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1.0 INTRODUCTION

This rules booklet contains the Standard
Rules (3rd Edition) used for all games in the
Death of Empires series. These Rules provide
the foundation for all the games of the series.
The Exclusive Rules included with each title
modify the Standard Rulesto accommodate the
unique aspects of the campaign being modelled.
The rules are generally presented in the
sequencethegameturn follows, after somekey
initial concepts have been presented.

Underlining emphasizes the importance of a
set of rules. Examples and Notesare printed in
Italics.

1.1 General Rules

This game involves a great deal of limited
intelligence, the use of inverted counters, and
so on. Players should exercise specia care to
adhere to rules that their opponents will not be
inapositionto enforcedueto lack of knowledge
(e.g., overstacks that may occur in a hex
containing units hidden from your opponent).
When playersare conscientious, these rulescan
provide a detailed working model of the
historical campaigns. When players are not
conscientious, trust and enjoyment can erode,
and the pace of the game will decrease.

1.2 Important Concepts

The use of Formationsand off-map Command
Counters are important design concepts which
players may find unfamiliar. As will be
explained below in greater detail, the term
“Formation” is used to describe aunit or set of
units which share a common attachment. (see
3.1) A unitisalways part of several formations
at different levels of attachment.

2.0 GAME EQUIPMENT
2.1 ThePlaying Pieces

The sheets of die cut counters represent the
units that took part in the campaign being
modelled. These pieces can bedividedinto three
broad categories: Troop Units, Command
Counters, and Markers.

* Troop Units: Troop units are the playing
pieces that make up the formations of the
opposing armies in a campaign. Most playing
piecesfall into thiscategory. Printed on thefront
side of a counter is information indicating the
Primary Formation the unit belongsto, itsclass,
itstypewithinitsclass, strength, mohility rating,
machine gun rating, barrage strength and other
important game information. With few
exceptions, the back side of acounter indicates
the nationality of the unit and which direction
itisfacing.

» Command Counters: ThereisaCommand
Counter for each Primary Formation. These

pieces do not represent troop units but are used
to establish the Chain of Command for each
Primary Formation, and are operated on the
Command Tracks. They represent logistical
troops and any leaders commanding the
formation not represented by a separate |eader
counter. The only time a Command Counter is
not placed on a Command Track is when a
Primary Formation is isolated; the Command
Counters of isolated Primary Formations are
flipped to their isolated side and placed on the
map. (see 7.23.C)

« Markers: Markers are used to indicate
important bits of information and provide
reminders to players about special conditions.
Each marker isdescribed in detail in therelevant
portion of the rules.

2.2 Troop Units

Troop units represent organized groups of
frontline soldiers that operate on the map or
are placed in Headquarters Holding Boxes
(HQHB) onachart. Troop unitsaredivided into
six classes: Combat Class, Artillery Class,
Headquarters Class, Supply Class, Fortress
Class, and Air Class. These classes of troop
units are explained below.

2.21 Combat Class Units: Combat Class
units represent the front line units that do most
of the fighting and dying. They are the most
numerous class of troop units. They are made
up primarily of foot soldiersor cavalry. Engineer
and Armored units, when present, also fall into
thisclass. Most Combat Class unitsare brigade
or regiment-sized.
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A. Unit Facing: All Combat Classunitshavea
specific facing. Facing is the orientation of
aunit’s counter in the hex it occupies. The
three hexsides adjacent to the top of the
counter are the unit’sfront facing, the three
hexsides adjacent to the bottom of the
counter are the unit’s flanks and rear. (see
3.2

B. Primary Formation Identifier: Printed at
the top of the counter is the unit’s Primary
Formation Identifier which designates the
unit's attachment to a Primary Formation.

This number or designation is used to
identify the unit and its relationship in the
Chain of Command. Units whose Primary
Formation is an Army have their Primary
Formationidentifier spelled outinitalicized
uppercase letters. Units whose Primary
Formation is a Corps have their Primary
Formation identifier written in Roman
numeralsand uppercaseletters. Unitswhose
Primary Formation is a division, brigade,
regiment or battalion have their Primary
Formation identifier written in Arabic
numerals and mainly lowercase letters; at
the end of the identifier is the abbreviation
“div” for division, “bd” for brigade, “rgt”
for regiment or “bn” for battalion.

C. Unit Size Indicator: Printed beneath the
Primary Formation Identifier, on top of the
Unit Type Symbol, isasymbol denoting the
unit's size. A unit’s size is one of the
following:

Supreme — XXXXXX Supreme HQ
Level 1 — XXXXX Front/Army Group
Level 2 —XXXX Army/Army Detach.
Level 3— XXX Corps

Level 4— XX Division

Level 5— X Brigade or Group

Level 6111 Regiment or Wing

Level 7—11 Battalion or Squadron
Level 8—1 Company or Battery

Brackets [ ] around any of the above
indicate that the unit’s size was historically
onelevel smaller or that the unit is made up
of a group of units one or more levels
smaller.

Example: A[11] might have been referred
to historically as a company or battery, or
it might have actually been several
independent companies or batteries.

D. Unit Type Symbol: Thissymbol, printed in
the center of the unit, identifies what type
of Combat Classunit the counter represents.
These symbols are interpreted as follows:

< - Infantry
- Mountain Infantry
- Naval Infantry

- Marine Infantry
- Machine Guns

] - Cavary

[l - Cossacks

- Combat Engineers
[&] - Armored

NOTE: In some games there may be other types
of combat class units. These would be composed of
a single dominate weapon system such as tanks,
armored carsor bicyclemounted infantry. Thesewill
have a picture or drawing of that weapon systemin
place of a unit type symbol.



2.21 Conbat dass Units

A double unit type symbol (one
superimposed on the other) indicatesthe unit
is comprised of two identical sub-units; a
triple unit type symbol indicates the unit is
comprised of three identical sub-units.
Beneath the unit type symbol may be a
mobility indicator. The presence of two
small wheels beneath the unit type symbol
indicates the unit is a wheeled unit. If the
wheelsare shaded theunitismotorized (i.e.,
infantry would become motorized infantry
if theinfantry symbol had two small shaded
wheels beneath).

E. Strength Points (SP): Printed in the lower
left corner is a number representing the
unit’s Strength Points (SP). SPs represent
thebasic combat power of theunit, itsability
to project fire against the enemy. Each SP
represents a number of troops and
equipment, depending upon thetype of unit.
(See the Exclusive Rules for a description
of what each SPrepresents) As SPsarelost
in combat thefighting ability of theunit will
decline, so SP Loss Markers are placed
beneath a unit to indicate its reduced
strength. If the printed SP valueis enclosed
by parentheses, the unit may not attack other
units and uses its SP value only when
defending.

F. Machine Gun Factor (MGF): Some
Combat Class units have a number
indicating the unit’s Machine Gun Factor.
The MGF (which is often fractional) is
found mainly on infantry units. The MGF
ismultiplied by the current SP of aunit and
added to its SP to determine its combat
strength. If enclosed by parentheses, the
MGF may only be used when defending.

G. Organic Combat Unit Indicator: Combat
Class units may have an OCU indicator
printed on them symbolizing the presence
of less than one SP of organic cavalry (C).
This indicator is printed to the left of the
Unit Type Symbol.

H. Battery Indicator: Some Combat Class
unitshavea“dot” symbol indicating the unit
hasan attached artillery battery. The Battery
Indicator is located to the left of the unit
type symbol. If present, one SP is added to
the unit’s strength in Fire combat.

|. Cadre Indicator: This indicator takes the
form of either a“+” or “-". Units without
any sort of Cadre Indicator are automatically
assumed to have one Cadre Point. A “-”
symbol means a unit does not have a Cadre
Point (CP) when eliminated. A “+” symbol
means the unit forms a double strength CP
when eliminated. The number of Cadre
Points a unit has is dependent upon the
number of unit symbols present on the
counter. Multiply the cadre strength by the
number of unit symbols to determine the
total cadre strength.

EXAMPLE: A double unit type without a
cadreindicator, signifying one cadre point,

would have a total of two cadre strength
points.

J. Mobility Rating Types(MR): Printedinthe
lower right corner of the unit counter is a
letter indicating a unit’s Mobility Rating.
Notethat thisisnot the same asamovement
allowance found in many other wargames.
MRsare used to determine how easily aunit
may traverse a hex on the map. MRs are
given below:

L Leg rating. Poorly trained soldiers
moving on foot.

| Infantry rating. Well trained soldiers
moving on foot.

D Draft rating. Horse drawn equipment
that is heavy, poorly trained, or pulled by
mediocre horses.

H Horse rating. Poorly trained soldiers
mounted on horses, or well trained horse
drawn equipment. Includes Bicycle troops.
C Cavalry rating. Well trained troops
mounted on good horses.

M Motorized rating. Troops carried by
trucks, automobiles or armored cars.

T Tracked rating. Troops carried by
tanks, half-tracks or tracked prime movers.

R Railroad rating. Equipment carried
exclusively by railroad.

2.22 Artillery Class Units: Artillery Class
units are troop units made up of guns and
howitzers, weapons that do most of thekilling
in industrialized warfare. Non-heavy artillery
unitshave aone hex range. Heavy artillery units
have a range of two hexes for Barrage Attack.
The information on artillery units is laid out
the same way as Combat Class units, except
where noted below.
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A. Unit Type Symbol: Thissymbol, printedin
the center of the unit, identifies what type
of Artillery Classunit the counter represents.
These symbols are interpreted as follows:

[ o] - Direct Fire Field Artillery

[ 2] - Direct Fire Mountain Artillery
[¢] - Indirect Fire Field Artillery
(4] - Indirect Fire Mountain Artillery
[ @] - Super Heavy Artillery

[ @ - Super Heavy Railroad Artillery
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Beneath the unit type symbol may be a
mobility indicator. The presence of two
small shaded wheels beneath the unit type
symbol indicatestheunitisamotorized unit.
The presence of one shaded wheel attached
to an non-shaded wheel indicatesthe unitis
towed.

B. Barrage Factor (BF): Artillery Class units
have anumber indicating the unit's Barrage
Factor. The BF is located to the left of the
unit type symbol. The BF is used to attack
enemy units, either by barraging
independently (BarrageAttack) or attacking
in conjunction with Combat Classunits (Fire
Attack).

C.HeavyArtillery Indicator: Heavy artillery
has a square drawn around the Barrage
Factor.

[5 - Heavy Atrtillery Indicator

D. BonusIndicator: The BF of some artillery
units may have a bonus point. The Bonus
Indicator caret (") islocated just above the
BF. Artillery Class units with a Bonus
Indicator add one to their Barrage Valuein
any combat they participate in while
expending an AP.

2.23 Headquarters (HQ) Class Units:
Headquarters Class units are troop units that
represent the HQ controlling Combat Class
units, as well as the Organic Combat Units
(OCU) they contain. All corps and army HQ
units have two Cadre Points. All divisional HQ
units have one Cadre Point.

Theinformation on these unitsislaid out the

sameway as Combat Class units, except where
noted below.
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A. Unit Type Symbol: Thissymbol, printedin
the center of theunit, identifiestheunit asa
HQ Class unit.

- Headquarters

The Unit Size Indicator printed abovethe
unit type symbol (see 2.21.C) identifiesthe
size of theformation controlled by that HQ.
(For example, XX XX denotesanarmy HQ,
XXX acorps HQ, etc.).



B. Organic Combat Unit Indicator: HQ Class
units may have an OCU Indicator printed
on them symbolizing the presence of less
than one SP of organic cavalry (C). This
indicator is printed to the right of the Unit
Type Symbol.

C. BarrageFactor (BF): HQ Classunitswith
a BF are considered to have an OCU of
artillery, which is treated exactly like
Artillery Class units, as described in
Standard Rule 2.22. The strength of the
organic artillery is equa to the SP printed
inthelower |eft of the HQ unit counter. The
Exclusive Rules will state whether this BF
is direct or indirect artillery. If the BF has
anindicator for heavy artillery, treat the SP
of the HQ Class unit as Heavy Artillery.

D. Command Control Radius (CCR): Only
HQ Classunitshave a CCR number. Thisis
printed directly beneath the HQ symbol and
enclosed by a circle to distinguish it. It is
the number of hexes the HQ may project
Command Control to its subordinate units.

2.24 Supply Class Units: Supply Classunits
are troop units that represent the supply trains
and dumps that support Combat Class Units.
Command Counters from isolated Primary
Formations (on map) are considered Supply
Classunits. Supply Classunitshavetwo unique
characteristics: 1) Supply Class units are
composed solely of Cadre Points, and have no
Strength Points and no facing, and 2) Supply
Class units that have been eliminated are
automatically returned to play during the
friendly March Segment. Main Depots are
returned in the impulse following their
elimination. Army supply unitsand corpstrain
units are returned one full game turn after
elimination (i.e. a minimum of 7 days after
elimination).

