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' 1.0 IN moxmumm

~WAR IN RUSSIA {3 an operattonal ](vel ‘
game featuring combat between Axis and
7 Saviet armies tn Russta from 1941-44. Bvery
{  mbat division/corps availableto the Axls -,
o Snviet commanders i3 now under your
"o Ltrol Included are campaign games for <]
" Bmibarosa {(1941), Case Blue (1942) and
i thndelle(1943). : :

T

1.1 Deacription of Action:

FEach game tum s one week in le ngth, A
opgame turn consists ol (1) batldfog and
Looadjiacing fidendly eombat pranps () stip: - ‘
..« plytngnnd moving ynur combnd grotnpr; i N

©plotting alrstriles and tactieal mo\(‘menl; L

.14 tactical/combat resolution.

"

. W] 'ralklnu to the Computert L e
. . . Pyt
Tu enter a response to the computer that

o lnlothecomputerandprf-eathc <RE IURN\

t ' kev.

" Toseleet a routine from amenu or answera |

{+ Yes/No question. Juqt press the destred kcy
. i

1.8 Baving a Game: . R ¥

5 LAt varfous points dmlnp cach game tum :
A the compuiter will allow the player(s) tosave”
the game tn progress Youwtll need a se eateh
disk to store the saved game data The disk
muiet bhe fnitialzed for S8 ase during the o

;0 pamehy lollowlug Instroetione inclnded in
O thie rune progaani (AL owniers Dy use. -

Mnt you left nll

ThaMapr e e

hhe map e 31 %32 hex i Tepeaeiita:
tion of westerts Rassin, Each hex mr vamcq
50 mules n wldlh '

,'1

Il

. " 1.B Btarting the Game (Apple DOS 3.2 or 3. a)
Ta begin the game, boot the Scenario qi(lcof
.\‘t’u' your disk. The game will begin antomaticals,

ly. Aftersclecting the starting v \lu(qmryour 2 * the conditions under which the game will
}‘:,, game, you will be told to tnsert the Game RAET played. The sct-up may be rhangcd by,

3

) slde of yourdisk [f youn are using: wApple P
Jiwith Pascal, you imust (it H‘l(‘)nurH/\‘)l( 9

s disk! I you are ustnggan Apple L vountust
fhst go nto Apple I emulation modc

1.6 Btarting the Game (Atari)y
Remove all cartridpes then incert the giame
disi in drive #1 and (o on the computer, }
40 1f you own an Atart 800X, hold down the
! ()PI‘ION key while l)uotlng,
l : H
2.0 GENERAL DESLBIPIION
n “: 2 1 Parts lnventory- S :
* A’ Game box TR
. B, Rule Book * o : :
£ €5 game disk
4D Two m(lp d'nl canls
[ f ' v

‘2 2 Abbreviatlons- . e :A :

*\bbrexlatlons used: m the game arc ,,ex—\,, :
'dlncd bclow CI bad

I

S

s

Vvu.«h

F lnﬁmry
MOT l‘ motorized inlmtry :
PzG. o panrzergrenadier

o I
A &
F e e Vo Byt T

“ m«m«m»mﬂzw»m T

. : I
MTN ' mountain infantly 4

" PARA pqrarhute infantry,k;.‘1
(
”". FIN - Flonish =

HUN Hungarian .

D A
JoT 5 otenkopf (3 88 MOT div),

{" consists of nuinbers (such as combatgroup
“fdentification numbers) type the nummber

" HOH .~ Hohenstauffer:{9 88 MOT dxv) e g

'm.,HAN . ‘Handscha# (13 88 MTN divl;

‘ RF“;",, P

!i W w ~Hurr«tWessel ua S‘i Mur dtv)"h’

' any Atarf Jornutted disl), Ovee aoganie 19 ,'-‘;‘“'
o aaved you will be able to vestart it af lheu i
N Yo

S hgnst he uumummied by a humun player.
7 The Soviet foices mnay b commanded by
g clthcr a human o the computcr

na pcenarlo Selecuon Phase:

'A {2) 1 Disk Drive or 2 Disk Drives ;
- (3) Solttatre ot two-player, >~ ©
. (4) Solimlre Lc,vcl of Dm’lculty(l 4) .

(7) Zitadelle (Jyly 4 1943)

asaign all combat units to ﬂ;ur hlqtorlp*\l&”’ ,‘F‘"me osall allof these 9°‘"'9 to the new gr "H’"“’
starung lqcauons. PR . iy , o R
T e T :

k A Axis Orouja Adjust,menUBund Phasé:

< . A 7 J ! ¥ ﬁ
i o o w»uwfmwwmwmmm‘

‘ ny
(, Sovict Supply: Pht\-\e X
+ D. Soviet Movement/ I‘d(‘ucal Plot Ph'uu: ym
E. Axis Supply Phase = ¥ ’ ﬂ,,
I F, Axls Movement/actical Plot Phasc( ¢
Q mcuLal Executlon/Combat Phase i,

:
A “,' 1 N
cHea) fxecatior ¢ .M‘_;,vs‘_

P? Vi

‘ cavalry ¢
MF(“H mechamzed
GDS 4, guards.

(IO Jjag,cr(llght infantry}*
lW - Luftwaffe infantry:,

«5\:‘1’" B U fY‘

4 0 GSOUP ADJUSTMENI‘
W i.j . BUILD PHASE S a1 ;; *
. During thc Group Adjustment Bulld Phasc
“of cach turn the players may adjust the
“composition of thetr combat and air gronpsi,
~.bulld new nnits, factortes and ratl hexesy
‘nnd view the cutrent sttummn usmg the
mnp (lmplnyr« R 4

x" #

T ., Itallan T;

RUM 'anaulan

“The followin nbbrcvmtions are for thc Axin y
dlvlsluns wit u;ames meteﬁd of m;mber@

810 4 .‘ﬂl(wnklun
ENS) 3,* 1Orun-uleulm-hlmm
LAH 1+ Lichstandarte Adolf Ir;mcn %
" '.“f*'n ('l 8§38 MOT div) ERe
Jons Nelok (2 99 M(')‘l~ Aiv

| ‘4. ¥ Combut Gmupux -

’fhere' are two cypc‘; of combﬁt pmnps“(l)
Cmechanized, (2) infantty. Axis mechanizedd
gmupuwlllb«.mqlgnddMcmlil(mIon nuneio-o LTy
ers 1-11. Axis infantry groups wili be num-"is i e FER
hered 12-5t, Soviet mechanized groups wiu‘w'ﬁ’""ﬂw
i be itimbered 64-75. Soviet lnfantrygroups“ e
wul be pumbercd 76 115, o S '

Comibat groups may contain from I 6 uniw
-(divislons or corps). Mechanized groups may '
. only contain the following tvpes of units: |
S PZ,PZG MOT, TANK, and MECH (the 1C IT K
» MOT unit may not be placed Ina mechanized
i roupl. Infantry gwups may comalq auy
type of L R dt

'Pollzé] (4 SS INF divi .
- Wiking (5 S$ MOT; dlv) e
Nord (6 S8 MTN dlv) Co
Prm7 Eugen (7 SS MTN div) -~
CE.G < Florian Geyr (8 S8 CAV div)’ _,j‘ ek

CFRU: ¥ frundsberg (10 58 MOT divi,
NI, 4. - Nordland (11 88 MOT div) i
HJ L Hitlerjugend (12 S8 MOT divi;

- Galiz*1 (14 8S INF div) i
sLett P15 85 INFdiv) 8 5

Reiehsfubiref (18 85 MOF dly)

B, Gotz vou Berlielgngen -0
LT 8BS MOT AR s

‘LT'ZT v

Coundt u)mpmltlnn offrlcndly combat gmups
oy be altered using the following metud’
2t routines: (1) DIVIDE GROUP, (2) mANSFFN »
, UNIT N NAVAL MUV!' M[,Nx.:'ﬂi‘

f ,'g

¥

.o szgumcm OF PLAY“u _

IR

. . ) ’ I’v‘\"i';" $.
~, Wéh nh umnp muv mnuhlu fmm 0 zbﬁ“
;mmnu prints, Algeyalt pointsa mmemm;,‘»
Sapproxhmately 10 combat aleeiaft of\urlnuﬁ
“types. Axis At groups wiil be niimbered 527 NG
4 .B7:Soviet alr groups wilt be numbered 116 ¢’ :
C121) Atraraft polnts may be transferred #.°
" between fricnc ly airfields using the mcml
roullnes ('3) TRANSFhR AIRCRAFT iRy

Wf\ﬂ lN RUB‘HA iu drnldnc(l |7 ‘bn [} Mn o
‘Aleie] ganyer Ax1E ya” Boviet, Thie Axls forke

Durmg the soenarlo gelectlon phqse the
- player{(s) select a scenario and determiné

14

z enterlng the follbwlng numbers:

<mcnn routine (1) DIVIDT GROUP, Ymr may,
(1) New Game of. Saved Gamnd

1410t divide a group thaf lscumnuysmokcd
Wwith unother group,” GO

URnter the nuaiher of the' w(mp yau wish'to
‘,", dividé. When the compufer prompts, aclect
i the type of new group to he foimed (f there *
i . ‘are no unused group munbers of thiat typer
Ak dathén the gomputer witl abort Your divide
group attempt). The tomponcent ‘untts of
5 ithe dividing group will be tisted, numbered.
N Q -6. Enter the namber of a unit you wish to.
*“{ransfer and press <RETURN>. Contlfiue
the process untll you have transferred all
rthe deslred unita, Press €RIFTURNS 46 g0
' back to the main ment I the dividing:
;. group loses all of its component unita theng
St will be removed from, lhe nmp. Y o t ”

,““lf the’ dlvlding group ‘dontuing artﬂlety
¢ pothis then you will be atlowed to trunsfer™

followlng humbexs, ‘

{5} Barbarosd (i 222 1941)
' {6) Case Blue (Jun 29 1942)

the Atart vcmloﬁ doés not allow the \ihe o 2
"dlqk drives, Instead the i LIHCI Is allnwcd ta

At‘ the sian of eaoh gamc the compu(er wlll ¥

Unlts may be transfei*red betWecn ' -
/ *' combat groups that’ ocbupy the samé; hcx
using the thenu routmc m'mmsnn UINIT,

roup Adj
; i

ustment/l}ulld Phas

‘b. ¢ \-,é ';‘[’“‘- ' (
‘ PRty
~:~5u u!* o

",\‘f A ME ;},“'tr




raay e 20MPULEr.WHH DTOMPEVIL o e 1o,
" pumbers of the palning
*0 the computer will et the componetitin

of the-lostng (op) and ghaining (hottom) .

and losing groups. .f'{“,YOL\, mi
Its »3 i the factory 'poq‘hreachea Zera,;
‘ AaRGabrth

Gt

s

the amit you wiih to transier and press

U ARETURN>. Continue the process for each 7

\
‘ © wo back to the matn menu. The gaining
ap may never contain more than six .

Por

- units then it wili be rc‘mowd fromn the map.

¢ I the l'u'ain'[z group containg attiilery pol‘ut.‘;
then some or all may be trausfeired to th
-, gataing group. A
;:,?‘ 4.8 Transferring Alroraft
Atreraft polntsatiny he fiansfeirced between ;

f

1
ax

i

will prompt yout tocnter the nmberofihe:
fostng and galning atryuonpannd then the
‘number of atreraft pointsyou wishtotrans-

“alreraft points per turn. An adv group may;
contain a maximum of 255 atreraft points.

Both players will perodicativyecetee alrevatt

"’F seinforcements which will be added to thelr v

* [ att reinforeement pool. o transfor atreraft
4 polnts from the pool into an alr group use

R as the losing group (this will coant
ctowards the mastmun of 5O tansferable
pheradt potintal, C T

£

£’ C N ' ‘ .
T 4.8 Mup Dlapiry:
The players may view the map Al the
atptus of fhetrtorceauatigd the enu rovitine

4

e b A2 hieseahiphyvetantya 1 7 hes
o e he nhown o Hhe setcen, Fhg
L) Cal be made toscrallacrors the sereeqy.

- by moving the white cursor to the appro-’
“ priate edge of the map, The curor ean be
moved by typing the ninimbess | 6 (1 = northy

4

2 = northeast, 3 =~ southeast, 4 = south, 5= .

conthwest, 8 - northeest). The unitson the

‘ in their hex. To view the mop without any.
. nuits press (1) press <SPACE- and the
T map will refurn fo normal, : ’

¥

C ¢ foview the contents o

,

mave thé cursor on top of e prraup {(or

o
3o

tton munbier of the prosp(epwtt he displayed

EXPERIENCE and FATICUE. The group's

group= numbered 0-68, Enter the numberof ;-

[y

t'{uults, If the losing group transfers all of its '/,

2 friendly A groups tistog the ment rottine
#(3) TRANSEFRIRC AIRCEART, The computes - population greater than zern (this ¢ty may™
“wil) iaplay the nranber of aheraft polntd. " pof Ny u(\]u('ﬂut“ to an etitiny aniy. M e
aviatble 1 earh at o, The computer i domputer will st the cities that meet the
“phove eriterta; Enter thi nuinber of the elty -
1n which you witl butld the héiv unit(s). You's

B
NG
’

niap may obstruct your view of the termin :

r Hnd the identiftea-
Vion nnber of friendly groups on the map,

{ir

iy
v

»

“fer You may transier a maximuom of 507, »f/'(me(ghamzed or tnfant

7 unit will be built/In sitita

L
s

"

Cthe TRANSFER AIRCRAFT routine and type 7,

S0
g
s

1 MAP DESPEAY Theprune taap s 31 heses. :

f,l
!
A,

$

»INF unfl to be built fhere Is a random i
that 2 MTN unit will be built Instead, . !

v

"¢ that an 88 PZG unit will be bullt instead. .«

¢
‘

along with the component s STRENGTIHE

Cprtlery strength ane! enfrenchnent level

1]

will also be displayed.

3

a7
To view the ¢n
ymenuroutine (5

a8 Building Factories:

;Strategic Map Display (Apple only): |

tire map on one sereen use
VSTRATEGIC MAP DISPLAY,

“

The plavers may butld factories on turns in
- which they have 1 ar more points in thetr
completed factory pool ‘Lo hutld factorles
L use menu routne BUILD FACTORY. the
computer witl list the eligible cttlesand the

~tty currenty supports, Luteg the nimberof
e cllywhere your fuctory will be bl You
_snay build-4 types of factonies: (1) Heavy
K CA i L ., : P

g

e i Vi '
I T

b

munber of fctoriey of eich type that the

i
o,
37

.
th

[

' to be built without adequate totals in the .

)
&

i

~

P
1

[N T AR A S T R AR A

y"cbntlnue‘ Butiding fa:ufdnpé until
The BUILT FACTORY routiné may alsa b
uscd to dismantle factories. Enterthe num+
ber of the clty whase factories shoutd be

sonve or all of the factories will be success
fully dismantled. Dismantled factorlea will,

i beconverted tnto construction points rang: s

ing from 1 to'8 (8e€ gcction 8.5) Only on
city per turn may atterhpt td’ dismantlé
factories "1 e

I3

'.’.’, b a0
New units may be bullt ysitdg the menu,
routine BUILD UNIE. N

will hé prompted to entét thd tvpe of groupg
‘(n which the new
ing would create an overstack sitbiation ot |
if all of the group numbers fof the selected

group type are being ised then the compi-

ter will -ahort the bulld attempt. The total
numbet of units con

never exceéd 199, .0 i .

. EERE AL £ e T .
“The Sovict player indy butkd MEGH, TANIK
and RIFLE type units.flie Akts plaver mity
huild 0Z, INF and clite 89 type units; The

LY

¢ 3

' ' oo Al player starfs the grme with fodr elite

55 units (LAH, DR TOT ind WKL Starting .
ot 104 the At player imay butld THRER <
addittunal c-.’l'nfc; SV is HOTL FRU and FRI. 0

in 1941 when' (he Soviet player sclects a -
RIFLE Uode bo e Bullt thete in s tandom:,
Cehaneo tlial R CAV it will e ittt natend,

1141 snd 42 when the Axls plpyerselectaan

chance

In 43,'44 ‘and ;A5 when the Axis player

~-selects an INF unit to be bullt there {s a
_random chance that a LW INF, SS INF. 58

MTN or SS CAV unit will be built instead. In

' - 43,44 and 45 when the Axls playerselectsa

PZ unit to be built there isa random chance

"i“h‘e éomputer ii/llj 'dfnpmy the maxlnnm
“tombat strength for fhe type of unit to he
bitlt, You witl be prompted to entér the

‘miacls) e prress (L) (o Tock The entifion o atiength polnisfo lmplmsvdlnilmncwmn{ R
CF (this number minat be af least 10 and Inust - "‘v,

be amuliiple of 10). Infantry and velicle:

points inust be spent to butld combat polnts.
Listed below s the cost per combitt poinit
for.each type of ‘unl't:,fjn i

)

N
R

INF

4

.

- MECH T
- sSelite

~

IRTRE O SRR R U
al pohits

_‘The cdmputer will ot allow comb

fantry and yel

It

felp pools. 1",y

s

alf vou wish to transfer. I'ress « RETURN> S dismantled. There is & rapdom chancee tlmt,is - INF (43-44)

VIT., New uiitts mirt be ¢
*budlt fu & friendly contiolied elly withra - o Mmof

{ons whete build: !+

trolled by a player may. '

o

Ui

i .and maxlmum'_ﬂﬁcngth%fqr;ucu type of,:
' P TR L I SRS AN T bk O T
% ™ FOLRE T LB .

o
~INF (41-42)

INGTH
70 ot
o 10 P TBOTES

i 80 1;““ Ly
" ‘i,:‘xyé’ '1;'"""6() f&ar Y
NEAE90 F

i BSINF. we

10t
10T

Pyt gt

85 P7G elito

1o

i RUM CAVE, con!
YT RUM MIN %S
+HUN INF," 7"
FININF 0

GDS RIFLE

. CAV (41-42)
CCAVA{43-44)
oo GDS CAV. Y,
& PARA
[UTANK (1941) 2
© MECH (194075
CTANK (A2 44) 077
FTQUSTANK - ot
CUMECH (42 48 e N
GHE MECH ' 7 N RO R

Al Gernan undts bullt in 1041 ar 42 wiits
 haye A steriing experience of 70,y ]

N SR

¥

[ER

el

4.10 Navnl Movements *: . " v

ECL s R g Yoy
L Plavers may (ramter friendly tnita by reg

iustng the ment 1outine (N) NAVAL MOVE: 3
* MENT. Naval movement may be performed .
“‘between two friendly ports adjoining the ¥
dame body of water. Listed helow are the, ™.

