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Terrain LOS TEM/Ind MF Fully Tr Halftr Notes
Debris Half-level LOS Hindrance, 

Inherent, Concealment
+1/+1 Case A TH 
DRM not doubled

1+COT 1/4 MP + 
Bog

NA 1. Hin. cum. w/Factory TEM/Hin.
2. No kindling, can’t catch fire. Cleared like Fallen rubble (O3.2, B24.71), 
but contra B24.71, can’t be totally Cleared.
3. +1 Bog DRM (add. +1 DRM for entry of factory location, if applicable).
4. Dash, road bonus, veh. road rate NA except via TB.
5. Fortifications possible unless other terrain prevents. Manholes usable.

Roofless 
Factory Hex/ 
Factory 
Debris

Factory Debris is Half-
Level LOS Hindrance, 
Concealment

See Note 3. 1+COT As regular 
NA Debris

NA 1. Not inherent; exists only in bldg. Unclearable.
2. Bldg. TEM applies to Direct Fire attack traced from outside Factory.
3. Indirect Fire and Fire from w/in Factory are subject to Factory TEM (+1) 
and Factory debris TEM (+1). Debris Hindrance cumulative with Roofless 
Factory Hex Hindrance.
4. EC & Weather apply to Roofless Factory Hex; see O5.441 for Wind/
Smoke.

Printed 
Rubble

1/2 Level LOS obstacle, 
Inherent, Concealment

+2/+2 Wood
+3/+3 Stone

3 1/2 MP 
allotment + 

Bog

NA 1. Only printed Rubble considered Fallen is that in road or gully Location 
(B24.71). Can’t be totally cleared.
2. No Cellar Locations.

RB Factories 2 1/2 Level LOS obstacle 
w/ printed stair- well; 1 1/2 
LOS obstacle w/o stairwell.
No upper floors. +1 half-
level Hindrance for LOS 
traced w/in factory

+3/+3 (if stone) for 
fire from outside 
factory; +1/ +1 for 
fire from inside 
factory.

2 from 
outside 
factory; 
1 w/in 
factory.

1 if through 
vehicle 
entrance

1/4 MP +Bog 
(to exit, must 
pay normal 
bldg costs 

+bog/rubble, 
unless 
exiting 
through 

vehicle exit)

NA 1. RB bldg with ••1 road entering it is a Factory. Normal Factory rules 
(B23.74) apply except as amended.
2. +1 Bog DRM.3. Interior Walls similar to Rowhouses; block LOS (EXC: 
breach, rubbled, possibly roofless). Can “bypass” except outside building. 
Can be breached by DC or AFV; see O5.331 for breach effects. If hexes 
on both sides of Interior Wall are rubbled, Wall ceases to exist along that 
hexside.
4. No Cellars.
5. Gutted factory is roofless, can’t catch fire.
6. All categories of Guns can set up in an RB Factory. See O5.6 for 
movement.

Culvert LOS to ADJ locations only 0; FFMO Indirect 
Fire has no effect

2 NA NA 1. D38/E39. Subterranean gully; open ground. No Crest status. Not a 
sniper target. No overstacking. See E1/923 for rules on subterranean units/
Locations. 
2. Only small INF/AT Guns, and MTRs, may be set up in/Manhandled INTO 
a culvert.

Storage Tanks 1 1/2 Level LOS obstacle +1/+1 1 VBM only VBM only 1. Gun cannot setup or enter. Unscalable. Can’t catch fire. Not a bldg for any 
obstacle only purpose.

Railway 
Embankment

1/2 level LOS obstacle +2/+1 1 + COT 1 + COT 1 + COT 1. Treat as wall. No Roadblock allowed. COT 
2. All units cross at 1 + COT with no Bog.	
3. Exempts Straying as road/path/etc.

1. VICTORY CONDITIONS: There are no longer any conditions that will 
determine which side has won a CG Day. In essence, winning the whole 
Campaign Game III (O11.53) is only what really matters (delete O11.32 and 
O11.6235).

