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RED BARRICADES CAMPAIGN GAME III
— THE BARRIKADY, STALINGRAD 1942

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
011.6235).

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
011.602 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 010.45 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 010.2).

6. ASSAULT ENGINEERS: Each German Pioneer Coy RG (I3) and each
Russian Engineer Coy RG (16) 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 (011.6202).

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.”.

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

RBI1. 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.

RBS5. Hidden-Mines/Entrenchments (including A-T Ditches; B27.56, 011.621)
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 06.21 and 06.6, 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.

Terrain LOS TEM/Ind

Debris o Half-level LOS Hindrance, +1/+1 Case ATH
Inherent, Concealment DRM not doubled

Roofless Factory Debris is Half- See Note 3.
Factory Hex/ Level LOS Hindrance,

Factory Concealment

Debris

Printed g - 1/2 Level LOS obstacle, +2/+2 Wood

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.

RBI11. 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.

RBI15. 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 (06): 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.

Fully Tr  Halftr Notes

1/4 MP + NA 1. Hin. cum. w/Factory TEM/Hin.
Bog 2. No kindling, can’t catch fire. Cleared like Fallen rubble (03.2, 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.

As regular 1. Not inherent; exists only in bldg. Unclearable.
NA Debris 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 05.441 for Wind/
Smoke.

1/2 MP 1. Only printed Rubble considered Fallen is that in road or gully Location

Rubble s - % | Inherent, Concealment +3/+3 Stone allotment + (B24.71). Can’t be totally cleared.

Bog 2. No Cellar Locations.

RB Factories 2 1/2 Level LOS obstacle +3/+3 (if stone) for 2 from 1/4 MP +Bog
w/ printed stair- well; 1 1/2  fire from outside outside (to exit, must
LOS obstacle w/o stairwell.  factory; +1/+1 for factory; pay normal
No upper floors. +1 half- fire from inside 1 w/in bldg costs
level Hindrance for LOS factory. factory. +bog/rubble, Can be breached by DC or AFV; see 05.331 for breach effects. If hexes
traced w/in factory 1 if through unless on both sides of Interior Wall are rubbled, Wall ceases to exist along that
vehicle exiting hexside.
entrance through 4. No Cellars.
vehicle exit) 5. Gutted factory is roofless, can’t catch fire.
6. All categories of Guns can set up in an RB Factory. See 05.6 for
movement.

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.

Culvert . a LOS to ADJ locations only ~ 0; FFMO Indirect
' Fire has no effect

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 VBM only VBM only 1. Gun cannot setup or enter. Unscalable. Can’t catch fire. Not a bldg for any

obstacle only purpose.

Red Barricades Armagedon 2015
Denna sammanstillning dr en komposition av de vanligaste reglerna och tabellerna som anvinds i RB,

Railway 1/2 level LOS obstacle
Embankment

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

DAILY CG:1II 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

2 3 Assault Engineer benefits are lost for the duration of the CG (even

if the unit subsequently Battle Hardens).

1 f - Available only in October.

1 - 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

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 RUSSIAN REINFORCEMENT GROUP CHART
CPP. Each Stuka RB must be used on its CG Day of purchase or ID GROUP FULL/DEPL UNIT TYPE CPP
be forfeit (therefore, such an RG should not be purchased if the COST MAX MAX
weather is Overcast or the German side anticipates being Idle
(11.623).

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

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. I1 Gds Rifle COy 12/9 4-5-84r

1- 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
CG9Y (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

GROUP FULL/DEPL UNIT TYPE CPP DAILY CG:III
MAX MAX

Stuka 1-3
StuG B Pltn 32
StuG G Pltn 3/2
StulG Pltn 3/2
Pz III H Pltn 3/2
Pz III L Pltn 3/2
Pz 1V Fl1 Pltn 3/2
Pz IV F2 Pltn 3/2
PSW Pltn 4/3 PSW 22214
SPW Pltn 4/3 SPW 251/1%
Rifle Coy 12/9 4-6-7""
Sturm Coy 12/9 5-4-8"
Pioneer Coy 8/6 8-3-8%"
HW Pltn 2 x HMG, 2 x MMG, 2 x 81* MTR**
Btln Mtr 80+mm Btln Mtr OBA Module*?
Med Arty 100+mm OBA Module*®?
Hvy Arty 150+mm OBA Module*”
NebelWerfer 150+mm Rocket OBA Module™
Offb'd Observer Offboard Observer
Spotter Plane Observation Plane (E7.6)°
AT Battery I 50L PaK 38 x 3*¢
AT Battery II 75L PaK 40 x 3*¢
Inf Battery 75% INF x 3, 150* INF*
Fortifications 20 FpPp*

