NACH STALINGRAD
Fall Blau, June-November 1942

A game by Herve Borg appearing in Vae Victis issue 54

(Translated by Mark Beninger, including clarifications and errata (dark blue text); this started as a personal project and my version has the clips of counters etc. included in it like the rules included with the magazine. The errata/clarifications translations have not been verified so please report any errors. In fact please let me know about anything that seems off at mbeninger40@hotmail.com)

Nach Stalingrad! is a simulation of the German offensive which took place from 25 June 1942 (Fall Blau – Plan Blue) to mid-November 1942

0 – General Information 

One hex equals 42 kms.

One game turn equals 2 weeks.

The map extends from Stalingrad in the East to Dnepropetrovsk in the West; it goes from north of the line Kursk-Voronezh to the south of the Kerch straits. Vae Victis has made a special effort in providing as a supplement, a map of the Caucasus, which represents the German objective of the offensive. The game has 3 scenarios. The first does not use the Caucasus map and shows the fighting for possession of Stalingrad. The second scenario uses half of the ‘normal’ map plus the Caucasus map, in order to trace the route of the Axis forces to Baku and the Black Sea ports. The third scenario covers the complete campaign and uses all maps.

1.0 – UNITS   

The combat units generally represent an Army Corps for the Axis units and an Army for the Soviet formations. These units have several values:

- Attack Factor: Combat value

used by the attacker

- Defense Factor: Combat value

 used by the defender 

- Movement Allowance: the number of movement points (MP) available to the unit to move on the map

- Quality:  a combination of the unit value as well as its ability to efficiently apply combat doctrine. The values range from 1 (poorly trained unit) to 4 (elite units)

- Steps: is the number of losses the unit is able to absorb. At its best a unit can have 6 steps. One step is equal to roughly half a German division. For the other nationalities one step is equal to one and a half divisions.

  In addition to the combat units there are HQ units which have the following values:

- Command range: expressed in hexes

- Engagement Value: is the number of combats an HQ can initiate for those units it has activated.

  There are also General counters:

Army Group Generals and Panzer Generals. They have common values:

- Die-roll Modifier, attack/defense: a modifier that applies to the die-roll used to resolve combat in an attack or defense.

- Disgrace: a value used to determine if a General can remain in play in the event of an action that could cause its removal.

- Army Group Generals also have an Engagement Value which is added to the Engagement Value of the HQ they are stacked with.

- Panzer Generals for their part have a movement bonus which can be used to give extra MPs to all units stacked with them (including the General itself).

2 –SEQUENCE OF PLAY                        

  I – Weather Phase (4.0)
  The Soviet player determines the weather for the turn. This applies to the two weather zones and the aviation weather.

  II – Supply Phase (5.0)

1 – Reorganization segment

2 – Re-supply segment
3 – Attrition segment   

  III – Reinforcement Phase (6.0)
1 – Adjustment of Rail Points

2 – Reinforcement arrival

3 – Replacements

  IV – Air Phase (7.0)
  Each player simultaneously allocates their counters to the various possible missions.

  V – Operations Phases 

  A – Axis Player Operations Phase

1 – Activation Segment (8.0)

2 – First Movement Segment (all units may move) (9.0)

3 – Combat Segment (10.0)

4 – Second Movement Segment (9.0)

It involves:

  - Cavalry and mechanized units (half their MA)

- German Infantry and Soviet Guards if they have not moved in the First Movement Segment (full MA)

  B – Soviet Player Operations Phase
  Same sequence as Axis Player

  Alternate Phases A and B until both players have passed. Once a player has passed on his phase, he can no longer play in the Operations Phase. Once a player has activated all his HQ he is forced to pass his phase.

  C – Axis Special Operations Phase 
  All Axis units that were not activated previously can move normally, without needing  to be activated.

  D – Red Army Special Operations Phase            
  Same sequence as Axis Player

  VI – Conversion Phase (15.0)

  Each player converts rail hexes.

  VII – Air Attrition Phase (7.3)
  Each player verifies if he loses any aviation points due to attrition.

3 - STACKING     
  The Soviet player can stack up to 10 steps in one hex. The Axis player may stack up to 12. No player may have more than 3 different units in the same hex. 

  Exception: The Rumanian 1st Armored Division does not count towards the 3 units in a hex limit, but does count towards the total steps allowed in that hex. 

 Stacking is checked:

- before each overrun;

- at the end of a Movement Segment;

- when there are any retreats or advances after combat.

  Axis Satellites: Italian, Hungarian and Rumanian units may only stack with units of their own nationality or with a German unit. All stacking with any other Axis nationality unit is forbidden (except for forced retreats). Also,  Rumanian and Hungarian units may not end adjacent to one another. In the case of forced retreats the Axis player is required to separate the units concerned at the first opportunity.            

4 – WEATHER
There are four weather tables: Dry, Mud, Frozen, and Snow. There are two weather zones: the northern zone and the southern zone. Each box of the turn track indicates which table to use for each zone. The Soviet player rolls one die and looks up the result on the corresponding table for the northern zone. The die-roll result will indicate both the weather for the northern zone (Ground) and the weather for Aviation (Air see 7.0). Following this, the same player throws the die to determine the weather in the southern zone (Ground only). A unit which crosses a hexside through two different weather types pays the normal cost of each type of hex. 

5 – SUPPLY
  5.1 – Reorganization Segment
  During this segment players remove all disorganized markers from units and flip over all HQ units that were activated in the prior turn.

  5.2 – Supply Determination      Segment
  Every combat unit must be able to trace a Line of Communications (LOC) to a supply source to be considered in supply for the entire turn. Supply and HQ counters are not affected by this requirement. 

  5.21 – LOC
  A LOC is an uninterrupted line of hexes free of all enemy units or Zones of Control (ZOC). The presence of a friendly unit in a hex negates an enemy ZOC for this purpose. The length of a LOC cannot exceed 5 hexes (3 hexes maximum if tracing through any hex subject to Mud or Snow). A LOC cannot be traced through a mountain hex unless through a military route or railway. Equally, a LOC cannot cross a Major River unless crossing by way of a bridge (if the weather is Snow the LOC may cross without a bridge). A LOC cannot be traced through a sea hexside (Note: the Manitch Lake is  treated as sea).