2.  BURNING BARRICADES: Kindling (B25.11) is not allowed. Rule V7 
(Gutted Buildings) and V12.6104 (Non-Factory Building) are used. There can 
never be more than one Flame counter per Location. No Rooftop Location 
(B23.8) can contain a Flame counter. Each time a Flame becomes a Blaze in the 
building Location directly beneath a Rooftop Location, a Blaze counter is also 
immediately placed in that Rooftop Location.

3. STILL HIDDEN UNITS: Each still hidden non-Isolated unit in RePh step 
O11.602 not subject to O11.604 (Encirclement & Minefields) may remain 
hidden until RePh step O11.607 or until the next CG scenario if included in the 
exceptions in O11.607, unless such a unit must either be used to determine the 
friendly Perimeter and/or to obstruct the non-friendly Perimeter.
Hidden units confined to setting up in specific Locations, such as the possessor 
of a Gun in a Fortified-Building-Location/Pillbox may drop possession of its 
Gun and the inherent crew of an Immobile AFV may Abandon its AFV (D5.411 
applies) to be allowed to be removed from the map, but if this option is taken its 
hidden status is lost. 
A unit that remains hidden may record a new CA before each CG scenario. All 
units except Guns must spend FPP to retain HIP.

4. TRENCH: Each Trench counter is treated as a building for Rout (A10.51) 
towards and beneath it, and for Rally Bonus (A10.61) purposes. Units beneath 
an Trench counter is considered to be in Concealment Terrain. A hidden unit 
beneath an Trench counter would immediately be placed on-map unconcealed if 
the Trench counter is removed, unless still in Concealment Terrain.

5. MOL-PROJECTOR & MOL: An attack using MOL or a MOL-Projector 
may only be made vs Locations containing at least one Known/concealed enemy 
unit. Each TH# printed on the back of the MOL-Projector counter is decreased 
by two [EXC: Each TH# is decreased by three vs Large vehicles and decreased 
by four vs Very Large vehicles]. Contrary to O10.45 a MOL-Projector hit does 
not create any Smoke and fire in the same way as a SW without Smoke capability 
(delete O10.45 and the sixth sentence [starting with “Moreover, in”] in O10.2).

6. ASSAULT ENGINEERS: Each German Pioneer Coy RG (I3) and each 
Russian Engineer Coy RG (I6) is always received at Full-Strength.

7. MILITIA COMPANY: Each Russian Militia Coy RG (I5) is always received 
at Full-Strength, and they receive no SW (O11.6202).

8. LIGHT MORTARS (LT. MTR): At the end of each of the following four 
phases: PFPh, MPh, DFPh, and AFPh, each Lt. Mtr’s Area Acquisition counter 
is removed from play.

9. ARMORED FIGHTING VEHICLES: In rule O11.6133 (AFV MG 
Exchange) replace the word “may” with “must”. Each AFV on the map must 
always attempt to Repair all of its Malfunctioned weapons during each Rally 
Phase. Withdrawal of an AFV that belongs to a Pltn never occurs, but Recall 
occurs as usual (delete O11.6142 and O11.6143).

10. SPOTTER PLANE: Ignore E7.6-.62 and use the following rule instead: 
A Spotter Plane is treated as an Offboard Observer (C1.63) with the additional 
advantages that the Spotter Plane Observer has a LOS to all Locations [EXC: 
Sewer/Culvert] on the map and Hindrance drm never apply to the Accuracy dr. 
No Spotter Plane is allowed in a CG scenario with Overcast/Fog/Heavy Mist/
Mist weather conditions and only one Spotter Plane may be used per CG scenario. 
The use of a Spotter Plane Observer must be revealed immediately when the 
module assigned to the Spotter Plane Observer has its SR or AR converted to 
an FFE:1. A Spotter Plane is only available for non-Rocket OBA ≥ 100+mm.

