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STALINGRAD 1942-43
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1.0
Introduction

This game is a conflict simulation of the Battle of Stalingrad in 1942. Soviet units are brigades and divisions while the basic German unit is a regiment, although there are also battalions and brigades. German aircraft are also included, but represented abstractly.

2.0
Game Components

2.1
Map

The map is a 68x97 cm (27”x38”) representation of the portion of the Russia on which this battle took place during the spring of 1942. A chart shows the most prominent features of the terrain: the forests, towns, villages, rivers and contemporary road network that are vital to military operations. A hexagonal grid is printed on the map to regulate movement and placement of units.  Each hex is explicitly defined by its co-ordinates (A,B) where the first figure represents the vertical and the second represents the oblique.  The desired hex lies at the intersection of the two lines. Each hex represents about 3500 meters.

2.2
Counters

How to read the counters:

2.21 Unit counters are divided into 2 types: artillery and non-artillery. 

2.22
Artillery counters:



	Unit ID
	
	Army ID

	Unit Size
	Unit Symbol
	

	Attack Factor
	Defense Factor
	Movement Points


2.23.1 Non-Artillery counters:

	Unit ID
	
	Army ID

	Unit Size
	Unit Symbol
	

	Strength Factor
	
	Movement Points


2.24
Definitions: 

· Unit Type: art = artillery

· Unit ID: historical unit designation

· Unit size: II-battalion, III-regiment, X-brigade, XX-division

· Attack factor: used by artillery when attacking

· Defense factor: used by artillery when defending

· Strength factor: used by all non-artillery units for both attack and defense

· Army ID: gives the formation the unit was historically a part of.

· Movement Points (MPs): the number of movement points a unit can expend in 1 turn  

· Unit Symbol: gives an idea of the type of unit. See below:

2.25 Unit types. The units listed below are considered motorized. All other units are non-motorized.

· All counters with have a tank, truck, or halftrack as part of their unit symbol

· All leader counters

3.0
Game Turns and Phases

Stalingrad 1942 has 21 turns. During these turns each player must carry out a number of specific activities. All turns are recorded on the Game Turn and Reinforcement Track. Each turn has nine phases. In each phase only specific activities are permitted. The turn is over after undertaking all activities in phases 1 to 9.

3.1
Phases

Phases must be completed in sequence. A phase can be skipped when the activities provided in it need not be carried out or players don’t want to carry them out. Activities within a phase may be curried out in any order. 

Phase 1
Reinforcement

a) The German player may reassign some or all of his aircraft units (the Soviet player has no aircraft

b) Check the results of air strikes

c) Both players check their supply lines for all units in play.

Phase 2
Soviet Movement

The Soviet player may move as many of his units as he wants, within the constraints of his units’ MPs and the Terrain Effects Chart. Soviet reinforcements arrive at any time as well (and may move).

Phase 3
 Soviet Field Fortification Construction.

Soviet units which did not move in the previous movement phase, or which were not forced to retreat in the previous German combat phase, may build field fortifications, so indicated by placing a Field Fortification marker underneath the respective units.

Phase 4
Soviet Combat

Soviet units may attack. Both players may commit artillery within range of the attacked hexes to the battles.

Phase 5
Soviet Strategic Movement

All Soviet units which didn’t move during the normal movement phase or didn’t build field fortifications, may be moved an appropriate number of hexes. Place a Strategic Movement marker on top of these units. 

Phase 6 German Movement

The German player may move as many of his units as he wants, within the constraints of his units’ MPs and the Terrain Effects Chart. German reinforcements arrive at any time (and may move).

Phase 7 
German Field Fortification Construction

German units which did not move in the previous movement phase, or which were not forced to retreat in the previous Soviet combat phase, may build field fortifications, so indicated by placing a Field Fortification marker underneath the respective units.

Phase 8 
German Combat

Soviet units may attack. Both players may commit artillery within range of the attacked hexes to the battles.

Phase 9 
German Strategic Movement

All German units which didn’t move during the normal movement phase or didn’t build field fortifications, may now be moved an appropriate number of hexes. Place a Strategic Movement marker on top of these units.
3.2
General Note regarding phases

Phases 2, 3, 4 and 5 are similar to phases 6, 7, 8 and 9.  Phases 2 and 5 are called movement phases, 3 and 6 are fortification phases, and 4 and 8 are combat phases.

4.0
Movement 

4.1
General Rules

During movement phases (including strategic movement), players may move as many units as they wish in any chosen direction. Units may be moved in any order. Units must move from one hex to any other adjacent hex without skipping hexes. Entering each hex costs a unit a number of Movement Points (MPs) from the total listed on the counter. Movement continues until no MPs remain. Unit movement may occur only during own movement phases (including strategic movement). Exceptions are shown in 7.3 and 7.4.

