Blitz Commander TM

Units
Infantry  q
An infantry unit represents a regiment of infantry, along with all the support units contained within.  These units will almost always be the mainstay of your combat force.  Unlike the other units in the game they no specific special function.  Even so, when used in mass, their sheer weight of numbers can achieve great effect on the battlefield.  
Armor  x
An armored unit represents either an armored combat command, or an individual battalion of tanks with attached infantry and anti-tank assets.  Armored units are a highly specialized type of unit, that are often necessary to achieve breakthroughs on the line.  Their only draw back, is their abilities are severely restricted in rough terrain types.
Artillery  
Artillery units represent approximately a brigade of artillery.  They, along with aircraft, can be used to bombard and suppress enemy units.  They are not considered to be Combat Units, and thus cannot directly attack other units.
Aircraft  Y
Air units represent approximately 100 tactical and fighter bomber aircraft.  Like artillery they are used to bombard and suppress enemy positions, and are not considered to be Combat Units.

Turn Sequence
Players take their turns one at a time, with the scenario indicated player going first.  Each player’s turn is resolved through a series of actions, each action representing a small phase of the total battle.  As many units as desired can participate in each action.  The only restriction is that each unit can participate in only one action per turn. 
Move Action
During a Movement Action any number units that are participating may move up to their full Movement Point Allowance in hexes.  Each hex entered costs a certain amount of Movement Points, which are subtracted from the moving units total Movement Point Allowance.  Once this Allowance reaches 0, the unit may move no further that turn.
Zones of Control
Every Combat Unit exerts a Zone of Control (ZOC) into its six adjacent hexes.  This zone basically represents roadblocks, interdicting artillery fire, and the general ability of unit to stop enemy movement and force them to engage.  The effect of a ZOC is that a unit may never move from one Enemy ZOC hex to another.  This is not nullified by friendly units or any other game situation.
Overrun
An overrun is a special type of attack that can be conducted by certain units during their movement.  In order to conduct an overrun a unit must spend one additional movement point.  Units that are overrun are immediately destroyed.  Units can only make overruns in a few exceptional circumstances noted below:

A hex occupied by a sole Artillery unit can be overrun by any Combat Unit.

A clear hex occupied by a sole Infantry unit can be overrun by any 3 mechanized units.

Stacking

Up to eight friendly units can be stacked per hex.  Units can never be stacked with, or moved through hexes containing enemy units.

Road Movement
The Road Movement Point Allowance can only be used if a unit is moving from one road-connected hex to another.  If either of these hexes contains units (friendly or otherwise), then Road Movement may not be conducted.
Move and Assault Action
A Move and Assault Action allows a player to conduct a Move Action like normally, after which point any Combat Units participating in the action may attack one hex.  Units may only attack units they are adjacent to.  If both sides have armored units then play is immediately proceeded to the Anti-Tank Phase.  If not, then the Anti-Personal Phase is proceeded to.
Anti-Tank Phase
In this phase shots are exchanged between attacking and defending armored units, with the attacker always firing first.  To begin the phase, the attacker first nominates which tank types will be targeted by each of his attacking tanks.  He then finds the AT Factor to be used against the first target by referencing the Attacker’s AT Factor chart.  Note that all modifiers are applied after the raw AT Factor is determined.  He then makes a number of dice roll equal to his tanks targeting it, scoring one hit for each roll equal to or less the AT Factor.  For every hit scored, one defending tank of that type is immediately removed from play.  The same procedure is then used in turn for each targeted tank type by the attacker.  After all firing has been resolved and targets removed, the defender then follows the same procedure, using the Defender’s AT Factor chart rather then the attacker’s.  Note that the Defender uses no modifiers in his attacks.
(Example: The attacker has 6 Sherman tanks and is attacking a hex with 2 Panther and 1 Tiger II tanks.  He announces that 4 of his Shermans will attack the Panther tanks, while the other 2 will go after the Tiger II.  He first finds the AT Factor to be used against the Panthers, which turns out to be 3.  Making 4 dice rolls, the attacker comes up with 3 rolls less then or equal to 3, and thus all the Panthers are hit and removed.  The attacker then finds the AT Factor to be used against the Tiger II.  It turns out to be 1.  The attacker makes 2 dice rolls, both turning out to be higher then 1 and thus missing.  Now it’s the defender’s turn to fire.  Since only one tank type remains on both sides, the Tiger II targets the Shermans by default.  Requiring an AT Factor of 5 to hit, the Tiger II easily hits its mark, and blows one of the Shermans to pieces.)
AT Factor Modifiers
+1 Per Flanking Tank
Received for every tank the attacker has over the total number of enemy Combat Units defending
-1 For Defensible Terrain 