11. OFFBOARD ARTILLERY: When attempting Battery Access for an OBA 
module and no more than one black and/or red chit(s) have been permanently 
removed from the Draw Pile and the second permanently-removed red chit is 
drawn, return it to the Draw Pile instead, and that ends the Observer’s OBA 
actions for that Player Turn (i.e., the second red chit can only be removed from 
the Draw Pile if at least two black chits have been permanently removed from 
the Draw Pile for that OBA module).

12. RUSSIAN INFANTRY RG: In rule O11.4, SSR CG9, RUSSIAN 
INFANTRY RG section, replace the last sentence with “Russian RG may always 
enter along the east edge on/south-of JJ36.”.
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RED BARRICADES CAMPAIGN GAME III 
– THE BARRIKADY, STALINGRAD 1942

RB1. EC are moist, with no wind at start.
RB2. Sewer Movement is allowed. Russians may use it freely; Germans may 
use it only if a leader passes a 4TC (B8.4). A unit may use Sewer Move- ment 
to cross from one side of a gully to the other only if it ends its MPh in the 
Sewer Location of a gully-Manhole hex (e.g., hex Y38). A unit en- trenched in 
a Manhole Location (see SSR RB 5) may not enter that hex’s Sewer Location, 
since a unit may enter a Sewer only at the very start of its MPh (B8.4).
RB3. Rooftops (B23.8) are in effect. Control of a Rooftop/Sewer Location 
nevercounts as Controlling a building Location.
RB4. The river (i.e., the Water Obstacle hexes in the northeast corner of the 
map area) is Flooded (B21.122; B21.21) with a Heavy current flowing north 
to south. Hex CC31 contains a one-lane wooden bridge; all other bridges are 
two-lane stone.
RB5. Hidden-Mines/Entrenchments (including A-T Ditches; B27.56, O11.621) 
may be placed in a paved-road hex that also contains shellholes; mines set up 
thusly can attack regardless of whether or not the unit tehnetierrLinogcation is 
using the road rate/bonus. A roadblock may also be set up IN a gully or Culvert to 
block a gully/Culvert hexside. A roadblock IN a gully or Culvert may be crossed 
by Infantry only via a Minimum Move, does not affect Bypass in adjacent Level 
1 Locations, and for LOS purposes is treated as a wall at Level 0 (the level of a 
unit IN a gully on the RB map).
RB6. Trenches (including A-T Ditches) are considered to “connect” (as per 
B30.8) all ADJACENT building/rubble Locations (EXC: not to a Location that 
is rubbledduringplay of that scenario) (see also O6.21 and O6.6, last sentence). 
Infantry entering such a biulding/rubble Location need not pay an extra MF 
to leave the trench in that Location, but must still pay applicable building/
rubbleCOT. Infantryleavingsuchabuilding/rubbleLocationneed not pay an extra 
MF to enter a “connecitng” trench. Infantry may not enter such a trench while 
using Bypass Movement; nor may they use Bypass Movement while in such 
a trench; nor may they exit such a trench to directly use Bypass Movement. A 
unit entering/leaving a building/rubble Location via a “connecting” trench is not 
subject to Snap Shots as it does so. A vehicle must pay the appropriate MP costs/
penaylto cross such a trench while using VBM; hence those vehicle types not 
allowed to cross a trench may not do so while using VBM. Infantry may enter a 
Fortified Building Location as if that Location were not Fortified provided they 
enter it from a trench/AT-Ditch that is “connected” to that building Location.
RB7. Due to superior German aerial reconnaissance, Entrenchments/Wire 
given-in/purchased-for any Russian OB may not be set up using HIP.
RB8. Rubble is treated as a building for Ambush (A11.4) and Street Fighting 
(A11.8) purposes.