¢ ports for cach budy of watery v« 40
B 2

. BLACKSEA

f
¢

? Ik
o

i

!

: AL
. Odessa’ -
& Sevastapol
v Krasnodar

oy
EPEY

Ly

’ Knmgst;

c.'rg,

L
8

CeMnrmanak cE ;
L Archangel® U0 5 4 Aty

(RO an

g Aphayer may tmnsferonly onennlt per thra “.;;
5 it eneh hody of water. The Soviet player may * ¥

- nevet use navil plovement in thic Baltic Sea. ﬁt% :
‘Naval movement s not allowed in the White: j S
#$ea during COLD and VERY COLD weather,
* Infantry groups must be present on both of %

%

il

 the ports Involved. These will be the gaining *T_ﬁf f‘
7 and losing groups requested by the compu- " g
. ter in the NAVAL MOVEMENT routine (the &,
procedure Is the same as the transfer units L
“ youttne). TANK, MECH, PZ, PZG. MOT and
“FIN INF units may never use naval movement
; S AR PR W

'4 1-‘. ‘» g

i

~4.11 Ending the Gamer”. ik ‘
Th end a gamé ahead of schedule use menty &
routine (X) END GAME. Bath players should
agree before endlng the game. The computer
will display the final score. /¢ T
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- B.0 SUPPLY ' . PR The playerd’ havé (he option of. uslhg the 7. Alter vou have salected nunit the computer

Auto-Move functioit at the start of each UL wil Het the following menu options: MOYE Y
“depot’sinove. Using auto-move a depot will 77 1-6 for striateytle movement, (R)XAMINE to
santtomatically retrace {ts previous move ,,‘f’ch(-ck(h(:mntcntsorthegroup.(R)EPLACElw'f 44
. unti] it enters A hex that 18 not a (riendly, “.+ toaddreplacements orartillery, TAC(F)LOT ., §y1 8

T Combat Ut ynst Le g supply to repiove &
g, recelve replacemente nnd butld up
arttery, Afr groups must he in supply tobe ..
clipible for stitke or interception missions, e

i’ rail or friendly ¢ity., i ¢ - taplot tactical movement, (X)RAIL MOVE tg - o b
All supply actions revolve around theuse of . 7 S L Tl o L. "use 1 eme EXT . A
L PPy ' lse S A ; . use rall movement, (NJEXT UNIT to select '
N tendly depot units. oy s piter each depot s béen used, to-distrt- 7. ¢ 1 hiéxt sequential group, AIBORT (o start ;¥ 3
e o o e b“‘?"ai“fg"fﬁf It f‘”rléq,b; ,.r';’"t?‘{ed\f.m'é‘e”“; :"" over after a botched move, dhd (NERRAIN -
;8.1 Depot Units: " Vol R emap until 'the s art of pextturn's depot o g e al] groups from the map and view :
o ‘ oo 1ovement phase i/ 4 df oy e LES M P g e
i Axts depots are numbered 58.63. Soviet” P T et : ‘ errain. - w NIV AL R
e iy . ; . L k34 ! : . Pt -
"y drpats are numbered 122-527. g_“" Vo : 53 Bulilding Rail Hexes S i . Also shown on the diaplay are the CURRENT

PR B Do i . Lo R 3 N . ; . A
ant P . e - During the depot snoyement phase depots <1, PLOT (whick applics only If yout have plotted 3
§.2 Depot Movement Phase: b miy blf'. nsed {n hulla»frien«lsy rull‘h(&’«‘ﬁ. Ctactteal smovement) . and group: STATUS. L
s Move thedepot to the desfred hex and press Listed b"“’“’f”"f' ,”_"'35(‘{‘,““,5 ?0‘_!'33
S 7 AB) to bulld. If the necessary conditions nre ‘v;~.a_‘j(’5“rll’("f"?’3~ S i
g r!‘lurn(‘dIo}hrir(!r‘fh!n;ll(-tlsf;nllmzlnrw‘.m . met then a »mu hcx witl be built }d “,q 'Ux’illm.‘ulphlled.‘ rnp may. move or en-
5 Jfthe depot's atacthing he s "'””'””V‘nf‘m"t;vi;;dr‘fslgm!tr(l héxat the ptart of the next turst, S trened v Lo el Wi e
o “”’t“;‘" ")":l"]' ""”"'“‘l' f""fl'l:l""’f“l ‘('l';!’;‘!l iy & WV by 8 Bupplied, group muy uiove, eritrench,
- ot be vved durting e o nt i il replacementa or artlllery Ty e
L M. Moved. gronp eligible to continue atmte -
M. Lroup edlgible to continug st
Cgid movement v 0 s e :
‘N No actions allowed

‘At the start of the depot movemend phisg.
all fiiendly depots will be antomatically,

¢ il hesea tnny dnly e bunlt'fn elehyop
, enethy mill hexes, R hexes will not be!
Duting the Depot Moverient Phase depots” utlt o the following turn If the weather g
) units must be moved scqnentially, A depufLURAIN for that turn.’ A
~¢omust complete {ts move betore the nexgy The Axis ‘bléyér n;US alternate his rail. N
T yhighier numbered depot con start tte move, e N ; R s PP : W
Pepot units imay enter fricndivratl, friendly ;122:(53‘{(2?(()31(‘[1)5:?‘72;:rait(;lfh("Irl(rz::all?)ﬁ?h g;’ " 6.2 Strategic Movemcqt: ' L
¢ - oty clearand eneniv rail he xes only. Depot) - hexrow 21 (é‘x;‘.]u;;!ve).vOn the first il.lrn the - - Strategle movement may be perforined by
, Unitsnay never enter enciny zones of(:o‘nf,l",., 5 AxIs player Mayohlydesignatez\ hexinthe., T alr and comnbat groups. Combat groups
o troliseer 6.10). A depot pavs no penalty (or",_i, soltthern area Tormllcon‘sfruct.loll: on the .. thatuse strategic movement may not plot a:+:
v entering friendly ratl and city heses. Fory 44 pecond turn he inhy ﬁlydcslguaf ahex tacticalnove, bulld up artillery orentrench '
weach elear or enemy ratl hev a depot enters’ . ‘the northein ama’ @ e (}. o T h the same turit. A group may not recetve’ o
it will lose some of f1a abtlity to remove: L A NS o replacements atter it has' used str:)((:glc‘5,
- [atigue from friendly units, B : "'Dcpdts that dre used to designate ral Com- 4 tnovement. Alr groups that use strategic
Fptructian will be' returned to their starting ' “mévement may not fly combat mitssions in
- hex atid ma_i'! be moved agatn to distribute :

v

y

&

)
Uy

]
o
i
L y

e [} .
When adepnt encs s move 1 will Matiibute
Caupplien ta evety foenddy st wiihin fwo

]

aupples. T . : . “the same tuim. Grotps that use strateptic”
Chexes of the depara endine Tocatlone AN - Bupplics. P ¥ S movemnent witl return atlof thetrartiilery tg e
frtendly Ut that were el 1hie fo teteien o A maxtmun of bue rat! lex may be bugli by « the artilery pool tsée 8.11) and lose theie © J0,
snplles will be copatdered 1SURLY fop PR player abthe start of enel; o, Wyotl Soentrencluneses @ s Wb
: . o of . a5 destgnnte moré than éne hex for Wl cont o c ? S )
e «mnu,hul' ' nrllhc lmn”l th wllyla mnl;u L Mruﬁ:tlo:l t?}énéohllyéilc la%{;xcx de;igiluued' The number of hekes that inny be moved by %!
CRroups that recclve snppliey may have la- - " RO ALhex des, nated -, the varlous group f 6 18 an follows: g 2. . < i
" tgue reduced I cach of g componeul will be usedd ey o T e } 1S group tyg iy ‘;%‘ & b

eCThe smonnt of Lisoe remnved fromg i, Dl A depot Movement phang the, L
e Ao W (e o ey of petnily - aess g LYY RAV. it he dinplayed i

oD BeRes (elen, enciy ) the depot entered | inverse to remind that i rail construeyton