  Soviet units may be supplied by the Volga. Any Soviet unit that can trace a LOC free of all EZOC (which can be negated by the presence of friendly units) of 3 hexes (2 in Mud or Snow) up to any hex adjacent to the Volga is supplied.

  5.22 - Supply Source
  A supply source is either:

- any hex with a star and truck for the Soviet, and the same but with a cross for the Axis;

- any rail hex linked to a supply source by an uninterrupted line of rail hexes of the correct gauge. This line must be free of enemy units and their ZOC unless negated by the presence of a friendly unit. Note that the two sides have different rail gauges (see 15.0);

- a supply counter.

  5.23 – Supply Counters  
  The supply counters represent the delivery of rations, ammunition and fuel necessary for any attack. A number of supply counters are given each game turn for both sides. Their entry into the game conforms to the rules for the arrival of reinforcements (see 6.1). These counters do not exert a ZOC. If alone in a hex they are eliminated as soon as an enemy unit enters their hex. If stacked with other combat units, and following an overrun or combat, are forced to retreat they are automatically eliminated. 

  There are two types of supply

counters:

- Truck counters. 

To move they must be activated like combat units (either by an HQ or during the Special Movement Segment, see 8.0), and move normally during the first Movement Segment. They can also be moved by rail at the cost of 1 rail point per counter. They can be considered as a supply source during the Supply Phase (for all friendly units able to trace a LOC to them) or can supply a combat (see 10.3). In each case they are immediately eliminated after being used.

- Air Resupply counters are slightly different. Only the Axis player has these. If he chooses any air resupply missions, he can place a number of markers equal to the number of missions, at any time during the turn. Once placed on the map these markers may not be moved. They can be used to supply a combat, or, during the supply phase they allow all units out of supply (OOS) that can trace a LOC to them to avoid the Attrition segment. It is important to note that these units remain OOS.

  Regardless of their type, these supply markers remain on the map as long as they have not been used. The owning player may remove them at any moment he chooses.

  5.2.4 – Out of Supply units
An OOS unit suffers several penalties:

- Its movement allowance is halved (fractions rounded up). An OOS unit cannot conduct either Reaction or overrun movement. This does not, however; prevent it from moving in the second Movement segment. 

  - Its Defense Factor is halved (rounded up)

- If the unit was already OOS, there 

are two cases to examine. Either the unit in question can trace a LOC of any length and free of all enemy ZOC, EZOC, (friendly units do not negate), to a supply source. In this case it remains OOS, and suffers no other effects. Or, the unit cannot trace any LOC, and therefore must undergo an Attrition segment. 

5.3 – Attrition Segment
Attrition is calculated for each stack. 

Those units OOS in the same stack and of the same type lose half their steps (fractions rounded up), and if they still exist, each must do a Quality test. Their owner rolls one 6-sided die (d6) and subtracts two from the result. If the final result is greater than the unit Quality, it is disorganized. Naturally the unit remains OOS for the coming turn.

6 – REINFORCEMENT PHASE
  6.1 – Reinforcement arrival
  First the Soviet player, and then the Axis player take their Reinforcement phases. All units placed on the current turn box are placed in the ‘available’ box of their side.  Any HQ or Army Group Generals can be placed directly on any map hex free of enemy units. Panzer Generals may only be placed on supplied combat units. Each player indicates his number of available rail points for the turn using the appropriate marker.

  The arrival of reinforcements is predetermined for each turn based on the scenario played. Unless the arrival zone for his reinforcements is specified in the scenario, each player freely places his units on or adjacent to each hex of rail which is a supply source. In every case no reinforcement unit may be placed in an enemy ZOC, even if a friendly unit is already in the hex. 

If a unit must appear in a specific zone, and all possible hexes are in enemy ZOC, its arrival is postponed until the following turn. Thereafter it is free to enter outside the zone initially specified.

· Special:
1 – Ports as supply sources
Makhatchkala and Baku, and eventually Taman are supply sources. Despite this, reinforcements, supply units and replacement points which may unload each turn are limited by the naval transport capacity of the ports:

4 points for Makhatchkala, 4 for Baku and 3 for Taman (see table of naval transport see 16.0). Once these elements have been unloaded they may be used normally as per the rules for reinforcements and replacements. 

  2 – Hex 2414.  Reinforcements, supply units, and replacement points which enter the game by hex 2414 must be placed during this Reinforcement phase on a hex on the East bank of the Volga. It is only during an Operations Phase (normal or special) that they can cross the Volga (see 9.5) and be used. 

  6.2 – Replacement Segment
Each player receives a certain number of replacement points each turn. Using the markers provided he modifies his total points. He is thereafter free to spend the points immediately or keep them in reserve. 1 point of replacement = 1 step of the same type.

  The use of these points allows:
  - reinforce one or more friendly units on the map with as many steps as wished. To do this the unit must be in supply and not disorganized.  (special: units which trace their line of supply by the Volga, see 9.5). It can be in an enemy ZOC, but in all cases it must trace a LOC free of any enemy ZOC (friendly units do not negate). 

  - reinforce a unit in the ‘available’ box. This unit can be placed on the map as a normal reinforcement this same turn. Note that those units with their step number shown in a red box can never be reinforced or rebuilt. 

  At the end of the Reinforcement Phase the two players may remove steps from units on the map to create replacement points and place these in reserve. This mechanism is similar to receiving replacement points but in reverse. Further, placing points in reserve costs 1 rail point for one point of infantry and 2 rail points for armored or mechanized point.

  A unit receiving or losing replacement points adjusts its number of steps based on the number of points being received or removed from it. It may operate normally in the next Operations Phase.

  Types of replacement points:

  - Infantry: Soviet infantry, German infantry (except mountain troops),   cavalry.

  - Mechanized: Armored and mechanized units.

  - Police: German units with a Quality rating of 1.

  The SS Panzer units have their own replacement points and may never use the ‘normal’ armored points. However, if the Axis player wishes, he may use SS steps to reinforce a ‘normal’ Panzer Corps. 