4.2
Detailed Rules

4.21
A unit may not enter a hex occupied by an enemy unit.

4.22
A unit may not use more MPs in any phase then is listed on its counter.

4.23
A unit need not use all of its MPs in one phase.

4.24
Unused MPs may not be carried over from phase to phase.

4.25
A unit may not transfer MPs to any other unit.

4.3
Terrain Effects

4.31
A unit uses 1 MP to enter a clear hex. Other kinds of terrain may require more or fewer MPs to enter.

4.32
Non-motorized units pay 1/2 MP for each primary road hex entered, and 4/5 MPs for each secondary road hex, assuming that it entered it from another road hex.

4.33
Motorized units pay 1/3 MP for each primary road hex entered, and 1/2 MPs for each secondary road hex, assuming that it entered it from another road hex.

4.34
Any units entering a road hex from a non road hex have to pay the cost of the other terrain in the hex. 4.35
Small rivers may be crossed anywhere for one additional MP if non-motorized, three additional MPs if motorized.

4.36
Large rivers may be crossed per rule 18.0.

4.37
A unit entering a forest hex costs 1 additional MP if non-motorized, 2 additional MPs if motorized.

Further information on terrain is in the Terrain Effects Chart.

4.4
Friendly Units

4.41
Units incur no extra MP costs to enter hexes containing friendly units or friendly zones of control.

4.42 
There is no limit to the number of friendly units that may move through one hex during a movement phase.  

5.0
Stacking

At the end of a movement phase, there may not be more then three combat units in one hex (excluding headquarters).

6.0
Zones of Control (ZOC)

6.1
General Rules

6.11
A unit’s ZOC includes the six hexes adjacent to the hex it is in. 

6.12
All units except artillery and headquarters units maintain their ZOC throughout the game. The only exception is the temporary loss of ZOC by a unit after combat with the result -/B4S. (see 7.3)

6.13
Overlapping ZOCs have don’t cancel each other out. The hex is considered to be controlled by several units, both friendly and hostile.

6.14
Terrain does not affect ZOCs.

6.2
ZOC Influence on Movement

6.21
On entering an enemy ZOC, a unit must stop immediately, regardless of unused MPs remaining.

6.22
A unit entering an enemy ZOC pays no additional MPs.

6.3
Leaving a ZOC

6.31
During its own movement phase, a unit may exit an enemy ZOC with no additional MP cost.

6.32
A unit may exit one enemy ZOC and immediately enter the ZOC of another enemy unit. A unit may not move directly from one ZOC hex to another of the same enemy unit, unless it does so as part of pursuit (i.e. advance after combat).

7.0
Combat

7.1
General.Rules

7.11
Units may attack only during a combat phase. Combat is possible only between units occupying adjacent hexes, except for artillery units (8.0). The phase indicated which player is the attacked (i.e. Germans are the attackers during the “German Combat Phase” (phase 8)).

7.12
Resolve attacks with the following procedure and the Combat Results Table:

· Attacker indicates which units are attacking which hex, and whether the attacks supported by aircraft or artillery.  Attacker sums up the firepower of all supporting aircraft, artillery and ground units.

· Defender has an opportunity to provide defensive support with artillery and/or aircraft.  Defender sums up the firepower of all defending units, and supporting aircraft and artillery.

· The total attacking firepower is divided by the total defensive firepower, rounding fractions down in favor of the defender (example: initial odds of 16 to 5, would be reduced to 3.2 to 1, which would then be rounded down to 3:1). After all modifiers are applied, any odds greater then 10:1 are treated as 10:1 and results less then 1:4 are 1:4.

· The appropriate CRT column is found.

· Attacker rolls a die.

· Combat result is found at the intersection of the line representing the die roll and the column representing the combat ratio.  

7.2
Combat Essentials

7.21
All defending units in attacking units’ ZOCs must be attacked, although not necessarily by the same unit.

7.22
All units which, at the beginning of their phase, have enemy units in their ZOC, must attack (ex. 9.23). 

7.23
A defending unit may be attacked simultaneously by all attacking units in its ZOC. The attacking units’ combat strength is totaled.  One attacking unit may attack several defending units that are in different hexes, their combat factors being totaled together.

7.24
When several defending units occupy one hex, they may not be attacked individually, but must be attacked as one group by totaling the combat strengths of all of the defending units.

7.25
When several attacking units occupy one hex, they may be allocated to attacking different defending units.  Soak-offs are permissible.

7.26
Combat is resolved in any order chosen by the attacking player.

7.27
Unit may attack or be attacked only once per combat phase.

7.28 
Attacks in which several defending units are attacked by several attacking units are prohibited, unless the attacking and/or defending units occupy only one hex.

