Medwar: The Italian Campaign series

On the 4th of June, 1944, units of the American Army entered Rome, almost a full year after the invasion of Sicily. What should have been a momentous occasion was to be marred by controversy over the escape of the German Army in Italy, and at any rate was largely overshadowed by the events of just two days later, when Allied forces landed at Normandy, in France. From that day on, despite often bitter fighting, the Italian campaign was to become a virtual backwater.

It is quite fitting that 60 years after these events a game with the potential to rank (in my opinion) amongst the best on the subject should be released - John Schettler's Italian Campaign series Medwar. (S&T 146,150,155,160). Unfortunately, this game has been cursed with the worst rule book I have yet encountered, despite the publication of several sets of errata. Furthermore, as each new game in the series was released, more problems became apparent, requiring yet more errata. However, I liked the feel of Medwar so much that I felt it was worth the effort of getting these rules sorted out, and I believe that at last the designers are nearly there. It is with this in mind that I offer these additional and op​tional rules.

Most of the suggested changes tend to make the Allied game more complex. I have found from my own play that the German player has little room for error, with scant resources to correct any mistakes he does make. This is as it should be. The Allied player, on the other hand, currently has time and resources to spare, though historically the Allies were at times almost as hard-pressed as the Axis for supplies and reinforcements. I believe that while these rules will not alter the balance of play to any significant degree, they will alter the balance of decision making, making Allied play equally as challenging as Axis.

Note: All rule numbers refer to the Anzio ruleset, except those marked 'M' which apply to the Medwar Air & Naval Operations' rules. Most will apply to the Campaign Game only.

1. Logistics and Decision Making

It is currently too easy to organise and carry out an invasion. Historically, the invasion of Anzio took two weeks to plan, while that of Sicily took several months. While Medwar requires much organising in the co-ordination of shipping for an invasion, once that shipping is at sea, the Allied player can react to German moves , and choose any destination. Furthermore, the supply of invasion forces is overly simplified, resulting in transport shipping being too freely available for follow-up invasions.

Replace the text of 4.91 Pre-invasion planning with 

The Allied player must make a note of his intended invasion zone or hex. This must be made on the turn prior to embarkation for Tactical Lifts and airdrops, and 14 days before the intended invasion date for strategic lifts. Such Lifts may not land before the planned date, but may delay or cancel as per M13.2. If asked, the Allied player must show this note to his opponent.

Replace the text of  6.43 Allied with 

Active Allied port: such a port may only supply a number of divisions and a number of assets up to its current port value.

or

A secure beachhead (BH): the beachhead itself must be able to draw supply from transport units 'at anchor' in the staging area. Anchored transports are able to supply stacking points up to twice their own lift capacity. (A daily convoy of 6 LST's was employed to supply Anzio) Their capacity may only be counted once per turn, regardless of how many BH counters are being traced through. (This rule will reinforce the importance of ports in invasion planning.) 

Port or BH must be free of all enemy units and enemy ZOC's.



or

Designated friendly map-edge.

Replace the text of 6.43 Axis with
Designated map-edge.

or

Any port: the port itself must be able to draw supply from transport units 'at anchor'. Anchored transports are able to supply a number of stacking points up to twice their own capacity but can supply no more than a number of divisions and assets equal to the port value. The port must be free of all enemy units and enemy ZOC's.

or

Sicily only. (Supplies were stockpiled in Sicily in anticipation of the landings.) Italian and German Corps HQs in Sicily are USS for subordinate units. German Army HQs in Sicily are USS for any Italian or German unit.

Supply may be traced across ferries to an USS if neither terminus is an Active Allied Port.

2. Command and Communications

The Italian Campaign was to see a great variety of national forces, and differing equipment and training led to command problems. The following countries' forces count as US for command and victory purposes: French and French colonial, South African, Brazil​ian. The following count as British for command and victory purposes: Polish, Indian, Canadian, New Zealand, Greek, Jewish.

Optional 5.1: Count all CPs, support points, etc., separately for British and US forces. Each group of forces may only use their own resources, except when bidding for initiative.

Add to 5.61 Division Assignments: ... Only British divisions and assets may be commanded by a British Corps HQ. Only US divisions and assets may be commanded by a US Corps HQ. Exception: Where an initial invasion force could be controlled by one HQ (i.e. where the HQ's DCR is greater than or equal to the number of invading divi​sions), both British and US units may be commanded by the one HQ. HQ's in this situ​ation may not direct Combined Operations.

Add to 5.62 Corps Activation Limit: ... The HQ may still not command 'listed' and 'unlisted' units totalling more than its DCR.

Add to  6.31 Declaring Operations: ... Every time the Axis player chooses a Retreat operation, and before he carries it out, throw two dice. A result of 2 or 12 results in Hitler issuing a "Stand and die" order. No Axis unit may use a Retreat operation for the remain​der of that turn.

