFFECT ON ZONES OF CONTROL

An Axis unit is mot required to attack an adjacent
British unit, if they are separated by a Minefield
hexside and the hex which the Axis unit occupies is
exactly three hexes away from hex 1003. This
exempts such Axis units from Case 7.2, which
requires Friendly units to attack adjacent Enemy
units. This exemption may be utilized or ignored at
the Axis Player’s option, while he is the Phasing
Player. If he ignores the exemption, Case 7.2
applies, and all adjacent Allied units must be
attacked. If the Axis Player uses the exemption,
the Axis unit simply remains inactive and in place
during his Combat Phase, although it maintains its
Zone of Control.

[18.0] BRITISH DIVERSION

GENERAL RULE:

During the actual battle, a reinforced British
Brigade Group made a diversion in the area south
of the map.

CASES:
[18.1] EFFECT OF BRITISH DIVERSION

At the start of his Movement Phase on Game-Turn
Six, the British Player rolls one die. If he rolls a
“one” through “four,” the diversion has failed and
there is no effect. If he rolls a five or six,
however, the diversion has succeeded. If the
diversion succeeded, the British Player rolls the die
again. A roll of “one” or “two” means that one
German unit must be permanently exited from the
west -edge of the mapboard by the end of
Game-Turn Eight. A roll of ‘“three” or “‘four”
means that two German units must exit in this
fashion. A roll of “five” increases the number to
three German units forced to exit. A roll of “six”
requires four German units to exit.

[18.2] AXIS PENALTY

If the Axis Player fails to exit the number of units
required by Case 18.1, the Allied Player may
remove that number of Axis units from anywhere
on the map at the end of Game-Turn Eight. Note:
Axis units which exit the map in accordance with
Case 18.1 are not considered eliminated for
Victory Point purposes.

[18.3] EXITING THE MAP

In addition to the restrictions stated in Section
14.0, Axis units may only exit from the west edge of
the map, and British units may only exit from the
south or east edge of the map. Axis units may not
exit the mapboard before Game-Turn Six.

[19.0] SCENARIOS

GENERAL RULE:

Crusader includes three Scenarios. These are the
Campaign Scenario, encompassing the entire
action; the Sidi Rezeg Scenario, representing the
first six days of the action; and the Dash to the
Wire Scenario, which represents a key part of the
offensive.

The instructions for each Scenario include each
Player’s Initial Deployment. Units are identified
by their Combat Strengths and Movement values.
Units must be deployed in the specific hexes listed.
Also included in each Scenario are Special Rules,
the length in Game-Turns and Victory
Conditions.

PROCEDURE:

Place a unit of the specified type on each of the
hexes listed for that type. Hex numbers are shown
in parentheses following each unit’s designation.
Unit designations are provided for reference only.
Players may ignore them.

CASES:

[19.1] THE CAMPAIGHN SCENARIO

This Scenario represents the whole of Operation
Crusader, the British offensive to relieve Tobruk.
[19.11] AXIS INITIAL DEPLOYMENT

German:

Unit Type: 5-4-11. Hexes: 1/8 (1605), 2/8 (1805),
1/5(2610), 2/5 (2510).

Unit Type: 3-4-11. Hexes: 33 (1606), 39 (2108), 605
(3515).

Unit Type: 3-3-14. Hexes: 33 (2215), 3 (2516), 580
(1914).

Unit Type: 2-2-11. Hexes: 2/200 (1806), 33 (2106),
900 (1506).

Unit Type: 1-2-14. Hex: 157200 (1906).

Unit Type: 1-2-11. Hexes: 1/115 (2005), 2/115
(1706), 17104 (3614), 2/104 (3415), 3/104 (2409),
1/155 (1405), 2/155 (3409), 3/155 (1305), 1/361
(3513), 37255 (1306), 3/347 (1406).

Unit Type: 4-2-2/1-11. Hexes: 33 (2208), 155
(2206).

Unit Types 5-2-3/1-11. Hex: 104 (3309).

Ttalian:

Unit Type: 2-2-9. Hexes: 1/132 (1314), 2/132
(1115),3/132(1114).

Unit Type: 1-1-13. Hexes: Recam (2917).

Unit Type: 3-3-9. Hex: 8Bers (1215).

