Blood on the snow

Combat Result Table (1 die)

Terrain                                              
Odds

Forest
1:2
1:1
3:2
2:1
3:1
4:1
5:1
6:1
8:1
10:1
12:1

Town
1:3
1:2
1:1
3:2
2:1
3:1
4:1
5:1
6:1
8:1
10:1

Cultivated, Lake
1:4
1:3
1:2
1:1
3:2
2:1
3:1
4:1
5:1
6:1
8:1

DIE ROLL


1
3/-
3/-
2/-
2/-
2/-
1/-
2/1
1/-
-/1
-/1
-/2

2
3/-
2/-
2/-
2/-
1/-
2/1
-/-
-/1
1/1
-/2
-/3

3
3/-
2/-
1/-
1/-
2/1
-/-
-/1
-/1
-/2
1/3
-/3

4
2/-
2/-
1/-
2/1
-/-
-/1
1/1
-/2
1/3
-/3
1/4

5
2/-
1/-
2/1
-/-
1/1
1/1
1/2
1/3
-/3
-/4
-/4

6
1/-
2/1
-/-
1/1
-/1
1/2
-/2
-/2
-/3
-/4
-/5

Shift to the odds:

1 Right: If the attacker is attacking from four or more adjacent hexes

2 Right: If the attacker includes tank company and defender does not include AT company

1 Left: If defender includes tank unit
Results: 

Attacker # / # Defender

Attacker # is number of step loss.

Defender # is ½ (r.d.) step loss and the remainder may be taken as hexes of retreat or steps eliminated (not both).

If either side has an insufficient number of step to satisfy the loss, his opponent’s losses are reduced by an amount equal to the unfulfilled portion.

If a tank company is attacking and the attacker suffer 2 or more step losses, at least one must be a tank company.

Bombardment Table

Stacking 

points
Bombardment strenght

7+
4
6
8
12
16
20
30

3-6
6
8
12
16
20
30
40

1-2
8
12
16
20
30
40
50

DICE ROLL

2
1
1
2
2
2
3
3

3
X
1
1
1
1
2
2

4
X
X
1
1
1
1
1

5
X
X
X
X
X
1
1

6
X
X
X
X
X
X
X

7
X
X
X
X
X
X
X

8
X
X
X
X
X
X
X

9
X
X
X
X
1
1
1

10
X
X
X
1
1
1
1

11
X
X
1
1
1
1
2

12
1
1
1
1
2
2
2

Shift 2 columns to the right if target hex is lake hex.

# = number of steps eliminated, never more than one-half of steps in hex (round fractions up), owning player’s choice.

X = no effect.

1. Procedure:  

2. Total the modified (by terrain) offensive support values of all artillery units and the modified attack strength of all adjacent machine gun units.

3. Total the number of enemy stacking points in the hex being bombarded.

4. Find the appropriate column on the Bombardment table (use the next lowest number if does not appear the total bombardment strength). Less than the lowest value on the table are not allowed.

5. Roll two dice and implement the results. The owning player distributes losses among his units.

6. All partecipating artillery units are flipped to their unavailable side.

7. All partecipating machine gun units may not attack or move during the same impulse. 

Terrain Effect Chart


Foot (sky)
MOTORIZED
Combat/Notes
Stacking

Frozen Forest
5 (3)
8
Artillery support strength is halved when placed in forest hexes.
6

Road
2
1
(Note that Roads and Trails Do NOT cross streams or River except at The Bridge)


Trail
3
2



Stream hexSide
+1
+4



Frozen Lake or River hexSide
+1
+4
Increase Attacker Casualties IF Defender is in NON-Lake


Frozen Lake HEX
3 (2)
P

8

Town
2
1
Defender Doubled
8

Cultivated
3
3

8

FORTIFICATION
-
-
Defender Doubled (not in Town hexes)


Bridge (0624-0725)
Negates River costs



ENTER ZOC:
+2 (+1)
+2
In Addition to hex Entry Costs


Leave ZOC:
+1 (0)
+2
In Addition to hex Entry Costs


Attack Or Probe:
Defender’s Terrain Cost +1
Ignore ZOC Costs


Zone Of Control:  Every Soviet unit with an attack strength and every Finnish unit (except decoy counter) exerts a

   ZOCs in the six adjacent hexes, provided movement across the connecting hexside is possible.

   Units entering an enemy ZOC are not required to stop.

Stacking:
   Stacking apply at the end of an active player’s impulse which included movement or an advance 

   after combat. Units in excess of stacking limits at that time are eliminated (owning player’s choice).

   ATTACK: The maximum number of stacking points which may attack from a specific hex equals

   the hex’s stacking limit or the defending hex’s stacking limit, whichever is the least.

Fog Of War: 
   The Finnish player should move his units without the Soviet player observing, and when finished

   flip to their reverse all units (except artillery and captured anti-tank, all attacking or probing units).