  The 3 named German Corps (Fretter-Pico, Mieth, Cramer/Raus) may receive Police unit replacement points at the rate of 2 steps of Police = 1 step of normal infantry.

  The Rumanian points are used for infantry and cavalry. The Italian points are used for all Italian units (including the Alpine unit).

  Important: The majority of Soviet units consist of two counters: one infantry counter with 4 infantry steps, and one mechanized counter with 2 steps. These are always the same unit and it is necessary to first accumulate 4 infantry steps before being able to replace it with up to 2 mechanized steps. A Soviet unit can receive both types of replacement points in the same Reinforcement Phase.   

7 – AVIATION
  7.1 Availability   
Each turn, after having received any reinforcements, each player determines the number of air counters available to him. The Axis may never have more than 12 counters and the Soviets 14. Any excess points are lost. If the sky is Clear, all points are available for use. If the sky is Cloudy then only half the counters are available for use (in case of fractions, round up for the Soviet player and down for the Axis). Finally, if the weather is Fog, divide the number of counters by 4, with the same rounding rules. 

  Example: The Soviet player has 9 points and the Axis player has 7. This turn the weather is determined to be Fog. The Soviet player only has 3 points (9/4 =2.25 rounded to 3) and the Axis player 1 point only (7/4=1.75 rounded to 1).
  7.2 – Missions
· With these counters the Axis player may:
  - Place up to half the counters as Fighters (fractions rounded down), for use, see 7.3.

  - Use up to 2 counters for air supply missions (each mission allows the placement of one air supply marker).

  - Place Interdiction counters for the Volga, in order to reduce the Soviet transport capacity of this river (see table). 

  - Place Interdiction counters for the Black Sea Fleet, in order to reduce the Soviet operational capacity of this fleet (see 14.0).

· All the remaining markers are 

considered to be Bombers. Each Bomber counter can only be used during one Operations Phase, either friendly or enemy, to support a ground combat. During this Operations Phase, the counters can be used once during the first Movement segment (during an overrun), once during the Combat segment, and once again during the second Movement segment (overrun). The aerial chart allows the simple management of these moves. As well, the same German marker can be used three times during one single Operations Phase. At the end of this Operations Phase all counters used to support at least one combat are automatically placed in the ‘no longer available’ box.

· Effect: each German counter 

moves the combat ratio one column in favor of the Axis. On attack as in defense, the Axis player can assign up to 3 air counters in each individual combat if at least one German unit is involved. If not, then he may only place one counter. He may never place more than one counter during an overrun. 

· The Soviet player may:

  - Use between one quarter and one half of his counters as Fighters (fractions rounded up). He must always assign at least the minimum one quarter as Fighters.

  - The remainder of the counters are considered to be Bombers. Each counter can be used once during an Operations Phase, during combat only. Further, a Soviet counter can only be used once during the same turn.

· Effect: Each Soviet counter gives a 
one column shift on attack or defense to friendly units.  The Soviet player may never assign more than one counter per activated Front HQ to a battle during this Operations Phase. If he is able to co-ordinate 2 or 3 Front HQs, due to the Joukov and Vassilievski HQs, he may allocate respectively 2 or 3 counters to his attack (see 8.0 Activation). As the defender, he may never allocate more than one counter per combat.

  Note: the Soviet player may not conduct air supply missions.
  A clarification of the use of Air counters seems necessary:

  Example: the German player has 10 air counters. The weather is Clear so all 10 counters are available. Several possibilities exist:

1) he may assign 0 to 5 as Fighters;

2) he may assign up to 10 as Bombers;

3) he may assign up to 10 for interdiction of the Volga (not of any use but the option is there);

4) he may assign up to 10 for interdiction of the Volga Fleet (idem);

5) he may assign 0, 1, or 2 points maximum for Air Resupply.

  All these actions are by CHOICE. There is no obligation to do so. Naturally, he will not always have 10 Air counters. 

  The number of Air counters assigned to Air Resupply indicate the number or Air Resupply markers created (these counters follow the rules of 5.2.3) 0 Air counter = 0 Supply counter; 1 Air counter = 1 Supply counter; 2 Air counters = 2 Supply counters.

  No Air Resupply missions are possible during Turns where only 1 Air counter is available.  

  7.3 Air Attrition
  At the end of the turn each player rolls one die for his opponent, and looks up the result on the attrition table. When rolling the die add any possible modifiers due to the weather (Cloud +2, Fog +4) and for any enemy Fighters (each enemy Fighter adds +1). The result gives the number of losses incurred this turn. See the Air Attrition Table. 

8 - ACTIVATION
  At the start of his Operations Phase the active player may designate an HQ, not already activated, that he wishes to activate. This HQ may then activate any units that are within his command range. The command range of the HQ passes through all types of terrain and ignores both enemy units and their ZOC. During a normal Operations Phase no unit (combat units, supply units) may be activated without the use of a HQ. There are slight differences in the process for each side:

· The Axis player may designate one 

Army HQ, He can then activate all Axis units within its range as long as these units have not been previously activated in a previous Operations Phase of the same turn.

Note: disorganized units must test against their Quality to be able to move (12.0), and the different Axis nationalities do not activate one another.

  He can also designate one (and one only) Army Group HQ (A, B or Don). This will allow activation of all Army HQ (not yet activated) which are within its range during the same Operations phase. This method allows him to activate a much greater number of combat units.  Furthermore, the abilities of a General stacked with an Army Group HQ are extended to all units activated by this method (see Generals 13.1). The Army Group HQ, can activate the Army HQs, and moreover one ‘independent’ unit (a unit outside of the command range of an Army HQ). This unit may freely take part in a combat directed by an Army HQ, or initiated just by this unit alone. In the latter case it must spend one supply counter to avoid the 2 column combat penalty (see 10.3).

  The Army Group HQ’s may activate any Axis nationality. The German HQ’s may activate all units of any Axis nationality within their range. The Romanian and Hungarian HQ’s may only activate units of their own nationality along with one German Corps.

· The Soviet side works in a similar
fashion. The Front HQs function like the Axis Army HQs. The Joukov and Vassilievski HQs act like the equivalent German Army Group HQs. However, Joukov and Vassilievski only allow the activation of two neighboring Army Group HQs.  The Soviet player
can always use these two special HQ’s in the same Operations Phase (if they are within range of each other) and co-ordinate three neighboring Front HQ’s.

