17 – SCENARIOS
  17.1 Operation Fishreicher
  This is the German offensive by 6th Army to take Stalingrad. Playing area: the larger map restricted to the area above hexrow xx18.

  17.1.1 Setup
· Axis
55 AK (4 steps): 0802
13 AK (4 steps): 1003

7 AK (5 steps): 1105

B Sud/B (2 steps): 1006

29 AK (3 steps): 0907

3 CA (H) (2 steps): 0706

4 CA (H) (1 step): 0708

17 AK (4 steps): 1108

11 AK (5 steps): 1110

8 AK (5 steps): 1311

51 AK (5 steps): 1612

14 PzK (2 steps): 1813

24 PzK (2 steps): 1914

2 CA (It) (2steps): 1215
35 CA (It) (2 steps): 1317

4 AK (5 steps): 1417

6 CA (R ) (2 steps): 1617

48 PzK (6 steps): 1717

Hoth: 1717

2 A: 0805

2 A (H): 0809

QG B: 1111
6 A: 1512

4 PzA: 1515

8 A (It): 1314

Available: 3 A (R)

Railheads:
0601 towards 0701

0504 towards 0605

0611 towards 0711

0713 towards 0712

0804 towards 0904

0710 towards 0811

0810 towards 0910

0814 towards 0813

0914 towards 0913

1113 towards 1112

1113 towards 1214

German infantry reserve:
3 steps

All other reserve markers:

  in the 0 space

  Air counters: 11
· USSR

13 A (3 steps): 0901

5 TA (2 steps): 1102

40 A ( 2 steps): 1104

60 A (3 steps): 1207

6 A (2 steps): 1309
63 A (1 step): 1510
21 A (2 steps): 1711
4 TA (2 steps): 2012
1 TA (2 steps): 1913

62 A (3 steps): 1913
64 A (4 steps): 2015

51 A (2 steps): 1818

Briansk Front: 1101

Voronej Front: 1407

Stalingrad/Don Front: 2113

Available: 24, 28, 38, 57, 65, 66 A.

Infantry reserve: 2

Armored reserve: 0

Air counters: 2

  17.1.2 - Game Turns
  Rail movement each turn:

Red Army = 3, Wehrmacht = 2

  The game starts at the beginning of Turn 3.

· Special

1 – Air: the number indicates the amount of counters available that each player must withdraw

for the turn (these counters are engaged in the Caucasus).

  The reinforcing Air counters are added to the total of each Air Force. Then the calculation of the number of counters AVAILABLE is performed. Subtract from this number any negative Air indicated for the turn. 

2 – Turn 3: the weather is automatically Clear/Clear, but no air resupply missions are available.

· Turn 3: Red Army: 
Replacements (+7); Reinforcements: (1 GA: in available, Sud-Est Front/Stalingrad, Ieremenko: +3 air counters); Air (-1); Air supply (1)

         Wehrmacht: Replacements (Hun inf: +1; 


Panzer – 4); Reinforcements (7 CA (H) (2 steps)); Air (- 4); Supply counters (0); rail conversion points (5)

· Turn 4: Red Army:

Replacements (+6); Reinforcements (Vassilievski; +3 air counters); Air (0); Supply counters (1)

      Wehrmacht: Replacements (Rum inf +1); Reinforcements (Alp (It) (2 steps), 1 CA (R) (2 steps); Air (0); Supply counters (1); Rail conversion points (2)

· Turn 5: Red Army: 

Replacements (+6); Reinforcements (Joukov; +4 air counters); Air (-1); Supply counters (1)

       Wehrmacht: Replacements (Panzer: 
+2); Reinforcements (/); Air (0); Supply counters (1); Rail conversion points (2)

· Turn 6: Red Army:
Replacements (+7); Reinforcements (Rokossovski; +4 air counters); Air (-2); Supply counters (1)

        Wehrmacht: Replacements

(Ger inf: - 2); Reinforcements (5 CA (R ) (2 steps); +1 Air counter); Air ( -1); Supply counters (1); Rail conversion points (2)

· Turn 7 – Red Army:
Replacements (+6); Reinforcements (Sud-Ouest Front, Vatoutine; +4 air counters); Air (-1); Supply counters (1)

        Wehrmacht: Replacements

(Rum inf: +1, It: +1); Reinforcements (2 CA (R ) (2 steps), 1 DB (R ) (1 step); +1 air counter); Air (0); Supply counters (1); Rail conversion points (2)

· Turn 8: Red Army:
Replacements (+4 infantry; +2 mechanized);  Reinforcements (all mechanized units (except those of the Guards Armies) are placed in the available box;  +5 Air counters); Air (-2); Supply counters (1)

          Wehrmacht: Replacements (Panzer: +2, Police: +1); Reinforcements (4 CA ( R ) (2 steps); Air (-1); Supply counters (1); Rail conversion points (4): a railhead marker is placed in hex 1718 by paying one conversion point  (2 conversion points maximum can be added to this)

· Turn 9: Red Army: 

Replacements (+4 infantry; +2 mechanized); Reinforcements (5th Army: in available box; +5 Air counters); Air (-2); Supply counters (1)

          Wehrmacht: Replacements (Rum Inf: +1); Reinforcements (7 CA ( R )(2 steps), 4th Army ( R )); Air (-1); Supply counters (1); Rail conversion points (2)

  17.1.3 – Victory
  German strategic victory:
The Axis player controls the Metropolis of Stalingrad and he has 53 steps or more of units.

