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Fall Weiss 1939 – Mława.

The battle of Mława was the first one from many combats which occured on the Northern Mazowsze in 1939 (Polish territory around of Warsaw).  The German Third Army commanded by General Kuchler fought against the Polish Army "Modlin".  The Germans had tremendous predominance.  In the main sector they had four infantry and one armored division while the Polish had only one division and two cavalry brigades, although there was one Infantry Division (8 ID) in reserve, but it was too far to intervene in the operation.  

Despite such a great predominance the Germans did not break the Polish front lines because the 20th Polish Infantry Division which defended Mława position was strengthened by stationary fortifications.  Their flanks were situated on swamps and wet soil.  The Germans had stormed the defenses for over three days before they were able to capture them, only after the Poles left them.  As the commander of the 3rd German Army could not overcome the front of the Polish positions, he ordered his troops to go around Mława from the south.  The army corps of General Wodrig with General Kempf's armored division was designated to carry out that task.  After three days they pushed away the Cavalry Brigade “Mazowsze” and attacked Przasnysz and Ciechanów, thereby cutting up the Polish unit. The poorly commanded 8th Polish Infantry Division, which was counter-attacking, panicked and left the battlefield in confusion.  Meanwhile the soldiers of the 20th Polish Infantry Division still remained in Mława.  The order that they must leave their positions reached them at night.  Before the sunrise columns started to march to the south, initially unnoticed by the enemy. The Germans didn’t recognize the situation until the morning.  They were not able to catch retreating Poles so they sent the Luftwaffe to attack and inflicted great losses on the Poles.  The 20th Polish ID and the 8th ID (except for the 21st infantry regiment) were defeated and scattered. Cavalry Brigade "Nowogród” and Cavalry Brigade "Mazowsze” also retreated.  All Polish military units were ordered to stop on the line at the Wisła River.  The enemy was expected to force the line.  But the Germans were not going to attack Modlin.  They directed their army east to Różan and Pułtusk.  After one day of fighting they seized suburbs and made it impossible to build a unified front based on the river lines.  In this situation the reserve of Modlin Army was ordered to move back behind the line of the Bug River and to create another defense line.  

After this maneuver the left flank of General Fijałkowski's Self-Contained Operational Group "Narew" was exposed.  The Group had been fighting since 6th September against German forces that attacked from the north.  The Poles found themselves surrounded after being attacked  on the south flank and the only direction to retreat (to the south-east) was blocked by the XIX Armored Corps of General Guderian whose 3rd and 10th Panzer Divisions overcame the Polish defenses near Mława and went on to attack the flank of "Narew" Self-Contained Operational Group.  

In such a complicated situation General Fijałkowski was ordered to leave the line of the Narew River and march to Zambrów.  He was going to capture the town and to continue the march south.  Unfortunately the maneuver was very difficult to realize. Tired of continually fighting, the Polish soldiers were not able to defeat the enemy.  Only the  cavalry brigades "Podlasie" and "Suwałki" avoided extermination.  

Today, after nearly sixty years we may attempt to make a detailed analysis of those events and though it is impossible to reconstruct historical realities of those days (e.g. desertions), we may to try to fight the campaign differently. For instance, a different army concentration or more resolved military operations of the Operational Group "Wyszków" might cause at least some local success. As a Player everybody can command the whole Polish Army so he can direct each battalion or regiment to any place chosen by him.  The Polish commanders who fought in 1939 had no such possibilities.

Another fact simulated in the game is the possibility of involvement of Polish reserve military units like the 35th ID, Group "Grodno" or the Cavalry Brigade "Wołkowysk". The element of Soviet Army participation was omitted in the game because it was not important for the campaign until 18th September 1939 (the longest scenario lasts til 20th September).

We wish you a good time!
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1.0 Introduction 

The game in your hands takes into consideration all historic facts.  Thanks to it each player can day by day play the Polish North Front Campaign.  It is well to point out that forces of both sides are rather equal in the beginning although Poles are scattered all over the territory while the Germans concentrated themselves to attack to the north of Mława.  

While playing the battle you will have to consider a basic dilemma: you must decide if you are going to reinforce Modlin Army fighting on the west of the Narew River line or to prepare yourself to take the German attack behind the river.  Note: each side has weak and strong points.  You should seek them out and know how to use them to achieve success.  

2.0 Game Equipment

[2.1] The Game-Map is a 97x68 cm representation of the battlefield over which the campaign was fought from 1st to 13th September between the Polish and German armies.  The map shows the contemporary road network (with first and the second rate roads), the site and dimension of towns, woods, and rivers which are vital to military operations.  A hexagonal grid is printed on the map to regulate movements and placement of units.  Each hexagon (field) is explicitly defined by its co-ordinates (A,B) where the first figure states the number of vertical line and the second one states the number of an oblique line.  The desired hex lies in the intersection point of the two lines. Example: A10, B29 means that it is situated in the intersection point of the vertical line number 10 and oblique line number 29.  

Each hexagon stands for 3000m of real terrain. 

[2.2] Counters

There are two kinds of counters in the game: those which represent commands and military squads, and auxiliary counters. 

Types and description of auxiliary counters:

- used for marking retreating units

- used for marking assaulting units

- used for marking destroyed units 

- out of supplies

- out of munitions

- counters representing field fortifications 

Kinds of Units

The Germans

- armor squads

- reconnaissance troops

- infantry squads 

- artillery squads

- motorized artillery squads

- infantry artillery squads

- cavalry artillery squads

- cavalry squads

- command/headquarters

- air-force 

Poles

- heavy machine-gun squads 

- cavalry squads

- artillery squads

- cavalry artillery squads

- infantry squads

- armor squads

- heavy artillery

- command/headquarters

All armored, motorized infantry, reconnaissance and artillery squads with movement ability of 12 are called motorized units.  Numbers and names denote the designation of it and its parent unit, e.g. 17/31 means the seventeenth regiment of the thirty-first division.  The remaining items used in the description of units' names mean:

ON - National Defense Units

ON Kurpie - National Defense Battalion "Kurpie"

R.B. - Rifle Battalion

The unit's size should be read as follows: I - company, II - battalion, III - regiment, X - brigade, XX - division.

The unit strength is expressed in points.  It represents the real strength of a squad.

The gunfire modifier is expressed in points: it is found only on artillery units and shows the fire effect on combat. 

The range is the maximum distance (expressed in hexes) an artillery unit may fire.  It is 3 hexes for all artillery units. 

The movement ability is calculated as Movement Points.  Having a certain number of points, the unit pays from this to enter each hex.  Units expend Movement Points according to the type of terrain in the hex and its unit type.  These costs are presented in the Terrain Characteristic Chart.  

The number of sub-units is the amount of sub-units a given unit can be divided into.  

Each non-artillery unit and sub-unit has a reverse with all characteristic data of a given unit and an obverse where both sides of the conflict are marked.  The Unit Charts are used for recording the current strength of units.  In a degree of generalization the game presents regiments (which can be divided into battalions) and self-contained battle groups, but there are no engineer troops or anti-tank battalions.  Their strength is included in the remaining division units.  The artillery of each division is actually composed of a light artillery regiment and a heavy artillery unit, but in the game all the divisional artillery is portrayed by one counter (it usually corresponds with the light artillery regiment numeration).  The artillery units which belong to corps and armies are marked with their symbols e.g. artillery with an inscription: "art III" means the artillery of the third corps. 

For game purposes, Polish armored units in the army "Modlin" and S-COP "Narew" have been merged.    

Armored Units Counters 

unit number

division number

unit size 

unit type

Movement Points

gunfire modifier

Non-artillery Counters 

regiment number

division number 

unit size

unit type

Movement Points

sub-units amount

(a red background)

3.0 The Game Phases and Stages

The game "Mława 1939" is played in 13 cycles which are called stages (turns).  During these stages each side may carry out a number of specified activities.  The Track of Stages and Military Replenishment (placed on a separate card) and the “Stages” counter are used to mark successive stages.  Activities are accomplished in a specific order.  It is forbidden to carry out any activity outside its specified phase.  The stage is considered finished after all activities in phases 1 to 9 are completed.   Stage counters should be moved one box down and then phase 1 should be started again.  

[3.1] Phases

Players are obligated to follow the phase sequence.   A phase can be omitted when the activities provided in it need do not need to be carried out or players do not want to carry them out. 

Phase 1 - supply and weather phase.  

During this phase of the game both players:

- check the supply of all units on the map.

- at the end of the phase either player rolls a die to check the weather for a given stage.  

results: 1, 2, 3, 4 - good weather, air counters may be put on the chart without any limitations. 

result: 5 - weather is changed for the worse, the placed air counters may accomplish only one mission (they are turned with number one facing up);

result : 6 – poor weather – no air counters are placed by either side.   

Phase 2 - German movement phase
The German player may move any number of his units within the limits of the unit type and Terrain Characteristics Chart.  

German reinforcements may be taken at any time in this phase.  

Phase 3 - Field fortification building.

German units, which have not moved in this turn and which are not marked with a Retreat counter, may build fortifications.  This status is marked by a Field Fortifications Counter being placed underneath a given unit.  The last activity in this phase is the removal of all Retreat counters from German units.  

Phase 4 - German Units Attack.

During this phase of game the German squads may attack Polish units.  They also may reinforce them by artillery.  The defender (the Polish player) may reinforce the defense of his units with his artillery.  Offensive markers are placed on all attacking German units while retreat counters are placed on all Polish units which are retreating as a result of the battle.   

The last activity in this phase is the removal of all Offensive counters from Polish units. 

Phase 5 - the counter attack of Polish units. 

After resolving all German attacks, Polish units may conduct counter-attacks. 

All Polish units may counter-attack if they were not attacked in the previous phase (see [8.3]) and if they have in their Zones of Control German units which are not in offensive.  Counter-attacks are fought like ordinary combats.  During a counter-attack the Germans may use their Air Force and the artillery which were not used for a defense in the previous phase and the Poles may reinforce the defense by the artillery which was not used in the previous phase during the attack.  The counters symbolizing the escape units and offensive units are not marked in the counter-attack result. 

Phase 6 - Polish units movement 

Polish units may move up to the limits of their movement allowance (with regard to the Terrain Characteristics Chart).  