M2 Sniper SAN Increase +1

DB (see SSR RBY)
StuG B

StuG MG
StulG 33B“™

Pz IIIH™

Pz L™

Pz IV F1“™

Pz IV F20

A2 T-70 Pltn 3/2 T-70'™

I

A4 T-34M43 Pltn 3/2 T-34M43™

=)~ Ne)l
N = —
N

3
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—
>

I3 Rifle Coy 12/9 4-4-7%
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)
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I5 Militia Coy 12/9 4-2-6""

—_
o)}

17 HW Pltn MMG x 2, HMG, .50c-HMG, 82* MTR x 2 6

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.
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RG STRENGTH TABLE

Final DR RG Strength DRM

Full Strength +X Frlendly Historical DRM (11.6161) for current CG Day.
Depleted -y As per CG scenario Balance provision (11.32) in effect.

HISTORICAL DRM CHART RG STRENGTH TABLE HISTORICAL DRM CHART
Date German DRM  Russian DRM Final DR RG Strength DRM: Date German DRM  Russian DRM

17 Oct -2 -1 <8 Full Strength +x Friendly Historical DRM (11.6161) for current CG Day. 17 Oct -2 -1 <8
18 Oct ) -1 =9 Depleted -y As per CG scenario Balance provision (11.32) in effect. 18 Oct 2 -1 =9
19 Oct -1 0 19 Oct -1 0

20 Oct 0 0 20 Oct 0 0

21 Oct -1 -1 21 Oct -1 -1

2o 2 9 GUN BATTERY/OBA MODULE 2o 2 9
24 Oct 1 1 GERMAN OBA RUSSIAN OBA GUN BATTERY TABLE 24 Oct a1 a1
25 Oct 1 0 Final DR Ammo Final DR Ammo Final DR Strength 25 Oct 1 0 Final DR Ammo Final DR Ammo Final DR Strength
<4 Plentiful =2 Plentiful <7 Full <4 Plentiful =<2 Plentiful <7 Full
%g 8(;: _01 _01 5-8 Normal 3-7 Normal =8 -1 each type* gg 82: _01 _01 5-8 Normal 3-7 Normal =8 -1 each type*
=9 Scarce =8 Scarce 28 Oct 0 - =9 Scarce =8 Scarce

28 Oct 0 -1

29 Oct +1 0 29 Oct +1 0

30 Oct +1 -1 Gun Battery and OBA Tables DRM: 30 Oct +1 1 Gun Battery and OBA Tables DRM:

31 Oct 0 2 +x Friendly Historical DRM (11.6161) for current CG Day. 31 Oct 0 ) +x Friendly Historical DRM (11.6161) for current CG Day.

1 Nov +1 =1l -y As per CG scenario Balance provision (11.32) in effect. 1 Nov +1 - -y As per CG scenario Balance provision (11.32) in effect.

2 Nov +2 0 *A depleted Battery receives one less of each type of Gun listed in its respective RG chart. 2 Nov +2 0 *A depleted Battery receives one less of each type of Gun listed in its respective RG chart.

3 Nov +1 +1 3 Nov +1 +1

4 Nov +1 +1 4 Nov +1 +1

5 Nov +1 +1 5 Nov S5l +1

6 Nov +1 0 INFANTRY COMPANY SW CHART* 6 Nov +1 0

7 Nov 0 0 Nationality CoyType = HMG MMG LMG ATR LtMtr FT DC 7 Nov 0 0

8 Nov 0 0 German Rifle 1 1 1 1 1 8 Nov 0 0

ST l El German Sturm 1 2 2 9 Nov -1 -1
5

10 Nov -2 -1 . 10 Nov -2 -1
11 Nov 3 1 German Engineer 2 3 11 Nov 3 1

12 Nov 1 0 o —— e 12 Nov 1 0
13 Nov 0 0 1 13 Nov 0 0
14 Nov +1 +1 14 Nov +1 +1

GUN BATTERY/OBA MODULE
GERMAN OBA RUSSIAN OBA GUN BATTERY TABLE

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  GdsRifle 1 1 2 a2 oo

15 Nov +1

FORTIFICATION TABLE

Fortification type
Foxhole'

