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Between Two Flags - Guadalajara 1937 

(Alea no.14)

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 rules for this series of games on the Spanish Civil War are divided into two sections. The first part are the standard rules, which apply to all the games in the series; the second part are the exclusive rules, which apply only to the specific battle.


One player controls the Republican units, representing the Loyalist forces, Monarchists, Anarchists, Communists, and various International Brigades, while the other player controls the Nationalist forces, including Franco's army, and German and Italian Fascists. 

2. Game equipment

Units values are given in Figure 1. 

3. Game scale.


Game scale is 1.5 kilometers per map hex, and one day per turn. Most units represent battalions, and are formed into brigades and divisions. The Spanish army of the period did not posses a true regimental structure, although many of the Italian Fascist formations did.

4. Set up


Set up instructions are given in the exclusive rules.

5. Turn sequence.

Each turn consists of the following phases:

1. Determine weather

2. Air bombardment phase

•
First player assigns air bombardment points

•
Second player assigns air bombardment points

•
First player resolves air bombardments

•
Second player resolves air bombardments

3. First player movement and combat:

Player checks supply and command

Player enters reinforcements and moves all desired units

Non-phasing player assigns air points for defense

Phasing player assigns air points for attack

Combat phase, in any order desired by phasing player

•
Phasing player assigns artillery

•
Non-phasing player assigns artillery

•
Combat calculations are made, and voluntary retreats carried out

•
The die is rolled, and combat results are applied, including mandatory retreats and advances

4. Second player movement and combat


Same as 3. above, with the second player now the phasing player

5. Advance the turn marker to the next turn

6. Movement

Each unit has a movement factor printed on the counter. Movement must be from hex to contiguous hex, with no skipping of hexes allowed. Terrain costs are given in Figure 2. Movement points are never accumulated from turn to turn. A unit must have sufficient points to enter a hex, and movement allowances may never be exceeded. 

Units must stop when they enter an enemy Zone of Control (ZOC) and cease their movement. Friendly units may be moved through, although stacking limits may never be exceeded at the end of a turn. 

7. Stacking

The limit for stacking in a hex is:

•
2 infantry units, OR

•
Other unit types totaling no more than 18 combat points

•
A combination, so long as there are no more than 2 infantry and a total of 18 combat points

In addition to the above limits, one artillery unit (of any strength) and any number of leaders may be added to a stack. Examples: A stack could contain two 7-6 infantry units and one 1(5)6 artillery. A stack could contain eighteen 1(5)6 artillery units, as well as one more artillery unit of any strength. A stack could contain six 3-8 armor units, as well as one artillery unit and three leaders. A stack could contain a combination, such as one infantry unit, and other type units (so long as the 18 point total is not exceeded), as well as one additional artillery unit.

Major exception: an armored train unit may never stack with anyone except leaders. 

8. Zones of control (ZOC)

All units (except a single unit or 2 combat factors or less) possess a zone of control that extends into all six surrounding hexes. The presence of friendly units does not affect an enemy ZOC in any way. ZOC's do not extend across major rivers, or into terrain the unit(s) are prohibited from moving into. 

Units must stop when they enter an enemy ZOC. Leaving an enemy ZOC at the start of movement costs 2 additional movement points. Leaving an enemy ZOC at the start of movement and moving directly into another enemy ZOC costs an additional 4 movement points. 

Combat is mandatory for units in an enemy ZOC during the combat phase. 

9. Combat

Combat is mandatory for units that begin the combat phase in en enemy ZOC. All units in a ZOC must attack, and all defending units that are exerting a ZOC must be attacked. 

Units defending in a hex are totaled into one defense strength. An attacking unit may not split its combat strength, although units stacked together may attack into different hexes. Each defending unit may be attacked only once per combat phase, and each phasing unit may only attack once per combat phase. 