Polish reinforcements may be taken at any time in this phase. 

Phase 7 - Field fortification building.

Polish units which haven't moved this turn and which are not covered with the counter symbolizing retreat of a squad, may build fortifications.  The last activity in this phase is the removal of all counters symbolizing retreat from Polish units.  

Phase 8 - Polish Units Attack

Polish units may attack via ground attack, reinforced with artillery and air-force.

The German may reinforce the defense of his units by his own artillery.  On all attacking Polish units, the counters symbolizing a unit in offensive are placed while on all German units which have retreated in consequence of the battle, the retreat counters are placed.  

The last activity of this phase is to remove all counters symbolizing a unit in offensive from German units.  

Phase 9 - the counter-attack of German units.  

After all desired Polish attacks are made, German units may conduct counter-attacks.  German units may counter-attack if they were not attacked in the previous phase (see [8.3]) and if they have in Zones of Control Polish units that are not in offensive.  During the counter-attack the Poles may use the artillery units which did not reinforce the defense in the previous phase.  The Germans may reinforce the defense by artillery and Air Force which were not used in their own attack phase for the fight reinforcement.  The counters symbolizing retreat and attack for a unit are not marked in the counter-attack result.  

4.0 Movement rules

[4.1] General rules.

During movement phases the Players may move as many units as they want in any direction.  An order of displaced units is free (makes no difference).  Units must move from hex to hex; skipping a hex is forbidden.  At the beginning of each own movement phase all units have their limit of Movement Points (ability of movement). Entering each hex the unit uses its points until they are all gone of the Player does not wish to move the unit further.  The movement of units is allowed only during own movement phases or as a combat result.  

[4.2] Detailed rules.

[4.21] A unit may never enter a  hex occupied by an enemy unit (exception: 12.0)

[4.22] A unit cannot spend more Movement Points then its movement allowance each phase. 

[4.23] A unit does not have to use up the whole limit of Movement Points in a given phase.

[4.24] Movement points which were not used in one phase may not be saved and used in the next phase.  

[4.25] Movement points may not be transmitted from one unit to another one.  

[4.26] After a player removes his hand from that counter, that unit’s movement is considered to be finished.  Any changes after that are subject to the opponent’s approval.  

[4.3] Effects of Terrain.

[4.31] A unit spends one Movement Point for entrance to an empty hex; units may pay more or less Movement Points to enter other kinds of terrain.  

[4.32] A unit moving along the road spends one Movement Point and shifts by two hexes.  

[4.33] A unit spends 1/2 of a Movement Point if it moves from one road hex to another along the road.  

[4.34] A unit entering the road from a non-road hex pays Movement Points according to the other terrain in the hex.     

[4.35] Streams and rivers may be crossed at any place but while crossing them a unit must spend additionally 1, 2 or 4 Movement Points (according to the river size), and in the case of mechanized units an additional 3 or 6 Movement Points (major river crossing is impossible without having a bridge)

[4.36] A unit moving along an unsurfaced road, irrespective of terrain it goes through, always spends one Movement Point for entry to the following hex.  

[4.37] It is also allowed to cross major rivers (the Wisła, the Warta, the Bug).  The unit which intends to cross a major river must (in its own movement phase) start adjacent to it.  In the next own movement phase the unit may cross the river by moving to an adjacent hex across the river. A unit spends 4 Movement Points for crossing a major river.  Units of total strength of 40 points may be got across the river once, in one stage (see [5.22]); it applies to the whole chart of the game Mława 1939.  The procedure is similar if the field where a given squad is going to move on has been occupied by an enemy unit.  Then the crossing on the other side of a river may be accomplished also in the next stage, but not in the movement phase.  It is possible only in the own movement or counter-attack phase after dislodgment of the enemy (but the chaser cannot move farther then one hex while chasing across a big river).  

A major river reduces the unit's Zone of Control extension (see [7.15]), it does not extend across a major river.   

A major river may be crossed only by infantry and artillery (non-mechanized) units and by cavalry units.  

[4.38] While entering the hex that includes woods, the unit must spend 1 or 4 (in the case of mechanized units) Movement Points in addition.  

Note: Fields where a wood covers 100% of a surface reduce the effect of a Control Zone (see [7.17]).  

[4.39] Effects of terrain on units' movement are added up.  Example: an infantry unit climbing up a hill which is overgrown with wood spends 2+1 = 3 Movement Points. 

[4.4] Effect of Friendly Units. 

[4.41] A unit may move through a hex occupied by another Friendly Unit or its Zone of Control (see 7.0) at no additional Movement Points.  

[4.42] There is no limit to the number of friendly units that may be moved through a particular hex during a Movement Phrase.  

[4.5] Effects of the German Air Force.

The German entire air supremacy effectively restricted the movement of Polish units on the battlefield.  According to the weather and the number of planes (counters) employed in a battle the Germans have been able to restrict the Polish unit's ability of movement.  The units possessing 6 Movement Points will be allowed to use only 5 from them (detailed information - see 10.0).

5.0 Stacking

[5.1] In the game "Mława 1939" one hex may be occupied by several units of different kinds. 

[5.11] There is no additional Movement Point cost to stack or unstack (more than one unit in the hex).

[5.2] Detailed Rules:

[5.21] Units totaling no more than 24 points may not stay in any hex after the completion of each phase.  Troops totaling not more than 30 points may stay on hexes designated as strongholds. 

[5.22] The strength of each artillery unit for stacking is conventionally calculated by multiplying its fire modifier by 6.  It is a fictitious quantity which is only used for stacking purposes and for crossing of big rivers.  

6.0 Division of units into sub-units

[6.1] General Rules:

During the game all units which have the number of sub-units may be divided into smaller tactical units, e.g. regiments into battalions.  

Each unit which has the possibility of division has its counterpoint in the shape of several sub-units.   

[6.2] Detailed Rules:

[6.21] During its own Movement Phase a unit consisting of several sub-units may divide itself before moving.  

The Player who has decided to do that removes a given unit from the Chart and puts a definite number of sub-units may move in the same Movement Phase according to ordinary rules described in 4.0.

[6.22] The sum of sub-units strength must be equal to the divided unit strength.  

[6.23] After the division all sub-units have the same characteristic as other units.  

[6.24] A unit may also divide during attack phases and counter-attack phases.  The division is accomplished before the fight has been determined.  

[6.25] The sub-units that form a stack and belong to one regiment may merge again at the beginning of a Movement Phase.    

[6.26] There is no additional Movement Points cost to divide or to merge.  

[6.27] The unit which has decided to divide must strictly divide itself into such a number of sub-units as it possesses or still possesses because the sub-units ut us consisted of may have been eliminated (by cancellation PS from the unit's table) in the result of possible loses.

The example: 

78 Infantry Regiment may divide itself into two sub-units:

- II battalion of 1 point strength

- III battalion of 2 point strength.

7.0 The Zone of Control

[7.1] General Rules:

[7.11] The Zone of Control of a unit constitutes the six hexes immediately surrounding the hex occupied by that unit.  

[7.12] All units (except artillery units and staffs) through the whole cycle, have Zones of Control irrespective of the stage or the game phase.  

[7.13] All Zones of Control exist independently of each other - they neither negate or exclude themselves.  A given hex may be controlled by several units (enemy or own).

[7.14] The Zone of Control never affects Friendly Units

[7.15] Besides attack and counter-attack phases, the Zone of Control never extends into the hexes on the opposite bank of a major river.    

[7.16] The Zone of Control never extends into the hexes on the opposite bank of a lake. 

[7.17] The Zone of Control never extends through the hexsides 100% covered by woods. 

Example:

The unit A fortified its position in a wood and is expecting a frontal attack.  Meanwhile the unit number 1 turns the enemy back seizing the opportunity of the fact that there are no Zones of Control in field in 100% covered by wood and cuts off the enemy's possible retreat.  In the meantime the main forces are attacking in front.  At the moment the unit number 1 may avail of the same rule and retreat next to the unit number 1 (only through the field in 100% covered by the wood) ignoring its Zone of Control.  

[7.2] Zones of Control effect on movement.  

[7.21] After an enemy unit enters the Zone of Control a unit must immediately stop regardless of the amount of Movement Points which have not been used yet in this stage (exception - see:12.0).  

[7.22] A unit never pays an additional cost to enter an Enemy Zone of Control.  

[7.23] Moving an own unit in Enemy Zone of Control is allowed only during the pursuit (see: 12.0).

[7.24] During the escape a unit may pass through the field in Enemy Zone of Control but only when another Friendly unit is in this field.  The retreated unit (units) loses 1 strength point (from the sum of all its points) for each field crossed in this way.  

[7.3] Zones of Control abandonment 

[7.31] During an own Movement Phase a unit may leave the Enemy Zone of Control voluntarily without spending any additional Movement Points.  

[7.32] During the same Movement Phase a unit may leave the Enemy Zone of Control and enter it again; it also may go from one Zone of Control to the other directly.

8.0 Combat.

[8.1] General Rules:

[8.11] Combat between units may be conducted only during attack and counter-attack phases.  A unit may attack or be attacked only once per phase. 

[8.12] A unit may be attacked only when it is in the enemy unit's Control Zone at the beginning of the opponent's attack or counter-attack.  

[8.13] The Player is termed the "attacker" when his attack or counter-attack phase is on, the other Player is the "defender"

[8.2] Abilities and Restrictions of attacks

[8.21] A unit nay but does not have to attack an opponent's unit or units which are in its Zone of Control at the beginning on the own attack or counter-attack phase (exception: [8.28]).

[8.22] All enemy's units which are in the Zone of Control of the own taking up an attack unit must be attacked.  Example: (see I) if the unit A attacks the unit 1, the unit 2 must be also attacked by the unit B or A (it is in the Zone of Control of the attacking unit A).  In the second case (see II) the unit 2 does not have to be attacked when the unit A attacks the unit 1.  

[8.23] An enemy unit may be attacked at the same time by all the units that are in its Zone of Control.  In this case the strengths of all attacking units are totaled together.  A single unit may attack several enemy units (if they are in its Zone of Control).  Then the defender adds strength ratios of all defending themselves units.  

[8.24] In the case when several units are defending themselves in the one field, it is forbidden to attack each unit separately.  In this situation the combat should be resolved in one attack and strengths of all defending units occupying the same field are totaled together.  