Trench'

A-T Ditch®

A-P Mine

A-T Mine
Roadblock'

Wire

Pillbox®

Fortified Building™
Tunnel

HIP"

?FJ

Booby Traps®

Set DC (A23.7)"

+1

FPP Cost

3/2/1"
7
21

1/3 per factor’
3/9 per factor’

12
15

(a+b+c)x 3

10°
30

5/3/2/1/1°

17
40°
15°

ussian ifle
Russian iliti
Russian

ARMOR LEADER TABLE
Final DR Armor Leader DRM

<2 10-2 -1 German

2 10-2, 8-1 3 9-2 +1 Russian

4 9-1

9-2,8-1 5 81

GERMAN/RUSSIAN LEADER TABLE
Fiilal DR Leader Received Final DR Leader Received
<

oo
1
#I

- None
9-1,7-0 Inexperienced*

=)}

oo

8-0,7-0
8-1

7-0

90 00 00 G0 \O 00 \O O \O O

[=R=) U Uy I E Y
O\ 1100 %0 00 %0 00 00 O
COOCOO— =

; | \ \

; ; ?

+
—_

Leader DRM:
German Leader DRM
-2 Sturm Coy

-1 Pioneer Coy

+X* Rifle Coy

+1 If Depleted

+1 If a CG II scenario

Russian Leader DRM

-1 Guards Coy

+2 If Depleted

* +1 If this is the sixth, seventh or eighth German Rifle Coy purchased;
+2 if this is the ninth German Rifle Coy purchase

15 Nov

FORTIFICATION TABLE

+1

Fortification type

Foxhole'
Trench'
A-T Ditch®
A-P Mine
A-T Mine
Roadblock'
Wire
Pillbox*

Fortified Building"

Tunnel

HIP™

?FJ

Booby Traps®
Set DC (A23.7)"

+1

FPP Cost
3/2/1"

7

21

1/3 per factor®
3/9 per factor™
12

15
(a+b+c)x 3
10°

30

5/3/2/1/1°

17

40

15°

ussian ifle
Russian
Russian

GERMAN/RUSSIAN LEADER TABLE

Final DR Leader Received Final DR Leader Received Final DR Armor Leader DRM

<1 10-3,9-1, 8-0 <2 10-2 -1 German
10-2, 8-1,8-0 2 10-2, 8-1 3 9-2 +1 Russian

8-1,7-0 4 9-1

9-2,8-1 5 3-1

ARMOR LEADER TABLE
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9-1.7-0 - None
Inexperienced*

o
1

d
.o as B

w|

8-0,7-0

8-1

7-0

90 00 00 00 \D 00 \O \O \O \O

[=R=) U U I Y

Leader DRM:
German Leader DRM
-2 Sturm Coy

-1 Pioneer Coy

+X* Rifle Coy

+1 If Depleted

+1 If a CG II scenario

Russian Leader DRM

-1 Guards Coy

+2 If Depleted

* +1 If this is the sixth, seventh or eighth German Rifle Coy purchased;
+2 if this is the ninth German Rifle Coy purchase




Table 23: Flame/Rubbla/Shellhole Placement Tabile for varlous IFT attacks.”’
R Sectioed: AZ235, 22 6111 23,41, 24,32, 2.1, 23,41, 41113, 246, 3512, 265 €373,

Table 21: 58" Gun Sel-ap resbrictions {in buildings).
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+X SMOKE Hindrance DREM as per E.6 ramond erits {inciuding SW) i a rubbied Bulicing Location in tis manner ane elminated
- Tk : "% ¥ Rubble s placed) sbove grogng igwsl. the snkng [ulding hex coliapen B (wibweguent o [ wor-roahion
+3  Target 15 in building'woods/ribble/orchard in season et B T e e sy ’ e o nan b
+1  Target is in brush/grain'marsh/erag/graveyard % & modbers e wcoden anir 3 s sy Fosee ¥ o g Chack OR) = 6. AFY e ko oter (823.41)
R e e