TR
o

Ctintaty
Lo Al Ty

RS

‘e

during depot niovement: . ' . 2 hexhasnotbeen designated fortllm:un‘vnt‘.‘«;r ’I"(; fmove a 4‘(,‘;(‘(«“.(1 Qr‘“‘;ﬁ ct\tbr;t’},(,,},'p,gf{u‘;}f‘r. %
) S s IR L AR R N i R o Bt 4 AT Y
PENALTY HEXES  IALIGUFR FEMOVED '_:"'“m' . S RN R ¥ ¢ 6 (1 - north, 2~ northeast, 3 = foutheast, . ‘,’,'*"‘"‘-'
0 DO ' . SRS upe ! 44 s gouth, B soutliwest, 6 = northwest), A
e . e, 17 B.4 Supply Scame i, T : IR S : ' e
. O : T N AT PPy & e  group may continue moving until it hﬂs».‘g@% !
: L2y 259 < The (SJUPPLY SCAN function may be used uscd s movement allowance, enters a ;1%
N L3 20% L du‘rlng depot mavénient to show . which +& 1P swamp or mountaln hex orentersanenciny 6’4 g
LA a4 S 17% i 4 frlendly groups bave NOT recelved suppltes. e zone of control {ZOC). The computer wilt !
35 S k% o Y The supply seaff erases all friendly SUPPLIED “automaticallyabort a group’s move if any of -
o e e T P roups from the'display. i D It's component units exceed 91% fatigue, &,
baring depot moverent a depot may entep TR SR AP0 ! S, : o 7 'y - e

“amuximum of 4 penally beses tar fathme,
removal purposes 2 15 addded (o the namber

6.0 MOVEMENT ~ %' i
; Fipenalty hvxm"iur/\xlrwiplmwlhum;;n/\m-7 S TACTICALPLOT PllASE L
v,"oerCl(Y(.()l,I)Hn 53D weather Forfatyma : ' '

rewnoval purposces 14y suiyrnefed from the t, I)”rl““ the MOVF"“J“M'L'(‘“('M Plot Phase

VAIF groups may only éhiter clear, friendly
il Triendly eity and enciy tall hexes -
cdurtnytatrategic tovernentt Alrgroups miny - )
s nof enter an enewy ZOO tnloos a friemdly
Cpentrenched combat group s (n the hex '

IS o o i friendly units niay. receive replacement’ e b :
i ";;{;:.])P; ;“,l;)"(rx)r‘ll'|y j:‘,x;cr.; ,)O: lm(h “’99_‘ © £ombat groups may bulld up arttilery, en-. -, Combat groups that are OUT OF SUPPLY 4 R
yehleles a player has in his poo - trench, plot taétical movement or conduct - INAY Move a maximum of | hex d“”"g".ﬂ-

T ymx‘mow: i depot Incorreetly and you i i
» wish to start over. press the (A) key to al)gx't W
; ‘L MOT, PZG, P7. MEECH and TANK type unltsby.‘ ‘
i that have fatigne reduced will constme 35y s A A SN . .
; - 2 To perform any of thé &ctions lsted abo LR o
J o supply potnts. Otherunits that have fatigae " - o N Cah e tiv 6.3 Rall Movement:
oereduced will consume |eupply potnf. (f the - YAt uust fiest select the desired group, The ; . !

‘strategic movement

“strategic movement. Groups that begin their 5 o
“or plot alrstrikeg. 4!
- o P SRS R 8

‘move on friendly rail or city hexeés are.
scconsidered IN SUPPLY for strateglc move-
4 ment purposcs.‘,;i IR o o

'

sAlr groups may moyé
SRR A

"

: 6.1 Group ,Bévle:bﬂoni‘ :

LaAn]

i

o supply pool reaches ze1o then there wilt be computer will display the map; move the “Rafl.movement is a form of strategic move-
. an faflgue reduction for the r mainder of ©  tursorontopofthe group orstackyouwish “.% ment. To use rallmovcmentaﬂsclccledgroup'
- the turn. A player's supply pool will not be fo select and press (G) to get the group. I ' +. Must begin Its move on a friendly rall or .
‘ dtsplayed, bui supply x‘mm“ pmdncvd» O you {Glet a stack and the computer selects ity hex During rafl movement a group may

. ** the wrong group then press (). and the

v during the producttog phass mavhe acens, "y 1 R b N
mulated np to a maxtimum of 255 supply O computer will select thc‘ nlh(rwon'p in tht‘i !
FTopoIntsl Attt will be displayed durlng & ,:‘('%‘Ck- “"ttl"’“ you have concluded y((g;r a(‘.; .
' ; I o tlons with a group you may press and
u:{,’g:f:,:gg‘““)U“O«n'-"m cach sug)ply [)o“lnt« i move-the cursor tg a different ‘group or
. i Y " press'(N) .and the computer will dutos,
o matically s¢lect the péxthigher numbered

L Ly P ) sory! i
; Lt

only. efiter fulendly rail and ctty héxey,
Groupy may never entercnemy ZOCs when
using il movement Within the above lated’ i
restrictions there ts no liitlt to the distanceiy’, b
@ group may travel using fall movement, A iy 0
! maximum of 3 groups per turn may use rafl i

miovement (excluding depots maved during, -
the Depot Movemnent Phase). /245 i

P e L oy .

[

v

I . . L. ‘f;(

Combat grotps may ouly recelve suppliegi

" {remove fatigue) once per turn. -
4 e .

fdgndly group

e

[



i

'.f,” L liéx"ﬂ"mmtﬂ' ‘ ZOC aniy It the relreiy Liex 15 pcenpl ‘bv (\.4,
-« friendly entrenched’ group.; Depotasy

{
Hever enter an eheiy ZOC. Cnonps m*\y oy

i
P

-’m -
nrudlvumnb 1t proupa that are in cnpplv «3, Hi

Fimayirecelve veplacements O malaplen of 0 o © AL
M, 10) 10 enlinncervabiind the sirssgh of thelr 1; ‘ TEVEE enler AN etienyy ZOC using mil Mmuﬁz

(B)mnbm qmm:

’ <ment. Groups may hiove tifectly fgom ong
0' . (p)ause 1':‘» i

i enemy’ contyolled shexi to ﬁno!h(r erguy
controlled hex only if the gést tuation hex 't
aeeupied hya rrs:.[;nv FENTRENC HLngup}‘,

umlp ment unlis (nuu;m ninst reeejyve ve-
Z'F{‘ﬁ"' aremerts BEFORE andingg ardlicry tr ; o
! g etrategle movement. Gradpahoy e ¢ . . §
'f‘f"\ ve replacements after Huv p!m uum‘nl “ 'M' INIANlR o ,l‘ol“
47 dq dH it
unent_ . AR A

Atrfields winy onfy enter an enemy Z0C i

‘thes hex contairs a Iru.ndly emrenched

Eloupf st g Y
" 4 A

; P

Th(‘ cast for adding reploce me"nt pnintq ts
#g mr- same’ as the rost for butlding new
combat points {see 4 9). Aunit's experle m‘e
"will be reduced \\lncn rppl'\u‘mentq urf'

addr d [qec 82) - ve T OB L — COMBAT PHASE W"" {
‘ : : Conoe s D A maxtmum of two (rienidly grotips may bv : Tl TRy cedvy u *{',4‘ S )
ebmt!llery Bulld-upn : U stacked I A singlle: hex Tuc pteategie or ’

. l)urlnﬂ thc lu tl(nl F,XC( uHun i C()&\Ud[?&&.}f
P'hase the inoves/attacks previously platted. r
wll hn excuted vsing the lollnwlng nrquou(‘e' ;

I .!;}u&?

: ~tactieal thovément o g o0p Hay hevér enter
;&I rIr‘nle(mm)’ﬂ proups that poe b ulpl)H ;a hex occupted by two friésdly groups [ut ‘
¢TIy ot up thedr netthieny ~brenaih, Une ™7 gy type). During depot oy fail mavernent

“ HV’I‘UV'I"A( AN rontine fos the celecied < BYOUPK mNY posy thmn;rh i hf"( that o '
Soproun and preay (6) Lo add metitlery Thiny v tdns iwa ntlwi frietydly unfts but miny not ;\::::’[”I‘; :}; I(),rl;lf-‘:::::nnﬂn
artiliery polnts will he ndaded to the elected stop (nah overktacked ek, Grotipd miay not y "

Firat {laver Mavetent - ;'
[tral Rlayer Attnck Resolutio , '
515) Sectind Playér Maverntint 44 2
JG) Second Player Attack R(qnluttori% §*, & ,@{' 4
(7} First Plavet Mechanized Muvemm S S

granp (3f the artillery pocl contidie Tesy o
ae than 30 polnta then the remainder ot the | 5
~ o pool witl be added). A group me \v.u!(lmlllmy '

7 onlv once per turn. After adding artillery a "’,|"‘6 8 Fntrenchment

.group may not move or add replaceme nl Aftef all moves have bﬂ.n (-()rnp]e‘ed ‘the

chetieat mmqn oyemmgkcd l)(xmux

M

Y

o p : 215 (8) First Player Attack Resolution ' +%

| - lor the r: mainder of the turn, e ‘computer will attempt.to entrench albb (9) Second Player Mechanized Movernent,

| i, ~ " . 4.7 youreligible units. Oroups that used strate! [10) Second Pl .AyPrAttaLk Reqolution IR
, 8.8 Tactical Movement Plot: . v, glc or rail movement or plotted tacuca‘P ' g Caed Syt : 2

muvemcnt are not e]lglble to entrench

oy . e
.nlhere arc six Iev»ls of eutrcnohment (0-5)