Theinformation on Supply Classunitsislaid
out the sameway as Combat Class units, except
where noted below.
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A. Unit Type Symbol: Thissymbol, printedin
the center of the unit, specifically identifies
what type of Supply Class unit the counter
is. These symbolsareinterpreted asfollows:

() §_ - Main Depot

[®] -Army Supply Unit
- Corps Train

Beneath the unit type symbol may be a

mobility indicator. The presence of two
small wheels beneath the unit type symbol

indicates the unit is a wheeled unit. If the
wheels are shaded the unit is motorized.

2.25 Fortress Class Units: Fortress Class
units are troop units that represent individual
forts or fortress complexes, well defended by
artillery and machine guns. Unlike most troop
units, Fortress Class units face equally in all
directions, they have no “flanks’ or “rear”. In
general, the information on the counter is
presented exactly like that of Combat Class
units, except where noted below.
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A. Unit Type Symbol: Thissymbol, printedin
the center of theunit, identifiestheunit asa
Fortress Class unit.

B. Barrage Factor (BF): Fortress Class units
have a BF printed to the left of their unit
type symbol. This is treated as Indirect
Artillery unless otherwise noted in the
Exclusive Rules. Some Fortress Class units
have a Heavy Artillery indicator (a box
around the BF), indicating that they have
Heavy Indirect Artillery.

C. Machine Gun Factor (MGF): Some
Fortress Class units have a number
indicating the unit's Machine Gun Factor.
The MGF is found to the right of the unit
symbol on the unit counter. The MGF
indicates the proportion of the unit’s
firepower that comes from the garrison
(personnel weapons, machine guns, etc.),
and providesabonusin combat. On Fortress
Class unitsthe MGF is always enclosed by
parentheses, indicating that it may only be
used when defending.

D. Caliber Factor (CF): Only Fortress Class
units have a CF rating. It is printed in the
lower right corner of the unit counter. The
CF symbolizes the defensive power of the
Fortress Classunit to resist BarrageAttacks
from enemy Artillery Classunits. Generally,
the higher the CF rating, the more resistant
the fortressis.

E. Supply symbol: Some Fortress Units have
a Supply symbol printed below the
fortification unit type symbol. This symbol
identifiesthefortressunit asasupply source.
(see 13.25)

2.26 Air Units: Air units are troop units that
represent the balloons, dirigiblesand the aircraft
able to perform reconnaissance and intervene

on the battlefield. Facing is irrelevant for Air
units. Air units have their own unique counter
layout as indicated below.

Front Back
THIRD AIRUNIT
USED
A__ (Perform
2020 MRC)
B C

A. Unit Type Symbol: Printed in the center of
the counter is a silhouette of the principal
typeof aircraft making up the unit. Examples
are pictured below:

Xz - Airplane Unit

=== - Dirigible Unit

9 - Balloon Unit

B. OperationsRating: Only Air units have an
Operations Rating. This number is printed
in the lower center of the Air unit and
symbolizes the unit’'s general effectiveness
at performing air operations. The higher the
rating, the more successful the air unit is
likely to be.

C. Range: Only Air units have a Range. This
number is printed in the lower right hand
corner of the Air unit. It indicates the
maximum range of the unit in hexes within
which it may conduct air operations.

2.3 Command Counters

Every Primary Formation (but not every unit)
in the game has a corresponding Command
Counter. A unique Primary Formation I dentifier
isprinted at the top of every Command Counter.
Command Counters play a dual role in the
game. The Command Counterswill usually be
found on the Command Tracks printed on the
Strategic and Army Charts, wherethey are used
to establish the Chain of Command for each
Primary Formation. Command Counters move
up and down the tracks to represent the
fluctuating Moral Level of their Primary
Formations. The only time Command Counters
are placed on the map is when the Primary
Formation they represent becomes isolated.
When placed on the map, Command Counters
are flipped to their back sides to represent the
location of the rear-area troops of the isolated
formation. When a Primary Formation is no
longer isolated, the Command Counter returns
toitsfront sideand isreturned to its Command
Track off-map.

2.31 Formation Command Counters:
Below are examples of these units

Front Back (Isolated)
23div 23div
— %o
5 3 +D




2.3 Command Counters

XI XI
A—m=== | DTy
5-3 8 +D
B c

A. Flag or Symbol of the originating
Country: Printed in the center of the
Command Counter is a Flag or Symbol of
the country, region, or state from which the
Primary Formation originates.

B. Morale Level (ML): Printed in the lower
left corner of the Command Counter is the
Primary Formation’s base ML. The ML
appliesto al the unitswith the same Primary
Formation Identifier as the Command
Counter. (Exception: Strategic, Army and
Corps Asset units — see 3.13.D) A Primary
Formation’s ML may fluctuate during the
course of the game. The ML may even
exceed the Primary Formation’s base (i.e.
printed) ML, but never by more than two.

C. Attachment Limit: All Corps-sized and
some Division-sized Primary Formations
have an Attachment Limit printed in the
lower right corner of the Command Counter.
This number represents the maximum
number and size of formations that may be
placed under the control of that Primary
Formation. A player can recognize the size
of aformation from its Primary Formation
Identifier. (see 2.21.B) Each division-sized
(div) primary formation counts as 1 (one)
towards the total Attachment Limit
permitted. Each brigade-sized (bd) primary
formation counts one-half (¥2). Each
regiment (rgt), battalion (bn), or smaller-
sized primary formation counts zero (0)
towards the total Attachment Limit
permitted. If a formation does not have a
formation size designation in its Primary
Formation Identifier it counts zero (0)
towards total Attachment Limit permitted.

EXAMPLE: A Corps has the following
formations attached: 35r div, tn ebd, tn lw
rgt and Thorn. The division (div) counts as
1, the brigade (bd) as ¥%; the regiment (rgt)
and the formation with no size designation
count as 0. The attachment total is 1%%.

D. Isolation Status: Printed on the reverse of
every Command Counter is an isolation
status marker. When the Primary Formation
is determined to be isolated, the Command
Counter is removed from the Command
Tracks and placed on the map, flip-side up.
(see 7.23.C) Command Counters on-map
have the characteristics of Supply Class
units except they may join with other units
to form a single formation. (see 2.24 &
3.13.E)

2.4 Leader Counters

Some formations (but not al) in the game
have arelated leader counter. These represent

exceptionally good or exceptionally bad leaders.
Unexceptional |leaders don’t have a leader
counter; they are assumed to be with the HQ
unit of their formation and have no effect on
play. The function of a leader counter is to
modify the Mission Order (MO) Procedure.
(Exception: Staff Officers — see 2.44) Each
leader will have one of four MOs printed on
the counter. Each leader counter has a unique
Primary Formation Identifier printed at the top
of the counter to identify his formation. If a
|leader commands an army-sized formation the
leader counter isplaced in the Commander Box
on the corresponding Army Chart. Leaders of
corps-sized formationsare placed inthe HQHB
for the corps.

2.41 Leader Counters. Below are examples
of these units.

Front Back
(Promoted or Replaced)
A
X1 FIRST
Flex +1 Hold +1
B C

A.Leader Name and Profile: In the center of
every leader counter istheleader’snameand
his likeness.

B. Mission Order (MO) Preference: Printed
in the lower left-hand corner of the leader
counter is the leader’s historical MO
Preference. If the MO given from asuperior
leader is different from the leader’s MO
preference, the leader may execute the
printed MO on his counter instead. This
creates situations where leaders disobey
their superiors, forcing their primary and
attached formations to engage in Mission
Orderscontrary toaplayer’sintentions. This
is determined during the Mission Order
procedure. (see 7.13)

C.Mission Order Modifier: Inthelower right
hand corner of the leader counter is printed
that leader’s MO Modifier. This number
provides a die roll modifier whenever the
leader attempts to execute his MO
Preference (basically a representation of
how independent he and his headquarters
staff are).

2.42 Saff Officers: Someleader countersare

Staff Officers. The specific function of each staff

officer isfound in the Exclusive Rules.

25Markers

Various Markers are used throughout the
game to indicate a particular unit’s status, or
other game functions. These are described
throughout the rules.

2.6 Strategic Chart

The Strategic Chart represents the strategic
assets of a nation in the game. The following

tracks are printed at the top of the chart: The
Rail Points Track, which is used to record the
number of Rail Pointsavailablefor moving the
unitsof anation and the number of RR Engineer
Points available for conducting RR Tasks; the
Prisoner Point Track, used to record the total
number of Prisoner Points held; and the
Replacement Points Accumulated Track, used
to record the total number of replacements
(REP) available. The Mission Requirements
Diagram on the chart indicates the hexsides on
the map used for Mission Orders (MO) given
through the MO Procedure. (see 7.13) Printed
onthe Strategic Chart are the Command Tracks
used to denote Strategic Formations directly
under the control of the Supreme Commander,
and to indicated whether the formations are in
turn attached to corps. Adjacent to the
Command Tracks are Headquarters Holding
Boxes (HQHB). The Supreme Commander has
his Leader Box printed on the chart to the left
of the Independent Strategic Formations track.
The Exclusive Rules may indicate additional
boxesfound on the Strategic Chart. Thevarious
aspects of the Strategic Chart are explained in
detail below.

NOTE: A nation’s Srategic Chart may be split in
two and the information found on two charts. (See
Exclusive Rules)

2.61 Rail Point (RP) Track: This track
records the number of RPs currently available
to a nation. RPs do not accumulate from turn
to turn. The RP Track is reduced to zero each
Strategic Phase of agameturn, after which the
current game turn’s allowance of RPsis added
to the track. Each RP allows one Brigade
Equivaent (BE) to moveoneMPinRail Mode.
There are two markers for the RP Track: one
marked Rail Points x1 and one marked Rail
Pointsx10. These markers are moved along the
track to represent individual RPs, and RPs in
increments of one and ten, respectively.

EXAMPLE: A nation has twenty-three RPs
available. The x10 marker on 2 and the x1
marker on 3. If three BE moved 7 MP during
an impulse this would total 21 RP used, and
the Rail Point Track would be reduced by 21
RP (the x10 Marker would move fromthe 2 box
to the 0 box and the x1 marker would move
from the 3 box to the 2 box).

The RPTrack also records the number of RR
Engineer Points currently availableto anation.
RR Engineer Points do not accumulate from
impulse to impulse. The RP Track is reduced
to zero each Command Phase of an impulse,
after which the current impulse's allowance of
RR Engineer Points is added to the track.

2.62 Prisoner Point (PP) Track: Thistrack
records the number of PPs that a nation has
accumulated. There are three markers placed
onthe PP Track: Prisoner Pointsx100, Prisoner
Points x10, and the Prisoner Points x1. As PPs
are accumul ated by a nation these markers are
moved up the PP Track to record the current
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2.6 Strategic Chart

total of PPs. Thisisdone at the instant that the
PP isreceived as aresult of combat. PP totals
can affect initiative, themission procedure, and
victory conditions.

2.63 Replacement Point (REP) Tracks:
These tracks record the number of REPs
available to a nation. The number of REPs a
nation receives per turn during a scenario is
listed in the exclusive rules. Each Strategic
Phase of aGame Turn the current allowance of
REPs is added to the REP Track. REPs may
accumulate from turn to turn. Each REP allows
one Strength Point to be replaced in aunit that
isin Replacement Mode. (see 9.12) There are
three possible markers for each kind of REP
available to a particular nation on the REP
Track: Replacement Points x1, Replacement
Pointsx10 and Replacement Pointsx100. These
markers are moved along the track to represent
individual REPs, REPsinincrements of ten and
REPs in increments of one hundred,
respectively. The exclusive rules indicate the
types of REP available to each nation.

EXAMPLE: A nation has twenty-three REPs
available; the x10 marker is placed on 2 and
the x1 marker on 3.

2.64 Command Tracks: The Command
Tracks have Command Counters placed upon
them to record the attachment of Primary
Formations and their current Morale Levels
(ML). Whichever numbered ML Box a
Command Counter occupies on the Command
Track indicates the current ML for all the units
of its Primary Formation (i.e. al those units
with the same Primary Formation Identifier as
the Command Counter).

Note that there are two kinds of Command
Tracks, one for Independent Strategic
Formations and several othersfor Corps-sized
Strategic Formations. Any non-Corps
Command Counter may be placed on the
Independent Strategic Formation’s Command
Track. Any Corps Command Counter can only
be placed on one of the Corps-sized Strategic
Formation Command Tracks. In either case,
Command Counters placed on the Strategic
Chart represent Strategic Formations. Primary
Formations with their Command Counters
anywhere on the Strategic Chart are considered
“Strategic Formations’. (Strategic Formations
are described in Standard Rule 3.15)

Thereisalimit to the number of Independent
Formations that may be placed upon a
Independent Formations track. This limit is
found printed in parenthesis on each chart. The
number of corps that may be placed on a
strategic chart islimited by the number of corps
tracks on the chart.