+1  Target is within four hexes of non-HIP vehicleWMMO
friendly to and in the LOS of the aircrafi
+1  MistDust/Heat-Haze (regardless of Aerial Range)
-1 Target is vehicular, or boat in water
-1  Target has entered a new hex/used VBM/been in
Motion during this Player Tum [EXC: Dashing or
movement totally inside a buildingtrench/pillbox]
=1 Target is part of a Convoy or Colunm SEWER EMERGENCE CHART A
-1  Target has been attacked by a friendly plane during this dr Action Required
Player Tum <4 May emerge concealed at owner’s option during the APh; not
-2 Target is not entirely concealed'HIP subject to Defensive Fire in the interim.
5-6 Cannot emerge during this Game Turn; not subject to Defensive
Fire in the interim.
=7 Discovered. Cannot emerge during this Game Turn; subject only
to Defensive Fire from any opposing Infantry in Manhole Location
but without benefit of concealment (although concealment is not lost).

I Liner=oded otuiints of buliing Fubleed in B Sasher g unafiecind |uriss. o wided kvl

*11; Whenevar an upper Duiding Locasion is Hubbied, Flubbls may fall i an adjacent hex. Mais 3 Subsaquent DR ¥ [cir
o1 fi e A rivefiag bl Bbend Grourel Livel wheeh wirk rubdssal) 2 T P Pl Rublbi oiies (whens M w & denien
o e F il Rubisls (F apetnaie). Faling Rubisis b (a8 19 O Livesl Bfd Mafaher=s o W i Obstcs man Mo
Hybbi [which mary casme mores Faling Rebbla ) Faling Rubbly simiratey. any non-srmonsd ynits, OT ARy, Fortdcatior TR
e Sl iy CE CT APV i tharl heet. Ay surviving AFY sl immadiately check ke Bog.

7.31 RECALL: An Original Sighting TC DR of 12 results in Recall at the
iend of the MPh/DFPh of the TC, although if it also results in a Sighting
Mistaken Artack, that num's attack is resolved first.

The following cumulative drm apply to the Sewer Emergence dr:
7.32 MISTAKEN ATTACK: A Final Sighting TC DR > 12 results in o ) ) )
Mistaken Anack. The ATTACKER may then immediately move the -1 Manhole Location is occupied by other friendly unit(s)
ireraft (but ouly onboard: he may not exit it from play by moving it -1 Manhole is in a building Location unoccupied by enemy units or in & non-
ffboard) and amack (without a new Sighting TC) the DEFENDER's building Location not in LOS of enemy or all such LOS is Hindered by = +2
sidden onboard growsd unit that is closest (in hexes) to the aireraft’s +1 Sewer units are currently lost :
initial target and not in a completely Blind Hex (ATTACKERs choice of +1_Per enemy Good Order MMC in Manhole Location
quidistant tar_gm] If steafing, this attack must be muuu.m:d. (using MG/ +1 Enemy non-dummy unit(s)* in adjacent Sewer Location
¥ Any such concealed unit must be momentarily revealed (and hidden units placed on board)
for this drm to apply, but the DEFENDER may do so at his own option after the dr is made.

i aand type of attack than that matally planned by the DEFENDER.

11154 SEARCH CASUALTIES: ¥ Lncefon fhat i Searched Moppec-Up coatvs 2 srmed Good (e ot ine e Recidal FPHE FFE Bl Avea, e if e
DEFENDER s ary Boohy Trep cepublily (BZB.5), e DEFENDER mey ek e Cesaalty e pr Seaet i v el b s i o e s Moppize- U
et} This Casnary i [which does mot ievoive T lossantioe) i in aion i ot i i of ey tech e by e [VERENTIING ). A Pl | camees Cesmalty
Reduction o dhe SeachingMopping-Up v (orunts f Rendom Section el n ). This Camualy dr s o s Flows e oe e oot stans f e e
of e Search i

o1 PerSteathy conceale TIEFFNTITNG i

-| Do b3 oquveet » oo corcealed DEFENDING 18

1 Leadersi Fctor of bes conceaiod DEFENDITG leader o oot aloee (107)

#1 Pt L coaceeleg [EFENTING wic

-1 Per Stealthy Searching unit
-1 Per HS equivalent > one HS Searching

+x Leadership factor of best participating leader
+1 Per Lax or CX Searching unit (per each condition)
+2 vs Japanese [EXC: vs building/rubble only] (G1.63)