I“mh elgible’ unjt has a 50% charice of-§ :
‘ achievmg its next hlgherlevu of entren h-

R
A

Tactical movement js plotted r'unng the =
Movement-Tactical Plot Phase and executed,
¢« during the Tactical Exeentlon-Combat Phase.
- Mechantzed gronips mayanove 2 hexes and
nlantry groups 1 hexperturantng tadtleal”
Lmovement. A tactical plot isastinple inetrae : )
ot 13 chaacters in leanth that deflnesa | ﬂroups m lcvcl 4 or4 t‘ntrcmhmf*nts riay
o Hroup'e movement duning the exeontion ol achieve ahigher level ITOUT OF SUPPLY,
Uophase, Nutnertcad chacters 16 are used | Groups with entrerithment, levels 0.2 may |
o plob movement ina pontfendn congpass. - ochieve a’higheér lrvcl reg‘trdlesn of thefr
 oertton{sec G2y The brfter 57 ot the end, mnpply sluu‘ ‘
oo Splotinstenele the mnup b iacko o b =2

e teddieationoad Mok b a0 ﬂﬂ l'lauinﬂMmmknl i
;s nctoded o the atdie of o movemeng

; Ko

hmlrm Alre oinbint m( I quppllm! énmnyalr\ ;
group within 2 hexes of the target hex will’
Auterceptthe bombtug groups (atruntis that
Lmbved may not intereept daring the stmw
petorn Honbing grotipa with a tyghtir éaenif's
WH BN ey ewey Lpania o1 110 81 cabal o 5%

‘ -andinfiiot highier josacs on the intere npuug "
plat then the rematnedor of the plor will be. ', Atrstrlkebare plotled dunngtthovmnent- ¢ (defending fightera. Afrstrikes witharange ©, %

“gnored (@ "5567 plot would be inferpreted mctlr‘alPlotPhasc and resolved during the “of 2 or less from’ their Home:base will
L0.A8 a "BSYThe detter "B at the end of a; " ’I‘wn(al Execution-Combat Phasc. Alr gronps 7 autématlmllv have a fighter ¢scort. Tnter.
' movement plot lustructs the group NOT o’ 4 that are IN-SUPPLY ahd did not move during 8 “reepting air groups thal had also plotted an ' i,
i move or attdck but only to fire an hrtlllcq ;the turi are ellglble to plot almmkes « ESCORTED airstrike on the same ttin will !{

R

“bowbardment. A 28 plnt weuld instruet”, “ng tat only ¥ of their at ft st th'
. . " For each’eligible friendl alr rou the - antereeptftonly s ol thelr alreralt strength
. the group to bombard the "“”“"‘-"{“ hex e .. comptiter’ wlﬁ display th)(,* mapgwlt?\ the < § Axisalrgroups will be TWICE aselfectiye as ,
northeast of the the flinggroup AT0" plot. cursor on the groiip's locatfon, By pressing - ©. Boviet alr groups.in alr to alr combat.’; i

}" mstructs thé group to do nothing (pause) ;, .
~ for one tactle :} mn!wn.ent e g.,,“.(,[ Sy the direetion keys 1-6 you may “fly” (e ! G F()Howlmf Alr to alr combat the hmnblngnm
‘ CPUrsor b A targef hex and then presa (1) ta : grnnp will sufter 1 to 8% “flak” lossca prior *,
1 Me chantzed groups may move twice (oie 4 ‘homb An efiemy city(to d(*mmyfu(‘hulcol OF g d 1o attacking the target, If the target s np #‘ ”
Phex per segment ser 700 during tactiend, e G to grounid aftack enemy grotip(s) in Hleea, Luemy ety then the bomber 5 witl aftempt & “
;, execution: Infaatty gronps may move oned s hex. For atmtrike pucposcs, Axts nfr gioups o destioy netodes. Tewill require 80 aneraft | mgm ,
o Non combat gronps may lmr move «hulng 4.} have a’ makimum tmnge of 4 hexés; Saviet “‘ potuts {6 have a 80% ctmnu'ofdcstrvylngl o
“actieal exceation, - b Ay gwupa haye fa. maximum | I'HW-{C OF i enemy factory, The MAXIMUM, number of |
““he xes, *, Wi o Bt Y actories that inay be deatroyéd ts equal to

I ' "‘
ot Wlun“‘ﬂvlnp‘ tMe chr%é to tlw "'"h“t hl*x. + BOMBING AIRCRAFT POINTS / 80, fractions
‘ “rounded up. It the target {s an enemy alr

S use the tiiost direct route possible. If you
- make a'mistake in moving the cursor then ‘group then the target air group will suffer
use the (I\lBORT kcy and start over. Yo i.approximately 1 atreraft point loss for every
X "10 bombing alrcraft points If the target is |

lf you dp not want aﬂ ‘air group to PIO( an ".an enemy combat group then approximately ™
" alr$trike then, pre; s (Q) and the progrim '} "1 fatigue point will be added and 1% strength
’wlll fnovb ta thé next point losses will be sufferéd by each'of the !
1 target group’'s component units for nvery 5
attacking alreraft pofnts,, Soviet bomberd #
L Willbeone- half as effective a8 Akis bambers
r{the cx'\mplcs gtvcn above are forycn_nan !
bombers). | AOA 1.

 poor wullher fherc' 18 a Cham; that';
overcast will obsciire the target and prevent,
‘“the, attack. Thnhan(col'overmat ror'Each i

.

- Ex mnplcq 0( legal mechanized group plt)lq
+ areas follows: (AL {I2S{C)134 (B GE )(H)H

"Examples of legl Infantty group plots are’ fz
i, as IO“OWS (G)4 (”]55 (D18.

.’

(ombatwlll occuyduring tactteal exuutlon
‘i:_" whenever a group atteinpts to move into a’
" hex occupied by an encmy group. For a
“group to attack an encimy group in an
;'_nrij:wc-nt hex to the northeast, movement -
plot (13) shown above could be uscd. If the

s defending unit 13 forced 1o ietreat during L .
‘combat, the "8 at the end of the plot would = Ml ;fmupa on th(‘ miip hmc n 7““’ nf

;_ I instime tthcnmu Klugpronp NO ) alvande - ;,‘::L‘;’(;‘lc(g(;((i} lfgsyh‘?,?é;p p':C,’ju l,a a (Au
v ‘nto the vacated hex Inexample (D) shown - ¢ PP A S

. bove, the "S”™ at the end of the plot applies”’ /()(4 havé no cﬂ'ect or tactlcnl movem(-nt
'y to combat that necura during the se: ¥ Durlng strategld movement combat grovps
: 4 tactfeal move, Enemy Z00Ca have ne must 510[; when entering an enemny ZOC;
. efiect op tactical mmcnwnl LR ! Ldmbai gmups oy ‘retrent. into én en;my :

S |r ¢ 1N ¥

. ‘.',',,-..,

YR Ade

b i »ﬁ,’f!vmww&#fﬁﬁ«r, '

oy

e+ s R g R B st -
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oy ?V"’T‘""%!"‘“{“’f"'ﬁ'b"fﬁ"’i?" ’r.rw‘,,.' IR H o . EREEN

Poorweathor it aleo pediee the el oftve-
spres of afr attacks an fallnwe, COLD 50%,
VERY COLD 67%, RAIN-75% :

O o

7.2 Firat Player Detecminatis:

TY e b e cutingg the toetizal smovenent
) the computer will determine which
;7 will be the first plaver (or the current

tbirne In the carly years of the war (41 42)
during elear weather the Axt= playver will be
the hst Player 90-95% of the thme. Duting

“the dater yeara of the war (13-4.4) orduring

petnds of COLD, VERY COLD ¢r RAIN the
- Seviet s chance ot hecoming the First Player
will increase,
7.3 Tactical Movement: )
AN combnt groupa that plotted (o ttend

movement with exceuts thebe goves tny (e

kegqueneeallowan In 7.0 1 the At tsthe frsd
Splaver then Axta dnfautty provma wondd
move dba b Gepforend (3 Anc Adr e hiam,
CAred ronp that plotted teetienl poyve "2140
wonld move in dteection 2 duaring sedinent
Y and move in direetton 3 during s giment
{7) :

Puring tactieal movement 1The computer
will move combat groups sequentially, in

group number order,

Combat L',r(mpé that are nnable to ex~cute

thefr moves due o overstack 478 l“(‘f{?ll.

terrein will have the remainder of ¢ heirplot,
canceled. 00 o ,

7.4 Combat;

Combat groups that aitempt to niove Into
A cney ocenmed Bex during tactteat
movencrt will not pose bt wd 't vk e
cremyeroupls i thathevdenineg the Althck
1 nHon Segment. oo than ope
ft,
e nrerpbeod e sl e srie nhaves
mesit Legment then thoss neanpawill com
bine thetr combal strengtha 1n an attack.

TACEER siroup pumber order.