[8.25] It is allowed to divide the combat into several attacks.  When the attacking units occupy the same hex, e.g. the units A and B resolve the combat by attacking the unit 2 and then the unit C - attacking the unit 1. 

Note: It is the way of getting out from the encirclement - a unit (if allowed) divides itself into sub-units. In the attack phase the strongest units attack the weakest unit in the opponent's group and the weakest sub-unit devotes itself and attacks the remaining enemy units.  

[8.26] The attacker resolves all attacks in any order and combination. 

[8.27] In the case when the attack is taken up from 3, 4, 5, or 6 fields, a ratio the attacker / the defender is modified (see: [8.4] - c and [8.4] - explanation) of value +1, +2, +3 or +4, respectively.  

Example: the units A, B, C, D attack the unit nr.1 from four fields, the ratio the attacker / the defender is modified additionally (according to [8.27]) of value +2.  

[8.28] All units, which at the beginning of the own attack phase (not the counter-attack phase) have in their Zones of Control the attacking enemy units, must attack.  This does not affect the units in field and stationary fortifications.  

[8.29] The attacker's several units must not attack several units of the defender at the same time unless the defending units or (and) the attacking units occupy one field, e.g. (see III) units 1 and 2 attack the units A, B, C (or inversely).  Only a simultaneous attack from several (or from one) hexes, directed to one field or an attack from on field upon several hexes are allowed.  A given attack phase (or counter-attack) lasts as long as all attacks have been resolved.  

[8.3] Abilities and Restrictions of counter-attacks.  

[8.31] All rules described in [8.2] except [8.28] are compulsory in a counter-attack phase when attacks are conducted.  A counter-attack gives a unit a possibility of attack twice in the same stage.  

[8.32] The units which may counter-attack are: 

- the ones which in the last opponent's attack phase were not attacked by non-artillery units, artillery or Air Force and the sum of their fire modifiers was greater then 3;

- the ones which in their Zones of Control have not the enemy units being in attack (as opposed to [8.28] they do not have to attack them in an attack phase but they also may not counter-attack themselves).

[8.4] Combat Results Procedure. 

To resolve an attack or counter-attack the following procedure is conducted:

a) The attacker indicates the attacking unit and the unit which is being attacked;

b) The attacking unit's strength is compared to the defender's strength and the obtained result is rounded down in favor of the defender;  

c) The obtained ratio is modified according to effect of terrain, the presence of commands, artillery, Air Force etc.;

d) Halving the modified ratio, the sector corresponding to the obtained value should be found on the Combat Result Table (CRT); the ratios greater to 10:1 are taken like 10:1 and the ratios less to 1:4 - like 1:4;

e) Halving the attacking unit's strength, refer to the Starts Table and find in the line "strength" a numerical range containing a given value in order to obtain the column and its number;

f) Roll a die.  Read the combat result in the sector obtained in (d) in the point of intersection of the line "number of pips" and the column number 0; it is the first part of the result, the second part is found in the point of intersection of the same line and the column which number is obtained in (e);

Explanation: a modifier is a quantity expressed by a positive number (or a negative number) which changes the attacker's strength / the defender strength ratio by an adequate amount of positions to the left or to the right.  Negative modifiers shift the primary result to the left and the positive - to the right, e.g. the attacker's / the defender's ratio is 1:1, the modifier  +3 shifts the primary result by three positions to the right giving the result 4:1.  The negative modifier would give the result 1:3 in the same case.  

Example:

The unit which strength is 7 attacks the opponent's unit of strength 2.  Comparing the attacker / the defender units' strength the ratio 7:2 is obtained and after rounding it off 

(in the defender's favor) to 3:1.  Let us suppose that after modifying of the result considering the mentioned in (c) factors we would obtain the result 4:1.  On the Starts Table in the line "strength" we find the range containing the attacking unit's strength.  That is the range 7 - 12 located in the column number 2.  We roll a die now.  Let's assume that we would fall out 4 pips.  The first part of the result is read in the column number 0 (it is the result B2), the second part of the combat result is in the intersection of the same line with the column number 2 (it is the result 1).  

[8.5] Effects of an attack. 

[8.51] The following symbols may appear in the first part of a combat result:

A1, A2 - All attacking units move back by one or two fields respectively, all units involved in a given combat stay in their places or chase the enemy units retreating after a combat.  

B1, B2, B3, B4 - All defending themselves units move back by one, two, three or four fields respectively. 

B5 - All defending themselves units move back by five fields and lose the Zone of Control during the immediate stage. 

Figures or numbers obtained in the second part of a combat result stand for attacking units' losses (in strength points).  

Example: the combat result obtained in the previous example (B2;2) means a retreat of all defending themselves units by two fields and the attacker's losses of two strength points.  

[8.52] The forced to retreat unit or units may not move at the cost of strength points losses.  To check the amount of these losses you should refer to the Losses Table and find in the line "strength" the range adequate to the sum of attacking units' strength.  This way you obtain the column (the column which number is being found while looking for a combat  - see [8.4]), where the eligible quantity should be looked for.  

Example:

Taking data from the above example (the attacker's strength 7, the combat result B2,2) the eligible ratio is looked for in the column number 2 of the Losses Table in the line with the symbol B2.  In this case the defeated unit (or units) must lose two strength points to stay in the same place. 

[8.53] An attacking unit (not a defending one) which has been forced to retreat may also stay in its position at the cost of losses.  In such a case on the Losses Table under the line "strength" you must find the range containing the defender's strength (not the attacker strength).  Halving the applicable column you must find the results in the line received from a die roll.  

[8.54] A unit's strength reduction is marked by a deduction of a strength point on the unit's table.  When a unit is composed of several sub-units, the Player divides possible losses within his own discretion.  

[8.55] The loss of strength by a unit is irreversible.  The unit which strength has come down to 0 is eliminated from the game.  

[8.56] The Player whose units sustained losses decides himself which units lose strength points and how many points they lose.  

[8.57] When artillery units sustain losses, the unit's strength is reduced (but not a fictitious strength quantity mentioned in [5.22]).  It means that an artillery unit is eliminated after a lost of 1 point.  

[8.6] Escape.

[8.61] A defeated unit which decided to escape may retreat in any direction but it may not enter the enemy's Zone of Control during the escape (unless it is retreating through he own unit), impassable terrain (a swamp for tank units) or go beyond the edge of the map.  It is also interdicted to cross a major river during the escape.  Otherwise the escaping unit loses an appropriate amount of strength points and stands on the last possible to retreat field.  

For instance, the defender obtained the result B4 but after retreating by two fields, it has occurred that a farther movement is blocked by a big river.  In such cause the retreating unit sustains losses of strength points.  The amount of those points is read in the point of intersection of the B2 and the column "Strength of Attacking Army".  

[8.62] Defeated units retreat irrespective of strength points they posses and of terrain type (except an impassable terrain).  

[8.63] Counters symbolizing an escape are placed on all retreating units. 

[8.7] Chase.

[8.71] If an attacked unit (attacking or defending itself) decided to retreat, all victorious units may accomplish a pursuit moving themselves by the same (or less) amount of fields as a defeated unit has been forced to retreat (exception: a pursuit across a big river, see [4.37]).  The counters Attacking Unit are placed on all chasing units.  

[8.72] During a chase a victorious unit must enter the hex occupied by a defeated unit (or  any hex if there were several defeated units), the further direction of a chase depends on the victor's decision.  

[8.73] A unit chasing along the retreat path (through the fields a defeated unit was escaping) ignores Zones of Control of enemy units.  

[8.74] A chasing unit is obligated to stop in the first hex which does not belong to a retreat path and is placed in the Enemy Zone of Control.  

[8.75] A chasing unit moves irrespective of strength points it possesses and of terrain type (except an impassible terrain).  

[8.76] A chase may be fulfilled by all victorious units involved in a combat except artillery units.  

Example (see: V):

The units A and B have attacked the unit 1 and have forced it to retreat by four fields.  The victorious units fulfil a chase: the unit A partly going along the opponent's retreat path, ignores the unit's 3 Zone of Control and moves by four fields but the unit B moves only by two hexes along the opponent's retreat path because entering the field in the unit's 3 Zone of Control (the field is not placed on the retreat path) it must stop.  

[8.77] A victorious unit may not chase if a defending itself unit has been eliminated in consequence of the lose of strength but it secured its position with those losses.  For instance, the unit defending itself had four strength points, must retreat by three fields in consequence of an attack but the Player decides to sustain losses and to keep the position.  If the table shows the lost of 4 points, it means that the position has been kept and all defenders have been killed.  The attacker may occupy only the attacked hex.  However if it appeared that the cost of the terrain keeping would be five points, the attacker may move one field further and so on.  In the result of this procedure the attacker may move maximum by two fields which he was attacking.  

[8.78] When the attack is unsuccessful only the attacking units may escape.  Other Friendly Units occupying this field must stay in their place if they are not taking part in a given attack.  In this case a chase is forbidden.  

Example: the Player commanding the units 1 and 2 conducts two attacks: in the first one the number 1 attacks the unit A, in the second one the unit number 2 attacks the unit B.  In the result of the unsuccessful first attack the unit number 1 retreats but the unit 2 remains on its place till the moment of the own attack's result and thereby foils unit's A chase.  

[8.79] The next attack may be resolved only when the results of the previous combat have been inserted (described in [8.5], [8.6], [8.7]).  

[8.8] Effects of Terrain on a Combat.  

[8.81] Effects of terrain on a combat are taken onto account by terrain modifiers insertion (see: [8.4] - explanation).  The specification of all types of terrain and the corresponding with them modifiers are presented in the Terrain Characteristics Chart.  

[8.22] An effect on the combat has only the terrain type occupied by the defender - the only exception are swamps (see: 8.97).  

[8.83] The effects of terrain are cumulative, e.g. a total modifier for a hilltop (-1) covered by forest (-1) amounts -2.  

[8.84] Rivers (all types) and bridges have an effect on a combat only when the majority of attacking units (their strength points sum, not numerical force) are on the other side of a river or a bridge.  

[8.85] When at the same time several units are being attacked and each of them is in a different terrain, the most profitable modifier is taken.  

[8.86] Roads have no effect on a combat, it only depends on the other terrain in the hex.  