Joukov and Vassilievski may not activate independent units.

9 – MOVEMENT
  9.1 Movement Segments
  Once activated, units may move and combat. However, each unit type must do their movement and have combat in a certain order:

  - Armored, mechanized and cavalry

units may move in the first Movement Segment, have combat, and then take part in the second Movement Segment. During this second Segment, the cavalry and mechanized units only have half their movement allowance, while the armored units may use their full MA. The two Panzer Army HQs may move during both Movement Segments. 

  - German infantry and Soviet

Guard infantry (in red) may move and have combat during one of the two Movement Segments at their choice.

    - All other units (Soviet regular infantry (purple), German Police, Romanian, Hungarian and Italian infantry, supply units and HQ’s – except for the two Panzer Army HQ’s) can never move during the second Movement Segment. On the other hand they may be used normally during the first Movement and Combat Segments.

· Having fought a combat, or not

having succeeded in combat; has no effect on the movement of the units during the two Movement Segments.

  Activation example: Axis 6th
Army HQ activates two German infantry corps (A and B corps), a panzer corps and one Rumanian infantry corps.

  1st Movement Segment: the player 

moves the panzer corps, the Rumanian, and German infantry corps A. At the end of the segment he moves the HQ.

  Combat Segment: all the units may

participate in combat, but are not forced to do so.

  2nd Movement Segment: only the 

German panzer corps and infantry corps B may now move. They do not have to be within range of a HQ to do so; they were already activated for the entire Operations Phase. If the German infantry corps A had not already moved during the 1st Movement Segment, it could also move during the 2nd Movement Segment. On the other hand, neither the HQ nor the Rumanian corps could do so.

  9.2 – ZoC
  All combat units (except German

Police units, and the Rumanian 1st Armored Division) which are not disorganized, exert a ZOC in the 6 adjacent hexes. This ZOC extends across Major Rivers, with or without a bridge (except the Volga, see 9.5), but does not extend through sea hexes or Lake Manitch. The ZOCs do not extend to units in an urban combat. A ZOC is not exerted into mountain hexes unless the ZOC follows along a road or rail line. Every unit is forced to stop upon entering an enemy ZOC, unless doing an overrun attack (see 9.6). Friendly units do not negate enemy ZOCs for movement purposes. A unit may never leave a hex in an EZOC and move directly to another hex in an EZOC. Any unit may leave an enemy ZOC if the first hex entered is free of an EZOC. Only after this move may the unit enter into an EZOC once more. HQs and supply units do not exert a ZOC into adjacent hexes, or even in their own hex.

  9.3 Terrain
  The Movement Points (MP) of a unit are used to move it on the map. To enter a hex a unit must pay the cost indicated on the Movement Table. Note that all costs are cumulative. For example, to cross a Major River and enter into a swamp hex a unit must pay the cost of the river plus the cost of the swamp. A unit may not enter a hex if it does not have sufficient MPs.    

  There are certain special terrain types. To enter a mountain hex all units must follow a road or rail line. In mountains, besides roads and rail lines, all other types of terrain are ignored for movement and combat purposes. To cross a Major River a unit must either cross by a bridge, which costs an additional 1 MP, or cross without a bridge. In the latter case the unit must start its movement adjacent to the river and then use all its movement points to cross over. This movement is possible if the unit is out of supply (MPs halved), but not during a Reaction move or Retreat before Combat (see 10.2.1 and 10.2.2). If the weather is Snow, a Major River may be crossed simply by paying the additional 1 MP (see Movement Table costs). As long as it conforms to the restrictions of enemy ZOCs, a unit may always move at least one hex during a Movement Segment even if it does not have sufficient MPs.

  9.4 – The Kerch Strait
  Axis units may never attempt an amphibious assault. To cross over the Kerch Strait they must wait until a friendly unit has entered Taman. When this happens Taman becomes, from the following turn on, a re-supply source for the Axis, and this side gains 3 points of naval transport from the Crimea and unloading in Taman. If all the Black Sea ports are taken by the Axis, the maritime transport capacity is doubled and troops may be moved freely from one port to another, as long as the two are situated on the Black Sea. This transport capacity is available during the Reinforcement Phase. Soviet units may never cross the straits. 

  9.5 The Volga
The Volga has its own special rules. No Axis unit and no ZOCs of either side extend across this river, regardless of the current weather. During the Reinforcement Phase all combat units, supply units, and Soviet replacement points which enter the game via hex 2414 stop their movement on the east bank of the Volga (use a step loss marker to indicate replacement points). They are transported to the opposite bank only during an Operations Phase (normal or special, as chosen, see 8.0), by using the Volga transport points available to the Soviet player that turn (see Volga Interdiction Table). 

  To receive replacement points by the Volga, a friendly unit must trace a LOC completely free of all enemy ZOCs for 3 hexes (2 hexes during mud) to any hex adjacent to the Volga. This is possible even if the unit is in an EZOC or stacked with an enemy unit in the Stalingrad urban combat box. 

  The Volga also provides supply to Soviet units as per 5.2.1.

  Note: the Soviet player may never receive more than one armored replacement point per turn, and no unit may receive more than two replacement points per turn, via the Volga.

  The Soviet player may also have one friendly unit cross the river, but this unit may not debark either in an enemy ZOC or in Stalingrad, as long as an Axis unit is in the same urban combat space.

  9.6 - Overrun  

All armored, mechanized, and cavalry units that are in supply and not disorganized may, during their movement, attack an enemy occupied hex. Doing so results in an overrun attack.

  To effect an overrun the unit must move into a hex adjacent to the enemy units (or start there if already adjacent). The stacking limit in the attacking hex must be respected. Units wishing to perform an overrun pay +1MP in addition to the movement cost of the hex to be overrun. This attack does not require supply points. However, the attacking units suffer a penalty of 2 column shifts. An overrun attack is not allowed across a Major River without a bridge (except in Snow), and during all Mud turns.