2.65 Ammo Boxes: Each Corps-sized
Command Track has an Ammo Box printed to
theleft of thetrack. EachtimeanArtillery Class
unit attached to a corps-sized formation uses
its BF in combat, an Ammo Point (AP) marker

is placed in the AP Box adjacent to the Corps
Command Track. The AP marker records the
number of APs remaining to the corps-sized
formation. The number of AP a corps-sized
formation begins with is specified in the
Exclusive Rules.

NOTE: Independent Srategic Formationsmay not
expend APs.

2.66 Headquarters Holding Boxes
(HQHB): Headquarters Holding Boxes are
printed on the Strategic Chart. There are three
types of HQHB on the chart: Division HQHB,
Corps HQHB and Supreme HQHB.

« Divisional HQ Holding Box: Thereisone
Divisiona HQ Holding Box on the Strategic
Chart. Thisbox isfor division-sized formations
with Command Counterson the Strategic Chart.
Whenever aunit is stacked with the HQ unit of
its division-sized formation the player may
remove the unit from the hex on the map
containing its HQ unit and place it in the
Divisiona HQ Holding Box on the Strategic
Chart. Onthe Strategic Chart there may bemore
than one division-sized formation with a HQ
unit; if that isthe case, place each unit fromthe
samedivision-sized formationin aseparate area
on the Divisional HQ Holding Box.

« CorpsHQ Holding Boxes: Whenever aunit
attached to acorps-sized strategic formation is
stacked with the HQ unit of that corps-sized
strategic formation, the player may removethe
unit from the hex on the map containing the
Corps HQ unit and place it in the HQHB
adjacent to the Corps' Command Track. All
units stacked in a HQHB are considered to be
one formation for purposes of stacking and
combat. A player can keep track of which units
may occupy a HQHB by examining the
Command Tracks adjacent to that HQHB. Only
units with the same Primary Formation
Identifiers asthe Command Countersfound on
the Corps Command Track may be stacked in
the corps’ HQHB. (Exception: Strategic, Army
and Corps Asset units)

EXAMPLE: ThelV Corps Command Counter
is on a Corps Command Track with the
Command Counters from the 7th and 8th
divisions. The HQHB adjacent to this Corps
Command Track could contain units with a
Primary Formation Identifier of “1V” or “7
Div" or “8 Div". These units would be
considered stacked with the IV Corps HQ unit
on the map and would be treated as one
formation.

* SupremeHQ Holding Box: A Supreme HQ
unit may have a corresponding HQHB on its
Strategic Chart. Only units with the Primary
Formation Identifier of the Supreme HQ unit
may be placed in this HQHB.

2.67 Supreme Commander Box: The
Supreme Commander’sleader counter isalways
placed on the Strategic Chart. The Supreme
Commander counter is the leader counter that

representsaplayer inthe game. Thiscounter is
the source of al Mission Orders in the MO
Procedure (see 7.13)

Designer’sNote: Inreality a Supreme Commander
may have moved all over the map, but his counter is
not present on the map at any timein the game. Some
commanders, like the French Supreme Commander
in 1914, drove constantly across the map; a complex
and lengthy set of ruleswould be needed to simulate
his physical presence, so it is abstracted instead.
The Supreme Commander’s counter is intended to
represent the functioning of the Supreme
Headquarters staff under his direction.

2.68 Mission RequirementsDiagram: This
diagram is printed on the Strategic Chart to
indicate which hexsides units of each nationality
may move through when following aparticular
Mission Order (MO).

NOTE: Some special army charts have their own
Mission Order (MO) Diagram. The formations
attached to such armies ignore the national MO
diagram found on the strategic chart and use their
army’s MO diagram.

2.7Army Charts

Each army in the game has a corresponding
Army Chart. Usually a nation will have more
than onearmy inagame. Additionally, anation
may have a number of Army Detachments.
Chartsfor these Army Detachments are treated
asif they were Army Charts.

Each Army Chart has a number of boxes
printed at the bottom, called Army Boxes. The
Army Boxes identify the army’s commander
and staff, the Mission Order the army is
executing, the supply status of thearmy’sMain
Depot, and whether the army has troops
guarding its Line Of Communications. Army
Boxesmay contain countersthat effect the units
of the formations attached to the army. It is
important to keep in mind what markersarein
an Army Box, and when to change them if
necessary.

An Army Chart contains a number of
Command Tracks. These function just like the
Command Tracks on the Strategic Chart. The
Command Tracks record which Primary
Formations are attached to the army, their MLs,
and whether they are in turn attached to corps
that are attached to the army.

The Army Chart contains a number of HQ
Holding Boxes adjacent to the Command
Tracks. These boxes function just like the HQ
Holding Boxes on the Strategic Chart. Thereis
also aDivisional HQ Holding Box; thisbox is
for division-sized formations with Command
Counters on the Army Chart.

2.71 Commander Box: The Commander
Box contains the leader counter in command
of an army. The function of aleader counter is
to modify the Mission Order (MO) Procedure.
(see 7.13)

2.72 Army Saff Box: The Army Staff Box
indicateswhich leader(s) iscurrently part of the
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2.7 Arny Charts

army’s staff. The functions of a staff officer
|leader counter arefound in the Exclusive Rules.

2.73 Mission Order (MO) Box: The MO
Box records the current MO of the army. All
scenarios indicate the MO an army begins the
scenario under. During the Mission Order
Segment of the Command Phase a player will
take MO Checks with the leader in command
of an army (the leader counter placed in the
Commander Box ontheArmy Chart). If theMO
of thearmy changes, the MO counter intheMO
Box is changed to record the new MO.

2.74 Main Depot Satus Box: The Main
Depot Status Box indicatesthe supply status of
the Main Depot of an army. The Main Depot
Status of an Army is determined in the Supply
and Command Segment of the Command
Phase. The type of rail line the Army’s Main
Depot tracesits Line of Communications (LOC)
along affects the supply status of the Main
Depot, and consequently the capabilities of that
Army. (see7.22)

2.75Lineof Communications (L OC) Box:
The Line of Communications (LOC) Box may
have units placed in it to protect the LOC. The
Exclusive Rulesmay requirethat unitsbe placed
in an army LOC Box and will specify which
units are eligible to be there. A unit may be
placed in the LOC Box if it occupies the same
hex asitsarmy’s Main Depot or Army Supply
unit at the beginning of any March Segment. A
unit may betaken from the LOC Box and placed
onto the LOC on map during any friendly March
or Counter-March Segment at the owning
player’s discretion.

Unitsin the LOC Box have a special ability.
If at any time an enemy unit moves adjacent to
any of therailroad hexes of the LOC, theowning
player may immediately place unitsinthe LOC
Box on the map anywhere along the railroad
line before the enemy unit completes its
movement.

NOTE: Players are advised to keep units in the
LOC Box of each army at all times.

A. LOC Definition: The LOC is defined as
the rail line hex occupied by an Army Supply
Unit and al contiguousrail line hexesthat |ead
from that supply unit to the hex occupied by
the Army Main Depot unit, and all contiguous
rail line hexes that lead from that depot to the
hex occupied by the Army Base Marker.

2.76 Command Tracks: Command Counters
are placed on the Command Tracks to record
both the attachment of Primary Formations to
armies and their current Morale Level (ML).
The numbered ML Box on the Command Track
occupied by aCommand Counter indicatesthe
current ML for all the units of its Primary
Formation (i.e. all those with the same Primary
Formation | dentifier asthe Command Counter).
(Exception: Strategic, Army and Corps Asset
units.)

Note that there are two kinds of Command
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Tracks, one for Independent Formations and
several othersfor Corps-sized Formations. Any
non-Corps Command Counter may be placed
on the Independent Army Formations
Command Track. Any Corps Command
Counter can only be placed on one of the Corps-
sized Army Formation Command Tracks. In
either case, Command Counters placed on the
Army Chart represent Army Formations.
Formations with their Command Counters
anywhere on an Army Chart are considered
“Army Formations”.

Thereisalimit to the number of Independent
Formations that may be placed upon a
Independent Formations track. This limit is
found printed in parenthesis on each chart. The
number of corpsthat may be placed onan army
chart is limited by the number of corps tracks
on the chart.

2.77 Ammo Boxes: The independent
Formations Command Track hasan Ammo Box
printed to the left of its track. Each time an
Artillery Class unit which is attached to a
formation with its Command Counter on the
independent formations track uses its BF in
combat, an Ammo Point (AP) marker isplaced
in the AP Box adjacent to the Independent
Formations Command Track. The AP marker
records the number of APs remaining to the
formations with Command Counters on the
Independent Formations track. The number of
APs the independent army formations begin
with is specified in the Exclusive Rules.

Each Corps-sized Command Track has an
Ammo Box printed to theleft of thetrack. Each
time an Artillery Class unit which is attached
to a corps-sized formation uses its BF in
combat, an Ammo Point (AP) marker isplaced
inthe APBox adjacent to the Corps Command
Track. The AP marker records the number of
APs remaining to the corps-sized formation.
The number of APs a corps-sized formation
beginswithisspecified in the Exclusive Rules.

2.8 Additional Player Records

Other charts used in the game in addition to
the Strategic Charts and Army Charts include
each player’s Detachment Chart and the Time
Chart.

The Detachment Chart allows a player to
record the parent (primary) formation of a
detachment and to store detachment counters
when not in play.

The Time Chart contains the four levels of
timein thegame. The Game Turn Track records
weeks (gameturns). The DaysUsed in Impulses
Track records the length of each impulse
(thereby recording the number of days each
impulse will consist of). The Phase Cycle
records the phases and segments of each
impulse. The Mutual Combat Phase Cycle
records which step of a combat phase is
currently in play. The Time Chart contains a

weather box to record the current weather
condition on the map.

e Hand-Written Records: Several rules
instruct aplayer to make note of something on
a sheet of paper, and there are times when a
player will want to make notes of their own
accord. Players are of course free to adopt any
symbology that suits them to record this
information. Most importantly Victory Points
(VP) earned from events during the game must
be recorded. Some other information players
will want to record on paper may include the
Main Depot Capabilities not available to an
army during the coming impulse, the exact
moment of aMain Depot’s elimination and the
subsequent reentry turn of that Main Depot into
the game, the M Ps expended by units moving
off-map in Rail Mode, and the reassignment of
aunit from one formation to another.

NOTE: Some scenarios begin with units detached
from their parent formations and reassigned to
different formations.

e Covering the Map in Mylar: One handy
method for recording some game information
isto cover the game map with Mylar (available
through art supply stores). An erasable marker
can be used to mark directly on the Mylar
surface.

EXAMPLE: Railheads may berecorded with
an erasable marker rather than a counter.

3.0IMPORTANT
CONCEPTS BEFORE
YOU BEGIN

There are several important conceptsto keep
inmind in order to follow the remainder of the
rules effectively. Theseinclude the concepts of
formations, facing, stacking, Zones Of Control
(Z0OC), limited intelligence, Morale Levels
(ML) and Morale Checks (MC).

3.1 Formations

All unitsbelong to a“Primary Formation” at
all times (Exception: Fortressclassunits). Every
Primary Formation consistsof oneor more units
and a Command Counter. All the units and the
Command Counter of a Primary Formation
have the same Primary Formation Identifier on
the top of their counters. The lowest level of
formation to which a unit may be attached isa
Primary Formation. Only units with the same
Primary Formation Identifier and Asset units
(see 3.13.D) may be attached to these
formations.

NOTE: In some cases a detachment made from
one Primary Formation may be attached to a
different Primary Formation.

3.11 Identifying Primary Formations: All
Primary Formationsidentified by words spelled
out in italicized capital letters are Army-sized
(or larger) formations. All Primary Formations



identified in roman numerals or abbreviations
spelled out in capital letters are corps-sized
formations. All Primary Formations identified
in Arabic numerals and primarily lower case
letters followed by the notation “div” or “bd”
or “rgt” or “bn” are considered to be smaller
than corps-sized formations. Fortress Class
units and units directly assigned to a fortress
(fortress formations) may be identified in a
unique manner. (See the Exclusive Rules)

3.12 Primary Formations and Morale
Checks: Morale Checksare alwaystaken at the
Primary Formation level. A unit’s morale level
is aways the ML of its Primary Formation's
Command Counter — or in the case of Asset
units, the ML of the Primary Formation the unit
is attached to. (see 3.13.D)

3.13 Formation Attachment: Every Primary
Formationwill haveat least onelevel of higher
attachment, and possibly two or three.