7.29
The Combat Phase lasts until all combat is resolved, according to 7.21 and 7.22.

7.3
Combat Effects

7.31
Please refer to the table “Rezultaty Walki” on page 16 of the Polish rulebook. The following results are used in the CRT. Numbers to the left of the “/” affect the attacker, while numbers to the right affect the defender.

· A2-1/
Attacker suffers 1 step loss and must retreat two hexes, or loses two additional steps and does not retreat.

· A1-1/
Attacker suffers 1 step loss and must retreat one hex, or loses one additional step and does not retreat.

· -1/-1
Attacker/defender loses 1 step loss.

· /B1
Defender has to retreat one hex or loses 1 step.

· -1/B1
Attacker loses 1 step, while the defender retreats 1 hex or takes 1 step loss.

·  /B2, /B3, /B4
Defender has to retreat 2, 3 or 4 hexes or losses 2, 3 or step loses, or a combination of both (i.e. on a /B4 result, the defender takes 2 step losses and retreat 2 hexes). 

· /B4S
Same as above, except that in addition to losing steps/retreating, the unit also loses its ZOC for the entire next turn.

· D/D
Attacker/defender is disorganized.

7.32
A defeated unit which was forced to retreat must move back the requisite distance from his hex in any direction, or remains in place and loses the requisite number of steps. One step loss is equivalent to a unit being flipped to its other (reduced side). 

7.33
Combat losses are irreversible.

7.34
Losses can be distributed at the owner’s discretion when 2 or more units are involved. However, if retreat is chosen, all units in the hex must retreat the required number of hexes. Thus, for example, if a stack of 4 full strength units suffers a /B3 result, and the defender removes 2 steps and retreats 1 hex, the entire stack would have to retreat 1 hex. Same goes for multi-hex forces. 

7.35
A unit that suffers 2 step losses (artillery units have only one to lose) is considered destroyed and is removed from the game.

7.36
If the attacker incurs losses, he may distribute them at his discretion from among all attacking units.

7.37
Retreating units may not enter an enemy ZOC (unless that hex contains a friendly unit) or leave the map. If forced to, they are eliminated instead (It may be better to take the losses and stay in place).

7.38
Retreating units may not enter prohibited terrain, or they are eliminated, instead.

7.39
Units may not retreat across large rivers, unless they can do so across a bridge.

7.391
Units may retreat through hexes occupied by friendly units, even if those hexes are in enemy ZOCs. In cases when the it does have to retreat through a friendly-occupied/enemy-controlled hex, the retreating stack must lose 1 additional step (1 per stack, not 1 per unit).

7.392
Retreating units may not build field fortifications.

7.393
Retreating stacks must stay together. However, if the defender occupied 2 or more hexes, each stack may retreat along a different path, as long they all end up the required distance from the battle hex.

7.395
Disorganized units fight at ½ printed strength. Their combat factor(s) are halved.

7.396
If units are forced to retreat off map, they are considered eliminated.

7.4
Advance After Combat

7.41
If the defender retreated, then all attacking units may pursue along the path of retreat (the hexes through which the defeated unit moved), a number of hexes equal to the retreat length.

7.42
If units retreat in different directions, then pursuit may occur in any of the retreat directions according to rule 7.41. Different attacking units may pursue different defenders, in such cases.

7.43
Pursuing units ignore hostile ZOCs. They may move through them without penalty.

7.44
Pursuing units must stop when they come adjacent to any retreated units.

7.45
Pursuing units may move regardless of their movement points, with due regard only for terrain accessibility.

7.46
Only victorious units in combat may pursue. Self-propelled artillery that took part in combat may also pursue, but static artillery may not.

7.47
If a defeated unit was eliminated, then victorious units may enter its hex.

7.5 
Terrain Effects on Combat.  

7.51
Only the terrain in the hex occupied by the defending units has effects, except for swamps.  

7.52
Terrain effects are shown in the Terrain Effects Chart. +1 and +2 mean negative column shifts to the left  (i.e. reducing the odds ratio).

7.53
Terrain effects are cumulative (e.g., hills (+2) covered with forest (+1) have a total effect of +3.  

7.54
Rivers and bridges only affect units attacking across them.

7.55
When more than one enemy hex is attacked in the same combat, the most advantageous defensive terrain modifier is used to determine the odds for that particular combat. 

7.56
Roads have no effect on combat.

 

8.0
Artillery

8.1
General Rules

8.11
Only artillery units may participate in combat while not in an enemy ZOC. They may perform self-contained assaults, support assaults or defend allied units. 

8.12
All artillery units have only 1 step. 

8.13
The maximum range of artillery fire is three hexes for all artillery unit types.

8.14
Artillery units (except self-propelled) may never take part in pursuit.  

8.15
Artillery units (except self-propelled) have no ZOCs. Such units are eliminated if an enemy unit moves through their hex and expands 1 additional MP. They may also be eliminated when a pursuing unit enters its hex, at no cost to the pursuing unit.