[8.87] Units attacking from a swamp hex have their strength halved.   

[8.88] Armored and reconnaissance units in a forest or attacking into a forest hex have their strength halved (rounded up).   

[8.89] Armored or reconnaissance units defending in a town reduce their strength by half (rounding up the obtained result).  If they are stacked with an infantry or cavalry unit they remain at full strength.    

9.0 Artillery

[9.1] General Rules:

[9.11] Only artillery units may take part in a combat while being in the Enemy Zone of Control.  

[9.12] Artillery units affect a combat by Artillery Fire Modifier they possess (see: [8.4] - explanation).  

[9.13] While conducting ranged fire combat artillery is not retreated - unless it is attacking or is attacked from an adjacent hex.  

[9.14] Artillery units may never take part in advance after combat.  

[9.15] Artillery units do not possess Zones of Control.

[9.16] The artillery unit which is not standing with another non-artillery Friendly unit may be eliminated if in the Enemy Movement Phase or during a chase the Enemy non-artillery unit passes through the field where this artillery unit is.  Because of that the Enemy unit does not spend any additional Movement Points.  The above rule does not refer to the artillery units in field-works and stationary fortifications.  

[9.2] An attack reinforcement.

[9.21] Artillery may reinforce an attack only during the own attack or counter-attack phase.  An attacked unit must be within the range of artillery supporting an attack.  When the defending themselves units are in different fields, it is enough for at least one to be within the range of artillery. 

[9.22] A given attack may be reinforced by any amount of artillery units.  

[9.23] The attacking Player is obligated to indicate the artillery units reinforcing a given attack.  

[9.24] When several artillery units reinforce a given attack, their fire modifiers should be added up.  

Example: The result 2:1 has been obtained from the ratio the attacker / the defender strengths.  The attacking Player reinforces a given attack by three artillery units, which modifiers are: 1, 0.5, 0.5, the sum of modifiers is 2 and the modified ratio is 4:1.  

[9.25] An artillery unit may reinforce an attack only once in a given phase (see: [9.5]).  

[9.26] If the sum of fire modifiers reinforcing the attack of artillery units is not integer, it should be rounded down.  

[9.3] A Defense Reinforcement.

[9.31] Artillery units may reinforce the own units' defense during the enemy's attack or counter-attack phase.  

[9.32] Artillery may reinforce the defense if it did not move in a given phase.  

[9.33] The unit which defense is being reinforced must be within the range of assisting artillery fire (exception - see [9.48]).  

[9.34] A defense may be reinforced by several friendly artillery units.  

[9.35] If the enemy attacks several units, at least one of them must be within the range of assisting artillery fire in order to reinforce their defense.  

[9.36] During the defense reinforcement, fire modifiers are taken with a contrary sign.  

Example: The result 3:1 has been obtained from the ratio the attacker / the defender, the defense is being reinforced by artillery which fire modifier is 1 and considering [9.36] it has a value -1 which gives the final result 2:1.  

[9.37] An artillery unit may only once support a defense during one phase.  

[9.38] The defender offers (applies) the reinforcement of his own artillery (indicating the supporting artillery) not before the attacker presents the total strength which would participate in a given attack (i.e. non-artillery units, artillery supporting attack and possible air support).  A renewed correction of the attacking Player's strength is forbidden. 

[9.39] If the sum of fire modifiers supporting the defense of artillery units is not integer, it should be rounded up (in defender's favor).  

[9.4] Self-contained Artillery Attacks.  

[9.41] Artillery units may conduct self-contained attacks without involving the other types of army.  

[9.42] An artillery unit may attack (strafe) only one field. 

[9.43] One field may be strafed by several artillery units.  

[9.44] Regardless of strafed units' strength the ratio 1:4 is accepted as the initial one which may be further modified.  

[9.45] A unit may not retreat as a result of strafe but it must sustain losses instead.  

[9.46] If the sum of modifies of artillery strafing units is not integer, it should be rounded down.  

[9.47] In order to obtain the amount of strafed units' losses you should find the first part of the result according to the procedure given in [8.4] ignoring points: b, d and e (in the point e the effect of command is not taken into consideration), and then you must count the sum of attacked units' strength (in case of artillery units, a coefficient "a unit's strength" is taken into account).  In the line "strength" of the Losses Table you should find the range containing the previously counted sum.  This way the column is obtained.  The amount of losse is read in this column in the line adequate to the combat result.  

Example: 

Artillery units, which sum of fire modifiers is 5.5 are strafing a field. The enemy's units of a total strength of 20 points are on this field.  In accordance with [9.44] the ratio 1:4 is modified of the value 5 (rounded off according to [9.46]) and the result 3:1 is obtained.  After rolling the die, the combat result is read in the column number X of the section marked with the ratio 3:1.  Let us suppose that we would fall out 3 pips.  The result of the attack is B2.  In accordance with [9.47] the amount of losses is found on the Losses Table.  Because the unit's strength amounts 20 points, the result is being looked for in the column number 4 in the line corresponding with the combat result B2.  In this case the strafed units must sustain losses of a total strength of 3 points.  

[9.48] Artillery may support the defense of Friendly Unit which is being attacked solely by artillery but only when the artillery attacking unit is within the range of its fire.  

[9.5] Artillery Units' Combat in Attack Phases.

[9.51] An artillery unit may support an attack or attack separately during the own counter-attack phase but only when it was not attacked or did not support the defense in the last phase of the opponent's attack.  

[9.52] An artillery unit may support a defense in the enemy's counter-attack phase, but only when it did not support the attack in the own last attack phase.  

[9.53] During counter-attack phases the artillery units must obey all the rules described in the other points of clause 9.

Note: To mark the artillery units which have been used for combats support in attack phases we should turn the reverse face up.  

[9.6] A combat in a direct attack and in the defense.  

[9.61] The artillery unit, which at the beginning of an own attack or counter-attack phase is in Enemy unit's Zone of Control, may attack only the units of adjacent fields.  It is forbidden to attack at longer distances.  A fire modifier is used to attack.  The rule [8.22] is not obligatory for an artillery.  

[9.62] The artillery unit, which at the beginning of enemy attack or counter-attack phase is in the enemy unit's Zone of Control, may only support the friendly non-artillery units' defense if they both occupy the same hex.  A fire modifier is used during supporting the defense.  

[9.63] The artillery unit, which at the beginning of enemy attack or counter-attack phase is on the enemy unit's Zone of Control and it doesn't share the field with the friendly non-artillery unit, may only defended itself using a coefficient "strength of defense".  It is forbidden to support the defense of other units.  

[9.64] The artillery units whose sum of fire modifiers is fewer then 1 and they occupy the same field (marked with a counter "field fortifications") together with the friendly non-artillery unit, reduce the sum of strength (by a half, rounding it up) of attacking them enemy armored units.  If the defender decides to use an artillery like that, he may not use it to support the defense.  Possible losses the attacker must mark among armored units and the defender (first of all) must mark them among artillery units.  While counting the attacker's ot the defender's losses, a full strength of armored units should be taken into consideration.  

Note:  If in consequence of artillery using, we obtain an intermediate result, e.g. 2.5:1 (after modifying the ratio), the result should be rounded up in the defender's favor (in this case 2:1).

10.0 Air  Force

Both Polish (there are none in Mława) and German air units do not correspond with real unit designations, but represent the effect of air forces in a given area of military operations.

[10.1] General Rules. 

[10.11] From the beginning of the first stage the Player representing the German side receives an air support.  The air force is expressed by counters.  Each counter has a reverse and an obverse (which differs in strength coefficient only).  A strength coefficient has just the same effect on a combat as an artillery fire modifier. 

[10.12] Air force may be used for support of attacks or for the defense of German units.  Directions for its use and effects are the same as in the case of artillery operation (see: [8.4] - c and [9.38]).

[10.13] Air force may conduct self-contained raids or cooperate only with artillery; in such a case the same rules as in [9.4] and, particularly, [9.47] are compulsory.  While searching for an effect of a self-contained air raid, the result 2-6 pips (regardless of an effect) causes that the attacked unit's (units') mobility is reduced by one in its immediate Movement Phase (it is covered by the counter s1).  

[10.14] Transport trains may be the target of an air raid (see: 10.31).  

[10.2] An Air Raid Procedure.

In order to use Air Force, aircounters should be placed at the beginning of Movement Phase on the fields which the Player is going to attack.  

[10.21] In order to accomplish a self-contained air raid or to reinforce the attack of own land units, an air counter should be placed on the enemy unit, that is going to be attacked.  

[10.22] When the defense of the own ground unit is supported, an air counter should be placed on a Friendly Unit.  

[10.23] After air counters arrangement, roll a die for each of them.  The obtained results mean as follows:

6 - an air unit returns to the base (a counter is immediately removed from the chart);

5 - an air unit remains on the chart, but the counter is turned face up (with the strength indicator equals 1); the counter is removed from the chart if it had at its disposal only one strength point (considering the weather) before this procedure.  

4 - 1 - an air unit remains on the chart without changes.  

After the accomplishment of above procedure, the air units that have stayed on the chart may attack the enemy (using their remaining strength). 

[10.3] Self-contained air raids.

[10.31] In a case of self-contained air raid at transport trains, the procedure described in [9.47] is omitted and the below procedure is followed:

the result 6 implies the train annihilation (its counter is removed from the chart and it does not participate in the game any more); transported units lose 1 SP and in the immediate Movement Stage they move using half of their Movement Points. 

the result 5 implies that a half of possessed Movement Points has been lost (20 points remains) without any effect on transported units.  

the result 4 - 1 means an unsuccessful attack on a train.  In a case of double successful air raid on a train, the result more profitable for an attacker is taken into consideration. 

[10.32] On 1-st and 2-nd September the German Air Force may not concentrate more then two air counters on one field.  

[10.33] When an attack is conducted only with air forces, artillery units must not support the defense.  

[10.34] Air units may not be used for an attack on the units standing in woods.  

[10.35] The attacked units that are in stationary fortifications sustain a half of strength points losses obtained from the self-contained air raid result.  

[10.4] Weather.

[10.41] An amount of air counters is stated precisely for each day.  The counters indicate only potential ability of German Air Force, however they do not imply that all support points will be allowed to use in separate stages.  The employment of Air Force depends on the state of the weather.  