RB9. German Air Support, when available, is always in the form of Stuka 
M42 with bombs. The actual number received and their turn of arrival is still 
determined as per E7.2-7.21.
RB10. All Locations (EXC: Aerial; IN a Sewer or Culvert) are eligible sniper 
target Locations.
RB11. Hand-to-Hand CC (J2.31) is allowed in all RB scenarios.
RB12. For both sides: neither 150+mm OBA nor any Rocket OBA may fire 
Smoke; no OBA may fire WP; only MTR OBA and German 100+mm OBA may
fire IR.
RB13. ATMM (C13.7) are available to elite (only) German Infantry, but only on 
an ATMM Check Original dr of 1 (i.e., no drm apply). The effects of an Original 
6 dr remain unchanged.
RB14. No Quarter (A20.3) is in effect for both sides.
RB15. Russians always have a Level C Booby Trap capability (EXC: in the 
CG they may increase it to Level A or B by CPP expenditure). Booby Traps are 
active over the entire RB map, but are activated only by appropriate German TC. 
Mines factors may not be exchanged for Booby Traps. Germans have no Booby 
Trap capability.
RB16. A tunnel entrance/exit may cross a cliff hexside provided that tunnel 
begins or ends in the lower-level hex and “crosses” that cliff hexside, and the 
Base Level of that cliff hex is one level lower than that of the hex at the other 
end of the tunnel.
RB17. Any road exiting a map edge on the RB map is considered, for purposes 
of A2.51, to extend off that map edge along that lettered hexrow (if off the north 
or south edge), or in the hexes of the same coordinate (if off the west or east 
edge). The off-map road is considered of the same type (paved/dirt) as the road 
hex it is connected to on the map. For instance, paved roads extend off the north 
edge haleoxnrgows D, V and Y, and dirt roads extend off the east edge along 
hexes with a coordinate of 38, 40 and 43. All terrain on the off-map setup area 
is still considered Open Ground. If units are set up to enter (as per A2.51) they 
must enter during tha Player Turn or be forfeit (EXC: in the RB Campaign Game 
such unentered units may not enter during that scenario but are Retained for the 
next CG scenario).
RB18. All Good Order Russian elite and first line Infantry are Stealthy.
RB Cellars (O6): All multi-hex, non-Factory bldgs have Level -1 cellar 
location (bldg location even for falling rubble and VC purposes). Considered 
Fortified Bldg loc with TEM +4 (+3 if wooden); all Fortified Bldg rules apply. 
Only Inf/SW may setup/enter. LOS traced outside to non-ADJ location do so 
as if entrenched (B9.21). Can never claim WA. Inherent FP of unit in Cellar is 
halved as Area Fire for outside targets if US# of unit is ≥ 3.

Red Barricades Special Rules for all RB Scenarios Unless noted, all SSR apply in all RB scenarios – both CG and non-CG type.



INFANTRY COMPANY SW CHART*
Nationality Coy Type HMG MMG LMG ATR LtMtr FT DC
German Rifle 1 1 1 1 1  
German Sturm  1 2    2
German Engineer   2   3 5

Russian Gds Rifle 1 1 2 2 2  
Russian Gds SMG       1
Russian Rifle 1 1 1 1 1  
Russian SMG       
Russian Militia  1 1 1 1  
Russian Aslt Eng.   2   2 4

RG STRENGTH TABLE
Final DR  RG Strength DRM:  
≤ 8 Full Strength ±x Friendly Historical DRM (11.6161) for current CG Day.  
≥ 9 Depleted -y As per CG scenario Balance provision (11.32) in effect. 

HISTORICAL DRM CHART
Date German DRM Russian DRM
17 Oct -2 -1
18 Oct -2 -1
19 Oct -1 0
20 Oct 0 0
21 Oct -1 -1
22 Oct -2 0
23 Oct -1 -1
24 Oct -1 -1
25 Oct -1 0
26 Oct 0 0
27 Oct -1 -1
28 Oct 0 -1
29 Oct +1 0
30 Oct +1 -1
31 Oct 0 -2
1 Nov +1 -1
2 Nov +2 0
3 Nov +1 +1
4 Nov +1 +1
5 Nov +1 +1
6 Nov +1 0
7 Nov 0 0
8 Nov 0 0
9 Nov -1 -1
10 Nov -2 -1
11 Nov -3 -1
12 Nov -1 0
13 Nov 0 0
14 Nov +1 +1
15 Nov +1 +1