A. Strategic and Army Formations: By
placing the Command Counter of a Primary
Formation on an Army Chart or the Strategic
Chart, that formation is attached to the
formation represented by that chart. If aPrimary
Formation’s Command Counter is on an Army
Chart, the formation is considered an Army
formation. If aPrimary Formation’s Command
Counter isonthe Strategic Chart, theformation
is considered a Strategic formation. Strategic
and Army formations have special
characteristics according to their attachment.
These characteristicsare explained in Standard
Rules 3.15 and 3.16 below.

NOTE: The Command Counter for the Supreme
Headquarters must always be placed on the Srategic
Chart and the Command Counter for each army must
always be placed on that army’s chart. These
Command Counters are the exception to the rule
that every Primary Formation has at least one level
of higher attachment.

B. Corps Formations: Primary Formations
which are corps-sized may only place their
Command Counters on Corps Command
Tracks; they may not be placed on an
Independent Formation Command Track. No
more than one Corps Command Counter may
be on a single Corps Command Track at the
same time. Corps Command Counters have an
Attachment Limit (printed on the counter)
alowing some number of Primary Formations
that are smaller than corps-size to be attached
to acorps. Attachment to the corpsis recorded
by placing the Command Counter of thesmaller
formation on a Corps Command Track. (Thus
Primary Formations which are smaller than
corps-size, when attached to a corps-sized
formation, havetwo levelsof higher attachment:
the corps-sized formation and the army-sized
formation or the Supreme Headquarters.) If a
Primary Formation’s Command Counter is
placed on aCorps Command Track the Primary
Formation is considered a Corps formation.
Corps formations have specia characteristics
due to this placement. (see 3.17)

C.Division Formations: Primary Formations
that are smaller than division-size may in some
casesbeattached to adivision. Thisisrecorded
by placing the Command Counter of the smaller
formation under the division’s Command
Counter. Thus Primary Formations attached to
adivision-sized formation may havethreelevels
of higher attachment: the division-sized
formation, the corps-sized formation, and the
army-sized formation or the Supreme
Headquarters.

D. Strategic, Army and Cor psAsset Units:
All Combat Classand Artillery Class unitsthat
bear the Primary Formation Identifier of either
the Supreme Headquarters, an Army, or aCorps
are “Asset Units”. Such units that bear the
Primary Formation Identifier of the Supreme
Headquarters are “ Strategic Asset” units. (The
Exclusive Rulesfor each gamewill identify the
acronym(s) for a nation’s Supreme
Headquarters.) Units which bear the Primary
Formation Identifier of an army or a corps are
“Army Asset” or “Corps Asset” units,
respectively. These “Asset” units have special
characteristics.

EXAMPLE: Any German unitwitha“ OBO”
Primary Formation Identifier is considered to
be a Srategic Asset unit, any unit with a
“EIGHTH” Primary Formation ldentifier is
considered to be a Eighth Army Asset unit, and
any unit with a “1” Primary Formation
Identifier is considered to be a | Corps Asset
unit.

Characteristics: Asset units have their
formation attachment and ML determined by
the units they are stacked with. When stacked
inthe same hex asthe HQ unit bearing the same
Primary Formationidentifier they will havethe
ML of that HQ's Command Counter. An Asset
unit which is not stacked with the HQ unit
bearing the same Primary Formation identifier
isconsidered attached either to theformation it
is currently stacked with or the Corps or
Division-sized formation’sHQ unit it isclosest
to on the map. (The friendly player decidesin
case of atie.)

NOTE: HQ Class, Supply Class and Air units are
not considered “ Asset Units’ . They do not share the
characteristics of Asset units. HQ Class units have
their ML determined by their Primary Formation
Command Counter.

E. Supply Class Units: Supply Class units
may never join with any other unitsto form a
single formation for purposes of combat or
stacking. This means each supply class unit is
considered a formation unto itself in all
situations.

F. Fortressunits. Fortressunitsmay only be
included in a higher formation during combat.
Inthiscaseafortressunit may only beincluded
inaformation with units Posted toiit. (see 13.23)

3.14 Determining For mationsfor Combat
and Stacking: Thelowest level of formationis
theindividual unit. Anindividual unitisaways

apart of aPrimary Formation but may constitute
an independent formation in some
circumstances. If aunit is not stacked with the
other units of its Primary Formation, or if it is
facinginadifferent direction, itisconsidered a
separate formation for purposes of combat and
stacking.

The next higher level of formation is the
Primary Formation. Primary Formationsarethe
lowest level multiunit formations. Units
attached to a Primary Formation, if stacked
together and facing in the same direction, are
always considered to be part of the same
formation for purposes of Combat and Stacking.

Thenext level of formation isthe corps-sized
formation. Division-sized or smaller Primary
Formations can be attached to a corps-sized
formation, up to the attachment limit printed
onthe Corps Command Counter. For purposes
of combat and stacking, Corps-sized formations
are the largest multiunit formations possible.
Units belonging to a Corps-sized Formation, if
stacked together and facing in the same
direction, are considered to be part of the same
formation for purposes of Combat and Stacking.
(Exception: Road Mode - see 3.31.B)

NOTE: The Exclusive Rules may allow some
division-sized formations to attach smaller
formations to themselves. This multiunit formation
would fall between the smallest multiunit formation
(Primary Formations) and the largest multiunit
formation (corps-sized formations).

3.15 Strategic Formation Characteristics:
Strategic Formations, those Primary Formations
with their Command Counters on the Command
Tracks of the Strategic Chart, receive the
following benefits and restrictions:

e Supply and Replacements: Units of
Strategic Formations are always in supply if
they are within their supply range of any
friendly operational railroad line. (see 7.23.A)
Strategic Formations may not receive
Replacement Points (even when in Replacement
Mode) and they may not replace Ammunition
Points.

NOTE: Corps-sized strategic formations may
expend APs but may not replace them.

« Command Control: Units of Strategic
Formations do not have to be within Command
Control Radius of the Supreme Headquarters
unit. However units of Corps-sized Strategic
Formations (those with their Command
Counters on a Corps Formation Track) must
stay within the CCR of the corps’ HQ Class
unit. (see 3.17.B)

Unitsof Independent Army Formations (those
with their Command Counters on the
Independent Formations Track) which are
attached to division-sized formations with an
HQ class unit, need only stay within the CCR
of the division’s HQ Class unit. Units of those
Independent Army Formations which are
division-sized or smaller and have no HQ class
unit must be on or adjacent to all other units of
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3.15 Strategic Formati on Charac-

the division-sized formation to bein Command
Control. (see 7.24)

* Mission Orders: Strategic Formations can
only be given the Hold MO by the Supreme
Commander. The actual MO units of Strategic
Formations must follow will be determined by
the Mission Order procedure. (see 7.13)

» Combat: Independent strategic formations
are prohibited from expending APs.

A.TheSupremeHQ Unit: The Supreme HQ
unit, and any unitsin the Supreme HQ holding
box, may not join with any other Primary
Formationsfor purposes of combat or stacking.

3.16 Army Formation Characteristics:
Army Formations, those Primary Formations
with their Command Counters on the Command
Tracksof anArmy Chart, receive thefollowing
benefits and restrictions:

* Supply and Replacements: Unitsof Army
Formationsareonly insupply if they arewithin
their supply range of a supply source. (see
7.23.A) Army Formations may use the army
supply units of their army for supply purposes.
Army Formations may receive Replacement
Points when in Replacement Mode and may
replace Ammunition Points (unlike Strategic
Formations).

e Command Control: Units of Corps-sized
Army Formations (those with their Command
Counters on a Corps Formation Track) need
only stay within the CCR of the corps’ HQ Class
unit; However the Corps’ HQ Class unit must
aways stay within the CCR of the Army HQ
Class unit.

Unitsof Independent Army Formations (those
with their Command Counters on the
Independent Formations Track) which are
attached to division-sized formations with an
HQ class unit, need only stay within the CCR
of the division’s HQ Class unit; however, the
Division's HQ Class unit must always stay
within the CCR of the Army HQ Class unit.
Units of Independent Army Formations which
are division-sized or smaller and have no HQ
class unit must, in addition to being within the
CCR of the Army’s HQ unit, be on or adjacent
todll other unitsof thedivision-sized formation
to be in Command Control. (see 7.24)

* Mission Orders: Army Formations may be
givenany MO by the Supreme commander. The
actual MO which units of Army Formations
must follow will be determined by the Mission
Order procedure. (see 7.13)

e Army Headquarters Holding Box
(HQHB): An Army HQ unit does not function
like a Corps HQ unit in terms of placing units
from an attached formation in its HQHB. The
only units an Army HQ unit may place in its
HQHB are strategic and army asset units (i.e.
those unitswith a Primary Formation I dentifier
of an Army HQ unit or the Supreme HQ unit)
and air units.
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A.Army HQ Units: Army HQ units, and any
units in the HQ's holding box, may not join
with any other Primary Formationsfor purposes
of combat or stacking.

3.17 Corps Formation Characteristics:
Corps Formations, those Primary Formations
with their Command Counters on a Corps
Command Track, receive thefollowing benefits
and restrictions:

e Supply: Units in Corps-sized Formations
areonly insupply if they arewithintheir supply
range of asupply source. Corps Formationsmay
usethe corpstrain unitsof their corpsfor supply
purposes.

« Command Control: Units of Corps
Formations (those with their Command
Counters on a Corps Formation Track) which
are attached to division-sized formations with
anHQ classunit, need only stay withinthe CCR
of the division's HQ Class unit; However the
Division’s HQ Class unit must always stay
within the CCR of the Corps HQ Class unit.
Units of Corps Formationswhich are division-
sized or smaller and which have no HQ class
unit must always stay within the CCR of the
Corps HQ Class unit and be on or adjacent to
all other units of the division-sized formation
to be in Command Control. (see 7.24)

A. Corps Headquarters Holding Boxes
(HQHB): A unique property of a Corps HQ
unit isits ability to place any units of attached
formations and asset units in its Headquarters
Holding Box (HQHB). All unitsin the HQHB
are considered stacked in the same hex as the
Corps HQ unit and are considered to be one
formation for stacking and combat purposes.
Only asset units and units of Primary
Formations which have their Command
Counters on the Corps Command Track may
be placed in a Corps HQHB. Thusa Corps HQ
unit could have as many unitsof division-sized
(or smaller) primary formations stacked with it
as have their Command Counters on the
Command Track of the corps. This number is
subject to thelimitations of the attachment limit
printed on the Corps Command Counter. (see
2.32)

EXAMPLE: If a Corps HQ unit's Command
Counter has an Attachment Limit of 3, then up
to three division-sized formations can place
their Command Counters on the same
Command Track as the Corps Command
Counter. The units of these formations can all
stack with the Corps HQ unit and be placed in
its HQHB. All these units are now considered
to be one formation for purposes of stacking
and combat.

3.18 Division Formation Characteristics:
Most division-sized formations have no HQ
unit. Divisions with Headquarters Class units
allow players to use the Divisional HQHB on
the Strategic and Army Charts.

e Supply: How a unit of a division-sized

formation determines supply is based on the
formation’s higher attachment. (See Standard
Rules 3.13 - 3.17)

e« Command Control: Units attached to
division-sized formationswith an HQ class unit
must always stay within the Command Control
Radius of the Division's HQ Class unit. Units
of division-sized formations, or smaller, which
have no HQ class unit, must be stacked with or
adjacent to al other units of the formation to
be in Command Control. (see 7.24)

A. Divisional Headquarter sHolding Boxes:
If adivision-sized formation hasaHQ unit, and
a unit from that formation is stacked with the
HQ unit, the unit may be placed in the
Divisional HQHB found on the Strategic and
Army Charts. The placement of units in the
Divisional HQHB indicates the unit is stacked
with the HQ unit of that formation. If aunitis
stacked with a divisional HQ and a corps HQ
simultaneously, place the unit in the Corps
HQHB (place the divisional HQ unit in the
Corps HQHB also).

3.19 Air Units and Formations: Air units
must be placed in the HQHB of the HQ unit
they are attached to. (Air units are described in
Standard Rule 8.8)

3.2 Unit Facing

Facing is the orientation of a unit’s counter
inthehex it occupies. Every counter hasitstop
edgeindicated by theway the counter is printed;
when the unit is revealed the top edge of the
counter indicates the unit’s facing. Each unit
should be oriented so that the top of the counter
is facing a hexside. This hexside and the two
hexsides on either side are the unit’s frontal
hexsides. The two hexsides located directly
behind these hexsides are the unit’s flank
hexsides. The remaining hexside, facing the
bottom of the unit counter, is the rear hexside.