[10.42] From the beginning of the first stage, any of the Players in a Supply and Weather Phase, rolls a die to check the state of the weather in a given stage (see: [3.1] Supply and Weather Phase).

The description of the procedure and its consequences are presented in [3.1] Supply and Weather Phase. 

11.0 Field Fortifications.

[11.1] General Rules. 

[11.11] All units which did not move in the last Movement Phase and which are not covered by escape counters may build fortifications during the own Movement Phase.  This fact is marked by the location of the counter Field Fortifications below a given unit.  

[11.12] Field Fortifications may be built on any hexes regardless of the terrain type (exception - it is forbidden to build in the wet terrains).  

[11.13] The counter Field Fortifications is removed from the chart if at any moment of the game none of friendly units occupies the hex where field fortifications are.  

[11.14] During the same Movement Phase a unit is allowed to leave the field where fortifications are and another friendly unit may take its place. 

[11.15] The counter Field Fortifications is removed from the chart if the unit occupying that hex was eliminated of forced to retreat on the result of a combat. 

[11.16] Once destroyed fortifications may be built again in the same place (according to [11.11]).  

[11.2] An effect of field fortifications on a combat and on a movement.  

[11.21] Field Fortifications affect only a unit defense.  They modify a ratio by the value -2.  

[11.22] The modifier is inserted if at least one of the attacked units possesses field fortifications.  

[11.23] The fortification modifier is inserted regardless of the terrain modifier.  

Example: Three units are being attacked (they are in different fields).  One of them has field fortifications.  The units are on the fields ------------ like that: a clear terrain, a forest and a town.  Considering the rule [8.95], for the terrain is taken the most profitable modifier from every possible ones, that is -2.  Because one of the units has field fortifications, the fortification modifier -2 is also added, so the final modification is -4.  

[11.24]  Field Fortifications do not affect the combat result if an attacking unit is on the field which has field fortifications.  

[11.25] Fortifications do not affect the units' movement in any additional way.  

[11.3] Stationary fortifications.  

There are Polish fortification line on the chart of the game "Mława 1939".  They are in the vicinity of Mława, Modlin, Różan, Pułtusk, Ostrołęka, Nowogród, Łomża and Wizna.  They had a fundamental influence on the defense ability of Polish army.  

[11.31] The strength of the unit that is attacking across the edge of fortification lines is divided by two before odds are calculated.  

[11.32] Stationary fortifications give the defender an addition modifier -4.  

[11.33] When the defending themselves units are in stationary fortifications, they sustain double less losses (rounding down) then lose resulted the Combat Results Table.  

Example: After a combat the Polish battalion defending Mława fortifications obtained the result B3 and it is forced to retreat by 3 fields, but the Player having this unit at his disposal decides to keep the position at a cost of strength points loss.  The attacking units' strength was 30 points, so he should have lost 4 points to keep the position but while being in fortifications he losses 2 points (in accordance with [11.33]).  

12.0  Armored Raids.  

Only the German Player may accomplish armored raids during his Movement Phase.  Raids are the specific form of movement and combat combination.

[12.1] Detailed rules.  

[12.11] Raids may be conducted only by mechanized units which at the beginning of a Movement Phase (of German units) occupy one field and at least 2/3 of their strength form tank units.

[12.12] Units conducting a raid may enter the field occupied by the Polish units at an additional cost of three points but only when the modified (by terrain effect or field fortifications) ratio amounts at least 10:1.  If the above conditions have been fulfilled, the raiding units may enter the field occupied by Polish units and additionally all Polish units standing on this field are eliminated.  

[12.13] The raiding units may shift within control fields of Polish units.  

[12.14] During one Movement Phase the same units may conduct a raid by "running over" the Polish units till the limit of Movement Points has been expended.  

[12.15] Artillery units participating in a raid make no difference while counting the ratio.  

[12.16] When artillery units fight on Polish side only the coefficient "unit strength" is taken into account.  The rule [9.64] is compulsory during the raid.  In the case of this rule application, the coefficient "unit strength" is not reckoned in the sum of defending themselves units.  

Example: The attacking unit 1 may not directly enter the field occupied by the unit B because it would have to shift within control field of the units A and C.  However it is possible to annihilate at first the unit A and then the unit B.  

The expense of Movement Points is as follows:

- for an entrance into the first hex a unit spends 1 Movement Point (for an entrance into a clear terrain );

- for an entrance into the second hex unit spends 4 Movement Points (one point for an entrance into a clear field and three points - see [12.12] - for the annihilate of a unit A)

- the cost of the entrance into the third and the second hex is identical.  

13.0 Commands. 

There are counters representing commands in the game.  They indicate commands of army and battle groups on the Polish side and commands of corps at the German said.  Commands affect the combat (they modify its ratio by 1). 

[13.1] Detailed Rules.

[13.11] The counters representing commands have neither Control Zone nor strength points, they are not units.  

[13.12] Commands have a Movement Allowance of 12 strength points.  Commands are taken just as mechanized units (during a movement).  

[13.13] Commands may share hexes with other units.  They have no strength so they are not taken into consideration at stacking.  

[13.2] An Effect of Commands on a Combat.  

[13.21] All units which are not farther then 4 hexes from their own command, obtain a support during a combat.  

[13.22] If all attacking units are not farther then 4 hexes from their own command, the ratio is modified additionally by 1.  

[13.23] If all defending units are not farther then 4 hexes from their own command, the ratio is modified additionally by -1.  

[13.24] The effect of commands of a combat is not additive i.e. the presence of a greater amount of commands does not additionally affect a combat.  

[13.25] Commands may not conduct self-contained attacks or enter the hex occupied by enemy commands or units.  

[13.26] A command has been eliminated when an enemy unit passes through or stops on a field occupied by this command, for instance during the enemy Movement Phase or in consequence of a chase.  

[13.3] An effect on Bridge Building.  

[13.31] If the staff advances towards the field (or passes through this field) with a destroyed bridge on the edge, the bridge is admitted to be repaired in the next stage.  

14.0 Supply. 

An army supply (with ammunition, food, medicine etc.) is the basic element of conducting military operations.  The lack of supply essentially affects combat ability of units.  

[14.1] A supply line.  

[14.11] A supply line is a sequence of adjacent hexes stretched from a supply base to a given unit.  

[14.12] A supply line may not go through the hex including an enemy unit or enemy unit's Zone of Control (exception: [14.13], across big rivers and swamps).  

[14.13] A supply line may go across the hex in the enemy unit's Zone of Control it there is a friendly unit on this hex.  

[14.14] The fields adjacent to the north edge of the map make a supply base for German units.  

[14.15] Płock, Różan, Ostrołęka, Łomża and all fields of the south edge of the map make a supply base for Polish units.  

[14.16] Only the units that possess supply lines have a supply.  

[14.2] Detailed Rules. 

[14.21] A supply of all units on the chart is checked in the Supply Phase (considering [14.16]).  

Counters representing "the lack of deliveries 1" are placed on the units which have no supplies.  If a unit is not supplied in the next phase again, a supply counter should be turned over to the other side to make it symbolize "lack of supply 2".  

[14.22] When a unit regains a supply, the counter is removed from it (it is accomplished during the Supply Phase).  

[14.3] Effect of supply on a combat and on a movement.  

[14.31] The units with "the lack of deliveries 1" or "the lack of supply 2" have the strength reduced by a half (rounding up).  

[14.32] If a mechanized unit has "the lack of deliveries 1" its ability of movement is reduced by a half.  When this unit has "the lack of supply 2" it cannot move at all. 

[14.33] The artillery which has "the lack of supply 2" may not fight.  

15.0 Unit Set-up

Before the start of the game all units should be placed according to the coordinates presented below.  In some cases, the initial coordinates have been given for German units, for instance the notation "K - x,y (1)" means that all units of General Kempf's Armored Division may be freely spaced out within a radius of one field from the field designated by coordinates x, y.  

All units set up at start at full strength.  In case of scenario nr. II - The Defense of the Narew, some German units have a reduced initial strength.  All parameters have been given in the Unit Tables.  

Special Notes:

- On the day of the game beginning all Polish units are fortified.  

- On the first day of combat all German units may use up only half of their Movement Points.  

- Crossing the State Border towards the opponent's country cost 1 Movement Point additionally.  

16.0 The Additional Variant of the Game (The Scenario IV).  

This variant provides that several units which entered or might enter the combat area of Modlin Army during hostilities may participate in a combat: 

- 35 AD joins the game on 10th September from any hex on the east edge of the chart;

- the units of Grodno Group (three regiments without supply units) join the game on 12th September from any hex on the east edge of the map;

- the Cavalry Brigade "Wołkowysk" joins the game on 17th September from any hex on the east edge of the map

The above units join the game only when the HQ of Self-Contained Operational Group "Narew" is still fighting to the North of the Bug river.  

17.0 Replacements.  

During the game, both sides receive replacements in the form of new units.  All information concerning the stage and the entrance place on the chart have been described in each scenario.  

[17.1] Detailed Rules.

Explanations:

- a designation of a type 34,3 informs that all units which are on this field must start their movement from the hex having these coordinates;

- a designation of a type (S) Pd (3-27) informs that the units occupying this field may start to move from any hex adjacent to the south edge of the map between the lines numbered 3 and 27 (inclusive);

- (N) Pn - means that the army enters the game from the north edge of the chart;  

- (E) Wsch - means that the army enters the game from the east edge of the chart, etc.;

- (G) N - means that the army enters the game from {terrain of}Germany. 

[17.11] New units of the given Player may enter the map at any time during his Movement Phase. 

[17.12] Units may enter the map gathered into stacks. 

[17.13] While entering the map, a unit also spends 1 Movement Point for the first hex adjacent to the edge of the map (the one from which the unit has started the movement).  

[17.14] When replacements enter the map, the Players should keep the rules relative to stacking and consequences issued from them.  Units must gather into stacks (in accordance with [5.21]) before entering the map if they enter the map from one field and their total strength is greater than 24 points (see: [5.22]).  

The first stack starts the movement from a given map in accordance with rule [17.13], but each next one spends as many Movement Points as the cost of entrance into a given hex {is}.  