  The combat is resolved using the Combat Results Table (CRT, see 10.7). Any unit that must retreat following an overrun attack is automatically disorganized, and therefore loses its ZOC. If the attacking units clear the hex of all defenders, they have succeeded in their overrun and must enter the hex attacked. They may then continue their movement and exit for example, an EZOC in accordance with the rules on ZOCs (see 9.2). They may also undertake other overruns, even against the same units, as long as they have sufficient movement points to do so. If an attacking stack does not succeed in its overrun attempt, it is forced to stop its movement for this Segment.

  Overrun attacks are allowed in both Movement Segments. In order to perform this attack with several units, all of them must have started the Movement Segment stacked together. 

  The Panzer General combat bonuses may be used for an overrun (but not those of Army Group Generals). Only one German air unit may be used during an overrun (see 7.2, air missions). 

  Reminder: no overrun attack may take place when the current weather is Mud, or across a Major River without a bridge (except during Snow).
  It is not necessary to be within range of a HQ to do an overrun attack. The HQ’s are required at the moment of Activation (8.0) and at the moment of a declaration of combat 10.1.

  9.7 – Panzer Generals
  If a Panzer General is stacked with other units at the beginning of the Operations Phase, he increases their Movement Allowance by his movement bonus. When a unit is required to halve its Movement Allowance (cavalry during the 2nd Movement Segment, units out of supply, Reaction, withdrawal before combat), the bonus of the General is first added to the unit, and then the new total is halved (fractions rounded up). 

  Example: a Panzer Corps and the Rumanian cavalry Corps are stacked with a Panzer General with a movement bonus of +2.

  1st Movement Segment: The two corps have therefore, a movement allowance of 8 (6+2)

  2nd Movement Segment: the Panzer Corps has an allowance of 8 (6 + 2), while the Cavalry Corps has only 4 (6 + 2 = 8; 8/2 = 4)

  Important: to benefit from the movement bonus, the unit must stay with the General throughout his move. It can; however, stop its movement at any time, while the General continues its movement if it still has any MPs. 

  A Panzer General is a combat unit which moves exactly like any other unit, that is,  it will benefit from its own movement bonus. However, a Panzer General may never be alone in a hex. If this ever happens the unit is removed and placed on the turn track space for the following turn.  It may not come back into play until the following turn (see 6.1). 

  9.8 Re-combining step losses
  An active combat unit capable of moving during the current Movement Segment (source unit) may give all or some of its steps to an adjacent unit of the same type (target unit). The procedure is as follows:

· If the target unit is not in the
same hex as the source unit. In this case the source unit must not have moved, and the target unit must have completed its movement. The source unit must also have enough MPs to reach the target unit, along a path free of enemy ZOCs (as per normal movement). The current steps of the target unit are increased by the number of steps deducted from the source unit (see 10.7.2 for the use of step markers). After transferring the steps the source unit may move normally. 

· If the target unit is in the same
hex as the source unit, the exchange of steps occurs either after both units have moved, or before either has moved. 

· Special Case: The source unit can 

create a new unit and give it part of its steps. To do this there must be a unit of the same type in the ‘available’ box. If the new unit is created before the movement of the source unit it is free to move after placement.

· In all cases the source unit must 

be activated to perform this action. This unit may give all its steps to one or more target units. If so the unit is removed and placed on the turn track for the following turn. 

· If the units exchanging steps have 

different states (unsupplied, disorganized) the receiving unit  automatically takes on all negative aspects of the source unit.

  Note: don’t forget that Soviet units may be made up of different step types.

  Reminder: replacement points from the reserve may never be used during the two Movement Segments. The procedure for exchanging steps described above is only for those steps currently on the map.
  The ‘normal’ (beige) Soviet units may freely combine with the Guards (red) units. The same applies to combining German Quality 2 units with Quality 3 units (except the Mountain infantry).

  9.9 Rail Movement 

  Any activated and supplied unit which begins its movement on a rail hex may be moved along the rail line for an unlimited number of hexes during its first Movement Segment only. The rail line used must be of the correct rail gauge. The movement may start and end in an enemy ZOC only if another friendly unit is already in the hex.  As per normal movement, no unit may move directly from one EZOC to another. Each move along a rail line costs rail points (see Rail Transport table). For each unit moved by rail the rail marker is moved down the track the corresponding number of points for the unit type. Neither player may use more than 2 rail points on the Caucasus map. A unit that moves by rail may not conduct any further movement in this Segment. If the unit is mechanized,  armored, or cavalry, it can move again in the second Movement Segment.  Any rail points not used by the end of the turn are lost.

  The Caucasus map starts from hex row xx30 inclusively.

  9.10 HQ Movement
  At the end of the first Movement Segment, after all units have moved, the active player may move his HQs. He may place them anywhere except in an enemy ZOC unless it stacks with a friendly unit. Keep in mind that units need to be within the command range of their HQ to be activated for combat. 

  Reminder: only the Panzer HQs may move again during the second Movement Segment.

  Army Group Generals and HQs do not have any MPs. This is why they are placed anywhere when moving. 

10-COMBAT PROCEDURE
  10.1 – Declaration of Combat 

  The active player decides the number of combats he will undertake during the Operations Phase.  He must declare all attacks at the beginning of the Combat Segment and place an attack marker on the target hex. In order to perform an attack, the unit must be within the command range of the HQ that activated it, and adjacent to all defending units either in one or more hexes (Exception: if a stack is involved in urban combat the attacker must be in the same hex as the defender  - see 11.0). A unit is never mandated to attack all units adjacent to it, but if it attacks a hex it must attack all units in that hex. Furthermore, in order to attack a hex all attackers must be able to enter the defending hex. For instance, to attack in a mountain, all attacking units must be on the same road as the defenders. It is also impossible to attack across a sea hex. 

  Note: a unit may not attack or be attacked more than once per turn.  A unit may; however, execute, or be subject to, multiple overruns. 
  For a HQ to be able to coordinate an attack it must be within range of all the attacking units (Exception: an independent unit activated by an Army Group HQ). A HQ may not direct more combats than its engagement value (this value may be increased by an Army Group General stacked with the HQ, see 13.1). This rule is still applicable if several HQs are involved.