Received if defender in terrain with a -1 modifier on Terrain Chart.
-1 If Defender Entrenched

Received if defender has an entrenchment marker
Anti-Personal Phase
During the Anti-Personal Phase players attempt to target and destroy enemy infantry.  As in the Anti-Tank Phase, the attacker makes his attack rolls first, followed by the defender.  The attacker’s first step is to determine his AP Factor, which is done by referencing the Attacker’s AP Factor chart.    After the AP Factor is determined, the attacker makes a number of dice rolls equal to his attacking units.  For every roll that is less then or equal to the AP Factor, one hit is scored.  Hits are first used to remove entrenchment markers, one marker removed per hit scored.  After these are all dispensed, the hits must be taken out on the defender’s infantry themselves, again one unit removed per hit scored.  The defender chooses which unit’s these are.  If all the defender’s units are destroyed then the attacker must advance into the hex with at least half (rounding up) of his attacking units.

AP Factor Modifiers

+1 Per Blitzing Tank
Is received for each tank the attacker has outnumbering the defender’s tanks
-1 For Defensible Terrain
Is received if the defender is in terrain with a -1 modifier on the Terrain Chart

Maximum AP Factor
Certain types of terrain have a Maximum AP Factor listed on the Terrain Chart.  Any attack into this hex can have an AP Factor no higher then this number.  Hexes without a listed number, have a Maximum AP Value of 5 by default.
Tank Assault
A Tank Assault is a special type of attack that Infantry units can use in place of their normal Anti-Personal attack.  It can be used by either the attacker or the defender, or both if so desired. What it represents, is a determined effort by infantry and their attached divisional assets to single out and destroy armored units.  To launch a Tank Assault, a player must first finds the single lowest AT Factor of all his infantry units participating.  This is the Assault Factor.  He then makes one die roll for every 3 infantry or 2 mechanized infantry participating in the assault.  For each roll less then or equal to the Assault Factor, the opposing player must remove one tank unit of his choice.  
Artillery Units
An artillery unit may not directly participate in AP type combat, but may be used to absorb a hit.
An entrenched artillery unit can take 2 hits as normal (but will more likely be overrun).
Bombardment Action
A Bombardment Action is a special type of attack that only involves artillery and air units.  Only the active player can initiate a Bombardment Action, however both sides may commit units to participate.  To conduct a Bombardment Action the active player first designates a hex anywhere on the board to be bombarded.  The attacker then indicates which artillery as well as air units will be participating in this action, totaling their Bombardment Level as he does so.  The defender then follows the same procedure, indicating which units will participate in this action and totaling their Bombardment Level.  The defender’s total Bombardment Level is then subtracted from the attacker’s, leaving a sum.  If this sum is equal to or higher then the number of units the defender has in the bombarded hex, then a Suppression Token is immediately placed in that hex.  These units are considered to be suppressed, and immediately lose the ability to make any sort of AP or AT roll for the rest of this Game Turn.  They also have their movement reduced by 1/2 (rounding up).  At the end of the game turn, the Suppression Token is removed.
Artillery 
Both sides may only uses Artillery Units that haven’t previously conducted an action that turn.  Also, any participating artillery must be at a distance equal to or less then their Range from the hex being bombarded.  
Aircraft
Air units may make participate in a Bombardment Action anywhere on the board.  A player can either physically indicate their location on the board or just announce which Bombardments they are going to participate in.  
Entrench Action
This action allows any number of units to immediately become entrenched in their hex, which is marked by placing an entrenchment marker under them.  Units may only entrench if they are not adjacent to enemy unit, or are in Bocage/Fotress type terrain.  Entrenched units are able to take an extra hit an AP combat and also force a negative modifier on the attacker’s AT roll.  If an entrenched unit ever moves or attacks, it immediately becomes unentrenched.  Units that entrench, may take no other action that turn.  