9.1 Resolution


The combat results table is based on strength differential, and not on a total "odds ratio." Total the attacking strengths, adding in air points and artillery, and total the defending strengths, adding in air points and artillery. The difference between the attacking units total and the defending units total is found on the top row of the Combat results table (CRT). The attacking player rolls one die, and cross references the roll with the strength differential to find the combat results. Results are read as attacker / defender "hits" taken (step losses). A boxed result means that force must retreat as well. Hit markers are placed under the combat counter, and are subtracted from the unit strength for all calculations. When hit markers equal a unit's printed strength, it is removed from play. 

Example: The attacker has a 7-6 infantry unit attack a defending 3-6 infantry unit. The difference is a +4, so the column used is the +3+4 column on the CRT. If the die roll was a "5" then the attacker would take 0 hits, the defender would take 1 hit, and the defender would also retreat. The defending 3-6 unit is now a 2-6 infantry unit for all game purposes. 

9.2 Terrain effects


The defending units may have their combat strengths modified by the type of terrain they occupy. Consult the Terrain Effects Table (Figure 2). 

9.3 Modifiers


The attacker may modify his die roll by +1 (with a 7 result read as a 6) if he has a combined arms attack: the attack contains at least one infantry unit, one armor unit, one artillery unit, and one air point.

9.4 Retreats


After the differential is determined, but before the die is rolled, either player may voluntarily retreat any or all of his forces one hex. Attackers must retreat into the hex they entered the ZOC from, while defenders may choose which direction to retreat. Retreating units may never enter an enemy ZOC. If their only retreat route would be into an enemy ZOC, they may not do so. The retreating units may not enter or cross prohibited terrain while retreating. 


If the CRT mandates a retreat, the retreating must retreat one hex. The hex may not be into an enemy ZOC, of into or across prohibited terrain. If this is not possible, the retreating units are eliminated. Friendly units do NOT negate enemy ZOC's. Stacking limits apply, and retreating units may not overstack (and are eliminated if they would be forced to do so).

9.5 Advances


Adjacent victorious units, either attacking or defending, may advance into the vacated hexes after retreats are conducted. Enemy ZOC's are ignored for advances. Advances are conducted immediately, before moving on to the next combat resolution. Units are never forced to advance.

10. Artillery

Artillery units need not be adjacent to attack or defend. They may participate in any combat within their range - but only once per combat phase. 

10.1 Ranged fire


Artillery may fire up to their printed range. Count the target hex, but not the firing hex when calculating ranges. The attacker counts up all firing artillery factors, and adds them into the combat. Adverse results do not count against artillery firing at non-adjacent hexes. They may not advance after combat.

10.2 Adjacent attacks


Artillery units adjacent to a defending hex suffer combat results along with other attacking units.

10.3 Defensive ranged fire


The non-phasing player may add defensive artillery into a combat. Count the range from the artillery unit to the hex under attack. Defensive ranged fire artillery units do not suffer adverse combat results. Defensive ranged fire may not be used to defend against an attack carried out solely by enemy artillery. 


Defensive ranged fire is assigned after attacking artillery is assigned to a hex. If the attack is called off, and the attacking units voluntarily retreat, the defensive artillery may not "switch" to another hex. 

10.4 Defending artillery adjacent to attacking units


Defending artillery adjacent to attacking units defends with a strength of "1" regardless of its printed values. 

10.5 Terrain


Defending units receive all modifiers when attacked by artillery as usual, except that they never receive a benefit for river or stream.

10.6 Line of Sight (LOS)


A firing artillery unit must have a clear line of sight if it is to bombard by itself. The LOS may not pass through trees, towns, cities, or through a change in elevation. If a LOS runs along a hex vertices between two hexes, and one hex is clear and one hex is blocked, consider the LOS as clear. 

11. Supply

Units must trace a line of supply to function at full strength and effectiveness.

11.1 Line of supply


A unit traces a line of supply no more than 6 hexes, free of enemy units and enemy ZOC's, to a road. That road, in turn, must run off the appropriate map edge, as outlined in the exclusive rules, also free of enemy units and their ZOC's. 


Units may voluntarily move out of supply.

11.2. Effects


Units that are out of supply have half movement and combat values. Artillery units that are out of supply are considered a 0 for attack and defense. 