8.2
Self-contained Artillery Attacks.  

8.21
Artillery units may conduct self-contained attacks only during their own combat phase, using their attack factor. Combat results are calculated on the same CRT as for any other units, but the results are as follows:

B1 
– no effect

B2, B3 
– defender loses one step

B4, B4S – defender loses two steps

Always ignore any results to the left of  the /. Attacking units are never affected.

8.22
Dividing a unit’s attack factor to attack several hexes is not permitted.

8.23
When the same hex may be attacked by several artillery units, the attack factors of all the attacking artillery units are totaled. Likewise, the defense factors of all defending units in the hex are also totaled. 

8.24
The defending unit must be in range of the firing artillery unit.

8.25
Artillery being fired upon by other artillery use their defense factor to resolve odds.

8.26
Artillery units that perform self-contained artillery attacks may only do so once per turn. They may not perform any offensive support attacks (8.3) during the same turn, although they could still provide defensive support (8.4).

8.3
Offensive Support

8.31
Artillery may provide offensive support to an attack by friendly units. The artillery’s attack factor is simply added to the total attacking strength.

8.32
The hex being attacked must be in range of the artillery. When artillery supports an attack against several hexes, at least one of the hexes must be in range of the supporting artillery.

8.33
The attacker must announce any artillery support, before rolling the die.

8.34
An artillery unit may support an attack only once in a given combat phase.

8.35
Supporting artillery units are never affected by combat results.

 

8.4
Supporting the Defense.

8.41
Artillery units may provide defensive support to friendly units during the enemy's attack phase.

8.42
Artillery units may provide defensive support provided the artillery was not in an enemy ZOC at the beginning of the phase.

8.43
Supporting artillery units add their attack factor to the strength of the defending units.

8.44
The unit being supported must be within the range of the artillery.

8.45
If several units are attacked, at least one must be within range of friendly artillery to be supported.  

8.46
The defender announces any defensive support after the attacker announces the total attack strength. The attacker may not attempt to readjust the combat ratio as a result.

8.47
An artillery unit may provide defensive support only once during a phase.  

8.48
Supporting artillery units are never affected by combat results.

8.49
There is no limit to the number of artillery units providing defensive support to the same hex, as long as they are all in range and hadn’t fired yet in this phase.

8.5
Artillery in enemy ZOC

8.51
Artillery units which begin a phase in an enemy ZOC, attack and defend as a normal unit, losing all attributes described in 8.2 - 8.4. The attack factor is used in attack, defense factor in defense. Non-motorized artillery units defend with a strength of 1. They may only attack adjacent enemy units and are affected by all combat results, except that they may not pursue.

9.0
Fortifications

9.1
General Rules

9.11
All non-artillery units which did not move in their last Movement Phase, and which were not forced to retreat in the last combat phase (they may take casualties instead) may build field fortifications during their Fortification Phase.  Indicate this status by placing a Field Fortification (FF) marker under the unit. 

9.12
FFs may be built in any hex, regardless of terrain, except in hexes already containing permanent fortifications (see 9.17).

9.13
The FF marker is static. It does not move with the unit. It is removed as soon as there are no friendly units occupying the hex.  

9.14
If a unit leaves a hex containing a FF, and another friendly unit may enters during the same movement phase, the fortifications may stay in place.

9.15
The FF marker is removed if a hostile unit enters the hex containing such fortifications.

9.16
Destroyed FFs may be rebuilt in the same hex.

9.17
FFs may not be built in hexes containing permanent fortifications.  

 

9.2
Effects on combat. 

9.21
Units defending in FFs get a two-column CRT shift to the left.

9.22
The effect of FFs is cumulative with any other terrain effects.

9.23
A unit in fortifications is not obliged to attack enemy units within its ZOC (note: fortifications do not cancel ZOCs).

9.3
Units entering or leaving a hex with fortifications do not have to pay any additional Movement points (but still have to pay for terrain).

10.0
Air Force

10.1
General Rules

10.11
Aircraft are represented by four aircraft tokens with 5 attack and 3 defense strength. 

10.12
Aircraft units are placed during the reinforcement phase.

10.13
Air units affect combat within their own hexes, only.

10.14
Air units may conduct bombing raids against bridges or enemy units, may support friendly units in either attack or defense, or may attempt to disrupt enemy movement.

10.15
To support an attack the air unit must be placed on the hex being attacked. 5 strength points are then added to the total strength of the attacking ground units. To provide defense, an air unit must be placed on its own defending ground unit, adding 3 strength points to their total. 

10.16.1 There is no limit to the number of air units which may be used to in any one hex.

10.17 
An air unit may only perform 1 task per turn (not one of each!). 

10.18
Air units may co-operate with artillery units. When this occurs, the strength of the air unit is added to the strength of the artillery. Air units cannot be eliminated and remain in the game during every phase (air unit participation is detailed in each scenario).