  German operational victory:
The Axis player controls the Metropolis of Stalingrad and has 52 steps or less.

  Draw: The Axis player has 53 steps or more and the Soviet player has 2 mechanized steps or less on the map (these mechanized steps must be in supply).

  Soviet operational victory: The Axis player has 53 steps or more or the Soviet player has 2 mechanized steps or less on the map (these mechanized steps must be in supply).

  Soviet strategic victory (historical result): The Axis player has 52 steps or less and the Soviet player has 3 mechanized steps or more on the map (these mechanized steps must be in supply).

  Calculation of steps for the Axis: For each step of: German infantry = 1 step; German Police = .5 steps; Satellite infantry = .5 steps, Rumanian armored = 1 step; Panzer = 2 steps.

  17.2 – Operation Edelweiss
  This is the German offensive with the goal of securing the Caucasus. Playing area: the larger map, south of  hexrow xx18, as well as the Caucasus map. 

 The game starts at the beginning of Turn 3.

  17.2.1 – Setup
· Axis:

B Hgr./A (2 steps): 1217
5 AK (4 steps): 1119
49 GebK (4 steps): 1318
44 JgK (5 steps): 1219

3 PzK (4 steps): 1420

57 PzK (2 steps): 1420

52 AK (5 steps): 1418

40 PzK (4steps): 1620

C Cav. Roumain (2 steps): 1420

Von Kleist: 1420
QG A: 1218

17 A: 1118

1 PzA: 1519

Railheads:

1316 towards 1317

All Axis reserve markers: place at 0

· USSR:

47 A (2 steps): 0921

18 A (3 steps): 1121

56 A (1 step): 1321

12 A (1 step): 1521

Sud Front: 1223

In available box: 9, 37 A, Transcaucasie Front

Infantry and armored reserve: place at 0

Black Sea fleet interdiction level: +5

  17.2.2 – Game Turns
  Rail movement each turn: Red Army = 2; Wehrmacht = 1

· Special:
1 – when Taman falls, the 

42 AK (2 steps) and 2 steps of German infantry become available on the following turn in the Crimea to be transported by the Kerch Strait.

          2 – From the Operation Phase where a Panzer unit crosses the hexrow xx22, the Axis player must remove 2 Panzer steps, from one or more units of his choice. These steps are never brought back into play.  

           3 – The Soviet player always starts the first Operations Phase of each turn.

           4 – Air: The number indicated is the number of Air points available (it is not necessary to determine the Air weather). If the Turn indicates 

< 0 >, the player in question has no air points available. Neither player may use his counters as fighters. Ignore the rules for air attrition.

· Turn 3: Red Army: 

Replacements (+5); Reinforcements (44 A (1 step): at or adjacent to Makhatchkala; substitution: the Caucase F replaces Sud F. which is removed from play); Air (1)

        Wehrmacht: Replacements (/); Reinforcements (/); Air (4); Supply counters (1); Rail conversion points (3)

· Turn 4: Red Army: 

Replacements (+4); Reinforcements (46 A (1 step): on any supplied city hex on the Caucasus map); Air (0)

        Wehrmacht: Replacements (/); Reinforcements (/); Air (0); Supply counters (0); Rail conversion points (4)

· Turn 5: Red Army:

Replacements (+4); Reinforcements (58 A (1 step): at or adjacent to Makhatchkala or Bakou); Air (1)

        Wehrmacht: Replacements

(/); Reinforcements (/); Air (0); Supply counters (0); Rail conversion points (5)

· Turn 6: Red Army: 
Replacements (+3); Reinforcements (/); Air (2)

        Wehrmacht: Replacements

(/); Reinforcements (/); Air (1); Supply counters (0); Rail conversion points (5)

· Turn 7: Red Army: 

Replacements (+1); Reinforcements (/); Air (1)

        Wehrmacht: Replacements

(/); Reinforcements (/); Air (0); Supply counters (0); Rail conversion points (5)

· Turn 8: Red Army: 
Replacements (+1); Reinforcements (/); Air (2)

       Wehrmacht: Replacements

(/); Reinforcements (/); Air (1); Supply counters (0); Rail conversion points (3)

· Turn 9: Red Army: 

Replacements (+1); Reinforcements (/); Air (2)

        Wehrmacht: Replacements

Replacements (German Inf: +2); Reinforcements (/); Air (1); Supply counters (0); Rail conversion points (6)

  17.2.3 – Victory
  German strategic victory:

The Axis controls Bakou and all the ports on the Black Sea (the game ends and the German player is declared the winner).

  German operational victory:

The Axis controls either Bakou or all the Black Sea ports at the end of Turn 9. 

  Draw: The Axis player has 7 or more victory points at the end of Turn 9.

