Closing the Merida Pocket - Extremadura, 1938

(Alea no.18)

English language rules

by Randy Moorehead 

These English language rules were translated from the original Spanish in June 1994. Clarification's, interpretations and addenda have been added by the translator. In most cases the rules have been streamlined and verbosity reduced. Some basic knowledge of war games is assumed. 
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1. Introduction


The game covers offensive operations in Extremadura province in July and August of 1938, during the Spanish Civil War. Nationalist forces are attempting to crush Republican resistance and end the war. The map represents an area southwest of Madrid. The Nationalist forces launched an offensive to pocket Republican forces, which was followed by a Republican counterattack.

2. Game equipment


Nationalist (Franco's army) forces are represented by the blue counters, while Republican (Government) forces are represented by the green counters.

Special units:

Tanks: May not attack by themselves. Provide combat modifier when attacking or defending in conjunction with other units. Multiple tank units on the same side have no additional effect. Tank units are eliminated if not stacked with other combat units and are attacked. 

Aircraft: Add to both attack or defense. Are simply placed on combat hexes, with no range or stacking limits.

Leaders: Add to both attack or defense. Are used to count command range. Are eliminated if the units they are stacked with are eliminated.

Guerrillas: Do not need lines of command or communication and may ignore the first zone of control (ZOC) of enemy units they encounter. They may never enter towns or cities. There is only one guerrilla unit (the 200G). 

3. Game scale


Each hex represents 5 kilometers of terrain. Each turn represents 2 days of time. Units represent brigades usually composed of 3 to 4 battalions. 

4. Sequence of play


The first player in a turn is always the Nationalist (rebel) player. The second player is always the Republican (government) player. The only units that are allowed to move during the enemy players turn are air units being placed for defense of a hex under attack. 

•
A. Reinforcements. The phasing player places his new units and units that have reorganized.

•
B. Supply. The phasing player checks the supply status of his units. Those that are out of supply may not move towards enemy units.

•
C. Movement. The phasing player moves the units he wishes. 

•
D. Command. The phasing player checks his command structure and line of communication. Units that are not in command may not attack, and must automatically retreat instead.

•
E. Air unit allocation. The phasing player places his attacking air units. 

•
F. Air unit allocation. The nonphasing player places his defending air units.

•
G. Combat. Resolve all combats.

•
H. The above phases are repeated with the nonphasing player now considered the phasing player. The turn is then over, and the marker is advanced. 

5. Movement


Movement is always voluntary. Movement is from hex to hex, and hexes may never be "skipped" over. Units may never exceed their movement allowance, and movement points are never accumulated from turn to turn. Units move at various rates, according to the movement point table. 

Units may freely exit an enemy zone of control (ZOC) at the beginning of their movement, and must stop when they enter a ZOC of an enemy unit. Units may not move directly from one ZOC to another ZOC of the same enemy unit. Guerrilla units ignore the first ZOC they enter during a movement phase, but must treat the second ZOC as normal. Units that are out of command may not enter enemy ZOC's. 

Air units move freely, and are never affected by enemy units of their zones of control.

Types of movement:

•
Tactical movement: allowances are listed on the Tactical movement chart. 

•
Strategic movement: units may declare that they are moving strategically, and have their movement allowances doubled. They may not begin, move through, or enter an enemy ZOC. They may not attack. If they are attacked in the next players phase, the attacker subtracts 2 from the combat die roll. 

•
Rail movement: strategic movement along a rail line is unlimited. The maximum is one brigade per turn (the armored train does not count against this limit). Units may only move by rail along rail hexes they control. Otherwise, the same rules given above for strategic movement apply. 

•
Armored train movement: unlimited movement along the rail line.

Units that are out of command have their movement halved.

6. Stacking


Units may never stack in the same hex with enemy units. The maximum stacking allowed in a hex is 3 ground units of any type, and 2 additional artillery units. For stacking purposes, 3 units of cavalry are equal to 1 unit of infantry. 