GERMAN/RUSSIAN LEADER TABLE
Final DR Leader Received Final DR Leader Received
≤ 1 10-3, 9-1, 8-0 ≤ 1 10-3, 9-1, 8-0
2 10-2, 8-1, 8-0 2 10-2, 8-1
3 10-2, 8-1, 7-0 3 9-2, 9-1
4 9-2, 9-1, 8-0 4 9-2, 8-1
5 9-2, 8-1, 7-0 5 9-1, 8-0
6 9-1, 8-1, 8-0 6 9-1, 7-0
7 9-1, 8-1, 7-0 7 8-1, 8-0
8 8-1, 8-0, 7-0 8 8-0, 7-0
9 9-1, 8-0 9 9-1
10 8-1, 8-0 10 8-1
11 8-1, 7-0 11 8-0
12 8-0, 7-0 12 7-0
≥ 13 8-0, 6+1 ≥ 13 6+1

Leader DRM:
German Leader DRM Russian Leader DRM
-2 Sturm Coy -2 Assault Engineer Coy
-1 Pioneer Coy -1 Guards Coy
+X* Rifle Coy +1 (First Line) SMG Coy
+1 If Depleted +2 If Depleted
+1 If a CG II scenario +3 Militia Coy
 
* +1 If this is the sixth, seventh or eighth German Rifle Coy purchased; 
+2 if this is the ninth German Rifle Coy purchase

ARMOR LEADER TABLE
Final DR Armor Leader DRM
≤ 2 10-2 -1 German
3 9-2 +1 Russian
4 9-1 
5 8-1 
6-11 None 
≥ 12 Inexperienced*
   

GUN BATTERY/OBA MODULE
GERMAN OBA RUSSIAN OBA GUN BATTERY TABLE
Final DR  Ammo Final DR  Ammo  Final DR  Strength  
≤ 4  Plentiful  ≤ 2  Plentiful  ≤ 7  Full  
5-8  Normal  3-7  Normal  ≥ 8  -1 each type*  
≥ 9  Scarce  ≥ 8  Scarce

Gun Battery and OBA Tables DRM:
±x Friendly Historical DRM (11.6161) for current CG Day.  
-y As per CG scenario Balance provision (11.32) in effect.  
*A depleted Battery receives one less of each type of Gun listed in its respective RG chart.

FORTIFICATION TABLE 
Fortification type FPP Cost
FoxholeI 3/2/11

TrenchI 7
A-T DitchR 21
A-P Mine 1/3 per factor2

A-T Mine 3/9 per factor2,3

RoadblockI 12
Wire 15
PillboxR (a + b + c) x 34

Fortified BuildingF,I 105

Tunnel 30
HIPF,I 5/3/2/1/16

?F,I 17

Booby TrapsR 408

Set DC (A23.7)F 159

a - Available for on-map setup on CG day of Purchase.
b - Apply a -2 drm to its Turn of Entry dr (E7.2) if purchased at two 

CPP. Each Stuka RB must be used on its CG Day of purchase or 
be forfeit (therefore, such an RG should not be purchased if the 
weather is Overcast or the German side anticipates being Idle 
(11.623).

c - Each MG is accompanied by a 1-2-7 crew; each Gun by a 2-2-8 
crew.

d - To determine Depleted Strength see RePh step 11.620.
e - Assault Engineers (A11.5; H1.22) and Sappers (B28.8; B24.7).
g - After determining Strength (11.6201) the German may freely 

exchange one just-purchased SPW 251/1 for one SPW 251/10.
l - To determine SW and (armor) Leaders see RePh steps 11.6202 and 