Unit Type: 2-3-9. Hex: 65 (0614).

Unit Type: 3-4-7. Hex: 9Bers (0112).

Unit Type: 2-3-7. Hex: 66 (0114).

Unit Types 2-2-3. Hexess 39 (1205), 40 (1106), 27
(0908), 28 (1007), 19 (0703), 20 (0704), 61 (0805), 62
(0906), 15 (2816), 16 (3116);.

Unit Type: 4-2-2/1-9. Hex: 132 (1214).

Unit Type: 2-1-2/1-7. Hex: 21 (0113).

Unit Type: 2-1-2/1-7. Hexes: 26 (1008), 1 (0603),
205 (1206), 12 (3015), 46 (0806).

Unit Types 6-2-3/1-7. Hex: XX1 (0907).

[19.12] ALLIED INITIAL DEPLOYMENT

Unit Type: 4-5-9. Hexes: 4NZ (3220), 16 (1005), Pol
(0802).

Unit Type: 3-4-9. Hexes: SNZ (3121), 6NZ (3122),
14 (0804), 23 (1204), 51(3920), 71 (3118).

Unit Type: 4-4-9. Hexes: 22Gds (3624), 111 (3915)
Unit Type: 1-2-11. Hexes: 1KRRC (3224), 2RB
(3325), 25G (3223).

Unit Type: 2-3-9. Hexess 1RTR (1104), 4RTR
(0904), 7RTR (0803).

Unit Type: 5-3-9. Hex: 8RTR (3419).

Unit Type: 4-3-9. Hex: 44RTR (3218).

Unit Type: 3-2-10. Hexes: 7HUS (3423), 2RTR
(3323).

Unit Type: 3-2-11. Hexes: 6RTR (3324), 3CLY
(3025), 4CLY (3126), 2RGH (3125).

Unit Type: 3-2-12. Hexges: 8RIH (3222), 3RTR
(3123), SRTR (3124).

Unit Type: 1-1-15. Hexes:s 11HUS (3024), 1IKDG
(3023), 4SA (3022), CIH (3717), NZ (3019).

Unit Type: 5-3-2/1-10. Hex: 7A (3225).

Unit Type: 5-3-2/1-9. Hexes: 2NZ (3221), 41
(3425). .

Unit Type: 6-3-2//1-9. Hex: 70 (1004).

Unit Type: 4-2-3/1-9. Hex: XII1(3919).

Unit Type: 2-1-2/1-9. Hex: 22G (3724).

[19.13]1 AXIS REINFORCEMENTS

None.

[19.14] ALLIED REINFORCEMENTS
On Game-Turn Two:

Unit Type: 1-1-15. Hexes: 35A (1625), 7SA (0625).
Unit Type: 3-4-9. Hexes: 1SA (1625), 55A (1625).
Unit Type: 5-3-2/1-9. Hexs 1SA (1625).

On Game-Turn Six:

Unit Type: 3-3-9. Hex: 65SA (3921).



[19.15] GROUND SUPPORT ALLOCATION

1. The Axis Player receives four Ground Support
Points every Game-Turn. .

2. The British Player receives six Ground Support
Points every Game-Turn.

{19.16] PLAYER SEQUENCE

The Operation Crusader Campaign Scenario is
eighteen Turns long. As in all Scenarios, the
British Player is the First Player; his Player-Turn is
first in every Game-Turn.

[19.17] VICTORY CONDITIONS

At the end of the Eighteenth Game-Turn, or by
mutual consent at the end of any preceeding
Game-Turn, play ceases and the victor is
determined according to the following criteria.

For the British Player to win, he must fulfill these
two conditions at the end of the game:

1. He must be able to trace a path of hexes, of any
length, from any hex on the east edge of the map to
Tobruk (hex 1103). The hexes in this path
(inclusive of the terminal hexes) must be free of
Axis units or Zones of Control.

2. He must destroy eleven Axis units, at least five
of which must be German; or there must be fewer
than eleven Axis units remaining on the map at the
end of the game.

The Axis Player wins in any of the following
situations:

1. The British Player fails to fulfill either of his
Victory Conditions.

2. The British Player fulfills both his Victory
Conditions and the British have lost more than 28
units, while not destroying more than 14 Axis
units.