  Soviet operational victory (historical result): The Axis has between 3 and 6 victory points at the end of Turn 9. 

  Soviet strategic victory:  The Axis has 2 or less victory points at the end of Turn 9.

  Victory Point list:

Novorossisk = 3; Touapse = 1; Sotchi = 1; Soukhoumi = 1; Poti = 3; Batoumi =1; Maikop = 1; Grozny = 3; Tbilissi = 3; Makhatchkala =2. These points are not counted until the end of Turn 9. 

  17.3 Nach Stalingrad !
  This is the entire Wehrmacht campaign of the summer of 1942. Playing area: the two maps.

  17.3.1 – Setup
 The air counters indicated are the number already available. Each player may then distribute them as per 7.2.

· Axis

3 PzK (3 steps): 0713

4 AK (5 steps): 0915

5 AK (5 steps): 0718

7 AK (5 steps): 0506

8 AK (5 steps): 0609

11 AK (5 steps): 0713
13 AK (5 steps): 0505
14 PzK (3 steps): 0815
17 AK (5 steps): 0612
24 PzK (4 steps): 0503
29 AK (5 steps): 0609
40 PzK (4 steps): 0610
44 JgK (5 steps): 0914
48 PzK (4 steps): 0503
49 GebK (4 steps): 0917
51 AK (5 steps): 0612
52 AK (5 steps): 0915
55 AK (5 steps): 0602
57 PzK (2 steps): 0718
B. Hgr./A (2 steps): 0113
B. Sud/B (2 steps): 0105
6 CA (R) (2 steps): 0914
C. Cav. (R) (2 steps): 0815

35 CA (It) (2 steps): 0917
3 CA (H) (2 steps): 0506
4 CA (H) (2 steps): 0507
Hoth: 0503
Von Kleist: 0713
HQ A: 0417
HQ B: 0206
2 A: 0301
2 A (H): 0306
6 A: 0409
4 PzA: 0303
  17 A: 0715
  1 PzA: 0514

  Railheads:

  0916 towards 1017

  0914 towards 1015

  0914 towards 1014

  0914 towards 0913

  0814 towards 0813

  0713 towards 0712

  0610 towards 0710

  0611 towards 0711

  0507 towards 0607

  0504 towards 0604

  0504 towards 0605

  0601 towards 0701

  Supply counters: 0403, 0406, 0409, 0512, 0715 (x2)

  German infantry reserve: 

2 points

  All other reserve markers: 0

  Air counters: 12

· USSR

  6 A (1 step): 1607

  9 A (3 steps): 0712
  12 A (3 steps): 0813
  13 A (4 steps): 0702
  18 A (3 steps): 1016
  21 A (3 steps): 0606
  24 A (2 steps): 1413
  28 A (3 steps): 0608
  37 A (4 steps): 1015
  38 A (2 steps): 0710
  40 A (3 steps): 0604
  51 A (2 steps): 1519
  56 A (3 steps): 1018
  60 A (1 step): 1105 (Metropolitan hex)

  62 A (1 step): 2214 (Metropolitan hex)

  63 A (1 step): 1809
  Briansk F.: 0804
  Voronej F.: 1504
  Sud-Ouest F.: 0808
  Sud F.: 1216
  Supply counters: 1303, 1413

  Available box: 57, 64, 65, 66, 69 A

  Infantry Reserve: 2

  Armored Reserve: 0

  Black Sea Fleet Interdiction level: +6

  Air counters: 6

  17.3.2 – Game Turns
  Rail movement each turn: Red Army = 5; Wehrmacht = 3. Neither side may use more than 2 points of rail movement on the Caucasus map.

· Special

1 – When Taman falls, the 42

AK (2 steps) and 2 steps of German infantry are available the following turn in the Crimea for transport via the Kerch Strait.

  2 – Beginning in the Operation Phase that a Panzer unit crosses the line xx22, the Axis player must remove 2 Panzer steps, from one or more units of his choice. These steps may never come back into play but do count towards the total steps of the Axis.

  3 – Turn 1: the turn starts with the Axis Operations Phase: the HQ <Hgr. B> is activated. Each new Operations Phase for the Axis will be shortened and any units activated must strictly follow this sequence: 1st Movement Segment, Combat and the Operation Phase ends at that point.

· Turn 1: Red Army:

Reinforcements (5 Tank Army (1)(3 steps): enters during any Soviet Operations Phase by any supplied hex on the north edge of the map. To participate in combat they must be within range of the HQ that directed the Operations Phase on which the unit entered.