10.19
Air units may be placed on the map in order to disrupt movement. The hex in which it is placed, and the six surrounding hexes are called “disrupted hexes”. All units that begin their movement phase in a disrupted hex, immediately lose half of their MPs (rounded up). Similarly, when a unit enters a disrupted hex during its movement phase, half of its MPs are immediately lost, rounded up. If the unit cannot lose half of its MPs because most of them have already been spent, that unit cannot enter the disrupted hex. Units can only lose ½ their MPs once per turn per aircraft unit. Therefore, entering more than 1 disrupted hex of the same air unit will not cost the unit more than ½ of its MPs. However, entering a disrupted hex of another air unit, will cost it ½ of its remaining MPs, although that will usually not happen unless the air units have overlapping disruption zones, or are otherwise really close together.

11.0
Headquarters (HQs)

11.1
General Rules

HQs are not combat units, but are nevertheless very important.

11.2
Detailed rules

11.21
HQs do not have ZOCs or steps.

11.22
HQs have a movement allowance of 8, and are moved like mechanized units.

11.23
HQs may stack freely with other units. They do not count against stacking limits.

11.3
Effects on Combat

11.31
Units which are no further than 4 hexes from their own HQ receive support during combat.  

11.32
If all attacking units are no further than 4 hexes from their own HQ, the combat ratio is shifted one column to the right (i.e. a 3-1 becomes a 4-1, etc). 

11.33
If all defending units are no further than 4 hexes from their own HQ, the combat ratio is shifted one column to the left (i.e. a 3-1 becomes a 2-1, etc).

11.34
The above effect is not cumulative. Units may only take advantage of one column shift from HQs. 

11.35
If a stack containing an HQ takes any losses from combat, it can be removed to satisfy 1 step loss.

11.36
HQs may not attack alone or enter a hex occupied by enemy HQs or units.

11.37
An HQ is eliminated when an enemy unit enters its hex.

12.0
Unit Integrity

12.1 General rule

German and Rumanian Divisions consist of three units (regiments). If three units from the same division participate in the same combat (assault or defense), the combat ratio is shifted one column in their favor. Similarly, when 3 or 4 brigades from the two Soviet Armored Corps (XXI and XXIII) participate in the same combat, they too receive the column shift.

12.2
Detailed rule

12.21
There is no need to have all three component units on the same hex.

12.22
The integrity effect is cumulative. If three complete divisions participate in the same combat, then the combat ratio is shifted three columns!

12.23
A division cannot get the integrity bonus if one of its component units is eliminated (if a unit has 4 components, it can still get the integrity bonus if one of the four is eliminated).

13.0
Strategic movement

13.1
General rule

13.11 
Strategic movement (phases 5 and 9) is used to move troops when all assaults are ended. It is a limited form of exploitation movement, but also allows units far from the front to move twice during the turn.

13.12 
Strategic movement may be performed by a unit which 

a)
Did not move during the last movement phase

b)
Was not involved in combat

c)
Did not build FFs, and;

d)
Is not in a hostile ZOC. 

13.13
Units moving during Strategic movement phase must be covered by strategic movement markers during their movement phase.

13.14 
All movement rules in section 4.0 apply to strategic movement.

13.2
Detailed rule

13.21 
Strategic movement is at reduced movement rates. Subtract 2 MPs from the unit before it moves (exception: units which only have 4 MPs subtract 1).

13.22 
Combat is not allowed after strategic movement.

14.0
Supply

Supply (ammunition, food, medicine, etc.) is one of the important considerations in conducting military operations.  Lack of supply reduces a unit’s combat ability to fight.

14.1
Line of Supply

14.11 
A supply path is an unbroken sequence of adjacent hexes connecting a supply base to a given unit. 

14.12 
A supply path may consist of any number of road hexes, plus four hexes along any other terrain (exception: swamps & rivers).

14.13 
A supply line may not be traced through a hex occupied by an enemy unit, or through an enemy ZOC except.

14.14 
A supply line may be traced through a hex in an enemy ZOC, if there is also a friendly unit in the hex.  

14.15 
The hexes adjacent to the north, west and south edge of the map are the German supply base. 

14.16 
The hexes adjacent to the east and south edge of the map are the Soviet supply base.

14.17 
Only units with a line of supply are in supply.

14.18 
A supply line may not be traced through swamp hexes and across river hexsides.

14.2
Effect on combat and movement

14.21 
Unit supply status is checked during the Supply Phase.  Place “unsupplied 1” markers (bold 1 in a circle) on all units which have no supply. If a unit already has such a marker, and is judged to be out of supply again in the next supply phase, place an “unsupplied 2” marker on it. If such a unit is unsupplied again during the next supply phase, place an “unsupplied 3” marker on it. If it is out of supply for a 4th consecutive turn, remove it from the game.