7.5 Bombardwents: . |,

Frior to assaulting an enemy o« cupitrd hex,’

the attacking groups will combine their:
artillery strengths and bombard the cnemy

ndd tte INTRINSIC ARVILUERY stiength (o, ,'

the bombardment, A windt's ot loste art )
lery 18 cound to 1730 of tts ALMUSTED cong
bat sirength, ¢ ‘

The elteets of nittilery bombatdments are K

ldentienl to the eftecty of prongd Luppoert

Alrstitkes. Eachartilery pomt isequivalent - 7.8 Attacker A_dv’an'c ‘ “elear s 55 s ?(I)IG}J“E
to /a3 of 4 German abicruft point, | Seel D R T L ‘ B oy, A A T 5
o : ) ) s oa o In combal sjtuations where the defender 1s &4 &' 5.
7.6 Combat Odds - " . i forced to rétreat theattacking groupts) may ¢ mi
S o ' N . ¢ v advaneainto the vacated hex, Each altack. ¢ S - _,'l
Fhe resnlt of each attack ts dependent on ¥, /ing mechanizéd grotip hds a 90% chance of | 025 .
the combat odds calculated by the com- ©advancing Intgayacated hex. Each Infantry B 25 ;
puter. Combat odds are determined by * o group has only a' 30% charice '()fl]dvarlcl[]é"‘ : _j‘mpéfya's;at‘)lgﬂ_
comparing the Adjusted Combat Strenyith - Attacker groups that plotted dn “S” at the * 0 S "'{,i" iy
ACS) of the attacker (o the ACS of the 7 eng of their tactical move will iever advance | ' e e

lefender. The basic ACS of A combat u
“alculated as follows: :

“ YSTRENGTH X EXUERIENCE > 1
0 (100 ~ FATIGUEY/ 10000, ., [

e 3

X

may be Turther modified hy' the
{ace 8.4)

flecty 6f terratil (mee 8.3), weather
ind cngrcn,chmepl;s {see 7.9);

o

A

.

3

W P O gl

THrodp abtempta bo enteg thes g

Atiacka wie resolved sequontially, jin ALY

group(s}in the target hex Inaddition to lhe;'f v 0PNy Y
arttllery points In the attackhog frronpsa,

cach unit within the attacking gronups will.,”

nitis . -

Figats ed el

A T A TN v, A

s STy e S j‘“ 3 RES -
LA v N A { : o
< Mechanlzed groups have their combnt

strengths multiplied by 1.6 when attacking '

“ounity defending in clear (or ratl) termin,

CSoviet mechanized groups will not recelvey

,this bonus until October 1912, ¢

" “T'he presence of enbmy mechantzed groups”
‘o dn the defender's hex wlll}\rr,‘ducc the multl- -
ple for the attacker's mechantzed group(s), .

. The percentage of reduction is equal to the

defender mechanized group strenglh divided -

by the total defense strength, -

Mechanized groups will _not have thetr

strengthsenhanced when ajtackingduring
RAIN weathér, Axis Mechanized groups wit]

not have thelr conbat ftrengths enhnneed
LI} weather -

when attacking tn VERY COl
betore 1943, 0 v o

’

A

7.7 Defendes Retreats :
Liated below are thie Hefeiter

al the vml«inm emnbiit oddal FHIE
. P R L T'1 R 3
T S T P

. Defender grotips may not retréat into a hex

contalning 2 ftriendly ‘groups. Defendet ©
grouips may not retreat tnto an enemy 20C

unless an entrenched friendly group occu-

. piesthe hex. Defender groups will surrender
. i .

If o lesnl retreat hex s not avaflable. The -
HI be determined hy-

direetion of tetreat w
the compuater,

Alr proups foreed to retreat ntier combnt
Wil be destroyed frmteacs, Deatroved atr

7 destruction (with zoro alteraft).- o o

.('-l'ul\pﬂ (ic'fcnding na ffﬁ;tlﬂcd ety will-

NEVFER retreat. Defending groups that have - -

survivingentrenchments AFTER the attack
will NEVER retreat. The percentage of de
. fender entrenchmentsdestroyed s as follows:

21 orleas

SR,
- 55 TR
H“ sl

" more thad'g

. DUWN,

* maindet of thefr factica '
A R L

i
10

Syt
N g

ot will retuen 50% o) thiel niretatt to
Abepreiniorenient poal, Destyoyed aly groups 7
. will be retumed to play bn @ friendly depot .,
- entry hex one ot two, turns’ followiug thelr”

after combat, Attacker groups that fafl tq |
S ddvance after combit will cancel the re-

o . JERE S IR . .
- A T ,\.,;' Fon st
» . Lrenchment level provides a multiple to a R
defender's ACS (i e.adefender with entrench- 7y Y
o oment 6§ will bave his ACS doubled). The " 4
" effects of ench level of entrenchment areasy RET
B follows: 4 i, e, s gy T RRRDS -
G U DEMENSE, b 0
. LEVEL , DOMBARDMENT. MULTIPLE ™
N Lo ’v 100%, * 7"':.‘( 5
PR g0y
o80% ¢
T 70%
T 60%

rE

- 7.10 Combet Cosusltles: SR

',.'Ll.qtcrl’ below nre the AVERAGE casualty
wreetitigles ting will occur at varlous com

f,'l,ﬂl(’d'lﬁvﬂ e - :"‘ SN
AFTACIER © DEFENDER
COBO% D 4%

20% e e

b 1o 2%t
2 5% v A%
2% L 10%
1% o0 v 207,
5% 7 ©T40%

; P ) . HER
The strength point lossces indicated ahove :
“wonld be Inaddition to the losses caused by
i~ prior afrsirikes or bombardments, Tha ats .+,
¢ tacker casualties will increaseé by 10% for' >,
"t each levél of entrenchment of the detending %ot

‘group. Thusa2-1 atiack agalnst a defender y
Lowith level B ‘entrenchments would cauge )’
C7.5% cacualtles on the attacking torer, N*I*\ .

tacker Joraes will never exceed BO%,. o "
. ..

In cambat stivintions where the defender
COACS Py Teas than or coel to ONE, (h(;‘,{'r Tl
Atacker canitHes will he QU (the telen L
Cbve e fann adidledds o shottered combygt gt
JBroups would be peghigible) o v o e

[ P

. < 5,

" 8.0 GENERAL UPERAT:

‘8.1 Fatigue:

. . [
. ,Combat units gain fatigue whenecver they.
‘are moved: or are involved In combat. A"
fraction of a unit’s fatigue will e removed Ry
iigach turn that the unitts placed in supply, '
i he amowtt of fatigue gatned through
4 ‘mayvement (tncluding 1 etreats and arlvances]
~untes with the type of terratu entered dnd
Ahe type of weather, The normal fatigue
potnta galned’ for entering ench type’ of
terrain are listed below (SM-sstr;\tcglq,gf'.
movemaent, TM « tactlcal movement): o3 - 5%

S

4
oy
A

TERRAIN., . $M-FATIGUE . T™MF

g ’ ot ., EREA "",' :
Mccl'mnlzcd groups using: ta¢tjcal move-
ment to enter clear city of ratl terrain
during clear or cold weathey will syfferpnly.
ot

hal( of the normal fatigué. | 7 o
ie
Groups tsing strategic movemnent across a

ryerwhile leaving dn enemy ZOC witl gatr
fiian additional 20 fatigiie. pointa, Groupe:i¥;
i 3 g

ross a rivet M‘lq: o




i & ’
ff’ﬁ-ifn“i’b u]‘Jﬁum" r 'w'guow;)lmmi ”73)("”‘ "’3/\'4

Jshave no effect). Unlt( never gt {atigae
“when using Rail Movement “tie normal
fatigue costs may be multipled durng.
adverse weather conditions as follows: |

CLEAR >
LR QoL X2 .
VERY COLLYy 713 K
RAIN x4 ,
CVERY COLD x5

{Axis 1941)

.

Whenever combat ocenrs, all of the mntts
Cnvolved will suffer 8-12 fattiue potnts.
© During cold, very cold or 1ain weather the

atior k' r fatipue penaliy witl he DOUBLED.

Hndte foreed ta cetreat witlh <uffer 10-80

additgonal fatigae polnta sarving with the

weatherand the expertence ol theretreating
rmnits

Fatigiee will never ¢zecc VOhik, Undte withy
a5y, [atigue will sutler 25% otrenpth loss
"y each ttime addittonal {atpue is added. A
combat group that confains one or more
Sunits with 95% fatyue may NOT move. At
the end of each turm units will have their

fatipne reduced by 1% Untrs whose tatigae

exeeeds 4% dune to taotien] movement or
tetreadng witl not have thetr it guc reduced
ou the SAME turn. :

”

-

- 8.2 Experienves

Aunttaexperdence rellectafts elfeetivenens

nap eambnt force, A vt s experience with .

Cnerense enchitme e patietpites iu conthid,

Aunit's expertence witl deeges

“that unlt recetves replacemoents

CMECH unlis, Axta elife S5 untis and all

Gierrer upttn dipn e 100140 e dl) sulfer

Cam expertenee reduction e nther unlis
e andding teplins e s,

Soviet

Qe e ab panc Dy to ol netee sl By
venee bean than G0 will Love thetr
expertence ncrensed by
playving levels 3 or 4, the Soviet RIVEE and
JCAV it have a 75 % chanee of padningex.

pericnee, the Soviet TANK and MIe lHuntts

have a 56% chance of gidntog experience).