        Wehrmacht: Rail conversion points (8)

· Turn 2: Red Army:

Replacements (+14): Reinforcements (47 A: at or adjacent to Taman; 1 and 4 Tank Armies (2 steps): place during a Soviet Operations Phase, on or adjacent to a friendly unit, even in an EZOC, on the condition the hex is supplied; Substitution: Sud-Ouest F. is replaced by Stalingrad/Don F., the Sud-Ouest F. is placed in the turn 7 box of the track; +3 Air counters); Supply counters (1) 

        Wehrmacht: Replacements

(Ger inf: +1, Police: +1); Reinforcements (2 CA (It) (2steps): at Stalino; 8 Army (It), 3 Army (R)) Supply counters (1); Rail conversion points (8)

· Turn 3: Red Army: 

Replacements (+12); Reinforcements (1 Guards Army: in available box, 44 A (1step): at or adjacent to Makhatchkala, Sud-Est/Stalingrad F., Ieremenko; Substitution: Caucase F. replaces Sud F., which is removed from the game; +3 Air counters); Supply counters (1)

          Wehrmacht: Replacments

(Hun inf: +1; Panzer: -4); Reinforcements (7 CA (H) (2steps)); Supply counters (1); Rail conversion points (8)

· Turn 4: Red Army: 
Replacements (+10); Reinforcements (46 A (1step): on any supplied city hex on the Caucasus map, Vassilievski; +3 Air counters); Supply counters (1)

      Wehrmacht: Replacements

(Rum inf: +1); Reinforcements (Alp (It) (2steps), 1 CA (R) (2 steps)); Supply counters (1); Rail conversion points (8)

· Turn 5: Red Army:

Replacements (+10); Reinforcements (58 A (1 step): at or adjacent to Makhatchkala or Bakou, Joukov; +4 Air counters); Supply counters (1)

      Wehrmacht: Replacements 

(Panzer: +2); Reinforcements (/); Supply counters (1); Rail conversion points (8)

· Turn 6: Red Army:

Replacements (+10); Reinforcements (Rokossovski; +4 Air counters); Supply counters (1).

      Wehrmacht: Replacements

(Ger inf: -2); Reinforcements (5 CA (R) (2 steps); +1 Air counter); Supply counters (1);

Rail conversion points (8)

· Turn 7 Red Army:

Replacements (+7); Reinforcements (Sud-Ouest F, Vatoutine; +4 Air counters); Supply counters (1)

      Wehrmacht: Replacements

(Rum inf: +1, It: +1); Reinforcements (2 CA (R) (2 steps), 1 DB (R) (1 step); +1 Air counter) Supply counters (1); Rail conversion points (8)

· Turn 8: Red Army: 

Replacements (+5 infantry; +2 mechanized); Reinforcements (all mechanized counters (except those of Guards Army) are placed in the available box; +5 Air counters); Supply counters (1)

      Wehrmacht: Replacements

(Panzer: +2, Police: +1); Reinforcements (4 CA (R) (2 steps); Supply counters (1); Rail conversion points (8)

· Turn 9: Red Army: 

Replacements (+5 infantry; +2 mechanized); Reinforcements (5 Tank Army (2) in available box; +5 Air counters); Supply counters (1)

      Wehrmacht: Replacements

(Ger inf: +2, Rum inf: +1); Reinforcements (7 CA (R) (2steps), 4 Army (R)); Supply counters (1); Rail conversion points (8)

  17.3.3 – Victory
  German strategic victory:
The game stops and the Axis player is declared the winner in any Operations Phase where the Axis simultaneously controls the Metropolis hex of Stalingrad, Bakou and all the Black Sea ports.

  German operational victory:

At the end of Turn 9 the Axis controls the Metropolis hex of Stalingrad, plus, either Bakou or all Black Sea ports. Further, the Axis player has 98 steps or more and the Soviet player has 2 mechanized steps or less on the map (these mechanized steps must be in supply)

  German tactical victory:
At the end of Turn 9 the Axis controls either the Metropolis hex of Stalingrad, Bakou, or all the Black Sea ports. Further, the Axis must have 98 steps or more and the Soviet player has 2 mechanized steps or less on the map (these mechanized steps must be in supply).

  Draw
At the end of Turn 9 the Axis controls the Metropolis hex of Stalingrad, plus, either Bakou or all the Black Sea ports, with no other restrictions.

  Soviet tactical victory:

At the end of Turn 9 the Axis holds none of the objectives, but has 98 steps or more and the Soviet player has 2 mechanized steps or less on the map (these mechanized steps must be in supply).

  Soviet operational victory:
At the end of Turn 9 the Axis controls either the Metropolitan hex of Stalingrad, Bakou, or all the Black Sea ports with no other restrictions.

  Soviet strategic victory (historical result):

The Axis player has 97 steps or less and the Soviet player has 3 mechanized steps or more on the map (these mechanized steps must be in supply).

  Calculation of steps for the Axis: For each step of: German infantry (including the mountain unit) = 1 step; German Police = .5 steps; Satellite infantry = .5 steps; Rumanian armored = 1 step; Panzer = 2 steps.

   17.4 Operation Ouran 

   This is a short scenario covering the Soviet offensive of 19 November 1942 against the flanks of the 6th Army at Stalingrad. The playing area is limited to the west by the line 14xx inclusive, and to the south by the line xx20. The game begins with Turn 10.