14.22 
When a previously unsupplied unit regains supply during the supply phase, the unsupplied marker (whatever level it may be) is removed.  Such units regain their normal strength and ability to move irrespective of the number of phases without supply.

14.23 
An unsupplied unit (at any level) has its strength halved (rounded up) during its own combat phase.

14.24 
An unsupplied unit retains its full strength when on the defensive.

14.25 
An unsupplied artillery unit has both of it strength factors halved (rounded down).

14.26 
Supply is taken into consideration at the beginning of the third turn of each scenario, and thereafter. Ignore the supply phase for the first 2 turns.

 

15.0 
Unit Setup and reinforcement

15.1
Unit setup

At the start of the game all units should be placed on the map according to the unit setup manifest for a particular scenario. The scenarios are: “Na Stalingrad” (On to Stalingrad), “Operacja Uran” (Operation Uranus), and “Burza Zimowa” (Winter Storm). See the Scenario Section (22.0).

15.2
Reinforcement

15.21
During the game, both sides receive new units as reinforcements.  Such units should be kept off map until the turn in which they are called to enter. They can be placed on the turn record track if the player wishes.

15.22 
New units may enter the map during that player’s movement phase.

15.23 
If the hex on which a unit is supposed to enter the map is occupied by an enemy unit, the reinforcement unit must enter on any other hex nearest to the occupied entry hex. If that hex is in a ZOC, the unit would have to cease movement immediately.

15.24 
Entering units may enter the map in stacks.

15.25 
Units must pay the cost of terrain (or road) when entering the map. If units enter the map in column (i.e. one behind the other), they are assumed to have moved off board in column as well. Therefore, subtract the cost of the hex from the second unit (or stack) from its available MPs before it enters the map. The third unit (or stack) would subtract twice the cost of the hex from its available MPs. The fourth would subtract three times the cost, and so on.

16.0
Stalin’s Breath

Throughout 1942 there were massive desertions in the Red Army while it faced the might of the German advance. To prevent this, soldiers captured during their attempts to escape were subject to severe punishment, the most common punishment being three months’ service in a punitive battalion, where the death rate was 97%. After three months, a soldier was considered to have cleared his name. Many persons were punished in this way, from privates to commanders of divisions or corps.

16.1
General rule

16.11 
In the game this condition is represented by the Stalin’s Breath marker.

16.12 
Each unit covered by this marker may not move from its starting hex (see 16.13 for exception). It may not move during regular movement, strategic movement, pursuit, or retreat. If they receive a combat result in which they could normally retreat, they must take step losses instead.

16.13
Such units may move during their movement phase (only), but only 4 days (turns) after an enemy unit comes within 4 hexes of it. Use upside-down “unsupplied” markers to keep track of the turns.

16.14 
Units covered with the Stalin’s Breath marker are subject to supply rules once they have moved. If they remain in their original position, they are considered to be always in supply.

 
17. 0
Bridges over major rivers

17.1
A bridge over a major river may be destroyed during a player’s movement phase if he has a friendly unit on both ends of the bridge. The destruction costs 1 MP from both units, and is marked by bridge destroyed marker.

17.2
A bridge can also be destroyed by aircraft or artillery attack. In case of artillery, either hex of bridge must be in artillery’s range. The attack is resolved by rolling two D6 for each artillery or air unit attacking. If any DR result is less then 5, the bridge is destroyed. 

17.3
Bridges on big rivers may also be built and/or rebuilt. Building/Rebuilding of a bridge is done by HQ units which occupy the destroyed bridge hex. If the HQ unit sits on a hex with a destroyed bridge for one full turn, the bridge is considered to be built/rebuilt at the beginning of movement phase of the following turn. Either remove the bridge destroyed marker or place a new bridge marker.

17.4
Bridges cannot be built in enemy zones of control, even if only part of the bridge is in a ZOC.

18.0
Special units

See illustrations on page 11 of the Polish rulebook.

18.1
Artillery units marked “P-Panc” and possessing a white star on the counter, are anti-tank units. They cancel out opposing units’ armor bonus (for both armor and mechanized units below) and also give a +1/-1 column shift to the anti-tank unit when in combat against at least 1 armor unit.

18.2
Armor units have silhouettes of tanks on them, and a black star. German armor units (only) receive a +1 positive column shift when attacking Soviet infantry (not Guard infantry) (even if stacked with HQs or artillery) in clear terrain. This bonus is given per attacking unit. Thus, if 5 German armored units attack, they receive a +5 column shift.

18.3
Mechanized units have silhouettes of armored vehicles on them, as well as a small yellow star. When fighting against any units other than German armor, they give a +1/-1 positive column shift.