   Finnish units which are attacked are revealed at the moment combat is resolved. They may be

1.    flipped to their reverse side during any Finnish impulse in which they do not attack or probe.
Supply







    
       SOVIET


      Finnish
Unit to HQ portion

of Supply Path:
7 hexes or less
(Forest counts DOUBLE)
to hex 3007 or 3027, or

to a supplied HQ
10 hexes or less

to a supplied HQ or

to a friendly-controlled 

Town

OUT OF SUPPLY Penalties:

Attack Strength:

  Defense Strength:

Movement:
HALF*

HALF*

- 1
HALF*

- 1**
Always Move Normally

· * Round UP individual unit strength.


** Never lowered to less than one.
· Unsupplied artillery units may not provide support or bombard.

· Out of supply units are examined at the beginning of each impulse to determine if they are in supply.
Finnish HQ Supply
12 hexes to a road or trail leading to hex 0105 or 0129

Soviet HQ Supply
3 hexes (Forest counts DOUBLE) to a road or trail which leads to hex 3007 or 3027

· Enemy ZOCs: 
A friendly unit negates an enemy ZOC for supply purposes.
OPTIONS:
ATTACK:

· NOTE




MOVEMENT



ATTACK

1. May break-down full-strength battallions
· May not move
2. May Bombard enemy units 

3. May attack adjacent enemy units

FULL:

· NOTE




MOVEMENT



ATTACK

2. May break-down full-strength battallions
3. Reinforcement may arrive
Unavailable artillery units may attempt to recover (roll equal to or less than the unit’s recovery number) 

· May place a Fortification at the end of the impulse in any hex with 4 stacking points of infantry, (engineer and construction counts double), recon, cycle or sky guerilla units that have not moved and are not in an enemy ZOC.
4. May expend their entire movement allowance
· May always move one hex (regardless of terrain or ZOC costs)

5. May Bombard enemy units
May attack adjacent enemy units if expend enough MPs to enter the hex under attack (do not include ZOC costs) plus one (+1). EXC.: Not adjacent units or supporting artillery units.

HALF:

· NOTE




MOVEMENT



ATTACK

· May break-down full-strength battallions
· May expend ½ (round up) of MPs or attempt to attack
· May move from one EZOC to another if it has sufficient MPs to pay all terrain and ZOC cost (even if only a single hex)

· If any units move, none may attack
· If none units move, may attempt to attack

· Roll 1 die: if 1,2, or 3 his units may attack. If 4,5, or 6 may not attack and not move any of his units.

MOVE:

1. NOTE




MOVEMENT



ATTACK

2. May break-down full-strength battallions
3. Reinforcement may arrive
4. May expend their entire movement allowance
· May always move one hex (regardless of terrain or ZOC costs)
· May not Bombard enemy units
· May not attack adjacent enemy units

CHOICE:

· The active player may take an ATTACK or MOVE impulse (not both or any combination).

Combat:

1. Procedure:

2. Artillery support is secretly allocated by both players. Artillery units under attack may not provide defensive support to any friendly units, and may not use their support values to assist in their own defense.
3. Total the attack strengths (may be modified by supply) of all attacking units and 

4. Add the support strength of any partecipating artillery (not more than twice the total printed attacking strength), modified by the terrain occupied by the defender. 

· Total the defense strengths (may be modified by terrain, supply or fortifications) of all defending units and

5. Add the support strength of any partecipating artillery (not more than the total printed defensive strength of the defending units), modified by the terrain occupied by the defender.

6. Divide the total modified attack strength by the modified defense strength, dropping all fractions, to get an odds level found on the CRT. Shift the odds column to the left or right by a number of factors, listed on the table.

7. Roll the die and determine the result.

8. Apply the result immediately.

9. Resolve any retreats or advance after combat.

10. Proced to the next battle.

6. Retreats:

· A unit or a stack of several units forced to retreat through enemy ZOC (even if the hex is occupied by friendly units) loses one step for every hex containing an enemy ZOC.

· Units from a single defending stack may retreat to different hexes.

· Artillery units are eliminated if forced to retreat.

· Advance After Combat:

· The number of the advance is the number of hexes retreated by the defender.

· All advancing units must stop in the first hex containing an enemy ZOC.

· Advancing units may not enter a hex which they would not be allowed to enter during normal movement.

· Retreat Before Combat:

· Sky-capable units occupying a forest hex may attempt to retreat before being attacked or probed.

1. Procedure:

2. The inactive player roll a die for each sky-capable unit attempting to retreat.

3. On a result of 1, 2 or 3, the unit may retreat two hexes (may not enter enemy ZOC).

4. If the defender vacates the hex, the attacking player may advance into the hex but may not attack again during the impulse with the advancing units.

5. Any units assigned to provide them support may not attack again during the impulse.

6. Retreating units are revealed.

· Probes:

· The active player may launch limited attacks to “probe” hexes containing enemy units. 

· A probe is conducted exactly as an attack, except that the combat result are halved (round fractions down) for both attacker and defender, and the attacker may not advance after combat. 

· The defender may attempt to retreat before combat (Sky-capable units occupying a forest hex), but probing units may not advance into the hex.

Reinforcements:

· Reinforcements enter the map at the hex noted or an adjacent hex. 

· They must pay movement costs for their entry hex.