  17.4.1 – Setup
· Axis:

  4 AK (4 steps): 2215
  8 AK (2 steps): 2013
  11 AK (2 steps): 2013
  14 PzK (4 steps): 2112
  29 AK (2 steps): 1511
  48 PzK (1 step): 1814
  51 AK (5 steps): urban combat

   box for Stalingrad
  35 CA (It) (1 step): 1511
  1 CA (R) (1 step): 1712
  2 CA (R) (1 step): 1712
  4 CA (R) (1 step): 1912
  5 CA (R) (2 steps): 1912
  6 CA (R) (2 steps): 2217
  7 CA (R) (2 steps): 2219
  1 DB (R): 1814
  3 A (R): 1614
  4 PzA: 1917
  6 A: 2015 

  Available: 57 PzK, 17 AK,

  Hoth, 4 A (R)

  German infantry reserve: 1

  German police reserve: 2

  All other reserve markers: 0

  Air counters: 7

· USSR:

  6 A (3 steps): 1510
  21 A (5 steps): 2012
  24 A (5 steps): 2212
  51 A (5 steps): 2317
  57 A (4 steps): 2316
  62 A (3 steps): urban combat

   box for Stalingrad

  64 A (4 steps): 2315
  65 A (4 steps): 2012
  66 A (4 steps): 2212
  5 A (5 steps): 1812
  1 GA (4 steps): 1711
  Sud-Ouest F: 1910
  Stalingrad/Don F: 2211
  Sud-Est/Stalingrad F: 2415
  Joukov: 2210
  Vassilievski: 2412
  Ieremenko: 2415
  Rokossovski: 2211
  Vatoutine: 1910
  Available: 63 A, Sud F.

  Infantry reserve: 1

  Armored reserve: 0

  Air counters: 11

  17.4.2 – Game Turns
· Special

1 – There is no rail movement.

2 – First turn: The weather for Turn 10 is automatically Freezing/Fog. The Supply Phase is performed as normal. However, only the Soviet player takes his normal Reinforcement Phase. The Air Phase is as per normal as well. Further, the order of the Operations Phases (normal and special) is reversed. It is the Soviet player

who goes first. The Axis player may take his Reinforcement Phase after the Soviet player has completed his first Operations Phase. During following Reinforcement phases it is the Axis player who takes his replacements and reinforcements before the Soviet player.

· Turn 10: Red Army:

Replacements (+2 infantry, +2 mechanized); Reinforcements (+3 Air counters); Supply counters (1)

        Wehrmacht: Replacements

(/); Reinforcements (B. Hgr. Don (2 steps), von Manstein, Don HQ, Hollidt HQ), Supply counters (1)

· Turn 11: Red Army:

Replacements (+4 infantry, +2 mechanized); Reinforcements (5 Shock A, and 3 GA (in available); +2 Air counters); Supply counters (1)

        Wehrmacht: Replacements

(+2 German inf, +5 Panzer, +3 Police); Reinforcements (+4 Air counters); Supply counters (3)

  17.4.3 – Victory
  Soviet strategic victory: the German forces in Stalingrad and the surrounding 6 hexes total 10 or less steps, cannot trace a LOC to a German supply source regardless of its length, and at least one Soviet unit crossed the Tchir.

  Soviet operational victory (historical result): Stalingrad cannot trace a LOC to a German supply source regardless of its length, and at least one Soviet unit crossed the Tchir.

  Draw: Stalingrad can trace a LOC to a German supply source regardless of its length, and at least one Soviet unit crossed the Tchir.

  German operational victory: 
Stalingrad can trace a LOC to a German supply source regardless of its length, and no Soviet unit crossed the Tchir.

  German strategic victory: 
Stalingrad can trace a LOC to a German supply source regardless of its length, no Soviet unit crossed the Tchir, and the number of Soviet mechanized points is 2 or less.

  Reminder: see definition of LOC: 5.2.1

  17.5 – Operation Malyi Satourn
  This scenario starts at the time when the situation seems the most critical for the Wehrmacht. The 6th Army is encircled at Stalingrad, while the Red Army is prepared to launch a new offensive….All the maps are used and the scenario starts at Turn 12 and lasts until Turn 18. The reinforcements and replacements are as per 17.6 but only for turns 12 to 18.

  17.5.1 – Setup
· Axis:

  3 PzK (2 steps): 2230
  4 AK (4 steps): 2114 +  

  unsupplied marker

  5 AK (3 steps): 0725
  7 AK (2 steps): 1105
  8 AK (3 steps): 2114 + 

  unsupplied marker
  11 AK (3 steps): urban combat 

  box for Stalingrad + 

  unsupplied marker
  13 AK (3 steps): 1003 + 

  unsupplied marker
  14 PzK (4 steps): 2114
  24 PzK (1 step): 1110
  29 AK (1 step): 1511
  40 PzK (2 steps): 2529
  42 AK (2 steps): 1126
  44 JgK (4 steps): 0925
  48 PzK (1 step): 1715

  49 GebK (2 steps): 1629
  51 AK (3 steps): urban combat

   box for Stalingrad + 

   unsupplied marker
  52 AK (3 steps): 2430

  55 AK (3 steps): 0802
  57 PzK (2 steps): 2016
  B.Hgr/A (2 pas): 0523
  B.Sud/B (2 pas): 1511
  B.Hgr/Don (1 step): 1715
  3 CA (H) (2 steps): 1105
  4 CA (H) (2 steps): 1208
  7 CA (H) (2 steps): 1208

