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2 Roads to Leningrad

1.0 |ntrOdUCti0n « two Soviet Set Up cards

The Situation: During the summer of 1941, the world Watched: one tllxl?dPljaé/far Aid Card

as the forces of the German Army Group North advanced rap-One en-sided die

idly toward the city of Leningrad. The second largest city in th.1 The Game Maps

Soviet Union, and the birthplace of the Communist revolutionThe two maps portray portions of the Soviet Union south of
Leningrad was a key objective for the Germans. To many duringeningrad, where the battles took place. Each hex on the map
the months of July and August the fall of Leningrad to the Gefrepresents about 2.0 km (1.2 miles) of real terrain.

mans seemed inevitable. . .
2.2 The Playing Pieces

But Leningrad was a long way from the German border, and th21 There are six types of playing pieces:

closer the Germans got to it, the more difficulties they encoun;  ~ombat Units. All combat units have an Attack/Support
tergd with _terrainl, their own Iel_wgthening SUDPIY lines, and St_iff'Strength, Defense Strength, and Movement Allowance at the
ening Soviet resistance. In mid-July, approximately 100 m'leﬁottom of each counter (see the How to Read the Units section).

south of Leningrad at the town of Soltsy, a surprisingly Stron@]‘hough the Attack/Support Strength may be zero on one or both
Soviet force of about six divisions struck. The German armoregides the Defense Strength will always be at least one

spearhead was pushed back, and it suffered significant losses, ) ] .

but perhaps more importantly, the attack caused the GermansinNon-Combat Units.Bridge units and Leaders are non-com-
this sector to halt for three crucial weeks before resuming theffat units.

drive on Leningrad. NOTE: Combat, Bridge, and Leader units are also collectively

] ] known as ground units.
In August the Soviets launched another counteroffensive, this

time with ten divisions, against the German flank south of Staray% Air units. These are any pieces with an aircraft silhouette.
Russa (approximately 45 miles east of Soltsy, and 125 milgk Activation markers (AM) are any pieces with a flag symbol.
south-southeast of Leningrad). Just as the German offensiJé&ese are not placed on the map, but are used to determine which
against Leningrad renewed, the Germans had to divert impdrormations are active [4.3].

tant reserves to deal with yet another Soviet threat. Again, the Force Markers.Each side has several Force markers to use
diversion of forces slowed the German advance on Leningrags placeholders for large stacks on the map [3.34].

By the time the Germans did reach the vicinity of Leningrad, th
defenses immediately outside the city were much stronger, a
the Germans were never to break into the city itself.

£ layer Aid Markers. All remaining pieces are player aid mark-
'&s used to assist game play.

2.22 Unit Type (Combat Units).Each Unit Type or Size Box
#%olored to distinguish units controlled by each HQ, as well as
those not controlled by any HQ. This color scheme affects play
Roads to Leningrads an operational-level game of the wwil [4.3,5.2,7.21, 7.3, 12.13b and ¢, 15.13]. The background color
battles near the towns of Soltsy and Staraya Russa that took pl&geeach unit distinguishes its nationality.

in July and August 1941. The game is intended for two [Iayer§
One [layer controls the German forces, and his opponent con-

The battles of Soltsy and Staraya Russa, though small by E
Front standards, may well have saved Leningrad.

23Unit Type (air units). Denotes the function of the air unit.

trols the Soviet forces. The [layers maneuver their units acrogéOde éAir Ur:;t:ypek
the map and conduct combat according to the rules of play. B B(r)(:rl:tr;er ttac

Object of the Game:Several scenarios are provided, showing . .

historical engagements where one or both sides were attacki ?4Thert_e should be enough markers provm!ed with the game.

In each scenario, players win by capturing and holding variod ?“ any time you need more, _make some with blank counters.

objectives, and by destroying critical enemy armor, artillery anéfv'th the exception _Of Strongp_omt _mgrkers, the number of mark-

headquarter units. These objectives are worth Victory Points t6!S does not constitute a design limit.

wards the victory conditions of that scenario. Level of victory i 3 Charts and Tables

determined by the number of points earned [see Scenario ViRoads to Leningrathcludes Set Up Cards and various Charts

tory Point Schedule Player aid card] and Tables to help players set up the game, keep track of rein-
forcements, and resolve movement and combat functions. Place
these to the side of the map for easy reference.

2.0 Game Equipment 2 4 The Die
EachRoads to Leningradame includes: 2.41The game uses a ten-sided die. The number “0” is read as
« One 22x34 inch front and back printed map ten (10), not zero (0).

» 528 die-cut counters

* one Rule Book

* one Scenario Book

« two German Set Up cards

2.42To perform many game functions, you will roll one die to
determine a result. Often you will modify the actual die roll re-
sult by plus (+) or minus (-) amounts. These are called Die Roll
Modifiers (DRMS).
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Roads to Leningrad

3

How to Read the Units

Non-Artillery
Mechanized Infantry
Unit . Unit
Unit _[" nt Formation - e
Designation 3 *T-— Efficiency 3 @T\—Unlt Size
Stacking”| Rating _Unit Type
Value ,a'i?'H\ 4-3-4 I"ox
Attack Defense Movement
Strength Strength  Allowance
(within a red box)
Artillery
Unfired Fired
Side Side
No ZzOC
Range—| 5% T~ Band [ "
2[- s 25
6=1-4 0-1-4
Z AN
/
Support Movement
Strength Allowance
(within an orange circle)
Note: Only Artillery Units have Range circles.
HQ
Undepleted Depleted
Side Side
Formation{— 7 0 /C(;)m_mtand 70
¢ - oints .
‘ 5\\ Efficiency
0-1-5 | “Roing. | 0-1-5
Leader Units
Manstein \oroshilov
_]1_No zOC =
Stacking ‘E[ Band
value | AN Command 0 H 0
0-0-11 | points 0-0-]
Activation Markers
Formation
B’ I.D. it Formation
Combination I.D.
1 — [ Value — [
Air Units
Aircraft i
Type ™ A+ Ground |# [ Bomber
T Attack -?- Type
CAS_ Lg 4 Type 1 B +— Efficiency
Rating Rating

Explanation of Unit Values

Attack Strength: is the strength a non-artillery Combat Unit col-

tributes when attacking. A red number means the unit is arm

Command Point: a DRM equal to the number of points avai
able to be applied to Coordination Checks for: Reaction Mo,

or.

Ve-

ment, No Retreat, and Declared Combat Coordination (artillg¢ry,

CAS, or Combat unit).

Defense Strengthis the strength a Combat Unit (except for su
porting artillery) contributes when occupying a defender hex
red number means the unit possesses 88mm guns. When g
more of these units occupies a Defender Hex in a Declared O
bat, the shaded box results on the CRT that mandate attg
armor loss apply [11.12].

Efficiency Rating (ER): A number quantifying a unit's relative
ability to perform well in combat. The higher the number, t
better the unit, and the greater the chance it will either under
combat actions or perform at peak efficiency.

Movement Allowance (MA): is the max number of clear terrai
hexes a unit can enter in Dry weather during the Movement PH

No ZOC Band: denotes the unit does not exert a zone of con
(ZOC) into any adjacent hex.

Orange Circle: denotes units that pay motorized terrain cos
but do not conduct Reaction Movement, Combat Refusal or O
runs, and cannot advance after combat.

Range:is the maximum number of hexes an artillery unit can
from a Defender Hex and still provide support. When counti
do not count the artillery unit hex, but do count the Defen
Hex.

Red Box: denotes the unit pays motorized terrain costs, and

p-

A
ne or
om-
icker

he
ake

L
ase.

rol

ts,
ver-

be

9,
ler

has

the ability to conduct Reaction Movement, Combat Refusal, and

Overruns.

Stacking Value:is the amount of space a ground unit occup
in a hex. For both sides, 9 stacking points is the maximum
lowed in any hex at the end of a movement phase or retreat|

Support Strength: is the strength a qualifying artillery unit con
tributes to a declared combat on attack or defense.

Unit Designation: are the actual names or numbers of units.

Unit Size:

| = Battery/Company
Il = Battalion

I = Regiment

X = Brigade

XX = Division

Unit Type Box: denotes the unit's tactical combat symbol (S
Unit Type Symbols for listing).

A double box ([_]] )denotes two like sized units combined ¢
one counter and has no effect on play.

al-
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Roads to Leningrad

Unit Types Formation Colors
_ All units within a formation share a common color.
S| Reconnaissance (Recon) a. HQ units display the color in their unit type boxes.
< Motorcycle Infantry b. Combat units display the color in their unit type box, or
= Zl icvele Inf their unit size box (if the counter bears a vehicle icon).
= Bicycle Infantry c. Army level (non-formation) units all have white unit type
= <] Motorized Infantry or size boxes.
= X< Infantry _ o
% Motorized Engineer Unit Abbreviations
> Engineer German _ _
Mm— . — — — - AA Aufklarungs Abteilung (Reconnaissance)
I_Z]_C_ava_lry_ _—— BB Strassenbaubattalion (Road Construction Battalion)
[A] Heavy Anti-Aircraft (AA)** K Kradschutzen (Motorcycle)
. M Motorized Division
_ **
m Anti-Tank (AT) Pz Panzer Division
2] Self-propelled Anti-Tank (SP-AT)** SST  SS Totenkopf Division
[+ ] FieldArtillery Soviet
Rocket Artillery Istr Istrebitil'nyye (Destroyer). Special volunteers from
party members.
Headquarters MG  Machine gun
NKVD Narodnyy Komissariat Vnutrennykh Dyel (Peoples
Soviet Silhouettes Commissariat of Internal Affairs)
— Sep Separate. An independent unit under Army or Frpnt
* *%
KV 1) Armored [3.15] comma_nq _
. KV 2) Capable of Overrunning T Tank Division
s BT-7* —— alone or making stacks of red
box MA and/or cavalry units
wiee T-26* eligible to Overrun [8.62a]. Markers
T34
F—_———— — — Ackeaiin Ofireites R
* Q% Pazars | S Mg e
L‘ Armored Car BA-10* + 1
German Silhouettes Activation Activation Bridge Offensive
g Passes Marker CAS Missions
ailE pzkw IV _‘
e St = || e | (RGN #
&= Pz(38)t E= | ReiPan | 0
=__(_)____ BT F Z’I-n" M Ftroal
L2 *
L — _Anged_Cir —_ Declared Declared Disrupted No Retreat
Attack Attack

* = Not Armored

** = Anti-Tank for purposes of 16.11
- Capable of Overrunning alone or making stacks r"; E :;
of red box MA and/or cavalry units eligible to tj' N :"'".

Overrun [8.62a]. b

L — Jd

= g . . Emergency Out of Final First
% = Eligible to build strongpoints [14.23] Supply Supply Activation Activation
Unit Colors STROAE PIINT STREAE FUIST s VPs Weather
Counter Background Color -..-. @ 1

SOVIEL eviieiiiiee e Brown X

GEIMAN ...oeviiiieieiee e Gray Strongpoint SP under Victory Weather
Luftwaffe ... Steel Blue (SP) construction Points

S e —— Black
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Roads to Leningrad 5

3.0 Basic Concepts 3.16 Artillery Units. Any Combat Unit with a range value [see
3.1 Terminology the How to Read the Units section] is artillery.

3.11 Friendly and Enemy 3.17 Heavy Anti-Aircraft Units. These units possess high-ve-

a. Units. If you are the German Player, all German units argocity guns, capable of knocking out the heaviest armor pos-
friendly; all Soviet units are enemy units. The situation is resessed by either side. Their defense strength is printed in red.
versed for the Soviet Player. When defending, these units may cause attacking enemy armored

b. Sequences and PhaseBach of the three segments of a turnunlts to suffer the first and perhaps additional step losses [11.12].

consists of sequences and phases [4.2, 7.2]. During some $¢t8 Frequently Used AbbreviationsThe following are used
quences and phases, both players can perform activities; duritigoughout these rules:

others, only one player (called the friendly or active player) can )

perform activities. German sequences and phases are friendlyAd — Anti-tank

the German Player, and enemy to the Soviet Player. Soviet &M — Activation marker

quences and phases are friendly to the Soviet Player, and eneC B — Combined Arms Bonus

to the German Player. S — Close Air Support
CRT — Combat Results Table

c. Hexes and Supply Source3hose last occupied or controlled DRM — Die Roll Modifier
by German units are friendly to the German Player; those lagiR — Efficiency Rating
occupied or controlled by Soviet units are friendly to the SovieHQ — Headquarters (unit)
Player. MA — Movement Allowance

NOTE: Controlling an enemy Supply Source prevents the eneggps_ IVéover?gnt P?mt
player from tracing supply to that Supply Source; it does not allo 05— Out of Supply

friendly units to trace supply to that Supply Source. TEC —_Terrain Eﬁects Chart
VP — Victory Point
3.12 Controlled and Contested Hexes. ZOC — Zone of Control

a. A hex is controlled by one side if: | and ; |
* One or more of that side’s Combat Units occupy the hex, or?"2 Control and Zones of Contro

. L .3.21Each Combat Unit always controls the hex it occupies at all
* The hexis vacant, but one or more of that side’s Combat Un”ﬁﬁ‘nes, without contest. Additionally, most Combat Units exert a
last moved through the hex, or ZOC into the six surrounding hexes (Exceptions: 3.23 and 3.24).
* One or more of that side’s Combat Units projects an uncorgnemy ZOC inhibits the movement of friendly units [8.2], trac-
tested Zone of Control [3.2] into the hex. ing of a supply route [6.2], and restricts a unit’s retreat after
b. If both friendly and enemy Combat Units project ZOC into acombat [11.3 and 11.5].

vacant hex, both ZOCs co-exist and the hex is contested. 3.22 Bridge units, Leaders, Air Units, and Player aid markers

3.13 Contiguous HexesThis is an unbroken series of connectednever exert ZOC.

adjacent hexes used for movement, range, and Supply ROUtef.’ZC-SA Combat Unit with a yellow band across the top, called a

3.14 Motorized, Heavy Equipment, and Non-Motorized No ZOC band, never exerts ZOC into any of the six surrounding
Units. Units with their movement allowances shown in red boxefexes. It instead controls only the hex it occupies. If at least one
are “motorized,” and generally have greater mobility than othe€ombat Unit in a hex exerts ZOC (it does not have the No ZOC
types of units. Units with their movement allowances shown iipand), all Combat Units in that hex exert ZOC.

orange circles are “heavy equipment units,” consisting primas

rily of towed artillery, anti-tank, and a}ntl-awcraft guns. Some 0 ZOC into all adjacent hexes and across all hexsides, except those
these weapons were towed by vehicles, and others by horses

but the key distinction is their relative lack of mobility com- prohibited to its movement, regardiess of the movement point

pared to other types of units. Those units with a plain bIacEOSt of the adjacent terrain [see Terrain Effects Chart], and re-
movement allowance are “noﬁ—motorized - gardless of the presence or absence of enemy units.

.24 A Combat Unit without a yellow no ZOC band extends its

a.Armored, armored car, and heavy equipment units cannot move
0ss river hexsides, except at a bridge. Therefore, they project
C across a river hexside only at a bridge.

3.15 Armor and Armored Units. These are motorized units
that have a vehicle silhouette on the counter, and red atta%%r
strength. Note that armored car units and the Soviet T38 ligh
tank unit are motorized and have vehicle silhouettes, but do NNOTE: Other types of motorized units do extend ZOC across river
have red attack strength, and are not armored units for garhexsides [8.36c].

urposes. . . .
il b. Motorized and heavy equipment units cannot enter swamp

DESIGN NOTE: The armor protection of the early WWIl-era ar-hexes, unless they do so along a road, railroad, or trail; there-

mored cars and several models of light tanks, as well as their afere, they exert ZOC into an adjacent swamp hex only along
mament, was too light to give them the same combat effects as faad, railroad, or trail.
heavier tanks and assault guns.
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6 Roads to Leningrad

a. A player can place a Force marker at any time by putting the
700 marker on the map in a hex with a stack of units, and moving
F 4 that stack of units to the corresponding Force Box.

NG f o b. Each player can freely move units back and forth between the
e - {1, R — ad :Ia*; map and the Force boxes at any time as long as the units are
£ MO - 70C transferred to or from the hex containing the corresponding Force

=
4 marker.

_.
|
~3

U
&
4
&
3

a
— Mo 70c Z0Cs
o LK c. A Force marker cannot expend more movement points than

Fe = the unit with the lowest movement allowance in the Force Box.

L d. AForce marker pays motorized movement rates if one or more
units in its Force Box is motorized.

e.Both players can freely inspect the Force Boxes for both sides.

. ) ] DESIGN NOTE: German Force markers are designated “KG” (Ka-
3.25Z0C is not affected by other units, enemy or friendly, exmpfgruppe) and Soviet Force markers are designated “BG”
cept while tracing a Supply Route [6.24] or during retreat [11.34)Boyevaya gruppa). Both terms translate roughly to “Battle

3.26 There is no additional effect when more than one unit exg;rOUp'
erts ZOC into a hex. 3.4 Efficiency and Lead Units

3.41 The Efficiency Rating (ER) on each unit represents that
'unit's level of training, cohesion, and effectiveness in combat.

The higher the ER, the better the unit. Anumber of game proce-
3.3 Stacking dures require a unit (or a group of units) to pass an ER check.

Stacking refers to the placing of more than one unit in a he)NOTE: The reduced-step side of most, but not all, units shows a
The position of a unit within a stack has no effect on play.  educed ER.

3.27Afriendly unit's ZOC does not affect the movement of othe
friendly units.

3.31Each Combat Unit has a stacking point value printed on i 42To perform an ER check for a unit, the owning player rolls
Air Units, Leaders, bridge units, and player aid markers have néhe die, applies applicable DRMs, and compares the result to
stacking point value, and do not affect stacking. A few Combahe unit's ER. If the result is equal to or less than the unit's ER,

Units are marked with zero (0) stacking point value. These unife ER check is successful. If the modified die roll result is greater,
can stack without limit, and can be added to stacks already Coffe ER check fails.

taining the maximum number of stacking points [ 3.32]
3.43 Lead Units.Some procedures require that the results of an

3.32A maximum of nine (9) stacking points of units can 0CCUPYER check apply to several units. To simplify what could other-
a hex at the end of any game phase. Units currently moving @fise be many die rolls, a player chooses one unit to represent all
retreating can enter and pass through stacks of friendly unigs the units that could be affected by a given ER check [3.42].
without regard to stacking. If a stack of units is found to exceegthjs unit is called the Lead Unit. Its ER is the benchmark against

the maximum at the end of any phase, the owning player elimjghich the success or failure of the ER check is determined.
nates the excess immediately.
a. The choice of the Lead Unit is always left to the owning player.

He need not choose the unit with highest ER (but it usually makes
sense to do so).

An example of a legal
stack—a total of nine b. The Lead Unit almost always takes the first step of any loss

Stacking points. [Exception; 11.12].

c. The Lead Unit of the active player must be of the currently
Active Formation [4.3], or an Army Unit activated with that
Formation [7.4].

3.33Players can freely inspect enemy stacks.

3.44 Unit ERs can be reduced by combat loss, Disruption, or

3.34 Force markersAs a convenience to help players manages i of Supply status. No ER can ever be reduced below one (1).
large stacks of units (and to quickly count attack or defense

strength), the game includes Force markers. Each Force mark&5 Halving and Rounding

is named and corresponds to a Force Box printed on the m8pb1A unit's attack strength, support strength, or movement al-
sheet. A Force marker is used as a placeholder for a stacklofvance can be halved. Defense strength is never halved.
units kept in the corresponding Force Box and is moved on t

map to represent the movement of the entire stack. FEXAMPLES: Out of Supply status [6.14], combat effects of terrain

[10.2], artillery units that are not Combat Coordinated [10.42].
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Roads to Leningrad 7

3.52Halving of attack or support strength is cumulative. It cartrails). Halving of MAs occurs for Out of Supply status [6.14],
happen more than once to the same unit or group of units infssault Sequence [7.21b], and Reaction Movement [9.31], and
given combat. Follow the sequence in 3.55 and 3.56. is not cumulative (EXAMPLE: if a unit is Out of Supply, its MA

_ . . . is not halved again for Assault Sequence Movement or Reaction
3.53Some units in stacks can be subject to halving while Othe'f\ﬁovement) g q

are not. Halving always occurs first before totaling final attack
strength [3.54]. 3.6 Unit Steps

3.61Steps represent the durability or staying power of Combat
3.54 How to I—!alve a_nd Roun.d: . . Units. Combat Units have either one or two steps of strength. A
a. Al spppo_rtmg artlllery.unlts (qttacklng or defending) are Combat Unit with values printed on both sides of the counter
halved individually (rounding fractions down). has two steps (Exception: 3.62); its front side shows the unit at
b. Attacking non-artillery Combat Units are all totaled and therfull strength, and its reverse side represents the same unit at re-

halved (round down). duced strength. A Combat Unit with values printed only on the
NOTE: Because fractions are dropped, a unit will become unabl&ont side of the counter has only one step of strength. Combat
to attack if its attack strength is reduced to zero by halving. Units lose steps as a result of combat [11.0].

¢. Some units in stacks can be subject to halving while othersg2HQ and artillery units have only one step. The reverse side
are not. Total th_e strengths of the affected_unlts and halve thegp g HQ unit indicates the fact that the HQ has already spent its
(round down), prior to adding them to the units that are not halvegtommand Points [15.32]. The reverse side of an artillery unit

3.55The support strengths of artillery units are halved in thdndicates that the artillery unit has already fired, and is not eli-
following order: gible to use its support strength again during the current Combat

+ Units that fail ER checks for Combat Coordination. Phase [10.42d, 12.13d]

« Units (attacking and defending) that support a combat taking.7 Disruption
place in a swamp hex (or a marsh hex during Rain game turn§)isruption represents the impairment of a unit's capabilities due

) ] ) . to certain Assault Combat Results Table (CRT) and Overrun re-
EXAMPLE: Three artillery units are supporting an attack againstg .

a unit defending in a swamp hex. One of the artillery units (sup- s,
port strength of 3) is adjacent to the defending hex, and is therg.71 A Disruption result affects all the units in the stack at the

fore automatica"y Combat Coordinated. The other two arti”erytime the result is obtained. Place a Disrupted marker on top of
units have support strengths of 4 and 5. The Lead Unit for the tWg,e units in the affected hex.

non-adjacent artillery units fails its ER check for Combat Coordi-

nation; therefore, the support strengths for those two artillery unit.72The effects of Disruption on a ground unit are:

are each halved to 2 (after fractions are dropped). Next, all three )

artillery units have their support strengths halved to 1 (droppingd- Reduce its Movement Allowance (MA) by two (2) MPs (an
fractions) because the defender’s hex is swamp. The modified sigglditional 2 MPs) after computing MA halving either for Out of
port strengths are then added together to total 3 support strengt8upply [6.14] or Assault Sequence [7.21b].

points for this attack. .
NOTE: Any unit whose MA has been reduced to zero by these cu-

3.56The attack strengths of non-artillery Combat Units are halvethulative effects cannot move. There is no “minimum one-hex move”
in the following order: in this game [8.13].

1. Units with Out-of-Supply (00S) markers. b. Reduce its ER by two (2) for all purposes (cumulative with

_ ) ) _ 0Oo0S ER Reduction [6.14 b]).
2. Motorized and heavy equipment units, which attack through

a road, railroad, or trail hexside, either into or out of a swam
hex. (If attacking both into and out of a swamp hex, they ar
halved only once.)

. Reduce Disrupted HQ unit Command Points to zero (flip the
Q toits zero Command Point side), and the HQ becomes ineli-
gible to allow CAS missions to be performed within four hexes

of it [13.14].

3. All units that attack across a river hexside. d. The unit cannot attempt:

EXAMPLE: A stack consists of two armored units, with attack Combat Refusal [9.2]

strengths of 3 and 4 respectively, plus an infantry unit. The 4 a~ Reaction Movement [9.31].

mored unit is Out of Supply, and the stack is attacking a swamp Overrun [8.62]

hex across a road hexside. The 4 armored unit is first halved for )

the O0S marker to 2 attack strength points. Now, add both armore® It can advance only one hex after combat [11.61b Exception 2].

units tOgether, for a total of 5 attack Strength pOintS, but then halVﬁ It cannot begin or Comp|ete construction of Strongpoints

them to 2 (drop the fraction) since the stack is attacking a SWamm 4.25] or remove enemy Strongpoints [14.26].
hex (along a road). The infantry unit is not halved. o ) ) o )
g.If the unit is artillery, it cannot utilize its support strength until

3.57 Movement AllowancesHalving a unit's Movement Al-  the Disrupted marker is removed [12.13d].

lowance (MA) is done individually, unit-by-unit. Retain frac- h. It cannot qualify for Combined Arms Bonus [10.61f6].
tions (since half MPs can often be spent to move along roads or
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8 Roads to Leningrad

3.73 Marking Disruption. Place a Disruption marker on top of 5. Initiative Phase

a unit or stack when it becomes Disrupted. If a Disrupted unit(s .

subsequently becomes part of a stack containing both Disrupted O.peratlons Segme’.“

and un-Disrupted units, place the un-Disrupted units on top of First Player Operations Sequence

) o .
the Disrupted marker and leave the Disrupted units beneath the a. F_|rst Player randomly draws one Actlvatlon. marker .
marker. b. First Player conducts any one of three possible Operations

Sequences.
3.74Any additional Disruption result suffered by a unit already?. Second Player Operations Sequence

disrupted has no additional effect. a. Second Player randomly draws one Activation marker.

3.75 Removing Disruption.Remove Disruption markers dur- b. tSecoréd Player conducts any one of three possible Opera-
ing the Reorganization Phase of the Reorganization Segment, as lons Sequences. ) ) )
follows: 3. Players alternate Operations Sequences until all Formations

. . . . have been activated.
a. Remove all Disruption markers from units that are not in an

enemy ZOC. *NOTE: See Exception below (4.35) for the first Operations Se-

b. Make an ER check [3.42] for each Disrupted unit in enem@uence of the first turn of a scenario.
ZOC. Any Disruption or OoS marker on the unit lowers the ERC. Reorganization Segment

for each check. If the unit passes, remove its Disruption markef. Engineering Phase

Ifit fails, it retains the Disruption marker and remains Disruptedp, Reorganization Phase

DRMs can be applied from the use of Command Points [15.34b3. victory Determination Phase

4. Turn Record Phase

: 4.22 Play proceeds according to the sequence above until the
40 St_artmg The Game end of the final turn of the scenario. At that point the player’s
4.1 Setting Up the Game performance is evaluated according to the scenario victory con-
4.11Choose which scenario to play, and then refer to the Set Witions to determine the winner.

Cards for that scenario (one for each side). Both players first _ ) . ., . )
place their units on their Set Up Cards. NOTE: Some scenarios have “Sudden Victory” conditions, which

can cause the scenario to end prior to the last turn.
4.12Both players transfer each of their At Start units from their4

Set Up Card to the map location listed for that unit. Reinforce- 3 Formations and .ACtlvatlon . L -
. N In general, each Formation represents a different historical divi-
ments are left on the Set Up Cards until their indicated turn or. : .
. : . sion, or grouping of units.
arrival, when they are placed on the map during the Reinforcé-

ment Phase. 4.31A“Formation” normally consists of at least one Headquar-

4.13Units begin the game at the strength level shown on the ?téfs (HQ) unit, plus several other units of various types Some

. . . erman Formations have more than one HQ in the Formation.
Up Card. Those units starting the scenario at reduced stren ) : ) .
L ome Soviet Formations have no HQ units. Each Formation has
are so indicated on the Set Up Card.

a different color in the unit type boxes (or unit size boxes, for
4.14Air units that are available at the beginning of the scenarignits with vehicle silhouettes). All units belonging to the same
are placed in the Ready Box of the Air Display. Formation have the same color in their unit type or size boxes.

4.15Each player sets his starting Activation markers aside until A H.' B ﬁ‘l e ﬂ.' o ﬂ;
the Initiative Phase. o8 |f i’ || Ve || e ||
0-1-11 || §=-3-L1 || §-3-0] || $-3-11 || 425
4.16 Once placement of all units is complete, play begins ac- iw —ar|[on , ar|[w - ar][n W[ o
cording to the Turn Sequence. a)s || a0 |[ 20s || A || 2000
B-4-00 || 5400 4-4-4 || 220 || 4410

4.2 The Turn Sequence
Roads to Leningrads played in successive turns, each com+0ORMATION EXAMPLE: Shown above are the ten units of the
posed of the segments outlined below. (See also the Expandg@viet 21st Tank Division.

Sequence of Play, on the back of this Rules Book, for a more ] ] )

detailed listing of the events within each Phase.) 4.32 A Formation HQ does not itself belong to a higher game
formation.

4.21 Sequence of Play

. Strategic Segment
Weather Phase
Reinforcement Phase
Supply Determination Phase
Air Readiness Phase

4.33 Units with white unit type or size boxes are Army Units.
These can be used, within limits, with any Formation [7.4].

4.341f the majority of the units in any given attack (plus the
Lead unit in the attack) belong to the same Formation, then the
HQ of that Formation can use its Command Points to support

rpONE D
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that combat (assuming the HQ is within Command Range [155 () The Strategic Segment

and 15.3]). 5.1 Weather

4.35 Activation Markers Weather conditions governed much of combat in Russia, even
a. Each Formation usually has one or more Activa-during the summer months. Both sides were affected. The game
B tion Markers (AM). All AMs are kept in opaque rules have been written assuming Dry weather. Other weather

1 cups, one for the German Player and another fogonditions affect supply, ground unit movement, and various
the Soviet Player. During the Operations Segmentpther game functions.

players alternate drawing their AMs at random, one at a time, gt
the start of each of their Operations Sequences. '

11 Weather Conditions

a. The weather condition for the turn is determined during the
Exception: The First Player [7.12], in his first Operations Se-weather phase. The German Player rolls one die and consults
quence of the first turn of a scenario [7.15], can freely lookhe Weather Boxes for the current turn, as shown on the Turn
through his Activation markers and choose which Formation iRecord Track. There are no DRMs.

the first one drawn. Otherwise, all AMs are drawn randomly. b There are 3 possible weather conditions: Dry, Cloudy, and Rain.

b. When an AM is drawn, all units (regardless of location) ofc. The weather condition applies to the entire map for the entire
that Formation are activated. This Formation becomes the AgdJrn.

tive Formation; all other Formations, including others on thej, Optional. The historical weather condition for each turn is
same side, are Non-active Formations, and their units canngfarked on the Turn Record Track with an asterisk. If both play-
now move. Do not return the AMs to the opaque cup until thers agree, they can choose to apply the historical weather condi-
Initiative Phase. tions for the entire game.

mations cannot move, but if adjacent to Defender Hexes being g ground movement. Cloudy weather affects air unit Combat
tacked by the Active Formation, may participate in those Combat%:oordination [see Combat Coordination Table]

EXAMPLE: It is the German Player’s turn to conduct an Opera-é.l3 Rain Weather Effects

tions Sequence. He randomly draws one AM, and it is an AM fd . .
the 8th Panzer Division. He chooses to play it, declaring a Mobil& The Mobile Sequence can be selected during a turn when the

Sequence [7.21a] (He could also have chosen an Assault SequeN¢@ather is Rain, even though the Rain column of the TEC is
[7.21b] or a Pass Sequence, [7.21c]). The German Player nokequired.

moves units of only the 8th Panzer Division, plus any qualifyingg The movement point cost to enter or cross the various terrain
Army Units [7.4], during this Operations Segment. types is changed to that listed under the Rain column on the
NOTE: In some scenarios two or more Formations are activatederrain Effects Chart (TEC).

by one AM. When such an AM is drawn, the owning player acte, A Supply Line [6.21] traced to a Supply Road is reduced from

vates all Formations listed on the AM simultaneously, and all HQeyen to five hexes in length.

units activated are eligible to commit available Command Points, . . .
however, no more than one eligible HQ can commit Commang: Trails are ignored and have no effect for either movement or
Points to any given attack [15.33b1]. supply purposes, but bridges located along trails can still be used.

4.36 Some Formations have two AMs. This means that thes%‘ Overruns are prohibited, and the Assault CRT must be used

Formations will be activated twice during the same turn. or all combats.
o ) f. Rain weather affects air unit Combat Coordination [see Com-
4.370ne scenario includes an “Activate Any For- pat Coordination Table].

L?-'{ mation” marker for the Soviet Player. When drawn, .

@i | this marker allows the Soviet Player to activate anyd-2 Reinforcements

i one of his available Formations, as he chooses, ifBoth players receive reinforcements. Reinforcements are new
cluding a Formation that has already been activated that turtnits arriving from outside the game area. The scenario Set Up
The player can also place the “Activate Any Formation” markefards provide specific information on turn and entry location of

in his Activation Pool by choosing a Pass Sequence [7.21c]. scheduled reinforcements (through a map edge). When multiple

. ) o _ locations are listed, the owning player determines how many
4.38lf all the units of a Formation are eliminated (or otherwisqypits, if any, to enter at each location [5.2.2a].

exited from the game map), and no more will arrive as rein- _ _ _
forcements [5.2], remove the corresponding AM(s) from play. 5-21Ground units cannot end movement in map edge hexes in

o o . order to block entry of the other side’s ground unit reinforce-
4.39Under certain circumstances, it is possible for the Formanents.

tions on two AMs to be active at the same time. This is called _ _
“Combining Formations” [ 7.3 ], and is not the same as drawin§XAMPLE: In Scenario #1, German ground units cannot occupy

one AM that allows activation of two or more Formations [ 4.3.5.4"aP €dge hex 3622 to deny the Soviet 183 Rifle Division one of its
note | entry hexes. German units could occupy hex 3623, adjacent to en-

try hex 3622.
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10 Roads to Leningrad

PLAY NOTE: Without this rule, it would be possible to place string$.12A unit judged in supply during the Supply D feapasr
of weak units in map edge entry hexes to deny entry to reinforceermination Phase is in supply for the entire tuf

ment units of the other side - a practice that violates the tacticagkemove any Emergency Supply or Out of Supy @
reality of the two battles being simulated. (00S) markers from that unit. If a unit cannot trabe—
5.22 Entry Procedures a Supply Route during the Supply Determinati .
a. A reinforcement unit entering through the map edge does $ghase: ﬁ_l
only during its Movement Phase, when its Formation is actia. Place an Emergency Supply marker on the u
vated; it cannot enter at any other time. if it does not already have an Emergency Supply or

b. A reinforcement unit pays the terrain entry cost for that firsBn O0S marker.
hex. A unit entering along a road, railroad, or trail can enter thie. If the unit already has an Emergency Supply marker, turn the
map using the appropriate road, railroad, or trail movement ratemarker over to Out of Supply.

c. Each reinforcement unit enters play one at a time, not stackedl.If the unit already has an OoS marker, the marker remains.

5.23 Formation Sequence and Entry 6.13A unit with an Emergency Supply marker is not penalized.
a.Areinforcement unit of a Formation that is conducting a Mo-Emergency supply cannot last for more than one turn.

bile Sequence can use its full MA, and engage in combat, just %SESIGN NOTE: Uni I intained I K
if it had started on map. : Units generally maintained a small reserve stoc

) i . ) . of fuel and ammunition, which would last for a short time if they
b. A reinforcement unit of a Formation that is conducting amecame cut off from their supply source.

Assault Sequence enters the map with only half its MA and can o

engage in combat, just as if it had started on map. 6.14A unit with an OoS (but not an Emergency Supply) marker
is penalized as follows:

5.24Place air unit reinforcements in the Ready Box of the Air

. - . . a. Reduce the printed Movement Allowance (MA) of red-box
Display during the Reinforcement Phase of the Strategic Seﬁ/_IA or orange-cliarcle MA units by half retaining(fragtions Non-
ment. ' :

motorized units are not affected. Calculate OoS halving before
5.25 Either player can, at his option, delay the arrival of anyMA reduction due to Disruption [3.72a].

friendly reinforcing unit (or group of units) to any later turn. EXAMPLE: A disrupted, out of supply motorized unit with MA of 5

5.26All reinforcements are automatically in supply [6.0] duringhas its MA reduced first for Out of Supply from 5 to 2.5 MPs. Re-
their turn of entry. tain the fraction. Then for Disruption reduce its MA by2 MPs from

2.5t0 0.5 MPs.
5.27HQ, Leader, and artillery reinforcements cannot functio

in any manner until they enter the map. rl) Reduce its ER by one (1), cumulative with the —2 ER reduc-

tion due to Disruption [3.72b].

5.28Reinforcing Army Units (units with white unit type or unit - Reduce its printed attack strength by half (round fraction
size boxes) activate automatically [7.42] in order to enter playgyyp).

They can enter as part of any friendly Formation activated du

ing the game turn they are to enter. d. If the unit is artillery, it retains its support strength. Once it

contributes its support strength (if not bearing a Disrupted
marker) and is turned to Fired, it cannot turn back to its support
6 O S | strength side until again placed back in supply [12.13c].

' u pp y e.It cannot begin or complete construction of Strongpoints [14.2].

A unit's supply status affects its movement and combat abilities.

A unit must be in supply to move and fight without penalty. f If a unitis a red box MA mo'Forized unit, it cannot participate
in Overruns or conduct Reaction Movement.

During the Supply Determination Phase of each turn, both play- ) o
ers judge which of their units are in supply. A unit judged inf-15A unit cannot be eliminated solely through lack of supply.

supply during the Supply Determination Phase is in supply at 8§ o Supply Routes

timgs during the rest of that t_urn. A unit.judged out of suppIyA Supply Route is any path of contiguous hexes that contain no
during the Supply Determination Phase is out of supply for thgnemy Combat Units, and no hex is Contested or enemy Con-

rest of that turn, even if_ it moves back into supp!y dur@ng it“':trolled (3.12). A Supply Route consists of a Supply Line traced
Movement Phase. All reinforcements are automatically in SUBtom the unit either directly to a Supply Source, or to a Supply
ply during their turn of entry. Road that then leads to a friendly Supply Source.