11.6205-.6207, respectively.
n - Not available until November 5.
o - Offboard Observer is at level 3 in (i.e. at the second level of) any 

friendly-Controlled west-edge hex or north-edge hex on/west-of 
hexrow N. Secretly record the hex prior to Russian setup. Cost is 
per module. Each Offboard Observer is Retained as long as the 
module he is assigned to is Retained (SSR CG10; 11.4).

p - Increase CPP cost by one per Pre-Registered hex (C1.73) 
purchased with module (no module may have > two Pre-Reg 
hexes). Each Pre-Reg hex is retained as long as the module it is 
assigned to is Retained (SSR CG10; 11.4). Purchase of a Pre-Reg 
hex(es) in the RB CG allows normal (only) Barrage (E12.11). 
Each Barrage must have a north-south Hex Grain alignment 
(E12.11-.2)36. See also SSR CG6 (11.4).

r - Must enter as reinforcements if entered on the CG Day of purchase 
[EXC: 11.6194]. The RG is available for on-map setup if 
purchased on any CG Day prior to that of the scenario. See SSR 
CG9 (11.4) for Infantry/Armor RG entry restrictions.

s - Available for non-RCT OBA ≥ 100mm. The Spotter Plane is 
Retained as long as the module it is assigned to is Retained (SSR 
CG10; 11.4).

w - Subject to AFV Platoon Withdrawl as per 11.6142. If > one AFV 
Pltn of the same type are in the side's OB, the ID's of those AFV 
belonging to each Pltn should be recorded in case that Pltn is 
subsequently Withdrawn.

GERMAN REINFORCEMENT GROUP CHART
ID GROUP FULL/DEPL UNIT TYPE CPP DAILY  CG:III
    COST MAX MAX
S1 Stuka 1-3 DB (see SSR RB9) 1b 1 9
A1 StuG B Pltn 3/2 StuG IIIBd(l)rw 4 2 3
A2 StuG G Pltn 3/2 StuG IIIGd(l)rw 5 1 2
A3 StuIG Pltn 3/2 StuIG 33Bd(l)rw 5 1 2n

A4 Pz III H Pltn 3/2 Pz IIIHd(l)rw 3 2 3
A5 Pz III L Pltn 3/2 Pz IIILd(l)rw 4 2 3
A6 Pz IV F1 Pltn 3/2 Pz IV F1d(l)rw 5 2 3
A7 Pz IV F2 Pltn 3/2 Pz IV F2d(l)rw 6 1 2
A8 PSW Pltn 4/3 PSW 222Ld(l)rw 3 1 3
A9 SPW Pltn 4/3 SPW 251/1dgr 2 2 4
I1 Rifle Coy 12/9 4-6-7dlr 7 2 14
I2 Sturm Coy 12/9 5-4-8dlr 9 2 9
I3 Pioneer Coy 8/6 8-3-8delr 14 2 7y

I4 HW Pltn  2 x HMG, 2 x MMG, 2 x 81* MTRacd 6 1 5
O1 Btln Mtr  80+mm Btln Mtr OBA Moduleadp 2 2 12
O2 Med Arty  100+mm OBA Moduleadp 4 2 7
O3 Hvy Arty  150+mm OBA Moduleadp 6 2 5
O4 NebelWerfer  150+mm Rocket OBA Moduleap 2 2 4
O5 Offb'd Observer  Offboard Observer 1 2 7
O6 Spotter Plane  Observation Plane (E7.6)s 1 1 4
G1 AT Battery I  50L PaK 38 x 3acd 3 1 3
G2 AT Battery II  75L PaK 40 x 3acd 4 1 3
G3 Inf Battery  75* INF x 3, 150* INFacd 4 1 2
M1 Fortifications  20 FPPa 1 2 60
M2 Sniper  SAN Increase +1 1 1 20

INFANTRY COMPANY SW CHART*
Nationality Coy Type HMG MMG LMG ATR LtMtr FT DC
German Rifle 1 1 1 1 1  
German Sturm  1 2    2
German Engineer   2   3 5