3.21 How Facing is Changed: During the
March and Counter-March Segments a player
may reorient thefacing of any of hisunits. This
may occur anytime during a unit's movement.
The only other times a player may reorient the
facing of hisunits are asfollows:

* During an opponent’s March or Counter-
March Segment your opponent may move one
of his unitsfrom a hex adjacent to one of your
non-phasing units to another hex adjacent to
that non-phasing unit. At this time you may



changethefacing of that non-phasing unit. (see
3.45.A)

» During an opponent’s March or Counter-
March Segment a non-phasing cavalry unit
which conducts Cavalry Reaction Movement
may reorient its facing. (see 3.46)

* During the Mutual Combat Phase a player
may reorient aunit’s facing if it isincluded in
the attacker combat option of Pursue or the
defender combat option of Withdraw Before
Combat. (see 10.32.C and 10.33.A)

* During the Mutual Combat Phase a player
may reorient the facing of aunitin Road Mode
that is subjected to a Fire Attack.

* During the Mutual Combat Phase a player
may reorient the facing of a unit that suffered
the Loss Result (LR) of Defender Retreats or
that successfully conducted a Pursuit after Fire
Combat. Note that an attacking unit that fails
its pursuit Morale Check cannot conduct a
pursuit, and therefore may not reorient its
facing. (see 10.36.C)

3.22 Facing and Combat: A Unit may only
attack enemy units adjacent to one of its three
frontal hexsides. However, Units may be
attacked through any hexside. Units that are
attacked through their flank or rear hexsides
have the combat modified against them. (see
10.24.A) A Combat Marker placed on a unit
must be placed so that both the top of the unit
counter and the arrow on the Combat Marker
are aligned.

3.23 Facing and Formations: All the units
of aformation must face in the same direction
withinahex. If thereismorethan oneformation
in a hex the formations may face in different
directions, but there cannot be more than two
facingsin ahex.

EXAMPLE: Using thefacing diagramabove,
if one Formation in a hex were facing in the
direction shown in the example, it would be
possible to have another formation facing in
the opposite direction. Thus, if the hex is
attacked, it will have all-around facing,
although only one formation could defend
against a given attack without penalty (the
formation whose frontal hexsides is being
attacked).

NOTE: Two units bearing the same Primary
Formation Identifier may be stacked in a hex facing
in two different directions. In this case the two units
are considered two separate formations for stacking
and combat purposeswith all therelated effects. (see
3.14)

3.24 Units with No Facing: Supply Class
units, Unitsin Road Mode, and Entrained units
(i.e. unitsin Rall Mode) have no facing.

3.3 Stacking

More than one unit may occupy a hex in a
process known as stacking. The maximum
number of unitsthat may be placed in ahex is
determined by the criteria listed below. |ssues

related to Formations and Stacking may be
found in Standard Rule 3.14. A unit may not
voluntarily enter a hex which would create an
overstack situation. Stacking limitationsarein
effect at al times, including movement.

NOTE: A player must take care not to exceed
stacking limitations while moving his units.

3.31 Stacking Limitations: A player can
choose to adopt one of two possible criteriafor
stackinginahex: 1) al theunitsof two different
formationsin ahex, or 2) unitsfrom more than
two different formationsin ahex, but not more
than six (6) Brigade Equivalents (BE) total for
the hex.

A. Stacking Criteria: The friendly player
always chooseswhich criteriato apply to ahex:
two formations or six BEs. These limitations
arein effect at all times.

B. Road Mode and Sacking: A formation
moving in Road Mode may not be larger than
one division-sized primary formation or 4 BE
(whichever islarger). Unitsin Road Mode may
move through a hex which is occupied by a
second formation also in Road Mode but may
not end its movement in that hex unless: 1) the
two formations consist of four or less BES, or
2) the second formation in road mode moves
from the hex before the end of that Segment.

NOTE: Units of a formation in Road Mode may
end their movement stacked with units of a second
formation which is not in road mode subject to the
limitations in 3.31 above.

C. Fortresses and Stacking: Fortress Class
units do not count toward stacking limits.

D. Entrained Units: Entrained units, with the
exception of Main Depot and Army Supply
units, do not count toward stacking limits. (see
8.52)

E. Embarked Units: Embarked units (i.e.
units in Naval Mode) do not count toward
stacking limits.

F. Enemy Units: Friendly units can never
enter hexes containing enemy ground units.
EXCEPTION: Enemy fortress class units
stacked alonein ahex. (see 13.21.B)

3.32 Brigade Equivalents (BEs): A BE is
determined by the size and type of unit. Certain
unitsin the game have adouble-sized or triple-
sized Unit Type indicator on the counter; these
units count as two or three of the type and size
indicated on the counter. Thus a unit with a
double-sized Unit Typeindicator for aninfantry
brigade would count as two infantry BES. The
BE equivalents for various sized units are
defined below:

Company (1) zero BE
Battalion (1) 14 BE
Regiment (111) 12 BE
Brigade (X) 1BE
Division- or Brigade-sized HQ 1 BE
Supreme command HQ 1BE
Corps Train unit 1BE
Double brigade unit 2BE

Army- or Corps-sized HQ 2BE
Triple brigade unit 3BE
Army Supply unit 3BE
Main Depot 4BE

Itisimportant when counting BEsto consider
only the Unit Size symbol printed on the
counter, not the size of the formation the unit
belongs to.

A. Detachmentsand Brigade Equivalents:
BE equivalentsfor detachments are counted in
the following manner:

1 SP Detachment 1/4 BE
2 SP Detachment 1/2 BE
3 SP Detachment 1BE

Detachmentsover 3SPinsizecount as1BE.

3.33 Sacking during Combat: A player can
adopt one of two criteria for stacking during
combat, either all the units of one formation in
a hex participate in the combat, or units from
more than one formation in a hex participate,
but not more than two BEs.

e First Combat Sacking Criterion: If the
first criterion is chosen, no more than one
formation may defend in, or attack out of, a
hex. Thiscriterionisselected if aplayer wishes
to utilize all the BEs of a formation in the
combat.

NOTE: Thisistypically chosen if a player wishes
touseall the BEsof a corpswith attached formations
as one formation.

» Second Combat Stacking Criterion: If the
second criterionischosen, unitsfrom morethan
one formation may defend in, or attack out of,
ahex. However, the maximum that may do so
istwo BEs.

EXAMPLE: A player chooses the First
Combat Stacking Criterion, having one
formationin a hex participatein combat. There
isan infantry corpswith two infantry divisions
attached in the hex. Adding the BEs of the corps
goes as follows: Thereis a Corps HQ unit (2
BEs), two cavalry regiments belonging to the
two divisions (1 BE total), four infantry
brigades belonging to the two divisions (4 BEs
total), and two artillery brigades belonging to
thetwo divisions (2 BEstotal), for agrand total
of 9 BEsinthecorps(2+ 1+ 4+ 2= 09).
These would count as one formation, provided
the divisions have been either placed in the
HQHB of the Corps HQ unit or are all facing
the same direction while stacked on the map.

If aplayer choosesinstead to use the Second
Combat Sacking Criterion, having units from
more than one formation in a hex participate
in the combat, he could include a unit in the
hex that did not belong to the corps in this
example. However, the BE total that could
attack from or defend in the hex in this case
would bejust two BE (compared to 9 BEsif the
corps is used). Obviously, players will opt
whenever possibleto use corpsformationsthat
have divisions attached.
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3.33 Stacking during Conbat

A. Defender Multiple Facings Exception:
An exception to the First and Second Combat
Stacking Criteria above may occur if a
defending hex containstwo different formations
facing in different directions. If these two
formations are attacked from at least two
different hexes and 1) both defending
formations are being attacked in the flank or
rear by at least one of the attacking forces (but
not by the same attacking force) and 2) both
defending formations are being attacked in the
front by at least one of the attacking forces (but
not by the same attacking force).

Procedure: When the attacker announces a
fire attack upon a hex which qualifies for the
Defender Multiple Facings Exception, the
defender must chooseto 1) defend the hex using
the First or Second Combat Stacking Criteria,
accepting the penalty of being attacked in flank
or rear, or 2) invoke the Multiple Facing
Exception to fight two separate combats, with
neither being treated as a flank attack. If two
combats are chosen then the attacker must
resolve them both before resolving any other
combats. If the first fire attack completely
eliminates the defender but the other units in
the hex do not retreat, the second attack is
considered an attack in flank or rear.

NOTE: When combat is resolved as two separate
attacks, the defender runs the risk of having units
with a different facing being adversely affected by
the results of a combat resolved against another
formation in the hex. (see 3.33.D)

B. Units in Excess of Combat Stacking:
When a hex is involved in Fire Combat there
may be unitsin the hex that are in excess of the
combat stacking limit. Excess units are subject
to all retreat loss results (LRs) and all excess
LRs. Excesslossresults occur if the defending
unit(s) in the hex is completely eliminated and
there are LRs called for that remain un-
allocated.

3.34 Sacking, Road M ode and M ovement
Costs: For units moving in Road Mode, the
Movement Point cost to enter a hex is affected
if the hex aready contains friendly units. For
each friendly BE in a hex add one-half MP to
the cost of entering that hex. (l.e. it costs an
additional one-half (¥2) MP to enter a hex per
BE aready there.) Combat, artillery, and HQ
class units with the same Primary Formation
Identifier printed at the top of the counter may
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enter ahex containing another part of the same
Primary Formation without paying extra MPs.

For purposes of this rule round down any
fractions remaining after determining the total
of al BEsinahex. (E.g. 1%2=1BE.)

FIRST EXAMPLE: The5th Infantry division,
which includes a double-brigade infantry unit
(2 BE), a cavalry regiment (%2 BE), and an
artillery brigade (1 BE), plusthe VIl CorpsHQ
unit (2 BE) are stacked in a clear terrain hex.
This makes a total of 5%2 BEs in the hex,
rounded down to 5 BEs. The 6th Infantry
division, isabout to enter the hexin Road Mode.
To do so the 6th Infantry division would pay
two and one-half movement points (%2 x 5) for
the other unitsalready in the hex, plusone MP
for the clear terrain, for a total of three and
one-half MPs.

SECOND EXAMPLE: The artillery brigade
of the 5th Infantry division is stacked alone in
a hex. The 5th Infantry division's double-
brigade infantry unit is about to enter the hex
in Road Mode. The double-brigadeinfantry unit
could do so with no extra MP cost, as the
artillery brigade bears the same Primary
Formation Identifier.

3.35 Overstacking: Any timetherearemore
units in a hex than is allowed by the stacking
limitations, an overstack results. Overstacks
may only occur during retreat after combat when
retreating to avoid an enemy ZOC. When this
occurs, unitsmust be displaced. Sufficient units
must be displaced one hex so that stacking
limitationsare nolonger exceeded. If the excess
units cannot be displaced, they are eliminated.
Thefriendly player determineswhich unitsare
to be eliminated.

IMPORTANT: Overstacksarenot allowed at
any time except when retreating after combat
and then only if to avoid a hex in an enemy
Z0OC which is not occupied by friendly units.

3.36 Reinforcements and Sacking: Units
arriving as reinforcements may appear in their
designated entry hex inviolation of the stacking
rules, but must be moved to conform with the
stacking requirements during their Movement
Phase.

3.4 Zones of Control (ZOC)

The hex a unit occupies and the six hexes
immediately surrounding it constitute the unit’s
Zone of Control (ZOC). A ZOC may affect
supply, command control, movement and
combat.

3.41 Which Units Project ZOC: Combat
Class and Fortress Class units project a ZOC
into the six surrounding hexes. Unitswhich do
not project a ZOC into the six surrounding
hexes are: Combat Class units with only one
(2) SP, Artillery Classunits, Supply Classunits,
and HQ class units. All units, except dummy
units, exert a ZOC into the hex they occupy.
Dummy units do not exert a ZOC, even into
the hex they occupy.

3.42 Terrain and ZOC: A unit’s ZOC
extendsinto any hex it could enter in Deployed
Mode. ZOC do not extend into hexes containing
enemy Fortress Classunits, or across Permanent
Entrenchment hexsides if the hex is occupied
by an enemy unit. ZOC do not extend over
Major and Grand River hexsides.

3.43 ZOC and Supply: The presence of an
enemy ZOC in a hex prohibits supply from
being traced through that hex. Friendly units
negate the presence of enemy ZOC in a hex
when tracing supply.

3.44 ZOC and Command Control: The
presence of an enemy ZOC does not block the
tracing of Command Control from an HQ unit
to a subordinate unit.

Designer’s Note: This is because of the use of
messengers, carrier pigeons, and radios in
establishing Command Control over units.

3.45 ZOC and Movement: It costs +1 MP
to enter or leave an enemy ZOC. It costs +1
MP to move from one enemy ZOC to another.
These effects are cumulative. These costs are
in addition to any terrain costs for movement.
Units in Road Mode cannot move from one
enemy ZOC to another enemy ZOC. Friendly
units, with the exception of Fortress Classunits,
do not negate the presence of enemy ZOCina
hex during movement. For purposes of
movement, Fortress Class units negate the
presence of enemy ZOC in the hex occupied
by the fortress unit.