  2 CA (It) (1 step): 1310

  35 CA (It) (1 step): 1511

  Alpini (It) (2 steps): 1310
  1 CA (R) (1 step): 1713
  17 AK (2 steps): 1713
  6 CA (R) (1 step): 1917
  7 CA (R) (1 step): 2118
  CavC (R) (2 steps): 1126
  1 PzA: 2228
  2 A: 0805
  2 A (H): 1008
  3 A (R): 1716
  4 PzA: 1818
  6 A: Stalingrad urban combat 

  box

  8 A (It): 1211
  17 A: 1226
  Hollidt: 1513
  HQ A: 1726 

  HQ B: 0809
  HQ Don: 1515
  von Manstein: 1515
  Hoth: 2016
  Air supply counter: 
  Stalingrad urban combat 

  box

  Supply counter: 1917

  Available: 4 CA (R), 4 A (R), 

  2 CA (R), 5 CA (R)

  Police Reserve: 3

  All other reserve markers: 0

  Air counters: 7

· USSR:

  6 A (4 steps): 1410
  9 A (3 steps): 2330
  13 A (3 steps): 0901
  18 A (4 steps): 1027
  21 A (4 steps): 1814
  24 A (2 steps: 2113

  37 A (3 steps): 2231
  38 A (3 steps): 1102
  40 A (3 steps): 1207
  44 A (3 steps): 2629
  46 A (3 steps): 1630
  47 A (4 steps): 0826
  51 A (5 steps): 2115
  56 A (4 steps): 0926
  57 A (4 steps): 2218

  58 A (3 steps): 2630
  60 A (3 steps): 1104
  62 A (3 steps): Stalingrad

  urban combat box

  64 A (4 steps): 2115
  65 A (3 steps): 1914
  66 A (2 steps): 2113
  69 A (2 steps): 1309
  5 A (5 steps): 1815
  5 SA (5 steps): 1914
  1 GA (3 steps): 1610
  2 GA (5 steps): 1913
  3 GA (2 steps): 1712
  Briansk F: 1101

  Voronej F: 1407
  Sud-Ouest F: 1711
  Stalingrad/Don F : 2013
  Sud-Est/Stalingrad F : 2315
  Transcaucasie F : 2731
  Caucase F : 1229
  Joukov : 1609
  Vassilievski : 1811
  Ieremenko : 2315
  Rokossovski: 2013
  Vatoutine: 1711
  Available: 12 A, 63 A, Sud 

  Front

  Infantry reserve : 2

  Armored reserve : 0

  Air counters: 11

  Black Sea Fleet interdiction

  level: 8

    Railheads:

  0601 to 0701
  0504 to 0605
  0507 to 0607
  0804 to 0904
  0611 to 0711
  0710 to 0811
  0810 to 0910
  1107 to 1207
  0713 to 0712
  0814 to 0813
  0914 to 0913
  0916 to 1017
  1113 to 1112
  1218 to 1117
  1023 to 1024
  1324 to 1225
  2027 to 1927
  2228 to 2328
  2228 to 2229
  2014 to 2114
  1917 to 2017
  1121 to 1221
  1520 to 1421

  17.5.2 – Game Turns
· Special:

  1 – Elista guard: To simulate the German presence at Elista during the summer of 1942, the Axis play must remove 2 steps from his Panzer units (17.2.2 and 17.3.2, 2nd special rule). Starting with Turn 12 the Axis may use these 2 points to reinforce his units on the map. From the turn where the Axis player has made this transfer, the Soviet player may enter the 28 Army (2 steps) onto the map between hexes 2419 to 2425 inclusively. This zone then becomes a Soviet source of supply.

  2 – Further, the order of the Operations Phases (normal and special) is reversed. It is the Soviet player who starts first. During the Reinforcement Phases, it is the Axis player who must take his reinforcements and replacements before the Soviet player. 

  3 – Axis Evacuation: using the transport capacity of Taman (always limited to 3 counters), Axis units may evacuate to the Crimea. To do so they must be in the Taman hex during a Reinforcement Phase. The steps leaving from Taman must be placed in reserve and become available 2 turns later (example: a unit is evacuated during the Reinforcement Phase of Turn 14. Its steps are available for use during the Reinforcement Phase of Turn 16). See 17.6.2 (scenario Na Dniepr!)

  17.5.3 – Victory
  See 17.6.3 (scenario Na Dniepr!)

  17.6 – Na Dniepr!
  This scenario covers the entire winter campaign of 1942-43. Playing the Axis can you keep Stalingrad away from the Bolshevik hordes? Playing the Soviets are you able to push back the German Fascist armies to the Dniepr? All the maps are in play.