7. 8.3 Terrain E{fects on Comhat:

In calenlating comhad odds the attacker

~ocombat atrevgth nay be udm ~1 by the

type of tenadn in the dorondes s hex Ldsted

below are the eflects of cach type nflmuln
Con (h( attacker streugth:

l)l I'th)l RTIERRAIN ATTAUKER

'
.

, clear )
'v'vn : ' ol 1
' T ety N
“fortitled ¢ 1Y > V2
torest N |
swarp X Vi
Lo monrntiin ¥ LY
_ o+ - across river hexslde M
“ L in oaddition to the above Hsted eftects an

attacker gronp's strength is baived when |

" attacking ont of a swnp ora fortified city.
Terrain effects on combat are cumualative: a
group attacking out of v swinp, across g

“itver and into A moun(ain hex would have

ts strength dlvldrd by 12 (Y2 x Vi X 1A).

4 Weather:

T-e weather 18 adjusted at the end of each

L3
P .

1. Listed belowate the weather probabil- ©

S, 1wac8 for eachh month ot the yearn,
. : oy R

JAPR COLD 20% RAIN 80% , try reinforcement pomt-;
' MAY CLEAR 30% RAIN 70% tae
" JUN CLEAR 72% RAIN 28%.;" - JUN 1941 JU“ 19417 X333
JUL CLEAR 100%. - ‘f.“ s AUG 1941- DEC 1942 ,x 0 83)
AUG CLEAR100% 9 ‘ ;<Q-67

S NOV

O 7% VERYEOLD 209, RAIN 5% 1 Hovict futantry teinfoscoments “will sviuy g,
" COLIY 75% VERY COLD 20% ‘RAIN 5%..% / “according to the month and year, Listed
below are the modifiérs for the bovleﬂufan

CFER
MAR COLD 47% VERY COLD; 10% RA!N 43%

SEP CLEAR100% , :
OCT COLD 20% RAIN 80% - """

COLD 75% VERY COLIY 20%' RAIN é% 4
coLb 76% VERY COLD 20% RAIN 5%,

v

St'\rnnp in Oolobcr 1941 Hne ':mvirt plav er .
~will recetve “lend leaae” shipments, Lend 'y
v lease shipments may be received in NORTH,
SOUTH or EAST Russin Lend lease ship
' ments will consist of vehicle and atreraft’
;- puinta Lend lease shipments will start out” »
Conain- types of ‘weather will affect 1he’ ,',mn.»ll but will tnerease each year Lend ™
plaver's alillity to attanck, or supply Hulr" slenae r‘h!pnunl-ath'\Lmr!mhmnN\«-N()RI'H .
forees. Duting perfods of RAWN allunits will 5wl be twlce fs large og thmw rcm‘l\ed fmm -
hiwve thetr attock atrength halved and Axid - ~the other ateas. - . Cn e At
asupply will be reduced (see 5.2). RAIN re-< | \
dul(-i-s}all strategle and tactical movement ;- The computerwill randomly sclect Hwnr(‘a
rites to ONE HEX per turn, In 1941 VERY of artival for each lend lease shipment.” :
COLD weather will cause Axis supply to be v Listed below are the clmm cs of arrivdl tur S

DEC

_From 1 l)c(cmhey 1911 to ?8 Fcbruary
1942 the chance [or VF[LY COLD We'l[h(‘l
wlll be 8()% e it

e cach Hme

5opodnta twhen

il n!,“ '

e Fx(onsnm tl(ulpnlma w1 new factoty
(255 maximum (o eIty © o4

reduced (see 5.2). During 1941 and 42, \ el " :

"VERY COLLY ‘weather will cause S()vlet" ) o

‘attacks to be DOUBLED and Axis at{acks NOR’“ 50% SOUTH 25% MST%%_»‘;; :
i BN Y

will be QUARTERED. | ;. R

‘

Duaring COLD or VE RY chL I) wmthu all
rivers and swamps will be frozen. Frozen

rivers will have no effect on movement or i
combat, Frozen &!Wdlllp“«l wlll bc tualed as -

, forest hvxcs

8 5 Pmdu&.uons

" At thie end of €ach turn each play<r “lll h

reeclve fufantry, vehitelé, attillery, atreraft,

Canpply nnd new thetoty polats Bied 1pont

theynuhey of the vitlons typesof Inetortes

comtiofled by the playets, The Htat helow

rhiones (e nianber of InGtories wf]uln'(l !u
'HHM wu‘h lvlm hl Umm Lo »
6 vehicle ﬁwturlcq - 10 w-hl( le polnts

il 12680 midmam o pool) |

)0 airuart lactorles «= 1 alfcraft potnt -

C 4742565 maxtmum in
¢ 77 L reinforcement pool) |

1 supply ccnfcr = | supply polnt
" {250 maxtmam In ponn

m popuiation p()llﬂ‘i 10 fnfantry polnts
e 2000 maxtimun in poul)

'

. 10 h( vy lnduslry & 1 constructton pnmt
(2565 maxtmum n puull i

fof eacl type of faciory)
PN PR

Iiull(lln;‘{ factortes I8 a two-siep process, )
Flist heavy industry will build construction
potuts, Construction points will be accu-.

mulated. by the computer but will not be
displayed to the players. Next construction
potnts will be converted to new [actortes in
the factory pool {see 4.8). The maximum,

number of new factories that witl be bullt in
one turn s equal to CONSTRUCTION POINTS -

/ 20, fractions rounded down. [)Mnmntl(’d
factories wilt be converled back fnto cou
struction points (1 dismantled taumyvon
verts to 5 wmtmctton polints). :

In 1943 there lqa’l()% chance that the A\l-; ”

player will recetve no production. In 1944

there 18 & 50% chance that the Axlq player

will mcelve no productton

7o menta schednled to arrtve In the NORFH

" will be canceled if Murmansk s Axls eon-,
4 trolled. Shipments scheduled to arrlve "

5 he subijeet to reduction by Axts bhombingg,
i Yupphied Axin alt grovps within 2 hexes of

3 10 dend tease velilele poinis There faa 60% *
', chance that the Axls atreraft will fadl to

10 ntulluy fuc!orlm ~'10 umllmv points o
i : JRSH0 maxiimun in pooh ..‘

.+ Soviet player unless Murmanskls connec ted

“1i Archangel 18 taken by the Axis player, all

“ attacks will tnerease.

Sh(pment's ﬂchbduled to arrive in the L
NORITI will be canceled 1f both Murmansk "
and Archangel are Axis controlled. Ship-

during the months OCTOBER thru APRIL -

the SOUTH will bc cane clcd it Haku s Axig -
'umlmllml R R "y

‘ihlpmems that arrive from the N()l\ H WIII

Cthe NORTE edpe ol the pap will attaek lend
Aenme eonvoys (et aree I that arey, Faely
aberadt pon e omhingd sl group has e

a b ehinnes ol "B the mapvoy, Faeh e
hlt willdestiay Tlend ferse aneras poing or

nmu k the couvoy due to poor wc'l(hcr. ’_?.

Shipments that arrive between OC TOBER
»and APRIL {winter) may not be used by the

“to Archange) by an unbroken (must be free
~of Axis units or zones of coutrol) rafl Hneéy 74
This tatl Hue must pass through the hex'
cactthiwest of Avchangel I this ratl line 18
" broken then the winter shipments will
accnmnmudate at Murtuan sk tnttl the raill s
rebulit or unti! the énd of winter (May), I

X

lend lease shipments will accumulate i £
‘Murmansk until Arclmn;,el is 10Captur€d
l)y the bovlct pl.lyer ; :

8.7 Partisans: o  ;1*
Starting in 1942 Axis ol lln(s will be L

subject Lo partisan attacks, With cach %
. passing year the frequency of pattisan.
Partisan attacks will -
"only destroy Axts radt hexes bulltin Rusgsta!
Partisan atiacks will never ocour in an Ax1s ; i
unit's ZOC. The Axis player may reduce the
freqitency of partisan attucks by 20% lor[\
“ every 150 pointsinaintadned in the infantry
pool (dctmg, as acr-unly );orreq) s

8 8 Capturing Cltlal' o

e ,
"« Friendly groups may never use. strathlo'é
'movement, to .enter, an nemy contm}lcd;




Ty, Frlendly moups that factcal movkor v 8,13 Axla Unlt Debignauopu ’ 9 2 Victory Lavehn Ay i
adtvaurce alter comt:ad frifo an cnemy cone: &% ' ' : i
l’;nH‘cl:lm(‘l?y ol ’:';‘lm:n-:'-'n',‘o z»;ty. l('f.{lx;t:u-v‘d © InJanuary 1943 all Axis MOT untts witl be , ‘Subtract the Axta Vic to'Y “0“““ fmm the .. i
cltiers will have their P“i‘nl:\tiﬂn reduced to changed to PZG units and have the]rma_\!- f © Seviet Victory Points and compare the re- v 'y
sero and all factorirs exe ept the Simply mum strength increased from 100 to 130. % ‘sylisto the following mble todeterminc the