6.1 SUPP'Y ReStr'(_:t!onS 6.21 Supply Line A Supply Line cannot be more than seven (7)
6.11Aunitis in supply if it can trace a Supply Route [6.2] throughy o, o5 1ong, from the unit to a Supply Road (do not count the hex
a path of contiguous hexes to a friendly Supply Source [6.3h¢ nit occupies). During Rain weather, or if any hex in the

during the Supply Determination Phase. supply line is marsh, reduce the length of the Supply Line to
five hexes. A Supply Line cannot include:
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a. Swamp hex (except along a road, railroad, or trail, in WhinV.O Ope rationS
case the length of the supply line is also reduced to five hexes),l Init

, . _ iative
b. Lake or river hexside (except at a bridge), or 7.11During the Initiative Phase of the Strategic Segment, first
c. Completed enemy Strongpoint. the Soviet Player determines his DRMs as shown on Initiative

Table and rolls one die; then the German Player does the same.

7.12The player whose modified die roll is greater has the Initia-
tive. In case of a tie, the player who had Initiative on the prior
turn retains the Initiative. The player with the Initiative becomes
the First Player during the Operations Segment. The other player
becomes the Second Player. These roles may reverse next turn,
and could change every turn during the course of the game.

SUFFLY ROAD -

7.13 Initiative DRMs. Count a +1 DRM for each Pass Sequence
e [7.21c] your opponent took last turn.

Edtiaty ;
Uini i 7.14The First Player places, during the Initiative Phase, all of
his available AMs in his opaque cup. He cannot omit any. The

EXAMPLE OF A SUPPLY LINE: All three German units are in>6cONd Player places up to the same number, plus one, of his
supply. Unit A is 7 hexes from a Supply Road—note that friend@/"a”able AMs into his opaque cup. His excess AMs will pe avail-
unit C allows the Supply Line to pass adjacent to an enemy uriPle next tum. A player cannot examine those AMs his oppo-
(6.24). Unit B has a 5 hex Supply Line—the maximum allowed ffent did not choose.

the Supply Line passes through a Swamp hex. EXAMPLES:

6.22 Supply RoadA friendly Supply Road is any network of (1) The German Player has Initiative and places all his 4 AMs into

connected main or minor road hexes leading to a friendly Suphe cup; the Soviet has 7 available but is allowed no more than 5
ply Source, where each hex is free of enemy Combat Units, aidl + 1 = 5); his sixth and seventh AMs, his choice of AMs, sit out
where no vacant hex is contested or enemy controlled. The ro# turn.

network can be of any length. (2) The Soviet Player has Initiative and must put all his 7 avail-

. able AMs into the cup; the German has 4 available and so can
Important: Supply Roads cannot be traced across stream or MiVBlace up to 4 into his cup.

hexsides without a bridge.

) ] ) ) ) 7.15The First Player, in his first Operations Sequence of the
NOTE: Consider placing a bridge unit [16.2] to allow continua- ot 1y of a scenario only, can look through his Activation
tion of a Supply Road. markers prior to placing them in the opaque cup, and freely
6.23 Trails do not qualify as a Supply Road fc choose the first one drawn. All remaining AMs for both sides
red-box MA or orange-circle MA units, but dc are placed in separate opaque cups for random drawing.

qualify as alsugp'y Rof]‘d for all other units du®,_ TRAIL 7.2 Activation and Operations Sequences

ing Dry or Cloudy weather. During the Operations Segment, both players move their units

NOTE: Trails are ignored for all purposes during Rain weatherand engage in combat through the activation process. Units must

[5.13d]. first be activated by drawing an AM in order to move and attack.

Players alternate in activating their Formations. When both play-
rs have completed all their activations and moved or attacked

Yvith all the units they wish, the Operations Segment is concluded.

6.24A Supply Route (both Supply Lines and Supply Roads) ca
only be traced through a hex in an enemy ZOC if a friendl
Combat Unit occupies that hex.

7.21 Procedure At the beginning of his Operations Sequence,

6.3 Supply Sources the active player randomly draws one AM from his opaque cup

6.31(Zesrmar: aSnd Sov}ie_t S(;.:p[:‘[)ly Sourlces are all prlnéedf on ;Eee exception above (7.15) for the first Operations Sequence
map. A SUPpPly Source Triendly to one player can neverbe Mendi e first tyrn of a scenario.) He notes the Active Formation (or

to the other player, even if captured. If captured, a Supply SOurrl’—‘?)rmations) listed on the AM without revealing it to his oppo-

will cease to be a source of supply, but if recaptured by thﬁent. At this time he chooses one of the three Operations Se-

frlendly player, it will again _prO\_/lde supply beginning on thequences that all Formations activated by the AM must follow:
next friendly Supply Determination Phase. Mobile, Assault, or Pass. He then verbally declares which Op-
6.32 Units available for play, but currently held off the map,€rations Sequence he desires and, if Mobile or Assault, reveals
are always deemed to be in supply while off map. Any reinthe AM. The Formation (or Formations) thus “Activated” be-
forcement unit is automatically in supply during the turn itcomes the Active Formation.

enters the map. The active player then completes one of three possible Opera-

tions Sequences as outlined below. (See the Expanded Sequence
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of Play for a more detailed listing of the events in each phase5) Overruns are not permitted.

TERMINOLOGY NOTE: Mobile and Assault Sequences are n& All Engineering functions are allowed.
identical to Mobile and Assault Combat Results Tables (CRTs}) Because units can move at a maximum of 1/2 MA, coordina-

The Assault CRT only determines combat outcomes within the Agyn is easier. Refer to the Coordination Table for positive DRMs.
sault Sequence. The Assault or Mobile CRTs determine combat

outcomes within the Mobile Sequence. c. PASS SEQUENCE
1. Hold AM in Activation Pool (for possible later attempt at Com-
a. MOBILE SEQUENCE (forp P

bining Formations [7.3])
1. Movement Phase (full MA allowed) ; ; : ;
; 2.Engineering Phase (Bridge unit placement onl
2. Enemy Reaction Phase g g ( g P 2

a. Combat Refusal NOTES:

b. Reaction Movement 1) No Formation is activated; the player keeps his AM inverted,
c. No Retreat hidden from view of his opponent.

3. Combat Phase (Mobile or Assault CRT) ) L L
2) The active player places that AM in his Activation Pool (7.22)
NOTES possibly for use during a later Segment to attempt to Combine

1) All units of the Active Formation are eligible to move andFormations [7.3]).
attack; follow the procedures shown in the Expanded Sequen8gDuring a Pass Sequence, no ground units can move or attack.

of Play. 4) Bridge units only can be repositioned during the Engineering
2) Units of non-Active friendly Formations cannot move or at-Phase [16.23].

tack.
7.22 Activation Pool.Each player has an on-map box labeled

3) Units of the Active Formation can spend up to their full Move- 5 tivation Pool.’ If a player already has an AM in his Activa-
ment Allowances. tion Pool at the time he draws a new one, he chooses which AM
4) Qualified motorized units can conduct Overruns. to play. He can play either one, and keep the other one in the

5) Attacks can be conducted using either the Mobile or Assaufictivation Pool, or he can also attempt to activate both Forma-

CRTs (some combat conditions require the Assault CRT, sdi©ns simultaneously [7.3]. No more than one AM can be in the
10.3). Activation Pool at the end of any Sequence.

6) The Mobile Sequence can be selected during a Rain weathe3 After the First Player has completed his first Operations

turn, but use the Rain column of the TEC to determine moveSequence, the Second Player conducts his first Operations Se-
ment point costs. Overruns are not allowed during Rain weathejuence. Players alternate Operations Sequences until all AMs
All attacks must be resolved using the Assault CRT. have been drawn and played. Once all AMs have been drawn
7) No Engineering functions are allowed and played, the Operations Segment of the turn is complete, and

. . L lay proceeds to the Reorganization Segment.
8) Because units can move their full MA, coordination is moré) yPp g g

difficult. Refer to the Coordination Table for negative DRMs. 7.24A player cannot decline to play an available AM; he can,
however, decline to move or attack with the Formation that AM

b. ASS.AULT SEQUENCE represents when it is activated.

1. Engineering Phase

2. Movement Phase (half MA) NOTE: A player who draws an AM for which there are no on-map
3. Enemy Reaction Phase units in play can still choose any Sequence even though nothing
a. Combat Refusal happens on the game map. Units of that Formation may be rein-
b. Reaction Movement forcements chosen to enter play later.
c. No Retreat 7.25A player who has more than one AM remaining to draw,
4. Combat Phase (Assault CRT only) after his opponent has drawn all of his, will continue to draw his
NOTES: remaining AMs one at a time, activating his remaining Forma-

tions in succession, in separate Operations Sequences. His op-
s onent does not take Pass Sequences if he has no AM to draw;
and attack; follow the procedures shown in the Expanded S e is assumed to be inactive (no activity). A player cannot con-
quence of Play. tinue to hold an AM beyond the end of the turn.

2) Units of other friendly Formations cannot move, but can par- ) o
ticipate in attacks, if all other requirements [10.1] are met.  /-26 Return AMs to the opaque cup only during the Initiative

. . . .. Phase
3) Units of the Active Formation can spend up to half (retaining
fractions) of their printed Movement Allowances (do not halveDESIGN NOTE: Activation represents command staff capability
again if Bearing an OoS marker), but will incur a further two (2)and communications. The order (or sequence) of Activation of For-

1) All units of the Active Formation are now eligible to move

MP penalty if bearing a Disrupted marker [3.72a]. mations represents battlefield chaos, or just when it is that a For-
mation both receives and acts upon orders. When there are many
4) All ground combat uses the Assault CRT. Formations in friendly command radius, there will be time gaps in
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when they act. A shortage of supply, for instance, cer_tainly affectsations that have two AMs.) After the first activation (or at-
how much your units can do but does not necessarily affect howmpt), place a First Activation marker on the Army Unit; after
much they attempt. Good staff or good communications translaige second activation (or attempt), turn the marker over to its

to more Activation markers per Formation. A player gets Initiativerina| Activation side. Remove all Activation markers during the
to do some activity, not to do nothing. Initiative bears a relation'Reorganization Segment

ship with Activation but only insofar as it helps describe how events
unfold. EXAMPLE: The German 48th engineer unit is motorized (red-box

7.3 Combining Formations MA); therefore, it can be activated twice.
7.31A player who already has an AM in his Activation Pool has7.43All other Army Units can be activated (or make the attempt)

three choices when he draws another. only once per turn. After being activated (or making the attempt),
1. He can play the AM from the Activation Pool, placing the ondlace a Final Activation marker on the unit.

he just drew into the Pool instead, or 7.44An active Formation can activate an Army Unit automati-

2. He can play the AM just drawn, retaining the earlier AM incally if:

the Pool, or a. The Army Unit does not have a Final Activation marker, and
3. He can attempt to combine the two AMs, so that both FOrmgy the Army Unit is within Command Range [15.15] of the For-

tions are activated simultaneously. mation HQ (or one of the HQs in the Formation, if it has more

7.32Combination can be attempted only if the two AMs reprethan one).

sent different Formations. If they represent the same Formation, 45 an active Formation can attempt to activate an Army Unit
one of the AMs must be used to activate the Formation for thg isige of Command Range, but only if that Army Unit does not
current Operations Sequence, with the other AM remaining ifaye a Final Activation marker on it and passes an ER check.

the Activation Pool. Remember to apply applicable ER reductions for Disrupted and
7.33Follow the procedure below to determine if both FormaOut Of Supply status. If the Army Unit fails its ER check, it is
tions can be activated simultaneously. not activated, and cannot move or attack during the current Op-
. . . erations Sequence. Place either a First or Final Activation marker
a. The active player declares that he will attempt combining. on it, as applicable to the type of unit.

b. He turns one of the two AMs face up. ) ) )
7.46An activated Army Unit becomes part of the Active Forma-

'([:h Hg_ ro:ls OSGXR/IIe a:nd adds th_el (f)(l)mlbm;nogg/'z\i/:uissggwn tQtri]on for the rest of that Operations Sequence and can be Lead
€ displaye » PIUS any available leader [15.33€], QUnit and receive Command Points. Place either a First or Final

the result. Activation marker on it at the end of the Sequence, as appropri-
d. If the modified result is eight (8) or more, then both Formaate to the type of unit, and whether this was its first or second
tions are activated. If the result is seven or less, then only thgtivation (or attempt).

face up AM is activated; the other is not, it remains in the Acti-

vation Pool, and its identity remains unknown to the opposing

player. 8.0 Ground Unit Movement

7.34A Formation in the Activation Pool that fails to combine pyring the Movement Phase of his Operations Sequence, a player
can try again on any future friendly Operations Sequence in theyn move any number of his eligible units. Movement is affected
same turn. Or, the owning player can deliberately activate it :bth supply, terrain, weather, enemy ZOCs and Operations Se-
the beginning of any friendly Operations Sequence, instead g ences. Movement of motorized units can also take place dur-
drawing another AM from his cup. A failure to combine whenjng Reaction Movement [9.3]. Combat Refusal [9.2], Retreat

the last friendly AM is drawn from the opaque cup means thgli1 3 and 11.5] and Advance After Combat [11.6] are not con-
the Formation in the Activation Pool is activated separately, dukjgered “movement,” and use no MPs.

ing the next friendly Operations Sequence. o
8.1 Movement Restrictions

7.4 Activation of Army Units 8.11 Move units or stacks one at a time from hex to adjacent
All units with white unit type or size boxes represent Army Units contiguous hex. Each unit spends movement points (MPs) from
Army Units were independent support units, frequently assignegs movement allowance (MA) to enter each hex. See the Terrain
and re-assigned to different Formations during the course ofg&fects Chart (TEC) for the costs in MPs for the various types of
battle. terrain features. A unit cannot jump over a hex. There is no limit

7.41Army Units are activated only by an Active Formation. Armyto the number of units that can move through a single hex.

Units cannot be activated separately. 8.12 Units can move together as a stack. Once a stack begins

7.42Motorized Army Units can be activated (or attempt activamovement, the MA of t_he stack is that (_)f the _slowes'F unit in the
tack. Stacks cannot pick up or add units while moving. Once a

tion) twice per turn, and thereby can potentially be active durin ) . L "y
two different Operations Sequences in the same turn, as part gck has ceased moving, other units can move into its hex (within

two different Formations. (Or the same Formation twice, for For§taCking limits). Units dropped off by a stack have completed
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14 Roads to Leningrad

their movement for that phase. Units in a stack that has not movadA red box MA unit can enter an adjacent hex, also in enemy
can move away from the stack singly, or in smaller stacks. ZOC, by paying the normal terrain cost plus one additional MP,

. . and (if sufficient MPs are available) can continue movement,
8.13A unit can move only once in a Movement Phase. It CaRl\an into other adjacent hexes also in enemy ZOC

never spend more MPs than its total MA, and it cannot enter a . i . .
hex if it does not have sufficient MPs available. There is n&- Al other units spend their entire MA in order to move to an

“minimum one-hex move,” and this may mean that on occasiofdjiacent hex also in enemy ZOC, and thus cannot keep moving
some units will be unable to move at all. Unused MPs cannot KHter entering that hex (assuming that their entire MA is suffi-
accumulated for future turns, or transferred to other units; a urfi€nt to cover the necessary MP cost; otherwise, they cannot
is never forced to move. enter the hex).

8.14A moving unit can never enter a hex containing an enem§-24 Friendly ZOCs do not affect the movement of your own
Combat Unit (Exception: Overrun [8.6]). It can enter or move!N's.
through friendly occupied hexes at no limit or extra MP cost. g 3 Terrain Effects on Movement

8.15Non-Combat Units cannot be moved or placed adjacent tbhe Terrain Key ide_ntifies all tgrrain types, and the_Terrain Ef-
enemy Combat Units unless moving with a friendly Combat Unifects Chart (TEC) lists the various MP costs a unit spends to
or joining a friendly Combat Unit in that hex. enter those terrain types.

8.160ther than the one-half reduction in MA for motorized units8-31Each hex contains one or more terrain types. Where a single
that are 00S, and the prohibition on such units engaging in Ovef€X contains more than one type of terrain, apply the following:

runs or Reaction Movement, there are no other supply effects @ the hex contains more than one type of natural terrain the
movement. All units can voluntarily move to a hex where they,oje hex is assumed to consist of the terrain that has the high-
would be OoS, from a hex where they would be in supply. st MP cost. Units not moving along roads, railroad, or trail pay
8.2 ZOC Effects on Movement the highest MP cost of the terrain types within the hex (Excep-

8.21A unit spends one additional movement point (+1 MP) tdion: 8.34a).

enter an enemy ZOC (Exception: 9.34), regardiess of the nurgx AMPLE: For a hex containing both clear and marsh apply the
ber of enemy units extending ZOC into that hex, even if the hexarsh MP cost. In Dry weather an infantry unit, not moving on a
is already occupied by other friendly units. If the unit does nofoad, would pay 2 MPs to enter a hex containing both clear and
have sufficient MPs available to enter the hex or cross the hewarsh terrain, since the cost for marsh, at 2 MPs, is greater than
side, it cannot enter the hex. There is no MP cost to leave &tear at 1 MP.

enemy ZOC. b. If the hex contains an enemy Strongpoint marker, units pay

8.220nce a unit has entered an enemy ZOC, it ceases moviifte MP cost for the Strongpoint, in addition to any other terrain

for the remainder of the Movement Phase, unless the unit hasest.

req box MA'.If it has ;ufﬂment MPS avallab!e, a red-box MA 8.32A unit cannot enter a hex if it does not have sufficient MPs

unit can continue moving, even into other adjacent hexes alsojn_ . - ;
. : r?malnmg to pay the cost to enter the hex and cross the hex side.

enemy ZOC but cannot use road, railroad, or trail movemen

rates when moving directly from one enemy ZOC to another. 8.33 Roads and TrailsA unit which moves from one road or

trail hex directly into another adjacent road or trail hex, through

a hexside crossed by the road or trail symbol, spends MPs ac-

cording to the cost for the type of road or trail in the hex being

HEIT b M WMust entered, ignoring other terrain in the hex.
3-3-4 % i Enemy NOTE: There are three types of roads: main roads, minor roads,

» T and trails. They can have different MP costs, depending on the
r-': type of unit moving, the weather condition, and what type of other
1.1, i, terrain is in the hex.

ST MR
= 8.34 Woods

JEls | t1MP7-. a. Woods terrain MP cost is always in addition to the other ter-
b7 rain in the hex.

EXAMPLES: In Dry weather clear terrain plus woods is 1 + 1 MP
EXAMPLE: The shaded hexes represent enemy ZOCs. The bicyel@MP; rough terrain plus woods is 2 + 1 MP = 3MP to enter the
and artillery battalions must stop upon entering an enemy ZOex. In Rain weather rough plus woods for motorized units is 3 + 1
The motorized battalion, because of its red box MA, may mowdP = 4MP.

through enemy ZOCs paying +1 MP for each enemy ZOC entered. )
b. Regardless of weather [8.4], ignore the effect of woods when
8.23 For units that begin their Movement Phases already in afoving along a road, trail, or railroad.

enemy ZOC.:
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NOTE: The MP cost of moving along the road itself can be greater. All vehicle silhouette units and all heavy equipment units (or-
in terrain types other than clear terrain. ange-circle MA) cannot cross non-bridged river hexsides at any
time. Other red-box MA units can cross but spend their entire
MA to do so (they can also advance after combat [11.6] across
river hexside).

8.35 Railroads.Units move along a railroad just like a road
[8.33], if the railroad provides a lower MP cost; otherwise, ig
nore the railroad [see TEC]. There is no movement by trains.

DESIGN NOTE: For much of the year and throughout most 0?37 Swgmp . .
Russia, railroads doubled as highways, facilitating movement fo- Motorized and heavy equipment units cannot enter, advance,

all types of units. Movement along a rail line, even for trucks andeave, or retreat into or through a swamp hex, except through a
horse-drawn units, was often faster and easier than on the wretch&@xside crossed by a road, railroad, or trail.

roads, especially in swampy areas and during muddy weather. This Al non-motorized units (except cavalry) spend their entire
was because the railroad beds were more likely to be dry and firmyya i order to enter a swamp hex through a hexside that is not
due to their raised, graded, and drained roadbeds. crossed by a road, railroad, or trail, and thus cannot keep mov-
8.36 Streams, Rivers, and Bridges ing after entering that hex. (Assuming that their entire MA is
a. Streams and rivers are located on the hexsides. A unit spergficient to cover the necessary MP cost; otherwise, they can-
MPs to cross these hexsides in addition to the cost of the terrdift enter the hex at all.) Cavalry units can enter and leave a
in the hex entered. series of swamp hexes, if they have sufficient MPs to do so.

b. Bridges are shown on the map where most roads, and soi8e4 \Weather Effects on Movement

trails, cross stream and river hexsides. When moving alongg41The TEC includes separate columns for use on Dry/Cloudy
road, railroad, or trail that crosses a stream or river at a bridggs Rain turns. Rain is obviously worse for movement. In addi-
there is no additional MP cost to cross the stream or river alongn to causing most terrain types to cost more MPs, Rain also
the bridge. causes certain terrain types to act as if they were a worse terrain

Important! If the map does not show a bridge symbol, then n(gype for movement and other effects.

bridge is present, and units pay the extra MP cost to cross tBXAMPLE: If the current weather condition is Rain, the cost for
stream or river, even when moving along the road or trail (Exmotorized units to enter Rough terrain increases from 2 MPs to 3

ception: Bridge units [16.2]). MPs.
B ~y
¢ X
-|n wal Utnrgosh — Burynas
| Br==* r‘_\"'\- > I p
i bt ]
o R 1-1-4
a4 s e
b rahibn
1 WP 9 IMPsY,
Tvad M '-.~
= L1 WP 4
o \ 4 MPs D
o e 1z MP 1-"-;1 Kermanka
MR [AMP) | o, .| \
A " | =0 .
s - Gryadske %
| ir: : d 'ﬂ.\\\.
s | +1MP . 2 MPs ‘. +1 MP
i } e v, Sz WP
"'------.-q- *..' 1/2 MP ¥ i e
ZMPs | 2 MPs - TMp 1 MP i
A ":ll".-'ur'.- Verdtya ()

EXAMPLES OF MOVEMENT: The cost to enter each hex, oMiPs moving through a marsh hex and a wooded marsh hex.
cross a stream hexside is indicated on the map. The weathemiste that the wooded rough hex cost 3 MPs to enter and the
clear. Unit A is a heavy equipment unit and spends its 5 MPs &wamp hex is prohibited to mechanized units. Unit D moves 6
move two hexes. Unit B spends 6 MPs—note that trailg/eost MPs, but note that the trail across the stream has no bridge, so
MP in clear hexes and 1 MP in other terrain. Unit C pays 7it must pay the +1 MP to cross.
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16 Roads to Leningrad

8.42When moving along trails during Rain weather, ignore thg8.64d]. There is no additional cost to enter another enemy unit's
movement cost of the trail, and use the other terrain in hex (igzOC extending into the Defender Hex. All units in a stack re-

nore woods) to determine the entry cost of the hex (plus amyuire sufficient remaining MPs to conduct the Overrun. Slower

applicable hexside costs). units may cease movement.

8.5 Heavy Equipment Units 8.64 Weather and Terrain Restrictions
Heavy equipment units (units with orange circle MA) use the. Overruns cannot occur during Rain weather.

same column as motorized units on the TEC to determine the oyerruns cannot be conducted across river hexsides (even at

movement costs of the various terrain types, but are not eligible bridge), or across any hexsides where entry is prohibited to
to conduct Reaction Movement, Combat Refusal, Overruns, @me or all of the Overrunning units.

Advance After Combat. . -
c¢. Overruns cannot be conducted into hexes containing the fol-

DESIGN NOTE: The HQ elements of German infantry divisiongowing:

and special artillery commands(ARKOs) also fall into this categorys Swamp terrain

because of their large numbers of horse-drawn supply wagons. Town

The HQ elements of most Soviet rifle divisions, on the other han‘j’Completed enemy Strongpoint

are non-motorized, since they had a much smaller logistical tail, ] o

ZOC of enemy units in more than one hex.
8.6 Overruns

. . .e.If an Overrun is made along a road, railroad, or trail, use the
An Overrun is an attempt to clear an enemy occupied hex whilé : )
. ) ; movement rate applicable to those terrain types to enter the De-
moving. Although it resembles Combat [10.0], Overrun is a func;
X ; ; ender Hex.
tion of movement. An Overrun occurs while the unit (or stack

is moving. Units may be able to continue moving after a sug

cessful Overrun. Any ground unit (except bridge and Leade —_ L‘I’,_ﬁ_“_“
units) can be Overrun. I K {In enler hex| ]

+1 MP |ta Dvermun| T |
8.61 Overrun is allowed only during the friendly Movement - Dt
Phase of a Mobile Sequence. It is not allowed during an Assal ~ ‘r‘m”? 3
Sequence. The hex subjected to Overrun is called the Defenc ; CIT—— 7 +1 MP (EZ0E) e
Hex. Eligible units can conduct one or more Overruns durin n o it
their Movement Phase, if they have sufficient MPs availablg ) ,..p‘._ e
and still conduct an attack during the Combat Phase. Use t Rk Y
Mobile CRT to resolve each Overrun. ]EE? -::'I
NOTE: Overrun is not a Declared Attack [9.1]; therefore, the de & G
fender cannot conduct Combat Refusal [9.2], Reaction Moveme .
[9.3], or No Retreat [9.4]. A

8.62Any armor unit (red AS), light armor or armored car unitEXAMPLE: A German stack with 6 MPs is conducting an Over-
with vehicle silhouette or cavalry unit that is not OoS or DisJun. It begins its Movement Phase on a trail, three hexes away

rupted may be able to conduct Overrun. A stack of units may &M a Soviet stack that will be the target of the Overrun. The So-
able to conduct an Overrun if: viet stack is located on the same trail, with two intervening hexes

o _ ) _ between the German and Soviet stacks. The German stack spends
a. all units in the overrunning stack are either red box MA unit3 Mp to traverse the two intervening hexes along the trail (1/2 MP
and/or cavalry units once it starts moving, and at least one armgsr hex), 1 MP to enter the ZOC of the Soviet stack, 1 MP to enter
unit (red AS), light armor or armored car silhouette unit, or cavthe Defender Hex via the trail hexside (because it is a woods hex),
alry unit is part of the stack; and 1 MP to conduct the Overrun, for a total of 4 MPs spent to

b. all of the units in the stack begin the Movement Phase stack%ﬁnduCt the Overrun. A Soviet ZOC extending into the. Defender
. ex from the next hex to the rear has no effect, and is ignored. If
together in the same hex;

the Overrun combat is successful and the Overrunning stack occu-
c. the stack leaves behind any orange-circle MA or non-motopies the Defender Hex, it, can continue movement since it still has
ized units, or other ineligible units in the hex where it start® MPs remaining.

moving; and 8.650verruns can be made at any odds, 1:4 or greater. Combat

d. the stack does not pick up any additional units while it ignit Coordination [10.44] is not applicable to Overruns, and no
moving. ER checks are made.

NOTE: A defending unit (or stack) could be subjected to Overrug 66 Overrun Support Limitations

by two or more successive units (or stacks) of eligible enemy units.The German Player can allocate a maximum of one available

8.630verrun costs 1 MP, in addition to the normal movement A (ground attack) air unit to Close Air Support (CAS) for each
costs to enter the Defender Hex, including enemy ZOC costs Of his Overrun attempts.
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« No German B (bomber) air unit can provide CAS foranOver () Pre-Combat Actions

run attempt. o . .
« No German air unit of either type can provide CAS to a De_Combat resolution is preceded by a series of actions that set the

fender hex the Soviet Player is attempting to Overrun. stage for combat: _
« No Soviet CAS is allowed during any Overrun, attacking or Combat Declaration

defending. » Combat Refusal
« Artillery Fire Support is not allowed for either side during® Reaction Movement
Overruns. * No Retreat Declaration

Exception: One defending artillery unit in the Defender Hex 9.1 Combat Declaration -
can provide Fire Support automatically at full support strengtH>ombat takes place between enemy units in adjacent hexes. At-
if the Defender Hex also includes at least one non-artillery Confacking is always voluntary. Friendly Combat Units are never

bat Unit. forced to attack enemy units. Units are not required to attack all
the enemy units that they are adjacent to, or that project ZOCs
8.67 Overrun Procedure into hexes with attacking units.

a. The Overrunning force starts or moves adjacent to the De- _ .
fender Hex, paying the +1 MP cost for the Overrun, ZOC cost #-11At the conclusion of each friendly Movement Phase, the

applicable, and terrain costs to enter the Defender Hex. moving player declares which enemy hexes he will attack, and
b Both sides select Lead Units. gz)s(lgnates which friendly units will attack each adjacent enemy

c. Total AS and DS for both sides, compute odds. « Individual units in a stack can attack different adjacent hexes.
d. Allocate CAS for Germans (if German units are moving) and Unoccupied hexes and hexes containing only bridge/Leader
determine CAS coordination [10.41]. units cannot be attacked.

e. Determine DRMs from: * When using the Assault Sequence, units belonging to Non-
Active Formations may be designated to attack adjacent De-

« Terrain (both hex and hexside terrain) fender Hexes

« ER Differential Calculation [10.61c]

e Combined Arms Bonus [10.61f] 9.12No more than one enemy hex can be attacked in any single
e German CAS [13.23] combat. Place Declared Attack markers on each of the attacking
units (or stacks). Position the arrow toward the hex that will be

attacked (the Defender Hex). Enemy hexes with no adjacent
f. Roll one die, apply Net DRMs, and consult the Mobile CRT tdDeclared Attack marker pointing toward them cannot be attacked.
obtain result.

NOTE: Overrun DRMs can differ from those for regular combat.

_ _ _ NOTE: More than one Declared Attack marker can be placed in
g.Owning players remove any losses. Defending units forced e same hex, on top of each group of units attacking a different
retreat by the CRT result are retreated two hexes by the attacdjacent Defender Hex.

ing player (the player making the Overrun). All units that retrea .
as a result of Overrun automatically become Disrupted. Place5 13A dD_ef(ra]ndgr H((ja.x can tl)1e attackgﬂ by agtr)‘lr\ any.:.llnltslgs an be
Disrupted marker on them. placed in the six adjacent hexes, with possible artillery Fire Sup-

) ) ort and Close Air Support (all subject to Combat Coordination
h. If the Overrun succeeds in clearing the Defender Hex of a| 5.0.4]).

enemy units, move the Overrunning stack into the Defender Hex

at no additional MP cost (it has already been paid in order t9.14Units with attack strength of zero cannot declare or partici-
conduct the Overrun). Disregard any enemy ZOC cost whepate in attacks. Any unit (or stack) whose total attack strength
entering the Defender Hex. has been reduced to less than one (1) because of halving [3.5]

i. The stack can now continue moving up to the limit of its reSannot attack.

maining MA, and can conduct another Overrun, if sufficient MP$) 154 unit cannot attack into a hex, or across a hexside, through
remain. However, if the Defender Hex that the Overrunning stackhich it cannot move.
had just entered is in another enemy ZOC, the Overrunning force

either Overruns the hex projecting the ZOC, or movement ceasdzception:Artillery may be able to contribute its support strength
to any in-range Declared Attack, regardless of the terrain in the
8.681f the Overrun does not succeed in clearing the Defendgsefender Hex [12.18].

Hex of enemy units, the stack ceases movement in the hex adja- _ ) _
cent to the Defender Hex, and loses one step (owner’s choic&y<AMPLE: A red box MA or non-artillery orange circle MA unit

in addition to any step loss already required by the CRT. Ignof'g Oy able to attack a swamp hex through a road or rail hexside,
any attacker retreat results on the CRT. and could attack across a river only through a bridge hexside.

9.16 Once the Declared Attack markers have been placed, the
attack is irrevocable. The Defender Hex must be attacked by all
units that have declared combat against it (unless the units in the
Defender Hex have conducted Combat Refusal [9.2]).
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9.2 Combat Refusal 9.3 Reaction Movement

9.21After all attacks have been declared, the defending playé&teaction Movement takes place after all Combat Refusal. Reac-

has the option to attempt Combat Refusal in all eligible Defendgion is always determined on a unit-by-unit basis.

Hexes. Eligibility requirements:

« All units in the Defender Hex have red-box MA or are cav
alry.

< No unit in the Defender Hex is Disrupted.

9.31The defender can move all eligible units (except HQs), up
‘to half of their MA. Units bearing Disruption or OoS markers
are not eligible.

9.32A unit is eligible if:

9.22 Combat Refusal is not movement. It is a form of retreat . . .
« Itis within two hexes of a Defender Hex, but does not occupy

[11.3]. a Defender Hex itself.

9.23 Procedure * It has red-box MA

a. Conduct an ER check on the Lead Unit in the Defender Hex. It does not bear a Disrupted or OoS marker.

No DRMs are allowed. « It is part of the same Formation as the Lead Unit in the De-

b. If the ER check fails, the unit or stack remains in the De- fénder Hex, or itis an eligible Army Unit _ _
fender Hex, and it must defend in combat. « Itis not in an enemy ZOC (if Soviet; German units can be in

i . Soviet ZOC)
c. If the ER check passes, the owning player retreats the unit Ot did not already attempt Combat Refusal this turn
entire stack two hexes [11.31a].

d. Now the attacking player has the option to advance units : bat. If th declared K .
to the stacking limit into the vacated hex. Remove all Declare C(sl\?;rntgn(t:(i)smpggsilblg ir\fsgrso?eo thg'f t?]rg s;r:icur?i,t rr]r?igi‘fice“glr;-
At_tack markers from that attacking force. At_ta_cking.units fromgible for Reaction Movement more than once during a turn.

this declared attack cannot declare or participate in any other

combats during this Combat Phase (in effect, their combat h&33 Procedure

already been resolved). a.Conduct an ER check on the Lead Unit in each Reacting hex.

. DRMs can be applied from the use of Command Points [15.33c1].
9.24 A stack that succeeds in Combat Refusal cannot end its

retreat in a hex that itself is the target of a declared attack, &: T the Echheck fﬁ“ls’ the unltshl_n thr‘?t hex remain in place, and
though it can pass through such a hex during its retreat. cannot make another attempt this phase.

%OTE: This phase gives the defender the opportunity for local re-

9.25Combat Refusal cannot occur if the retreat path must pags
through a vacant hex in an enemy ZOC.

9.26Units retreated due to Combat Refusal cannot subsequent
conduct Reaction Movement during the Reaction Phase of thi
Sequence.

& @ —
' — h'\:. : — Linit
1= s . Fas
Enemy 5.3 2N Enemy I -,
unit | A B ‘ Unit \ Ta
i,-"* EXAMPLE OF REACTION MOVEMENT: German unif A
,.-"‘ is under attack and the German player wishes to use Ij‘eac-
i tion Movement. Units C and D are not eligible. C belofgs

to a different formation than the unit in the defender Hex,
and D is not within the required two hexes of the defender
EXAMPLE OF COMBAT REFUSAL: The Soviet Player has | hex. Unit B is eligible because, being German, it can r¢act
committed to three attacks—A, B and C. The German player| in an enemy ZOC, but it is not chosen. Unit E is also|eli-
cannot use Combat Refulsal in A because his unit is[sur-| gible, so the German player makes an ER check for thg unit
rounded by enemy ZOCs. He cannot use Combat Refupal i with a die roll of 1-6 required for success. The attempt is
B because his unit is not a red-box MA or cavalry unit.|He | successful which allows the German player to move Urjit D
can use Combat Refusal in C and does so. He uses the cay-up to 3 MPs (half its MA). The unit does not have to r¢in-
alry unit as his Lead Unit in the stack and makes an ER chjeck| force the defender’s hex—it could move away. It cannot gnter
A die roll of 1-6 will allow the German player to retreat bqth | the shaded hexes because it may only move adjacent|to an
units two hexes. The units may retreat to separate hexds. | enemy unit if a friendly unit occupies the hex.

© 2004 GMT Games, LLC



Roads to Leningrad 19

9.34 During Reaction Movement, a unit can move adjacent td0.12A unit (or stack) without a Declared Attack marker cannot
an enemy unit only if: attack.

« it has sufficient movement points available, and

. . . Exception: Artillery units may be able to provide Fire Support
« a friendly combat unit already occupies that hex. P y y P PP

[10.42 and 12.1].
Entering is subject to stacking limits. If it enters a friendly occuy
pied hex in an enemy ZOC, it does not pay the MP cost to ent
the enemy ZOC, but stops immediately.

0.13A unit cannot divide its Attack Strength among different
%mbats, or lend it to other units.

. . 10.14No more than one Defender Hex can be the object of a
9.35Reaction Movement need not be into a Defender Hex, Osringle Declared Attack J
i .

toward any combat. A unit cannot React into a hex or across
hexside containing terrain that is prohibited to that unit for move10.15A defender unit cannot be attacked solely by artillery or
ment. air units.

9.4 No Retreat Declaration 10.16All units in a Defender Hex defend as a single combined

9.41The No Retreat option allows the defender to avoid retreddefense Strength. The attacker cannot attack individual units in
after combat, but at the possible cost of an additional step loasstack, and the defender cannot withhold a unit in a stack from
[11.41]. The defender can attempt No Retreat if: participating in combat.

+ the Defender Hex contains at least two steps of strength, aR¢) 1 7rRemove the Declared Attack markers before Combat Co-
« the Defender Hex contains a Strongpoint. ordination for that attack.

9.42 Procedure 10.18After the Declared Attack markers are removed, the at-

a. Conduct an ER check on the Lead unit in the Defending Heycyer designates a lead Combat Unit for the attack [ 10.44].
DRMs can be applied from the use of Command Points [15.33c1]

and must be applied if the Lead Unit bears an 0OoS and/or Did0.2 Effects of Terrain on Combat
rupted marker. 10.21A defending unit benefits from the terrain in the hex it

b. If the ER check succeeds, place a No Retreat marker on tRECUPIES, and from the terrain on the hexside(s) it is being at-
Defender Hex. tacked through.

c. If the ER check fails, conduct any retreat normally if it occursl0.22 The defender receives the following cumulative DRM
through combat results. benefits for terrain:

a. Apply only one DRM for terrain in the Defender Hex, but

9.43The No Retreat marker indicates: : .
) always the most favorable DRM available, if more than one ter-
a.Apply a +1 DRM to the Combat Die Roll. rain type exists in the Defender Hex.

b. The defending unit (or group of units) loses one additiong), Apply a DRM for Strongpoint in the Defender Hex.

step if CRT results include a retreat (“R”) result. Apply this loss ) ) ) . . .
to the Defender Lead Unit [11.42b]. c.Apply hexside terrain DRM, if all non-artillery attacking units

o are attacking through that type of hexside.
c. Units in the Defender Hex do not retreat.