If neither Player wins, the game is considered a
draw.

[19.2] SIDI REZEG SCENARIO

This Scenario represents the crucial first six days
of Operation Crusader. This Scenario is identical
to the Operation Crusader Campaign Scenario,
except that it is shorter and has different Victory
Conditions. Otherwise, the same situation as
Operation Crusader Scenario applies.

[19.21] AXIS INITIAL DEPLOYMENT
Same as Case 19.11.

[19.22] ALLIED INITIAL DEPLOYMENT
Same as Case 19.12.

[19.23] AXIS REINFORCEMENTS
Same as Case 19.13.

[19.24] ALLIED REINFORCEMENTS
Same as Case 19.14.

[19.251 GROUND SUPPORT ALLOCATION
Same as Case 19.15.

[19.26] PLAYER SEQUENCE

The Sidi Rezeg Scenario is six Game-Turns long,
and is played on Game-Turns One through Six.
The British Player is the First Player; his Player-
Turn is first in every Game-Turn.

[19.27] VICTORY CONDITIONS

Victory in this Scenario is decided on the basis of
Victory Points. At the end of the game, the Player
with the higher Victory Point total is considered
the winner.

For each Enemy non-Artillery unit destroyed, each
Player receives Victory Points equal to the total of
the destroyed unit’s Attack Strength and Defense
Strength. For each Enemy Artillery unit
eliminated, each Player receives Victory Points
equal to the destroyed unit’s Barrage and FPF
Strengths (only).

In addition, the British Player (only) receives sixty
Victory Points if he establishes a route to Tobruk
as described in the Victory Conditions for the
Operation Crusader Scenario (see Case 19.17,
nr. 1).

[19.3] THE DASH TO THE WIRE SCENARIO

The “Dash to the Wire” Scenario recreates
Rommel’s attempted counter-attack on British
positions by driving towards Egypt.

[19.31] AXIS INITIAL DEPLOYMENT
Unit Type: 5-4-11. Hexes: 1/8 (1313), 2/8 (1312),
1/5(1413), 2/5 (1412).

Unit Type: 3-4-11. Hexes: 33 (1510), 39 (1511), 605
(3315).

Unit Type: 3-3-14. Hexes: 33 (1513), 3 (1806).

Unit Type: 3-3-9. Hex: 8 Bers (1214).

Unit Types 2-2-11. Hexes: 2/200 (1410), 33 (1112),
900 (0706).

Unit Type: 2-3-9. Hex: 65 (0708).

Unit Type: 2-3-7. Hex: 66 (0507).

Unit Type: 2-2-3. Hexes: 40 (1305), 27 (0909), 28
(1008), 19 (0703), 20 (0704), 62 (0805), 61 (0906), 15
(3215), 16 (3014).

Unit Type: 1-2-14. Hex: 15/200 (1406).

Unit Type: 1-2-11. Hexes: 1/115 (1311), 2/115
(1411), 1/104 (3619), 2/104 (3310), 3/104 (1310),
1/155 (1306), 2/155 (1108), 1/361 (3415), 3/255
(1308), 3/347 (1007).

Unit Type: 5-2-3/1-11. Hex: 104 (1208).

Unit Type: 6-2-3/1-7. Hex: XX1 (0908).

Unit Type: 4-2-2/1-11. Hexes: 33 (1309), 155
(1409).

Unit Type: 1-1-2/1-7. Hexes: 26 (1009), 1 (0603),
205 (1406), 12 (3219), 46 (0806).

[19.32] BRITISH INITIAL DEPLOYMENT

Unit Type: 5-3-9. Hex: 8RTR (2816).

Unit Type: 4-5-9. Hexes: 4NZ (2006), 16 (1206), Pol
(0802).

Unit Types 4-4-9. Hexes: 22Gds (1316), 111 (3815).
Unit Type: 4-3-9. Hexs 44RTR (1908).

Unit Type: 3-4-9. Hexes: SNZ (3010), 6NZ (1810),
14 (0804), 23 (1005), 51 (3517), 71 (2917), 1SA
(1616).

Unit Types 3-3-9. Hexz 65A (3418).

Unit Type: 3-2-12. Hexes: 3RTR (1812), 5SRTR
(1913).