  Example: the Army Group A HQ coordinates 2 Army HQs, D and E and one independent unit. The HQ of Army D has an engagement value of 3 and HQ E has a 4. The active player may therefore do up to 7 attacks as well as one for the independent unit. However, HQ D may command no more than 3 combats, while HQ E may direct up to 4. D and E must be within command range of all the units under their command that will be attacking (except for the independent unit). Also, D and E are required to be within the command range of HQ A. The independent unit must only be within range of one of the three HQs. If this condition is met it may join in any combat initiated by D or E or conduct its own attack. 

  Once the active player has declared all his attacks, he allocates his air markers for each combat.

  Note: each player may be subject to restrictions for the number of markers that he can place (see 7.2). In any case, no more than 3 markers can be placed on any one combat. After placing the markers the active player passes control to his opponent.
  10.2 Response
  The inactive player now becomes active. He may undertake several actions:

  10.2.1 Reaction
  He may react with his units. Only armored, mechanized, and cavalry units may react. To do this the units being attacked and the reacting units must all be within range of the same Front, Army or Army Group HQ (by way of the Army HQs). The HQ in range may activate reacting units up to the limit of its engagement value (this value may be increased by an Army Group General, see 13.1).

  To be able to make a reaction move a unit must be in supply and not disorganized. It must also be outside of an enemy ZOC (except for Disengagement – see procedure below) and within 3 hexes of the combat hex. The unit may then use half of its movement points (possibly increased by the presence of a Panzer General) to move in the direction of the combat only. It may not move into another EZOC unless a friendly unit is negating it. In this case the reacting unit must stop its movement on entering the hex. Therefore it may enter the hex being attacked, but can also stop prior to this. The unit may not, however, enter a hex with an Attack marker if this was not the hex that provoked the reaction move. The reacting unit must move in the shortest path (taking into account EZOCs and using common sense) towards the combat. A reacting unit may never be designated as the lead unit in the combat that triggered the reaction. 

· Special case (optional rule): if 
the non-active player decides to react with a stack in an enemy ZOC, the stack must be within range of an Army Group General stacked with the HQ directing the reaction. It is then performing a Disengagement:

· At least one friendly unit must 

remain in the hex which the reacting unit is disengaging from. 

· All units undertaking the 

disengagement must make a unit quality test: the owning player rolls one die and subtracts 2 from the result. If the result is higher than the unit quality the unit is disorganized (therefore units with a unit quality of 4 cannot be disorganized by this test). If disorganized, the units must retreat one hex but immediately stop their reaction at that point. If not, they may make their reaction move normally. 

· Any Panzer General which 

accompanies a unit during its disengagement must make a disgrace test.

· The Army Group General who 

made possible the disengagement must make a disgrace test after the movement of the disengaging units is completed, and before any other reaction move.

  Note: an Army Group General may allow the disengagement of any number of units up to its own engagement value.

  Example: a HQ has an engagement value of 4. It is stacked with an Army Group General that has an engagement value of 2. This means that the HQ may allow the reaction of up to 6 units (4 + 2), but of the 6 units, only 2 may attempt to disengage and/or undertake a retreat before combat (see below) during this segment.

  10.2.2 – Retreat before Combat
  (Optional)
  The defending player may also attempt to retreat before combat during his Reaction Segment. The procedure is similar to that for disengagement:

· To be able to retreat before 

combat, all units in the hex to be attacked must be supplied, not disorganized, and have a movement allowance equal to, or superior, to that of the fastest enemy unit. The retreat before combat involves all units in the stack; no unit may be left behind. 

· The units using retreat before 

combat may retreat up to half their movement points (possibly increased by the presence of a Panzer General). They may not enter an EZOC at any point.

· All units using retreat before 

combat must undergo a quality test (same procedure as for disengagement). If disorganized by the result the units retreat one hex but then immediately end their retreat before combat. If not, they may carry on with their retreat.

 -      If the hex is totally evacuated by the defender, the attacker may enter the hex but may not advance further, and may not declare another attack during this Combat Segment. 

· Any Panzer General

accompanying a unit retreating before combat must undergo a disgrace test.

· The Army Group General who 

made the retreat before combat possible must also undergo a disgrace test immediately after the retreating units have completed their movement and before any other retreat before combat is undertaken.

  Remark: all the actions which the defensive player may undertake (reaction, disengagement, retreat before combat, combat bonus for Army Group Generals) may be used again by the same HQs and their units as soon as the following Operations Phase. This means, for example, that one unit may react several times in the same turn.

  10.2.3 – Air
  The non-active player allocates his air counters on any combats he wishes. He can place up to 3 counters per combat (see restrictions 7.2).

  10.3 – Supply
  At this time each combat is resolved individually right up to the advance after combat, before going on to the next combat. The attacker must execute all attacks he declared previously. 

  The active player has the choice of supplying this combat. To do so, there must be a supply counter capable of tracing a LOC (5 or 3 hexes) to every unit involved in the combat (friendly units negate EZOC). A supply counter may only be used to supply one combat. Use of the supply counter does not give any bonuses. However, without using supply in this manner, the attacker suffers a 2-column shift to the left. The defender does not require a supply counter.

  10.4 – Strength Ratio
  The combat strength ratio is determined by comparing the attack factor of the active player to the defense factor of the defender. This ratio is always rounded in favor of the defender.

  10.5 – Leading unit
  Each side must designate one unit in the combat as the lead unit (Reminder: a unit that has just reacted may not be designated as the lead unit). The Quality of the lead defending unit is subtracted from that of the attacking lead unit. If the result is positive, the combat ratio is moved to the right a number of columns equal to the difference in the two Qualities. If the result is negative, the shift is to the left using the same principle. 

  When a player is forced to take one or more step losses, he must take the first step from the lead unit. Only this unit is able to advance a second hex after combat (see 10.8).

  10.6 – Calculating Combat  

  Modifiers
  See the modifiers listed on the Combat Results Table (CRT). These also include modifiers for certain terrain types.

  10.7 – Results
  After all modifiers have been taken into account the player looks at the final combat ratio. If it is greater than the last column to the right of the chart the combat is resolved normally using this column. If the ratio is less than the first column on the left of the chart there is no need to throw the die. The result is automatically a ‘0’ on the first column to the left of the chart (automatic result of 4/0).  When the combat is resolved normally, the attacker throws 1d6 and adds any applicable modifiers (positive or negative) to the die. The final number is then found on the applicable combat ratio column to give the combat result.