 18.4
Fortress units are marked “RU”. If located in permanent or field fortification hex, they provide a -1 column shift on defense.

18.5
All column shifts are cumulative. Opposing column shifts can cancel each other out. Thus, if both players have mechanized units in combat, neither received the positive column shift.

20.0
Stalingrad

Stalin held the city of Stalingrad in special regard. He was obsessed with its defense.

20.1
General rules

20.11
At any moment during the game, there must be at least 3 Soviet units (not counting HQs) in Stalingrad.

20.12 
If the number falls below 3, the Soviet player MUST either bring in additional troops into any friendly city hex, or attack another city hex with at least 1-1 odds with the objective of capturing it. To obtain the 1-1 odds, count any German artillery that could possibly fire in defensive support. If the Soviet player is unable to bring enough units to obtain a 1-1 attack on a Stalingrad hex, he must rush sufficient forces to the area as soon as possible! This is not optional. He must do so, even if he had to pull units from other areas in need.

21.0
Operational Pauses

The Eastern Front had great dynamics over vast areas, but there were also long moments of silence, bought on by fatigue and the need to reinforce and build up supplies.

21.1 
General Rules

21.11 
Operational Pauses are marked as “Przerwa Operacyjna” on the Kalendarz (i.e. Turn Record Track) on page 17 of the Polish rulebook.

21.12 
During PO turns, both players can move 5 units (5 counters) 1 hex during his movement phase. These units cannot cross big rivers or the Volga, enter enemy ZOCs, or overrun enemy HQ or/and artillery.

21.13 
No attacks are allowed during PO.

21.14 
All supply rules apply during PO turns.

21.15 
HQ may build bridges on big rivers.

Terrain Effects Chart (Summer) – On to Stalingrad
 

	Type of terrain
	Effect on movement
	Effect on combat

	
	Motorized units
	Non motorized units
	

	Clear
	1
	1
	-

	Large River

(Don)
	+5
	+3 (regardless of the terrain on the other side of the river) +2 for naval infantry.
	Units attacking across a large river have combat strength halved, rounded down.

	River
	+2

(tanks +3)
	+1
	R1 (shift 1 odds column to the right) 

	Forest
	3
	2
	R2

	City
	2
	2
	R2

	Small Town
	1
	1
	R1

	Road
	½ when moving along road
	Unit may move one additional hex when using all MPs along the road.
	-

	Main road
	1/3

(tanks ½)
	½
	-

	Hill
	2
	2
	R2

	Marsh
	Impassable
	2
	Units attacking from a marsh have combat strength halved, rounded down.

	Volga
	Only across bridges
	When not moving across a bridge, it costs a unit all of its MPs.
	Units attacking across the Volga have combat strength cut to a third, rounded down.


Terrain Effects Chart (Winter) – Operation Uranus, Winter Storm
 

	Type of terrain
	Effect on movement
	Effect on combat

	
	Motorized units
	Non motorized units
	

	Clear
	2
	1
	-

	Large River

(Don)
	+6

(tanks can only cross over bridges)
	+3 (regardless of the terrain on the other side of the river) +2 for naval infantry.
	Units attacking across a large river have combat strength halved, rounded down.

	River
	+1

(tanks +2)
	+1
	R1 (shift 1 odds column to the right) 

	Forest
	3
	2
	R2

	City
	2
	2
	R2

	Small Town
	2
	2
	R1

	Road
	½ when moving along road
	Unit may move one additional hex when using all MPs along the road.
	-

	Main road
	 ½
	½
	-

	Hill
	2
	2
	R2

	Marsh
	2
	1
	-

	Volga
	Only across bridges
	When not moving across a bridge, it costs a unit all of its MPs.
	Units attacking across the Volga have combat strength cut to a third, rounded down.