DESIGN NOTE: All combat is presumed to take place within the
defender’s hex. Hexside terrain presents an obstacle to entering
the hex, and thereby also benefits the defender.

10.0 Combat

&Q.ZSTerrain in hexes occupied by attacking units has no effect

The player who is currently conducting an Operations Sequen
play y 9 P 9 n combat.

(and who just placed his Declared Attack markers) is the AP
tacker. The other player is the Defender, regardless of the overxception: Motorized and heavy weapons units attacking out
all game situation. The Attacker resolves his declared attaclg swamp hexes [10.26].

individually, in any order he desires. o ) )
10.24Supply and terrain might halve an attacking unit’s combat

101 Attaqk Restrictions strength one or more times. Any attacking unit (or stack) re-
10.11No unit can attack or defend more than once per Combaiced to less than one (1) attack strength point cannot attack
Phase of the Operations Sequence being conducted. (since fractions are dropped [3.54]).

NOTE: Itis possible for units to attack two or more times per turn g 25 Rivers and CombatThe attack strengths of all non-artil-
—once (or more, depending on the number of AMs for the Formgsyy ynits are halved (round down) when they are attacking across

tion) when activated, gnd one or more other times when adjacepi er hexsides, regardless of the presence of a bridge. Artillery
to Defender Hexes being attacked by other activated friendly For- . .
upport strength is not affected by river.

mations using Assault Sequence. It is also possible for defending

units to be attacked several times during a turn, depending on thgy 26 Swamps and CombatRed-Box MA and non-artillery

number of activated Formations that choose to attack any give@range-Circle MA units can attack into or out of a swamp hex
Defender Hex. but only at half strength (round down), and only across a hex-
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side that is crossed by a road or railroad. If attacking both intftor Command Points, Mobile Sequence, woods in Defender hex,
and out of a swamp hex, they are only halved once. This halvir@loudy or Rain weather.

is cumulative with the halving for rivers [TEC]. c. If the ER check passes, all friendly air units provide CAS. If
10.27The support strengths of artillery units are not halved fofhe ER check fails, none of the friendly air units contribute their

being located in (i.e., firing out of) a swamp hex. CAS points as DRMs.

- 10.42 Artillery Coordination
10.28Both the Attacker and Defender’s artillery support strength‘si Each player indicates which of his eligible artillery units

are halved when: [12.13] will attempt to provide Fire Support to the Declared At-

+ Defender Hex is swamp ~ tack, and selects one artillery unit to be the Lead artillery unit
* Defender Hex is marsh, and the current weather condition {g\itacker first).
Rain.

b. Each player then makes an ER check against his Lead artil-
10.3 Choosing the CRT lery unit (Attacker first), applying DRMs for Command Points,
10.310nly one of the two Combat Results Tables (CRTs) willMobile or Assault Sequence, and Defender hexes containing
be used for each combat. The attacking player identifies whiokioods. The result applies to all friendly artillery units providing

CRT will be used for each combat. Fire Support in that Declared Attack.

10.32When the Assault CRT is mandatory: Exceptions: One artillery unit in the Defender Hex is always
« During an Assault Sequence Coordinated, and one attacking artillery unit adjacent to the
« During Rain game turns Defender Hex is always Coordinated [12.17].

* Attacking force contains no armor c. Artillery Coordination Results

- Defender Hex contains town, hill, swamp terrain, or a . . . .
Strongpoint P « If the Lead artillery unit passes its ER check, all attacking

« All units attack across a river hexside artillery units contribute their full support strengths.

. . < A modified result greater than the Lead artillery unit ER, but
10.33The attacker can choose the Mobile CRT if all the follow- |ess than 10, halves each supporting artillery unit's support

ing apply: strength (round down). This halving may be in addition to any
» where using the Assault CRT is not mandatory [10.32] halving for firing into Defender Hexes in swamps or in marsh
« if at least one attacking unit in the combat is armored during Rain turns. Each artillery unit may always contribute a

minimum of one support strength point even if halved twice.
A modified result of 10 (or more) means that none of the com-
mitted artillery units contribute any support strength to that
combat.

10.4 Combat Coordination

Coordination between units is critical to the success of any at-
tack or defense. The game represents this by requiring coordina
tion (ER checks) during combat. The attacker makes up to three
Combat Coordination checks per combat (for Close Air Suppofl. Regardless of the result of the ER check, each participating
(CAS), Artillery, and Combat Units). The defender makes up t@tillery unit is turned to its Fired side after the Declared Attack
two Combat Coordination checks per combat (for CAS and Aris completed.

tillery). As players make ER checks, refer to the Combat Coog, The total artillery support strength added for each side in a
dination Table. given combat cannot exceed that side’s total ground combat

TERMINOLOGY NOTE: Artillery units are Combat Units, but for strength in that combat. [12.13f].

purposes of making Coordination checks, Coordination for arti-ey AMPLE: a Defender Hex contains Combat Units with a de-
lery units is done separately from all other Combat Units. Whefanse strength of five. Two friendly artillery units with support
you see the term Combat Unit Coordination, include only the nOnsyrengths of 4 each are within range and the lead artillery unit
artillery units—the artillery units, if any, have been covered byyasses its ER check. Even though the two artillery units have eight
Artillery Coordination. support strength points they can commit to the Defender Hex, only
five of those points can be committed because there are only five

10.41 Close Air Support Coordination rdefender strength points in the Defender Hex.

a. Each player (attacker first) commits air units to Close Ai
Support (CAS) [13.2] for the Declared Attack. CAS air units are10.43 Defender Combat Unit Coordination.The defender
placed on the Defender Hex. Once CAS units are placed, thegver makes a check for Combat Unit coordination.

cannot be removed before that Declared Attack is resolved, nor ) o
can additional air units be added. 10.44 Attacker Combat Unit Coordination

a. If all the attacking Combat Units are located in the same hex
PLAY NOTE: If both players agree, fog of war can be added tand none of them are Disrupted, they are automatically Coordi-

CAS commitment by having both players secretly allocating aipated. These ER checks are not performed.
units for each CAS, and then simultaneously displaying the num-

ber of units each has committed. b. Otherwise, the attacking player makes an ER check for his

. . L d Combat Unit.
b. Each player designates one committed CAS air unit as hll'seal ombat !

Lead air unit and makes an ER check on it, applying any DRMs
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« If the attack is part of a Mobile Sequence, the Lead Combat0.61Combat DRMs. Determine DRMs for:

Unit is either from the Active Formation, or a qualifying Army a_ Terrain (both hex and hexside [see TEC].

Unit. One in-range Active Formation HQ can spend its com; o )
mand points to modify the ER check. b. Strongpoint in Defender Hex: +1 DRM.

« If the attack is part of an Assault Sequence, the Lead Comb tER D|ffe.relnt|al Calculation. Compare the ER of the Lead
Unit can be from the Active Formation, or a qualifying Army ombat unit in the Lead attack hex to that of the Lead Combat

Unit. For an Active Formation HQ to spend its command point§Jnit in the Defender Hex. If the ER of th’e defender.’s Lead Unit
to modify the ER check, more than half of the participatin S greater than the ER of the attacker's Lead Unit, a plus (+)

units must be from the Active Formation (since units from RM results; if the attacker's ER is greater, a minus () DRM

Non-Active Formations adjacent to the Defender Hex mar%e/sults. The amount of the DRM is equal to the difference be-

also participate). If the unit passes the ER check, no adju _eSen the t\_NO ER ratlngs.hRe:jnembe_r .to tak? EDsruptlon and
ments are made to the combat. 0S status into account when determining unit ERs.

If the unit fails its ER check, add a +2 DRM to the final Com_EXAMPLE: The attacker’s Lead Combat Unit has an ER of 5, and
bat die roll [10.61g] the defender’s Lead Combat Unit has an ER of 7. Subtract attacker

' ' from defender (7-5=2). This results in a +2 DRM. The attacker
c. See the Combat Coordination Table for Coordination DRMsROW must include a plus two (+2) in his DRM calculation.

« Command Points d. Attacker and Defender CAS [13.2].
* Mobile or Assault Sequence e. Defender Hex contains No Retreat marker [9.4]: +1 DRM.

* Attacker non-Artillery Combat Units occupy 3 or more hexe%' Combined Arms Bonus (CAB).Apply a (—1) DRM to the
10.5 Determining Combat Odds combat if all of the following requirements are met:

10.51 Compute Final StrengthsThe attacker and defender each 1 The attacking force contains one or more armored units with
total their attack and defense strengths, respectively, as followgq attack strength.

a. Total all Combat Units for each side in the combat. Some_ The attacking force also contains one or more motorcycle,
attacking units (or stacks) may have their attack strengths halvegotorized infantry, motorized engineer, or reconnaissance (not
Halving is cumulative; some units or stacks may be halved mokgmored car) units. This type and the qualifying armored unit
than once [3.5]. need not be in the same hex.

b. Add the support strength of artillery units [12.1]. 3. The defender has no armor, anti-tank, or heavy anti-aircraft

10.52 Compute Combat OddsDivide the total attacking units in the Defender Hex.
strength by the total defending strength to arrive at a combét The current weather is either Dry or Cloudy.

odds ratio. AIWayS round off the ratio in favor of the defender, t% The defender is not located in swamp, town, ora Comp|eted
the nearest odds column listed on the CRT. Strongpoint.

EXAMPLES: 8 attack strength points against 2 defense strengfh The qualifying attacking units in 1. and 2. above are not at-
points is 4:1 odds; 8 to 3 is 2:1 odds; 8 to 4 is 2:1 odds; 8 to 5 isacking through a river hexside and are not Disrupted [3.72h].

3:2 odds. ) . o ) ]
g. Failed Combat Unit Coordination.If the attacker failed his

10.53 Special Combat Odds Combat Unit Coordination ER check [10.44], apply a +2 DRM
a. The minimum initial odds for any attack (before artillery hastg the combat.

been committed, and prior to the defender’'s Reaction Move- ) ]
ment) are 1:4, in order to declare the attack [ 10.52]. Final oddk Attacking Engineer Effects.Apply a -1 DRM whenever the
of less than 1:4 on either CRT results in an automatic A2R resi@tacking force includes an engineer type unit (additional engi-

(if using the Mobile CRT) or A2Rd (if using the Assault CRT). N€er units have no extra effect), and the defender receives a DRM

. ) far town or Strongpoint. Also apply Engineer Effects whenever
b. Final odds greater than 7:1 on the Assault CRT are resolvea] engineer unit is participating in an attack across a stream hex-

) a
on the 7:1 column. side and the defender gets the stream DRM. Engineer Effects do

c. Final odds greater than 8:1 on the Mobile CRT are resolvegot apply during Overrun. Defender’s engineers have no effect.

on the 8:1 column. ]
10.62 Netting DRMs Net all attacker and defender DRMs. Each

@Ftl DRM point offsets a—1 DRM. The positive or negative DRM
total remaining after offsetting is the final DRM. Final DRMs
EXAMPLE: The attacker cannot declare 2-1 odds when he has a&re further limited to not greater than +5 or less than —5; disre-
1 odds. gard final DRM values beyond these limits.

d. The attacking player can never voluntarily reduce the comb
odds of any given attack.

10.6 Resolving Combat 10.63 Roll One DieThe attacking player rolls one ten-sided

After all Combat Coordination and odds calculation is completedie, and adjusts the die roll by the net DRM. Cross-index the

the attacker computes the applicable DRMs for the combat, amdodified die roll result with the final odds column on the appro-

then resolves the combat. priate CRT. Immediately apply the combat result to the involved
units before going on to any other combat.
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11.0 Combat Results c.When a combat result requires a unit to be eliminated, remove
11.1 Reading the CRT it from play. Any unit required to lose more steps of strength

11.11Interpret the results on the CRT as follows: than it has is removed from play.

11.22 Lead Unit LossesThe Lead Unit for both sides normally

A = Attacker. Numerals and letters following the ‘A refer to takes the first step of any combat loss required by the CRT.

attacking units.

D = Defender.Numerals and letters following the ‘D’ refer to Exception: Shaded box results on the CRT [11.12].

defending units. 11.23 No Retreat Lossesn addition to any other losses, if the
defending force bears a No Retreat marker, and the combat re-
sult indicated a Defender retreat, the defending force suffers an
additional step loss [11.41 and 11.42b].

R = Retreat. All units of the affected force retreat [11.3], unless
they bear a No Retreat marker [9.4].

E = Eliminated. All units of the affected force are eliminated. 11.24 Reduced losst one side has fewer steps available to lose
1,2,3.1, 2, or 3 steps (as indicated) lost from the affected forcéhan indicated by the numerical result (and thereby is completely
The Lead ground unit of the affected force must always lose tr@liminated, with an unfulfilled loss left over), any step loss in-

first step (Exception: Armor attrition [11.12]). curred by the opposing side is reduced by one. This does not

. ) . ) ] negate armor attrition.
d = Disrupted. All involved units are Disrupted (attacking or

defending, depending on which side incurs the result) [3.7]. 11.3 Retreats

N When a combat result requires units to retreat, the owning player
11.12 Armor Attrition.  Shaded boxes on both CRTs mandatgmmediately moves the affected units individually (or as a stack
armor loss if the attacking force contains one or more armar_mandatory if the first hex of Retreat is a vacant hex in enemy
steps (red attack strength) and one or more units in the Defendgljc) either one or two hexes, in any direction away from the

Hex have red defense strength. If these conditions are met, th@fender Hex. A unit unable to retreat within the restrictions
first step of attacker loss must be an armor step, regardlessgﬁq‘,en below is eliminated.

which unit was the Lead Unit for the attack (Exception to 3.43b).
If the CRT did not result in an attacker step loss, one attackirlgxception:In Overrun, the attacking player retreats the affected
armor step is still lost. units.

EXAMPLE: A Soviet stack containing a two-step armor unit and 41.31 CRT differences
non-armor unit (the Lead Unit) attack a German anti-aircraft unita. Retreats generated from the Mobile CRT or Combat Refusal
(red DS) at 3:1 odds on the Assault CRT. The modified die roll is $9.22] must be two hexes.

yielding a result of ‘DR,’ plus a shaded box The German anti-air .
craft unit retreats, but because of the shaded box, the Soviet arm rRetreats generated from the Assault CRT can be either one or

unit must take a step loss, even though the CRT did not call forty© hexes, as the owning player desires.
numerical step loss for the attacker. c. Regardless of CRT, no retreat can exceed two hexes.

11.13Attacker artillery units not adjacent to the Defender Hex11.32Retreats are not movement, and do not cost MPs. How-

and defender artillery units not in the Defender Hex, never sukver, a unit cannot retreat across a terrain hexside that is prohib-
fer any combat results; they do not retreat or advance; are rigdd to its movement, off the edge of the map, or through hexes

Disrupted; and do not suffer step loss [ 12.16]. containing enemy Combat Units.

11.2 Combat Losses 11.33A unit can retreat through a hex containing friendly units,
11.21When called for by the CRT, the owner removes the indieven if that means a temporary violation of stacking limits. A
cated number of steps from the total force, not from each unit imit cannot end its retreat in violation of the stacking limit. If it
that force. does, the owning player eliminates retreating units until the stack-

a. The process of applying each step of loss to a unit varies a@g limit is reached.

cording to the number of steps a unit has. 11.34A unit cannot end its retreat in an enemy ZOC, unless

* When a one step unit takes a step loss, remove it from playanother friendly unit was already in the hex. Friendly units ne-
* When a two-step unit takes its first step loss, turn the unit ovgfate enemy ZOCs for purposes of retreat.

to its Reduced Strength side. A second step loss then removes
the unit from play. 11.35A unit can end its retreat in a Defender Hex where combat

apas not yet been resolved (subject to stacking restrictions). How-
ever, it contributes no defense strength to the subsequent com-
bat, and cannot act as a Lead defender unit. It is subject to any

° HQS ) retreat result incurred by the defenders in the subsequent com-

« artillery units _ _ bat, but is not subject to any loss result (unless the defenders in

* Combat Units with unit strengths on only one side of thgne supsequent combat are completely eliminated) with an un-
counter fulfilled defender loss result remaining.

b. The following types of units have only one step of comb
strength:
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11.4 No Retreat Option a. The only units not eligible to retreat through one vacant hex
11.41Units in Defender hexes with No Retreat markers [9.4] dan an enemy ZOC are Orange-Circle artillery units.

not retreat, but must suffer one additional step loss if the CRI A player can choose to eliminate such artillery units, in order
calls for a Defender Retreat result [11.23]. to make the attempt with the remainder of the stack. These elimi-

11.42 Procedure nated artillery units would not satisfy the potential one-step loss

a. Remove any numerical step losses mandated by the CRT, tAkd-56¢].
ing the first step loss from the Lead unit. 11.56 Procedure

b. The defending force now suffers one additional step loss, ira. Conduct the two-hex retreat. Retreating stacks remain stacked
stead of retreating. The defender’s Lead Combat Unit normallpgether. The second hex of the retreat cannot be a vacant hex in
takes this step loss; if it has already been eliminated, take the seapenemy ZOC.

loss from’the unit in the Defender Hex with the highest ER, \when the retreat is completed, the owning player conducts an
(defender’s choice in case two or more units have the highest ERJR check on the retreating unit. If it is a stack, he conducts an
c. If the additional step lost is the last step in the Defender HeER check on the Lead Unit of that stack.

no Advance After Combat is allowed for the attacker. NOTE: Remember that the printed ER ratings are reduced if the
d. Remove the No Retreat marker. unit is OoS or Disrupted. Also, the Lead Unit for the retreating

stack does not have to be the Defender Lead Unit in the combat
11.5 Retreat Through Enemy ZOC that Caused the retreat.

;gsclmg:scggg?tteﬁg?eat ;Trr]O(;?iZts vacant hex in an ENEMY if the ER check fails, the unit (or group of units) takes a one
' P ' step loss from the Lead Unit. If the ER check passes, there is no

11.52A unit can retreat through a hex occupied by one or mort®ss.
friendly Combat Units, even if enemy Combat Units project &. Motorized Attacker Advantage. If the retreating unit or stack
ZOC into that hex. contain no red-box MA units, but one or more enemy red-box

11.53A unit can end its retreat in an enemy ZOC only ifafriendl)}vIA un,lts exc_erts a Z0C |nt0_ the vacant _hex, one ;tep (enemy
combat unit already occupies the hex (subject to stacking Iimitsgfteycekr s choice) is automatically lost without making an ER
11.6 Advance After Combat

Whenever the original Defender Hex has been vacated as a re-
11.55Eligible units retreating through just one vacant hex in asult of combat, the attacking units may be able to advance.
enemy ZOC can attempt to do so, but must retreat two hexgs
(assuming that the second hex of the retreat is not a vacant
in an enemy ZOC), and may suffer one or more steps lost in t
process. =

11.54A unit is eliminated if its only path of retreat is through
two or more vacant hexes in enemy ZOCs.

L
¥ s |B
wacs 1 | a5 T
Enemy iﬁﬁ —_— A s MR aEs
Unit 3.33||7 o5l 3G<15 | | 553
Enemy i 3-4-5
Ul'lll o —;ﬁ— ] EL] [ PRET &
Enemy " ain EE! Ma,
Unit " “ — h '_-l"d [ ] 5'5-5 :
u ™ s F - 1
a=]e Lo .
i 5-5—1‘_‘ 2-1-) H
B i Enemy ; Emnamy
il | Unil EXAMPLE OF MOTORIZED ATTACKER ADVANTAGE:
",é,.ﬁ The Soviet player must retreat Stacks A and B. The shaded
2-2-J H'“"l: hexes indicate vacant hexes in an enemy ZOC. After refreat-
ing Stack A the Soviet player makes an ER check. He usgs the
EXAMPLE OF RETREAT THROUGH ENEMY ZOCS: The | Recon unit as the Lead Unit in the Retreat—so a die rg|l of
German player must retreat stack A two hexes. The orangeq 7-10 will cause the Lead Unit to take a step loss. The qther
circled unit is eliminated because it cannot retreat intofan | unit in the stack is not effected. Stack B rausbmatically
enemy ZOC. The motorized unit can retreat through an en-| lose a step after its retreat because the stack does notf con-
emy ZOC but only in the first hex. That only leaves fwo | tain a unit with a red-boxed MA and the EZOC it pasged
choices—hex B or hex C. After the retreat the German Player| through was exerted by an enemy unit with a red-boxed|MA.
must make an ER check to see if the unit loses a step. The German player may decide which unit takes the step|loss.
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Advance after combat is not movement, and does not cost MPKL.63Only those victorious attacking units that participated in

However, a unit cannot advance across a terrain hexside thathst combat can advance. Such units can advance from any of
prohibited to its movement, off the edge of the map, or througthe hexes from which the attack was made. Units that served
hexes containing enemy Combat Units. only to block enemy retreat routes (such as those not having

Declared Attack markers for that combat) cannot advance.
11.61 Length of Advance

a. When the Assault CRT is used to resolve the combat, attackxception: Heavy-weapons units (orange-circle MA) cannot
ing units can advance only one hex (into the vacated Defendadvance after combat.

Hex).
) 11.64 Advancing units ignore all enemy ZOCs, regardless of

Exception: Advance is not allowed into a hex where the lastadvancing one or two hexes.

remaining defender step was lost due to No Retreat orders. . L L
9 P PLAY NOTE: This rule has significant implications for attacker

b. When the Mobile CRT is used to resolve the combat, attacland defender alike because it means advancing red box MA units
ing red_box MA units can advance up to two hexe3. The ﬁrst helja combats USing the Mobile CRT can pOtentiaIIy infiltrate defender
must be the Defender Hex (the hex that was attacked), and tR@sitions and surround defender units.

second can be any adjacent hex of the attacker’s choosing. 17 g5Units cannot violate stacking limits at the end of an ad-

Exceptions: vance after combat.

1) Advance is not allowed into a hex where the last remain-
ing defender step was lost due to No Retreat orders. .
2) Disrupted red-box MA units can never advance more thaﬂ_2 . 0 Art| ||e ry

one hex. Artillery units participate in combat either from adjacent hexes

c. When the Mobile CRT is used to resolve the combat, norer from non-adjacent hexes. Artillery units do not have attack
motorized units can never advance more than one hex (into tegength, but instead have support strength, which is used to

vacated Defender Hex). supplement the attack or defense strengths of other friendly units.
d. Defending units never advance after an Attacker Retreat réVtillery units need not be adjacent to, but must be within range
sult. of, the Defender Hex any time they participate in artillery Fire

Support. In most cases [Exception: 12.17] artillery must make a

11.62A player exercises the option to advance immediately, beZoordination check [10.42] to participate in combat.
fore resolving any other combats. A player is not forced to ad-

vance a unit. After advancing, units cannot attack again in th&tome artillery units have the letter “A” following their support

Combat Phase, even if their advance places them adjacentsféengths- These represent special artillery units, which are lim-
enemy units. ited to offensive Fire Support. They can never conduct Fire Sup-

port defensively.

12.1 Artillery Fire Support

12.11 Declaration.During Combat Coordination the attacker
and then the defender declare which of their eligible artillery
units will attempt to support that combat.

Lo

B ;' ! 12.120nly artillery units that meet eligibility requirements can

r g | — : participate in Fire Support. No artillery is required to contribute
Linn AL H
Fudut] .‘1 r'i ,: Enamy its support strength.
e T H Unit 12.13 Eligibility Requirements
3 (s a.An artillery unit must be within range of the Defender Hex for
344 || Emeny a given combat, in order to participate in that combat. Each ar-
i tillery unit has a range, expressed in hexes. Count range from

the artillery unit's hex to the Defender Hex; include the Defender

EXAMPLE OF ADVANCE AFTER COMBAT: The Soviet Hex, but not the artillery unit's hex.

player had two successful attacks. Dashed boxes indcateb. For the attacking player, only the artillery units of the Active
the defender’s vacated hex. Attack A used the Assault CRT sPormation plus eligible Army artillery units, can participate.

only a one hex advance was allowed. Note that the heavy, rq the defending player, only the artillery units of the same

\t/)v_leapons un(ljt can“o'rt]advancg atall. AttacI;B used the|Mo-omation as the Lead Unit in the Defender Hex, plus any eli-
lle CRT and so all three Soviet units can advance up tq tWogip e Army artillery units, can participate in that combat.
hexes and enter enemy ZOCs in the second hex.

d. An artillery unit on its Fired side or bearing a Disrupted marker,
at the moment when attacker or defender Fire Support is de-
clared, cannot use its support strength.
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e.An artillery unit on its support strength side bearing an EmefDESIGN NOTE: The large bodies of standing water in such hexes,
gency Supply or Out of Supply marker can use its suppoglong with the preponderance of very soft, muddy ground, reduced
strength. However, once flipped to its Fired side, the artilleryhe effectiveness of artillery fire considerably.

unit cannot be returned to its support strength side until it i$, 191ym each artillery unit (attacker or defender) over to its
again placed in supply. Fired side after making its Combat Coordination check. Fired units
f. Support Strength Limits. In any Declared Attack, the cannot contribute their Support Strengths for the remainder of the
attacker’s total artillery support strength cannot exceed the totairn, even if their support strengths were halved or unused due to
(modified) attack strength of his non-artillery units, andfailed Coordination checks. Both players turn all artillery units
defender’s total support strength cannot exceed the total (modirdged to be in supply back to their front (unfired) side during the
fied) defense strength of his non-artillery units. Excess suppoReorganization Phase during the Reorganization Segment.

strength points are disregarded.
gihp 9 NOTE: The Fired side has unit values because { i i

g. Within the above constraints, there is otherwise no limit to th@njt might still have a remaining activation or ma 25
number of in-range artillery units that can combine to suppotie required to defend in combat before it is turn

any one combat. back to un-Fired during the Reorganization Segme| 0-1--

DESIGN NOTE: Both German and Soviet artillery fire control pro-12.2 Atrtillery in Defense

cedures in WWII were rather limited by modern standards. In most2.21When an artillery unit is attacked while alone in a hex, use
cases, a given forward observer could only call for, and correctits defense strength, not its support strength.

the fire from a single battery of artillery (or in some cases, one

battalion). There were no ‘fire control centers,’ no way for ‘just 12.22When two or more artillery and/or Headquarter units are
anyone with a radio’ to call in artillery, and no way for even ain the same hex and are attacked, use only their combined de-
proper artillery forward observer to communicate with more thanfense strengths, not any of their support strengths.

one artillery unit at a time. The modern American practice of a

single forward observer being able to call for, and receive, the fird 2.23When one artillery unit is in a Defender Hex with any
from many different artillery battalions could not be accomplishechon-artillery Combat Unit, it applies its support strength to the
by most WWII armies. defense strength of the hex [12.17]. If two or more artillery
units are present, only one uses its support strength. The re-

12.14Whenever an artillery unit is in an enemy ZOC, it can_ . . .
. ) : . mainder must use their defense strength. All are subject to all
provide Fire Support only to that adjacent enemy occupied hex

(when attacking), or to its own hex (when defending). combat results.
2.24After combat, turn all artillery units in the Defender Hex

. . . . 1
12.15A defending artillery unit can use its support strength or or 1o their Fired sides.

its defense strength in a single combat, but not both [12.21]. i
single artillery unit can fire on only one Defender Hex during a12.25If a defender artillery unit begins a Combat Phase not ad-
given Combat Phase; it cannot split its strength, or lend unusggkent to any enemy units, but, before the battle it is supporting
points to other artillery units. is resolved, an enemy Combat Unit moves (or advances) adja-
cent to it and exerts a ZOC into its hex, then it cannot use its
Support strength during that Combat Phase, except in defense of
e hex it occupies [12.14].

12.16Defender artillery units that are not in the Defender Hex
and attacker artillery units not adjacent to it, never suffer an
adverse results from the combat they are supporting [11.13].
Defending artillery units in the Defender Hex are subject to aft
combat results, as are attacking artillery units that are adjace
to the Defender Hex.

12.170ne attacking artillery unit adjacent to the Defender He
(attacker’s choice) automatically passes Combat Coordinatig
at full support strength (even if other attacker artillery units fai
Combat Coordination). Subject to the constraints of 12.21, 12.2
and 12.23, one defending artillery unit in the Defender He
(defender’s choice) automatically passes Combat Coordinatid
at full support strength (even if other defender artillery units
outside of the Defender Hex fail Combat Coordination).

12.18 Terrain Effects.Terrain or intervening units do not ne-
gate artillery Fire Support. However, both the Attacker ang
Defender’s artillery support strengths are halved when: EXAMPLE OF ARTILLERY IN DEFENSE: The Soviet player

a. the Defender Hex is swamp, or when used the Mobile CRT in combat A which allowed the Sqviet
b. the Defender Hex is marsh, and the current weather conditi(orJ[mlts to advance two hexes and ad!acent o the enemy artil-
is Rain. ery unit. So now, neither enemy artillery unit C or D may be

used in defense against Soviet combat B.
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13.0 AII’ UnitS b. Offensive CAS:

The air units in the game represent only the ground attack forcés N €ach scenario there are limits on how many Attacks or
that participated in the battle; air-to-air combat is not represente@VeTuns can receive CAS each turn. At the start of each turn,

place the Offensive CAS Missions Remaining markers on the
13.1 Air Unit Restrictions appropriate box of the Offensive CAS Missions Remaining
13.11Keep air units in the appropriate box of the Air DisplayTrack, and move the marker toward the zero box as each Offen-
whenever they are not on the map performing CAS. The capasive CAS mission is performed.

ity of each box is unlimited.

2) Subject to Offensive CAS mission availability, the German
13.12 Air Readiness Procedure Player can freely employ CAS in support of German Panzer and

a. During the Air Readiness Phase of every Strategic Segmemflotorized Formations. To qualify, both the Lead Unit and more

automatically move all air units from the Flown Box to the Readyfhan half of the units in a given Declared Attack (or qualifying
Box. No die rolls are required. units in an Overrun) must come from a single German Panzer or

Motorized Formation.

b. Alr umts unused from the prior turn will remain in the Readyg) For all other German and all Soviet Formations, employment
Box until used on a future turn.

is limited to one Offensive CAS mission per Formation per turn
13.130nly air units in the Ready Box can be selected for CAgunless prohibited by scenario instructions)
missions. Each unit in the Ready Box participate in one CA

. i) German Plane Type Restrictions
mission per turn.

e A (ground attack) and B (bomber) air units may both fly of-
13.14Air units can perform CAS missions anywhere on the map, fensive CAS missions in support of Declared Attacks.
on any Defender Hex, regardless of terrain or the presence ofa (ground attack) air units only may fly offensive CAS mis-

enemy Combat Units so long as an eligible, friendly, non-dis- sjons in support of Overruns (limit one unit per Overrun).
rupted HQ is within four hexes of that Defender Hex .
5) Soviet Plane Type Restrictions

« A(ground attack) air units may fly offensive CAS missions in
13.16Air units are subject to an ER check whenever they per- support of Declared Attacks.
form CAS [10.41]. Apply DRMs as listed on the Combat Coor- B (bomber) air units may only fly offensive CAS missions in
dination Table. support of Declared Attacks if accompanied by an A (ground
attack) air unit (single or paired B units cannot conduct offen-
sive CAS missions by themselves).

* No Soviet air units may fly offensive CAS missions in sup-
13.2 Close Air Support Missions port of Overruns.
13.21 At the beginning of each combat resolution procedure
ﬁTS‘ th.e at.tacll<e_r, then the defender, assigns up to two availaq e Germans, with Luftwaffe liaison teams assigned to each Pan-
air umts, if eligible (13.14), from the Ready Box to the CASzer and Motorized Formation, enjoyed a significant edge in Offen-
mission for that combat. sive CAS availability. While certainly there should be more restric-

PLAY NOTE: If both players agree, fog of war can be added tH'ons on the Soviets, there were more Soviet aircraft available. A
CAS commitment by having both players secretly allocating CA me plays best \f’hfin it focuses on important aspects and leaves
air units for each combat, and then simultaneously displaying th e rest to general eftect.

number of units each has committed.

13.15Air units neither exert nor are affected by ZOC.

13.17When an air unit completes CAS, place it on its Flown
side in the Flown Box.

ESIGN NOTE: Both air forces had doctrine limitations, though

13.25Air units are not affected by ground combat results and
13.22When executing an Overrun, the German Player may agannot be taken as losses, regardless of the combat result.
sign one air unit from the Ready Box to perform a CAS mission 3 o6 Remove air units at the end of each combat resolution.
for an Overrun. Place them in the Flown Box.

13.23Each air unit assigned to a combat (or Overrun) by the
attacking player provides a —1 (or —2) DRM, as printed on the
unit; each air unit assigned to a combat by the defending player
provides a +1 (or +2) DRM, as printed on the unit.

13.24 Restrictions on Use

a. Defensive CAS¥or both sides, defensive CAS is allowed
for any Formation occupying the Defender hex in a Declared
Attack. No defensive CAS is allowed for either side during Over-
runs
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14.0 Strongpoints a. During the Engineering Phase of any friendly Assault Se-
Stronanoints represent a variety of field fortifica- A4€NCe’ place a Strongpoint Under Construction marker on top
ST PO 9p P y of any eligible unit. The unit must be of the Active Formation,

FIOI’]S prepared for <_jefense f_rom all directions. Theyor be an Army Unit activated by that Formation. Non-active units
include prepared fields of fire, earth bunkers, fox-

holes, trenches, and roadblocks. Strongpoints mué’fla't until they have been activated with an Assault Sequence.

be built. They are not printed on the map. b. The constructing unit remains in place and must not move,
L retreat or attack until the Reorganization Segment’s Engineer-
14.1 General Characteristics ing Phase, or until the next Assault Sequence’s Engineering Phase

14.11An enemy Strongpoint blocks the tracing of a friendlyyhen the same unit is activated again (whichever occurs first).

Supply Route or Supply Road through the hex it occupies. g During the Reorganization Segment’'s Engineering Phase,

gg:g l():zndszttrrcg/;dd ?ﬁ:gﬂzhat:]gfaﬂz Supply Route or Supplgr the. next As.saullt quuence's Engineering Rhase, if the con-

' structing unit is still eligible, turn that Strongpoint Under Con-
14.12During the friendly Movement Phase, it costs one MP testruction marker to its completed Strongpoint side. The con-
enter a hex containing an enemy Strongpoint, in addition to trructing unit is now free to move during its next activation,
terrain cost. Units with sufficient MPs remaining can continugind the Strongpoint will remain, even if the hex is otherwise
moving, up to the limit of their MA. unoccupied.

14.13 Combat Effects EXAMPLE: A Soviet infantry unit occupies a hex where a

a. The Assault CRT is required when the Defender Hex containatrongpoint is desired on the 16AM turn. During the Engineering

a Strongpoint, regardless of other terrain, or the type of Operg_hase of its Assault Sequence, place a Strongpoint marker on top
tions Sequence chosen of that hex with its Under Construction side showing. If the Soviet

) ] ) infantry unit has remained on that hex, and not participated in an
b. Overruns cannot be conducted against units located in hexggack, then during the Engineering Phase of the 16 AM Reorgani-
with Strongpoints. zation Segment, turn the marker to the Strongpoint side. The in-

¢. Units defending in a hex containing a Strongpoint gain a + antry unit can move away from the completed Strongpoint during
DRM to the combat die roll. There is no DRM when attackingI e 16 PM Operations Sequence

from (out of) a Strongpoint. d. If an activated Army Unit is an eligible unit type, it can con-
d. A Strongpoint in a Defender Hex allows the defender to atstruct a Strongpoint.

tempt No Retreat [9.4]. Strongpoints not occupied by friendly1

Combat Units do not block the retreat of enemy units. 4.26 Remaval

a. Remove a Strongpoint from the map whenever any type of
14.140nce constructed, Strongpoints do not have to be occuon-disrupted enemy Combat Unit occupies its hex at the end of
pied by friendly units to remain in play. A completed Strongpointhe Engineering Phase of the Reorganization Segment.

continues to remain on the map until it is removed. b. A Strongpoint Under Construction is removed immediately

14.2 Construction Procedure whenever its Constructing unit moves, retreats, or participates
14.21 Eligible units on both sides can build Strongpoints. AN @n attack.

Strongpoint can be built on any eligible hex. The hex can be INOTE: the Constructing unit can defend against attacks, and if

an enemy ZOC. not forced to retreat, the Strongpoint Under Construction marker
14.22A hex is eligible for Strongpoint construction if it is: remains.

« occupied by an eligible friendly unit [14.23] c. The oyvning playgr can voluntarily remove unoccupied
« does not contain another Strongpoint Strongpoints at any time.

* not swamp terrain d. Removed Strongpoint markers can be reused at any time.
14.23Unit types eligible to build Strongpoints:

e infantry .

* motorized infantry 150 HQ Un|tS and Leade rs

« engineer 15.1 HQ Characteristics

» motorized engineer 7o 15.11Headquarters (HQ) units represent Formation
* bicycle i i i - -
Y/ o[Ha]s staff and control units along with various non-com

14.24A unit is not eligible to start the construction process if if @=1-5 bat support units. Most Formations have at least one

T i . L . HQ; some Formations have more than one. HQ units
is Disrupted or QoS. An eligible unit becomes ineligible Olurlngaffect ER and Combat Coordination checks of their subordinate
the construction process or if it moves, retreats or attacks. If the . . .