  17.6.1 – Setup
· Axis

3 PzK (3 steps): 2230
4 AK (4 steps): 2215

5 AK (3 steps): 0725
7 AK (3 steps): 1105
8 AK (2 steps): 2013
11 AK (2 steps): 2013
13 AK (4 steps): 1003
14 PzK (4 steps): 2112
24 PzK (1 step): 1211
29 AK (2 steps): 1511
40 PzK (2 steps): 2529
42 AK (2 steps): 1126
44 JgK (4 steps): 0925
48 PzK (1 step): 1814
49 GebK (2 steps): 1629
51 AK (5 steps): Stalingrad urban combat box

52 AK (3 steps): 2430
55 AK (3 steps): 0802
B.Hgr/A (2 steps): 0523
B.Sud/B (2 steps): 1006
3 CA (H) (2 steps): 1208
4 CA (H) (2 steps): 1208
7 CA (H) (2 steps): 1208
2 CA (It) (1 step): 1310
35 CA (It) (1 step): 1511
Alpini (It) (2 steps): 1310
1 CA (R) (1 step): 1712
2 CA (R) (1 step): 1712
4 CA (R) (1 step): 1912
5 CA (R) (2 steps): 1912
6 CA (R) (2 steps): 2217
7 CA (R) (2 steps): 2219
CavC (R) (2 steps): 1126  

1 DB (R): 1814
1 PzA: 2228
2 A: 0805
2 A (H): 1109
3 A (R): 1614
4 PzA: 1917
6 A: 2015
8 A (It): 1312
17 A: 1226
HQ A: 1726
HQ B: 1213
Available: 57 PzK, 17 AK, Hoth, 4 A (R)

German infantry reserve: 1

German Police reserve: 2

All other reserve markers: 0

Air counters: 7

· USSR
6 A (3 steps): 1510

9 A (3 steps): 2330
13 A (3 steps): 0901
18 A (4 steps): 1027
21 A (5 steps): 2012
24 A (5 steps): 2212
37 A (3 steps): 2231
38 A (3 steps): 1102
40 A (3 steps): 1207
44 A (3 steps): 2629
46 A (3 steps): 1630
47 A (4 steps): 0826
51 A (5 steps): 2317
56 A (4 steps): 0926
57 A (4 steps): 2316
58 A (3 steps): 2630
60 A (3 steps): 1104
62 A (3 steps): Stalingrad urban combat box

64 A (4 steps): 2315
65 A (4 steps): 2012
66 A (4 steps): 2212
69 A (2 steps): 1309
5 A (5 steps): 1812
1 GA (4 steps): 1711
Briansk F: 1101
Voronej F: 1407
Sud-Ouest F: 1910
Stalingrad/Don F: 2211
Sud-Est/Stalingrad F: 2415
Transcaucasie F: 2731
Caucase F: 1229
Joukov: 2210
Vassilievski: 2412
Ieremenko: 2415
Rokossovski: 2211
Vatoutine: 1910
Available: 12 A, 63 A, Sud Front

Infantry reserve: 1

Armoured reserve: 0

Air counters: 11

Black Sea Fleet interdiction level: +6

    Railheads:

0601 to 0701
0504 to 0605
0507 to 0607
0804 to 0904
0611 to 0711
0710 to 0811
0810 to 0910
1107 to 1207
0713 to 0712
0814 to 0813
0914 to 0913
0916 to 1017
1113 to 1112
1218 to 1117
1023 to 1024
1324 to 1225
2027 to 1927
2228 to 2328
2228 to 2229
2014 to 2114
1917 to 2017
1121 to 1221
1520 to 1421

  17.6.2 – Game Turns
· Special:
  1 - Elista guard: To simulate the German presence at Elista during the summer of 1942, the Axis play must remove 2 steps from his Panzer units (17.2.2 and 17.3.2, 2nd special rule). Starting with Turn 10 the Axis may use these 2 points to reinforce his units on the map. From the turn where the Axis player has made this transfer, the Soviet player may enter the 28 Army (2 steps) onto the map between hexes 2419 to 2425 inclusively. This zone then becomes a Soviet source of supply.

  2 – First turn (Turn 6): The northern weather for Turn 10 is automatically Frozen/Fog. The weather for the south must be rolled for. The Supply Phase is conducted normally. However, only the Soviet player takes his Reinforcement Phase. The Air Phase is also as per normal. Further, the order of the Operations Phases (normal and special) is reversed. It is the Soviet player who always starts the phase. The Axis player may take his Reinforcement Phase after the Soviet player has completed his first Operations Phase. On following Reinforcement Phases it is the Axis who will determine his reinforcements and replacements before the Soviet player.

  3 – Axis Evacuation: 

using the transport capacity of Taman (always limited to 3 counters), Axis units may evacuate to the Crimea. To do so they must be in the Taman hex during a Reinforcement Phase. The steps leaving from Taman must be placed in reserve and become available 2 turns later.