24.7 CLEARANCE: Rabble, Wire, mizes, Se1 DU, madblocis, and Flame may ol be removed a5 Toaks by onits (ar least one MM Cidozer) i the same Location which
becomnes T1 hrouph the Clearance process using similar rles and DREM. Fromn the thme & uait declares o Clearssce snempt. it is considered exgaged in that muesspt uad] it
makes & Cleamnos DR, & pinaed. or i a0 loager Good Onder. Oaly unpinned, Geod Order anils may snpage in Cleanincs stiorrpts. A final DR = 2 5 always rogairod for
suctens, All atermspts o clear the same iems 0 the s phase must ba cambined into one DR, The folowiag DREM apply:

+% Labor Statws (24 8)

#y the iesdership facior of one panticipating leader directing anocher wai
=1 for Clearince ameempt by one squad

-1 for cach additional HS/crew (-2 for cach squad)) beyond the one required MMCTozer
+z YBC DRM (255}

-1 *foreach pasocipatng

2 wmmmmmhmm

-5 @ for cach bulldozer

P Applwable ol b Flasse

*  hpplable oaly wo mise, 5ot DC, of Wise Cloatmnc: alicmpts

W hppleahls caly o Flame, madblock. o nishls Clesrncy asenom

| fputiis’ 24.71 RUBBLE: Fallen rubble may be partially negated from asy non-building hex (i, one ot containing & building dopiction —eoven if comgletely rubbled) by
any =pisncd, Good Order Iafantry MMChulldaser in the nibble hex by rolling 2 on a Rubble Clearasce DR & the cnd of their CCPh. The urits izvolved mest
I Bave declered thelr Cleamnce sk 1s Hirardoes Movernent by expending ALL of thelr MF o emer (or remals ir) the hex during thelr MPh and being markced with &
T counter. A balkdozer may ooeer & rebble hex without checking for Dog and make a Clearance sitempt provided i expends its cstine primad M allooment (othor
thas for Suaning/changing-V'CA) o enten‘remain-in the hex, is po! using RoverseESB, and bocomes TI. A cleared robble hex is marked with a TB counter across any 1w
beasides of the rulble bex of the clearing player’s choiee. A TB counter poduccs movanenl cosls into that ey dscugh the TH beaadde o it pre-ullde ststus cost, The TB has
noeffecton LOS or TEM of dat hex (see 1142120, If every bexside of the neibible hex is crossed by o TH, the nubble and the TH are removed,
TEK: Oy ], & bl beoangr, v 9 0 Mo g kol i rubbly clourance throughost ke awtirg Player Torm cun creass o T Swcogh S mibbly bex wish an Criginad DN 5 9 bocauna they qualfy for 5 -7 ORM
(-5 [ulldoser] - [aqud | -1 Neadershig] = -7).
smt | 24.72 FIRE: Urpinnad, Good Oedes Infusiry may anesgt wo extingeish 8 Flame bn the same Locados daring its own MPWDFPR o Hazsrdons Movemeat, provided
:'1:', lxthmmhmmmmmmrmmwﬂmiumm:mnlummm]smemhwmtnwmuphuc
== s evidk d by pl af a T counter). 1f mare than ane Flame coumnter exists in a Location. cach must be cleared separately with its own separate DR, although
ﬂ::.hn'ullhul,uulﬂ.llurlwhnpuwlmiﬂl:: ABlars cams e catisgsihcd by Cle s, An catinguindod Flase keaves the ierain in #s pre-Fir
eoenlirne.
::».TIIHAWLAMMMD&MHWMIMmmﬂutmmﬂnﬁmm}u‘fmﬂ.kmnwﬁmsuplﬂmuplwrhcm-
N cousner.