7. Zones of control


The six hexes adjacent to a unit are called its zone of control (ZOC). Units that enter the ZOC of an enemy unit must stop movement, and attack during the combat phase. Enemy ZOC's block retreats, and units forced to retreat through an enemy ZOC are eliminated instead. Units may never move directly from one ZOC to another. Units that are out of command may not enter enemy ZOC's. 

8. Combat


Units that begin the combat phase in an enemy ZOC must attack. General combat rules are:

•
All units in an enemy ZOC must attack

•
All units exerting a ZOC must be attacked

•
Units defend as a stack

•
Units may attack into different hexes, and are never forced to attack together because they are stacked together.

•
Each unit may only attack or be attacked once per turn

•
The attacker decides the order in which combats are resolved

•
Units that are out of command must automatically retreat 2 hexes.

Compare the attackers strength to the defenders strength, and determine the odds ratio (1-1, 2-1, etc.). Always round down in favor of the defender. Find the appropriate column on the Combat Results Table and roll one die. The die roll may be modified (see below). Apply the results before proceeding to the next combat. 

Air units add 1 strength point each to a given battle. Prior to counting their strength, however, each player that has committed air points to a battle rolls one die. On a roll of "6" that player must roll again. On a roll of 1-3 the air point aborts its mission, but is available next turn. On a roll of 4-6 the air point is eliminated from the game. The Republican (government) player on turns 1-3 and turn 13 and after losses an air point on a roll of "5" (it aborts) or a "6" (shot down) on his first die roll (in place of the preceding). 

Combat die rolls are modified by:

•
-1 or +1 for the presence of armor

•
+2 if defender moved by strategic movement in previous phase

•
-1 if defender in a town

Terrain also affects the defenders strength in several cases. Consult the Terrain Effects Chart. The attacker rolls the die, and results are applied immediately.

Retreats

Units may not retreat into or through an enemy ZOC. They are eliminated if forced to do so. They are also eliminated if forced to retreat into or through terrain that is prohibited to them. Stacking limits apply during retreats; the retreating player may displace units instead of overstacking. The displaced units may not enter an enemy ZOC, or the retreating units that would force them to do so are eliminated instead. 

Advances

If the defending hex is vacated, the attacking units may advance into the hex. If the defending units could not adsorb all of the combat results they should have taken, the advancing player may "turn" those unfilled results into extra movement points during his advance. Each "unfilled" result is worth 2 extra movement points. Example: the result called for a loss of 3 defending units, but only one defending unit was present. The unfilled results are 2, which turns into 4 extra movement points that the attacking units may advance after combat. Advancing units may ignore enemy ZOC's during the advance after combat. The first hex entered must be the vacated defending hex, which is advanced into at no cost. 

Automatic victory

When the phasing player moves his units in such a way as to obtain 6-1 or better odds, treat the defending stack as overrun. The defending stack and its ZOC's are ignored by the phasing player for the remainder of his movement phase. During the combat phase, roll the combat as normal, and apply the results as normal (Yes, this is a great advantage given to the phasing player that can muster such overwhelming force). 

9. Reorganization


During the reorganization phase, players check the pile of eliminated units. If a player has lost 3 units of the same unit type, and all 3 are from the same command, he may "reorganize." He takes 1 unit back as reorganized, and places it with the leader; the leader must not be in an enemy ZOC, and the addition of this unit must not create an overstacking situation. The other 2 units are permanently eliminated, and are never counted again for reorganization.

10. Command and supply


A unit must be able to trace a line of command to its leader. The line may be up to 7 hexes long, and must be free of enemy units and ZOC's. It may be through any terrain. Units that are out of command may not enter enemy ZOC's during movement. If found to be in an enemy ZOC during the combat phase, they are immediately retreated 2 hexes, so as to move them closer to their leader if possible. If forced to retreat through an enemy ZOC, they are eliminated instead. If units begin a turn out of command, they must attempt to move in such a manner so as to regain their line of command. 