: Lo : . units through the expenditure of Command Points.
unit becomes ineligible, the construction process is halted, and
the Strongpoint Under Construction marker is removed [14.26b}.5.12 HQs in Combat and Overrun
a. An HQ cannot be the Lead Unit in a Declared Attack be-

cause it has no attack strength. HQs can move adjacent to

14.25 Procedure
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enemy units, and motorized HQs (with red-box MA) canduring an Operations Segment. Use First Activation and Final
participate in Overrun attempts. Activation markers, as used by the Army Units, to keep track of

Exception:The HQ, Soviet 25th Cavalry Division can be a Leadits status, if necessary.
unit because it does have an attack strength. 15.25 Command Range

b. An HQ contributes its defense strength if it occupies a Degy The Soviet Voroshilov Leader counter has a Co —
fender Hex. mand Range of 4 hexes. Additionally, th 0 E“
c. An HQ unit cannot be the Lead unit in a Defender Hex, unvoroshilov Leader counter must be stacked w
less alone in that hex or stacked only with other HQ units. an HQ, and is limited to spending its comma 0-0-{]
point when that HQ is activated. When counting range, do not
count the hex occupied by the HQ and Voroshilov, but do in-
ude the hex occupied by the Lead unit (disregard range to non-
Sad units).
15.141n order for an HQ to contribute its Command Points a$,. The German von Manstein Leader counter ha
DRMs to ER checks, the Lead Unit conducting the ER checkommand Range of 8 hexes. The von Manst 0 ..'.E
must be of the same Formation as the HQ. leader counter does not have to be stacked \{ o =2
any HQ in order to spend command points. T| 0-0-{]
Command Range is traced to any Active German HQ. When
counting range, do not count the hex occupied by von Manstein,

15.15 Command Range but do include the hex occupied by the HQ.
a. Every HQ has a Command Range of four (4) hexes. Trace

range without regard to terrain, enemy units, or their ZOCs. WhedESIGN NOTE: The Germans had many more (and better) radios

. : an the Soviets, and used them far more effectively. It could be
fn%lfﬂgggtggnr?; 223?223“; t taeehf;(azcﬁl:ﬁtl egigyethae;%nbu; &I%gued that the most potent offensive weapon on these battlefields
non-Lead units) P y ( 9 9€ Ras the radio vehicle accompanying von Manstein.

b. An HQ in a Defender Hex can apply its Command Points t&-5-3 HQ and Leader Command Points

other hexes within Command Range, even though the HQ its€fommand Points generally represent a staff capability of pro-
might be under attack. cessing and distribution of battlefield information and orders.

15.13 Formation Color.Every HQ has a distinctive color in its
unit type box. All Combat Units with the same color in their unit
type or unit size boxes belong to the same Formation as the H

Bhrdsin

NOTE: An Army Unit becomes part of a Formation, for all pur-
poses, while activated.

15.16Disrupted HQs cannot spend any Command Points. Liké5-31 Number Available Each non-disrupted HQ or Leader pos-
other units, Disrupted HQs automatically recover from DisrupS€Sses either one or two Command Points. This is the number of
tion if they are not in an enemy ZOC during the Reorganizatiofommand Points the HQ or Leader has available during each
Segment at the end of each turn. If a Disrupted HQ is in an eRPerations Sequence (both friendly and enemy) of the turn.

emy ZOC during the Reorganization Segment, conduct an ERnused Command Points cannot be saved from one phase or
check to attempt recovery. turn to the next and cannot be loaned to other HQs or Leaders.

. ] . ) Each Command Point acts as a —1 DRM for one ER check, or
NOTE: Since Disruption reduces its ER by two, the HQ would havgompat Coordination die roll. Command Points can be applied
to roll a 3 or less to recover from Disruption [3.7]. to units in other hexes, as long as they are within Command

15.2 Leaders Range [15.15 and 15.25].

15.21Leaders are non-Combat Units with special capabilities15 32When an HQ or Leader spends Command Points, it al-
A Ieader||s nfc;t an HQ unit; it represents just the general and W\?ays spends the full printed value (no partial commitment for
personal stafi. HQs or Leaders with 2 Command Points). Whenever an HQ or

15.22A Leader has a movement allowance, but no stacking valuk&ader spends its Command Points, turn it to its reverse (Spent)
no attack or defense strength, cannot be taken as a step loss, $ifl§. Where the Command Point value is zero.

c?nn%type ellm_ml?lted. If ac;] elnemy umr: ehnters its h?x, |t(;|s d|3.15'33 When Command Points can be spent:

placed.” Just pick it up and place it with the nearest friendly unif Friendly Reaction PhaseEach HQ or Leader can spend its

still in play (owning player’s choice if more than one unit is alcommand Points as DRMs for one of the following:
the same distance). If displaced, turn the Leader over to its re- '

verse (Spent) side. If the Leader's Command Points have a:l—
ready been spent, there is no additional effect.

One Reaction Movement attempt
One No Retreat attempt.

« Friendly Combat Phase

15.23A Leader can advance after combat, if it is stacked wit
advancing units. It retreats when stacked with retreating units.
Leader cannot be Disrupted or Oo0S, but is subject to norm
ground movement restrictions [8.0].

. No more than one HQ can spend Command Points on a given
eclared Attack (Exception: German Arko HQ units [16.3]),
although one HQ plus one Leader can spend their Command

Points on the same Declared Attack.

15.24A Leader can automatically activate itself during anYEXAMPLE: The German 8th Panzer Division has two of its HQs

friendly Operations Sequence. It can be activated a total of WICR)p, and 28th. within Command Range of the Lead unit of a De-
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clared Attack. Only one of the two HQs can allocate its Commantl6.13 Those Heavy AA units with red Defense Strength also

Points to that Declared Attack. qualify to impose the special Armor Attrition results against ar-

2. When spending Command Points on a Declared Attack, 4Ror units [11.12]).

HQ or Leader spends its Command Points for: 16.2 Bridge Units

¢ CAS Coordination DESIGN NOTE: Numerous bridge building units were historically

« Artillery Coordination present for both sides, but only a few were capable of emplacing a

« Ground Combat Coordination bridge strong enough to hold a medium tank. The bridge markers
in this game represent only the latter; otherwise, it would be nec-

b. Enemy Combat Phase essary to keep track of several classes of bridges, at considerable

1. Immediately following Combat Declaration, an HQ or LeadeXPense in playability.
may spend Command Points for:

16.21A Bridge unit creates a bridge across an ad-

* Reaction Movement Attempt "'—"":__ jacent river or stream hexside. Orient the arrow on
* No Retreat Attempt #— | the unit to point directly at the bridged hexside.

. . Like the permanent bridges printed on the map, a
2. No more than one HQ can spend Command Points on a 9VBHidge unit negates the MP cost for other units to cross that river
Defender Hex (Exception: German Arko HQ units [16.3]), al- 9 9

though one HQ plus one Leader can spend their Command Poircw)trsStream hexside.

on the same Defender Hex. 16.22The owning player can place his Bridge units as desired

3 When expending Command Points on a Defender Hex. &5 &Y hex adjacent to a river or stream that is in Command
H.Q or Leadepr spengds its command Points for: ' %E'ange of any friendly HQ and not in an enemy ZOC. Place
CAS ' Bridges during the Engineering Phase of any friendly Assault

: . Sequence, during a Pass Sequence, or during the Engineering
* Artillery Coordination Phase of the Reorganization Segment.

c.AnActive HQ (but not a Leader) can use Command Points g »3gridge units can be freely repositioned to any other hex

help activate an Army Unit [7.4]. that is also in Command Range of any friendly HQ, and not in
d. Formation Combination. At the start of any friendly Opera- an enemy ZOC, during the Engineering Phases, as described
tions Sequence, a Leader can use its Command Points to caibove. A Bridge can also be kept off map indefinitely; when
tribute a favorable DRM to the Formation Combination [7.3]needed, just place it on the map, as allowed.

die roll attempt. The amount of DRM equals the number of Com- ) o
mand Points possessed by the leader. After the die roll has bekp24A Bridge cannot be placed on a swamp hex unless it is

made, regardless of outcome, turn the Leader over to its revet@@ced along the path of a road, railroad, or trail.

(Spent) side. 16.250nce placed, a Bridge remains in that hex as long as the

15.34During the Reorganization Phase of the ReorganizatioﬂWning player desires [exception: 16.26], even if the hex s later
Segment: judged O0S. Bridge units can never be Disrupted or OoS.

a. Non-Disrupted HQs and Leaders with unspent Commandl6.26A Bridge is a non-combat unit. It has no combat strength,
Points can contribute them to Combat Unit Disruption removaino movement allowance, no stacking point value, and no ZOC.

b. After Disruption Removal, turn all Spent HQs and Leaderdt cannot be captured, eliminated, or taken as a step loss. It is

(of both players), from their zero Command Point sides back tlaemoved frc_>m the map immediately when an enemy Combat
Unit enters its hex.

their full Command Point sides. Fyepe
NOTE: If a HQ with a Disrupted marker fails to remove the pis-16.3 German Art“lllerx HQs . 0 HDI5
ruption, it cannot utilize its command points even when turned bac1<6-33!-The _German Arko” HQ unit represents 0-1-°
to its unspent Command Points side. special artillery command and staff unit.

16.321t can be used as a second HQ in any German Declared
. . Attack [as an exception to 15.33b and c], or to coordinate de-
16.0 SpeCIaI Units fender artillery. However, it can be used only for Artillery Coor-
16.1 Anti-Tank and Anti-Aircraft Units dination [10.42], even if it is the only HQ involved.
16.11In addition to anti-tank type units[ 20
all units with red attack strength (armd @5 1 Eﬁ

units), and all heavy anti-aircraft (AA 2_4. 1-2- 170 HOW TO Wm

units with red Defense Strength, al . . ) .

function as anti-tank units for game purposes. The game is won b_y scoring Victory Po_lnts (VPS)I VPs are
awarded for controlling certain map locations, causing enemy

16.12Any one of the above types of AT units in a Defender Hexstep losses, and for certain actions players take (refer to the

will nullify the Combined Arms Bonus DRM [10.61f3 ]. Playbook and VP Chart).

© 2004 GMT Games, LLC



30

Roads to Leningrad

Index

Activation: 4.3

Activation of Army Units: 7.4
Activation Markers: 4.35
Activation Pool: 7.22
Activation Sequences: 7.2
Active Player: 7.21
Advance After Combat: 11.6
Air Units: 13.0

Air Unit Restrictions: 13.1
Anti-Aircraft Units: 16.1
Anti-Tank Units: 16.1

Armor Attrition: 11.12

Army Units: 7.4

Artillery: 12.0

Artillery Defense: 12.2
Artillery Fire Support: 12.1
Attack Restrictions: 10.1
Bridges: 8.36

Bridge Markers: 16.2
Choosing the CRT: 10.3
Close Air Support Mission: 13.2
Combat: 10.0

Combat Coordination; 10.4
Combat Declaration: 9.1
Combat Losses: 11.2
Combat Refusal: 9.2
Combat Results: 11.0
Combining Formations: 7.3
Control and Contested: 3.12

Declared Attack Markers: 9.12
Determining Combat Odds: 10.5
Disruption: 3.7

Efficiency: 3.4

Emergency Supply: 6.12-6.13
Fire Support: 10.42, 12.1

First Player: 7.12, 7.14, 7.15
First/Final Activation Markers: 7.42
Force Markers/Boxes: 3.34
Formations: 4.3, 7.3

German Artillery HQs: 16.3
Ground Unit Movement: 8.0
Halving and Rounding: 3.5
Headquarters: 15.1, 15.3
Heavy Equipment Units: 8.5
How To Win: 17.0

Initiative: 7.1

Lead Units: 3.43

Leaders: 15.2

Leader Command Points: 15.3
Movement Allowances: 3.5
Movement Restrictions: 8.1
No Retreat Declaration: 9.4
No Retreat Option: 11.4

No ZOC Band: 3.23
Operations : 7.0

Operations Sequences: 7.2
Out of Supply: 6.14

Overruns: 8.6

© 2004 GMT Games, LLC

Pre-Combat Actions: 9.0
Railroads: 8.35

Reaction Movement: 9.3
Reinforcements: 5.2

Resolving Combat: 10.6
Retreats: 11.3, 11.5

Retreat through Enemy ZOC: 11.5
Rivers: 8.36, 8.64b, 10.25
Special Units: 16.0

Stacking: 3.3

Steps: 3.6

Strategic Segment: 5.0

Streams: 8.36

Strongpoints: 14.0

Supply: 6.0

Supply Line: 6.21

Supply Restrictions: 6.1

Supply Road: 6.22

Supply Routes: 6.2

Supply Sources: 6.3

Swamp: 8.37, 8.64c, 10.26, 10.27
Terrain Effects on Combat: 10.2
Terrain Effects on Movement: 8.3
Trails: 8.33, 8.42

Victory Points: 17.1

Weather: 5.1

Weather Effects on Movement: 8.4
Zones of Control: 3.2

ZOC Effects on Movement: 8.2



Roads to Leningrad 31

The Operations Sequences

A. Mobile Sequence h. Apply all applicable attacker and defender DRMs and resolve
1. Movement Phase (full MA) CAS coordination (attacker first). Net the DRMs; limit + or — 5.

a. Attempt to activate any desired Army Units outside the Com?—- D.efender designates Lead unit in the Defender Hex. .
mand Range of the Active HQ that have not had activation attempitsFind the correct column on the designated CRT. Roll one die and

made on them this turn. apply net DRM to obtain final combat result.
b. Conduct ground unit movement and Overruns for all units; reirk. Apply the results to affected units.
forcements enter the map. 1. Remove step losses, defender first.

c. COMBAT DECLARATION. Declare attacks against all desired 2. Remove No Retreat marker, and apply step loss to the Lead
Defender Hexes. Place Declared Attack markers on all attacker hexes defender unit.

adjacent to Defender Hexes. 3. Conduct retreats, defender first, including Special retreat

through enemy ZOC. Maneuver CRT mandates 2 hex retreats;

2. Enemy Reaction Phase .
y Assault CRT allows one or two hex retreats (defender choice).

a. Attempt Combat Refusal [9.2]. Make an ER check on Lead de-
fending unit. I If Defender Hex is vacated, surviving Attacking units are allowed

b. Attempt Reaction Movement [9.3]. Each unit to move makes a9 Advance after Combat [11.6]. Return air units providing CAS
ER check. DRMs to the Flown Box on their Flown sides.

c. Attempt No Retreat [9.4]. Make an ER check on Lead defendin

unit Row repeat steps ‘a’ through ‘I for the next Declared Combat.

3. Combat Phase (Mobile or Assault CRT)Each Declared At- B. As.saul.t Sequence
tack is resolved, in the order desired by the attacking player. Follod+ Engineering Phase
steps ‘a’ through ‘k’ below for each Declared Attack: a. Complete building friendly strongpoints by flipping the

a. Attacker announces which CRT will be used to resolve the comb&trongpoint under construction markers to their completed +1

c. Each player (Attacker first) commits air units to Close Air Sup__strongpomt sides for formations previously activated this turn us-
ng the Assault Sequence.

port (CAS). Select Lead air units and make ER checks (see comt e ) )
Coordination Table for DRMs). If Lead air units fail their ER checks P- Bégin friendly Strongpoints. Place maker with Under Construc-
all of that side’s committed air units are immediately placed on thefion side face up.

Flown sides in the Flown Box. If Lead air units pass their ER checks, Place or relocate friendly Bridge units (placement hex must be in
all of that side’s committed air units remain to commit CAS DRMscommand range of a friendly HQ, and cannot be in enemy ZOC).

to the combat.
d. Both sides (Attacker first) designate all Supporting artillery unitsz' Movement Pha.lse (half MA) . . .
(must be in range of Defender Hex). a. Attempt to activate any desired Army Units outside the Com-

_ _ and Range of the Active HQ that have not had activation at-
e. Each player selects a Lead artillery unit and makes an ER ch ;
> ) pts made on them this turn.
(see Combat Coordination Table for DRMs). Possible outcomes: . . .
Lead artill it - all artill i tribute their f IIb. Conduct ground unit movement for all units; reinforcements
eadartiiiery unit passes, all artiilery units contribute theirtull e e the map. Overruns cannot be conducted.
support strengths.

» Lead artillery unit fails, but die roll less than “10” each artil- ¢. COMBAT DECLARATION. Declare attacks against all de-

. . . sired Defender Hexes. Place Declared Attack markers on all at-
lery unit contributes half its support strength (rounded down)tacker hexes adjacent to Defender Hexes

 Lead artillery unit fails, with die roll of “10” none of the artil- .
lery units contribute any support strength. 3. Enemy Reaction Phase

. o . _a. Attempt Combat Refusal
NOTE: One artillery unit in the Defender Hex is always coordi-p_ Attempt Reaction Movement

nated, and any one attacking artillery unit adjacent to the Defendeg_ Attempt No Retreat
Hex is always coordinated [12.17].

4. Combat Phase (Assault CRT only)Each Declared Attack
Regardless of coordination result, turn all artillery units participatis resolved, in the order desired by the attacking player. Follow
ing in the Declared Attack to their “Fired” sides. steps 3a through 3, on this page for the Mobile Sequence com-
f. Each side totals its final unit strengths (ground units plus supporbat phase, for each Declared Attalote: When executing At-
ing artillery); determine final Combat Odds for the Declared Attacktacks uning the Assault Sequence, in step 3.k.1, it may be re-
g. COMBAT UNIT COORDINATION (Attacker only). Attacker quired to place Disruption markers as part of the Combat Re-
designates his Lead Combat unit and makes an ER check on it (Sa8ts.
Combat Coordination Table for DRMs). Possible outcomes:

ﬁ:. Pass Sequence.

« Lead unit passes: no adjustments to combat resolution die roll. . o -
« Lead unit fails: add +2 DRM to combat resolution die roll 1. Hold AM in Activation Pool, for later attempt at Combining
: " Formations [7.3].

NOTE: If all the attacking Combat units are located in the same

hex and none of them are Disrupted, the attack is automaticallg. Engineering PhasePlace or relocate friendly Bridge units

Coordinated, and this ER check is not performed. [10.44] (placement hex must be in command range of any friendly HQ,
and cannot be in an enemy ZOC).
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Expanded Sequence of Play

A. Strategic Segment (both players) B. Operations Segmentplayers alternate Operations

Sequences
1. Weather PhaseThe German player rolls one die and con- q )

sults the Weather Boxes for the current turn, as shown on tHe First Player Operations Sequence

condition for the entire turn. ception: First Operations Sequence of the first turn
scenario, 7.15)

b. First player conducts any one of three possible Of

2. Reinforcement Phase

a. Both sides transfer available reinforcements and chosen
Optional Groups from setup cards to the map.

b. Place air unit reinforcements in the Ready Box on the Ai2. Second Player Operations Sequence

3. Supply Determination PhaseBoth players trace supply ~ P-Second player conducts any one of three possible O

a. Remove Emergency Supply or Out of Supply markerg, players alternate Operations Sequences until all For
from units now able to trace. tions have been activated.

b. Turn Emergency Supply markers to Out of Supply sid .
on units still unable to trace. % Re_orga_\nlzatlon Segmentboth players)
1. Engineering Phase

c. Place Emergency Supply markers on units newly unable L . .
gency supply y a. Remove enemy strongpoint if the hex is occupied

to trace. ) .
friendly ground combat unit.
4., Air Readiness Pha_sd\/love all air units in the Flown BOX. b. Comp|ete bu||d|ng friend|y Strongpoints by f||pp|ng t
to the Ready Box during Dry or Cloudy weather; none during  strongpoint under construction markers to their complg
Rain weather [13.12], and flip them them back to their aircraft  +1 strongpoint sides.
silhouette side. Set the German and Soviet Offensive CAS ¢ pjace or relocate friendly bridge markers (placement
Missions Remaining markers to the number of missions al- must be in command range, and not in enemy ZOC)
lowed for the turn. '
o 2. Reorganization Phase
5. Initiative Phase. . . .
) ) a. Remove Disrupted markers from units not in an en
a. Both players roll one die. Apply DRMSs. The player with 75 Make ER checks for Disrupted units in enemy Z(
the highest modified die roll has the Initiative.
b. Initiative player places all of his available AMs into his
opaque cup; non-initiative player places up to the same
number as the initiative player, plus one.

mand Point side.

c. Turn all “Fired” artillery back to their “un-Fired” side
except for those bearing Out of Supply markers.

3. Victory Determination Phase Check scenario victory con
ditions. If the Axis player has achieved his set of victory G
ditions, the game ends (and ignore step C.4).

on the Turn Record Track and begin play of the next turn

Unit Display. a. Second player randomly draws one Activation marker

for all on map units: tions Sequences (see The Operations Sequences pLge).

Turn Record Track for the scenario, to determine the weather g First player randomly draws one Activation marker. (Ex-

Df a

era-

tions Sequences (see The Operations Sequences page).

pera-

a_

Dy a

he
pted

hex

Emy
DC.

b. Turn all leader and HQ units back to their “full” Com-

%)

4. Turn Record PhaseMove the Turn marker ahead one sp@ce
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2 Roads to Leningrad

10 Victo ry P0| nts * Place the Turn marker on the Turn Record Track in the box

Only the German Player scores VPs. He needs to score a VF;;pecified for the beginning turn of the scenario being played.

total sufficient to achieve the Victory Level as shown in the2,2 Set Up Scenario Units

scenario’s Victory Point Schedule. The Soviet Player wins bp.21Place all air and ground units for both sides on the Scenario
preventing the German Player from achieving his minimum VicSet Up Cards, on their respective unit facsimiles. A black tri-
tory Level total. Refer to the scenario instructions or Player Aicingle in the upper right-hand corner of the box indicates that the
cards for the Charts showing VPs awards and victory levels famit begins play on its reverse side, because it is already at re-
that scenario. duced strength or Fired.

1.1 The VP Track 2.22Units are placed as follows:

Keep track of the current VP total by adjusting the VP Totab Place all At Start air units for both sides in their indicated
marker up or down, as appropriate, on the VP Track. Some VP poxes on the Air Unit Display.

values are negative numbers that lower the German Player’s VPPlace all At Start ground units on their indicated map hexes.
total. Itis possible for the German Player’s overall VP total to be The Soviet Player usually places his units first.

a negative number. * Place all Strongpoint markers as indicated by the scenario in-
1.2 Location VPs structions.

1.21VP locations and point values are listed on the Victory Point Set ea_lch side’s At Start Activation markers aside for later place-
ment in opaque cups.

Schedule for each scenario. The VP value of a location may . . . . .
. All reinforcement units for both sides remain on their respec-
change as the game continues. . i
tive Scenario Set Up cards.

1.22 Ggrman Location VPs are awarded on the turn V|ct0.ry IS 3 gcenario Special Rules
determined—generally the end of the last turn of a scenario, gl- o . .

o . . " . ach scenario includes special rules applying only to that sce-

though there may be “Sudden Victory” conditions that involve a__ ; : .
) : nario, or exceptions to the standard rules. Take some time to
temporary counting of VPs on earlier turns. It does not matter .." " . o
. . ; amiliarize yourself with these before beginning play.
how many times a location has changed hands during the course

of play; what matters is that the German Player either holds the

hex or was the last to control it on the turn victory is determined ;
1.23 Soviet Location VPs are scored differently. First, Sovietgb?tg;:enano #1 The Battle Of

Location VPs are scored at the moment of capture. Second, t

VPs are negative points that decrease the German VP total. Thitgistorical Situation: On 10 July German Pz.Gp.4 renewed its
the deductions to the German VP total are permanent. It mattesffensive toward Leningrad with two Panzer corps, XLI
not if the Germans recapture the hexes. The damage is done wiiReinhardt) direct at Leningrad through Luga and LVI (von
the Soviets capture the hexes. Manstein) through Soltsy and Shimsk to cut off Leningrad from
1.3 Step Loss or Game Action VPs the south and east. For a while the offensive moved swiftly with

1.31VPs awarded for the loss of Combat Unit steps are added he advanced elements of LVI Corps east of Soltsy by dusk on

L e 13th. At the same time, Soviet command observed how LVI
the VP total at the moment the step losses are inflicted. Any VI3 orps was strung out along the road to Shimsk. With Reinhardt's

awardgd for step Io_s Ses suffereq by.un|ts prior t.q the starF Ofc%rps diverted well to the north the day before, Soviet command
scenario are noted in the Scenario Victory Conditions sections. : . .

Was convinced their moment for a counter-offensive had come.
1.32Certain game actions taken during the course of play malhey diverted reinforcements already on the way and reorga-
cause VPs to be added or subtracted from the VP total. Makézed them into northern and southern pincers to cut-off and sur-

these adjustments immediately, as each action is taken. Theegind Manstein’s corps.

actions, qondmons associated with them, and thel_r assomat%in the 15th the Soviet hammer struck. While the German 3
VPs are listed on the VP Schedule for each scenario. . L . .

Motorized Division was busy fending off heavy attacks on their

positions at Gorodishche and rear echelons fought off raids across

. . the Shelon River in the south, 8 Panzer found itself quickly sur-

2.0 Setti ng Up a Scenario rounded and under attack by the 70th Order of Lenin Rifle Divi-
2.1 In General sion and parts of 21st Tank Division. Now for the first time a
Refer to the desired scenario and locate the required game coanzer division had to yield. It reorganized for all-round de-
ponents. Set Up and a"gn the map, Scenario Set Up CardS, dﬁase and during the 17th Completed its breakout to the west
any other cards that should lie flat. Place the following markerafter much heavy fighting.

on the charts: Soviet forces under Front and Theater direction had organized

* Set VP markers on the VP Track at zero or as directed at th@d executed a successful offensive against some of Germany’s

start of the scenario. finest troops. A precious three weeks was gained for the defend-
ers of Leningrad.
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Roads to Leningrad 3

3.1 General Information pies on the map). The 70 Rifle Division units may not move
3.11 Scenario LengthThere are ten turns, 13AM through 17PM.  or attack on these two game turns, but may defend and retreat
normally.

3.12 Scenario ArealUse the entire Soltsy map. . . o
y map e 202 Soviet Rifle Division—On the 13AM and 13 PM game

3.13 Set Up CardsUse German and Soviet Scenario #1 Set Up turns no more than two units (including the HQ) can stack in
cards. The Soviet Player places his units first. any one hex. No units of the 202 Division can build
Strongpoints. The 614 Army artillery regiment is placed on

3.2 Scenario Special Rules its fired side for both game turns.

3.21 Initiative and Weather.The German Player has the Initia-
tive automatically for the first two turns. Weather for the 14AMDESIGNER NOTE: While the Soviets were moving fresh attacking
turn is automatically Clear. Formations into position, other battered Soviet units were trying
very hard to reorganize and get out of the way.
3.22Treat the German “AA269/269” unit as an Army Unit for
3.28 Offensive CAS Missions

all purposes in this scenario.

a. At the start of each turn, set the Soviet Offensive CAS Mis-
3.23The Activation marker for the Soviet 70th Rifle Division sions Remaining (OCMR) marker at 2. This number may in-
does not start in play, but first becomes available on the 14 Alrease due to Soviet reinforcements, or decrease if the Optional
turn. This means that units of the 70th Rifle Division cannoGerman air group is taken (refer to Soviet and German Scenario
activate until the 14 AM turn. #1 set-up cards)

3.24 Airfield. Hex 2114, the airfield, acts as a limited Supplyb. At the start of each turn, set the German (OCMR) marker at 1.
Source for German non-artillery units on Dry or Cloudy weatherf the optional group of German air unit reinforcements is taken,
turns (only), when the hex is friendly to the German Player. Thistarting with the 16 AM turn, set the OCMR marker at 3.

hex can supply non-artillery German units in any two hexes, N ) ) _

which can trace a five hex Supply Line [6.21] to it. The airfield®- In addition, during the Air Readiness Phase of the 16 AM turn

cannot supply artillery units. do the following:

) ) ]  After all Soviet air units are in the Ready Box, randomly
3.25The German Supply Source in Hex 1533 is active at the  romgye 509 of those units, and set aside the removed units
start of the scenario, although initially behind Soviet lines. Ger- ¢4 the remainder of the scenario.

man units can use it as a Supply Source as soon as they can trace

. Set the Soviet OCMR marker at 2 per turn for the remain-
a Supply Route to it.

der of the scenario.
_3.26The Soviet (_)ptlonal relnfprcement of 16AM through 17PM3'3 Victory Conditions
is received as eight steps of infantry type units [refer to How tg 31Set the VP marker on the VP Track at zero
Read Units Card for allowable unit types] from units or steps” '
eliminated. No other unit type can be received. The eight ste332VPs for Steps Eliminated and Actions Taken are added to
are received during the Reinforcement Phase by: the VP Track permanently, as they occur. Refer to the Scenario
» Flipping a reduced on-map infantry unit to its full strengthVictory Point Schedule.
side (counts as one step)
« Returning an eliminated unit to the map on its reduced si
(counts as one step).
* Returning an eliminated unit to the map on its full strengthA. VPs for locations currently (or last) controlled by German
side (counts as two steps). units are tallied during the 15AM Sudden Victory determination
at the end of the 15AM turn), and then (temporarily) added to
e VP total on the VP Track. If the current VP total then equals

d3.33The German Player can achieve a Sudden Victory on the
T5AM turn, if he has sufficient Victory Points.

The eight steps are received during the Reinforcement Pha

Units return_ed tp t.he map are p!aced .W'th their Formation H r exceeds the Sudden Victory VP level, the scenario ends, and
(up to stacking limits). If the HQ is not in play then they canno : : X

. . . the German Player is declared the winner. If the total is less than

be received. All on-map units restored to full strength and elimi; :

. . . . the Sudden Victory VP level, play continues.

nated units returned to the map receive a Disruption marker upon

placement. B. Location VP levels change between the 15AM and 15PM

turns. Remove all Location VPs from the VP Track total before

3.27 Soviet disorganization.The following restrictions are glay continues on the 15PM turn.

placed on Soviet on-map units for the 13AM and 13 PM gam

turns: C. 17PM Final Victory Determination. At the end of the 17PM

+ 3 Soviet Tank Division—On the 13AM turn, The HQ and 1/3turn, the 17PM Location VPs are added to the VP total on the
motorized battalion may not move, and the 3 Artillery unitVP Track. If the final total equals or exceeds the Scenario Vic-
starts on its fired side tory level, the German Player is the winner. If the total is less

« 70 Soviet Rifle Division—The Activation marker for this di- than the Scenario Victory level, the Soviet Player is the winner.

vision is not used on the 13AM and 13 PM game turns (the
division was detraining and moving to the positions it occu-
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4 Roads to Leningrad

3.4 PLAY NOTES The Soviet player needs help in this scenario because there is no
The German player starts with a huge advantage in this scelement of surprise as existed historically. Help, however, is pro-
nario—he knows exactly where the Soviets are. Historically, theided. There are two optional reinforcement groups available,
Germans motored into a trap and had to fight hard to get out ehd you may want to take both of them.

it. Since the powerful Soviet 70th Division is not moving for he 15 AM is by far th luable of th Tak
two turns, the choice of where to strike is all yours. Be adviseJ € group Is by far the more valuable of the two. Take

to go for broke to win a Sudden Death victory is hazardous imis group. Historiqa!ly, Voroshilov, the Front Commander was
the extreme. Taking a look at the Victory Points chart and th Isewhere, supervising other battles, but he could have been at

Soviet reinforcement schedule for the scenario yields some i 0ltsy. If Voroshilov shows up, you get several resources that

teresting observations. First, taking and holding Utorgosh an\q;” move .you closer to parity with the Germans, if only for a
Medved will probably be impossible if the Soviet player enter$norttime:

the 237th Rifle Division from the north (as he should). The 237th The Voroshilov counter gives you a leader with a command
is not as good as the 70th, but it's more than enough to block thePoint to spend.

advance elements of the German 3rd Motorized Division early Voroshilov brings with him added commitment of air-ground
in the scenario. To gain the requisite number of victory points coordination resulting in an additional offensive CAS mis-

for a Sudden Death victory, the German player will have to by- sion for each turn.

pass Soltsy with his advance elements, moving directly on The biggest plus is the addition of staff resources in the form
Mshaga and Shimsk to take them by coup de main before 70thof the Activate Any Formation marker to allow one Soviet
Division can intervene. Follow-on elements of 8th Panzer would formation to activate twice in a turn as all the German forma-
be tasked to take Soltsy. The 3rd Motorized Division’s chief tasks tions routinely do.

would be to exterminate the 3rd Soviet Tank Division and inflict ) )

armor step losses on the newly arriving 21st Soviet Tank Divil "€ second group, eight replacement steps of infantry to replace
sion. This is the easy part. Victory Determination does not occigher than historical losses, is more of a toss-up. Replacing the
until the end of the 15 AM Game Turn, giving the Soviet p|¢.leef_,m°antry is nice, but |_f there’s one _thlng the Soviet play_er r_]as, it's
a chance to do some exterminating of his own as he hurls tifantry. The 3 VPsiis often the difference between winning and
powerful 70th Rifle Division at your weak, extended spearheadd?Sing the scenario.

Remember, You've got armor up there, and each step l0st is 7, hot he overly aggressive. The Soviets have the edge in raw
VPs. Ifyou hold for the turn and keep Mshage and Shimsk, you'll mpat strength, but the Germans can run rings around them
probably win because the Sudden Death conditions are pregjacayse of their mobility and double activations for their forma-
cated on the solid assumption that had the Germans taken afiflis The Achilles heel for the Germans is their supply road to
held those places, the fragile Soviet command structure woulgl,isy Cutting that road to put the Soltsy defenders and advanced
have been thrown into such disarray that their attack would hay§.ments of 8th Panzer out of supply is a high priority, and ranks
been called off. Long odds. Long odds. ahead of attacking Soltsy directly. All of your formations south

Better to play a prudent early game and have an intact 8th pagf_the Shelon River (the_180th, 183r_d and 202nd Divisions) are
zer Division for the brutal attacks the Soviet player will be launch€ither weakened formations or outright remnants. They cannot
ing later. Build strongpoints in and around Soltsy. Stack yout@ke too much punishment, so employ them judiciously to cut
armor units with non-armor units to absorb step losses. Pladg® Supply Road. Some units of the 202nd will need to remain
your artillery to provide support at all points while keeping thenin Place south of Soltsy and build strongpoints to prevent the
out of reach of marauding Soviet units trying to either eliminaté>ermans from making a late-scenario dash for Volot to the south-
them or keep them from being able to support. Position yoL?raSt- The 237th Division may have the st_re_n_gth_ to att_ack and re-
units carefully so that you can utilize Combat Refusal and Reat@ke Gorodishche, but at least half the divisio, including the ar-
tion whenever needed—and both will be needed frequently. Créllery, is much better employed in a more defensive role man-
ate your rapid reaction forces to keep your supply road from tféing strongpoints to prevent the capture of Utorgosh.The 21st
west map edge open. Keeping that road free of Soviet units an@nk Division is a moving victory point bonanza for the Ger-
uncontested Soviet ZOCs will be very difficult against compeMan player. Do not let it venture south by itself. Most of its
tent Soviet play. Concentrate the 3rd Motorized to take on ar@fMmor should be farmed out to the 237th and 70th divisions for
defeat the 237th Rifle. If 3rd Motorized holds Gorodishche anéaking mobile attacks or to negate the Combined Arms bonus

either virtually destroys the 237th Rifle or takes Utorgosh, you'lPn defense. Even the 70th Division is better used to surround
probably win the scenario. and isolate Soltsy from the west prior to attacking it. Whenever

possible, place the Germans out of supply to reduce their ERs
Finally, for the German Player: do you want the optional Gerand attack capability. The other side of the coin is to trade infan-
man Air Group? It costs 6 VPs, but if the Soviet player has takeffy steps ruthlessly to inflict step losses on German armor and
his 15 AM optional group, you'll lose if you do not have it. Thoseartillery units, and to take VP objectives once the Germans are
air units are the difference between a successful defense agdlated or surrounded.
counterattack and just hanging on.
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Roads to Leningrad 5

4.0 Scenario #2: Counter-Blow at can supply non-artillery German units in any two hexes, which

S | can trace a five hex Supply Line [6.21] to it. The airfield cannot
0 tSy supply artillery units.

Historical Situation: Before dawn on 15 July the Soviets struck . . :
their main blow against 8 Panzer Division at Soltsy. Leading th‘el'26The German.SuppIy Sou_rc.e. in Hex .1533 'S acpve at the
attack was 70 Order of Lenin Rifle Division supported by tankSta"t of Fhe scenario, although initially behind Soviet lines. Ger-

of 21 Tank Division and others. The 70th had earned its laurefg2n UNIts can use '.t as a Supply Source as soon as they can trace
fighting the Finns during the 1939/40 Winter War but tactics® Supply Route to it.

there were still not up to German standards. However at Soltsy,27 Offensive CAS Missions

the 70th had the 8th Panzers surrounded. A. At the start of each turn, set the Soviet Offensive CAS Mis-

Making the first move was 68 Rifle Regiment into the 8thSions Remaining (OCMR) marker at 2.

Panzer’s rear. The panzertruppen counter-attacked but wege At the start of each turn, set the German (OCMR) marker at
driven back and now the whole division was surrounded. On the |f the optional group of German air unit reinforcements is

16th it gradually pulled back to the line of the railroad tracks t@aken, starting with the 16 AM turn, set the OCMR marker at 3.
the west and that night gave up the last district of Soltsy. On the
17th it fought in the Dubrovo area and by the 18th had Coer' In addition, during the Air Readiness Phase of the 16 AM
pletely withdrawn from the battlefield, its place on the line nowturn do the following:
being taken over by the SS Totenkopf Division. « After all Soviet air units are in the Ready Box, randomly re-

) L move 50% of those units, and set aside the removed units for
Thg 3 Motonzed. D|V|s_|qn_ too had come under heavy attack, the remainder of the scenario.
mainly by 237 Rifle Division, recording seventeen attacks on Set the Soviet OCMR marker at 2 per tumn for the remainder
one day. It was effectively pinned in place but a few detach- . P
ments were spared to help cover the long unguarded GermanOf the scenario.
right flank along the Shelon River. There, Soviets successfullg.3 Victory Conditions.
shot up critical German supply columns. 4.31 Set the VP marker on the VP Track at zero. The Soviets
grave caused a —2 VP deduction for eliminating one step of Ger-
fhan armor, but the Germans have earned +2 VPs for eliminat-
g one step each of Soviet armor and artillery, resulting in a net
P total of zero.

The Soviets credited themselves with the routing of 8 Panz
Division and the infliction of many casualties. German losse
indeed were serious but not disastrous. But Germany could LD‘
afford having a Panzer division remain out of action for long.