K| 2473 WIRE: Unpianed, Good Qwder [sfancry beneath o Wire counter which has sot moved or fised (or direcied fire) durisg tha Player Tum (s evidenced by
W of & TI counter and the doclaration of their Wire Removal anemnpt during their MPWDFPh) may nemove that Wine counler with a sucocssful Clearasce
w=m (N s the ond of the OCFh. See alss 26.5]-.53,

LI}

E 24, MINEFTELD: Unpinned. Gaod Onder Iafantry in a minefield Lacatios (bul 508 oa top ol a2 Wine countsr) which 5as nat fired (ar directed fre) dering that

Player Turs and becomes T1 during its MPh bn en anempt to clear mines may clear a lane through & mésefield with & soecessful Clesrance DR a1 e end of i Pliyer

Turn's CCPh. However, any Owiginal Minefield DR of 12 (11 or 12 if Inexperienced) resslis in Crmalty Reduction ve the cleasing unins). If successful, the ménsfield
hex is murked with a TE courter across any bwo hexsides of the ATTACKER"s choice (28.61). If every bextide of the mineficld hex & crossed by a TB, the mines asd TH are
remaved, Gasd Oirder Iefantry may entir & Koows miseficld hex froe of missfield attack by placing a partial TH, providid ey expond thedr oeting MF allatment o do s,
beoene T1, and aiieenpt v clear the minefield w the end of thelr OCFh, Unless the minefield Is cleared, these unis may exit the minedeld free of mineficld amack only by tse
hexzide #rough which they eatered. No other unis may use tse partial TB. The parial TB counter ks semnoved if they are elsminaned o exit the hex. See aleo 2057 5.

I4.75 SET DOC: Unpinmed, Good Order [efasery which has not moved o fired (or directed fire) dusing thar Player Tusn (xs evidenced by placemseat of & T1 counizr
and ke declaration of their removal attempt during their MPRTIFFY) in & Location containing a Sel DC may remove that Set DIC with a sucoesalul Clearance DE at
the end of the CCPh.

ik | 24.76 ROADELOCK: Unpinned, Good Order Infastry MMC/Dozer which has sol moved or fired {or directed fine) during that Player Tom (as evidenced by
s |7 of & T1 coumer and the declangion of their remonved e fusing thei MEUTIFFS) i2 & Locarion cosminiag o roadhiock hexside mey remave thn
r chlock as Hazandous Movemem with a successfdal Cleanarce DR i the end of the CCPh (see slso 23.3).

it amtempls that same DR apain it sy add the -1 Labor Status DRM o is DR even if joined by new units. Il fails ancther DR of the same type. the Labog

counier is Nipped 1o i -2 DREM side which will thea be applicable to future stemgts. Onos carned, a Lakr counter remains in place ustil the Taik is
schazved of s MM beneath it ase eliminmed or removed from felr curvert Location. A Labor Stseus DRM is spplicable anly 1o the specific Task smempt for which e
Labor omesnes wis placed.

E‘ 248 LABOR STATUS: Any wai which fiils § Clearsnce Atzmpt (or Entrescienent or Manaandling) DR s placed beneach a Labor (-1 DEM) coumer. If
a =3

226 MOLOTOV COCKTAILS (MOL): MOL2: are available only when specified by S5R or DY'O purchase.

2261 AVAILABILITY: A MOL is not represented by a counter, but is considered an inherent SW of any Personnel unit, A MOL can be used at the option of any wspinned,
Good Onder (or Berserk) Personnel unit as a 3W in one of three ways. It cannot be used in CC.

22611 vs UNARMORED TARGETS: Any Personnel unit may make a MOL Check dr afier declaring a PBFETPBF anack but prior to reselving it, provided the attack is not
through an orchard or woods hexside (ie., a hexside shared by two archard hexes or by two connected woods hexes) JEXC: across o road hexside vs wnit on the road]. Using
a MOL in & PBF/TPBF attack entitles the firer to add four FP (o that attack, even if it occurs as part of a Final Fire or TPBF attack. The MOL 4 FP bonus is always added after
any modification of FP; i.e., it is not subject to modification. In order to have a MOL and be in position to use it, a unit must roll a 1-3 on a MOL Check dr (A). There isa +1
drm if the unit is a HS/'crew and a 42 drm if the unit is a SMC. There is also a cumulative +1 drm to the MOL Check dr (A) if it 15 being used by a CX unit, or vs a non-AFY,
A MOL Check dr can be made in neither Subsequent First Fire nor FPF, nor in both Defensive First Fire and later in Final Fire whether MOL were scually used in First Fire
or not. A unit taking a MOL Check must declare any FG it will be part of, as well as its targes, prior to making the MOL Check dr. The declared FG must immediately attack
the announced target even if the MOL Check dr is nol passed, A FO may make only one MOL Check dr per attack. A MOL Check dr counts as use of a 3W, 50 a HS/crew
which fails a MOL Check dr may not attack at all because it has exhausted its only aftack opportunity for that Player Tum (7.352-,353); this would not negate any FG
including it, however. A squad which makes a MOL Check dr may not fire any other SW and must add its inherent FP to the atteck (See Mandatory FG; 7,55), A SMC may
artack alone with a MOL without combining into a FG.