A unit must be able to trace a line of supply. The line may be of any length, and must be free of enemy units and their ZOC's. Republicans trace to the east map edge. Nationalists trace to the west map edge, or to the main highway that runs through Trujillo to the north (hex A12). If out of supply, such units must move (if possible) in such a manner so as to attempt to regain a line of supply. Units out of supply have their movement and combat factors halved. 

11. Victory conditions


Consult the Victory Point Table at the end of the last game turn. A side receives points for a geographical location if it controls it. Control is defined as occupying the hex with a unit that is both in command AND in supply at the end of the game. Count the points, determine which side has more points, and consult the Victory Level chart:

90 points or more
Absolute victory

75-89


Substantial victory

60-74 

Marginal victory

40-59


Draw

30-39


Marginal defeat

20-29


Substantial defeat

0-19


Absolute defeat

12. Set up


Units set up according to the Set Up Table. The Nationalist forces set up first. Reinforcements enter play as per the Reinforcement table. 

13. Errata and addenda


They really messed up on the counters, printing them up before the map was done and the game was tested. Color copy and mount the substitute counters that are printed in the map margin. Toss the green AND and CEN counters, as these are really blue counters instead. Also, substitute the 5/3 Cav unit (green) for the mismarked infantry unit in the mix. The colors are reversed on the air unit counters, so you may wish to cut and paste to correct the counters. 

Recommended reading: 

La Batalla de Pozoblanco y el Cierre de la Bolsa de Merida ; Madrid, 1981; Number 15 of the Servicio Historico Militar series. 




Charts and tables

Movement points available:

	Artillery
	4 mp's

	Infantry
	6 mp's

	Cavalry
	8 mp's

	Leaders and armor
	10 mp's


(These are the rates for tactical movement)

Terrain Effects:

	Terrain
	Movement cost
	Combat effects

	Clear
	1 mp
	none

	Road
	1/2 mp if moved along
	none

	Town
	other terrain
	Attacker -1 to die roll

Defenders ignore retreats

	City
	other terrain
	Defender doubled

	Mountain
	1 mp for Leaders

2 mp for Inf and Cav

3 mp for Art and Arm
	Defender doubled

	River
	prohibited for Art and Arm except along road

2 mp for all others
	Defender doubled if attacked exclusively across river


Combat Results:



Attacker/Defender Odds ratio

	Roll:
	1-4
	1-3
	1-2
	1-1
	2-1
	3-1
	4-1
	5-1
	6-1

	0
	A2
	A2
	A2
	A2
	A1
	A1
	AR
	EX
	DR

	1
	A2
	A2
	A1
	A1
	AR
	AR
	EX
	DR
	DR

	2
	A1
	A1
	A1
	AR
	AR
	EX
	DR
	DR
	D1

	3
	A1
	A1
	AR
	AR
	EX
	DR
	DR
	D1
	D2

	4
	AR
	AR
	AR
	EX
	DR
	DR
	D1
	D1
	D2

	5
	AR
	AR
	EX
	DR
	DR
	D1
	D1
	D2
	D3

	6
	AR
	EX
	DR
	DR
	D1
	D1
	D2
	D2
	D3

	7
	EX
	DR
	DR
	D1
	D2
	D2
	D2
	D3
	D4


Find the ration along the top, cross reference with the roll of one die. Odds worse than 1-4 are treated as 1-4; Odd better than 6-1 are still 6-1; 6-1 or better is an automatic victory (see rule 8).

AR = Attacking units retreat one hex

A1 = Attacking units lose 1 unit and the rest retreat 1 hex

A2 = Attacking units lose 2 units and the rest retreat 1 hex

EX = Exchange; Both sides lose 1 unit. The defender retreats the rest 1 hex. The attacker may advance.

DR = Defending units retreat one hex. The attacker may advance.

D1 = Defending units lose 1 unit. The rest retreat 1 hex. The attacker may advance.

D2 = Defending units lose 2 units. The rest retreat 1 hex. The attacker may advance.

D3 - D4 = Defending units lose # of units and the rest retreat. The attacker may advance.

Remember that "untaken losses" by the defender may be turned into extra movement points by advancing units (see rule 8 on Advance after combat).