Russian Gds Rifle 1 1 2 2 2  
Russian Gds SMG       1
Russian Rifle 1 1 1 1 1  
Russian SMG       
Russian Militia  1 1 1 1  
Russian Aslt Eng.   2   2 4

RG STRENGTH TABLE
Final DR  RG Strength DRM:  
≤ 8 Full Strength ±x Friendly Historical DRM (11.6161) for current CG Day.  
≥ 9 Depleted -y As per CG scenario Balance provision (11.32) in effect. 

a - Available for on-map setup on CG day of Purchase.
c - Each MG is accompanied by a 1-2-7 crew; each Gun by a 2-2-8 

crew.
d - To determine Depleted Strength see RePh step 11.620.
e - Assault Engineers (A11.5; H1.22) and Sappers (B28.8; B24.7). If 

other 6-2-8 are in play, record ID to distinguish. If Replaced, all 
Assault Engineer benefits are lost for the duration of the CG (even 
if the unit subsequently Battle Hardens).

f - Available only in October.
l - To determine SW and (armor) Leaders see RePh steps 11.6202 and 

11.6205-.6207, respectively.
m - Gives all Russian Personnel MOL capability (even if Isolated).
p - Increase CPP cost by one per Pre-Registered hex (C1.73) 

purchased with module (no module may have > two Pre-Reg 
hexes). Each Pre-Reg hex is retained as long as the module it is 
assigned to is Retained (SSR CG10; 11.4). Purchase of a Pre-Reg 
hex(es) in the RB CG allows normal (only) Barrage (E12.11). 
Each Barrage must have a north-south Hex Grain alignment 
(E12.11-.2).36 See also SSR CG6 (11.4).

r - Must enter as reinforcements if entered on the CG Day of purchase 
[EXC: 11.6194]. The RG is available for on-map setup if 
purchased on any CG Day prior to that of the scenario. See SSR 
CG9 (11.4) for Infantry/Armor RG entry restrictions.

w - Subject to AFV Platoon Withdrawl as per 11.6142. A Russian AFV 
Platoon may be purchased as Dug-In (11.6194.c). If > one 
non-Dug-In AFV Pltn of the same type are in the side's OB, the 
ID's of those AFV belonging to each Pltn should be recorded in 
case that Pltn is subsequently Withdrawn.

RUSSIAN REINFORCEMENT GROUP CHART
ID GROUP FULL/DEPL UNIT TYPE CPP DAILY  CG: III
    COST MAX MAX
A1 T-60 Pltn 3/2 T-60d(l)rw 3 1 3
A2 T-70 Pltn 3/2 T-70d(l)rw 3 2 3
A3 T-34M41 Pltn 3/2 T-34M41d(l)rw 5 1 1
A4 T-34M43 Pltn 3/2 T-34M43d(l)rw 6 1 1
A5 KV Pltn 2/1 KV-1 M42d(l)rw 4 1 1
I1 Gds Rifle Coy 12/9 4-5-8dlr 9 2 6
I2 Gds SMG Coy 9/7 6-2-8dlr 7 2 8
I3 Rifle Coy 12/9 4-4-7dlr 5 2 14
I4 SMG Coy 9/7 5-2-7dlr 4 2 12
I5 Militia Coy 12/9 4-2-6adflr 4f 2 4
I6 Engineer Coy 9/7 6-2-8dlr 12 1 4
I7 HW Pltn  MMG x 2, HMG, .50c-HMG, 82* MTR x 2acd 6 1 6
I8 MOL-P Pltn  MOL-P x 3acd 2 1 6
O1 Lt Arty  70+mm OBA Moduleadp 1 2 8
O2 Btln Mtr  80+mm Btln Mtr OBA Moduleadp 1 2 10
O3 Med Arty  120+mm OBA Moduleadp 3 2 7
O4 Hvy Arty  150+mm OBA Moduleadp 5 2 6
O5 Katyusha  200+mm Rocket OBA Moduleap 3 2 6
G1 AT Battery  45L AT x 2, 45LL AT x 2acd 4 1 4
G2 ART Battery  76L ART x 4acd 5 1 2
G3 INF Battery  76* INF x 3acd 4 1 4
M1 Fortifications  40 FPPa 1 4 90
M2 Sniper  SAN Increase +1 1 1 30
M3 MOL Capability  MOL Capabilityamx 2 1 30