3. Victory Conditions
The two Allies had very different ideas about the strategic value of an attack on Italy. The US were talked into the campaign, and acquiesced only on the condition that the proposed invasion of France was not compromised. Their strategic goal was to tie down as many German units as possible prior to Overlord, while minimising the number of Allied forces used to do so. The British, on the other hand, wanted to knock Italy out of the war, and attack Germany through Europe's "soft underbelly". These goals proved to be diametrically opposed, and created a great tension in the Allied High Command.

Replace 10.69 with
There are separate Victory Conditions for the British and US forces. The game ends when either Ally gains a Victory, or when the German player gains a Victory.
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Add to Campaign Victory Objectives

Each Allied HQ destroyed -2

Each Allied Beachhead destroyed by Axis -2

If 24Pz and/or 1 SS Pz entered operational map +3

Every 2 transport lift values sunk - 1

Double the VPs for clearing Corsica if any French units were on the island at time of clearance.

Italy has surrendered +5

BMV = British Marginal Victory. If Allied player decides not to accept this victory level he receives 9 CPs.

BV = British Victory. Game ends.

GPV = German Partial Victory. (See also US Victory Conditions, below.)

Blank = German Strategic Victory. Game ends.

US Victory Conditions

Divide the number of Allied divisional HQs (both US and British) in Italy, the Italian islands, and Corsica (the orange hexes on the strategic map), by the number of German divisional HQs in the same areas. A ratio greater than 1.33 is a German Partial Victory. A ratio less than 0.67 is a US Victory, and the game ends.

German Victory Conditions

The German player wins if he achieves either a German Strategic Victory under the British Victory Conditions, or a Partial Victory under both US and British Victory Conditions in the same turn.

4) Weather

Italy has three very different weather types. The islands and Southern Italy have a 'Mediterranean' climate - very hot and dry during the Summer (June to August), but wet and cold during the brief Winter (December). Central Italy's weather is governed by it's mountain ranges. It is relatively dry in the Summer, and very wet in the Winter (November to January). The Po Valley and Lombard Plains have two peaks of rainfall, in May and October. Summers are milder than Central Italy. 

Weather effects had a greater effect on operations than the present rules allow. (Operations literally bogged down by December, allowing little progress to be made.)

Replace M15.1 and 9.7 with
When determining weather, use the Weather Type Table to determine the column on the Weather Effects Table for each area. Roll one die, and use the same die roll to determine each area's weather for that turn. All-sea strategic hexes are counted as Central for Air/Naval Operation purposes. 

Weather Type
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	A
	A
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Weather Effects
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	6
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	O
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C=Clear

O=Overcast*

S=Storms*

Record results on Sighting Condition display on map.

*Roll on the same Weather Type column again. If an "S" results again, all the following conditions are in force.

All Floodable Minor rivers (see list below) are treated as Major, and all Dry rivers become minor. 

In addition, all terrain codes are increased by one (i.e., Clear becomes Lowland, Mountain becomes Ridge) for all purposes except stacking. Effects continue until the next "C" or "O" result is received on the Weather Effects Table.

Floodable Minor rivers:

Pescaro to hexside 1005/1104
Garigliano to hexside 1715/1816

Tiber/Chiani to hexside 5211/5212

Tiber/Nera to hexsides 5610/5709 & 5710/5810


Replace M15.1 Sicilian Rivers with

Mediterranean Area Rivers:

Rivers on the Operational Map within the area covered by the 'Mediterranean' weather type start the game 'Dry' in any July through September scenario. They begin as normal minor rivers in any other month. 'Dry' rivers are ignored; they have no effect on the game. 

Add to M13.3, M18.x, and 4.x,

No units may embark or disembark from sealift or air transport on a turn when Flooding is in effect. Any landings/airdrops planned for such a turn must be delayed or cancelled. The 'at sea' limits and penalties of M18.2 and M18.3 still apply.

Add one to the landing conditions number for any invasions made during 'Storm' conditions. 

5) Miscellaneous
Add to 9.8

During the Adjustment Segment of any turn that an Axis non-asset unit, in supply and command control, occupies a port or airfield hex, and it's parent HQ is not involved in any operations, the Axis player may reduce a port's value by one, or cause one damage point to an airfield. This method of port/airfield reduction is in addition to that of the existing rules (4.74, M15.5 Bombing, and M15.6 Air-to-ground combat).

(Note: under the current rule, the Axis player can only reduce ports in reaction to an Allied invasion, and the Allied player can repair them without cost (M20.3). The Axis player should be able to destroy ports and airfields at leisure as he retreats.)

Replace 8.81 Manoeuvre Exception with
The Initiative player may choose to ignore step loss results. However, if the initiative player uses this option, then the reaction player also ignores step loss results.

Change 6.25 to read
...Whenever the Initiative Player suffers a numbered combat result while attacking at any time during the Operations Phase or the Exploitation Phase,...etc.

Add to 8.92

If an eliminated unit would otherwise have been required to retreat two hexes, a breakthrough marker may be placed.