4.1 General Information 4.32Apply rule 18.25d above.

4.11 Scenario LengthThere are six turns, 15AM through 17PM. 4.4 PLAY NOTES

For the Soviet Player, this scenario will be incredibly frustrat-
ing. You've got more combat power than the Germans, but it’s
4.13 Use German and Soviet Scenario #2 Set Up cardihe  just so slow and ponderous to deploy. The Germans are still far
German Player places his units first. more flexible, but their Achilles Heel is the —2 VPs for each
armor and artillery step lost.

4.12 Scenario ArealJse the entire Soltsy map.

4.2 Scenario Special Rules
4.21 Initiative and Weather. The Soviet Player has the Initia- Your task around Soltsy will be to make the Germans retreat to
tive automatically for the 15AM turn. Weather for the 15 AM Soltsy as quickly as possible so that you have several turns avail-
turn is automatically Clear. able to make them stand and fight and lose those steps to hold it.
From the start, it is better to use your Formations in the indirect
approach, swinging behind the Germans to cut them off and force
retreats rather than attacking head-on everywhere.

4'_23 Spgqlal Pro_cedureoln the. 15 AM tqrn the S_owet 70th, West of Soltsy along the Shelon River opportunity beckens. The
Rifle Division activates twice (simulating its superior capab|I|—on|y German supply road for the 8th Panzer is vulnerable in the
ties to launch a prepared attack—once committed to battle []&treme to forays by units of the 180th and 183rd Rifle Divi-

PM turn and beyond] it performed no better than any other foljqng youll have the German covering forces outnumbered, so

m_ation.ir) Fhe battle). After the first Activation, return thg 70thcarefu|ly choose your times and places to move adjacent to the
Rifle Division AM to the Soviet opaque AM cup so that it may main road to collect VPs, knowing that the German units, being

be drawn randomly for a second Activation. extremely mobile, will often be able to move to screen threat-

4.24Treat the German “AA269/269” unit as an Army Unit for €ned road hexes or mass to pick off your units. Do not lose so

all purposes in this scenario. many of your units that the German has the opportunity to sur-
round and destroy critical HQ and artillery units, or make a dash

4.25Hex 2114, the airfield, acts as a limited Supply Source fofhrough gaps for VP hexes near the east map edge.

German non-artillery units on Dry or Cloudy weather turns

(only), when the hex is friendly to the German Player. This hex

4.22All Soviet units occupying Strongpoints on the 15 AM turn
cannot move, but may retreat normally if attacked.
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6 Roads to Leningrad

At first glance, it looks like the 237th Rifle and 21st Tank divi- shift forces, mass, and crush your opponent in detail. If you are
sions should sweep south to cut off Soltsy to the east. Thougtaying against an opponent with tunnel vision that is concen-
tempting, this would be a disastrous move, bringing those Sdérating on events to the south, you may well be able to strike out
viet tank battalions with their low defensive strengths into director Utorgosh, Medved and Shimsk virtually unopposed late in

contact with center mass of the 8th Panzer Division as it redée scenario.

ploys west. Not that select units should not dash south to cuttrllze liv. take th ional G . The VP is high
supply road and make life difficult for the Germans—some non’Nally, take the optional German air group. The VP costis high,

armor units should do exactly that. The bulk of the 21st Tan|9lJt the benefits of reduced Soviet Close Air Support and favor-

Division’s armor should stay back to reinforce the 237th Rifle"’lble DRMs for German _defenders arpund Soltsy and German
against attacks from the German 3rd Motorized. A word to th ttackers _around Go_rodlshche outweight the cost and make a
wise—a stand-up fight between the 3rd Motorized and the 237 erman victory possible.

Rifle by itself will result in the virtual destruction of the 237th

Rifle and the loss of several key VP hexes up north.

The German Player inherits a terrible situation. The Soviets a O Scenarlo #3 Battle Of Staraya

set to attack a lot of vulnerable 8th Panzer units. Your only sakUSSad

vation is your mobility. Aimost all of your units can either refusepjstorical Situation: To relieve pressure on the increasingly
combat and retreat out of harm’s way, or react into critical d%ard_pressed armies defending Leningrad, in ear|y August the
fender hexes, even when in Soviet ZOCs. With the h|gh ERgoviet H|gh Command (STAVKA) prepared asurprise counter-
and availability of HQ Command Points for Reaction Move-pffensive near Staraya Russa, south of Lake limen. For this of-
ment, most of these actions will be successful. fensive STAVKA assigned the 34th Army (Lt. Gen. Kachanov)

Play not to lose around Soltsy. Your primary task will be to usheP qu_gmecr;t t?g ilth Arn;]y (Lt erg' Moro_zpy)”thep r?lrgat?yd!n
your valuable artillery and armor units out of danger east of SoltsRP?mon' n Iluggs;t € attaq ggargmua y(;/wt E'g t ",
while fortifying around Soltsy itself to make a stand there. You'llVisions, eventually with ten, tearing into German Gen. Hansen's

have hard choices to make: Choose Assault Sequence to ¢ Corps’ southern flank. His three divisions, exhausted from
struct Strongpoints and your retreating units can move at on eir frontal attack on Staraya Russa, were outnumbered. Within

one half MA. Choose Mobile Sequence to get maximum move o days Soviet mechanized units had penetrated 35 miles, sev-
ment out of your units and you won't get the Strongpoints. Fight‘—ermg all contact with German Ii Corps to the south.

ing for Soltsy itself is dangerous. Almost certainly the town canyyhile Berlin had originally ordered the formation of a purely

not be held till the end of the scenario. The trick then, is to holdefensive front south of Lake IImen, the developing crisis caused
for at least two turns after 16AM to get the Action VPs, buty re-examination. By 14 August, the crisis was causing concern
without losing any valuable armor or artillery, and without 10s-in hoth Berlin and in Feldmarshal von Leeb’s Army Group North

ing VPs for units eliminated while completely surrounded byHeadquarters. Leeb ordered the SS Totenkopf Division from
Soviet units. If the odds of taking negative VPs for unit and stefeserve to a more forward position, to counter further Soviet
losses is high, better to give up Soltsy early than lose the sGgestward moves, but this was not enough. By the next day Hitler
nario trying to hang on to it. demanded the transfer of a full panzer corps in reaction to the

Play not to lose on the Shelon River. If you do not redeplo;‘?ov'et threat, and to Hansen'’s continuing requests for help. Later

significant portions of the 8th Panzer and use all of the Totenkorf'))in the .15th' I&eeb;ho(l;ght he \t/)voulltj r? € abfl}e to shen?j reinforce-
to keep the Soviets from projecting ZOCs into those main roa'ar.‘ents mstea_ to the German breakthrough on the fower Ll.Jga’
hexes, you'll never get out of the VP hole you've dug. InitiaIIy,a'mEd at Leningrad, but by the end of the day, Leeb had revised

use your few red box MA units to delay the Soviets using CorﬂéIS estlmat_e: theb?ov;eés had malr:jaged_a bhreakthrough, ?nd X
bat Refusal. As the Aufklarungs Battalion from 3rd Motorized orlpis }Nan!fn trou di/ll or.p's V\I/_c\)/l: Crecelve ?j\éy support from
and the Totenkopf units arrive use them to screen critical roe{ae uttwaffe, and Manstein's orps would be sent to re-

sections while you build up a strike force from 8th Panzer to kifptore the snuayon. This removal of Germqn strength from the
off the interdicting units as quickly as possible. assault on Leningrad probably saved the city from German oc-

cupation.
Play to win with the 3rd Motorized—your only true bright spot
at start. Gorodishche is the key. Attack and reduce the units :
the 237th Division adjacent to Gorodishche early and isolate Ufsll Scenario Length.There are twenty-two turns, 13AM

remnants of the 3rd Tank occupying the strongpoint. The Sovi rough 23PM.

Player will have a dilemma: Try and stand at Gorodishche (n®.12 Scenario AreaUse the entire Staraya Russa map.
very possible) and risk losing four VPs for the HQ and armor

step (quite possible) or run away with 3rd Tank to hopefullyp-13 Use German and Soviet Scenario #3 Set Up car@iie
fight another day. With the intervening marsh hexes, the battf@oviet Player places his units first.

between 3rd Motorized and 237th Rifle is split into two sec-

tions, however by virtue of your superior mobility and two Acti-

vations per turn to just one for the 237th, you will be able to

gfl General Information
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5.2 Scenario Special Rules dig out. Unfortunately for the Soviet Player, the bulk of these
5.21 Initiative and Weather. The Soviet Player has the Initia- VP hexes are either in Staraya Russa itself, or to the north and
tive automatically for the first four turns. Weather for the 13AMwest of there, forcing him to commit troops in the very direction
turn is automatically Clear. he does not want to go because of the approaching doom of the

. . L two German motorized divisions coming up from the west. The
5.22The Soviet 180th, 182nd, and 183rd Rifle divisions WETr§) est the Soviet Player can probably do to walk this tightrope is

the main compone.nt.s .Of the Soviet 11th Army. The Soviet 163% deploy two divisions facing west instead of just part of one as
and 202nd Rifle divisions were the main components (at th%as done historically, and have them dig in with numerous

time) of the Soviet 1st Mechanized Corps. All units of the SOStrongpoints. The best German offensive weapon is the Over-

viet 11 Army always activate together, and operate as a singll%n, and defending in depth in Strongpoints takes this advantage

combined Formation for all game purposes. All units of the SOélway. The remainder of the Formations need to drive hard for

viet 1S.t Mechanlzgd Corps always activate together, and Oper"g?araya Russa and points west, accepting heavy losses if neces-
as a single, combined Formation for all game purposes. sary, to be in a position to get into Staraya Russa proper or threaten
5.23 Offensive CAS Missions to cut the vital supply road from the north. The only Formation

a. At the start of each turn, set the Soviet Offensive CAS Misthat should be treated with care is the 11th Army. The three com-

sions Remaining (OCMR) marker at 2. If the optional group oPonent divisions are very weak, and cannot take much punish-
air unit reinforcements is taken, starting with the 16AM turn, sefnent. The initial flanking move by your other Formations will

the OCMR marker at 4. German air reinforcements may redud@use the German Player to fall back toward Staraya Russa with-
this number (see next paragraph) out being attacked from the east by this Army. Save them for the

critical attacks that will be necessary once you get to Staraya
b. At the start of each turn, set the German (OCMR) marker at @ussa. The German Xth Corps defending Staraya Russa will be
If the optional group of air unit reinforcements is taken, during; tough nut to crack. The units are relatively strong, with higher
the Air Readiness Phase of the 17 AM turn do the following: average Efficiency Ratings than your troops will have. A lot of
e Set the German OCMR marker at 4 for each remaining turﬁOur attacks will go in with +3 or +4 D.RMS’ ma_lking.your losses
starting with the 17 AM turn. eavy. Y_ou can.no.t do much about this DRM disparity. What_you
can do is maximize your odds by activating your Formations
« Reduce the current Soviet OCMR number by 50% for eachsing the Assault Sequence. You get a favorable DRM on Com-
remaining turn starting with the 17 AM turn. bat Unit Coordination to help offset the multi-hex negative DRM,
L . and you get to utilize units from other Formations besides the
* After all Soviet air un_lts are in the Rgady Box, randomly "®Active Formation that are adjacent to the Defender Hex. There
move 50% O.f the Soviet Air umt;. Units removed are set asi & one positive step you can take to reduce the DRM disparity.
for the remainder of the scenario. Take the 15AM air unit group. For two turns, you will have a

c. The following Formations cannot use Offensive CAS mis-Six-unit edge in air units over the Germans. With average luck,

sions when attacking: German Lieb Brigade and Soviet 25tis will translate into at least one or two attacks per turn that
Cavalry Division. will benefit from better net combat DRMs due to unopposed

. .\ Soviet CAS missions.
5.3 Victory Conditions
5.31Set the VP marker on the VP Track at zero. The German Player needs to hold Staraya Russa at all costs, and

that, unfortunately, translates into an attritional fight with the
5.32VPs for Steps Eliminated, Soviet Territorial Objectives, andsoviets that will be very costly in terms of infantry steps lost. Be
Actions Taken are added to the VP Track permanently, as they¥epared to accept the losses. Choose where you have to fight,
occur. Refer to the Scenario Victory Point Schedule. build your Strongpoints in those locations and use No Retreat

5.33 23PM Final Victory Determination. At the end of the early and often. In the non- critical areas, the best policy is to
23PM turn, the 23PM Location VPs are added to the VP total ojftr¢at énough each turn so that the only way for the Soviet Player
the VP Track. If the final total equals or exceeds the Scenarfg malnta!n c_ontact and attack is by using the Mobile Seguence
Victory level, the German Player is the winner. If the total is les@/en activating—a much less favorable way of attacking for

than the Scenario Victory level, the Soviet Player is the Winne|J."f"’1mry_the bU|k.Of.the Spviet Army here_._Th(_e German artil-
ery for Xth Corps is incredibly strong. Position it out of harm’s

5.4 PLAY NOTES way behind your lines, but in locations that will allow all of
Armed with hindsight, the Soviet Player will not want to leaveyour front line units to receive artillery support if necessary. Do
his 34th Army hanging out to dry as was done historically. Th@ot forget that the Arko HQ unit can be used as a second HQ for
first impulse for the Soviet Player will be to advance about halfene activation, or on defense for Coordinating artillery support
way across the map, stop, and construct a double line tiiat absolutely has to be there. Your artillery will literally save
Strongpoints—enough to keep the German Player from evegour posterior if used correctly. Do NOT put your artillery in
reaching and crossing the Lovat River on schedule. That wouldefender Hexes where they can be killed for negative Soviet
be a losing impulse. The only hope the Soviet Player has f&Ps against you. An artillery battalion that fails the occasional
victory is to capture enough geographic objectives to put th€oordination die roll, but lives to support another day is far more
German Player so far in the negative VP hole that he will neveraluable than the same unit if it dies heroically in the front lines.
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8 Roads to Leningrad

Without a doubt take the German optional air group. It will bebattle to the east against the elusive 11th, 34th, and now 27th
the most rewarding 6 VPs you have ever lost. First, you get thrmies. This battle stretched on into the Valday Hills, a region
CAS support you need to help Xth Corps hang on until youof intensely difficult terrain, and even farther from Leningrad.
counterattack gets started. You'll also need those air units té) 1G .

.1 General Information

augment your motorized division attacks. Finally, introducing 1s o L hTh 19AM th h
these air units gives you air superiority. Those “unseen” Ger@' cenario Length.There are seven turns, throug

man fighters allow you to randomly remove half of all the So-ZZAM'

viet air units in play for the remainder of the scenario. Wheig 12 Scenario AreaUse the entire Staraya Russa map.
attacking with your motorized Formations, be very intentional _ _

about remaining in supply for as long as possible before dashifigl3Use German and Soviet Scenario #4 Set Up cards. The Ger-
east and eventually going out of supply. You will have to creatBan Player places his units first.

a hole in the Soviet Strongpoint line before you can drive for th .2 Scenario Special Rules

_Lovat River and beyond, and unless the Soviet Player is incre 21 Initiative and Weather.The German Player has the Initia-
ibly thin on the ground near the south edge of the map, you’

A ﬁ/e automatically for the 19AM and 19PM turns. Weather is
better create your hole within seven hexes of that east-west s

g itomatically cloudy for the 19AM turn.
ply road leading into Staraya Russa. Once you start your break- y y

through, you want a full turn of two activations for each motor6.22 Blind Soviet OffensiveThe Soviet Army of 1941 was a
ized Formation at full supply, and an additional turn with twocumbersome beast. It took time to get offensives such as the one
activations in Emergency supply where you suffer no adversat Staraya Russa prepared, and then once initiated, it took time
penalties before going out of supply. to alter objectives or change directions. The Germans were poised
to get far inside the Soviet decision making curve as Von
Manstein's Panzer Corps was massing to sweep past the 34th

6 O SCG na r-i 0 #4 M an Stei N AttaC kS Army’s open left flank and drive east to create yet another pocket.

ST e . ) For their part, the Soviets kept doggedly attacking long after
Historical Situation: In response to the Soviet offensive by 34th,,o, Manstein was far in their rear, and did not react until it was

and 11th Armies, on August 19th Manstein launched his initiglyq |ate to save the bulk of the 34th Army. To simulate the initial
attack into the extended southern flank of 34th Army directlygyiet vulnerability, the following restrictions are in effect for
out of road march (for the 3rd Motorized Division), and on onlyihe soviet Player:

limited reconnaissance. His plan was to make contact on his left

with the westernmost elements of Hansen’s X Corps’ fragmented Soviet Strongpoints. No Soviet Strongpoints start on map. The
divisions, now facing south, and strike at the Soviet rear with is Soviet Player may not construct any Strongpoints on the 19
main effort. AM turn, and only construct a maximum of 3 Strongpoints on

] ] ~ the 19 PM turn.
On the previous day, the 18th, Hansen had succeeded in holding

his positions, but only because the Luftwaffe had given its fult No Soviet Offensive or Defensive CAP missions may be flown
support to his beleaguered corps. Meanwhile, the SS Totenkopfwest of the XX21 N-S hex row on the 19AM and 19PM turns.
Division and Hansen's 30th Infantry Division had closed the

. On the 19AM turn all Soviet Formations must activate using
dangerous gap at Gorki.

the Assault Sequence. To the maximum extent possible, all
On the 19th Manstein’s counter-attack began, with the 3 Motor- Formations must move to the north and west and attack. No
ized Division on Manstein’s right, and Totenkopf on the left. In units may move south or east.

support was a mixed, brigade-sized Kampfgruppe under the com-

mand of General Lieb. Han;ens X Corps formed the anvil for Formations except the 245th Rifle Division and 262nd Rifle
the hammer blow. The Soviets were taken completely by sur- .. . T : .
Division. These two divisions must activate using the Assault

prise. Three days later it was all over. Between them the two Sequence. but are no longer required to attack. and may move
German corps had severely battered both the 11th and 34th 9 ' g a4 . ! y
: : ; . up to two hexes south and east if desired.
Armies, taking more than 18,000 prisoners, capturing or destroy-
ing over 300 artillery pieces and anti-tank guns, 200 tanks, 3§23 The Soviet 180th, 182nd, and 183rd Rifle divisions were
anti-aircraft guns, and almost 700 other motor vehicles. the main components of the Soviet 11th Army. The Soviet 163rd
The Soviet offensive had not affected the eastern pincer of t Meotorlzeq and 202nd R|fle divisions were the main compqnents
. . ) t that time) of the Soviet 1st Mechanized Corps. All units of
German drive on Leningrad, which reached Lake Ladoga an . .
. i : e Soviet 11th Army always activate together, and operate as a
isolated the city, as planned. It had, however, deprived the Ger- . : ;
. ingle, combined Formation for all game purposes. All units of
mans of the reserve that they needed for the western pincer;10 ; : X
. : e Soviet 1st Mechanized Corps always activate together, and
advance from the lower Luga through the fortified areas in frontt . : i
. i . - operate as a single, combined Formation for all game purposes.
of Leningrad, and on into the city. Manstein’s Corps was now
160—200 miles from where it was needed most. Even worse f@gr24 Offensive CAS Missions
the German chances to take Leningrad, when Manstein reachgdAt the start of each turn, set the Soviet Offensive CAS Mis-

the Lovat River, his corps was ordered to join in yet anothegions Remaining (OCMR) marker at 2.

On the 19PM turn, the 19AM conditions above apply to all
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b. At the start of each turn, set the German OCMR marker at 4 () Designe r's Section

c. The following Formations cannot use Offensive CAS mis-/.1 Suggested Reading
sions when attacking: German Lieb Brigade and Soviet 25tWhile mostly archival or foreign language sources were con-

Cavalry Division. sulted, the books listed below are useful as an overview of this
. .. stage of World War Il in the Soviet Union. Each book makes at
6.3 Victory Conditions least some mention of this game’s battles.

6.31Set the VP marker on the VP Track to —13:
] ~ 1. Carell, PaulHitler Moves EastNew York: Ballentine, 1963.
+ The Germans have taken the reinforcement group of air units Erickson, JohrThe Road to StalingradNew York: Harper &

for -6 VPs Row, 1975.
* The Soviets took their 16 AM Air Group also for +2VPS 3 gjantz, David MThe Battle for Leningrad, 1941 - 1944,
* The Germans eliminated two steps of Soviet armor for +2 VPs5 v rence. KS: University Press of Kansas, 2002.

* The Soviets have captured Ivanovskoye, Dedkovo ang paypt, werneArmy Group NorthAtglen, PA: Schiffer Pub-
Tuleblya for —11 VPs lishing, 1997.

* NetVPs are -13 5. Manstein, Eric vorLost Victories Chicago: Regnery, 1958.

6.32VPs for Steps Eliminated, Soviet Territorial Objectives, andy 2 Designer’s Notes

Actions Taken are added to the VP Track permanently, as they,e inspiration for this game grew from the realization that the
occur. Refer to the Scenario Victory Point Schedule. vast amount of material collected for the building of a related
6.33 22AM Final Victory Determination. At the end of the Campaign game series could equally support a battle series. The
22AM turn, the 22AM Location VPs are added to the VP totaPattles chosen for this package stood out because both sides get
on the VP Track. If the final total equals or exceeds the Scenarig€ Opportunity for both offense and defense. In short, these pre-
Victory level, the German Player is the winner. If the total is lesSented ideal game situations. Other battles were considered of

than the Scenario Victory level, the Soviet Player is the winnefoout the same time and geographical area but they turned out
to have the wrong scale or scope, or were uninteresting.
6.4 PLAY NOTES

This scenario seems to have everything going for the Germdi'® next need was for an appropriate game mechanics model in
Player—two strong, mobile motorized divisions poised to knif¢Vhich to present each battle. The basis came from GMT's

through the weak left flank of an entire Army badly out of posi-<@sserine game, itself a development from earlier systems. It
tion to react to this threat. What is there to prevent the Germatqd Some technical imprecision, but Kasserine presented the right

Player from driving east to the Lovat River and beyond, bags¢@ling and design approach.

ging the entire on-map force? The answer comes in three parig e need to adjust for 1941 conditions called for further model-
time, weather and lack of a supply road. The German Player hgg and this was synthesized from formation activation mechan-
only seven turns to pull this encirclement off, and has to travgls found in other games. Without a doubt, formation activation
the length of the map to do it. Unless the German Player is ifesents the most prominent game mechanics feature here. It
credibly lucky, there will be at least one turn of R_am that Slow%ccupied the most design time, particularly regarding what it
movement to a crawl. The Germans are launching themselvggsant in historical terms, from other game mechanics. Briefly,
out into an area with no main or minor roads. The motorizeg|ayers should consider that the operations segment of the game-
units will quickly become out of supply, further slowing them. y,r yepresents the command decision cycle. Generally, one side’s

By the 21AM turn the German Player will be far more inter-cycje will not equal the other, no matter how it is executed. Un-
ested in opening the north-south roads out of Staraya Russae%aen cycles create a tension between Players and on this basis

put his motorized gnits back in _supply than in _continuing. ORve can create a game of bluff and necessity.

toward the Lovat River. The Soviet Player will win by denying

the critical supply roads to the Germans. Most of the 34th Arm$tudied and eventually rejected were related rules on bombard-

Units are doomed. Save those you can, especially HQs and artitent and air strikes. While of some interest game-wise, they did

lery to try to prevent the Germans from crossing the Polist andot have a firm basis in the historical 1941 record. The real issue

Porussya Rivers by their deadlines. Use the units that can’t éough was that they slowed the game. Easily rejected were rules

cape to build and occupy SPs along the east-west supply roadout bridge demolition; this is not a game about bridges. Rail-

into Staraya Russa and those two north-south supply roads ruead movement was omitted since reinforcements generally de-

ning out of Staraya Russa. One other ray of hope for the Sovidtained beyond the map edge.

is to attack in earnest at Staraya Russa. The battered Germir%sa final note. this . .
, game and subject owe much to archival

start the scenario defending in the town hexes, and any town heX . .
research and close comparison of foreign language sources. Much

occupied yields —10 VPs. Though the prudent German will have : . ;
A o as teased out of scattered bits of information. The researchers
Strongpoints in all of these hexes, obtaining No Retreat resulis . . . )
) . : ave earned their pay with this game. After a manner, it was a
for all hexes is far from given. Also, the German is so weak

around Staraya Russa that the defending units may not be aﬁ,gasure 0 _dlsprovg noted authors who have repeated unchal-
i . lenged bad information.
to absorb those extra No Retreat step losses without vaporizing.

All'in all, a tighter scenario than you might expect. —Vance von Borries
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8.0 Deve|ope r's Notes motorized formation, the German player will be far more likely

, . to draw an AM for that formation and repair the damage before
The first game | ever developed for Vance was Operation Mer- : . . i

2 L . ~a second Soviet formation can activate and exploit. If a German
cury, so it is good to revisit that old system—updated, simpli-

fied, and changed with the addition of Activation Marker Chitmotonzed formation creates a hole in a Sowet form_atlon.s I|ne.,
draws. the odds are good that the same motorized formation will acti-

vate a second time and exploit that hole to create havoc in the
Yes, there were changes made, edits, and many revisions, fviet rear before the Soviet player can activate a formation to
my intent is not to bore you with a laundry list of improvementsprevent it. In theoretical terms it is the difference between a flex-
Rather, | want to address what this game does so well—it shovile, opportunistic command structure and a cumbersome, rigid
cases the vastly different capabilities of the German and Soviete. In game terms, it is what happens when a single Soviet
military systems in 1941. One phrase, “quality wins out oveglivision takes on a German motorized division. In one or two
quantity,” pretty much sums it up for Soltsy and Staraya Russ&irns, the Soviet formation can go from a strong, capable entity
The Soviets cannot fight an even odds battle and win. They net@ldisorganized, ineffectual remnants.
help, either by placing the Germans in a bad tactical positio
(8th Panzer in Scenario #2) or by greatly outnumbering the
(opening stages of Scenario #3).

Boes all of this mean the Germans are going to win hands down?
IRbsolutely not. The Germans need all of these advantages just
to stay in the game. The Soviets are tough, and they are built to
Roads to Leningradjoes beyond pure attack and defenseabsorb huge losses and keep on fighting. | come away from this
strengths where, as often as not, the Soviets are actually str@&me with a renewed admiration for the Soviets. They were so
ger. Here are some key areas: far outclassed in 1941 that by all rights they should have given

o ] _ ) up, as so many armies before them had done. They didn't. They
Efficiency Ratings (ERs):There are exceptions, but German persevered. The toughness the Soviets display in Roads to

formations have higher average ERs than their Soviet Coumq_r'eningrad allows you to see ahead to the army that won at

parts. In broad terms, the differences between Soviet and G%talingrad and eventually marched all the way to Berlin.
man ERs becomes a die roll modifier that translates into higher

losses on the Combat Results Tables for the Soviets and lowerTony Curtis
losses for the Germans.

Command Points: The Germans have more HQs than the So

viets, and possess about twice as many Command Poing.-O EXtended Example Of Play

Coupled with higher ERs, this means that usually the GermdfiThe Demise of the 245th Rifle Division”

player will be able to coordinate his attacks, and get his units s example covers the first turn of Scenario #4. The play area
execute the difficult pre-combat tasks of Combat Refusal, Reagn:ompasses the western portion of the Staraya Russa map, and
tion, or No Retreat. German artillery will provide better sup-s the German 3rd Motorized and Totenkopf Divisions against
port, as will the Luftwaffe. the Soviet 245th Rifle Division.

Air Support: Admittedly the Ju88s are not world beaters, buig, ihe morning of August 19th, the Soviet 34th Army is con-

when the German player commits to utilizing the elite Bf11Qiing to attack northward to take Staraya Russa and destroy
Zerstorers or the Ju87 Stukas, you see just how critical the Luffse German X Corps. Unknown to the Soviets, von Manstein
waffe was to German success in 1941. Those high ER Germag o of his motorized divisions have reached the battlefield,
air units will usually get through to their targets. The second,q gre poised to rip through the Soviet left flank and envelop

part of the air equation involves those unseen Bf109s providingo 34th Army. Standing in their way—the unprepared Soviet
overhead air cover, allowing the elite German units to get 945 Rifle Division.

their targets, and preventing Soviet units from doing the same
(the 50% reduction in Soviet air units in all scenarios caused dyefer to the initial set up. Units from both sides have been re-
introduction of significant German air assets). moved from the set up cards and placed on map.

Leaders: In only one scenario can Soviet and German leaderfurn Sequence: Strategic Segment

meet head-to-head (Scenario #1), and there the German vbnWeather—normally the German player would roll to deter-
Manstein counter proves to be far more flexible and capable. mine weather, but for this first turn of the scenario, the weather
all scenarios, the German player will find that the leader countds automatically set at Cloudy, so the weather marker is placed
is his “ace-in-the-hole” to be used either with a HQ to coordiin the cloudy box on the map. All air coordination die rolls will
nate a second action in a critical attack, or to provide Commarithve a +2 DRM added for the cloudy weather.

Points after a formation’s HQs have expended theirs. It's a cap

bility the Soviet player can only long for. Q Reinforcement Phase-neither set up card shows any rein-

forcements are due so this phase is omitted.

Motorization: German motorized formations have two Activa- o . . :

; . : .. 3. Supply Determination Phase-all units are automatically in

tion Markers while all other formations have but one. Nothing is , . . . )
o . . . - _supply on the first turn of a scenario, so this phase is omitted

ever certain with the chit draw mechanic, but generally if the

. . . . f’i|SO. Note: In the actual scenario, three of the Soviet units bear
Soviet player manages to gain a tactical advantage against a
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Out of Supply markers, but for this example, all are considere®. Initiative—normally both players roll for initiative, and the
in supply. player with highest modified die roll wins the initiative. How-

. . L . ever, on the first turn, the German player automatically has the
4. Air Readiness Phase-All air units start in the Ready Box on initiative

the first turn, so there are no units to move from the Flown Box
and flip back to their aircraft silhouette sides. The German playéoperations Segment

starts with eight air units, all of them potentially available to beActivation Marker Draw— F—;I F_-;_ [IEE]] -
used in the play area for their extended example of play. Thehe German player would 3 ] 1 1
Soviets start with four air units in the Ready Box, but due tmormally dram an AM now,
scenario limitations, none will be available to the play area obut since he has the initiative t';. F:'{, t,... t.‘_;..
this turn. for the first turn, he is al-| 3 1 i 0
GE air units in the Ready Box = 1 x Ju88 1-4, 2 x Ju88 1-5, 3 ?ggfef.;g%zs}ig'feg:m E:I FK [ﬁ_ﬂ
Bf110 1-7, 1 x Bf110 1-8, 2 x Ju87 2-7. of the AMs in the opaque > 1 - :I.-
cup. He chooses one of th

SR | T T - | T | | two AMs for the 3rd Motor- F:{ Lol 11l
#ﬁ' f‘t :T.‘ m .zt ized Division. The remaining 1 | wm= [|c5T
seven German AMs go into

A (f T S e S the German opaque cup. The non-initiative (Soviet) player can
place up to the number of AMs contributed by the initiative player

plus one more. In this case the Soviets could place up to nine
AMs in the Soviet opaque cup, but seven AMs is all he pos-

sesses, so they all go in.

Operations Sequence Selection
The German player announces he
is choosing the Mobile Sequence.
This comes as no surprise, since the
Mobile Sequence allows the Ger-
man to fully exploit his mobility
advantage in breaking through the
245th Division.

Advantages:

* Full movement allowance for all
activated units

* Ability to use overrun

* Choice of Assault or Mobile CRT
(assuming attackers otherwise
qualify for Mobile CRT)

Disadvantages:

* Only the units activated with 3rd
Motorized can participate in com-
bats

* Coordination is more difficult (the
+1 DRM reflects the greater diffi-
culty of coordinating when on the
move instead of performing set-

- i M = 10| = M E lli

| piece attacks)

] e ] P 3rd Motorized Activation

10 ;-s-!'ll :-EE ;[.E]r'- 'EJ The German player commences the

= ~ O o= 3o ] B Doisia il Movement Phase of the Mobile Se-

afadn | 2 | 20 |2l | 2 feds it guence.

Tedas | 2040 | 22 | 4T [ 334 't (i}

] ) P = . {f:hh‘ Trizhes i The 3rd Motorized is activated, so

A ] e R - - = all 3rd Motorized units and Army
o —= i N Units within the Command Range

Illustration above shows the starting situation.
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of either 3rd Motorized HQ are automatically activated. FouiThe German player applies the following DRMs:
Army Units (ARKO 125, 11-61 artillery, 48 Mot Engineers and « —1 for Combined Arms Bonus since an armor unit (the stug) is
665 Stug) all activate automatically. present, and there are motorized infantry units also present.

If the German player desired to activate any Army Units outside —2 for the ER Differential between the 11I-8 (ER6) and the 2/
of those Command ranges, he would do so now by rolling against898 (ER4).
the ERs of those units. There are none, so play proceed to ground here is no +1 DRM for the village because this is an Over-
unit movement and overruns. run, and not combat.

e The total DRM is -3

Badswa
*?E’: The die roll is 5, modified to 2 for the —3 DRM. Referring to the
Boded Mobile CRT on the 4 to 1 column, a 2 yields a result of D2R.

The 2/898 must lose two steps. Two steps are all the 2/898 pos-
sesses, so it is removed from play. Basically the battalion has
evaporated due to the shock and surprise of the overrun. Survi-
vors stream through the positions of the 3/898 and the 773 artil-
lery up the road creating disorder and confusion, but as a fight-
ing force, this battalion is done.

§ Wil Ragi | . "
JE;T :'ﬁ: JﬁT 8 [ ! .-*’J = =,$
T-3L] | &=500 | 5500 | 5=500 | D=0 .
Been:
;"_:. Sad=§
ol L s Elranng
The stack in 6432 moves to hex 6231, expending two move
ment points (MPs) — 1/2 MP for each minor road hex entere”
and 1 MP for entering an enemy ZOC (projected by the 2/898 |
hex 6230). Since all of the units in the stack are red box M o Rl i
units, the stack could still keep moving around the 2/898, pay e | 200 | 20 | -Efii
ing terrain cost +1 MP for each enemy ZOC entered, but th o | e e

German player has other ideas. He declares an Overrun agai %/terrun Afterma;th.
2/898, spending one MP for the Overrun cost plus an added ]%

MP for the cost to enter hex 6230 on the minor road. The sta(hk e3rd MOtO”.Z ed stagkustadvance into the vac_atgd defender
ex. When doing so, the ZOC from the 3/898 is ignored. The
has now expended 3 and 1/2 MPs.

stack now has 2 and 1/2 MPs remaining. It cannot Overrun the

Overrun Against 2/898 3/898 (costs 3 MPs), nor can it move adjacent to the 773 Artil-
There are no pre-combat actions in Overruns, so the 2/898 gégsy (costs 3 MPs), so the stack spends 1 and 1/2 MPs to move
to take what is coming. into hex 6129 (1/2 MP for minor road movement, plus 1 MP for

« No artillery support is allowed. moving from one ZOC of the 3/898 to another). It now ceases

* The German player could commit one air unit for CAS, buf"°vINg:
declines, feeling all of his air units will be more urgently neede@oth Motorized Regiment

elsewhere. The German player next moves the stack in 6532 (the entire
« Coordination is not required. 29th Motorized Regiment plus the 660 stug). All units are red
« The odds are 18 to 4 which equates out to 4 to 1. box MA units with MAs of 6. The stack moves to hex 6128

(adjacent to the Soviet 773 artillery unit) and expends all 6 avail-
The German player designates the I11-8 Battalion to be the leaghle MPs in the process:
unit since all Overrunning units have an ER of 6. The 665 Stug 6432, 6331, and 6231: 1 and 1/2 MPs (1/2 MP per hex)

could just as easily have been chosen, but this unit is precious to ) .
the German. In order to Overrun, a stack must possess not oﬁl;ﬁzg’o' 1 and 1/2 MPs (1/2 MP per hex for the minor road +

all red box MA or cavalry units, but at least one armor, cavalry, 1MP 10 enter the ZOC of the 3/898) )

or vehicle silhouette unit. The 3rd Motorized has exactly twd 6129, and 6128: 3 MPs (1/2 MP per hex for the minor road +
such units for the entire division - the two stug units. These are 1MP to move from ZOC to ZOC of the 3/898)

also the only two units that will make receiving the Combined Note: the 773 artillery does not figure in the equation at all. It
Arms Bonus possible. As far as the German player is concernedpears a yellow no ZOC band, and projects no ZOC.

these will be the last units to ever be designated lead units, and

they will never be left alone in a hex.
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The German player moves the 3 AT Battalion from hex 6633 tdhe German player now prepares to declare combats.
hex 6730 to block the Soviet 332 recon battalion from access t

the critical supply road entering the map at hex 6634. Three MIJ e Combat Phase for the 3rd Motorized Division i
are expended: The German player now prepares to declare combats. The first

) . attack is declared against the 3/898 in hex 6229. The attacking
* 6634: 1/2 MP for minor road ) units comprise the stacks in hexes 6129 and 6329. The presence
* 6733 and 6732: 1 MP (1/2 MP per hex—trail through cleagy the stug, an armored unit, allows the combat to be resolved on

terrain; trail negates +1 MP for woods) the Mobile CRT. The advantages of the Mobile CRT to the Ger-
* 6731: 1 MP—trail through other (hill) terrain. man player are that attacker losses are generally lower, and his
e 6730: 1/2 MP for trail in clear terrain red box MA units will have the option to advance two hexes,

ignoring enemy ZOCs. Declared Attack markers on the Mobile

Next, the 559 AT Battalion moves from 6633 to hex 6130 adjasiges are placed on both attacker hexes with the arrows pointing
cent to 1/898, expending 4 MPs: toward hex 6229.

* 6532 through 6231: 2 MPs (1/2 MP per hex—minor road) ] ) ] o
« 6130: 2 MPs ( 1 MP clear terrain + 1 MP for entering an en‘_l'he second attack is declared against the 773 artillery unit in
emy ZOC) hex _6028. The attackers occupy hex §128 (29 Mpt), apd also
receive a Declared Attack marker on its mobile side with the
The remainder of the stack in 6633 (48 Motorized Engineers +drrow pointing toward hex 6028.
&2/K53) expends 5 MPs to move to hex 6329 and surround t

3/898 Battalion: h1ehere are no pre-combat actions:

) < None of the defending Soviet units are cavalry or red box MA,
* 6532 through 6231: 2 MPs (1/2 MP per hex - minor road) 5o Combat Refusal is not an option.