Scenarios

1) On to Stalingrad. The battle of Stalingrad began as early as late July, when elements of two German armies struck at the city from the NW. The Germans met with initial success, but their advance eventually came to a halt as more and more Soviet troops were rushed to the front. The tide may had turned in favor of the Soviets, but at a heavy cost. Because of Stalin’s order No 277, Soviet troops were not allowed to retreat, and were instead mauled in a huge meat-grinder. Initiative: German Player. Victory Conditions: Germans win automatically the moment they occupy all of Stalingrad. Otherwise, they get 1 VP for each controlled town, and 2 VP for each hex of Stalingrad. Russians get 1 VP for each town. In addition, if they let the Germans within 1 hex of Stalingrad, they receive 10 VP; within 2 hexes – 15; within 3 hexes – 20; within 4 hexes – 25; within 5 hexes – 30; within 6 hexes – 35 VP. Scenario Length: Scenario lasts from 22 Lipca (July) until 21 Sierpnia (August). Additional Scenario Notes: Place bridge counters on hexes 1512, 4428 and 2303. The German player receives the following air support counters: 4 per day until 30 Lipca, 3 per day until 10 Sierpnia, 2 per day until 17 Sierpnia, and 1 per day until 21 Sierpnia.
2) Operation Uranus. The long-awaited assault upon the German troops around Stalingrad began on November 18, 1942. Rumanian troops holding the flank of the German advance crumbled under a massive Soviet artillery barrage and armored attack. By the first day, the Soviets had either destroyed or pushed back the Rumanians. Still, such attacks had been repulsed in the past, thanks to the use of internal lines of communication and the use of reserves. This time, however, Hitler immobilized many of the German units in Stalingrad, preventing their use of reserves. What if the German army was more mobile?  Initiative: Russian Player. Victory Conditions: Germans get 1 VP for every town, 10 VP for controlling all of Stalingrad, and 10 VP for not allowing the Soviets to surround the German troops around Stalingrad. Russians get 1 VP for every town, 100 VP for recapturing all of Stalingrad, and 50 VP for encircling the Germans in and around Stalingrad. Scenario Length: Scenario lasts from 19 Listopada (November) until 11 Grudnia (December). Additional Scenario Notes: Place bridge counters on hexes 3005, 926, 925. Germans receive 2 air support counters ON 21 Listopada, 3 thereafter. Soviets receive 4 air support counters until 20 Listopda, 3 on the 21, 2 on the 22, 1 on the 23, and none thereafter. Soviet Limitations: On the first turn, only the Soviet 5 Tank, 21, 65 Tank, and 24 Armies may move and/or attack. German Limitations: On the first turn, only the Rumanian 3rd Army, and German XI and 22 Panzer Corps may move and/or attack.
3) Winter Storm. History has shown that it was possible to hold out while encircled until help arrived. But, at Stalingrad the situation looked very grim. For one, the Stalingrad pocket was 50km from the front. The Soviets, knowing that the Germans would attempt to reach it, amassed most of their available troops in that very area. Because of this, the Germans decided to strike slightly to the south with the 51 Panzer Corps. While it would face weaker opposition, it had a full 100km to traverse before it reached the defenders. But the key to the success of this plan was the 6th army itself, which still had enough strength to attempt to break out towards the 51st. Initiative: German Player. Victory Conditions: Germans receive 1 VP for every town, 20 VP for capturing Stalingrad, 100 VP for linking up with the 6th Army fighting around Salingrad (without themselves becoming encircled). Soviets receive 100 VP for capturing all of Stalingrad, 50 VP for preventing the German player from crossing the Jessaulowskil Aksaj, 30 VP for Myszkowa, 15 VP for Donska Caryce, and 8 VP for Karpowke rivers. Scenario Length: Scenario lasts from 12 Grudnia (December) until 11 Stucznia (January). Additional Scenario Notes: Bridges in hexes 3825 and 3321 are considered destroyed at start. The German player receives 1 air support counter until 24 Grudnia, and 2 thereafter. Encircled German Army: Each turn that the German 6th Army is surrounded around Stalingrad it must lose 1 step from any (not each!) unit in the pocket. This happens regardless of any combat.
Setup: Use the setup tables from pages 12-14 of the Polish rulebook. Unit numbers are to the left, starting hex numbers to the right.

Here arw a few tips on translation:

	Polish
	English
	Polish
	English

	6 Armia, 21 Armia, etc.
	6th Army, 21 Army, etc.
	DS
	Soviet Infantry Division

	Sztab
	HQ
	BPanc., BP
	Tank Brigade

	Art.
	Artillery
	u
	Flip Side (understrenght) 

	KA
	Corps
	PM
	Naval Infantry

	DP
	Infantry Division
	BP-Panc.
	Anti-tank Brigade

	Wł.
	Italian
	DG
	Guard Division

	DLek
	Light Division
	RU
	Fort Division

	Węg.
	Hungarian
	-3 PS, -2 PS
	# of steps missing

	DPanc.
	Panzer (Tank) Division
	OS
	Penal Division

	DZmot., DPZmot
	Motorized Division
	KPanc.
	Tank Corps

	r.
	Reserve Unit
	DK
	Cavalry Division

	Rum.
	Rumanian
	Armia Rumuńska
	Rumanian Army

	APanc., Armia Pancerna
	Panzer Army
	KZmot.
	Motorized Corps

	Uzupełnienia
	Reinforcements
	2105 (2)
	Within 2 hexes of 2105

	736, 1232, 630, etc
	Starting hex number
	576/305, 578/305. etc.
	576 III of 305 XX, etc.

	23 VII
	July 23 (reinf. date)
	
	

	K, J, W, etc.
	Area where reinf. appear
	
	

	Niemcy
	Germans
	
	

	Armia Czerwona
	Red Army
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