226111 There are several possible consequences 1o a MOL attack. If the Original colored dr of the IFT DR is a 6, the unit using the MOL is broken (only one unit if being
used by a FG) and both the FP of the unit and the MOL it contnibuted to the attack are voided, and a Flame is placed in the thrower's Location, The breaking of the unit does
naot vodd fts FG, I the Original colored dr of the IFT DR is a 1, a Flame is placed in the target Location, In both cases, the Flame Is placed only if the Location contains
Burnable Terrain. If the Location containing the Flame is a Fortified Building or & non-building Location subject to adverse weather, the EC drm must also be consulted to
determine if the Flame is placed. For purposes of Flame determinaton oaly, the white dr of the MOL amack DR is modified by -1 if in a Fortified Building (B23.94) or by the
appropriate EC DRM (B25.5) for adverse weather; a Flame is placed only if the Final white dr is = 1.

EX: Assome & squad sakes s MOL miack vs a8 enit in 8 woods hex dering Wet BC. The MOL asinck DR is 8 3 with a | on the colered dr. N iy, the | enlored dr would erese 5 Flamne in the wonds hex, but
because BC are Wet there is & -2 drm o the white dr for Flame Determiration parposes 50 00 Flame is placed (2 [white dr] - 2 [Wet drm) = 0 which is not s 1),

22612 vs ARMORED TARGETS: Use of a MOL against armored targets is identical to 22.611-,6111 except as follows; the AFY must be predesignated as the specific
target. If the MOL Check dr is successful, the ensuing Small Arms—MOL aack is resolved v the AFY by means of a To Kill DR on the MOL column of the C7.34 HE &
Flame To Kill Table. This same DR also serves as a Specific Collateral Artack (using both the Small Arms FP and the MOL's 4 FF) vs the AFV's Valnerable PRC, and as a
normal IFT attack (using only the Small Arms FP) vs all other non-armered units in the AFY's Location. If the MOL Check dr is nod successiul, the IFT attack {minus the
MOL 4 FP bonus) is carried out against all non-anmaned units in that Location. The AFV is tumed into a burning wreck by a To Kill DR < the AFV Final TE#, and eliminated
(with PRC Survival possibilities) by a To Kill DR equal to the Final TK#, There is no armor modification; however, the AFV's Basic TK# is modified by +2 for an OT AFY
or by +1 for a CE AFV (unlike a FT antack where bath OT and CE modifiers can apply, only one of the two can apply to a MOL anack). A MOL"s Basic TK# is reduced by
two vs a B8moving vehicle (C,8). See also C7,344. When attacking from the same hex, a MOL is assumed 10 have scored a rear hit; otherwise the Target Facing determines
the facing hit. The Rear Armer and Elevation Advantage To Kill Modifications (Cases A and B; C7.21-.22) can apply to a MOL attack vs an AFV.

22613 vs TERRAIN: Any Infantry unit with a MOL. (ascertained by making the MOL Check dr of 22.611) may add +2 to s Kindling Anempt DR (B25.11). Unlike the
oither uses of @ MOL. the user is in no jeopardy of breaking for using it to enhance his Kindling Attempt DR.

2262 LEADERSHIP: Leadership modifiers do not apply o a MOL To Kill DR, or 1o the MOL Check dr, but do apply to any FG artack containing more than four FP factors
from a MOL.
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T AERLAL: The Sightiag TC DAM wb éwail 8 o Boofion Lovatios of & Cutind Bailldiag iva =1, v oo e -:m-lnﬁnlmumdlhhﬂ..qhﬂuuxﬂ Agzial
£ vi & it i 3 Boolen Locicior of o Gotiod Buikdiag reorival & +2 TIGL evies If formfing; e TEME 4y 43 (=4 If Eartifiod vi & pon- Reafon Locision

AT INMRECT FIRE: Tafirecd Pow ve m Reooficns Locasion of o Outicd Buddirg eooeivry o o TEM (v i it Ged, Tt Fire S hading son- 5% motin s -Leve]
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1 2 (un)dm, or repair a W, Prep Fire, or perform any other form of movement or advance [EXC: £ 4327, A Climbing unit is not subject o Pinning.

weamig | [* 114 CLIMBING: Only Good Order Infantry may cross & cliff hexside. and only in the act of Climbing. A Climbing unit may not use, transfer, recover,
¢
dﬂé 41 Climbing is also used to scale buildings (23 424) or bridges (6.4).