* 6230: 1 and 1/2 MPs (1/2 MP per hex for the minor road +
1MP to enter the ZOC of the 3/898)

* 6329: 1 and 1/2 MPs (1/2 MP per hex for the minor road +
1MP to move from ZOC to ZOC of the 3/898)

No red box MA units also means that Reaction Movement is
not possible.

There are no strongpoints in either defender hex, so No Re-
treat is not possible either.
Th_e final 3_rd Motorized stack, the HQARKO 125 and the fourAttacks are resolved in any order the attacker wishes, so the
artillery units, move to 6230, spending 4 MPs to do so. All must . ) :
. ) . aétack against hex 6229 comes first so that the German stack in
stop in hex 6230 because they are orange circle MA units an . :
. hex 6128 that is also attacking can help surround the unfortu-
they have just entered an enemy ZOC.
nate 3/898.
If desired, place First Activation markers on all Army Units thatN0 air units are committed
activated with the 3rd Motorized Division. '
The German player commits one artillery unit, the I-3 with an

ER of 6.

The Soviet player, could save his artillery for use when the 245th
is activated, but realizes that with the 3rd Motorized in his rear,
his HQ and the 770th artillery could well be destroyed before

- T they can be activated. He commits the 770th artillery with an

Ragt ER of 4 from hex 5828. The range of the 770th is four hexes.

- l— Not counting the artillery hex, but including the defender hex,
=D

e

the defender hex is exactly four hexes distant — just in range.
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Positions after the movement of the 3rd Motorized Division. The combat phase of the 3rd Motorized Division.
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14 Roads to Leningrad

The 773rd artillery cannot provide support, because German unithie modified die roll is less than the Lead Unit ER, so the attack
are adjacent to it. is coordinated.

Artillery ER Checks for Coordination Combat Die Roll Modifiers:

The German player has several eligible HQs within Command —1 for Combined Arms Bonus due to the presence of the stug
Range that could spend Command Points to provide a favorableand motorized infantry, engineer and motorcycle units

DRM, but chooses not to use any of them. The Soviet player ) . .
does use the HQ 245th stacked with the 770th to provide its one_3 for the ER differential between thg ER7 attacker lead unit
Command Point as a favorable DRM. The HQ 245th is flipped and the ER4 of the lone defender unit.

to its spent side. The combat die roll is 9, modified to 5. Referring to the 6 to 1
olumn on the Mobile CRT, the result is D1R. The defending 3/
98 must lose a step, so it is flipped. The reduced 3/898 is now

o ] required to retreat, but in the process must retreat through a va-
* +2 DRM for woods terrain in the defender hex (it's much hardeg g nt hex with a enemy ZOC projected from a red box MA unit.

to place t.he defender under fire if the forward observers cafynen the retreat is completed, there is a mandatory one step
not acquire many of the targets because of the concealmegks for a non-motorized unit passing through such a ZOC, in-
offered by the woods) stead of possibly losing a step after making an ER check. The 3/
< +1 DRM since the Mobile Sequence is being used (units ai&98 loses its last step and is removed. Having slightly more time
moving farther and faster, and the battles are generally medb prepare for the onslaught than the unfortunate 2/898, the 3/
ing engagements where the artillery has to conduct hipshod88 nonetheless suffers heavily from the attack and then disin-
without having the time to register). tegrates entirely from the motorized pursuit from all sides dur-

- . . . , . ing its retreat. Two-thirds of the 898th Regiment has been quickly
The modified die roll is 8, exceeding the 1-3's ER of 6, but st|IItaken out of the fight.

less than 10. The 3 support points are halved (rounding down) to
1. The I-3 is flipped to its Fired side. Advance After Combat

. . The Declared Attack markers are removed from the attacker
The Soviet player rolls a 9. Not good. T_hough there is one PO¥exes. The attacker stack in hex 6129 could advance, but re-
tive DRM, there are also the two negative DRMs: mains in place. The attacker stack in 6329 does advance two
* —1 DRM for the Command Point hexes (first into the defender hex [the required first hex of a two

« +2 DRM for woods terrain in the defender hex (it's much hardefex advance] and then into hex 6328.
to place the attacker under fire when elements close to contagd i, Motorized vs. 773 Artillery
under the cover of the woods). '

The German player rolls first and obtains a 5. There are t
negative DRMs:

Now it is the turn of the gunners in the 773rd artillery. Caught in
+ +1 DRM since the Mobile Sequence is being used (attackinghe open by swiftly moving motorized formations, there is not
units are moving faster than the defenders can adjust their aime to even shift the guns before the storm hits.
tillery fire). No air or artillery support is used by either side.
The modified die roll is 11, exceeding the I-3's ER of 6, and ] o )
greater than 10. None of the three support points can be commif?® basic odds are 18 to 1. The 773rd is in deep trouble. Since

ted. The 770th has fired late and hit nothing. The 770th is flippeli€ attackers occupy a single hex, no coordination die roll is
to its Fired side. needed. The IlI-29 (ER 6) is designated the lead unit.

Odds Computation The attackers enjoy a —3 DRM for Combined Arms Bonus and
There are 26 points of attack strength in the two attacker hexd8€ ER differential of 2 between the I1I-29 and the 773rd.

plus one artillery strength point_for a total atta}ck strength of 2.7The final odds are reduced to 8 to 1, the maximum possible on
There are 4 defense strength points and no artillery support poinf§e Mobile CRT. The dir roll yields a 6, modified by the =3 DRM

so the defender strength is 4. The ratio of 27 to 4 is not quite 7{9 3 The result is D3R. With but one step to lose, the 773rd is
1, so the final odds are set at 6 to 1. eliminated and removed from the map. The guns are either de-
Combat Coordination stroyed or captured and most of the gunners become casualties

The attack is coming from 2 hexes so coordination is required & SPace of minutes.

The German player decides to spend the Command Points frofje German player received a VP for the elimination of the So-
the HQ 8th Motorized Regiment. He flips the HQ to its spen{iet artillery unit and adjusts the VP Track accordingly.
side. The lead unit is the 1/K53 motorcycle company with an

ER of 7. The Declared Attack marker is removed, and the attacker stack
] ] - ] advances two hexes through defender hex 6028 to hex 5927,
The die roll is 1, modified to O for the following DRMs: adjacent to the 770th artillery and HQ, 245th.

—2 for the two Command Points

. ' : . The first German activation is complete.
+1 since the Mobile Sequence is being used
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Activation Marker Draw Subsequent AM draws occur in this order:

The Soviet player now randomly draws an Activation marker, German 126th Division

the 1st Mechanized Corps. Play proceeds on the central area, 0&,iet 262nd Rifle Division

the map. As part of the defense against the Soviet attacks, 0N@serman 290th Division

Bf110 (ER 7) and one Ju88 (ER 4) are taken from the Ready gqyjiet 254th Rifle Division (another Bf110 [ER 7] and one
Box, utilized, and returned on their Flown sides to the Flown 5,,gg [ER 5] are used on defense and return to the Flown Box)

Box. o
SS Totenkopf Activation

The German player needs to get the
Totenkopf into the rear of the 245th

el 1| =, = .. Division immediately, so the Mobile
biols z[s Sequence is again the logical choice
1.8 B-3-4 :
i i He first moves the stack in 5932 to hex
iy - : o 30 5931, using the bridge marker with ar-
ﬁ 4-5.5 row toward 5931 to negate the +1 MP
3 cost of the stream hexside. It costs three
s L i MPs to make the move (1MP for clear
‘s ¥ ;'%: terrain with no road or trail, +1 MP for

the woods for motorized units, and +1

e — =] MP for entering the ZOC of the 1/898
" 2[ml4 af] 3] 35 in hex 6031).

0-3-4 | | 543344

Overrun Against the 1/898
With three MPs remaining for all of the
units in the stack, the German player
declares an Overrun against the 1/898

Zarya tamat| since the stug unit in the stack of mo-
":__.:' Reyl | torized units makes the stack overrun
eligible. The cost for the Overrun takes
all three of those remaining MPs (1 MP
'a%’: C- for the Overrun, and 2 MPs for motor-
e A ized units to enter a clear hex with

by
2 Mol woods off road).

i ] a.@u ‘ Regt (. ] The German player chooses not to com-

]

[ Hex 5932 Tedn

Ehllova mit an air unit for CAS.
Slawiting I:"-\. o Basic odds are 17 to 4 which equates
- out to 4 tol.
Hex 6034
The presence of the stug and motorized
units together provides a —1 DRM for
He D% Combined Arms, but the woods in the
. hex make an Overrun more difficult and
m provide an offsetting +1 DRM.
28 Mot Regl (hex 5027 The German player could yield to the
—————7————————— temptation to make the ER6 stug the
O | 50 | 0 (3s | 0 (2 .JE lead unit and receive another -1 DRM
2-21| 5-5-11| &-5-1| 5-57 | 0-1- due to ER differential with the ER5 1/
B Mot Aeglt {hex E129) 898, but resists and selects the I-1 SST
= .ﬁu |.ﬁu .ﬁu Iﬁln B battalion with ER5 instead. At 4 to 1
i | 30RC]E |3 0SC]E | ALHC]E | O [HO|S odds, there is a very real possibility of
b b
2 3-24) 6-5-3 5-5-) 5-5-3 | 0-1-3 ':_:' German step loss, and if the stug is the
@ | Arko Stack (hex 6230) B lead unit, when it is eliminated, the
o T TR TR T ] i = ] . e
B i £y f ol A 2 b Totenkopf loses its ability to overrun
B =[|HE_‘ ;I_IZ_I‘ :IJZ_I‘ TEI‘ :I%IE Fu gl 1-2-'#] or have the Combined Arms Bonus.
| = / i
Situation at the start of the Totenkopf Activation.
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The die roll is 6, with no DRMs, and the result on the Mobilestacks adjacent to the 1/898, so the combat must be resolved
CRT is DR (defender retreat). The Soviets of the 1/898 put upan the Assault CRT.

better fight than their comrades in the second and third battal- . .
ions (and their attackers are not as formidable), but they are st ||1e stacks in hexes 5830 and 5930 are designated as the attack-

forced to retreat, and the pressure of the following motorize r_sr,] ahnd both stac.ks rgcewe (Ij)gc:care dd A::acl;ézA;s_?#Iténarkers
pursuers throws the battalion into confusion (any unit forced ¢4/ith the arrows pointed toward defender hex - the erman

retreat as a result of Overrun receives a Disordered marker). player CO[.Jld have chosen .to hqve the stack |n.5830 att{?\ck the
three Soviet infantry battalions in hex 5729 adjacent to it, but

Retreat of the 1/898 decides he'll need more than just his three battalions in 5830 to
The Overrunning player, not the owner, determines the retredb it. With the luxury of having a second activation later in the
path. The German player retreats the 1/898 to hex 5929 whexgn, he knows that he can assemble a powerful attack against
it receives its Disrupted marker, and is flipped to its reducethose battalions later.

side (The 1/898 must lose a step for being a non—motorize_% Soviet ol h . il it The G
unit retreating through a vacant hex in the ZOC of red box MA e Soviet player has no air or artillery to commit. The German

units). The Overrunning stack must enter the defender hex gozhlayer commits neither. He does not need to. The basic odds are

& .
but ceases movement because all units have expended alk j "ﬁ_;ﬁ n—-|1_'+'_:| maxi-
their MPs. I e 20n o] LI

.= g T
: i i ef=b | Laf o apsga
Note: You may have noticed that an alternate retreat path was ava; e i b s

able for the 1/898 (ending in hex 6232). There at least, the 1/8¢
would have gotten to roll against its reduced ER of 3 (the Dis, m atn | (3 vpne
rupted marker lowers its ER by 2). Instead, this poor battalion i¢ :
forced to run the gauntlet between the Totenkopf motorized uniT|
in 5931 and the 3rd Motorized units in 6129. Not only is this lega:
in game terms, it is also justifiable historically. In 1941 the anti-
dote to rapid motorized breakthroughs did not yet exist. Once force
to retreat, the defending units were at the mercy of their pursuer
who had the ability to block avenues of retreat and herd the de
fenders into kill zones. It’s not the casualties produced by the Ove?
run combat that makes Overrun so powerful - it's the chaos for th
defender caused by the retreats.

Hid A1l

Hie B3

The rest of the Totenkopf units are moved as follows:

+ The motorized stack in 6033 moves to 5932, enters hex 603He 7-1 attack against the 1/898
across the bridge with its arrow pointing toward hex 6032,
stays on the trail and enters hex 6031 (the woods cost for hexBise unit designated as lead unit is the 1/AA T company with an
6032 and 6031[both clear hexes] is hegated by entering throu@iR of 7.

trail hexsides) and ending movement in 5930 adjacent to th_le h K Combat Unit Coordination die roll
1/898. MP expenditure is 4 and 1/2 MPs. wo hexes are attacking so a Combat Unit Coordination die ro

_ is necessary. The German player flips the HQ 3T to its spent
» The Totenkopf AT battalion moves from 6032 to 5730 (5 MPSEide, generating a—1 DRM with the expenditure of the HQ's one

¢ HQ 3T and I-3T move from 5631 to 5830 (4 and 1/2 MPs Command Point. The die roll is 4, modified to 3 for the Com-
crossing an unbridged stream hexside +1, and entering tihheand Point expended, and since the modified die roll is less
Z0C of 1/898 +1) than the lead unit's ER of 7, the two attacker hexes are coordi-

« 15/3 company moves from 5631 to 5529 (2 and 1/2 MPs - tHe&ted, and they will not suffer the +2 DRM penalty for being
railroad bridge negates the cost of the stream hexside and dff¢eeordinated.

entering the hex through a railroad hexside negates the woogliere are DRMs for the combat die roll. First, there is a +1 DRM

cost). because the 1/898 occupies a village. There is an offsetting —5
e 1lI-3T moves from 5731 to 5830 (4 MPs) DRM because of the ER differential between the German lead
« The von Manstein Leader counter and I1-3T move from 5838Nit (ER 7) and the 1/898 (ER of 4 reduced to ER 2 by the Dis-
to 5830 (4 MPs) ordered marker). The net DRM is —4.

» The four Totenkopf artillery units move from 6034 to 5831 (3The die roll is 5, reduced to 1 for the DRMs, resulting in DE.
and 1/2 to 4 MPs, depending on the route taken) The overwhelming strength of the attack exterminated the sur-
h b h vivors of the 1/898. The unit is eliminated and removed from

The combat phase the map. The Declared Attack markers are removed from the

The German player declares only one combat against the Uilo attacking stacks. Only a one hex advance is allowed after

fortl_mate 1{898 in hex 5929. The Mobile Sequence off_ers th@ombats using the Assault CRT (even when the units are red box
choice of either using the Mobile or Assault CRTSs, but in thi

. ; L A units), one the stack in 5930 advances into the vacated de-
case there is no choice. There are no armor units in any of the
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fender hex 5929. Back to the opaque cup goes the Soviet player, and out comes

. . I . . the 245th Rifle Division AM.
There are no engineering activities allowed in the Mobile Se-

quence. The Totenkopf activation ends. Soviet 245th Division Activation
A quick 100k at the situati  the 245th Rifle Divisi | Would that the Soviet player could move what's left of the 245th
quick look at the situation of the th Ritle Division revealspy;,;qjqn, freely. The scenario special rules, however, impose limi-

that its situation is beyond terrible. It's strongest regiment an tions. The Soviet 34th Army was preoccupied entirely with
_half of .its artillery have been e_xtgrmi_nated. The HQ and remam}:ittacking to the north and west, with no thought of a German
N9 artillery face V|rtua.I gnnlhlla_uon if they do not get to MOVE -ounterattack. The two surviving regiments are fully committed
qwckly: The two remaining reglmerjts, located two h?xes frongo attacking frontally, and in no way could they “turn on a dime”
the critical Ggrman supply road, will pecomg totally |rrelevamt march out of the trap the Germans were preparing. All Soviet
to the battle if s.urround.ed and kept |mmob|le—regardlfess 4th Army units, the 245th Division included, are allowed to do
whether these six battalions are attacked or not, they will havcﬁ]ly the following:
no effect on the German attempt to race east, and their eventual '

real life fate of surrender/disintegration will be virtually assured® Move to the north and/or west
* Attack to the north and/or west

Activation Marker Draw « Move to the south and east only to attack

The activation sequence continues. The Soviet player drawsthe ] ] .

AM for Soviet 11th Army. The German player devotes yet anWith limited options, the Soviet player makes the following
other Bf110 (ER 7) and Ju88 (ER 5) to the defense of Staray8°Ves:

Russa. Both go to the Flown Box on their Flown sides. « Declares that the Mobile Sequence will be used. The HQ
and 770th artillery need to get far, far away from the 3rd
Motorized. The two planned attacks will have only one hex
of attackers each, negating any negative DRMs for the Sovi-
ets, butimpacting possible German defensive artillery or CAS
coordination. Also, the Soviet player needs to conduct an

| ,r"' . Overrun.

Hrz 523 | IL:_'I:I ~—w * The HQ, 245th and 700th artillery
B e B - units move northwest from 5828 to

5628.

The German player next draws the 30th Division AM. This ac-
tion takes place off the area of our example.

» The 322nd recon battalion (armored
cars) moves from 6728 to 6729 and
declares an Overrun against the 3rd AT
battalion. Armored car units can either
qualify a motorized stack for Overrun,
or can Overrun by themselves. The
odds will not be good, but if the 3rd AT
e — e can be forced to retreat, the 322nd Re-
_ s | s | s u-' con can continue moving to block the
W 5 55l 55 o-1-E B German supply road. The basic odds are
2 to 3, which rounds down to 1 to 2.
There is no air support allowed to the
Soviets in their Overruns, so the lone
DRM is the —1 for the ER Differential
between the 322nd and 3rd AT. So,
brave men in tinplate vehicles attack
equally brave men manning ineffective
37mm AT guns. The die roll is 9, modi-
fied to 8 by the DRM. The resultisA1R.
Regt A shout goes up from the beleaguered
L AT gunners as their rounds finally pen-
Gira Arka etrate something! The step loss elimi-
Sl {7y Slack nates the one step 322nd, and it is re-
moved fro the map.

Talla

e

- e—
Locations after the Movement Phase of the Soviet 245th Division with the two declared
attacks and the Combat Refusal indicated.
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e The two surviving Soviet regiments, the 901st and 904th, ddhere is but one attacker hex, so no Combat Unit Coordination
not move, being positioned to attack adjacent German unitgie roll is made. The lead attacker unit is the 1/904 (ER 5).

Soviet Combat Phase The attack strength of the three Soviet battalions is 11. The odds
The Soviet player declares two attacks, both using the Assaulte 11 to 7 which equates to the 1.5 to one odds column. The die
CRT. The three battalions of the 904th Regiment in hex 5628 rolled, and the number is 4, modified to 6 for the +2 CAS
receive a Declared Attack Assault marker with the arrow pointbRM. The result on the Assault CRT is A1 DR.

ing toward defender hex 5529, and the three battalions of thcsi1 defend K | b First the Ju87 ai
901st Regiment receive a Declared Attack Assault marker with€ defenders take no losses, but must retreat. First the Ju87 air

arrow pointing toward defender hex 5730. unit is flipped to its Flown side and placeq in the Flown Box.
The defenders have the option of retreating either one or two
The Soviet player decides to resolve the attack against defend@xes. The Bau battalion 677 rtereats one hex to 5631. The
hex 5529. The sole defender unit, the 15/3 company, is arotenkopf AT unit retreats two hexes to 5930.
undisrupted red box motorized unit, so it qualifies for Combat ) .
Refusal - an option the German player gladly pursues since tH— e 1/904 lead a_Lttack unlt_must take the §tep loss, and is flipped.
odds against the 15/3 are 5to 1. The German player rolls agai k;hreﬁ attacking battalions advance into hex 5730, the de-
the ER of 6 for the 15/3 (there are no DRMs allowed.). The di nder hex.

roll is a 6, so by the barest of margins, the attempt succeeds. TR8w that the Soviet 245th Division has finished activating, the

15/3 unit retreats two hexes to 5531. The three units of the 9%rman p|ayer draws another AM—the Lieb Brigade, and opts
advance into the vacated defender hex and are now adjacentdpthe Mobile Sequence.

\olot, a Soviet VP hex. ) . L
Lieb Brigade Activation
The second attack is directed against the Bau battalion 677 afpthe Movement Phase:

the Totenkopf AT Battalion. » the Bau Battalions 132, 677 and HQ Lieb all move to hex

Combat refusal is not possible because both units would need td530 (Volot).
be red box motorized, and neither of these units are. There ae||-368, a non-motorized unit, moves from 6032 to 5731 and

however, three battalions of the 3rd TOtenkopf Regiment in an must stop in that hex because it is entering an enemy ZOC
adjacent hex (5830), and they do qualify for Reaction Move- eyen though it has MPs remaining.

mem' They are all red box MA u_ans belonging to the same for.- Bau Battalion 510 moves to hex 5528, as does Bau battalion
mation as the Totenkopf AT unit in the defender hex. Unlike )

. i . 87, entering the example area from the northeast.
Soviet units, these German units can react even though they are
in a Soviet ZOC. If they do react, they can move the one hegombat Phase
into the defender hex, ignoring enemy ZOCs projected into thghe German player declares one Assault CRT combat against
defender hex. The German player could spend command pointge HQ 245 and 770 artillery. The 111-368 (ER 6) in 5528 is the
to increase the chances of successful reaction, but looking faene attacking unit.
ward to the second Totenkopf activation, chooses to keep the ] . ]
Command points unspent. Each battalion must make its owH'® German player commits no air or artillery.

Reaction atter_npt, and all threg attempts fail on die rolls of 10, $e soviet player has to designate the 770th (ER 4) as the lead
and 6 respectively (Two battalions had ERs of 5, and one had gRfender unit (HQs cannot be lead units unless alone or only
ER of 4). This is definitely not the elite division we see at KurslHQ units occupy a hex).

in 1943.

. ] o The sole DRM is the —2 DRM for the ER differential.
The German player commits one of his two Ju87 air units, and

makes the Coordination die roll. There are two DRMSs to applyl'here is no Combat Unit Coordination for this one hex attack.
The odds are 4-2 or 2-1.The die roll is 10, modified to 8 for the

+2 for Cloudy weather DRM. The result is A2 D1. Not a great result for the German.
+1 Mobile Sequence The 111-368 loses both steps and is eliminated and removed from

The Ju87’s ER is 7. The die roll is 3, modified to 6. The Stukal® map. The 770th must take the defender step loss since it is

contribute their two CAS points as a +2 DRM to the Combathe lead unit, and is also removed from the map. The only con-
Unit Coordination die roll. solations for the German player are that he gains one VP for the

elimination of the artillery unit, and that the lone HQ 245th is
Next, the German player commits one artillery unit, the ll-now very vulnerable.
Totoenkopf artillery battalion (ER 5). The coordination die roll o .
is 8, modified to 9 by the +1 Mobile Sequence DRM. The artil With the German activation concluded, the Soviet player draws

lery support strength of three is halved (rounding down) to 1the 257th Rifle Division AM and runs the activation.

This is added to the defense strength of 6 for a total defengg e next German AM drawn is the second AM for the 3rd Mo-
strength of 7. The lead unit is the Totenkopf AT unit (ER 5).  (4rized Division, and again the mobile Sequence is chosen.
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3rd Motorized Division Activation would prefer using the Assault Sequence. In the upcoming at-
The German player is acutely aware of the limited amount dfck against the Soviet 904th Regiment, the Assault Sequence
time available to reach the east map edge and win the scenaxdoordination DRMs make full coordination far more likely. Un-
To remain and completely destroy the 245th Division would jeopfortunately, to bring the full force of the Totenkopf to bear, and
ardize German chances for victory. The 3rd Motorized moves teliminate the HQ 245th requires that critical units move more
position itself for the dash east. than the 1/2 MA allowed in the Assault Sequence.

Movement Phase Movement Phase
To the south, the 3rd AT, 1&2/K53 and 48th Mot Engineers move The 3rd Totenkopf Regiment stack moves to 5729.

east, taking care to stay within five hexes of the supply road ’pAA(-), 1/AA and 15/3 of the Totenkopf move to hex 5727.
guarantee that they will be in supply at the start of the 19 PM

turn even if the weather is Rain. Note that the 48th Motorized 2/AA andthe AT battalion from Totenkopf move to hex 5830.
Engineer Battalion is an army unit that automatically activates The 559th Army AT Unit activates automatically and also
because it is within four hexes of an active 3rd Motorized HQ. If moves to 5830. If using the Army Unit activation markers,
using the Army Unit activation markers, turn it to the Final Ac- turn it to the Final Activation side.

tivation side. + The stack of four Totenkopf artillery units moves to hex 5927.

The ARKO and artillery in hex 6230 also move out of the ex* The 1st Totenkopf Regiment stack moves to 5831

ample area to the east. Again, the ARKO and II-61 activate au- The 15/3 company moves back to hex 5530 (Volot).
tomatically. If using the Army Unit activation markers, turn them

to the Final Activation sides. They position themselves to be nétombat Phase

only within 5 hexes of the supply road, but also within 5 hexedhe German player declares two attacks and resolves them in
of Soviet units in hex 5826 that belong to the 262nd Rifle Divithe order declared.

sion so that the artillery can contribute support points during thﬁttack one is declared against the HQ 245th in defender hex

combat phgse wheni hex 5826 bgcomes a defender hex. Bqth 8. This is a single hex attack, and a Declared Attack Assault
29th Motorized Regiment stack in 5927 and the 8th Motorize arker on hex 5727. The attack must be resolved on the Assault
stack in 6129 exit the example area to conduct an attack on h@m— because there is no armor in the attacking force

5826. The von Manstein Leader unit moves to join the 8th Mo-
torized Regiment stack. The German player commits no air or artillery units.

The details of the attack are not important to this example dfhe 2/AA (ER 7) is designated the lead attack unit, and the lone
play except to note that the ARKO HQ commits its CommandHQ 245 (ER 5) is now the lead defender unit by default.

Point to assist in artillery Coordination, and the remaining 3rd . . . S .
Motorized HQ commits its Command Points to the Combat Uni-lrhe single hex attack requires no Combat Unit Coordination die
Coordination - the only case where two HQs can spend Com®'

mand Points in the same combat.

Note that the 559th AT Army Unit was

not activated for the second time with, il
the 3rd Motorized, but remains in place Hez 724
to activate with the Totenkopf on its | Kl Al
second activation. :E: :E; :

Hex 3831

With the completion of the 3rd Motor-
ized activation, the Soviet player draws
his final AM - the 259th Rifle Division,
and activates it.

When completed, the German playe
draws his final AM. It is the second AM

for the Totenkopf. The Totenkopf’s mis-
sion is to eliminate the HQ 245th for
the VPs,and reduce the number of sur
viving combat units to a point where*

-
the Lieb Brigade can contain them. t_
Totenkopf Activation
The German player again utilizes the G
mobile Sequence. The German player Riuchi

Positions after Totenkopf's Movement Phase with Declared Attacks indicated.
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The odds are 7 to 1, and the sole DRM is the —2 from the ER-3 for the lead unit ER differential

Differential.
This DRM is reduced to -5, the maximum allowable.

The dieroll is 2, reduced to 0 by the DRM. The resultis DE. The
HQ 245th is eliminated and removed. The German player gail:lr
3 VPs and adjusts the VP track accordingly. The attackers do n-B

advance, preferring to start as far east as possible on the 19 RMe two German air units are flipped to their Flown sides and
turn. placed in the Flown Box. The Soviet lead unit has but one step,
is eliminated and removed from the map. The 11/904 is flipped,
losing a step to satisfy the second step loss requirement. The
The attackers are stacked in three hexes - 5729, 5830, and 588l surviving battalions must retreat, but cannot because the
and each hex receives a Declared Attack Mobile marker. All atwo hexes of each possible retreat route are in German ZOCs.
rows point toward defender hex 5730. The presence of thEhese two battalions are also eliminated. The majority of the
Totenkopf stug unit provides the armor unit necessary for using04th Regiment is captured trying to retreat from the onslaught
the Mobile CRT. of the Totenkopf’s attack.

e die roll is 2, reduced to the 0 or less row by the -5 DRM.
e result is D2R.

Attack two is a major German effort.

The German player commits his two remaining air units - goodhe three Declared Attack markers are removed. The 1st
ones, a Ju 87 (ER 7) and Bf 110 (ER 8). The Bf 110 is desig-otenkopf Regiment stack advances into the defender hex, but
nated the lead unit, and the HQ 1st Totenkopf Regiment is flippetb further, even though a two hex advance is allowed.

for its Command Point to provide a —1 DRM to the Air Coordi- _,
nation die roll. There are also a +2 DRM for the Cloudy Weathe$Ince all of the AMs have been drawn, the turn advances to the

and a +1 DRM for coordination in a Mobile Sequence. Reorganization Phase.

The Air Coordination die roll is 4, modified to 6 by the DRMs - 1) In thbe egambplle areha there are ncr)] Disruption n;ar:kers to re-
less than the lead unit ER of 8. The air units are able to contrif?®V€ ut doubtless there are on other portions of the map.

gFe thﬁir combined CAS rating of 3 as a -3 DRM to the combat) Al leader and HQ units are flipped back to their full CP sides.
ie roll.

3) All artillery units are flipped back to their support sides from
The three unfired Totenkopf artillery units are committed, withtheir Fired sides.

the IV-T artillery (ER 6) designated as the lead unit. The Mobile _ o .
Sequence +1 DRM applies. The Coordination die roll is 9, modid) First and Final Activation markers (if used) are removed from
fied to 10. There is no artillery support, and the three artilleryArmy Units.

units are turned to their Fired sides. 5) There is no victory determination, so the Turn marker is ad-

There are 38 attack strength points in the three attacker hex¥anced to the 19 PM turn.
and the 2/AA (ER 7) is designated the lead attacker unit. T

defense strength in the defender hex is 10, and the 1/904 (ER@
is designated as the lead defender unit.

e German player has accomplished his primary task. In one
n he has opened the door to make the dash to the east edge of
the map by effectively destroying the 245th Rifle Division as a

One coordination die roll remains for the attacking Combat Unitformation that can either block the advance or threaten his flank
The German player flips the von Manstein leader unit (now otdnd rear.

of the example area, but still within command range) so that thﬁs a final play note, the German player will not try to destroy

two CF’mma”d_PO'”tS become a -2 DRM to the Combat Unﬁ\e remainder of the 245th for two reasons. First, the Lieb Bri-
Coordination die roll, offsetting the +1 DRM for Mobile Se-

ade is not strong enough to do it alone, and the adjacent Ger-
quence and +1 DRM for three or more attacker hexes. The d?ﬁ g g )

i ith | han th £ 7 tfor the lead uni an 30th Division will be fully occupied destroying and neu-
roll is 4 with no '_DRM’ egst an the ER of 7 for the lea unlt“[ralizing the Soviet 262nd Rifle Division. Second, in terms of
The attack goes in coordinated

activation advantage, it benefits the German player to have the

The final odds are 3 to 1, and the total DRM is —7: Soviet 245th Division AM remain to be pulled each turn - bur-
—1 for Combined Arms dening the Soviet player with a largely useless activation, and
—3 for CAS perhaps delaying the drawing of other critically needed Soviet

AMs. Enjoy the game!
—Tony Curtis
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The Operations Sequences

A. Mobile Sequence f. Apply all applicable attacker and defender DRMs and resolve
1. Movement Phase (full MA) CAS coordination (attacker first). Net the DRMs; limit + or — 5.

a. Attempt to activate any desired Army Units outside the Com8@- Qefender designates Lead unit in t.he Defender Hex. .
mand Range of the Active HQ that have not had activation attempls Find the correct column on the designated CRT. Roll one die and

made on them this turn. apply net DRM to obtain final combat result.
b. Conduct ground unit movement and Overruns for all units; rein- Apply the results to affected units.
forcements enter the map. 1. Remove step losses, defender first.

c. COMBAT DECLARATION. Declare attacks against all desired 2. Remove No Retreat marker, and apply step loss to the Lead
Defender Hexes. Place Declared Attack markers on all attacker hexes defender unit.
adjacent to Defender Hexes. Placement of markers on Assault or3 conduct retreats, defender first, including Special retreat

Mobile Attack sides (if allowed) determines the CRT to be used. through enemy ZOC. Maneuver CRT mandates 2 hex retreats;
2. Enemy Reaction Phase Assault CRT allows one or two hex retreats (defender choice).

a. Attempt Combat Refusal [9.2]. Make an ER check on Lead dg-If Defender Hex is vacated, surviving Attacking units are allowed
fending unit. to Advance after Combat [11.6]. Return air units providing CAS
b. Attempt Reaction Movement [9.3]. Each unit to move makes aRRMs to the Flown Box on their Flown sides.

ER check.
. Now repeat steps ‘a’ through ‘j’ for the next Declared Combat.
c. Attempt No Retreat [9.4]. Make an ER check on Lead defending Wrep P ugh' X

unit. B. Assault Sequence

3. Combat Phase (Mobile or Assault CRT)Each Declared At- 1. Engineering Phase

tack is resolved, in the order desired by the attacking player. Follo&r. Complete building friendly Strongpoints by flipping the
steps ‘a’ through ‘k’ below for each Declared Attack: Strongpoint Under Construction markers to their completed +1
a. Each player (Attacker first) commits air units to Close Air Sup__Strongpoint sides for Formations previously activated this turn us-
port (CAS). Select Lead air units and make ER checks (see Comtag the Assault Sequence.

Coordination Table for DRMs). If Lead air units fail their ER checksb. Begin friendly Strongpoints. Place maker with Under Construc-
all of that side’s committed air units are immediately placed on thetion side face up.

Flown sides in the Flown Box. If Lead air units pass their ER checks, Place or relocate friendly Bridge units (placement hex must be in
all of that side’s committed air units remain to commit CAS DRMscommand range of a friendly HQ, and cannot be in enemy ZOC).

to the combat.
b. Both sides (Attacker first) designate all Supporting artillery unit&- Movement Phase (half MA)

(must be in range of Defender Hex). a. Attempt to activate any desired Army Units outside the Com-
gand Range of the Active HQ that have not had activation attempts

c. Each player selects a Lead artillery unit and makes an ER ch .
made on them this turn.

(see Combat Coordination Table for DRMs). Possible outcomes:

« Lead artillery unit passes; all artillery units contribute theirfull?' (;r(])nduct gg)und unit movetmbent fordall tur:;ts; reinforcements en-
support strengths., er the map. Overruns cannot be conducted.

c. COMBAT DECLARATION. Declare attacks against all desired

¢ Lead artillery unit fails, but results less than “10” each artillery
unit contributes half its support strength (rounded down). Defender Hexes. Place Declared Attack markers on all attacker hexes
adjacent to Defender Hexes.

 Lead artillery unit fails, with results of “10” or more: none of
the artillery units contribute any support strength. 3. Enemy Reaction Phase

a. Attempt Combat Refusal

b. Attempt Reaction Movement

&. Attempt No Retreat

NOTE: One artillery unit in the Defender Hex is always coordi-
nated, and any one attacking artillery unit adjacent to the Defend
Hex is always coordinated [12.17].

N . . ... 4. Combat Phase (Assault CRT only)Each Declared Attack is
Regardless of coordination result, turn all artillery units participatieqoyed, in the order desired by the attacking player. Follow steps
ing in the Declared Attack to their “Fired” sides. 3a through 3l, on this page for the Mobile Sequence Combat Phase,
d. Each side totals its final unit strengths (ground units plus suppoflgr each Declared Attacklote: When executing attacks using the
ing ar‘tlllery), determine final Combat Odds for the Declared AttaCkAssau": Sequence' in Step 3k1, it may be required to p|ace Disrup_
e. COMBAT UNIT COORDINATION (Attacker only). Attacker tion markers as part of the Combat Results.

designates his Lead Combat unit and makes an ER check on it (see

Combat Coordination Table for DRMs). Possible outcomes: C. Pass Sequence.

+ Lead unit passes: no adjustments to combat resolution die roli. Hold AM in Activation Pool, for later attempt at Combining For-
« Lead unit fails: add +2 DRM to combat resolution die roll. mations [7.3].

NOTE: If all the attacking Combat units are located in the same, Engineering PhasePlace or relocate friendly Bridge units

hex and none of them are Disrupted, the attack is automaticallgplacement hex must be in command range of any friendly HQ, and
Coordinated, and this ER check is not performed. [10.44] cannot be in an enemy ZOC).
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Expanded Sequence of Play

A. Strategic Segment (both players) b. First player conducts any one of three possible Ogera-

tions Sequences (see The Operations Sequences page).
1. Weather PhaseThe German player rolls one die and con- a ( P q pgge)

sults the Weather Boxes for the current turn, as shown on tf2e Second Player Operations Sequence
Turn Record Track for the Scenario, to determine the weather a. Second p|ayer rand0m|y draws one Activation markér
condition for the entire turn. b. Second player conducts any one of three possible Opera-

2. Reinforcement Phase tions Sequences (see The Operations Sequences pLge).

a. Both sides transfer available reinforcements and chose players alternate Operations Sequences until all For
Optional Groups from setup cards to the map. tions have been activated.

b. Place air unit reinforcements in the Ready Box on the Ai
Unit Display.

a_

C. Reorganization Segmentboth players)
1. Engineering Phase

3. Supply Determination PhaseBoth players trace supply ~ a. Remove enemy Strongpoint if the hex is occupied by a

for all on map units: friendly non-disrupted Combat Unit.
a. Remove Emergency Supply or Out of Supply markers b Complete building friendly Strongpoints by flipping the
from units now able to trace. Strongpoint Under Construction markers to their cgm-
b. Turn Emergency Supply markers to Out of Supply side  pleted +1 Strongpoint sides.
on units still unable to trace. c. Place or relocate friendly bridge markers (placement/hex
c. Place Emergency Supply markers on units newly unable  must be in command range, and not in enemy ZOC)
to trace.

