“Roads to Moscow” House Rules for “Defiant Russia 1941”

1) Setup-

 a) The Russian Player must fill every hex adjacent to his country’s border in the Western, and Kiev Military Districts with at least one unit per hex.

  b) Russian hexes border hexes from 2302 to 1803 must have units setup

 adjacent to or be occupied by units of the Odessa Military District. Place the Russian Black Sea Fleet in Odessa. The Baltic Military District has a major change—Place the 27th Army in Riga & place the 1st Cavalry Corps in Kiev—The remaining three Baltic units go anywhere in the Baltic district, Russian border hexes 3705 & 3606 must be occupied by or adjacent to a unit of the Baltic district in the initial setup.

c) The following six hexes are the setup area for German Army group North:

    3604, 3605, 3502, 3503, 3504, 3404

2) Turn 1 Rules Changes-

German Army Group Center reached Minsk by the end of June. It’s  impossible to

accomplish anywhere near such advances without the change below:

The Axis Player may use Exploitation Movement and Combat Phases on the Turn 1 June Turn. The Russian Player may not use such phases on Turn 1.

Neither side may make Rail Moves on Turn 1.

Finnish units may not move or attack on Turn 1, and Russian units may not attack or move into Finland on Turn 1. Axis units that start the game in Romania may only utilize normal Exploitation Movement & Combat on Turn 1, they are frozen until then. German units in the three Army Groups North, South, and Center (only) suffer NO combat or movement reduction when attacking, or moving over River hex-sides on Turn 1. The Russian Player now receives three Replacement points on Turn 1. No more than one of these can be used to flesh-out an armor unit.

3) Terrain Effects Changes: Armor Rail-line moves in forest & swamp

It costs 1 MP for Armor units to enter forest hexes via rail-lines.

It costs 2 MP for Armor units to enter swamp hexes via rail-lines.

4) Leaders:

German Armor units stacked with Guderian may move up to 4 MP in the Exploitation Movement Phase when the weather is clear.

Russian units adjacent to Moscow with Stalin still present in the Red capital add +1 to their stack defense strength.  

5) ZoCs: Units Adjacent to enemy must still attack in Combat Phase regardless of ZoCs.

Axis units in Snow turns have no ZoCs (exception Finns & Full strength Germans do have ZoCs on Snow Turns)

Flipped strength Russian units have no ZoCs 

All out of supply units have no ZoCs
Flipped strength Axis units that are not German or Finnish have no ZoCs regardless of weather. Russian units in fortresses never are forced to attack.

6) German Armor Mobile Attack rules: ---In Clear weather turns only

This is special combat while moving executed during the Movement Phase.

Cost is 3 MPs—can only be executed in the Movement Phase and not the

Exploitation Phase. The cost is 3 MP regardless of terrain attacked into.

Can only be done by German full strength armor units that start the Movement Phase Stacked together—No more than one such Over-run attack per armored unit or stack, can be conducted per Clear Weather Movement Phase. 

Cannot be executed from an over-stacked hex.—if retreated its move is stopped.

Follow normal combat rules, but a max. of one point of German air support can be allocated to support a Mobile Attack per such attack.

7) German Infantry Force March---In Clear weather turns only up 12 units. 

German Infantry units (and the Spanish Azul div.) may double their movement allowance to 8 MP in the Movement Phase—as long as they do not start adjacent to enemy units or enter a hex adjacent to enemy units during their move. They also may not move adjacent to Russian-controlled minor or major cities during their move.

Such force-marching units should be marked with a “Force March” marker to indicate their method of movement, they may not move again in the immediately upcoming Exploitation Movement Phase, nor may they engage in Exploitation Combat.

8) Russian Intrinsic Militia (Workers) Strengths

Each Russian Major City has an intrinsic militia defense (only) strength of one (1). Leningrad & Moscow have militia defense strengths of two (2). 

Axis Forces cannot enter a Major Russian cities without first eliminating this intrinsic militia strength even if the city is otherwise unoccupied.

This strength is treated just like a unit with one step and no ZoC, and may be eliminated by the Russian to meet the one step loss minimum while any other units in the city may retreat, or stand and take any additional losses. These Militia (Worker) strengths cannot be replaced if eliminated, and may never retreat. Make up markers (or borrow from other games) to show which Russian Major cities have lost their Militia strengths.

9) Russian Infantry Force March—In Clear, Light Mud, and Snow turns only. Up to 5 units only per turn. Prohibited on Turn 1.

Full Strength Russian Infantry units may double their movement allowance to 6 MP in the Movement Phase—as long as they do not start adjacent to enemy units or enter a hex adjacent to enemy units during their move. They also must start their move adjacent to or in a Russian minor or major city. Such force-marching units should be marked with a “Force March” marker to indicate their method of movement.  Shock units may not force march.

10) Hungarian Arrival

The Hungarian unit (the 4-4 the arrives Turn 2) is placed in hex 2401 upon arrival.