Add 6.39

Allied Mountain troops, and the Indian 4th Division were trained and experienced in mountain conditions. These troops treat all terrain of code 3 or higher as one code lower for all purposes except combat. (E.g., Code 3, Highland is treated as Code 2, Foothills, for movement, supply, ZOCs and stacking of Allied Mountain troops.) Axis units never receive this bonus.

Add to 11.1 Italian Surrender

After the final Morale Check upon the fourth day of the Italian Surrender, any remaining Italian units that have not rebelled become permanent German Assets.

6) The Strategic Map 

While the player's strategic options have been opened up by the Medwar rules, the game has again been let down by lack of clear rules governing the Strategic map. In particular, arrival/withdrawal times within the area covered by the Strategic map should have been included, as well as some basic rules for the movement of land forces off the Operational maps. The requirement to spend CPs on off-map forces will mean lulls in fighting while reinforcements are brought up, as occurred historically especially during the winter months. (Players may want to balance this by increasing maximum CPs from 9 to 10.)

M22.0 Land Operations

Reinforcement Operations may be used only to enter units on to the Strategic map, or to debark units in a friendly port. Once on the Strategic map all land units are moved using normal Operations.

M22.1 Players must use good judgement and common sense to make the transition from the Strategic to the Operational maps. A unit must be transferred to the Operational map if it enters a corresponding Strategic hex. (That is, it cannot use strategic movement if such movement could be handled on an Operational map.)

M22.2 Divisions on the Strategic map may be represented by HQs alone to reduce on-map counter numbers. All Assets and Corps and Army HQs should be placed on-map.

M22.3 Operations (movement) on the Strategic map costs CPs as if on the Operational map.

M22.31 Units are in OCC if stacked in the same hex as their parent HQ.

M22.32 Units are subject to the Command Control limits of 5.6.

M22.4 Only Manoeuvre and the three Strategic Operations may be used on the Strategic map.

M22.41 Units on the Strategic map are always in supply.

M22.42 Units may perform Corps Directed Operations if their Corps HQ is in the same Strategic hex.

M22.5 Infantry units have a movement allowance of one hex. Armoured/motorised units have a movement allowance of 2 hexes. Corps directed Operations add one to these movement allowances.

M22.51 A total of 40 stacking points may occupy any single Strategic hex.

M22.52 There are no ZOC on the Strategic map.

M22.6 There can be no land combat on the Strategic map.

M22.7 Units on the Strategic map may conduct Strategic Operations, and count toward any limits set for units on Operational maps.

M22.71 HQ and Asset bonus movement is allowed with movement allowances as above.

M22.72 Ports and Airfields may be destroyed/repaired as per Operational rules.

M22.73 All Strategic hexes on the south shores of the Mediterranean are part of the 'Mediterranean' weather area. All hexes in Southern France are part of the 'Po Valley' weather area.

M22.74 Using the OOB and arrival/withdrawal dates given below, any free set-up scenario can be easily generated.

7) Orders of Battle and Arrival/Withdrawal dates.

Full Orders of Battle, Set Up positions, and Arrival/Withdrawal dates for land units are attached.

Starting in the Operations Phase of the 1st turn of the month following Italian surrender, the Allied player may place a marker representing Partisans within 5 hexes of any City hex north of hexrow 50xx on the Anzio map. He may place one such marker during the Operations Phase immediately following the 1st of each month. They are treated exactly as (an Allied version of) German delaying counters except there is no limit to the number of Partisan counters that may be placed. Each counter has a value of one. 

8) Changes to Maps


A)
A line should be drawn on the Salerno map showing the 'Mediterranean' 


weather area. (see Illustration)


B)
Add the Trigno River running along the hex sides from (Salerno) 1901/2002 


to 1905/2006, the Bifurno running along the hex sides from (Salerno) 



2202/2301 to 2206/2305, and the Rapido running from (Salerno) 1514/1614 


to 1513/1613.


C)
Change Civitavecchia's (Anzio 5120) Port Value to 3.


D)
Add flood marks as in weather rules above to Pescara, Garigliano, 



Tiber/Nera and Tiber/Chiani rivers.


E)
On the Strategic map, add a box representing Greece. Port value = 8, a major 


airfield and a distance of 8 off-board hexes. (This is only used in 1944/45)

Medwar: The Italian Campaign, is a fine game, with innovative and challenging mechanics, spoiled only by poor presentation of rules over several editions. I hope the additional rules presented above will add to the enjoyment of the game. I have only one wish, and that is that the series should be drawn to its logical conclusion, with the publication of the final map covering the Po Valley. Publication of the last part of this series would allow a single, definitive ruleset (preferably set out with with a clear clause/subclause style, as in older SPI games) combining the Anzio and Medwar rulesets, all the errata of S&T 160, and perhaps even some of the above suggestions. It would also add the final units to the force pool, to allow all of the historical campaign to be fought. Finally, it would open up a few more what-ifs, such as "What if Rommel had got his way, and the Germans only defended the north of Italy?" I will be your first customer S&T! 

(Notes)

Suggested Illustrations

Allied War Graves at Cassino or Anzio (50th Anniversary)

Map showing 'Mediterranean' weather area.