11.41 FALLING DR: An Infantry unit must make a DR A s 9 In order 1o ascend or descend a cliff hexside during thar MPh. If a 10 or 11 Final DR is rolled, the unit may not
move from its present position during that phase even though it 1s considerad to be in the act of Climbing/descending. If a 12 or higher is rolled on the Falling DR, the unit and
any SW in s possession is eliminated. There s a cumulative +1 DRM o the Falling DR if rain, snow of any kind, or heavy winds are currently in effect. A broken/wounded
unit may not Climb, A Climbing unit may portage only its CX IPC (i.c., one less PP than its normal [PC; Ad 52),

11.42 A Climbing unit is vsing Hazardous Movement, but 2 LOS may not be drawn 1o a Climbing unit through the cliff hexside it is Climbing unbess the firer is occupying a
hex formed by that cliff hexside. All fire to @ Climbing unit must be traced to a vertex of the hexside being Climbed. The comect Climbing venex is designated by placing the
Climb counter 5o that the arrow touches the verex. [f the counter is ambiguously placed, the opponent has his chodoe of which vertex to fire at. Climbing units never recelve a
favorable TEM (even Height Advantage) but Hindrances do apply to incoming fire. Any unit that becomes broken wounded, or berserk while Climbing is eliminated, but
Climbing units need not take any type of MC that is not directly dictated by the IFT (including LLMC/LLTC). Climbing units at a level higher than the base level of the hex
ane immuné to Indirect Fire unless the attack crosses the lower-elevation hexside opposite the ¢iff when being placed in that tarpet hex. For this purpose, OBA is considered
triced from the center of the road exiting the firer's Friendly Board Edge at bex row Q. or A5/, or GGS/6 as applicable.

EM: A Climbing wnit is o6 bovel | of the JT6-T7 cliff hoxside. A martar firing into T7 will affect the Climbing unit anly if its LOF is traced theough the T7-T8 bexsida.

11.43 Climbing requires ALL of & unit's MF allotment. Infantry attempting to traverse a ¢liff hexside is placed on an appropriate (i.., equaling the unit's present height on
that cliff hexside) Climb counter on the lower side of the cliff hexside. During its MPh, if the unit successfully descends, it is placed on a Climb counter one level lower than
previously occupied. If the unit is ascending, it is placed on a Climb counter one level higher than previously occupied. Normal stacking limats apply to each level of the cliff
surface. Unpossessed equipment on a Climb counter is eliminated.

11.431 Climbing units may fire only during their AFPh and never bevond their Normal Range (although combining AFPh Fire with PBF will retum their attack 1o normeal
strength), and trace their LOS from their Climbing vertex.,

11,432 APh: Climbing may not be anempted during the APh. However, if in the MPh a Climbing unit reaches a level equal in height to its destination it may advance across
the cliff hexside if ascending (thereby eliminating the Climb counter) or, if descending, it may remove the Climb counter. A Climbing unit is never resiricted by the A4.72
APh rules for advancing into difficult terrain, but if thers wene any movement penalties in addition to Climbing (e.g., leaving an Encircled Location, Climbing in SMOKE,
¢ic.) then the unit would be pinned after advancing off the Climb counter, If scaling & building, the Climbing unit merely removes the Climb counter and substitutes the proper
building level counter.

11.433 COMMANDO: Gurkhas, or any unil specified by S5R or DY O special purchase as Commandos wre specially trained and equipped for climbing. Commundos are
prevented from Climbing a cliff hexside only on a Final Falling DR of 12 and eliminated only on a Final Falling DR = 13 (11.41).

11.434 CX: Climbing units are always considered CX while on a Climb counter, Once the Climbing unit advances off the Climb counter it is marked with a CX counter.