12. Leaders


The leader counters represent the commanders of the various brigades, divisions, and corps. In order for a combat unit to function at full effectiveness, these must be in command range of their commander, who must in turn be in command range of the higher echelon leader, etc. (see rule 15). 


Leaders have no combat factor or ZOC. They have a movement factor printed on their counter, and move as if they were motorized. They may not attack, have no defense factor, and do not impede enemy unit movement in any way. If alone in a hex and an enemy unit moves into an adjacent hex, they immediately retreat to the nearest friendly unit, but not through enemy ZOC's. If leaders are alone in a hex after combat (other units are eliminated) the player rolls one die. On a roll of 5 or 6 the leader is eliminated. On a roll of 1 through 4, the leader is placed on the nearest friendly unit (but not through enemy ZOC's).

13. Reinforcements


Reinforcement entry areas are given in the exclusive rules. They may not enter on a hex blocked by enemy units or their ZOC's. They may be eligible to enter elsewhere; consult the exclusive rules. They may usually enter on a free hex closer to their ultimate supply source.

14. Exiting the map


Units may exit the map during the course of play. They are not considered eliminated for victory purposes. Usually they may not return, unless specifically allowed by the exclusive rules. However, units forces to retreat off the map as a result of combat DO count for victory points if allowed by the exclusive rules or scenario. 

15. Command


Units must trace a proper line of command in order to function at full effectiveness. A line of command is 6 hexes from the unit to its leader (usually to its brigade leader). That leader must, in turn, be able to trace 6 hexes or less to its commander, and so on, to the supreme field commander (usually a corps leader). Lines of command may NOT be traced through enemy units or their ZOC's. 


Brigade units must trace to its Brigade leader, or to the Division leader. Division units trace to the Division leader. Division leaders and Corps units trace to the Corps leader. Corps leaders do usually not have to trace to a higher leader, unless specified in the exclusive rules.


Units that are out of command may not attack. They defend normally. Their movement is reduced to one-half that of normal. 


The effects of supply and command are cumulative (so that a units move could be quartered, and its defense halved).

16. Weather


There are three weather columns on the weather table. The weather will be clear, rain, or mud. In clear weather, all movement and combat is not affected. In rain there is no effect on movement. In mud, all motorized, mechanized, and armored movement is halved; movement of all other units is reduced by 2 movement points.

17. Air support


Air points are assigned in the exclusive rules. The full number is available each turn (there is no accumulation of air points). Each point may only be used once per turn, in any allowed phase. Air points have the range of the entire map. Air units are never by the combat results.

17.1 Land combat


Air points may be added to a combat between ground combat units. Each air point added adds one strength point to either the attack or the defense.

17.2 Air bombardment


Air points may bombard enemy ground units. A maximum of 5 points may be assigned against any enemy unit (or stack). The defending units still receive all terrain benefits, except for river or stream (same as if artillery is bombarding). 

18. Victory points


Victory points are listed in the exclusive rules. They are generally counted at the end of the final turn of play. 

Exclusive rules for GUADALAJARA 1937

The Republicans set up first. The Nationalist/Italians move first in each turn. The game lasts from March 8 to March 22.

1. Set up

Republicans: set up the 12th Division in the following towns/cities (with at least one unit in each):  Cogolludo, Membrillera, Jadraque, Bujalaro, Castejon, Miralbueno, and Torrecuadrada (Hex AH34). All other units are reinforcements.

Nationalists and Italians: Set up the Nationalist Brigade Marzo between the towns of La Toba and Mandayona (inclusive), north of the front line. Set up the following Italian units between the towns of Mandayona and Renales (inclusive), north of the front line: 


Mancini (L); Nuvolo (L), PN Division infantry units (6 units); Guido (L), with 2 of his infantry units; 1 armored unit of the CSR; Zannoti (L), with his 4 artillery units.

1.1 Movement restrictions for turn 1 (Day 8):


All Republican units must attempt to move their entire movement allowance in the direction of their supply source. They may not enter enemy ZOC's or attack. If this is not possible, they stay in place and lose 1 strength point per unit. 