11) Late Campaign Russian Advantages:

a) Starting in September 1941 the Russian Player may stack two infantry units together. Shock Armies may still never stack with other Shock Armies, but may stack with Infantry units.

b) The Russian Player gets one(1) extra replacement in Nov. 1941 and three (3) extra replacements in Dec. 1941 to simulate the arrival of the fresh Siberian troops.

c) Winter Campaign: If the two players agree they may decide to play the game for up to three more turns (through game-turn 10-- March 1942)

Roll die at the end of Turn 7(Dec. 1941) on a “1” game over 2-6 continue

Roll die at the end of Turn 8 (Jan. 1942) on a “1-2” game over 3-6 continue

Roll die at end of Turn 9 (Feb. 1942) on a “1-4 game over 5-6 continue

Game always ends at the end of March 1942.

Use the following rules for this “Continuation Game”….

Weather in both Jan & Feb. 1942 (Turns 8 & 9) is always Snow

Weather in March 1942 is always determined by die roll:

1- Light Mud   “2-3” Mud   “4-6” Snow

Replacements:  Replacements continue as normal except as noted below:

The Axis Player gets 1 Finnish Replacement Point on Turn 6…This may be accumulated and used on a future turn to rebuild a flipped in supply

Finnish unit only. All other Axis replacements continue at the normal two per turn rate, however Axis Armor may not use replacements during Snow turns. The Axis receive No reinforcements on the 1942 Turns 8-10

The Russian Player gets 2 extra Replacements per turn on each 1942 Turn, and only one of his armor units may receive replacements per turn in 1942.

Partisans:

The Axis Player must reduce a German (only) unit on Snow turns if the roll for Partisans is “4-6” (instead of the normal “6”)

Russian Paratroops, Marines, & 1942 Reinforcements

If Moscow is still Russian controlled on Turn 8 the Russian Player gets one additional Para unit (a “2-3 “’4th Corps’ with a “1-3” flip) that turn. No more than one Para unit may drop per Russian player-turn in Snow months only.

If Sevastopol is still controlled on Turn 8 the Russian gets a 2-4 (1-4 flip) “Black Sea” Marine unit that can arrive in Sevastopol, Odessa, or Novorossisk if controlled. Additionally the Russian gets a 3-4 (1-4 flip) ‘Guard’ Cavalry unit, and one 2-5 (1-5 flip) Tank Corps (this last is taken from the dead-pile) as “normal” reinforcements for Game-Turn 8. 

Russian Marines and Para units can use Russian Exploitation Movement & Combat with a movement one MP just as if they were cavalry units.

Up to one Russian Para or Marine unit may stack “for free” in a Russian stack and not count against the stacking limits.

Air Point Availability in 1942:

                        Jan. Turn 8:  Russian: 4  German: 1

                        Feb. Turn 9   Russian: 3  German: 1

                        March Turn 10 Russian; 3 German: 2

 12) Sudden Death Victory Condition Change:

       The German Player need only hold three of these four Major cities at the end of a Game-turn in order to get a sudden death automatic victory: Gorki, Moscow, Leningrad, and Stalingrad.

13) Russian Reinforcements Arrival:

 Russian Reinforcements may be placed in both Russian controlled minor & major cities that can trace an overland supply route—no more than one unit may arrive per city. 

14) Red Fortresses:
      In October 1941 the Russian Player receives two fortress markers which must be placed that turn to make over one minor and one major city that can trace a supply line overland into “Red” fortress cities. These cities must be Russian controlled. The minor city that receives a “Red Fortress” marker also acquires an intrinsic militia (worker) strength of one (1). Russian Fortresses that fall to the Axis whether printed on the map, or built in October ’41 are no longer fortresses the instant they are taken.

15)  “Heroes of the Soviet Union” (optional rule)

 In July 1941 the Russian Player receives the “Heroes of the Soviet Union” +2 Chit.

This Chit may be played on any one battle per game-turn involving a Soviet unit (not just an intrinsic militia strength). The Russian Player adds +2 to his strength (and the number of dice he rolls) in that battle. The “Heroes of the Soviet Union” Chit may not be used in a combat that involves a German Armored Mobile Attack, and may not be used on a Snow Game-Turn.

16) Supply Judgment

       Supply is only judged at the start of each Player-turn for both sides during the Organization Phase .  A unit judged in supply at that time remains in supply for that entire player-turn.

17) Rail Movement

   Rail Moves cannot be made into a hex adjacent to an enemy unit unless a friendly unit is present in the hex moved into or through.     

18) Russian Units Eliminated Out of Supply---

Russian Infantry units eliminated while in an Out of supply state may be brought back onto the board with the expenditure of replacement points.

19) German Armor Refit: September 1941

In September 1941 the Axis Player receives one extra Armor only Replacement Point (RP). This point is in addition to the normal two points per turn. It may be accumulated, and held for later, or spent immediately, but may not be expended in a Snow Weather turn.

20) German Rear-Area Replacement Comb-out

If on any turn after July 1941 the Axis Player loses two German nationality units 

eliminated in Russian attacks during the Russian player-turn—the Axis Player may immediately declare a “rear area comb out”. The Axis Player receives two(2) special RPs at the start of his very next Player-Turn—special RPs may only be expended to bring flipped German Infantry units back up to full strength and must be used immediately. The special RPs are in addition to the normal two points per turn. A ‘rear area comb out’ may only be declared once per game.