Example: a unit is evacuated during the Reinforcement Phase of Turn 14. Its steps will be available on the Reinforcement Phase of Turn 16.
· For all the scenario:
  Rail movement: Red Army: 5; Wehrmacht: 3
  Red Army: 6 rail conversion points/turn

· Turn 10: Red Army: 

Replacements (infantry +2, mechanized +2); Reinforcements (+3 Air counters); Supply counters (1)

         Wehrmacht: Replacements

(/); Reinforcements (B. Hgr. Don (2 steps), von Manstein, Don HQ, Hollidt HQ): Supply counters (1)

· Turn 11: Red Army:
Replacements (infantry +4, mechanized +2); Reinforcements (5 Shock A (infantry counter and mechanized counter) and 3 GA (in available), 2 GA (5 steps) in 1908; + 2 Air counters); Supply counters (3)

         Wehrmacht: Replacements

Police +1, Panzer +4); Reinforcements (+3 Air counters); Supply counters (1)

· Turn 12: Red Army:
Replacements (infantry +1, mechanized +8); Reinforcements (mechanized counters for 1 and 3 GA (in available); +2 Air counters); Supply counters (3)

        Wehrmacht: Replacements

(Police +2, Panzer +2); Reinforcements (/); Supply counters (1)

· Turn 13: Red Army:
Replacements (infantry +3); Reinforcements (+2 Air counters, remove the Ieremenko counter); Supply counters (3)

         Wehrmacht: Replacements

Replacements (Ger inf +4, Ger mtn inf +2 (or normal inf) may not be saved, Panzer +3); Reinforcements (Mieth and Fretter-Pico (in available)); Supply counters (1)

· Turn 14: Red Army:
Replacements (infantry +5, mechanized +2); Reinforcements (3 Tank A (3 steps); +1 Air  counter); Supply counters (3)

         Wehrmacht: Replacements

(Ger inf +5, Panzer +2); Reinforcements (/); Supply counters (1)

· Turn 15 Red Army:
Replacements (infantry +1, mechanized +2); Reinforcements (Popov Group (in available)); Supply counters (1)

         Wehrmacht: Replacements

(German inf +3); Reinforcements (2 SS PzK (3 steps), Cramer/Raus and 30 AK (in available), Lanz/Kempf HQ; +3 Air counters); Supply counters (1)

· Turn 16: Red Army:
Replacements (infantry +1); Reinforcements (/); Supply counters (1)

         Wehrmacht: Replacements

Replacements (SS Panzer +3); Reinforcements (+2 Air counters); Supply counters (1)

· Turn 17: Red Army:
Replacements (infantry +2); Reinforcements (70 A (3 steps), 2 Tank A (1 step); +1 Air counter); Supply counters (1)

         Wehrmacht: Replacements

(German inf +6, Panzer +1); Reinforcements (/); Supply counters (1)

· Turn 18: Red Army:
Replacements (infantry +1); Reinforcements (+1 Air counter); Supply counters (1)

         Wehrmacht: Replacements

German inf +2); Reinforcements (20 AK (4 steps), 46 PzK (4 steps), 9 A HQ. All these units enter by hexes 0101 to 0501); Supply counters (1)

  17.6.3 – Victory
  Soviet strategic victory: +30 points or more

  Soviet operational victory (historical result): +10 to +29 points

  Draw: -9 to +9 points

  German operational victory: -10 to –29 points

  German strategic victory: -30 points or less

· Victory conditions:
- If at any time there is no

German unit in the northern weather zone of the map: automatic Soviet strategic victory

- If the Metropolitan hex of

 Stalingrad is captured by an attack conducted by Rokossovski: +30 points (these were the orders from Stalin)

- If, at the end of Turn 18, at

least one Soviet unit (able to trace a LOC of any length to a friendly supply source) is on the hexrow 01xx (including the Dniepropetrovsk urban combat box): +30 points

- If there are still 10 Axis

 steps in the southern weather zone of the map: - 5 points (calculation: For each step of: German infantry: 1 step; German Police: .5 steps; Satellite infantry: .5 steps; Panzer = 2 steps).

- Cities held by units of the 

Soviets/Axis: Piatigorsk = +/- 5 points; Novorossiisk = +/- 5 points; Marioupol = +/- 5 points;

Kharkov = +/- 10 points; Voronej = +/- 5 points; Rostov = +/ -10points; Poltava: +/- 5 points; Stalino: +/- 5 points; Koursk: +/- 5 points; Kransodar: = +/- 5 points; Zaporjie: +/- 5 points; Dniepropetrosvk: +/- 10 points. The metropolitan hexes must be controlled. In the event of urban combat, no points are granted to either player.

· Weather

· Turn 10: 16-30 November

North: Frozen  South: Mud
· Turn 11: 1 – 15 December

North: Frozen  South: Mud

· Turn 12: 16 – 31

December

North: Snow  South: Clear
· Turn 13: 1 – 15 January

North: Snow  South: Clear

· Turn 14: 16 – 31 January

North: Frozen  South: Clear

· Turn 15: 1 – 14 February

North: Frozen  South: Clear

· Turn 16: 15 – 28 February

North: Frozen  South: Mud

· Turn 17: 1 – 15 March

North: Mud  South: Mud

· Turn 18: 16 – 23 March

North: Mud  South: Mud
18 – ABBREVIATIONS
  Hgr. : Heeresgruppe: Army Group; Alp: Alpini: Italian Alpine Corps; PzK: Panzer-Korps; GebK: Gerbirgs-Korps: Mountain Corps; JgK: Jaeger-Korps: Hunter Corps (light infantry); B.:  Befehlshaber Heeresgruppe: commanding the rear area of the Army Group 