Example: On 5th September the units of 32 AD enter the map from any (one) hex on the east edge.  A total strength of all units is 30 points so they are gathered into minimum two stacks.  When the first one enters the map at 49,2, it spends 1 Movement Point (clear terrain), the second stack must spend two Movement Points when it enters the same field.  

[17.15] Units may not enter the map from the hex occupied by an enemy unit or from the hex in the enemy unit's Zone of Control.  In such a case replacements may enter from the nearest hex.  

[17.16] All replacements may be delayed by any amount of turns.  

[17.17] The units which delayed their entry by one turn, may start their movement from the field (adjacent to the edge of the map) by six fields to the left or to the right in relation to primarily specified hex.  

Example: The units of 228 AD enter the chart from the west (x,y) in the sixth stage.  If they had entered in the seventh stage, they would have entered the chart from any hex which is 6 fields away from the field (x,y).  Delaying the entry by the next turn extends by 6 succeeding hexes from each side.  

18.0 Transport Trains.  

The Player representing the Polish side has counters symbolizing transport trains (however in the game "Mława 1939" they have not been published considering the specific character of military operations on the North Mazowsze).  {Every counter is able to transport units of a total strength of 6 points.}

[18.1] Loading procedure.

A unit may be entrained if a transport train and a unit which is to be transported are on one field in the own Movement Phase. 

The loading cost for infantry units amounts +1 Movement Point, for artillery and cavalry - +4 Movement Points, for armored units - +10 Movement Points.  In the next stage, a transport train together with a transport unit may shift to a selected place. 

[18.11] Trains may only move along tracks. 

[18.12] Trains have 1 Movement Point during an enemy attack and when they are forced to escape, they undergo annihilation together with transport units.  

[18.13] See also: [10.23].  

19.0 Victory Conditions.

The Player representing the Poles receives:

- one Victory Point for each eliminated strength point of German unit (a fire modifier must be multiplied by 6 to calculate an artillery strength).  

Note: 

To calculate losses of strength points among own units the Player had better keep the current score of each successive strength point loss on the Losses Table enclosed to the instruction.  After the last stage, the sum of Victory Points should be calculated for the Player commanding Polish units.  

To determine the winner, the game "Mława 1939" must be played twice.  This way each Player may command Polish units.  The Player with the most Victory Points is declared the winner.  

20.0 Bridges. 

In the game "Mława 1939" the Players may destroy bridges on major rivers.  The player whose unit was the last one at the bridge, declares "destruction of a bridge".  After this procedure, the bridge is regarded as a destroyed one and the counter "Z" (D) is placed on the edge where the bridge was.  Reconstructing of bridges - see: [13.3]. 

21.0 Camouflage.  

[21.1 Each unit has on its back a national status.  During each turn when moving the reverse side may be left face up to hide from the enemy the type and designation of moving unit.

[21.2]  Units are turned face up immediately when attacking or being attacked, when a unit is in an enemy zone of control, or when an air unit is placed its hex.  

Terrain Characteristics Chart
	Terrain
	Effect of terrain on movement
	Effect on combat

	
	Motorized units
	Unmotorized units
	

	Clear 
	1
	1
	-

	Cities
	1
	1
	-2

	Small towns
	1
	1
	-1

	Roads
	½
	½
	-

	Field roads
	1
	1
	-

	Forests
	+3
	+1
	-1

	Marshes
	Unable to cross
	+2
	Units attacking from marsh is fighting with half of its strength (rounded down)

	Lakes
	Unable to cross
	Unable to cross
	Unable to attack through the lake

	Major rivers
	Only across the bridge 
	Look [4.37]
	Units attacking through big river is fighting with half of its strength (rounded down)

	Rivers
	+6
	+2
	-2

	Streams
	+3
	+1
	-1

	Bridges
	Depends on the road
	Depends on terrain

	Fortifications
	-
	-
	Look [11.3]

	Hills
	2
	1
	-1


Scenario 1 – Battle of Mława (1.IX – 6.IX 1939)

Initial placement of units:

Poles:

Fijalkowski – Ostrów Maz. 53, 22

78, 80, 1 ckm – Mława (2) 19, 44

20 pal – Mława (20) 19, 44

79 – Dzieżgowo (1) 24, 42

Mława 1 (art.) – Mława 19, 44

Mława 2 (art.) – Dzieżgowo 24, 42

2 maz. 5 strz. – Działdowo 14, 50

25 u – Lindzbark 6, 56

26 u – 10, 54

27 u – 14, 48

4 sk – 7, 50

9 dak – 11, 50

1 sz – Chorzele

7 u – 26, 45

11 u – Krzynowłoga Mała 27, 41

3 strz – 29, 41

1 dak – 29, 41

TKS/Modlin – Ciechanów 24, 35

8 DP (without III/32) – Glinojeck (1)

Przdrzymirski – Modlin 27, 22

Kowaliski – Wyszków 46, 18

Modlin (art.) – Modlin 27, 22

Płock (art.) – Płock 4, 36

III/115, m/13 Pułtusk 33,26

5, 10 u, 9 sk, 7 strz, 14 dak – 51, 39 (1)

I, II/115 – Różan 42, 28

42 – Ostrołęka 45, 31

33 – Nowogród 51, 33

71 – Łomża 56, 30

18 pal – Łomża 56, 30

bON “Kurpie” – Dylewo 41, 37

b.fort. – Wizna 61, 28

135 art. – Osowiec 63, 33

Podlaska BK – Kolno (2) 51, 39

33 DP (without 135) – 50, 30 (2)

TKS/NAREW – Zambrów 59, 23

1 DP – Brok (2) 52, 18

III, IV, V, VI, VII/32 

Modlin, they can move into actions on the north of Modlin since 4.IX 

Supporting units:

Warszawska BON – South – 1.IX

114 – Ostrów Maz. – 3.IX

116 – 53, 22 – 3.IX

41 pal – 53, 22 – 3.IX

26 – 33, 16 –3.IX

I/41 – 16, 25 – 4.IX

19 – 1, 35 – 5.IX

I/19 pal – 1, 35 – 5.IX

Germans:

311/217 – 8, 61

346/217 – 12, 58

389/217 – 14, 55

art./217 – 12, 58

11 DP – 20, 51 (1)

61 DP – 17, 53 (1)

DPanc.K – 19, 53

1 DP – 23, 51 (1)

12 DP – 30, 48 (1)

301/206 – 54, 42

312/206 – 51, 43 

413/206 – 49, 44

art./206 – 49, 44

1 BK – 38, 47

art. I – 20, 52

art. W – 28, 48

Kuchler – Olsztynek 17, 61

Wodrich – 30, 48

Petzel – 17, 53

Supporting units:

32 DP, Strauss, art. II – east – 5.IX on the north from Wisła river.

Bfort. Gołdap – north – 5.IX or day after crossing border of Eastern Prussia by Poles.

Note: 

Numbers in brackets show maximum distance of placing units from set up hex..

Scenario 2 – Defending Narew river 4.IX – 13.IX 1939

Initial placement of units:

Poles

Fijałkowski – Ostrów Maz. 53, 22

25 u, 16 u – Płock 4, 36

27 u, 4 sk – Płock 4, 36

9 dak, 5 strz. – Płock 4, 36

1 sz – Pułtusk 33, 26

TKS/Modlin – Nasielsk 29, 25

Przedrzymirski – Modlin 27, 22

Modlin (art..) - Modlin 27, 22

Kowalski – 39, 22 (2)

III/115 – Pułtusk 33, 26

I, II/115 – Różan 42, 28

M/13 - Różan 42, 28

III/Warszawa – Pułtusk 33, 26

II/Warszawa – Serock 33, 20

I/Warszawa – Wyszogróg 16, 26

Art./Płock – Płock 4, 36

42 – Ostrołęka (1) 45, 31

33 – Nowogróg (2) 51, 33

71 – Łomża (3) 56, 30

18 pal - Łomża (3) 56, 30

bON “Kurpie” – Ostrołęka 45, 31

b. fort. – Wizna 61, 28

135 pp, art. Ostrowiec – Ostrowiec 63, 33

Podlaska BK – Kolno (2) 51, 39

33 DP (without 135) – 47, 29 (1)

I/26 – 33, 19

II/26 – 30, 20

III/26 – Serock 33, 20

I/41 – Wyszogród 16, 26

Mazowiecka BK (without 1 sz) – 35, 25 (2)

TKS/Narew – Zambrów 59, 23

1 DP – 39, 22 (1)

III, IV, V, VI, VII/32 – Modlin 27, 22

114, 116, 41 pal – 45, 25

Supporting units

Suwalska BK – east – 4.IX

19 – 1, 35 – 5.IX

I/19 pal - 1, 35 – 5.IX

35 DP – east – 10.IX

Grodziensk Group – east – 12.IX

8 and 20 DP are entering into a battle from Modlin 7.IX. 20 DP is without: 1 ckm, 1, 2 Maz.. Artillery of the 20 division includes only 20 pal.

Germans

32 DP – Sierpc (1) 5, 45

217 DP – Ciechanów (1) 24, 35

11 DP – Ciechanów (2) 24, 35

61 DP -  Ciechanów (2) 24, 35

DPanc. K – 31, 33

1 DP – 30, 34 (1)

12 DP – Drążdżewo 33, 37

301/206 – 50, 42

312/206 – 50, 42

413/206 – Myszyniec 39, 43

art./206 - Myszyniec 39, 43

1 BK – 37, 37

art. I – Ciechanów 24, 35

art. W – Ciechanów 24, 35

Kuchler – Olsztynek 17, 61

Wodrich, art./W – Przasnysz 28, 37

Petzel, art./I – Ciechanów 24, 35

BFort. Gołdap – 56, 41

Supporting units:

Strauss. Art.II – east – 5.IX on the north of the Wisla River

Bfort. Lotzen – 56, 41 – 5.IX

21 DP – north – 6.IX

10 DPanc. – north – 8.IX

3 DPanc. - north –  9.IX

2 DPZmot. - north –  9.IX

Guderian - north –  9.IX

20 DPZmot. - north –  10.IX

23 DP - north –  10.IX

Falkenhorst - north –  10.IX

Art./XXI - north –  10.IX

Note: abbreviations – DP Infantry Division; DPanc. Armour Division; DPZmot. Motorised Infantry Division; pp infantry regiment; BK cavalry brigade; art. Artillery; BFort. Fortification Brigade.  