2. Reorganization Phase
4. Air Readiness Phaseviove all air units in the Flown Box a. Remove Disrupted markers from units not in an engmy
to the Ready Box, and flip them them back to their aircraft ~ 7OC. Make ER checks for Disrupted units in enemy ZOC.
silhouette side. Set the German and Soviet Offensive CAS ) +.in all leader and HQ units back to their “full” Com-
Missions Remaining markers to the number of missions al- mand Point side.
lowed for the turn.

%)

c. Turn all “Fired” artillery back to their “un-Fired” side
5. Initiative Phase. except for those bearing Out of Supply markers.

a. Both players roll one die. Apply DRMs. The player with  d. Remove all Activation markers from Army Unit

the highest modified die roll has the Initiative. ) o o
3. Victory Determination Phase Check scenario victory con

b. The First Pllayer places all of his available AMs into hISditions. If the Axis player has achieved his set of victory gon-
opaque cup; the Second Player places up to the same n

un- .
ber as the First Player, plus one. c%ons, the game ends (and ignore step C.4).

4. Turn Record PhaseMove the Turn marker ahead one sp@ce

B. Operations Segmentplayers alternate Operations on the Turn Record Track and begin play of the next turn

Sequences)

1. First Player Operations Sequence
a. First player randomly draws one Activation marker. (Ex-
ception: First Operations Sequence of the first turn of a
scenario, 7.15)

GMT
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VICTORY POINT SCHEDULES

Victory Point Schedule:

Use for Scenarios #1 and #2

for Locations — Add VPs on Turn shown

Hex  Location Name 15AM 17PM
1008 Medved 10 2
1116~ Utorgosh 6 4
1401  Shimsk 8
1427  Gorodishche 2 5
1504 Mshaga 10 2
2214  Soltsy 3
2624  Sitnya 5
3302 Volot 4

for Steps Eliminated (apply to VP Track at moment of loss)

Type of step loss: # VPs
Each German armor or artillery -2
Each German HQ unit -2
Each Soviet armor or artillery +1
Each Soviet HQ unit +3

for Actions (apply to VP Track when the Action occurs‘)"

Type of Action # VPs
German accepts 16AM air units as reinforcements -6
Each turn German holds hex 2214 (Soltsy) after 1l6AM

(in addition to Location VPs shown above) +3

Each German unit eliminated while completely surrounded
by Soviet Combat Units -2

Soviet accepts 15AM reinforcements (Scenario 1 only) +5

Victory Point Schedule
Use for Scenarios #3 and #4

Apply immediately to VP Track—cannot be reversed even if VP hex

subsequently becomes German controlled

Location Name Hex # VPs
4910, 4911, 5011, 5012 Staraya Russa —10 per hex
4912 Dubovitsy -5
4716 Lyadniki -8
5814 Ivanovskoye -3
4220 Solobsko -5
4021 Buregi -10
5220 Tuleblya -5
5315 Dedkovo -3
5530 Volot -3
6634 Dolshino -2
German Territorial Gains (Add at end of scenario)
Hex Location Name # VPs
5002 Parfino 6
5203 Komarova 6
5814 Ivanovskoye 3
6201 Korovitchino 6
6817 Dolga 3
for Steps Eliminated (apply to VP Track at moment of loss)
Type of step loss: # VPs
Each German armor or artillery step -2
Each German HQ unit -2
Each Soviet armor or artillery step +1
Each Soviet HQ unit +3

for Actions (apply to VP Track when the Action occurs)

Type of Action
Soviet accepts 16 AM reinforcement
Soviet accepts 20AM reinforcement

# VPs
+2
+2

Soviet accepts 16AM reinforcements (Scenario 1 only) +3

Scenario #2 only: Starting the 15AM turn (and each
succeeding turn), for each main road hex from 3333 to
2419 inclusive in one or more uncontested Soviet ZOCs

during the Supply Determination Phase

-1

Victory Level Scenarios #1 and #2

Use 15AM Sudden Victory conditions only in Scenario #1.

German wins on VP Total of at least:

Soviet wins if VP Total is no more than:

15SAM  17PM
24 28
NA 27

Each Soviet HQ, artillery or armor unit moved or retreated

east of the Redya River prior to the 21 PM turn +)
German accepts 13AM—-15AM reinforcements -3
German accepts 17AM air reinforcements -6
German accepts 19AM reinforcements -3

If the German player has at least 15 stacking points of his
units south of hexrow 5500 and on any hexes east of the river
line by the end of the turn designated:

Polist River by end of 21PM +8

Porussya River by end of 22PM +8

GMT Games, LL.C

GMT

GAMES LLC [IANARE GMTGames.com

P.O. Box 1308, Hanford, CA 93232-1308

Victory Level #3 and #4

Level of Victory VP Range
German Decisive 45 or more
German Tactical 37-44
German Marginal 28-36
Soviet Marginal 22-27
Soviet Tactical 14-21
Soviet Decisive 13 or less

0403




ASSAULT COMBAT RESULTS TABLE

ROADS TO LENINGRAD

=4 6—1
0 | AR DR DR DRd | DiR
1 AR AR DR DR DRd | DRd | D1IR | b2R | D3R | D3Rd | DE DE
2 AR AR DR DR DR DR DRd | D1iR | D2R DA:‘;R D3Rd | DE
A1 Al Al
3 AR AR il £ DR DR DR DRd [ D1R | D2R | St | D3Rd
A2 Al Al AT
a ARd AR AR £ 2l el DR DR BRd | D1r | D2R [
A2 | Al Al
5 A1R | ARd AR AR = il e DR DR DRd | D2R | D2R
A2 Al Al
6 A2R | A1R | ARd AR AR 2 o o DR DR D1R | D2R
A2 Al Al
7 A2R | A1TR | A1TR | ARd AR AR s i i DR DRd | D2R
A2 Al Al
8 | A2Rd | A2R | ATR | A1R | ARd AR AR i 2l & DR D1R
A2 A A1
9 | A2Rd | A2Rd | A2R | ATR | A1R | ARd AR AR B o o DRd
10 | A2Rd | A2Rd | A2Rd | A2R | A1R | A1R | ARd AR AR DA11d S] DR
11 | A2Rd | A2Rd | A2Rd | A2Rd | A2R | A1R | A1R | ARd AR AR 31 DR
When the Assault CRT is mandatory: Explanation of Combat Results .
* During an Assault Sequence. A=Attacker D =Defender E = Eliminated  d = Disrupted Declared Attack Combat Resolution

e During Rain game turns.

e Attacking force contains no armor.
o Defender Hex contains town, hill,
swamp terrain, or a Strongpoint.

e All units attack across a river.

ASSAULT CRT

Initial Odds (prior to defender reaction) cannot be less than 1-4. If final odds are 1-5 or less, the attacker automatically loses
two steps, disrupts, and retreats any surviving units. Odds greater than 7-1 are resolved on the 7-1 column. !

1,2,3 =1, 2, or 3 steps (as indicated) lost from the affected force. The Lead
ground unit of the affected force must always lose the first step (Exception:
Armor attrition [11.12]).

R = Retreat 1 or 2 hexes (defender option)

Sequence continued

Compute Defender Artillery Strength. Perform
same procedure as used for attacker artillery.
Exception: One defender artillery unit in Defender
Hex is automatically coordinated.

it

Compute Attacker Non-Artillery Strength and
Total Attack Strength. Perform same procedure

Declared Attack Combat Coordination Table used for attacker. Exceptions: No halving and no
Combat Resolution sequence } Modified Die Roll vs. Lead coordination check required
CAS Commitment Unit's ER Determine Odds Ratio. Divide total attack
1. Attacker (then defender) place all participat- CAS Unfte strength by total defense strength
 pEChsante o e Doy e | |

air units. >ER No CAS DRM +2 Failed Ground unit coordination
3. g%?\;dsi?:tsgn?g;l;giit: rl’:ﬁnain and contribute +1 Defender Strongpoint

. : : +1 No Retreat marker
4. Uncoordinated air units flip to flown side. Artillory Units LV Def i
=or=Eh Eull sUppon subogh :1 . ASpTir;gETehcei;(ftﬁ;T;?de terrain
C Artill Strength
1 olgnez;:;tr?a{c\;t:ﬁ:zﬁgiblr:pz:l‘i,cipating artillery =it Ha]f suppo_rt i Hd - ER Difersnial
' (arty) units unit (rounding down) —1/~2  Attacker CAS

2. Choose lead arty unit; roll for coordination. 10 or greater  No support strength - Aftaaking sngineervs own oF strongpomt

(one arty unit adjacent to defender hex is — Combingd Arng Sonus

automatically coordinated) Attacker Combat Units Net Out DRMs (above)

3. Total allowed support arty strengths to add
to attacker non-arty strength below.
4. Flip all attacking arty units to Fired sides.

o Each +1 DRM cancels a -1 DRM
° Net DRM cannot exceed +5/-5

Find Modified Die Roll on applicable Odds

0 Fn
= ER

Full Attack Strength

Full Attack Strength,
but +2 DRM to attack

Compute Attacker Combat Unit Strength die roll Column and apply result.

1. Designate lead unit and roll for coordination.

2. Total all attack strengths of designated I L e
eligible attacking units. Coordination Die Roll Modifiers (DRMs) Appliss To:

3. Halve attack strengths (cumulative) for: Modify Die Roil For: CAS Arty Combat Units
a. Armor or heavy equipment orange circle Command Points (HQ & Lead -1 or—2 -1 or-2 —1or—2
MA units attacking through allowed swamp Unit have same formation color)
hexsides. ) ) ) Arko Command Points (German) N/A = N/A
b. All un.|ts attac_kmg across river hexsides 'eader Command R oints =ior =D 1 or—2 Sor=2
¢. All units bearing OoS markers Combat occurs in Mobile Sequence +1 i . +1 +1

Total Attack Strength Combat occurs in Assault Sequence N/A —1 —1

Add computed attacker arty support strength to Att non-arty cbt units in 3 or more hexes N/A N/A +1

attacker non-artillery strength for total attack Def hex contains woods +2 +2 N/A

strength. Arty strength cannot exceed non-arty Cloudy Game Turn +2 N/A N/A

strength — excess strength points are lost. Rain Game Turn +3 N/A N/A
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MOBILE COMBAT RESULTS TABLE

ROADS TO LENINGRAD

.0 | AR DR DR DR | DIR | D2R | b2R | b2R | D3R | D3R | DE DE DE
1 AR AR DR DR | DIR | D1R [ng D2R | D2R | D3R | D3R | DE DE
Al Al
2 AR AR £ DR | DR | D1IR | D1R | J3L | D2R | D2R | D3R | D3R | DE
Al Al
3 AR AR AR D1 DR DR | D1R | D1R | 451 | D2R | D2R | D3R | D3R
a AR AR AR AR DR DR DR | DiR | DR DA21R D2R | D2R | D3R
5 AR AR AR AR A2 DR DR DR | D1IR | DIR | Al D2R | D3R
D1 D2R
6 | AR | AR AR AR AR S; DR DR DR | DIR | D1IR | D2R | D2R
A2 Al
7 | AR | AR | AR AR AR 2 DR DR DR (BIR D1R R D2R
8 | AR | AR | AIR | AR AR AR A2 DR DR DR | DIR | D1R | A1
D1 D2R
9 | A2R | AMR | ATR | ATIR | AR AR AR ’5‘? DR DR DR | DiR | DIR
10 | A2R | A2R | ATR | ATR | ATR | AR AR AR ég‘ DR DR DR | D1R
11 | A2R | A2R | A2R | A2R | AR | AR | AR AR AR ‘S?I S‘R DR | D1R
Mobile CRT Explanation of Combat Results Declared Attack Combat Resolution
This'CRT may be chosen if the Assault CRT is not A = Attacker D = Defender E = Eliminated

mandatory and at least one attacking unit is armor.
Initial Odds (prior to defender reaction) cannot be
less than 1-4. If final odds are 1-5 or less, the
attacker automatically loses two steps, disrupts, and
retreats any surviving units. Odds greater than 8-1
are resolved on the 8-1 column.

Declared Attack
Combat Resolution Sequence

CAS Commitment

1. Attacker (then defender) place all participat-
-ing CAS air units on the Defender Hex.

2. Make Coordination ER Checks for all lead
air units.

3. Coordinated air units remain and contribute
DRMs to combat die roll.

4. Uncoordinated air units flip to flown side.

Compute Attacker Artillery Strength

1. Designate all eligible participating artillery
(arty) units.

2. Choose lead arty unit; roll for coordination.
(one arty unit adjacent to defender hex is
automatically coordinated)

3. Total allowed support arty strengths to add
to attacker non-arty strength below.

4. Flip all attacking arty units to Fired sides.

Compute Attacker Combat Unit Strength

1. Designate lead unit and roll for coordination.

2. Total all attack strengths of designated
eligible attacking units.

3. Halve attack strengths (cumulative) for:

a. Armor or heavy equipment orange circle
MA units attacking through allowed swamp
hexsides.

b. All units attacking across river hexsides
c. All units bearing OoS markers

Total Attack Strength

Add computed attacker arty support strength to
attacker non-artillery strength for total attack
strength. Arty strength cannot exceed non-arty
strength—excess strength points are lost.

d = Disrupted: Applies to any units retreated as a
result of Overrun.

1,2,3=1, 2, or 3 steps (as indicated) lost from
the affected force. The Lead ground unit of the
affected force must always lose the first step
(Exception: Armor attrition [11.12]).

R = Retreat 2 hexes (mandatory)

Combat Coordination Table
) Modified Die Roll vs. Lead
Unit's ER

CAS Units

<or=ER Full CAS DRM

>ER No CAS DRM
Artillery Units

<or=ER Full support strength

> ER but < 10 Half support strgth each
unit (rounding down)

10 or greater  No support strength

Attacker Combat Units

<or=ER Full Attack Strength

> ER Full Attack Strength,
but +2 DRM to attack
die roll

Sequence continued

Compute Defender Artillery Strength. Perform
same procedure as used for attacker artillery.
Exception: One defender artillery unit in Defender
Hex is automatically coordinated.

Compute Attacker Non- Artillery Strength and
Total Attack Strength. Perform same procedure
used for attacker. Exceptions: No halving and no
coordination check required

Determine Odds Ratio. Divide total attack
strength by total defense strength

Roll the Die and Apply Any DRMs
+1/+2 Defender CAS

+2 Failed Ground unit coordination

+1 Defender Strongpoint

+1 No Retreat marker

+1/4+2 Defender hex terrain

+1 Applicable def hexside terrain

+/—#  ER Differential

—1/—2 Attacker CAS

-1 Attacking engineer vs town or strongpoint
-1 Combined Arms Bonus

Net Out DRMs (above)
e Each +1 DRM cancels a —1 DRM
e Net DRM cannot exceed +5/-5

Find Modified Die Roll on applicable Odds
Column and apply result.

Modify Die Roll For:

Command Points (HQ & Lead

Unit have same formation color)
Arko Command Points (German)
Leader Command Points

Combat occurs in Mobile Sequence
Combat occurs in Assault Sequence
Att non-arty cbt units in 3 or more hexes
Def hex contains woods

Cloudy Game Turn

Rain Game Turn

Coordination Die Roll Modifiers (DRMs)

Applies To:

CAS Arty Combat Units
—1or-2 —-1or-2 —1or—2
N/A -1 N/A
—1or—2 -1 or -2 -1 or-2
+1 +1 +1
N/A —1 -1
N/A N/A +1
+2 +2 N/A
+2 N/A N/A
+3 N/A N/A
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Terrain Effects Chart

ROADS TO LENINGRAD

Movement Point Costs
Dry, Cloudy Rain Must Use Terrain Effects Terrain Effects
Terrain Type Non-mot Mot, HyyEq  Non-mot Mot, Hvy Eq | Assault CRT () on Combat on Overrun
Clear 1 1 2 2 No - NE NE
Rough 2 2 2 No +1 DRM +2 DRM
Hills 2 3 3 4 Yes +2 DRM P
| Marsh 2 3 3 4 No . No® +2 DRM
Swamp 2 () P (a) 3 (b) P (a) Yes 1/2 AS (mot, non-arty Hvy Eq) (1) P
Woods NE +1() NE +1() No NE +1 DRM
= Main Road (d) 1/2 172 1/2 1/2 NE oT i oT
"| Minor Road (d) 1/2 1/2 1 1 NE oT oT
7 Trail in Clear (d) 1/2 172 oT oT NE NE NE
=27 [ Trailin Other (d) 1 1 oT oT NE oT oT
L——— Railroad (d) 1 1 1 2 NE o1 o1
B Town ot ot o o Yes +2 DRM P
Village oT oT oT oT No +1 DRM oT
| Stream Hexside A0 @ 20 +3@ No +1 DRM +2 DRM
~ .| River Hexside 42 P (e) +2 Pe | Yes 1/2 AS (except Arty) () P
H Bridge oT oT oT oT No oT oT
€ ) | Lake Hexside P P P P P P P
@- Enemy Strong point +1 i +1 +1 Yes +1 DRM P
EZOC | Enter/Exit EZOC (f.9) +1 +1 +1 +1 NE NE NE -

TERRAIN EFFECTS CHART NOTES:

(@) Motorized and heavy equipment units are prohibited from
entering, leaving, advancing or retreating into or out of, or
attacking a swamp hex unless through a road, railroad, or
trail hexside. Furthermore, in the case of trails, the current
weather condition must also be Dry or Cloudy.

(b) All non-motorized units (except cavalry) which enter a
swamp hex along a non-road, non-railroad, or non-trail
hexside must stop in the swamp hex.

(c) Ignore woods cost when entering through a road, railroad,
or trail hexside.

(d) Stream or river hexside costs are only negated if a bridge
is present.

(e) All vehicle silhouette units and heavy equipment units
(orange circle MA) are prohibited from moving, attacking
across, or retreating across unless a bridge is present.
Other types of motorized units (red box MA) may cross in
both situations, but must spend their entire MA to do so.
Artillery support is not affected.

(f)  Non-motorized and orange circle MA units must cease
movement when entering an enemy ZOC. Red box MA
units may continue moving if sufficient MPs remain.

(9) No cost to move from an enemy ZOC to an adjacent hex not in an
enemy ZOC. Assault or Mobile Sequence: If starting movement
already in an enemy ZOC, non-motorized and orange circle MA
units must expend all available MPs to move to an adjacent hex also
in enemy ZOC. Red box MA units pay listed ZOC and MP costs,
and may continue moving if they have sufficient MPs remaining.

(h) The attack strengths of all motorized and heavy equipment units are
halved when attacking either into, or out of, a swamp hex (during
any weather). Such attacks may only take place across road,
railroad, or trail hexsides (Dry or Cloudy), or road or railroad
hexsides (Rain).

(i) The support strengths of all artillery units are halved when the
Defender Hex contains swamp (any weather), or Marsh (Rain).
Artillery units are not halved for firing out of swamp or marsh hexes.

@i

=

Use of Assault CRT is mandatory for all terrain types during Rain
turns. Overruns are not allowed during Rain turns.

TERRAIN EFFECTS CHART ABBREVIATIONS:

NE = none, or no effect.

OT = Other Terrain; Apply effects of other terrain in hex.

P = Prohibited.

+# = Movement Point cost is in addition to other terrain in hex.

+# DRM = number added to the combat die roll as a die roll modifier.
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SOVIET SET UP CARD —SCENARIO #1: The Battle of Soltsy ROADS TO LENINGRAD
At Start (13 AM): Place on locations indicated

)Zl)]( 64 0 70 3/329“ 70 221“I 70 1/329” 70 2/329“ 70 142 MGI @22III 70 2/68 g 70 | 3/68 i 70 34 MGI 1/68 9% I 10 3/3 i 3T 1/252” 70 2/252lI 70 3/252“ 70 3 I 3T
0 [Ha]5 2[mle | 36 | 2[=]5 | 36 | 306 | 2[4 | 2[=]5 | 316 | 36 | 24 3-6 24 | 3<]5 | 36 336 | 3316 | 2N\/]4
0-1-6 3-3-5 | 5-5-4 | 4-1<4) | 6-5-4 | 5-5-4 | 1-3-3 | 6-144) | 6-5-4 | 5-5-4 | 1-3-3 | 6-5-4 | 1-45 | 3-3-F | 6-5-4 5-5-4 | 5-5-4 | 0-245

1011 1109 1209 1309 1401 1407 1408 1501 1507 1532 1606 1607 2027

o 202 %% 0 e 202 1/682“ 202 ®M, ‘ 2/645“ 202 | 42 5 3T 0 1/5 s 3T 365(-) 3T | 1/3 i 3T | 218 i 3T o 3'1‘ Ms3  p | M8 A i ¥ ‘ "".f,:.‘:;‘;ﬁ,,‘;““

3><]4 | 0[Ha]5 35 3D><]5 | 2[ - ]4 | 305 | 2[m]5 | 0[H0] 3<]5 | 3[<]4 | 2[ - ]4 b @ Remaining
4-3-4 | 0-1-5 | 5-4-5 | 5-4-5 | 7-145) | 3-4-5 | 2-2-5 Al 433 | 2-28 | 3-156 ) b o
2214 2314 2414 2512 2516 1105 2024 3021 2625 2024 2624 2524 Ready Box Activation Markers Setat 1 " = Unit starts on its

GT-1 May GT-1 May reduced or fired side.
not move not move
REINFORCEMENTS s L LRl e B R i L R 1
B =
13 AM 13 PM : 15 AM Optional Reinforcements: +5 VPs « , 16 AM OpImnaI ¥
s Sy
AT 1o e 14 AT 2 o7 B Bl 5 : ocll\I}lcRreasek : . Reinforcements: +3 VPs '
] . : | marker < y
0[HQ]5 3-5 I@ 3]s | . level by 1 o EN . g
iy | = / N Activate any | for remainder N7 €ps
o J 2 f 5'4' | z Formation of scenario : 2 x8 i
Activation East edge any hex, or north edge 1016-1021 X2 Ready Box i East Edge : : :
Marker 5 any hex ¢ 3 Referto Scenario Instructions 5
e om0 e moom oo o5 o R i m e s e eem U
14 AM
‘)I(&):(i 0 1/227 183 2+3/22¥| 183 v 183 231285 183 1/295” 183 2+3/29l5I 183 2 183 — ? 33/'41T 2T 42/41 AT | 3/ . AT @2y AT - | ;(3)3 1/835” 237 2/335” 237 3/835” 231
Hals | 30<ls | 3B<ds | 3D<05 | 3K1s | aD<ls | 34 0[=5]6 JEN[S l@ | 0[Ha]s | 3[<]5 | 3[<]4 | 3[<]4
5| 3-3-4 | 4-3-4 | 3-3-4 | 4-3-4 | 3-3-4 | 4-3-4 4-18 | 2 1 | 0-1-5 | 5-4-4 | 4-4-4 | 4-4-4
South edge: 3605 to 3624 East edge—any hex, or north edge 1016 to 1021 Activation Markers East edge—any hex, or north edge 1016 to 1021
14 AM continued 14 PM 15 AM
1/838 2371 2/838” 237 3/838 231 1/841“ 2371 2/841 237 3/841‘I 231 @6&)“I ®71|” | 237 | 287 i 237 0 237 CAS | *or3ifthe
N2 N ‘ - | 15 AM Optional
3005 | 3534 | 354 | 305 | 304 | 3534 | 2LoTs | LoTs | 2604 | 0 | 2e [ |15 A opton
5-4-4 | 4-4-4 | 4-4-4 | 5-4-4 | 4-4-4 | 4-4-4 | 6-140) | 4-1D) | 1-348) | 1-1- | 3-3-5 aroaen.

East edge—any hex, or north edge 1016 to 1021 Ready Box Ready Box Set at 2*

15 AM continued

16 AM
146 | 202 2/5 i 202 3/5 i 202 4/5 | 202 3/51Ni'(VD ZHSe’,pm 4
2 <6 | 2[ <6 | 2[ <6 | 1DN/]5 2><]5 6 :
2-2-54 | 2-254 | 2-29 | 1-14B 1-1-5 4-4-4 | 5-3-4 | 4-4-4 | 5-3-4 1-1-4 | ‘ 1-2-73
East edge—any hex South edge: 3620 to 3622, or 3605 i ] 1401
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At Start (15 AM): Place on locations indicated

SOVIET SET UP CARD —SCENARIO #2: Counterblow at Soltsy

ROADS TO LENINGRAD

42 i ;(3)2 1/841“ 237 3/841II 237 2/841“ 237 691m 237 )ZI)J( g 1/329” 70 1/835” 237 2/835I| 237 3/835” 237 ):gr( 0 2/3 i 3T | 33 i 3T hSepEI 4 1+2MGI 344 MGl 3/329 70 AT 0 1/41@21T
2[m]5 | 0[Ha]5 | 3[<]5 | 3><]4 | 3><]4 | 2[ - |5 | o[Ha]5 | 336 | 3[<]5 | 314 | 3[><]4 | 0[HQa]5 2 X4 | 24 | 3] 5
2-2-5 | 0-1-5 | 5-4-4 | 4-4-4 | 4-4-4 | 6-140) | 0-1-6 | 6-5-4 | 5-4-4 | 4-4-4 | 4-4-4.| 0-17 133  1.32
1008 1122 1222 1320 1411 1425 1426 1427 1501 1504
v 271 @%, 1 @2, 0 | 24 AT | 3/41 214T w BT @2, 2T | 22 : AT | 44 AT 2%, 0 | 26 0| % . N s 70 2rz 70 2/88 70 | 64 5 70 | 1/68 - 70 | 2/68 | 70 | 3/68 i 0 3/42@ 70
35 | 2[=15 | 2[5 0[S6 | 2[4 | 3[<]s 356 2 N7 4 3<6 | 3<6 | 2[mle | 3B<6 | 3<06 | 316 | Vs’
5-4-11 | 6-148) | 4-148) 1-1-5 | 4-148) | 5-4- 6-5-4 5-5-4 | 5-5-4 | 3-3-5 | 6-5-4 | 6-5-4 | 5-5-4 | 1-1-1
1516 1609 1611 19 1621 1623 1706 1710 1711 1712
y BT | @78, 7 | 1, 287 | 2788 27 | s/e%, 287 | 1/5 | 202 66 202 | 45 22 | 25 22| 32 . AT | st g 22| s : 202 | 182 202 g(u)% 0 ®%M, 2665 202 | 17285 183 | 2:3/28 183 | 3/51NKWD
2N\/14 | 2[ <15 | 3<]5 | 314 | 34 | 2[.<]6 | 3><]5 | 1N/5 | 2«6 | 35 | 3[<]4 | 2[<]6 2 0[Hol5 | 2[ - ]4 | 3[X]5 | 3[X]5 | 35 | 2[X]5
1-345) | 4-140) | 5-4-4 | 4-4-4 | 4-4-4 | 2-2.F1 | 5-4-5 | 1-14B) | 2-2-F/ | 4-4-4 | 4-3-4 | 2-251 | 2-1-74 | 0-1-5 | 7-155) | 3-4-5 | 3-3-4 | 4-3-4 | 1-1-5
1719 1720 1721 1722 2107 2311 2410 2413 2414 2511 2512 2515 2717 2921 1504
s, 183 | 23205 183 | 2 | 183 | 15 3T 1z 188 18 0 &% 183 | 20/27 183 8
3<]5 | 34 | 0[=]6 33<]5 | 0[Ha]s5 35
3-3-4 | 4-3-4 | 1-1-9 -1- 4-3-4 15
3224 3324 3626 Ready Box
Place on hexes:
= mas  EEIET
“" 2311 2921 3626 e ="
2414 3324 2 2 Not used in this scenario:
Setat2 | Off Map Activation Markers ooy L
2[ - 4 [ 30<]5 | 2[4 !
3-15 | 4-3-3 | 0-25 | 1-31
REINFORCEMENTS: e n o P
15 PM 16 AM 3><15 | 2[m]6 N
® o 5-4-5 | 3-3-5 | 0-0-C1 | “Fomaion
0 5
0-1-5 4-4-4 4-4-4 | 5-3-4

South edge: 3620 to 3622, or 3605

1401
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At Start (13 AM): Place on locations indicated

SOVIET SET UP CARD —SCENARIO #3: The Battle of Staraya Russa

ROADS TO LENINGRAD

;(8)9 ®62“| 2+3/21” 180 | 1/21 i 180 1/86 i 180 | 1/140 - 182 | 2/140 7 182 | 3/140 i 182 1/227 183 1/285 183 | 1/29% i 183 ( 611” 698 "
ofHal5 | 2[f=]5 | 35 | 35 385 | 35 | 35 | 3[Bl5 3-5 3-5 3<]5 2[ - 14 | 2\/]5
0-1-5 | 4-1:4) | 5-3-4 | 5-4-4 4-4-4 | 3-3-4 | 3-3-4 | 3-3-4 3-3-4 | 3-3-4 | 3-3-4 | 4-1<8) | 7-145) | 2-4<5)
5101 5002 5203 4604 4703 4802 5302 5403 5502 5301 5202 5102
g&l 1 929“ 254 2/ 929“ 254 3/ 929“ 254 1/ 933” 254 2/ 933 254. 330 o 254 |
o[Hals | 3<15 | 3 < >Z 2’ |
0-1-5 | 5-5-4 | 5-4-4 5-4-4 5-4-4
As desired on hexes 5606, 5706, 5708, 5810, 5910, 6009 AM 2
’ 6502, 6903 Off Map
;(ﬁ)\;‘l 0 1/529” 163 2/529“ 163 3/529” 163 1/759” 163 2=/759“ 163 3/759“ 163 @365” 163 1/25@ 1’6‘3 3/25[(3EJ 163 | 4/250) 163 18ep BM-IB 1/682 202
o[Hals | 3[X<]5 | 35 | 3[X<04 | 3[X<]5 | 35 | 3[4 3-5
0-1-5 | 4-3-f3 | 3-3-4 | 3-3-4 | 4-3- | 3-3-4 | 3-3-4 5-4-5
As desired on hexes 6112, 6113, 6212, 6414 6512
1/940 262 2/ 940 i 262 3/940 i 262 1/945 N 262 2/ 945 i 262 3/ 945 0 262 1/171 SB SB 1-153 A 1-153 A
3-5 304 | 3304 | 35 | 3[<14 | 34 25 , ,
5-5-4 | 5-4-4 | 5-4-4 | 5-4-4 | 4-4-4 | 4-4-4 2-35
As desired on hexes 6304, 6305, 6306, 6307 Ready Box
;(4)? 1/898” 245 2/898” 245 3/898” 245 1/901 245 2/901“ 245 3/901 ,245 1/904” 245 2/904H 245 | 3/904” 245 77?” 245 @77%11 245 301 i 245 2/'171lI 322 245 :
0[Ha]5 | 3<]5 | 3<]4 | 3X4 3-5 34 3-4 315 |34 |34 | 2[[=]4 | 2[4 | 284 | 25 | “eml’ |
0-1-5 | 5-4-4 | 3-4-4 | 3-4-4 | 5-4-4 | 3-4-4 | 3-4-4 | 5-4-4 | 3-4-4 | 3-4-4 | 3-140) | 2-140) | 2-345) | 2-345) | 2-2-W4 |
As desired on hexes 6908, 6909, 6910, 6911 6816
13 AM: East edge hex 6401 -
259 1o, 259 2/9% 259 3/9%9, 259 1/944'“ 259 2/0m 259 sle 259 1l 259 2/%49 259 s/u9, 259 @)%, 209 | 314 | 259 | 385 259 (5)%4,, i 1759,
ums 3&5 3-4 3-4 3<]5 | 3X]4 | 3[4 | 35 3-4 30><]4 | 2[ - |5 | 2\/4 | 2-5
0-1-5 | 5-4-4 | 4-4-4 | 3-4-4 | 5-4-4 | 4-4-4 | 3-4-4 | 5-4-4 | 3-4-4 | 3-4-4 | 4-148) 1 -345) 2-345)
13 PM: East edge hex 6401 or south edge hex 6902
§(5)Z 1/943II 257 2/943“ 257 3/943” 257 1/948“ 257 2/948” 257 3/948” 257 1/953II 257 2/953” 257 3[953” 257 @79?“ 257 3138 it 257 334 n257
ofHals | 35 | 34 | 34 | 305 | 34 | 3K4 | 35 | 314 | 304 | 2[4 | 2[A4
0-1-5 | 5-4-4 | 3-4-4 | 3-4-4 | 5-4-4 | 3-4-4 | 3-4-4 | 5-4-4 | 3-4-4 | 3-4-4 | 4-14D) | 0-2:5
16 AM: Ready®Box—OPTIONAL, +2 \/Ps 17 PM: hex 6401 or 6902 19 AM: hexes 6917 to 6925
P02 A |2 e 22 | oo 202 ?hsep i ; ﬂigasfx '
3><]5 | 3<]5 [Ha] 98/25C with.
5-4.5 | 3-4-5 | 1-2.01 5:3-6 | 536 | 1-1-6 || 5.3.6 | "

Setat4

OPTIONAL: +2 VPS
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At Start (19 AM): Place on locations indicated

SOVIET SET UP CARD —SCENARIO #4: Manstein Attacks

ROADS TO LENINGRAD

183 83| 188N 2% 8| ot 183 2, 182 by i M, 1 v | e | s 1004 @, 10 | 22 180 Eiggétds(t?&iggdi)tsside_
0[Ha]5 3]25 35 | 35 | 2[2]6 | == B R ?-5 2[-]4 | ofHols | 3X5 | 3X05 | 305 | 2«15 | 35
0-1-5 | 3-3-4 | 3-3-4 | 3-3-4 | 4-148) 3-3-4 | 3- 3 4 | 2- l*{) 2-445) | 7-1<5) | 0-1-5 | 5-4-4 | 4-4-4 | 4-4-4 | 4-148) | 5-3-4
On or adjacent to 4508 4608/4609 Place on or adjacent to 4809 Place on or adjacent to 5009
254 0 199 254 | 2199 204 3/99 264 | 1/9% 264 | 29 25:1‘ 3/93 254 | 1196 25’ 2198, 254‘ 3/96, 264 | 7o 254 159 163‘ 2/ 163 3/9 153‘ 179, 1674 2/79, 163
0[Ha]5 | 3<]5 | 3<]5 3-4 35 | 35 | 34 | 3<]4 | 3<]5 | 3[<]4 2[4 35 | 35 | 34 | 3[X<]5 | 3[X<]5
0-1-5 | 5-5-4 | 5-4-4 | 4-4-4 | 5-5-4 | 5-4-4 | 4-4-4 | 5-5-4 | 5-4-4 | 4-4-4 | 4-14D) 4-3 | 3-3-4 | 3-3-4 | 4-3.3 | 3-3-4
Place on or adjacent to 5211 on or adjacent to 5313
379, 163. @3, 163 | /250 163 41/25(7) 1?_’3 156p B8 29 0 19 259‘ 2199 259 | 3/99 259‘ Tiow 259 | 2/o4 250 | 3/oM 259 | 2/349 250 | 31949 250 | 74 259 oL 1759,
33<]4 | 2[5 i 0[=>]6 | o[Hals | 30<]5 | 3<4 | 34 | 35 | 30<4 | 3<]4 | 3<]a | 3<]4 | 2[ - |5 2[ - |4 | 2N\/15
3-3-4 | 2.1 3-2- | 1-2-1 | 2A-16)| 0-1-5 | 5-4-4 | 4-4-4 | 3-4-4 | 5-4-4 | 4-4-4 | 3-4-4 | 3-4-4 | 3-4-4 | 4-14D) 7-15 | 2-35
Place on or adjacent to 5313 Place on or adjacent to hexes 5315, 5316, 5317
%Z 0 1/943 25‘ 2/943Il 257‘ 3/943” 25’ 1/948” 25, 1/953II 257‘ 2/953” 257 | 3/953 257 @79?“ 257 | 313 i 257 2/759” 1/645“ 202 2066 202 = = * 3 v oy
0] < <4 | 3314 | 3 315 | 34 | 3[ 2[4 | 2544 | 205 | 30<]5 | 3[<]5 —_— — —
3-4-4 | 5-4-4 5.4-4 | 3-4-4 4-148) | 0-245) | 2-345) | 5-4-5 | 3-4-5 Gl e oy
Place on or adjacent to hexes 5220, 5320 (OOS)—* 5820 5919/5820 | 5211/5212 | 5312/5213
262 1/.940 262‘ 2940 262‘ 3940 262‘ yets 262 | o5 262 | Y5 262 | V%0 262 | 290 262 | 3950 262 788 262 | 315 262 | 37 262 | 1/171 sB SB I-153 IL-2 Offensive CAS
xx_ @0 1 i il I 0 i 0 I (OR1 il oo I A W
a5 | 3005 | 304 | 304 | 35 | 34 | 34 | 35 3-4 314 | 2[[=]5 . » = Remaining
5-5-4 | 5-4-4 | 5-4-4 | 5-4-4 | 4-4-4 | 4-4-4 | 5-5-4 | 5-4-4 | 4-4-4 | 3-140) | 1-35) | 2-2-/1 | 2-35 1k 4
Place on or adjacent to hexes 5523, 5524, 5525 (OOS)—+ 5826 (OOS)—+ 5626 Ready Box Setat2
45 0 @7y 25 | @7, 5 | 1 245 | 2/ 245 | 3901 245 | /%04 245 | 2/ 205 | a/o4 245 | 1/88 245 z:/ags“ 245 | 3/88 245 | 32 245
0[Hals | 2[=]4 | 2[[=]4 | 335 | 3[<]4 3-4 35 | 3<4 | 3X4 3-5 34
0-1-5 | 3-1<0) | 2-140) | 5-4-4 | 3-4-4 | 3-4-4 | 5-4-4 | 3-4-4 | 3-4-4 | 5-4-4 | 3-4-4
5828 (OOS)J 6028 (0O0S) 5629 5729 6031 6230
Activation Markers Not used in this scenario:
| e TR o : REINFORCEMENTS OPTIONAL: +2 VPS DB-3 P02 A [ M8 p | M6 A (i 63 e 202
1254< | : 19 AM: hexes 6917 to 6925 20 AM: South edge, 6917 to 6925 . 3><]5
T 1 g 5 1 . I i 2 cﬂ o 3-4-5
] b N Bl = 4Zs ofHals | | 4s
: = T z Istr 202 | 1/949 259 301 245 | 2/171
= [[mlo [+ 10 0 |5-3-6 1-1-6 | | 5-3-6 u . ! s
- [m0s 10 : 30<J4 | 30<]s 2[4 | 2[\/15
e | B 4-3-4 | 5-4-4 2-35) | 2-35)
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GERMAN SET UP CARD — SCENARIO #1: The Battle of Soltsy

At Start (13 AM): Place on locations indicated

10Pz IISIPZ g

o [Ha]5

4/10 8Pz

5/10 8Pz

6/10 8Pz | 6/23 8Pz
6 1

1 [ 6

7/23 I 8Pz

1 A& 6

8/23I 8Pz

16

1/k8 8Pz

2 7

ROADS TO LENINGRAD
3/K8 I 8Pz 4/48I 8Pz 2lAA59_8Pz I8 G 3M 3 i M
27 | 1l | 2emp 3[<]6 | 285

0-1-] 1-248) | 1-245) | 1-2<5) | 2-2-74 2-2-74 | 1-2-8 | 1-1-0 2-345)
ik 2926 2733 or 2832
REINFORCEMENTS: All enter through 3633 unless otherwise indicated
13 AM — 2nd Activation 13 PM
118 ‘3M » 8 l:lsle y 8P | oI 8Pz @8l
b«ﬂ 6 7 | 2[E]e 2[ - 16
6-711 | 3-15 4-19)
14 AM
28 ‘Fleg 1-29 M | 129 i 111-29” M ©1-106 ®n “Arko1§(5
0 [H@l 5 3-6 36 2[-]6 ZI_—IE 0[H0]5
0-1-1 6-7-01 6-5-[1 | 5-5-01 4-15 | 4A-1B) | 0-15
14 PM
1/10-8Pz 2/10 8Pz ‘3/10-8Pz ms 3m
= ‘ S| 3<e
5-5.9
15 AM
A3} 3M | 1/AM3 3M | 2/MS3 3M
i 2 Bl 1 2 [ 7
2[Fl6 | "oy | ‘o=
3-3-0 | 2-1-fd | 1-1 *OPTIONAL AIR UNITS:
-6 VP
Set OCMR marker to 3 for
16 AM 16 AM — OPTIONAL* remainder of scenario. Randomly 17 AM
= ; : remove 50% of all Soviet air units
e B0 A B0 A | B0 A | B0 A | and set then aside for the I SRy S5
355 : i ‘ | remainder of the scenario. 34 | 2=l 7
‘ : . , _ | Maximum Soviet Offensive Air PaS 2%7
5-5-6 ‘1 8 1 7 ‘ 1em7  1em7 Missions is set at 2 per turn for the 5-5-6
Ready Box remainder of the scenario.
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GERMAN SET UP CARD — SCENARIO #2: Counterblow at Soltsy
At Start (15 AM): Place on locations indicated

ROA

7O LENINGRAD

3201 |

1/10 8Pz

| 1128

186

2419

2624

8 3M 11-29 3M | 660 3M 13 3M | 2k8 8Pz 4/10 8Pz m-29 3M 1-106 m-3 3M | I8 3M‘ 5/10 SPZ‘
Bkl 2] > g 6 | @ u | ma i ® ® i i m g
0[Hals | 3[X<]6 » | 2[=7]6 | 27 36 | 2[-16 | 2[=106 | 3[X]6 | &=
Ofl-ﬂ 6-5-11 | 2-2-11 | 3-15 2-2-¥l 3-3-1 5-5131 | 4-15 | 4-19 | 6-5-[1 | 3-23
1526 1627 1808 1811 1824 1825 1827 1829 1908
610 8Pz ® 10 8Pz 2/AM59 8Pz | 1/AM9 8Pz | 129 3M oL 18 3M | 1/k53 3M | 2/Kk53  3M @ 7123 8P
6 | i o Hm g | 5 HE . i I I i ; [
2l | “¢=e | "¢Ze |36 2 [l 6 36 | 2[7 | 2[<7 | 2[-]6 | 16
3-2-11| 4-1O | 1-144 | 2-1-7d | 5-5- , 3-145 5-503 | 2-2-%4 | 2-2-Fd | 4-1 @ 1-25)
1908 1909 1914 1916 1922 1923 1924 2010 2023 2027 2111
-8 ] 810 8Pz | 9/10 8Pz ‘ AA59(—?I 8Pz Arku1§(5 @5os| :
37 — | 2[EF6 0[Hal5 | 2] - |6
6-7-11 323 3-311 -1 0-18 | 5-19
2113 2114 2115 2127 2214 2216 2217
20 8Pz 6/28 ;lyjﬂPz‘ s 8P | g2 ‘

| Set at 1

REINFORCEMENTS: All enter through 3633 unless otherwise indicated

15 AM
e SN | UM oM | 2 W
256 | lemp’ | lomp
' 3-303| 2-14 | 114
16 AM

15 PM

T11-3 ” SST
3 =5

B0

16 AM — OPTIONAL*

| B0 A

Ready de

= Unit starts on its
flipped (reduced) side.