]

) - 7. 78S MOT units will be changed to SS PZG ot victo level: . S .
e destrayed. Eac : s - ‘ Ty : . i
R l:i( rp‘;/m he (); Hrég‘; d,f“‘) :; 'th:l()t:;s"\izll? 'md the elite SS units wiil have thelr maxl- . ‘ )
y aptured/recaplu LS stpply mum etreugth mcreascd to 200‘, R ‘, 1000 and up ‘30\1&% Dcclslve Vlctory

4. = halved. | f ' R 50040 999  Soviet Substantive Victoly

' 100 to 499  Boviet Marglnal Vlctq}'y v
“‘»()9 to 99 * Draw
;=499 to ~100 Axis Maxglnﬂl wvtorsr
¢ 899 ta - 500 Axis Substantive Victory:
«'f~1000 or leqq Axlq Dcclalvc Vlctoxy .

v

8.9 Automatic Ending: N "’ 5"

SThe game will end automatieally f ”l(‘ iy
Soviet plaver controls Rigra, Brest and elther * . Whon plnymg at unlitdlrf levels 1 or 2. thé’ )
Konigsberg or Buchatest. The pame willend ‘%nvicl player will recelve Stberian retnforee-,
aautomatically if the Axis plaver controls . - ment unils. The Soviet player will recetve i
Moscow, Gorktand Kuyinshev and the Axis  one cambat’ group (conlnintug 6 fulj -
pln‘v(,‘;' wm h:- nwatded a dectnfve vietory, e mtre nth conpd with expuricriee leveta of /())
\ . P per turi, The Sibetlan reinforcements will:
o . ' , cu b always artive fu Kuaybyshev. The relnforce-
vy, B 10 Artillery: - G R mentswill noturnvg]ll(l)mtythhev 19 Axis’
Anmm iy be added to combat muu;m n't ‘ “, fvngc‘l’{ed (2) Kug(z};y:»}hgv alr‘e‘u(‘lv(onta‘inn
S a rate of 30 potuts per tnen. Groups witfeo | lwoSovietgraupn, z maxinylim niunber, \ R ) .
'\ wtore than 210 nrthlewy potntamay notadg ™ 5 of Co"‘hh‘grohpﬂof mltsarcnlrmdy fn play.. ;ltil“r’tﬁ:;:lrhfx"](‘(:i ;T"xeb;s1}3;‘;2381“:&,?1[::;"

aprtiileny. Al nrtitiery potnta sae avdlomaty .+ When plavmg soltfatre level 2 the Sibertan ¥ v 1s decreased the Soviet forces will recelve .

T eally reurnedto the arttitery poolwhenever i rrlnforc(‘mentswﬂlan‘lvcfromdunc through 1 = more relnforcements and will be allowed to
i a group moves or advances atter combat. A 7 :

o5 h December 1942, When p]dvingqolltalrelevel ' gain experfence and entrench .FASTER.
proup permancntly constunes 25% of its _ 1 the Siberian reinforcements will drrive Also, as the level ntmber {s decieased the
artillery points each time {t {ives a hombard- fromJunelSMZ thr ugh lheend ofthowar. i Soviet forees will attack more effecttvely

“ment. Artillery points may be ri‘ stroved - " .durtng VERY COLD weather before 1943, "
‘when a group 19 bombarded of ground © i When playing solitatre ;C\elq 1 and 2. the.
attncked by the enemy. Ifagroup 19 foreed 7 .0 VICTORY COfiDlTIONS playing ‘

« - toretreatafter conibat the udllul ltq.xrtlllcly : ; Soviet plaver will receive the Siberfan retn,

K,,

; thn plmlng sohmhc ;mmcq the mmputen

wlll commansl the Soviet forees. There are 4
oévels of solllaire dittlculty, The level of
ety . determined when starting o :

()

. ) | Atiheend bF thé gamevidory pomts willbé: . " forcements (see 8,14). When playing at solfs.
PO‘““ are d“f“"’“" , too el caleuwlated dnd the level of victory will be. ) < talre levels 1 or 2, the German unitg may
[ Co i S5 ¥ determined hy comparing th(. scorcq o[lhe L Move a maximum of TWO tums while *out
" 8 11 Soviet Reucz'vc.ﬂ' k o LU we playem. I 3 - Ciof supply” aud then may move no further’
' ’ ’ PR S ) ',:’ v untl piaced “fn supply” (the computer wiil g
o Indune aad Joly of 1941 {he Savietswill 0.1 VIctory Polnta 5 v ot inform yourof this, it will just keep your i+ :# "
recetve 4 Hopes theit nonpa! ntantey 1ein- ‘ , ) 225ttt oo moving). These leveln may be mcd RN
O dorcemeut polnta thist s epicca the actt :j 12!? 1’;}:;’?(1‘;)’\”;:([)}?::1‘2:tc;olu‘ll)‘ofl(r,)? n‘:):l)liplf:l’; oo handicap o two plaver game if dealred -3
sovatio t S e 1 v parly o v O ; . s ! s
Hc'r';(: (:;fmlcuw:l:vht te ux‘( n the “_fy. ©+eente(potnis are not recelved for the Urala | Lu«l 3 ls coneldcr' d the hmmu;ur Ievql o
T R A S ;;\ Lor (mmny) nnd 20 points for r(:( h'done, ’ {‘“ In pomthlr. tn mnn hogho i m;umlu" f‘;
! - - e gt Ctroled ety Lhe Axda player seoreaty );mluw e, snve 1 ond tien Testark 1 s a tsen . o0
A Roviet Guagday Nt iwn o "“‘““""“““"““'VM“"“““F‘ hniney Player gnme Jo do fhis aet the mali e

J104, Victoty polnts are DOUBLED whcu
Al theend ofauy turndh wlm hnq()vlvl untt. plﬂylng thc nlmrt a(cmltiu& TR ;:;‘ !

# 1o two-player ntode hetore I lnudmg lhe
A !
~hie both a strength preater ton 40 and ‘n

W mv(d game datn, ot

ot

Lo

Cexpetience greater than B0 then that aolf - ”‘“‘“““P polntqmcnwnrm """""V‘\r’f’u‘ ’ lt {8 possthle to mave 8 t\m player g unmmd
vill be tennmbered aed denfpnnted as a . Seenarios to pm"ld“ play balancer 5 iegtar 1 ns a solitatre grnme. This should -
ganrds” ot Guacds unite are alltowed a Barharosa (qhort) , Axia +300 i; only be done exp:erimentally as the compu-
higher maxbmum strength than normal . Case Blue (short) QUvivt +150 i termay be confused by manyhumandt:Vl%d

~units of the same ype. ) h All long sccnanos : " quiet‘- +‘150"” dcploymcnts :

Gmnb !)( m;,n G
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. TERRAIN - B8M-FAUIGUR"  TM- FA’I IGUE
“dear - S T S Yo I
voelty S . 5 1007
reat T ] o 10 4
Croil : ) o 10
swamp S 25 50 .
mountain 25 50 ‘
sca impassable finpassable

* SMe stralegle movement ‘
¢ IM = faciical movement

. JAN 'COLD 76% - VERY COLD 20% . RAIN 5% B
3':,( FEB COLD 75% VERY COLD 20%  RAIN 5% .
i MAR.COLD.47% VERY COLD 10% RAIN 43%
L APR COLD 20%  RAIN 80'%
. MAY CLEAR 30% RAIN 70%
. JUN CLEAR72% RAIN 28% @ "
© JUL 'CLEAR 100% e
" AUG CLEAR 100% “,;-’ T
"' BFP . CLEAR 100% . ‘5
- OCT Cou) 20%! RAIN 8()% '

VALAATEYPS U Pa{VORETRACAR O
RIOVERY USRI A AM‘\AJL LG8 Iﬁ ‘
CLEAR x1 ' v
COLD X2
VERY COLD X3 SR
RAIN ! o

VERY COLD
{Axis 1941) <5

COrirAaL IF‘;.«?UMN l'rm“«crs

“across river hexside » XY .,

DEFENDER ltle?A.lN Al FACI(FR ot ’
clear L : x1 .
ratl <1 Lot
fy ' v LR
Cooauritfied by x4
+ foreat ' ' > 1
Awamp X Vs
mountain X Va
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PRODUC rION CHARI‘

Cm vehlclc Iactorles = .10 vehicle polnts
AN (2550 maximum in pool}

10 artlllery hctorles = 10 artillery points .
(2550 maxhum {n pool)
b 20 alrrralt fuclmim = 1 alreraft point
Tl Y LB mastmum in
teinlorecmnent pooly |
R ‘1 supply u,ntu = | supply point
: (285 muxlmum (n pool}
10 populatlon polnls - 10 infantry polnts
S RBNO miaximim i pool) |
I hmwyhuluﬁl;y = | enpsitucllan pu!m T
: ' . 5 (265 maxhaum th pool) . -
5 construction polnta =1 new factory
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