Scenario 3 – Northern Mazovia 1.IX –13.IX 1939 

Initial placement of units:

Poles:

In this scenario Polish units are placed according to initial placement of units in scenario 1. Supporting units are entering into battle according to schedules from scenarios 1 and 2.

30 DP – Modlin – 12.IX

Germans:

In this scenario German units are placed according to initial placement of units in scenario 1. Supporting units are entering into battle according to schedules from scenarios 1 and 2.

Comment: German Units cannot cross Wisła river.

Scenario 4 - Northern Mazovia 1.IX –20.IX 1939

Initial placement of units:

Poles:

In this scenario Polish units are placed according to initial placement of units in scenario 1. Supporting units are entering into battle according to schedules from scenarios 1 and 2.

30 DP – Modlin – 12.IX

Skwarczyński – Wyszków – 1.IX

BK “Wołkowysk” – east – 17.IX

Germans:

In this scenario German Units are placed according to initial placement of units in scenario 1. Supporting units are entering into battle according to schedules from scenarios 1 and 2.

Tables of the German Units strengths in scenario 2

I KA                                                                            KA “W”

	11 DP

	
	I
	II
	III

	2
	2  1
	2  1
	2  1

	23
	2  1
	2  1
	2  1

	44
	2  1
	2  1
	2  1


	61 DP

	
	I
	II
	III

	151
	2  1
	2  1
	2  1

	162
	2  1
	2  1
	2  1

	176
	1
	2  1
	2  1


	217 DP

	
	I
	II
	III

	311
	  3   2  1
	2  1
	2  1

	346
	3   2  1
	2  1
	2  1

	389
	3   2  1
	2  1
	2  1


	DPanc. “K”

	
	1
	2
	3

	I/7
	3   2  1
	2  1
	3   2  1

	
	4
	5
	6

	II/7
	1
	2  1
	2  1

	
	I
	II
	II

	SS D
	2  1
	3   2  1
	3   2  1

	O.R.
	4  3   2  1

	Mot. 
	3   2  1


	Fortress Brigade GOLDAP

	I
	II

	3   2  1
	3   2  1

	1 DP

	
	I
	II
	III

	1
	  3   2  1
	2  1
	2  1

	22
	3   2  1
	2  1
	2  1

	43
	3   2  1
	2  1
	2  1


	12 DP

	
	I
	II
	III

	27
	  3   2  1
	2  1
	2  1

	48
	3   2  1
	2  1
	2  1

	89
	3   2  1
	2  1
	2  1


	1 BK

	1 pk
	2 pk
	Mot.

	2  1
	2  1
	3  2  1


III KA

	32 DP

	
	I
	II
	III

	4
	  3   2  1
	2  1
	2  1

	94
	3   2  1
	2  1
	2  1

	96
	3   2  1
	2  1
	2  1


Others

	206 DP

	
	I
	II
	III

	301
	  3   2  1
	2  1
	2  1

	312
	3   2  1
	2  1
	2  1

	413
	3   2  1
	2  1
	2  1


Tables of the German Units strengths in scenario 1, 3 and 4

I KA

	11 DP

	
	I
	II
	III

	2
	  3   2  1
	2  1
	2  1

	23
	3   2  1
	2  1
	2  1

	44
	3   2  1
	2  1
	2  1


	61 DP

	
	I
	II
	III

	151
	  3   2  1
	2  1
	2  1

	162
	3   2  1
	2  1
	2  1

	176
	3   2  1
	2  1
	2  1


	217 DP

	
	I
	II
	III

	311
	  3   2  1
	2  1
	2  1

	346
	3   2  1
	2  1
	2  1

	389
	3   2  1
	2  1
	2  1


	DPanc. “K”

	
	1
	2
	3

	I/7
	3   2  1
	2  1
	3   2  1

	
	4
	5
	6

	II/7
	1
	2  1
	2  1

	
	I
	II
	III

	SS D
	3  2  1
	3   2  1
	3   2  1

	O.R.
	4  3   2  1

	Mot. 
	3   2  1


III KA

	32 DP

	
	I
	II
	III

	4
	  3   2  1
	2  1
	2  1

	94
	3   2  1
	2  1
	2  1

	96
	3   2  1
	2  1
	2  1


XXI KA

	21 DP

	
	I
	II
	III

	3
	  3   2  1
	2  1
	2  1

	24
	3   2  1
	2  1
	2  1

	45
	3   2  1
	2  1
	2  1


XIX KPanc.

	2 DPZmot.

	
	I
	II
	III

	2
	  3   2  1
	2  1
	2  1

	22
	3   2  1
	2  1
	2  1

	90
	3   2  1
	2  1
	2  1


	20 DPZmot.

	
	I
	II
	III

	69
	  3   2  1
	2  1
	2  1

	76
	3   2  1
	2  1
	2  1

	90
	3   2  1
	2  1
	2  1


	10 DPanc. 

	
	1
	2
	3

	I/8
	3   2  1
	2  1
	3   2  1

	
	4
	5
	6

	II/8
	1
	2  1
	2  1

	
	I
	II
	

	69PGR
	3   2  1
	3   2  1
	

	86PGR
	3  2  1
	3   2  1
	

	O.R.
	4  3   2  1


	3 DPanc. 

	
	1
	2
	3

	I/5
	3   2  1
	2  1
	3   2  1

	
	4
	5
	6

	II/5
	1
	2  1
	2  1

	
	1
	2
	3

	I/6
	3   2  1
	2  1
	3   2  1

	
	4
	5
	6

	II/6
	1
	2  1
	2  1

	
	I
	II
	III

	3PGR
	3  2  1
	3   2  1
	3   2  1

	39PGR
	3  2  1
	3   2  1
	3   2  1

	O.R.
	4  3   2  1

	Mot. 
	3   2  1


XXI KA

	23 DP

	
	I
	II
	III

	9
	  3   2  1
	2  1
	2  1

	67
	3   2  1
	2  1
	2  1

	68
	3   2  1
	2  1
	2  1


KA “W”

	1 DP

	
	I
	II
	III

	1
	  3   2  1
	2  1
	2  1

	22
	3   2  1
	2  1
	2  1

	43
	3   2  1
	2  1
	2  1


	12 DP

	
	I
	II
	III

	27
	  3   2  1
	2  1
	2  1

	48
	3   2  1
	2  1
	2  1

	89
	3   2  1
	2  1
	2  1


	1 BK

	1 pk
	2 pk
	Mot.

	2  1
	2  1
	3  2  1


Others

	Fortress Brigade GOLDAP

	I
	II

	3   2  1
	3   2  1


	Fortress Brigade LOTZEN

	I
	II

	3   2  1
	3   2  1


	206 DP

	
	I
	II
	III

	301
	  3   2  1
	2  1
	2  1

	312
	3   2  1
	2  1
	2  1

	413
	3   2  1
	2  1
	2  1


Note:

Battalions II/27 and III/89 are not taking part in the game except scenario 4

German Air Force

1.IX –  4 tokens

2.IX –  5 tokens

3.IX –  5 tokens

4.IX –  6 tokens

5.IX –  6 tokens

6.IX –  7 tokens

7.IX –  3 tokens

8.IX –  5 tokens

9.IX –  5 tokens

10.IX –  3 tokens

11.IX –  3 tokens

12.IX –  2 tokens

13.IX –  2 tokens

14.IX –  3 tokens

15.IX –  4 tokens

16.IX –  3 tokens

17.IX –  3 tokens

18.IX –  2 tokens

19.IX –  2 tokens

20.IX –  2 tokens

In 2 and 20 DPZmot. (Motorised Infantry Divisions) regiment with the same number (90) occurs. The same situation exists in 10 DPanc. (Armored Division) and 20 DPZmot. (regiment 69). This represents general Guderian’s commanding style. General Guderian often changed structure of his units according to the present situation, creating Battle Groups (Kampfgruppe). Also players can decide in which division those regiments will be placed. Two regiments with the same number cannot belong to different divisions in the same time.

Tables of the Polish Units strengths 

Others

	5 DP

	
	I
	II
	III

	19
	2  1
	2  1
	2  1

	26
	2  1
	2  1
	2  1


	29 DP

	
	I

	41
	2  1


	Warszawska BON

	I
	II
	III

	2  1
	2  1
	2  1


	30 DP

	82
	3   2  1

	83
	3   2  1

	84
	3   2  1


“Modlin” Army

	20 DP

	
	I
	II
	III
	1ckm
	1 Maz.
	2 Maz

	78
	2  1
	2  1
	2  1
	3 2 1
	3 2 1
	3 2 1

	79
	2  1
	2  1
	2  1
	

	80
	2  1
	2  1
	2  1
	


	8 DP

	
	I
	II
	III

	13
	2  1
	2  1
	2  1

	21
	2  1
	2  1
	2  1

	32
	2  1
	2  1
	


	Mazowiecka BK

	7 u
	11 u 
	1 sz
	3 strz.

	2  1
	2  1
	2  1
	2  1


	Nowogródzka BK

	25 u 
	26 u 
	27 sz
	4 sk
	5 strz.

	2  1
	2  1
	2  1
	2  1
	2  1


	Modlin

	
	III
	IV
	V
	VI
	VII

	32
	2  1
	2  1
	2  1
	2  1
	2  1


	
	M
	
	TKS Modlin

	13
	2  1
	
	2  1


GO Wyszków (as part of Modlin Army)

	1 DP

	
	I
	II
	III

	1
	2  1
	2  1
	2  1

	2
	2  1
	2  1
	2  1

	3
	2  1
	2  1
	2  1


	41 DP

	
	I
	II
	III

	114
	2  1
	2  1
	2  1

	115
	2  1
	2  1
	2  1

	116
	2  1
	2  1
	2  1


SGO Narew

	18 DP

	
	I
	II
	III
	b. fort.
	bON K

	33
	2  1
	2  1
	2  1
	3 2 1
	2 1

	42
	2  1
	2  1
	2  1
	

	71
	2  1
	2  1
	2  1
	


	33 DP

	
	I
	II
	III

	133
	2  1
	2  1
	2  1

	134
	2  1
	2  1
	2  1

	135
	2  1
	2  1
	2  1


	Suwalska BK

	1 u
	2 u
	3 sz
	3 sk

	2  1
	2  1
	2  1
	2  1


	Podlaska BK

	5 u
	10 u
	9 sk
	7 strz.