*OPTIONAL AIR UNITS:
-6 VP
Set OCMR marker to 3 for

remainder of scenario. Randomly

and set then aside for the

b= | remainder of the scenario.
| Maximum Soviet Offensive Air
| Missions is set at 2 per turn for the

remainder of the scenario.

- remove 50% of all Soviet air units

Not used in

this scenario

3/k8 | 8Pz

2l

2-294

4B 8P
1Es
1-28

5-5-6

SST

9-2.7

© 2004 GMT Games, LLC



GERMAN SET UP CARD — SCENARIO #3: The Battle of Staraya Russa ROADS TO LENINGRAD
At Start (13 AM): Place on locations indicated

- - , 11-121 IV126 2/411 | I46 . -3 - - - ‘ -
AA126“ 126 | 422 i 126 II422 126 III422” 126 @III1|6126 ® 125 ! 1‘| . 30 | 1146 i 30 @I ?I 30 @HSI? 30 @H%? 126 ®H1[2I6 126 1/411‘ BB9S III46” 30

246 | 3]s 3D<ls | 3B<l5 | 2[+J6 | 2[=TJs 1[Ale | 36 | 306 | 2[F=76 | 2[[=76 | 2[=]6 | 2[=]6 | 1[AJ6 | 2[m]4 | 36
3-3-6 | 5-5-5 | 5-5-5 | 5-5-5 | 3-140) | 4-1D) | 1-24D) | 5-5-5 | 5-5-5 | 3-10 | 3-1D) | 3-1D | 3-1D | 1-2) | 0-3-4 | 5-5-5

4510 4605 4704 4707 | 4716 ~ ‘4804 4903 4905 4906 4910 4911 4912 5003
}(2)? j 1426 126 11-425” 126 | 505 | 0 ‘@11’113]0 30 @IV-ISIO 30 | Arko 1):2.5 o V’I~81]2|3‘ m426 126 | 116 30 30 30 . 30 | M6 | 30 ©1-zs|atl) 290; @HZI?O 290

: g
ofHals | s<1s | 3B<ls | (s | 3B<Ts | 2[eds | 2[eds | o[rals | 2[5 | 35 | 3B | ofials | 2[eAs
_0-1-@‘ 5-5.5 5-5-,5 ‘~4e,4-ﬂ 5-5- 5 3-140 4‘-‘1@ 0-15 ,‘3-1@ 5-5-5 | 5-5-5 0-15 | 2-345 | 5-5-5 3-140 | 3-148)
5010 5011 5012 5103 5105 5106 5108 5110 5204 5205 5304 53170

©m -290 290 @W-‘zlgo 200 '1‘-26‘; 30| 1‘1-26‘”; 30 | o0 20 | meo2 290 1501290 meot, 200 1509 20 | mz "30 ;e 200 | msor 200 11-503”‘ 290 Inﬁsoau 200 | 200 200
2[=]6 | 36 | 36 | 36 '3-5' 36 | 36 | 36 3.5* 36 336 | 3016 | 36 | 255

3 I-O 4-148) 15-"‘5:-5‘ 5-5-5 | 5-5-5 | 5-5-5 | 5-5.5 ‘5,-—5‘-,5 5-5-5 | 5-5- 5 | 3-5-5 | 5-5-5 | 5-5-5 | 5-5-5 235
5312 k5k406 | 5510 5410 5508 5507 5512 5506 5509 5409 5413 5412 5515

,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,

[=7]

126 126 | 20 290 o } e : L P> P p e E 0 T
2R 16 | 3[EE6 = 30 | Pz | P o0 B 2[ 16
2-39 | 1-1-6 | 3-4-6 | 11=5 3 | 1 2 S | 510|415 EEEARER ARER
5618 5715 5820 |x1 Off Map Ready Box Activation Markers E North edge: 4021 ' West edge: 6034 to 6834
............................................................................................................... Optional, =3 VPs Treat as part of Lieb Formation until 18PM
14 PM: West edge, 6434 to 6834 '15 AM: West edge, 5234 to 6034 16 AM: 5234-6034 17 AM: Ready BOX—OPTIONAL
5 Li 38 Li i b | me e : L | s = | =-6VPs: 17 AM Randomiy
H~368“‘Lleb '111368“ Lfel? Lleh ’ p “BB4132” Lieb BB510” Lieb BBjG??II Lieb VBBB7 i Llep ’Bf110 ,,A Bf110 A {u87 . A Jugs b cerriove /o of aIl:xvaiIanye
3&5 36 UES | T Lieb ‘24 , 2‘4 24 2 4 o Soviet air units. Set aside for
4-5-5 | 4-5-5 | 0-1 | 0 0-3-4 | 0-3-4 | 0-3-4 0-3-4 , =5 DRSS
remainder of the scenario.
18 PM: West edge, 6034 to 6834 Al X8 X2 1

17 AM: hex 4021

®9 - - iq%‘im - g S 15/1 SST ~ S II1-3 SST
25 & ssT WONTTE X 3 L ZEB HO B | 2B
4A-18) 1 - -5- -5- 2-2-6 5-5-6 | 5-5-6 | 2-2-6 | 3-165 | 3-19H
1I1-8 i 3M 11-29 i 3m III-ZQH 3M 7 @IIS 3M
36 316 | 336 | 2 u
5.5 | 6-5-1| 5-5-| 3-185 3 10
18 PM: 5234 to 5634 continued = 19 AM: hex 4021, OPTIONAL =3 V/Ps
1483, M 263, 3M | &0 3M Mo 125 ~y ‘ . Lt 26 | I 126 | e 125
20 A7 | 2[0dl7 | 0[Ha]5 3B<5 | 355 | 35<5
2-2-1 | 2-24 | 2-23 | 0-19 | 5-5-5 | 5-5-5 | 5-5-5

x2 off map © 2004 GMT Games, LLC



At Start (19 AM): Place on locations indicated

GERMAN SET UP CARD — SCENARIO #4: Manstein Attacks

ROADS TO LENINGRAD

‘ = Unit starts on its flipped (reduced) side.

29[]‘

20y

ZJ IH-503” 29‘0‘ 290

I SST | It l SST

0-1-B | 55-8 | 5-5-H | 5-5-H

20 Lot 200 | MOS0t 02 290 | 02 503 200 | TE503 g 20 | 20 200 | 5129 200 | (51129 200 ®111 -290 290 @IV -290 290
o[Hal5 | 336 | 33<]6 | 36 | 3><]6 | 3316 | 316 | 336 | 2N/5 | 12716 | 2[[=]6 | 2[=]6 | 2[=]6 | 2[=]6
0-1s5 | 5-5-5 | 5-5-5 | 5-5.5 | 5.5-5 | 5-5.5 | 5-5.5 | 5.5-5 | 2-345) | 1-1-6 | 3-140) | 3-180) | 3-14B | 4-1
Place as desired on hexesr4310, 4411, 4511, 4611, 4710, 4711, 4712, 4811, 4812, 4813, 4910, 4911, 5011, 5012, 5112
Ready Box
Juss Juss BiD. A | B0 A | Jus7 ‘ ‘«hﬂensnre cesy ;(2)!(5 L2 12;‘ w2, 126 422, 126‘ 4% 126 426 126 1426 126 ARG 12 |
» | ‘ 0[Ha]5 | 3[3<]5 3|X|5 33<]5 | 35 3-6 315 | 2416
0-145 | 5-5-5 | 5-5-5 | 5-5.5 | 5.5-5 | 5-5-5 | 5-5-5 | 3-3-6
Place as desired on hexes 5113-5116, 5013-5017, 4914-4916
126 126 | oy[-126 126 | 5126126 | (pIV-126126 | 126 126 3 IR N | @Up 80| IV 30 | 59 ms 80| 6 3?1‘ 02 30‘ e ;J‘»m-s . 30‘
2[+]6 | 2[=]6 | 2[=]6 z[_T_|6 2N/]5 | 0[HQ]5 ZE:IG 2[=1]6 | 2[[=]]6 | 2[=>]5 | 3[X]6 | 3[3<]6 | 3[><]6 | 3[3<]6 | 36
3-18) | 3-1 3-1 4-140) | 2-35) | 0-1<5 | 3-1 3-140) | 4-1 4A-144) | 5-5-5 | 5-5-5 | 5-5.5 | 5-5-5 | 5.5-5
5426 Hexes 4821, 4921 or 5022 5019 5020 5021
L 30 ou 30 | 46 i 3;1‘ 2/411I 46 30‘ w 30 | 1146 . 30 Li)%h 0 BBS7 | Lieh BBS1O Lieh 1368, Lieb BB132” Lieb BB677” Lieh w68 Lieh | 505 i
36 | 2[=]6 | 36 | 1[A]6 | 36 | 2[5 | 3<]6 | 0[Hal5 | 2[m]4 | 2[m]4 | 3<]6 | 2[m]4 | 2[m]a | 3[X<]6 | 3[m1]5
5-5-5 | 3-144) | 5-5-5 | 1-245) | 5-5-5 | 2-345) | 5-5-5 | 0-145) | 0-3-4 | 0-3-4 | 4-5-5 | 0-3-4 | 0-3-4 | 4-5-5 | 4-4{]
5121 5124 5223 k 5324 5325 5430 5326 5428 5528 5630 5730 6032 4912
Arko 1)%5' @ BBSS 15/3 ST | M3 = SST Manstein K3 ' ms - 3M 6655 .
0[Hal5 | 2[ - |6 | 2[4 ofEals | 3[4 | 26 | 35 316 316 | &
0-15 | 3-145) | 0-3-4 0-1-6 | 5-5-6 | 2-2-6 | 5-5-6 6-5-11 5-5-1 | 2-23
4614 or adjacent 4716

226

ol
2 [0 5
3-16

2 85

3-19 | 3-19

Place as desired on hexes 5932, 5933, 6032, 6033, 6034 L
29 3Mg 1-29 3M 11-29 0 3M 1]1-29“ 3M @ISH @IIS 3M .IHS 3M 6603M 3m 1/K53.  3M 2/K53I 3M Arku1§(5 @IHH 48 i 559 '“
36 b«ﬁ : 247 | o[Ha]s | 2[ -6 | 3[m]5 | 316
0- l-ﬁ 1| 6-503 3 l-@ 4 l-@ 2-2-13 2-2-74 0-15 | 4-15 | 4-4-[1 | 2-45)
Place as desired on hexes 6532, 6533, 6633, 6634
Activation Markers : : 19 AM: North edge, 4021 Optional -3 VPs Units not used in this scenario
;> | ;> ' P> | P> 1424 . 126 ; 11-424” 126 111-424lI 126 ‘®809| : 343“ ~ 4111-'502| | 290 III-501“ 290 | AA30 0 30
30 126 | P 200 Lieb 35 | 335 | 35 2[-16 | 2[-]6 | 3<]6 | 3X<]6 | 3[=]6
3 1 2 0 5-5.5 | 5.5.5 | 5-5.5 5-140) | 4-148 | 5-5-5 | 5-5-5 | 3-4-6
© 2004 GMT Games, LLC




Roads to Leningrad Countersheet 1 of 3 (Front Side) 0403-1

4 e ,ﬁpz | 1/10 8Pz | 2/10 8Pz 1 3/10-8Pz | 4/10 8Pz \ 5/10-8Pz 6/10 8Pz | 7/10 8Pz ):& 0 1/5 = 3T 365(—) SN2 Sk, - 3T! i : s i o p : ” j,\
l]-5 . “«"éi o2 ‘ rw ?: ! ‘ 05 . ; 3&4 3IX|5 2|I|4‘ 2@4!
 0-1-1 3-3-1 3-2-3 J | 3-2 3-3-[1 _0-1-1 5-4-4 2-2- | 3-3-5  3-1<5) 0-2<5)
‘5/10-8Pz } 9/10-8Pz | BPz 8 spzj 8 8Pz | Iilsleg k8 8P| N8 8P a7 0 1/41EZ1T 34 AT 4/41@21T vz AT| 22 AT

& & | sB7 sBv offds 3Be 3 Bo 0[Ha]5 | il ‘e
3-2-1 3-2-[1) 0-1-1 | 6-7-{1 6-7-1 0-1-[1| 6-7-[1 6-711 0-1-[ | 6-3-L1

}1/K8 8Pz | 2/K8 8Pz | 3/Ks | 8Pz AA59(—])| 8Pz I 1/AA59- 8Pz 2/AA59- 8Pz ®3/519 8Pz @ISO 8Pz ®21”| AT

‘2-7 2-7 27 26 | ‘= ‘oo 2 [l 6 2[4

\ 2-2-74 | 2-2-74 | 2-2-F4 | 3-3-[1 | 2-1-Fd | 1-1-7d | 5A-1H | 3-15 A 4-144)

[®II-8|? 8Pz | )lIIg) 8Pz | , 8P| 4 st\! 6/2 8Pz | 7/23 8Pz | 8/83 8Pz | Wansten 0
2[Ele 2[ENe 206 126 1[Mc 1[Mc 16 o0 8 B<l6 | 336

| 3-198 | 4-]-@)‘ 2-39 | 1-2-3| 1-256| 1-256 | 1-25 | 0-0-f] 6-5-4 | 5-5-4 | 5- 5 4  4- H@\ 6- HZ{D

‘8 3|V|g {1-8 3mM | 18 i 3M | 118 i ‘! IlI 9 3Mm | 129 i 3m III-ZQH M ‘Ei 70 70' 180 } 1/21 180 2+3/21I 180‘ 1/46 ) 180 2+3/46 180: 1/86 i 180[
o[Hals 3[3<]s 3 <6 3-6 oms 3[<6 | 3[<s | 3[<]s ‘e@s® 2[le offials 3BEs 35 3Bds Bs 3B
_0-1- {1 6- 5-' 5-5-[1 | 5-5-[1 0-1-1 5-5-[1| 6-5-[1| 5-5-[] 1-1-H  3-3-5 | 0-1-5  5-4-4 4 | 5- 3-4 \ 4-4-4
\1/K53 3M 2/K83, 3M AA53() 3M ‘ 1/AA53m 3M 2/AA53m 3M;@I'3|[ 3M e, 3M @mﬁ 3N i 180 | % i 180 ;(8)’2’.0 1/227 183 2+3/22{I 183 1/285” 183‘
2Z]7 2|Z|7 2-6 2@7 2[-]6 zEs 2[ = |6 N4 | 0[&5]6 o0[HQ]5 3Z|5 35 3[X5

2-2-74 | | 32 3-! 2-1-fd | 1-1-]  3-15 | 3-15 | 4-15 0-245| 1-1-9| 0-1-5 | 3-3-4 | 4-3-4 _3-3-4 |

| 2-2¥

— — : ’ ]
Arko 125 - -
1-3 SST | II-3 SST ; 6060 - 3(]iw tko ¢ @H(ﬂ \@1 106 2+3/28|5I 183 1/295Il 183 2+3/295 183 ( ®624 183 | 2 | 183 g(ﬂ)%

E-il@ 4 1166 202’ 2/6% 202
| 0 [Ha] 5 3|Z|4 3-5 o[Ha]5 | 2[ - ]6 2[ -6 35i35 3-4 2[-]6 0[=]6 0[HQ]5 3@5‘35
| 0-1-6 ' |

0-15 4-1{@' 4-145) 4-3-4 | 3-3-4 | 4-3-4 J 4-140)| 1-1-8| 0-1-5 | 5-4-5  3-4-5 |

II1-3 SST | 15/3 | ] | @50 ©II-15|2 ?AAZGQ 269 1/682 202' Istr 202 | 1/5 202 2/5 202 | 3/5 | 202 | 4/5 | 202 | 152 T 202 Voroshilov
3Z|5 2-6 2|I|5 V=l 2 16 2[=]s5 3-5 276 3D<s  3D<a | 26 20206 2[06 15 | Cegi

POCIRXY IERY IBBEA 5-15 4A-1) 4-4.73 | 3-3-6 5.4.5 | 4304 2251 2-2.91 2291 1-1.0) 2191 0-0]

3 Jugs. . ‘ Juss ‘ | Jugs. ‘ Jugs. _ | 237 1/835| 237? 2/83% 231 3/835II 237 1/838 237[ 2/838 237 3/838” 237I 1/841II 237'
u | ‘0m5 3><5 30<4 | 30<]4 3-5 3-4 34 3[<]s
TEE: ,?f'r.‘: 1 5.1 5.1 511 4 0-1-5| 5-4-4 | 4-4-4 | 4-4-4 | 5-4-4 ‘ 4-4-4 | 4-4-4 5-4-4 \
BG 2 >BG 37' KG 4 I B0 p | B0 A [ B0 A | B0 A 2ot 287 | [ v 28| g 2T | g7t 28 237 w231 237[ )
* * L = | 3-4 3-4 2[-]5|2[- |5 2@5 ns -6 2-
o ey ’[f‘ i 1 8 1 7.1 7.1 7 | 4-4-4 | 4-4-4 | 6-1-8)| 4-1<4)| 1-3+5 | 1-1-H 3-3-5 2-2-5 |

| | e ” | i | :

| SB SB SB | sB |-153 A I-16 A 1.Sep 2Sep,_| 142 MG | 344 MG 514 : 3/51NKVD ’ BG 4 BG5

. . S e 2020 208 2T 2Bds o
1-2.8| 1-20 | 1-3-3 | 1-3-3 | 7-145) 1-1-5 |

‘ Counter Art by Mark Simonitch © 2004 GMT Games, LLC Hanford, California



Roads to Leningrad Countersheet 1 of 3 (Back Side)

3/ Il 29T

3<4
2-2-4

2/252 10

3

2-4
0-1<5
2/21 i 2T
3[<]4
2-2-4

3/3 3T
I

3@4

21
3&4
2-2-3

1/21
1l

3/68 i 70

35
3-3-4

1 /841 237

3-4
2-2-4
42 i

2[m|5
1-1-5

2+3/2‘.2{I 183

34
2-2-4

1/ 645 202

35<4
2-2-5

3/838” 2;17
34
2-2-4

231
1

2[m]5
2-2-5

2/838” 237

3><4
2-2-4

Counter Art by Mark Simonitch

il 12/5 ] ::’I_T )%)1;
3[><]4 0[Ha]5
2-2-H 2-2-§ o0-1-3
42/41lI]214T 33:4111] 214T 23/41@214T 13/41@214T %(1)2‘
S ae s 0[HQ]5
3-2-4 4 3-2-1 0-1-1
2/68 , o0 : 0 )Z;J( 0 21 AT
3B<]s 3D<|5 o[Hal5 2[FReD]s
3-3-4 3-3-4 0-1-6 0-1:4
3/252 70
35
3-3-4
;g:(i 627 180 243/ 86| I 180
0[Ha]5 15 34
0-1-5 2-2-4
183 2+3/29|5I 183 1/295II 183 2+3/28I5I 183
e 34 X4 34
0- I-(LL 2-2-4 2-2-4 2-2-4
Istr i 202 1/682” 202
30<]4 3X<]4
2-2-4 2-2-5
1/838” 231 3/835“ 237 2/835” 237 1/835” 237 237
3<4 30<]4 3<]4 3<]4 nWIs
2-2-4 2-2-4 2-2-4 2-2-4 0-1-5
il 21 15 237 691 237 3/841II 237 2/841” 237
2[4 2[rreo]s 2[rrep)s 34 3[<]4
0-2<5 0-1<4) 0-1<4 2-2-4 2-2-4
614
2|FIRED (4
0-1<5

7/10

0-15

Manstein

6/10 8Pz

510 8Pz
1 B8 5

28 8Pz
I

0 5

0-1-[3

4/10

8Pz 3/10 8Pz
6 1 M5 1

i)
3 5
4-5-13

2-244

III-ZQH M

35

4-4-03

1I1-3 3M 1I-3 3Mm I3 3m
2|FIRED|6  2|FIRED|6  2|FIRED|6
0-155 0-15 0-15
1-106 11-61 Arko 12?(
2[FIRED]6  2[FIRED)6 0 [HQ5
0-15 0-15 0-15H

AA269 i 269 48

2 <5

Flown

Flown

Flown

Flown

1I-52

o

amn

=1=gy
Flown

Flown

Flown

2|FIRED

Flown

Flown

Flown

Flown

© 2004 GMT Games, LLC Hanford, California

35@@

5N 3

0-19

43 ”8
2 &7 6
1-25

1I-8 i 3m

35
4-4-3
AA53(—I)I 3m
2[=]6
2- 2-@

SST |

Flown

1I1-80

2@6

0-15

1-8 3m
1

35
4-4-3

13

fiies )
34
3 |

Flown

i
I

0403-1

10Pz 8Pz
11

0 [Ha 5
0-1-14

Flown

I




Roads to Leningrad Countersheet 2 of 3 (Front Side)

‘ :
1-6 30 116 30 | 116 30

tlllls 3III6 3III6 36

0]*5“555!555‘5-5-5J

| 5-5-5

1-46 i 30
36

H46 30 III46 30 @IBO 30 @II-S}(IJ 30

3III6 ‘3III6 206 |26
\555 5.5.5 | 3-1@ | 3-10®

® HI—IS|O 30

2216
3-148

0 | AA30 I 30

NAL
3-4-6

126 g 1422 i 126 ;11-422“ 126 ‘[111-422” 126

‘ﬂlﬂ!s 3l<s 36 3PX<]5
' 0-145) | 5-5-5 | 5-5-5 | 5-5-5

1-426 1 126

35 |
5-5-5

AA1 26 126

2|Z]6
3-3-6

®I126 126 @IHIZIG 126 ®1H126126 @IV126 126

2[+06 2[=J6 2[=J6 2[=]s
3-148) | 3-1-{@ | 3-18) | 4-18

26 I 126

1
2 Ne/]5

2-38

111-424“ 126

3]s
5-5-5

[

290 g 1501I 290 11501 290 HI-501II 290

ofals 3B<s 3B<ls 3B
| 0-145) | 5-5-5 | 5-5-5 | 5-5-5

\
1w 290

K=
_5-5-5

!‘36

1-503 i 290

3-5-5

‘ II- 503 290 [ TII- 503 290 @I»Z{IJ(I) 290 [®II-2|E|JU 290

3B<s  3B<s 2[6  2[=Je

@ III-12|90 290

2[+]6

290 I 290

1 ~4]6
1-1-6

555\555‘311@ 3-18

111 SST n:“ ssﬂ
D5 | 3 B

2[5 zlz]5 ZEIG 2-5

15/1 SST AA()

3-16 3-19 4-16 2-36

2-6

1.6 5- 546‘ 57546 5. 546i?:}

: 2/411
1[A6
1-245) | 1-245)

{
Lleh 11368 Lieh ’111368 Lieb

BBS? Lieb BB132II Lieh 559 I
o[Hls 3D 3DJ6 | 2[mla | 2[4 3[\/16
0-145  4-5-5  4-5-5 | 0-3-4 | 0-3-4 2-445
’ 665

Arkn 135 0 ‘.1818 \@809 843”
o[als 2[+Js | 2[+J6 2[-]s
0- -145) | 3-145) | 5-1<8) | 4-15

262 3/ 940 262

1/940]I 262 | 2/940

B
0]—5 5-5-4 5-4-4 5-4-4

5.4-4

4- 4‘4 4 | 5-5-4

0403-2

|
3P4 2[14 2[4

4-4-4  4- 1«4ﬂ 1-35 2-

‘ 1/529II 163 2/529” 163 3/529lI 163 3/759II 163 1 @SSSI“ 163
3]s 35 | 3[4 34 2[-]5
4-3-H | 3-3-4 | 3-3-4 3-3-4 2-144)

| 3/25() 163 | 4/25() 163 | g8 250 3/140 182 625 182
Py ’ 416 3 Bl5 CZJ-4 ’
2-2-3  3-2-3 | 5-3-6 3-3-4 | 3-3-4 2-14&95

i1/898|| 245 2/898” 245 3/898II 245 1/901“ 245 ’ 2/901II 245 3/901 245 1/904 245‘
35 | 34 3X]4 34 35‘
5-4-4 | 3-4-4 | 3-4-4 3-4-4 5-4-4
3/904“ 245 @77(])| 245 @773m 245 : | 250 0 BMB
3D<4 | 2[4 2[=]4 - o [l 5 ‘ 0[>]6

-4 | 3-4-4 | 3- l-(@}) 2-148) | 2- 1-1-6  2A-1<6)

1/929 254 | 2/929 254 3/929I 254 3/933” 254 1/936II 254‘
3p<s 3B<5 3D 3P< 34 34
5-5-4 | 5-4-4 | 4-4-4 | 5-5-4 | _4-4- 4| 5-5. 4
3/936 254 [ @791 254 | 350 ; 254‘ 330 it ‘ 100 250 104 250

5-3-6 5-3-6

1/943 257 2/943 257’3/943 257

5'4;4 |3W4;4 3“4T4 5”4w4

3/948I 257 1/953 257

2/953 257 ’ 3/953 257

@793 257
.14

4-144) |

313 i 257

2[4
0-245)

2 0 ‘;‘1/939” 259
3X<]5

2/939” 259

34

3/939” 259

3<]4

1/944l 259 ‘ 2/944” 259

3<]5 3&4‘

3/944 259 1/949II 259

304 35

Counter Art by Mark Simonitch

5-4-4 | 4-4-4 | 3-4-4  5-4- 4l 404 344 544
3/949“ 259 @79‘]1“ 259 r 314 I 259‘ 1/171| i 2/171 ‘
3D<a 2[5 24 2E|4 2@5‘25
4 | 3-4-4 | 4-1<4)| 1-345) ﬂ 7-145) 2-345) | 2-345)
3/950II 262 @78?“ 262 ; 1/759 ‘ 2/759
D4 2[5 2 \ 25 2-5 ‘ 2@5
4- 4 4 | 3-148) | 1-3-&53 2-2-/ .l 2- 44@ 2-345)
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Roads to Leningrad Countersheet 2 of 3 (Back Side)

365 163
) FIRED -
0-144)
625 182
P FIRED [}
0-1:4)

1/904|I 245
3 4
2-2-4
BM-8

o[FIRen 6

0-1-6)

1/936]I 254

34
3-3-4

1/949 259
3 @4
2-2-4
2/171II

2N\/]4
1-245)

21759
1

2N\/]4
1-245

3/759“ 163
34
2-2-4
3/140” 182
34
2-2-4

3/901 245

3/ 933 254

3-4
2-2-4

3/944 559
3 -4
2-2-4
1/171Il

2\e/]4
1-245

1/759
]

2\/]4
1-25)

2/759II 163
3<]4
2-2-4
2/140” 182
34
2-2-4

2/901II 245

34
2-2-4

2/944” 259
3<]4
2-2-4
264

2|FIRED (4
0-1<3

698
1

2\/]4
0-2<5)

Counter Art by Mark Simonitch

1/759II 163 3/529II 163
34 34
2-2-49 2-2-4
1/140II 182 i 250
34 2-5
2-2-4 3-2-6
1/9[)1II 245 3/898” 245
3P4 3X|4
2-2-4 2-2-4
301 245 773 245

0 "1 FiRED|
0-2<5 0-1£4)
1/933” 254 3/929” 254
3]s 3[X|4
3u3edl  2.9.4

1/944II 259 3/939“ 259
3D<4 3[<]4
2-2-4 2-2-4

314 259

2/529“ 163

34
2-2-4

2/898” 245

34
2-2-4

2/929” 254

34
2-2-4

0 1(@3

2/939” 259

3><]4
2-2-4

794 259

1/529II 163
3 X4
2-2.9

1/898” 245
34
2-2-4
3/904” 245
34
2-2-4

1/929” 254

34
3-3-4

3/936[I 254

34
2-2-4

it

2/ 904 245

3-4
2-2-4

254

2/935” 254

3<]4
2-2-4

257 0

259

o [1a]5
0-1-5

2/949” 259

30<]4
2-2-4

2/950 [ 262

<4
2-2-4

2-2 4

AA126 i 126

2[5
2-2-6

III-424I I 126

35
4-4-5

1503 i 290

35
4-4-5

Flown

111-26 0 30

35
4-4-5

30 i 30
2 KA 4
1-25

III-426” 126
35
4-4-5
11- 424 126

35
4-4-5

HI-SOZI I 290

35
4-4-5

BB 677II Lieh

2[m]4

0-1-4

924 2.2-4 2-2-4 2.2-4 2.2-4 2-2-4

0403-2

11-26 30 0 16 30 30

3E§i5 3E§§5 3E§!5 3E§is 3i§i5 uﬁﬁls
4-4-5 4-4-5 4-4-5 4-4-5 4-4-5 0-145
IV-30 30 I11-30 30 11-30 30 1-30 30 HI-46Il 30 1146 0 30
o[ 2[fs 2[TYe =[] sBEs 3BEs
0-1440 0-1<4 0-140 0-144) 4-4-5 4-4-5
II-426[I 126  1-426 0 126 III-422” 126 II-422II 126 1422 i 126 125

35 35 3[X]5 3<]5 3[<]s OM5
4-4-5 4-4-5 4-4-5 4-4-5 4-4-5 0-15
1-424 i 126 126 i 126 v-126 126 1m-126 126 11126 126 1-126 126
33<]5 2R/4 2|FREp|6 2[FIRED|6 2|FIRED|6 2|FIRED|6
4-4-5 1-2s5 0-140 0-1<0 0-1<0 0-1<5
II- 502 290 1502 i 290 111-501” 290 H~501” 290 1501 i 290 g(g)lg 0
3|Zs 35 35 3|5 3[<]5 o0[HQ]5
4-4-5 4-4-5 4-4-5 4-4-5 4-4.5 0-15
v-290 290 111-290 290 11-290 2§D 1-290 290 I.II»SD?:II 290 II-SOSII 290
2l 6 200 6 2[[1]6 2[ [ ]6 3D<I5 3[D<]s

0-144) 0-140 4-4-5

0-144)

BB 510” Lieh

2[m]a
0-1-4

2-213

262

2/ 945 |

o-14®

| I SST | ‘ |
| 1 | |

2[fRED 6

) 0-16)

2 FIRED'5

019 0-1.

262
1l

3/ 940 i 262

© 2004 GMT Games,

BB132” Lieh BB 87 i Lieh HI-368“ Lieh H-SEBH Lieh
2[m]a 2[m]a 3X]5 3<]5
0-1-4 0-1-4 3-3-5 3-3-5
9 843 809 1-818

2|FIRED|5 2|FIRED|6  2/FIRED|6  2|[FIRED|6
0-1<) 0-15 0-144) 0-15

262
1l .

Lieb
o [Hal5
0-1<5

Arko 135

LLC Hanford, California



Roads to Leningrad Countersheet 3 of 3 (Front Side)

‘} DISRUPTED DlSHUPTED Declared Declared Declared Declared Declared Declared

1
Attack Attack Atiack Attack Attack Attack
: Actiy ‘ .| RefPara  Ref Para
| 180 182 {183 | 3.72 ‘ 3.72

257 262

' DISRUPTED - DISRUPTED | g Tiage | ame | Chtay |

[ RefPara | | RefPara
| 3.12 3.72 OB 1 VORI

Declared Declared Declared Declared
Attack Attack Attack Attack

b B

o o

—

IS

ol o

—

o1 o1 <

K

Declared Declared Declared Declared
Atlack Atlack Attack Attack

= =5 5 o [0

& @

O

00

: s
—
—
]

*1 9
LIS
ol e

L

WIS
ol @

s
4
B

o] ol o

K 2R 1

16
{| o
(D

4

ol of

ol ¢

S s e e
® ® O
S

&) &
® &

DISRUPTED. DISRUPTED || DISRUPTED.  DISRUPTED . | DISRUPTED|

Ref Para Ref Para Ref Para Ref Para Ref Para Ref Para | Ref Para Ref Para
i 3.72 372 3.72 3.72 | 3.72 3.72 3.72 3.72

Counter Art by Rodger B. MacGowan and Mark Simonitch . ' © 2004 GMT Games, LLC Hanford, California




Roads to Leningrad Countersheet 3 of 3 (Back Side)

Declared Declared

Attack

Declared
Atiack

Declared
Attack

Declared
Atfack

Declared
Attack

Declared

ec
Attack Attack

Declared
Attack

\ "~ Final \ "~ Final

Acllvatmn i Acllvatmn :

@@@@@

ol DSHPED | SHUPED
o 1S
el ISRUPTED | DISRUPTED

ecla
a =
| RefPara | | RefPara ||
uit (IR 3 |

Declared
Attack

Declared

Declared
Attack

Declared
Attack

B Final Final Final

Achvailon Activation Activation

@@@

\J/ \// \/W

\¢/ \/"\/

vYY ZESEEET

] AW AW AM \/ﬁ

o AV AW AN ‘\/

AX|s \IPs

il -+ S

Counter Art by Rodger B. MacGowan and Mark Simonitch

YL Y Y \//‘\/

oSt DR D st DSUPED ) DSRUED DSRUPTED SR
iﬁﬁﬁlﬂﬁﬁlﬁﬁﬂlﬁﬁﬁlﬁﬁﬂfﬁﬂlrﬂﬂﬂlﬂﬁlf
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t here as it

Flown Box
i

&
o
~
e
1. Place each air un
2. Move automatically to Ready Box

during readiness phase [13.12a].

completes its mission.

®
Ready Box
1. Place all Ready German and Soviet
air units here. These are available for

missions this turn.
2. Put the air unit in the Flown Box

once it completes its mission.
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