Unit Type: 3-2-11. Hexes: 3CLY (1809), 4CLY
(1808), 2RGH (1811).

Unit Type: 3-2-10. Hexes: 7HUS (2215), 2RTR
(2315).

Unit Types 2-3-9. Hexess 1RTR (1205), 4RTR
(1106), 7RTR (0905).

Unit Type: 1-2-11. Hexess 2RB (2014), 2SG (2013).
Unit Type: 1-1-15. Hexes: 3SA (1516), 11HUS
(1116), 1KDG (1718), 45A (3217), CIH (2819), NZ
(2007).

Unit Type: 6-3-2/1-9. Hex: 70 (1105).

Unit Type: 5-3-2/1-10. Hexs 7 Arm (2114).

Unit Type: 5-3-2/1-9. Hexes: 2NZ (2107), 41
(2919), 1SA (1617).

[19.33] AX1S REINFORCEMENTS

None.

[19.34] ALLIED REINFORCEMENTS

None.

[19.35] GROUND SUPPORT ALLOCATION

1. The Axis Player receives four Ground Support
Points every Game-Turn.

2. The British Player receives six Ground Support
Points every Game-Turn.

[19.36] PLAYER SEQUENCE

The “Dash to the Wire” Scenario begins with the
Axis Movement Phase of Game-Turn Seven. It
ends at the conclusion of Game-Turn Twelve. The
British Player is the First Player (but he has no
Player-Turn during the first Turn of the Scenario,
Game-Turn Seven).

Thus, the British Player is assumed to have
completed his movement and combat for that
Turn. All subsequent Turns are played in normal
manner, with the British Player moving first each
Game-Turn.

The British Diversion has already been resolved
and is considered to have had no effect.

Aside from the 7th SA Recce. Bn., which is exited
from the map, all units that do not appear in this
Scenario are considered previously destroyed and
thus do not take part in play. No Victory Points are
awarded for such units considered previously
destroyed.

[19.37] VICTORY CONDITIONS

Victory in this Scenario is determined in the same
manner as in the Sidi Rezeg Scenario (see Case
19.27), with the addition that the Axis Player
receives ten Victory Points each for hexes 3516 and
3614 if an Axis unit was the last to occupy or move
through them. The Axis Player also receives two
Victory Points for each British unit out of supply at
the end of the ““Dash to the Wire” Scenario.

[20.0] GAME NOTES

Operation Crusader is a game of mobile warfare.
The British Player must never lose sight of his
objective—the relief of Tobruk. Yet to accomplish
this, he must first defeat the Axis forces opposing
him. To do this, he cannot sit around. The strategy
of a slow, slugging march up the coast from
Hellfire Pass is doomed before it starts. The British
must strike swiftly at the Axis positions and go for
the heart of their strength—the big German
armored units. Never pass up a chance to surround
and destroy one of these, even if it means having to
use a recce regiment or two as an expendable
“screen.”” The Axis Player, on the other hand,
cannot coriduct a static defense. If he simply forms
a line and waits for the British to come to him, he
will find the British numerical superiority
swamping him everywhere. The Axis Player must
be active, agile and aggressive, shifting forces,
staging counter-attacks, attempting to cut-off the
British armored spearheads. The Axis Player is
aided by the fact that time is on his side and that
his goals are simply to deny the British their
victory, or to make it prohibitively costly.

ANOTE ON UNIT DESIGNATIONS

RECAM=Italian Army Reconaissance, Bers=
Bersaglieri (Italian elite troops), NZ=New
Zealand, Pol=Polish Carpathians, I=Indian,
Gds=Guards, KRRC=King’s Royal Rifle Corps
(60th Rifles), RB=The Rifle Brigade (95th Rifies),
SG=Scots Guards, RTR=Royal Tank Regiment,
HUS=Hussars, RIH=Royal Irish Hussars,
KDG=King’s Dragoon Guards, CLY=County of
London Yeomanry (Sharpshooters), SA=South
African, CIH=Central India Horse, RGH=Royal
Gloucestershire Hussars.

DESIGN CREDITS

Game Design: David C. Isby
Physical System and Graphics:
Redmond A. Simonsen
Development: Frank Davis

Production: Manfred F. Millkahn, Larry Catalane,
Kevin Zucker, Linda D. Mosca
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