	2  1
	2  1
	2  1
	2  1


	TKS Narew

	2  1


	35 DP

	
	I
	II
	III

	205
	2  1
	2  1
	2  1

	206
	2  1
	2  1
	2  1

	207
	2  1
	2  1
	2  1


	Grodziensk Group

	
	I
	II
	III

	1
	2  1
	2  1
	2  1

	2
	2  1
	2  1
	2  1

	3
	2  1
	2  1
	2  1


	Wołkowysk BK

	101 u
	102 u
	103 sk
	110 u

	2  1
	2  1
	2  1
	2  1


Results of combat

	
	Odds 1:4
	
	Odds 1:3

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	1
	-
	1
	3
	5
	7
	9
	11
	13
	15
	16
	18
	20
	22
	1
	B1
	1
	2
	3
	4
	6
	7
	8
	9
	10
	12
	13
	16

	2
	A1
	1
	3
	6
	8
	10
	12
	14
	16
	18
	20
	23
	25
	2
	-
	1
	2
	3
	5
	6
	8
	8
	10
	11
	13
	14
	15

	3
	A1
	2
	4
	6
	8
	11
	14
	15
	18
	20
	22
	25
	28
	3
	A1
	1
	2
	4
	5
	7
	8
	10
	11
	13
	14
	16
	17

	4
	A1
	2
	4
	6
	9
	12
	15
	16
	19
	21
	23
	26
	29
	4
	A1
	1
	3
	4
	6
	7
	9
	10
	12
	13
	15
	16
	18

	5
	A2
	2
	5
	7
	10
	12
	15
	17
	19
	22
	24
	27
	31
	5
	A1
	1
	3
	5
	6
	8
	9
	11
	13
	14
	16
	18
	19

	6
	A2
	2
	5
	8
	11
	13
	16
	18
	20
	23
	26
	31
	34
	6
	A1
	2
	3
	5
	7
	8
	10
	12
	14
	16
	17
	19
	21


	
	Odds 1:2
	
	Odds 1:1

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	1
	B1
	-
	1
	2
	3
	3
	4
	5
	6
	6
	7
	8
	8
	1
	B2
	-
	-
	1
	2
	2
	3
	3
	4
	4
	5
	5
	6

	2
	B1
	-
	1
	2
	3
	4
	5
	5
	6
	7
	8
	9
	9
	2
	B1
	-
	-
	1
	2
	2
	3
	3
	4
	5
	6
	6
	6

	3
	- 
	1
	1
	2
	3
	4
	5
	6
	7
	8
	8
	9
	10
	3
	B1
	-
	1
	2
	2
	3
	3
	4
	4
	5
	6
	6
	7

	4
	A1
	1
	2
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	4
	-
	-
	1
	2
	2
	3
	3
	4
	5
	5
	6
	6
	7

	5
	A1
	1
	2
	3
	4
	5
	6
	7
	8
	9
	9
	11
	12
	5
	A1
	1
	2
	2
	2
	3
	4
	5
	5
	6
	7
	7
	8

	6
	A1
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	12
	13
	6
	A1
	1
	2
	2
	3
	4
	4
	5
	6
	6
	7
	8
	9


	
	Odds 2:1
	
	Odds 3:1

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	1
	B2
	-
	-
	-
	1
	2
	2
	2
	3
	3
	4
	4
	5
	1
	B2
	-
	-
	-
	-
	1
	1
	1
	2
	2
	2
	2
	3

	2
	B2
	-
	-
	1
	1
	2
	2
	2
	3
	4
	4
	4
	5
	2
	B2
	-
	-
	-
	1
	1
	1
	2
	2
	2
	2
	3
	3

	3
	B1
	-
	1
	1
	2
	2
	2
	3
	3
	4
	4
	5
	6
	3
	B2
	-
	-
	1
	1
	1
	2
	2
	2
	2
	3
	3
	3

	4
	B1
	-
	1
	1
	2
	2
	3
	3
	4
	4
	4
	5
	6
	4
	B1
	-
	1
	1
	1
	2
	2
	2
	2
	3
	3
	3
	4

	5
	-
	1
	1
	2
	2
	2
	3
	4
	4
	5
	5
	6
	6
	5
	B1
	-
	1
	1
	2
	2
	2
	2
	3
	3
	3
	4
	4

	6
	A1
	1
	2
	2
	2
	3
	3
	4
	4
	5
	6
	6
	6
	6
	-
	1
	1
	2
	2
	2
	2
	3
	3
	4
	4
	4
	4


	
	Odds 4:1
	
	Odds 5:1

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	1
	B3
	-
	-
	-
	-
	1
	1
	1
	1
	2
	2
	2
	3
	1
	B3
	-
	-
	-
	-
	-
	1
	1
	1
	1
	2
	2
	2

	2
	B2
	-
	-
	-
	1
	1
	1
	1
	2
	2
	2
	2
	3
	2
	B3
	-
	-
	-
	-
	1
	1
	1
	2
	2
	2
	2
	2

	3
	B2
	-
	-
	1
	1
	1
	1
	2
	2
	2
	2
	3
	3
	3
	B2
	-
	-
	-
	1
	1
	1
	2
	2
	2
	2
	2
	3

	4
	B2
	-
	1
	1
	1
	1
	2
	2
	2
	2
	3
	3
	3
	4
	B2
	-
	-
	1
	1
	1
	2
	2
	2
	2
	2
	3
	3

	5
	B1
	-
	1
	1
	1
	2
	2
	2
	2
	3
	3
	3
	4
	5
	B2
	-
	1
	1
	1
	2
	2
	2
	2
	2
	3
	3
	4

	6
	B1
	1
	1
	1
	2
	2
	2
	2
	3
	3
	4
	4
	4
	6
	B1
	1
	1
	1
	2
	2
	2
	2
	2
	3
	3
	4
	4


	
	Odds 6:1
	
	Odds 7:1

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	1
	B3
	-
	-
	-
	-
	-
	1
	1
	1
	1
	1
	2
	2
	1
	B3
	-
	-
	-
	-
	-
	-
	-
	1
	1
	1
	1
	2

	2
	B3
	-
	-
	-
	-
	1
	1
	1
	1
	1
	2
	2
	2
	2
	B3
	-
	-
	-
	-
	1
	1
	1
	1
	1
	1
	2
	2

	3
	B3
	-
	-
	-
	1
	1
	1
	1
	2
	2
	2
	2
	2
	3
	B3
	-
	-
	-
	1
	1
	1
	1
	1
	1
	2
	2
	2

	4
	B2
	-
	-
	1
	1
	1
	1
	2
	2
	2
	2
	2
	3
	4
	B2
	-
	-
	1
	1
	1
	1
	1
	1
	2
	2
	2
	2

	5
	B2
	-
	1
	1
	1
	1
	2
	2
	2
	2
	2
	2
	3
	5
	B2
	-
	1
	1
	1
	1
	1
	2
	2
	2
	2
	2
	2

	6
	B2
	1
	1
	1
	2
	2
	2
	2
	2
	3
	3
	3
	3
	6
	B2
	1
	1
	1
	1
	2
	2
	2
	2
	2
	3
	3
	3


	
	Odds 8:1
	
	Odds 9:1

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	1
	B4
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	1
	1
	B5
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1

	2
	B4
	-
	-
	-
	-
	-
	-
	-
	-
	1
	1
	1
	1
	2
	B4
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	1
	1

	3
	B3
	-
	-
	-
	-
	-
	1
	1
	1
	1
	1
	1
	1
	3
	B4
	-
	-
	-
	-
	-
	-
	-
	1
	1
	1
	1
	1

	4
	B3
	-
	-
	-
	-
	1
	1
	1
	1
	1
	1
	1
	2
	4
	B3
	-
	-
	-
	-
	-
	1
	1
	1
	1
	1
	1
	1

	5
	B3
	-
	-
	1
	1
	1
	1
	1
	1
	1
	2
	2
	2
	5
	B3
	-
	-
	-
	1
	1
	1
	1
	1
	1
	1
	2
	2

	6
	B2
	1
	1
	1
	1
	2
	2
	2
	2
	2
	3
	3
	3
	6
	B3
	1
	1
	1
	1
	1
	1
	1
	1
	2
	2
	2
	2


Number on the dice ---

	
	Sector 9:1

	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	1
	B5
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	2
	B4
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	3
	B4
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	1

	4
	B3
	-
	-
	-
	-
	-
	-
	-
	1
	1
	1
	1
	1

	5
	B3
	-
	-
	-
	-
	-
	1
	1
	1
	1
	1
	1
	1

	6
	B3
	1
	1
	1
	1
	1
	1
	1
	1
	1
	1
	2
	2


Casualties

	Number of the column 
	1

1-6
	2

7-12
	3

13-18
	4

19-24
	5

25-30
	6

31-36
	7

37-42
	8

43-48
	9

49-54
	10

55-60
	11

61-66
	12

67-72

	Combat

results


	B1
	1
	1
	1
	2
	2
	3
	3
	4
	4
	5
	5
	6

	
	B2
	1
	1
	2
	3
	3
	4
	5
	6
	6
	7
	8
	9

	
	B3
	1
	2
	3
	4
	4
	5
	6
	7
	8
	9
	10
	11

	
	B4
	1
	2
	4
	5
	6
	6
	7
	8
	10
	12
	13
	14

	
	B5
	1
	2
	4
	5
	6
	7
	8
	9
	12
	14
	15
	16


Table of the fighting units casualties

	Sum of daily casualties
	Poles 

 single daily casualties 
	Day
	Germans 

 single daily casualties
	Sum of daily casualties
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	2.IX
	
	

	
	
	3.IX
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	10.IX
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	14.IX
	
	

	
	
	15.IX
	
	

	
	
	16.IX
	
	

	
	
	17.IX
	
	

	
	
	18.IX
	
	

	
	
	19.IX
	
	

	
	
	20.IX
	
	

	
	
	summary
	
	


Summary of the Polish daily casualties 

Summary of the German daily casualties = German armies combat efficiency