2. Combat on turn 1 (Day 8)


All Nationalist/Italian attacks on the first turn receive a +1 column modifier on the CRT to simulate surprise.

3. Supply lines


Republicans trace 6 hexes to a road that exits the south map edge. 


Nationalists/Italians trace 6 hexes to a road that exits the north map edge. 

4. Reinforcements

Republicans: (enter on the south edge road, hex B2, or the other Guadalajara road, hex *3)

Day 9: 11th Brigade, Artillery 1 of IV Corps, Pavlov's command

Day 10: Mera (L), 12th Brigade, 10th Brigade, Brigade F, Brigade I

Day 11: Lister (L), Nino N. (L), Jurado (L), Brigade LXV, Brigade XXXV, Artillery 2 and 3 of IV Corps

Day 12: Armored train, Cavalry brigade

Day 14: Infantry units 1,2, and 3 of IV Corps

Day 16: Brigade LXX

Nationalists:

Day 9: All remaining units plus all remaining Italians, enter along north edge between hexes AA37 and AH42, inclusive.

5. There is no rule 5 (!)

6. Weather

Each turn a weather roll is made. If the previous turn was clear, use table 1; if the previous turn was rain, use table 2; if the previous turn was mud, use table 3.

On the first turn, the rain is considered to be rain. Roll one die, and on a roll of 6 it is considered to be clear instead. 

7. Air support

On each turn the Nationalist/Italian player receives 6 air points. On each turn beginning with the second (Day 9) the Republican player receives 15 air points.

8. Victory

Nationalist/Italian


5 vp's for holding both Trijueque and Brihuega at the end of the game


10 vp's for holding Torrija at the end of the game


1 vp for each combat strength point exited towards Guadalajara along the main highway (hex B2) provided the road between Torrija and Hex B2 is clear of Republican units and their ZOC's.

Republican


5 vp,s for holding Torrija and Trijueque at the end of the game


10 vp's for holding Brihuega at the end of the game

Subtract the republican points from the Nationalist/Italian points:


20+ points = Nationalist victory


10-19 points = marginal Nationalist victory


0-9 points = draw


-1 to -10 points = marginal Republican victory


-11 or more = decisive Republican victory

Additional notes and errata:

Armored train: this unit moves exclusive along the rail line. It may never stack with any other units (except leaders). Along the rail its movement is unlimited. If forced to retreat off the rail line, it is eliminated instead. For combat, treat the train as an artillery unit with a range of 6 hexes. 

Expanded and corrected ORDER OF BATTLE:

Format below gives formation, with Leader (L) and number of counters in addition to the leader. Players may wish to mark turn of entry on the counter backs to speed game set up.

Republicans:

IV Corps = Jurado (L), 1 x Arm Trn, 3 x Inf, 3 x Art (Jurado is overall commander).


BRG CAV = Cav (L), 2 x Cav


BRG F = F (L), 2 x Inf


BRG I = I (L), 2 x Inf


BRG P = Pavlov (L), 2 x Arm, 1 x Cav


BRG LXX = LXX (L), 2 x Inf, 1 x Eng, 2 x Art

12th DIV = Nino N (L), 7 x Inf


BRG L = LaCalle (L), 2 x Inf, 2 x Art

11th DIV = Lister (L)


El Camp (L), 2 x Inf, 2 x Art


Hans (L), 2 x Inf, 1 x Eng, 2 x Art

14th DIV = Mera (L)


BRG XII = XII (L), 2 x Inf, 1 x Eng, 2 x Art


BRG XXXV = XXXV (L), 2 x Inf, 1 x Eng, 2 x Art


BRG LXV = LXV (L), 2 x Inf, 1 x Eng, 2 x Art

Nationalists:

BRG A = Aldec (L), 2 x Inf, 1 x Art

BRG M = Marzo (L), 2 x Inf, 2 x Eng, 1 x Art, 1 x Arm

BRG P = Pita (L), 2 x Cav, 1 x Art

BRG S = Sotelo (L), 3 x Inf, 1 x Art

BRG V = Villalva (L), 2 x Inf, 1 x Art

Italians:

CTV = Mancini (L), 1 x Eng, 2 x Art (Mancini is overall Italian commander).