· Reinforcements may not enter the map in hexes occupied by enemy units. They enter play at the nearest map-edge hex not occupied by enemy units.

· Reinforcements are in supply during the impulse in which they enter the map.

· Trucks:

· During a friendly impulse in which movement is allowed, a truck counter may transport 3 non-motorized steps or a single artillery unit.

· They must start together, move as a single motorized unit, and  end the impulse stacked together.

· If every step being transported is eliminated, the truck is as well.

· A truck counter alone in hex is eliminated the instant an enemy unit enter its hex.

Notes:

· Soviet and Finnish:

· ARTILLERY: If an artillery unit moves or provides offensive support it is flipped to its unavailable side. Unavailable artillery may move normally, but may not provide support.

· FORTIFICATION: If at the end of any friendly impulse no units (decoy counters are not units) are in the hex with a Fortification counter or if enemy units enter the hex, the Fortification counter is removed.

· Soviet:

· SOVIET STRENGTH LEVEL: Soviet infantry, engineers, artillery and anti-tank units with two stacking points do not posses a lower strength level and are eliminated entirely if they suffer a step loss.
· PANSSARI PANIC: When resolving any attack involving two or more Soviet tank or armored car companies, the Soviet player rolls one die. On a result of 6 the Finnish defenders lose one step and must retreat one hex in addition to any other combat result. Resolve the attack normally after inflicting the step loss but before the Finns retreat. If the Finnish defenders included only one step, it is eliminated and Soviet units may advance into the hex.

· EXITING THE MAP: Soviet units may exit the map as directed in the scenario instructions. They may not re-enter play, but are not counted as destroyed when determining victory. Otherwise, no unit may leave the map. Those forced to do so (through combat) are eliminated instead.

· Finnish:

· FINNISH GUN CREWS: At the beginning of any Finnish impulse, the Finnish player may choose to eliminate either or both of his artillery units and replace it with a 2-2-9 “Res” infantry company. Artillery units replaced are counted as eliminated when determining victory.

· ANTI-TANK GUN CAPTURE: If a Finnish attack results in the elimination of a Soviet anti-tank battalion and Finnish units occupy the defender’s hex in an advance after combat, the Finnish player rolls one die for each anti-tank battalion present. On a result of 1 or 2 the Finns capture the anti-tank guns. Flip the counter to its Finnish side and place it on the Turn Record Chart 3 turn ahead of the present turn, when it arrives at hex 0129 as a Finnish reinforcement.

· ICE ROADS: At the end of a friendly FULL impulse the Finnish player may construct a secret road in a hex if it contains a Finnish engineer or construction unit. The engineer or construction unit may not move during  the impulse and may not be in an enemy ZOC. Ice road are treated exactly as road hexes. Note ice road hexes on a piece of paper. He need not reveal their existence until a Finnish unit makes use of them.  Soviet units may not use ice road and may not be destroyed.

· BREAKDOWN COUNTERS: It may break down a limited number of full-strength battalions into companies at the beginning of a friendly impulse. Replace the battalion with the number of companies indicated on the Breakdown Chart. To re-form a battalion, all breakdown units (any of the required strength or greater) must end a friendly impulse in the same hex. If eliminated, they may be used again to break down battalions.

· DECOY COUNTERS: When available, these may be placed in any friendly-controlled hex. If alone in a hex and attacked it is removed and placed 6 turns ahead on the Turn Record Chart. At that time it can be returned to the map in any Finnish-controlled hex. Decoy counters may be removed by the Finnish player during any Finnish impulse which allows movement and placed in any Finnish-controlled hex. Decoy do not have ZOCs and cannot block Soviet supply lines or control hexes for victory purposes.

Sequence of Play

Initial Segment.

WEATHER: The Finnish player rolls one die, adds any modifier from the Turn Record Track, and consult the Weather Table to determine the number of impulse that will make up the turn.

SUPPLY: 
Each player determines the supply status of his units.

· Return all unavailable artillery units to their available sides.

· The Soviet player must decide which side will be face up for the 9th Army HQ counter (and determine the division with which the HQ will operate).

1. The Finnish player picks a number of his impulse chits equals to the weather result minus one, but never less than three.

· The Soviet player picks a number of his impulse chits equals to the weather result minus one, but never less than two (not that number for each division).

· Note that each Soviet division has its own set of impulse chits. 

· Starting with the 13 December game-turn the Soviet player must select at least one chit for each formation (even if every unit of a particular division has been eliminated).
Impulses.

1. The Finnish player randomly draws a single impulse chit from the cup. The color determine the active player.

· The active player may move and/or conduct combat, depending on the chit drawn. (Note that the Soviet player will be further limited in that he may only activate one of his two divisions in a single impulse, indicated on the chit).

2. Every units (enemy and friendly) which are out of supply are examined to determine if they are in supply

3. When the impulse is complete, the active player draws another impulse chit and play proceeds according to the chit  drawn. 

· In each turn a number of impulses equals to the turn’s weather condition are played. Thus, there will be some impulse chit left at the end of the turn.
4. Remove the leftover chits, advance the game-turn marker one box on the Turn Record Track  and begin the next turn’s Initial Segment.