  This result is expressed in numbers. The number to the left is the attacker result, while that to the right is for the defender. The result for the attacker is the number of step losses incurred. The defender result is the number of step losses and/or retreat hexes he must satisfy. Only the defender may choose to convert the result into a retreat, but a unit may never retreat more than 2 hexes, so the balance must be taken in step losses. He can decide to take the entire result in stop losses or to split the result between retreating and steps lost.

  10.7.1 – Retreats
  A retreat affects all units in the hex. Furthermore, any result of 3 or more is indicated in bold because it requires a mandatory retreat, meaning that all units must retreat at least one hex. A stack may not retreat over a Major River unless it crosses at a bridge. This rule is ignored if it is a Snow turn.  No unit may retreat across the Volga, regardless of the weather. Each retreat through an EZOC (friendly units do not negate the EZOC) causes an additional step loss to the stack.

  The retreat must always be made towards the player’s supply sources (even through EZOC), but if a path free of EZOC exists the defender may take that route. When a stack finishes it retreat overstacked, all excess steps must be eliminated. If a stack retreats into a hex where an attack has been declared, it may not be included in the combat, and if the defenders suffer an adverse result (whatever it may be), the stack that just retreated into the hex is also eliminated. Retreat into a city: see 11.0.

  A unit that cannot retreat is

eliminated.

  Retreating units may follow several different routes or retreat as one stack at the choice of the owning player.

  10.7.2 – Step losses
  A step loss means one step loss on a single unit, not one step loss on each unit of a stack. If a side must lose one or more steps, it must take the first one from the leading unit. No unit may lose two steps before all other units in the stack have taken one loss due to the current combat. A unit is always represented by its counter that represents its first and last step losses (Reminder: the Soviet units are often comprised of two counters). If it only has a total of two steps (Hungarian, Italian, Rumanian and Police units and the mechanized portion of Soviet Tank Army units) the counter is simply flipped over to take the first step loss. If a unit has more than 2 steps the step markers must be used. These markers are placed under the strongest side of the counter (German corps, infantry portion of Soviet armies) and are always turned to the step indicating the remaining steps of the unit (see combat example). All destroyed units are placed on the turn track space for the following turn. At the beginning of the next turn they are placed in the ‘available’ box and can then be rebuilt using replacement points during the Reinforcement Phase (see 6.1).

  If all units of one side are destroyed while a Panzer General was stacked with them, the General must test for disgrace. He is never subject to any step losses suffered in combat. Only a disgrace result will take him out of the game. If the General passes the disgrace test he is placed in the box for the following turn on the turn track and may then come back into play (see 6.1).

  HQs and Army Group Generals may never be destroyed either by movement or combat. A soon as a friendly unit moves into a hex occupied by an enemy HQ (Movement, Reinforcement placement, etc.), it pushes back the HQ one hex (choice of the non-owning player).

  The Hungarian, Rumanian and Italian HQs are automatically removed from the game if all units of their nationality are destroyed. Each player is free to remove his HQs from the map whenever they wish. He then places them on the space for the following turn.

  10.8 – Advance after Combat
  When the defender vacates the attacked hex (retreat, elimination), the attacking units may enter it (stacking rules apply). If the defending units were totally destroyed, or retreated two hexes, the attacker may be able to advance a second hex at his option. Only the lead unit may advance into the second hex with the exception of not being able to cross a Major River without a bridge (except during Snow). Only attacking units may advance after combat. Any EZOCs are ignored during advance after combat.

  11 – CITIES
  Cities are composed of two parts: the city hex and the box for urban combat. When a unit is in the city hex it complies with the normal rules of movement, ZOC, and combat, and no other unit, enemy or friendly, may enter into the urban combat box. 

  However, a unit placed, at the player’s option, in the urban combat box is, in a certain manner, ‘off-map’. It ceases to exert a ZOC in the hexes adjacent to the city, and ZOCs (friendly or enemy) do not extend into the city (a LOC may, for example, pass freely through the hex). Note: the defender is taking refuge in the city and therefore does not control the surrounding area. In this case, any unit (friendly or enemy) which enters the city hex immediately stops its movement and is placed in the urban combat box. It is not; however, required to initiate combat. Stacking in the space is limited to 6 steps for each side.

· Combat procedure:
1 – An enemy unit is in the urban combat box.

  Each friendly unit must enter the 

urban combat box in order to attack the enemy unit. The two sides are stacked one on top of the other.

  2 – Two opposing sides are stacked in the same urban combat box.
· A unit enters the box by a 

friendly hexside (these sides are indicated on the outline of the urban combat space). It is reinforcing its side (within the limit of 6 steps per side) but is not required to attack. 

· A unit enters by an ‘enemy’ 

hexside (still applying stacking rules). It must then attack the enemy stack present. This stack is then ‘sandwiched’ which means it cannot retreat without being eliminated. However, if the enemy stack is not eliminated, the friendly unit that just entered the space must retreat out of the city hex by one of the enemy hexsides. 

  To leave an urban combat space where two opposing stacks are present, the friendly units may exit by a friendly hexside when activated. They may not leave by an enemy hexside. A LOC cannot be traced to an urban combat box other than by friendly hexsides. 

  To move from the city hex to the urban combat box, and vice versa, does not cost any MPs but the unit must be activated to do so. A friendly unit may occupy the city hex at the instant no enemy units occupy the urban combat space. That is, at the end of a combat which results in the elimination of all enemy units in the urban combat space, or also during a Reinforcement Phase, or after an advance after combat. However, a unit may never enter the urban combat space during a retreat. It must finish its retreat in the city hex. If this is not possible it must choose another path of retreat. 

  Urban combat is conducted normally (see the CRT for modifiers due to this terrain).

12– DISORGANIZATION
  A unit may become disorganized by three methods:

· a retreat due to an overrun;

· a failed retreat before combat, or a failed disengagement attempt;

· an extended period of lack of supply.

This state exists for the entire length of the turn. It is automatically removed at the beginning of the supply phase, during the reorganization phase.