Victory Points:

	Name:
	Republican points:
	Nationalist points:

	Trujilo (J7)
	40
	-

	Almaden (AD25), Zarzacapilla (AC20)
	-
	30

	Llerena (AQ2)
	30
	-

	Montanchez (O2)
	20
	-

	Almorchon (AF16), Castuera (AE12)
	10
	20

	Villanueva de la Serena (W8)
	10
	15

	Don Benito (Y6), Zalamea (AF10)
	10
	10

	Belalcazar (AI20), Campillo (AJ7), Talarrubia (V19), Guadalupe (K16), Penarroya (Ap17)
	5
	5

	Azuaga (AQ8)
	20
	-

	Zorita (O10)
	15
	5

	Miajadas (R6), Guarena (M3)
	10
	5


Points are given for each city listed, to the side that holds the city with a unit that is in command AND in supply. 

Air Point availability:
	
	Nationalists:
	
	Republicans:

	Turn:
	Number and type:
	Turn:
	Number and type:

	1 to 3
	2 Fiat each turn
	1 and 3
	1 Pol, 1 Tup

	13 to end of game
	1 Fiat, 1 HE70, 1 HE51, 1 JU-52
	4 to end of game
	1 Pol, 1 Tup


If an air point is shot down, that unit is not available on the following turns.

Set up table:

Note: Units that begin the game stacked with a leader must remain with that leader for turn 1

Nationalists forces:

Zorita (O10): Solans (L), 19 Div

G. de Torrehermosa (AP11): Mugica (L), 24 Div

Hex V1: Leader 0,

Hex A12: Leader 0

Logrosan (N14): CEN Cav

Madrigalejo (S11): 11 Div

Guarena (AA3): 1 and 2/21 Div

Campillo (AJ7): 3 and Art/21 Div

Hex AO10: 112 Div

Hex AN14: 102 Div

Fuenteovejuna (AQ15): 122 Div

Penarroya (AP17): AND Cav

Valsequillo (AM15): 60 Div

Hex P13: 74 Div

Republican forces:

Castuera (AE12): Persz-Salas (L)

Talarrubia (V18): Burillo (L)

Almorchon (AF17): Leader 0

Casas de Don Pedro (S16): 1 and 2/25, 1/46, and Art/29 Div (29 Div units)

Castilblanco (P21): 2/46, 1 and 2/109 (29 Div units)

Qunitana (AC9): 68 Div

Don Benito (Y6): 37 Div

Zalamea (AF10): 3 Cav (2 units) and 1/12A (2 units)

Hinojosa del Duque (AK20): 1 and 2/103

Medellin (X3): 200G Guerrillas (1 unit)

Note that the 37 Div and 68 Div would begin overstacked. Allow them to deploy within one hex of the listed hex to correct this. 

Reinforcements:

Nationalists:

Turn 3: Remove 74 Div and 102 Div from map. 

Turn 5: 14 Div at Hex J1

Turn 14: 102 Div returns, and 85 Regt (1 unit), both at Hex AQ1

Note: The 22 Div does not appear in this game. It may be used in a later variant. It was actually deployed with a different corps and did not particpate in the battle.

Republicans:

All reinforcements enter on the east map edge, from M26 to AO26, inclusive.

Turn 3: 66 and 81 Brg

Turn 4: 4, 21, 47, 61, 113, 144, 193, and 210 Brg

Turn 4: Remove leader Burillo, replace with leader Pradas in Zarzacapilla (AC20)

Turn 7: Armored train, Tank unit, Artillery units A, B, C, D, E and F

Turn 8: 19 and 28 Div, plus 19/28 Art unit

Turn 9: 6, 52, and 71 Div, plus Z-6 and 52/71 Art units

Turn 11: Remove 71 Div from map

When a unit must be removed but has been eliminated, it must be replaced by a unit of equal or greater value. The Republican 71 Div (remove turn 11) may remain on the map, if the Republican player is willing to give up 10 victory points instead. 
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