EXCEPTION: If aunit|leavesan enemy ZOC
at thebeginning of itsown March Segment (not
Counter-March Segment) and does not move
directly into another enemy ZOC, there is no
extraMP cost to leave the enemy ZOC.

EXAMPLE: A unit moving from one hex in
an enemy ZOC directly into another hex in an
enemy ZOC would pay +3MPs. +1 MPtoleave
theenemy ZOC, +1 MP to enter an enemy ZOC,
and +1 MP to move directly from an enemy
ZOC to another enemy ZOC. Terrain costs
would be additional.

A.Non-Phasing UnitsReaction: If aphasing
unit movesfrom the ZOC of anon-phasing unit
to another ZOC of the same non-phasing unit,
that non-phasing unit may change its facing.

3.46 ZOC and Cavalry Reaction
Movement: During a friendly March or
Counter-March segment enemy Cavalry units
in deployed mode may exercise the option of
“Cavalry Reaction Movement”. All Combat,



Artillery and HQ Class units which are part of
a Cavalry Primary Formation and have a
Mobility Rating of M, C, or H are €eligible
to perform Cavalry Reaction Movement.

If an enemy unit moves from a hex adjacent
to a unit eligible for Cavalry Reaction
Movement into another hex adjacent to that
unit, and/or any other friendly unit, the eligible
unit may immediately move one hex or simply
change its facing. The Cavalry Reaction unit
may not enter the hex the enemy unit has
vacated. All units performing Cavalry Reaction
Movement may reorient their facing in the
newly occupied hex. A unit which moves by
Cavalry Reaction must remove a regular
Combat Marker, or flip an intensive Combat
Marker, if either have been placed uponiit. If a
unit eligiblefor Cavalry Reaction hasits counter
in a Holding Box on an Army Chart or the
Strategic Chart, simply place the counter on the
map.

Restrictions: Units in Road Mode may not
perform Cavalry Reaction Movement. Units
may not move by Cavalry Reaction into an
enemy ZOC other than the ZOC of the unit
which triggered the move. Friendly unitsin a
hex negate the presence of an enemy ZOC for
purposes of this rule. A reaction move which
causes an Overstack is prohibited.

NOTE: Cavalry Reaction Movement is the only
time non-phasing units may voluntarily move during
the Movement Phase. Non-phasing units may be
eligible to change facing. (see 3.45.A)

3.47Z0C and Withdrawal before Combat:
During the Mutual Combat Phase some
defending unitsmay exercise the combat option
of Withdrawal before Combat. (see 10.33.A)
Units may not Withdraw Before Combat into
an enemy ZOC. Friendly unitsin ahex negate
the presence of an enemy ZOC for purposes of
this rule. Before a unit withdraws into a hex
adjacent to an inverted enemy unit (i.e., a
concealed unit), the owning player must be
asked if the unit exertsaZOC.

3.48 ZOC and Retreat after Combat:
During the Mutual Combat Phase, units may
retreat asaresult of combat or failed MCs. The
presence of friendly unitsin ahex retreated into
negates the influence of enemy ZOC. If aunit
retreatsinto ahex adjacent to an inverted enemy
unit, it must first enter the hex, then the owning
player must declare whether it exertsa ZOC.

A. Effectsof Retreatingthrough an Enemy
ZOC: When a unit retreats into a hex in an
enemy ZOC that is unoccupied by a friendly
unitthe ML of its Primary Formationisreduced
to one. If the retreat includes two unoccupied
hexesin enemy ZOC the Primary Formation’s
ML is reduced to one, all SPs are eliminated,
and the unitisreduced toitscadre strength. If a
unit retreats into three or more unoccupied
hexes in enemy ZOC, all its SPs and CPs are
eliminated. SPs and CPs eliminated while

retreating through enemy ZOC are counted as
Prisoner Points for the opposing player.

3.49 Optional ZOC: The owning player may
choose not to exert a ZOC into a hex not
occupied by a friendly unit. The exertion of
Z0OC into hexes not occupied by friendly units
isoptiona. In effect, ZOC may be withheld to
confuse the opposing player.

3.5Limited Intelligence

A player cannot examine the contents of an
enemy-occupied hex, except when successfully
conducting reconnaissance or initiating a Fire
Attack against the hex. Normally, aplayer may
only see the back of the top counter in a hex,
which indicates nothing more than the
nationality of the unit and the direction it is
facing. Unless a player has conducted a
successful reconnaissance or initiated a Fire
Attack against a hex, he may not lift up, turn
over, or in any way expose the nature of a unit
in any enemy hex.

3.6 MoraleLevels(MLs) and
Morale Checks (M Cs)

Morale is an important aspect of a unit's
composition. Each unit belongs to a Primary
Formation, and each Primary Formation has a
Command Counter with aMorale Level (ML)
printed onit. The ML printed on the Command
Counter of the Primary Formation is the base
ML of the units in the formation. As the ML
increases or decreases, the Command Counter
is moved along a Command Track to indicate
the current ML of the Formation.

The act of testing aunit’'s moraleis called a
Morale Check (MC). In order to make a MC,
the ML of the unit's Primary Formation is
referred to. The procedure for making a MC,
and the situations where this is necessary, are
listed in Standard Rule 11.2.

Note: Sometimes a failed MC results in a Loss

Result, sometimes it only means a unit(s) cannot
perform an intended action.

3.7 Controlled Hexes

Any hex that was|ast occupied by forces of a
specific player is defined as being controlled
by that specific player. Any hex that is
completely behind the* Front Line” of aspecific
player isalso controlled by that specific player.

3.8 Railroad (RR) Lines

RR lines may be found in three states:
“Operational”, “Neutral” or “Damaged”.
Friendly controlled RR lines which are
operational aretermed “ Friendly Operational”.
Enemy controlled RR lines which are
operational are termed “Enemy Operational”.
All other RR lines are either Neutral or
Damaged. A player may utilize only “Friendly

Operational” RR linesto trace supply and/or to
move units in rail mode. Players should use
Railhead markers to indicate the furthest
advance of “Friendly Operationa” RR line
hexes.

Enemy operational RR linesmay be changed
to Neutral by any friendly combat classunit. A
friendly unit which passes through or stops
upon an Enemy Operational RR line hex
changesthe state of therailroad lineto neutral.
(Railroad lines are changed from Friendly to
Neutral by the presence of an enemy unitinthe
RR line's hex.)

NOTE: Railroad linesin friendly controlled hexes
are not automatically friendly operational RR lines.
In most cases there will be stretches of track that is
not operational for either side (i.e. neutral).

Neutral RR lines may be “Prepared” into
Friendly Operational RR lines. In addition, RR
lines may be Damaged or Repaired. These RR
Tasks are explained in Standard Rule 8.13.

4.0 SEQUENCE OF PLAY

Each game is resolved in a series of turns,
called game turns. Each turn represents one
week of real time. A turn consists of a Weekly
Interphase followed by a variable number of
impulses. The number of impulsesin each game
turn, which can range from one to seven, is
determined by the player who hastheinitiative.
When all impulses in a game turn have been
completed the turn is over, and the players
proceed to the next turn, repeating the process.

During the 1st player’s Phases of animpulse,
the 1st Player isreferred to asthe phasing Player
and the 2nd Player is referred to as the non-
phasing Player. During the 2nd Player’s Phases
of animpulsetheserolesarereversed. All action
within a game turn is conducted within the
following sequence of play; the order of the
phases, segments and steps may not be altered
by the players.

4.1 Weekly Interphase (at the
beginning of each gameturn)

TheWeekly Interphase consists of aStrategic
Phase followed by the Impulse Determination
Phase.

e The Strategic Phase: This phase is
conducted simultaneously by both players. The
Rail Point (RP) total for both sides is reduced
to zero on the RP Track, then the new weekly
allotment of RPs is added. All eligible units
currently in Entrenchment Mode may attempt
to construct Permanent Entrenchments and
enter Permanent Entrenchment Mode.
Replacement points (REPs) are recorded.

« Impulse Deter mination Phase: Theplayer
with the initiative is determined, according to
the provisions in the Exclusive Rules. The
player with the initiative announces how many
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4.1 Weekly Interphase

impulses there will be in the game turn, and
how many days each impulse will consist of.
Thisis done once per turn during this phase.

4.2 Each Impulse

Each impulse is broken down into four
phases: the Command Phase, where supply and
Command Control are determined; the
Movement Phase, wherethe phasing player may
move his units; the Counter-Movement Phase,
where the non-phasing player may move his
units; and the Mutual Combat Phase. Each
phaseis described below.

NOTE: Determine the Weather prior to the 1st
Player’'s Command Phase.

4.21 1st Player Command Phase: Thisphase
consists of two segments: a Mission Order
Segment followed by the Supply and Command

Segment.

* Mission Order Segment: In this segment
the 1st Player may change the attachment of
his formations by moving Primary Formation
Command Countersfrom one Command Track
to another. All reinforcementsindicated by the
scenario for the current segment are placed on
the map and charts. All withdrawals dictated
by the Scenario are executed. All attachments
arefinalized before any Mission Orders (M Os)
are given. After all attachment changes are
made, MOs are then given by the supreme
commander to the army commanders and
strategic formation leaders. Then leaders of
corps-sized army formations must be given a
MO by their army commanders. Finally theRR
Engineer Point total is reduced to zero on the
RP Track, then the new allotment of RR
Engineer Points is added.

e Supply and Command Segment:
Undertake the following actions in the
following order. To begin with the 1st Player
may relocate Army Base Markers. Then he
determines the supply status of each of his
armies’ Main Depot, and recordsit ontheMain
Depot’'s Status Box on the Army Chart. Then
the supply status of all friendly units is
determined. Any unit found to be out of supply
hasits Primary Formation’sML lowered by one
for each day the current impulse consists of.

Next Command Control for all friendly units
is determined. Any unit found to be out of
Command Control hasits Primary Formation’'s
ML lowered by one for each day the current
impulse consists of. These effects are
cumulative, so aunit found to be out of supply
and out of Command Control in an impulse
consisting of two days would have its ML
lowered by four.

Next all Army Formations that are in supply
may beissued new APs, provided thisisallowed
by the supply status of their controlling army’s
Main Depot.

Next al Air units that were flipped to their
“Air Unit Used” sides in the previous impulse
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may revert to their face-up sides if they pass a
Maintenance Rating Check.

Next all units belonging to army formations
in Replacement Mode that are in supply may
receive Replacement Points (REP) if allowed
by the supply status of their controlling army’s
Main Depot.

4.22 1st Player Movement Phase: This
phase consists of a Concealment Segment
followed by a March Segment. These are
described below:

e Concealment Segment: All of the 1st
Player’s units that are face-up on the map may
be flipped over to conceal their identity. Any
dummy unitsthe 1st Player wishesto place on
the map are placed on top of existing units; this
includes any dummy unitsthat were eliminated
in preceding impulses. The 1st Player now
preforms desired RR Tasks expending RR
Engineer Points to do so.

* March Segment: The 1st Player may
perform any activity that requires the
expenditure of Movement Points (MPs). Units
may move through hexes, expending MPs
according to their Mobility Rating (MR) and
Movement Mode (MM), enter or leave
Deployed, Road, Rail or Naval Mode, change
facing, recover lost MoraleLevels(MLs), place
Combat Markers in preparation for combat,
conduct overrun attempts, and conduct
reconnaissance. Detachment units may be
created or disband. Two MPs are available for
each day of the current impulse. All
reinforcements indicated by the scenario as
arriving in the current segment are placed on
the map and charts. Main Depots, army supply
units and corps train units that have been
eliminated are returned to play during this
segment. Main Depots are returned in the
impulse following their elimination. Army
supply units and corps train units are returned
one full game turn after elimination (i.e. a
minimum of 7 days after elimination).

4.232nd Player Counter-Movement Phase:
This phase, because of its placement in the
sequence of play, is the pivotal period for the
non-phasing player. He can “set himself up,”
S0 to speak, for his half of the turn as well as
prepare for the immediately following Mutual
Combat Phase. This phase consists solely of a
Counter-March Segment; there is no
Concealment Segment. All reinforcements
indicated by the scenario as arriving in the
current segment are placed on the map and
charts.

« Counter-March Segment: All activity that
wasallowed inthe preceding 1st Player’sMarch
Segment (Standard Rule 4.22B) is alowed in
the Counter-March Segment. In addition, the
2nd Player can Force March his units during
this Segment, and can make them eligible to
receive Replacements Points (REP) in his
upcoming Command and Supply Segment. One

Movement Point is available for each day of
the current impulse.