CSR = Rivolta (L), 4 x Arm, 2 x Bic

BRG A = Benben (L), 2 x Art

BRG B = Zannot (L), 4 x Art

BRG IV = Guido (L), 2 x Inf, 1 x Art

BRG V = Francisi (L), 2 x Inf, 1 x Art

DIV DV = Arnaldi (L), 6 x Inf, 3 x Art (Division Dio Lo Vuole)

DIV FN = Coppi (L), 6 x Inf, 3 x Art (Black Flame Division)

DIV L = Bergoz (L), 4 x Inf, 1 x Cav, 3 x Art (Littorio Division)

DIV PN = Nuvolo (L), 6 x Inf, 3 x Art (Black Arrow Division)




Additional terms:

Mando = leader

Tren Blindado = Armored train

Fuera de mando = Out of command range

Furea de suministros = Out of supply range

Marcadro de impacto = Hit marker (Step loss marker)

Marcador de turnos = Turn marker

Puntos aereos = Air points

Terrain effects chart:

	Terrain:
	Good:
	Rain:
	Mud:
	Combat effect:

	Town
	1
	1
	1
	+2 defense

	Clear
	1
	1
	2 (3)
	no effect

	Trees
	1
	2
	2 (4)
	+1 defense

	Hill
	1
	1
	2
	+1 defense

	River
	+2
	+2
	+2
	+2 defense

	Stream
	+1
	+1
	+1
	+1 defense


Notes:

Cities and towns are treated as Towns

Movement along all roads is 1/2 movement point per contiguous hex

The second (factor) for MUD is for motorized/mechanized/armored units

If some, but not all, attacking units are across a stream, there is no modifier

If some, but not all, attacking units are across a river, then the defense gets a +1, not a +2

Combat results table (CRT)






Differential

	Die Roll
	-5
	-4
	-3
	-2
	-1
	0
	+1+2
	+3+4
	+5+6
	+7+8
	+9+10
	+11+12
	>12

	1
	*3-0
	*3-0
	*2-0
	*2-0
	*2-0
	  2-1
	  2-1
	  2-1
	2-2
	1-1
	1-2
	1-2
	1-2

	2
	  3-0
	*2-0
	  2-0
	  2-1
	  2-1
	  2-2
	  2-2
	  2-2
	1-1
	1-2
	1-2
	0-1*
	0-1*

	3
	  2-0
	  2-0
	  2-1
	  2-2
	  2-2
	*1-0
	*1-0
	*1-0
	1-2
	1-2
	0-1*
	0-2
	0-2

	4
	  2-0
	  2-1
	  2-1
	*1-0
	*1-0
	  1-0
	  1-1
	  0-1
	0-1
	0-1*
	0-2
	0-2
	0-3

	5
	*2-1
	*1-0
	*1-0
	  1-0
	  1-0
	  0-1
	  0-1
	0-1*
	0-1*
	0-2
	0-2
	0-2*
	0-3*

	6
	*1-0
	  1-0
	  1-0
	  1-0
	0-1*
	0-1*
	0-1*
	0-2*
	0-2*
	0-2*
	0-2*
	0-3*
	0-3*


Subtract the defender strength from the attacker strength, and find the differential column. Roll one six sided die and cross reference the roll with the column. Results are read as attacker loss - defender loss, with the * mandating a retreat. 

Weather tables

	Die roll
	Table 1
	Table 2
	Table 3

	1
	Clear
	Rain
	Mud

	2
	Clear
	Rain
	Mud

	3
	Clear
	Rain
	Mud

	4
	Clear
	Rain
	Mud

	5
	Rain
	Rain
	Rain

	6
	Mud
	Mud
	Clear


If the preceding turn was clear, use table 1. If the preceding turn was rain, use table 2. If the preceding turn was mud, use table 3. Clear and rain have no effect in game terms. Mud reduces the movement allowances of motorized, mechanized, and armored units by half, and all other units by 2 movement points. 
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