HISTORICAL DRM CHART
Date German DRM Russian DRM
17 Oct -2 -1
18 Oct -2 -1
19 Oct -1 0
20 Oct 0 0
21 Oct -1 -1
22 Oct -2 0
23 Oct -1 -1
24 Oct -1 -1
25 Oct -1 0
26 Oct 0 0
27 Oct -1 -1
28 Oct 0 -1
29 Oct +1 0
30 Oct +1 -1
31 Oct 0 -2
1 Nov +1 -1
2 Nov +2 0
3 Nov +1 +1
4 Nov +1 +1
5 Nov +1 +1
6 Nov +1 0
7 Nov 0 0
8 Nov 0 0
9 Nov -1 -1
10 Nov -2 -1
11 Nov -3 -1
12 Nov -1 0
13 Nov 0 0
14 Nov +1 +1
15 Nov +1 +1

GERMAN/RUSSIAN LEADER TABLE
Final DR Leader Received Final DR Leader Received
≤ 1 10-3, 9-1, 8-0 ≤ 1 10-3, 9-1, 8-0
2 10-2, 8-1, 8-0 2 10-2, 8-1
3 10-2, 8-1, 7-0 3 9-2, 9-1
4 9-2, 9-1, 8-0 4 9-2, 8-1
5 9-2, 8-1, 7-0 5 9-1, 8-0
6 9-1, 8-1, 8-0 6 9-1, 7-0
7 9-1, 8-1, 7-0 7 8-1, 8-0
8 8-1, 8-0, 7-0 8 8-0, 7-0
9 9-1, 8-0 9 9-1
10 8-1, 8-0 10 8-1
11 8-1, 7-0 11 8-0
12 8-0, 7-0 12 7-0
≥ 13 8-0, 6+1 ≥ 13 6+1

Leader DRM:
German Leader DRM Russian Leader DRM
-2 Sturm Coy -2 Assault Engineer Coy
-1 Pioneer Coy -1 Guards Coy
+X* Rifle Coy +1 (First Line) SMG Coy
+1 If Depleted +2 If Depleted
+1 If a CG II scenario +3 Militia Coy
 
* +1 If this is the sixth, seventh or eighth German Rifle Coy purchased; 
+2 if this is the ninth German Rifle Coy purchase

ARMOR LEADER TABLE
Final DR Armor Leader DRM
≤ 2 10-2 -1 German
3 9-2 +1 Russian
4 9-1 
5 8-1 
6-11 None 
≥ 12 Inexperienced*
   

GUN BATTERY/OBA MODULE
GERMAN OBA RUSSIAN OBA GUN BATTERY TABLE
Final DR  Ammo Final DR  Ammo  Final DR  Strength  
≤ 4  Plentiful  ≤ 2  Plentiful  ≤ 7  Full  
5-8  Normal  3-7  Normal  ≥ 8  -1 each type*  
≥ 9  Scarce  ≥ 8  Scarce

Gun Battery and OBA Tables DRM:
±x Friendly Historical DRM (11.6161) for current CG Day.  
-y As per CG scenario Balance provision (11.32) in effect.  
*A depleted Battery receives one less of each type of Gun listed in its respective RG chart.

FORTIFICATION TABLE 
Fortification type FPP Cost
FoxholeI 3/2/11

TrenchI 7
A-T DitchR 21
A-P Mine 1/3 per factor2

A-T Mine 3/9 per factor2,3

RoadblockI 12
Wire 15
PillboxR (a + b + c) x 34

Fortified BuildingF,I 105

Tunnel 30
HIPF,I 5/3/2/1/16

?F,I 17

Booby TrapsR 408

Set DC (A23.7)F 159