4.24 Mutual Combat Phase: Each Mutual
Combat Phase consists of two Combat
Segments: an Initial Combat Segment and a
Final Combat Segment. These are described
below:

e The Initial Combat Segment: Only units
with Intensive Combat Markers may attack in
this segment (however in no case is combat
mandatory). The segment begins with the
Barrage Attack Step. The 1st Player conducts
all of his Barrage Attacks, then the 2nd Player
conducts his. The Fire Attack Step follows the
Barrage Attack Step. The 1st Player conducts
al of his Fire Attacks, then the 2nd Player
conducts his.

As each unit initiates an attack it flips its
Intensive Combat Marker over to its Regular
Combat Marker side. An attacker will flip an
Intensive Combat Marker during the Initial
Combat Segment by engaging in one of the
following combat options: Barrage, FireAttack,
Probe, Cavalry Charge, or Pursue. Defending
unitswhich Retreat Before Combat or areforced
toretreat dueto aLoss Result (LR) remove al
Combat Markers. Both players may be forced
to flip an Intensive Combat Marker or remove
a Regular Combat Marker due to a LR. (see
12.6)

Any Intensive Combat Markers remaining
when thelnitial Combat Segment is compl eted
areflipped to become Regular Combat Markers.

* TheFinal Combat Segment: Thissegment
is resolved in the same manner as the Initial
Combat Segment, with a Barrage Attack Step
and aFireAttack Step. The 1st Player resolves
his attacks in each step before the 2nd Player
resolves his.

Only unitswith Regular Combat Markersmay
BarrageAttack in this segment. Any unit, with
or without aRegular Combat Marker, may Fire
attack in this segment, but in no case is it
mandatory. Only units with Regular Combat
Markers placed upon them may exercise the
combat options of Probe or Pursue. Only units
with Regular Combat Markersmay expend APs.

An attacker may exercise oneof thefollowing
combat options while removing its Regular
Combat Marker: Barrage, Fire Attack (while
expending an AP), Probe, Cavalry Charge
(while expending an AP) or Pursue. Defending
unitswhich Retreat Before Combat or areforced
to retreat due to a LR remove all Combat
Markers. Both players may beforced to remove
a Regular Combat Marker due to a LR. (see
12.6)

Any Regular Combat Markers remaining
when the Final Combat Segment is completed
are removed.

4.25 2nd Player Command Phase: This
phaseisconducted exactly likethe 1st Player’s
Command Phase, with the roles reversed.



4.26 2nd Player Movement Phase: This
phaseisconducted exactly likethe 1st Player’s
Movement Phase, with the roles reversed.

4.27 1st Player Counter-M ovement Phase:
This phase is conducted exactly like the 2nd
Player’s Counter-Movement Phase, with the
roles reversed.

4.28 Mutual Combat Phase: This phase is
conducted likethe 1st Player’sMutual Combat
Phase, with the roles reversed.

4.3 The Next Impulse

The above sequence concludes one impulse;
if there are other impulsesremaining in agame
turn, return to Standard Rule 4.2 with the 1st
Player’'s Command Phase, and repeat phases
4.21 through 4.28. Otherwise, proceed to the
Weekly Interphase (Standard Rule 4.1) and
begin anew Turn.

4.4 Recording Time

The passage of time is recorded using the
printed tracks and cycles on the Time Chart.
TheTime Chart containsthefour levelsof time
in the game. The Game Turn Track records
weeks (gameturns). The Days Used in Impulses
Track records the last day of each impulse
(thereby recording the number of impulsesand
the number of days each impulse will consist
of). The Phase Cycle records the phases and
segments of each impulse. The Mutual Combat
Phase Cycle records which step of a combat
phaseis being played.

There is no penalty for failing to record the
passage of time in a game turn, other than the
mammoth confusion that will set in as players
try to remember what to do next.

* Recording Victory Points(VP): VPearned
by eventsarerecorded at the end of each Game
Turn.

NOTE: The various activitiesin each segment are
explained in full later in the rules. Reread section 4
after reading through the rules. Don't be concerned
with the amount of Phases and Segments - many

activities occur infrequently and most take only a
few minutes to execute once you have the hang of it.

5.0WEEKLY
INTERPHASE

The Weekly Interphase occurs at the start of
each turn, and consists of a Strategic Phaseand
an Initiative Determination Phase. Players
conduct the activities of the interphase jointly.

5.1 Strategic Phase

During the Strategic Phase, both players
adjust their Rail Point (RP) totals, select eligible
units to construct Permanent Entrenchments,
and note any Replacement Points (REP)
received.

Rail
Points
x1

5.11 Adjust Rail Point Segment: At the start
of this segment, both players adjust their RP
markers to zero. Both players then determine
from the scenario instructions how many new
RPs they receive and adjust their RP total
markers accordingly. Unused RPs are not
carried over from turn to turn.

Parmanent

Entrenchment

5.12 Construct Permanent Entrenchments
Segment: An eligible combat class unit which
has fulfilled the requirements to construct a
Permanent Entrenchment may attempt to enter
Permanent Entrenchment Mode during this
segment. Permanent Entrenchment Mode
benefits and restrictions are found in Standard
Rule 8.8.

Construction Requirements: Tobeeligible
to construct a permanent entrenchment, an
Infantry Division-sized combat class unit or a
Combat Engineer unit must bein Entrenchment
Mode and must have spent an entire game turn
without using MPs. A unit may defend against
attacks in a hex and it may take SP and ML
losses as a result of combat without losing its
eligibility to construct a permanent
entrenchment. More than one formation can be
stacked inthe hex where aunit is attempting to
construct a permanent entrenchment. Only one
formation may attempt to construct apermanent
entrenchment per hex per turn. Formations in
the hex which are not attempting to construct a
Permanent Entrenchment are unrestricted in the
use of MPs.

Only Infantry Division-sized and Combat
Engineer units may attempt to construct
permanent entrenchments. Any combat,
artillery, or HQ class unit may receive the
benefits of permanent entrenchments.

Procedure: Inthissegment, at least oneturn
after a unit fulfilled the requirements to
construct a Permanent Entrenchment, aMC is
taken for the unit; if the unit passesits MC the
construction is complete and it can enter
Permanent Entrenchment Mode. To place the
unit in Permanent Entrenchment Modeflip the
entrenchment mode counter to display the
permanent entrenchment mode side. Permanent
Entrenchment markersare placed ontop of units
facing forward (i.e. pointing through the center
frontal hexside).

Subsequent GameTurn Modifier: Eachturn
a unit fails to construct a Permanent
Entrenchment counts as a modifier for
subsequent attempts. Place a SP marker beneath
the entrenchment mode marker to indicate the
number of turnsaunit has previously attempted

to construct a Permanent Entrenchment. This
number is subtracted from the die roll used to
resolve the M C taken to construct a Permanent
Entrenchment in the next turn.

NOTE: This modifier progressively improves the
chances of a unit attempting to construct a
permanent entrenchment.

5.13 Other Theaters Rule: The Other
Theaters Rule for each game is found in the
Exclusive Rules. The Other Theaters Rule may
affect reinforcements and withdrawals.
Typically, a player will roll one die and
implement the results; this may result in
ahistorical reinforcements or withdrawals.

Fidd Art.

Replace.

Accum.
x10

5.14 Replacement Point (REP) Record
Segment: Both sidesmay receive Replacement
Points (REP) during the course of the game.
The number of REPs received is given in the
Exclusive Rules. Record the current levels of
the various REP types on the Strategic Chart
using the REP Accumulated markers. Do not
actually incorporate the REPs until the Supply
and Command Segment.

5.2 Impulse Deter mination
Phase

The Impulse Determination Phaseis used to
assign initiative and to allow the player with
theinitiative to decide the number of impulses
for the turn.

5.21 Initiative Procedure: Both playersroll
a die. Roll again in case of atie. The player
with the highest score has the initiative. The
Exclusive Rules may list die roll modifiers
which influence the final score.

5.22 Impulse Sequence: The player who
gains or retains the initiative announces the
impulse sequence. He announces how many
impulsestherewill bein theturn, and how many
days each impulse will include. The total
number of days must be equal to seven. The
Exclusive Rules may limit the length and
number of impulses a turn can include. When
theimpul se sequenceisannounced, if thegame
turn will consist of more than one impulse,
players mark the announced sequence on the
Time Chart. Thisimpulse sequenceremainsin
effect until the Impulse Determination Phase
of the next turn.

EXAMPLE: The player with the initiative
could decide that the turn will consist of two
two-day impulses and one three-day impulse,
or one five-day impulse and one two-day
impulse, or any other combination allowed in
the exclusiverules.
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6.0 MPULSES

Each Game Turn represents one week of time
and consistsof oneto sevenimpulses. Therefore
each impulse represents one to seven days of
activity. Each impulse consists of two player
turns. Each player turn consists of aCommand
Phase, a Movement Phase, a Counter-
Movement Phase for the opposing player, and
aMutual Combat Phase. These phasesaremore
fully described in the modules below. It is
important to note that each impulsefollowsthe
same sequence of phases.

ImpulseCharacteristics: Foeeachday inan
Impulse, a player receives 2 MPs during his
Movement Phase and 1 MPduring his Counter-
Movement Phase.

EXAMPLE: A three-day impulse would give
a player 6 MPs during the Movement Phase
and 3 MPs during the Counter-Movement
Phase.

7.0 THE COMMAND
PHASE

During his Command Phase, the phasing
player determinesthe Mission Ordershisforces
will carry out, places reinforcements, removes
withdrawals, checks supply and Command
Control of his units, and incorporates
replacements. Each Command Phase consists
of a Mission Order Segment followed by a
Supply and Command Segment.

NOTE: Determine the Weather prior to the 1st
Player’s Command Phase.

7.1 Mission Order Segment

During this segment, aplayer may changethe
attachment of hisformationsand issue Mission
Orders (MOs) to hisformations. Each Mission
Order Segment consists of a Formation
Attachment Step, followed by the
Reinforcement and Withdrawal Step, followed
by the Mission Order Step. These areexplained
bel ow.

7.11 Formation Attachment Step:
Formation attachment (see 3.1) may be changed
freely during this step of the Command Phase.
Changing attachments is always done before
the Mission Order Step.

General Rule: To change a Primary
Formation’s attachment place the Primary
Formation’s Command Counter on a new
Command Track. When the Command Counter
isplaced on aCommand Track it must be placed
in the appropriate Morale Level (ML) Box on
that Command Track.

A. Formation Attachment Summary: All
Primary Formations are either attached to the
Supreme Commander or to an army (or army
detachment). Many Primary Formationsareaso
attached to a corps. Primary Formations that
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are not attached to a corps are Independent
Formations. Thus, a formation will be in one
of four possible states of attachment:

¢ Independent Strategic Formation
attachment: Primary Formations with their
Command Counter on the Strategic Chart that
are not attached to a corps.

e Corps-sized Strategic Formation
attachment: Primary Formations with their
Command Counter on the Strategic Chart that
are attached to a corps.

¢ Independent Army Formation
attachment: Primary Formations with their
Command Counter on an Army or Army
Detachment Chart that are not attached to a
corps.

 Corps-sized Army Formation attachment:
Primary Formations with their Command
Counter onan Army or Army Detachment Chart
that are attached to a corps.

7.12 Reinfor cement and Withdrawal Sep:
Both sides may receive reinforcements or be
required to withdraw units during the course of
the game. Both activities occur in this segment.

NOTE: Reinforcements may also arrive during the
March or Counter-March segments.

Reinforcements: Reinforcements are
indicated for aspecific gameturn, impulse and
segment in the Exclusive Rules. Unitsarriving
as reinforcements must enter the map on the
specified entry hex. If a unit arrives in Rail
Mode it receives one free MP of Raill Mode
Movement that does not consume any RP from
the Strategic Chart’sRPpool. Units may appear
in their entry hex in violation of the stacking
rules (see 3.3) but they must be immediately
moved in their Movement Phase to conform
with stacking. Reinforcements may not enter
the map in a hex which is currently occupied
by an enemy unit or whichisinan enemy ZOC.
If ascheduled entry hex is enemy occupied or
enemy controlled, thereinforcing unit may enter
at the nearest unblocked railroad line. A player
may deliberately withhold reinforcementsfrom
game turn to game turn. However,
reinforcements must appear at their scheduled
hex or, if blocked, at the nearest unblocked
railroad line.

Place the Command Counters of any Primary
Formations that arrive on the map as
reinforcements on the designated Chart. The
player may chooseachart if noneisdesignated,
but this will have implications for supply and
Command Control.

NOTE: Most reinforcements begin onthe Srategic
Chart.

Withdrawals: Units that are designated as
withdrawalsareindicated in the scenariosfor a
specific game turn and impulse. On the
indicated impulsethe unitsto bewithdrawn are
simply removed from the map.