· Consequences of disorganized status:
· The units lose their ZOC

· A disorganized unit may not 

attack. On defense it gives a +2 die modifier to the attacker.

· The unit may not receive 

replacements.

· Activation is harder as the owning 

player must test the Quality of the disorganized unit by throwing a die. If the result is greater than the Quality of the unit it may be activated, if not it may not be activated. This test is done only once per turn.

13 – GENERAL
  13.1 – Army Group Generals
  Each side has one or more Army Group Generals. They must be stacked with a HQ in order to be used. They may change HQ at the start of the Operation Phase of the owning player. They then follow this HQ during its movement in this Phase.

  An Army Group General, stacked with a HQ, has several functions:

· Its own engagement potential is 

used to increase that of the HQ it is with or that of all the Army HQs which are within its range. All together they may direct more combats and allow more Reaction moves.

· During any one Operations Phase, 

it may also give its bonus to any one of the combats directed by this HQ (either directly or by way of an Army HQ), on either attack or defense, according to the particular qualities of the General.

· Only it may allow a Retreat 

before Combat, as well as a Disengagement during the Reaction Segment (optional rules see 10.2.1 and 2).

  If it is stacked with an Army Group HQ, the General extends his bonuses to all Army HQs within his range (Axis only).

  13.2 – Panzer Generals
  Only the Axis player has Panzer Generals. These move like normal units. Their purpose is to increase the movement potential, and to give an attack bonus to units with which they are stacked. The movement bonus applies to all unit types. The combat bonus may only be used for an attack (overrun, combat) where the lead unit is armor. This bonus is available for each attack fulfilling the requirements, an unlimited number of times, during the same Operations Phase. 

  13.3 – Disgrace
  Generals may only be removed from play following a disgrace result. A General is required to test for disgrace when:

· a Panzer General is stacked with 

units which are totally eliminated during combat

· a Panzer General attempts either a 

Disengagement or Retreat before Combat

· an Army Group General directs a 

Disengagement or Retreat before Combat.

    The owning player throws two dice and if the result is greater than the disgrace value of the General he is disgraced. If the result is equal to or lower than this value, then the General stays with the units or HQ he is stacked with. If a Panzer General no longer has any units stacked with him he is placed on the space for the following turn on the turn track. He may be brought back into play as soon as the following Reinforcement Phase (see 6.1). Once disgraced though, a General may never be brought back into play.

  14 – BLACK SEA FLEET

  This fleet has several functions. According to its interdiction level (see Black Sea Fleet table) it may:

· supply 2 steps of combat units 

occupying a coastal hex, and allow all ports controlled by the Soviets to become supply sources (a minor port may supply 4 steps, and a major port 8). A unit may be partially supplied by one port and the rest by another port. A unit that cannot fully supply all its steps is considered completely unsupplied. The type of step is not relevant. 

· evacuate (only) 1 step for a unit 

occupying a coastal hex, or transport 2 steps from or to a minor port, or 4 steps if it is a major port. This movement (one of the three possibilities) takes place during the Operations Phase. The units transported do not have to be activated by a HQ. On the Sea of Azov, only an evacuation is permitted. Transport (which also includes evacuations) is only allowed in the Black Sea (Taman included) but not the Crimea. 

· give 3, or 6 combat points to 

friendly units on attack or defense. The defending hex must be a Black Sea coastal hex (see table).

· undertake an amphibious attack 

on a Black Sea coastal hex. No unit actually debarks, the marker is simply 

used to indicate this. The invasion gives a +1 bonus to the die roll for the Soviet player when he attacks this hex during the same Operations Phase. If the opposing player does not vacate the hex, the marker is no longer available. If the hex is vacated, then the marker may be used during a following turn. 

  The Soviet fleet may never be used for any reason on Crimean coastal hexes. Its actions on the Sea of Azov are limited to supply and evacuation only. In the Operations Phase where the Axis forces take Taman, the Soviet fleet may no longer be used in the Sea of Azov. It can still be used to undertake missions in the Black Sea, up to and including Taman. The Fleet will defend its last naval bases and for this reason always gives 3 defense points to any stack of units in the last minor port, and 6 points to any stack of units in the last major port. In the Operations Phase that the Axis occupies all the ports on the Black Sea (that is they were the last to pass through the ports), the Soviet fleet is considered to be sunk. The marker indicating its activity is removed from the game.

  To be used as a supply source, all Black Sea ports must themselves be in supply by tracing a land route to a regular supply source (a rail hex or supply counter as the case may be) following the normal rules (5.2.2). The port must be within 5 hexes (3 in Mud) of the supply source to be considered in supply. If no ports on the Black Sea can be supplied, the supply function of the Black Sea Fleet is zero. 

  The increase of +1 to the interdiction level of the Black Sea Fleet is done during the Reinforcement Phase. 

  15 – RAIL CONVERSION
  At the end of the turn, each player may convert a certain number of rail hexes. The number of rail conversion points is indicated each turn. Any points not used by the end of the turn are lost.

  To be converted, a rail hex must be adjacent to a hex already converted. The Axis player may advance the railhead marker one hex for each point used, up to 3 hexes from the same railhead. If it is the Soviet player converting the rail hexes, he moves back the railhead marker one hex per point used. A rail hex may not be converted if an enemy unit is on it. A rail hex may be converted if it is in an EZOC but only if a friendly unit negates the EZOC.

  For a rail hex to be converted it must be adjacent to a friendly rail hex and connected to friendly supply source by a continuous line of rail hexes of the correct gauge. The presence of an enemy unit on this line prohibits any conversion. EZOC can be negated by the presence of a friendly unit on the affected rail hex. 

  16 – SEA TRANSPORT (14)
  A unit may only debark in a port free of any enemy unit or EZOC. Friendly units negate EZOC.

  ERRATA
  The following errata is not incorporated into the above rules.

· On the player aid for the Soviet Air Force, in the box ‘Counters Available’ it should read round up to the next number (and not round down).

· On the map, a portion of the rail line is incorrect. The line should actually run from hex 0509 to hex 0610 then from 0610 to 0710.

· On the map, the road in hex 1628 goes towards hex 1627.


























