ARMY
Mission
Advance

7.13 Mission Order (MQO) Step: Every
Army-sized and Corps-sized Formation (except
Cavalry) must begivenaMOfor every impulse.
Every formation (which is not exempt or an
exception) will always be on one of these M Os.
MOs are issued through the Mission Order
procedure and arein effect at all times.

Designer’s Note: Mission Orders introduce some
new concepts that may be unfamiliar, but the
reguirements of the four MOs are simple, and easily
memorized. The procedure is also quickly done. It
will usually be a process with the Supreme
Commander issuing MOs to one or more Army
Commanders then noting the results from the MO
Procedure by placing appropriate markers in each
Army Chart's MO Box and under the individual
leader counters.

The Chain of Command: MOs originate
with the Supreme Commander, are issued to
Army Leaders (and directly to Strategic Corps
formations' leaders), and then to corpsleaders.
Division-sized and smaller formations attached
to aCorpsautomatically assumethe MO of that
corps. Independent Army formations (those
with their Command Counters on an Army
Chart independent formations tracks)
automatically assume the MO of the army to
which they are attached. Independent Strategic
formations (those with their Command
Counters on a Strategic Chart independent
formations track) automatically assume the
Hold MO. If an Army-sized or Corps-sized
formation doesnot havealeader it automatically
assumesthe MO giventoit by theleader above
it in the Chain of Command.

NOTE: Many corps-sized formations do not have
leader counters.

Mission Order Procedure: In order for a
leader to give a MO to aleader below him in
the Chain of Command, the MO Procedure
must be followed. This procedure follows the
chain of command from the top down. Army
Leaderswill assumethe MO resulting from the
MO Procedure they undergo with the Supreme
Commander; thiswill be the MO they attempt
toissueto the corpsleader countersunder them
in the Chain of Command. Corps Leaders will
assume the MO resulting from the MO
Procedurethey undergo with their Army leader.

The MO Procedure consists of rolling one
die for each leader, adding the MO Modifier
printed on each leader counter to his die rall,
and comparing the modified die rolls to see
which is higher. The leader with the highest
modified die roll is the leader that determines
the MO for the formation and its subordinates.
Ties on the modified die rolls are won by the
leader higher up the chain of command.

EXAMPLE: A Supreme Commander with a
MO Modifier of +4 isattempting to givea MO
of Advanceto an Army Commander witha MO



Modifier of +2 and a MO Preference of Hold.
A three on the die is rolled for the Supreme
Commander and six on the dieisrolled for the
Army Commander, giving the Supreme
Commander a modified dieroll of seven (3+4)
and the Army Commander a modified die roll
of eight (6+2). The result is that the Army
Commander’s MO is not Advance, but Hold.
This is the MO the Army Commander will
consequently attempt to issueto leadersof corps
attached to his army.

Recording MOs. An Army’s MO derived
from the MO procedure isrecorded in the MO
Box on the Army Chart. If aleader’s MO
derived fromthe MO procedureisdifferent than
the MO given the leader by his superior (i.e. If
a subordinate leader undertakes his preferred
MO over the MO issued by his superior) record
this by placing a strength point loss marker
under the leader’s counter (see below).

Leadersand Mission Orders: Thefunction
of aleader counter is to modify the Mission
Order (MO) Procedure. Each leader hasaMO
Preference and a MO Modifier printed on his
counter (with the exception of the Supreme
Commander, who does not have a MO
Preference).

Leader MO Preference Modifiers: If a
subordinate leader follows his MO Preference
over his superior leader’s MO, place a SPloss
marker under the leader counter to indicate the
number of consecutive impulses he has acted
under hisown preference. For each consecutive
occurrence rotate the SP marker by one. The
SPmarker isthe number that is subtracted from
the leader’s MO Modifier in the next Mission
Order Step. The SP marker isremoved when a
subordinate leader isissued aMO and does not
follow hisown MO Preference. The SPmarker
isplaced again whenever the subordinate |eader
follows his MO Preference over his superior’s
MO. Thismay occur numeroustimesinagame.

NOTE: The modifier makesit increasingly unlikely

that a leader will persist in going against his
superior’s MO.

7.14 Special Rules Effecting M Os:

A. Strategic Formations: Strategic
Formations are corps and smaller formations
with their Command Counters on the Command
Tracks of the Strategic Chart. Strategic
Formations may only be issued the Hold MO.
Strategic Corps-sized Formationswith aleader
counter follow the MO procedure normally
except the only MO the Supreme Commander
may attempt to givethemistheHold MO. (See
the Exclusive Rules for exceptions)

B. Army LOC Exception: A Unit attached
to an Army and located on or adjacent to that
army’sLOC may ignore MO requirements. This
applies to units which begin their movement
on or adjacent to their Army’s LOC aswell as
units which move adjacent to the LOC during
the Movement Phase. A Unit on or adjacent to

itsarmy’sLOC isfreeto movein any direction
solong asit remainson or adjacent to the Army
LOC. The moment a unit is no longer on or
adjacent to the Army LOC, it must revert to its
MO and fulfill its MO requirements.

C. Isolated Formations: Whenever a
Headquarters (HQ) class unit of a corps-sized
army formation becomesisolated (see 7.21.G),
theArmy to which theisolated corpsisattached
may voluntarily assume the Retire Mission
Order (MO). If the affected army voluntarily
chooses to assume the Retire MO, the normal
MO procedure is suspended for that army. The
affected army may revert to the normal MO
procedure when one of two events occur: 1)
the Corps HQ class unit is no longer isolated;
or 2) the Corps HQ class unit is eliminated.

D. MO Requirement Exemptions: TheMO
Requirement exceptions are as follows:

e Cavalry Formations: Units attached to a
Cavalry Primary Formation (units whose
Primary Formation identifier containsa“C” or
“CS") are exempt from MO restrictions.
Cavalry formations do not go through the MO
procedure. (See the Exclusive Rules for
exceptions)

* Engineer Units: Engineer units, except
Engineers that are Organic Combat Units, are
exempt from MO requirements.

« |solated Units: Isolated units are exempt
from MO requirements.

7.15 Types of Mission Orders: Units of
formations implementing a MO have their
expenditure of Movement Points (MP)
restricted. A MO may also require units to
perform different types of movement during the
Movement and Counter-Movement Phases. Al
the units of formations required to beonaMO
are affected by it equally, unless otherwise
noted.

Therearefour typesof MOs. Advance, Retire,
Hold and Flexible. Each MO typeis explained
below:

A. Advance: Units which belong to
formations on theAdvance MO may only move
through hexsides designated on the Mission
Requirements Diagram as an advance hexside.
They may not move through the hexsides
designated asexclusively retire hexsides. They
may not expend MPsto recover morale levels,
nor may they enter replacement mode. If an
Infantry Combat Classunit ontheAdvance MO
enters, or startsin, an enemy ZOC it must stop
itsmovement in the hex (exception: Overrun —
see 8.32) and immediately place a Combat
Marker before expending any other MPsin the
hex. No unit of a formation on the Advance
MO may voluntarily increase the distance
between the closest enemy unit and itself during
any part of the march or counter-march
segments. Each impulse each unit must decrease
the distance between the closest enemy combat

classunit anditself by aminimum of one hex if
possible, with the exception of enemy combat
classunitswithin afortresscomplex. (I.e., Units
with the Advance MO need not decrease the
distance between themsel ves and enemy combat
class units stacked with or surrounded by
fortress units.)

Designer’s Note: This exception is meant to allow
Armies on the Advance MO to bypass fortress
complexes.

EXCEPTION: Main Depots, army supply
units, corps trains and Army HQ units may
move freely through any hexside.

EXCEPTION: Units of Shattered Primary
Formations may move freely through any
hexside and may expend MPs to enter
Replacement Mode or recover Morale levels.
(See 12.23)

B. Retire: Unitswhich belong to formations
on the Retire MO may only move through
hexsides designated on the Mission
Reguirements Diagram asaretire hexside. They
may not move through hexsides designated as
exclusively advance hexsides. They may not
expend MPsto recover morale levels, nor may
they enter replacement mode. No unit of a
formation on the Retire MO may voluntarily
decrease the distance between the closest enemy
unit and itself during any part of an impulse.
Each impulse each unit must increase the
distance between the closest enemy unit and
itself by aminimum of one hex if possible.

If a unit fails a MC as a result of Force
Marching, any SPslost are counted as Prisoner
Points by the opposing player. (see 12.52)

EXCEPTION: Main Depots, army supply
units, corps trains and Army HQ units may
move freely through any hexside.

EXCEPTION: Units of Shattered Primary
Formations may expend MPs to enter
Replacement Mode or recover Morale levels.
(see 12.23)

C. Hold: Units which belong to formations
on the Hold MO have terrain movement point
costs on the Terrain Effects Chart (TEC)
doubled unlessthey are moving in Road Mode
while morethan 6 hexes away from any enemy
unit. The MP cost to place Combat Markersis
not effected. Railroad and Naval movement
rates are not effected. There are no hexside
movement requirementsfor aformationthat is
on the Hold MO.

EXCEPTION: Main Depots, army supply
units and corps trains do not have TEC costs
doubled.

D. Flexible: Units which belong to
formations on the Flexible MO may expend all
MPs available without MO restriction or
penalty.

EXCEPTION: The Main Depot that belongs
to an army on the Flexible MO may not move.
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MISSION ORDER SEGMENT
EXAMPLE:

The phasing player examines the map to
see if there are Primary Formation
attachments he wishesto change. He decides
to change the attachment of an infantry
division from one corps HQ to another. He
removes the division's Command Counter
from the Command Track where the current
Corps HQ unit’'s Command Counter is
located and places it on the Command Track
the new HQ’s Command Counter ison. Since
the division is no longer attached to its old
corps HQ, it may no longer bein that corps
Headquarters Holding Box (HQHB). The
player removes the units of the division from
the box and places them on the map in the
same hex with the old corps HQ. He notes
that the units are within supply range and
Command Control Radius (CCR) of the new
corps HQ, so they will be in supply and
Command Control during the upcoming
Supply and Command Segment.

The phasing player next decidesto change
the attachment of a division from being an
Independent Formation to being under
control of a corps HQ. He removes the
division’s Command Counter from the
Independent Formations Command Track
and places it on the Command Track where

its new corps HQ's Command Counter is
located. If thedivision isnot already stacked
with its new corps HQ, it may not be placed
in the corresponding HQHB. If the division
is not presently within CCR of its new corps
HQ, but does occupy the LOC of the army
HQ controlling the corps HQ, it will be in
Command Control in the upcoming Supply
and Command Segment.

Having completed his formation
attachment changes, the player checks the
scenario instructions for reinforcements and
withdrawals. If a Brigade is scheduled to
arrive, theplayer placesthe Brigade's combat
class unit on the entry hex and places the
Brigade’s Command Counter on the
Independent Formations track on the
Srategic Chart.

Having completed the Reinforcements step
the player begins the Mission Order Sep. If
thereareno formations on the Srategic Chart
Command Trackswith leader counters, there
is no MO Procedure for the Supreme
Commander to undergo with Strategic
Formations; all Strategic formations are
issued, and automatically assume, the Hold
MO.

The player wants a particular army to
Advance. The Army Commander’s MO
Preference is to Advance, as is one of his

corps leaders, but a second corps leader’s
MO Preference is Hold. There is no need to
undergo the MO procedure between the
Supreme Commander and the Army
Commander as the preference printed on
Army Commander’s counter is Advance, the
same as the desired MO. Smilarly, there is
no need to undergo the MO procedure
between the Army Commander and the first
corps leader, as Advance is the preference
printed on the corps leader’s counter. The
Army Commander must undergo the MO
procedure to issue a MO of Advance to his
second corps leader, whose MO Preference
is Hold. The player rolls a die for the Army
Commander and another for the corpsleader,
adding their respective printed MO Modifiers
to the die rolls. The Army Commander rolls
the dieand getsa modified total of 6, and the
corpsleader rollsthe die and getsa modified
total of 5. The corpswill assume the Advance
MO. (If the corpsleader had the higher total,
his corpswould have assumed the Hold MO.)

Finally the player adjusts his RR Engineer
Point total tozero and then adds the new
allotment by multipling hisdaily RR Engineer
Point total by the number of days in the
current impulse. This concludes the Mission
Order Segment of the Command Phase.

—M ssion Order Segnent Conti nued

RR Eng.
Points
x1

7.16 RR Engineer Point Sep: The phasing
player adjusts his RR Engineer Point marker to
zero. He then determines from the scenario
instructions how many new RR Engineer Points
he receives per day. He then multiplies this
number by the number of days in the current
impulse. The sumisthe number of RR Engineer
Points received that impulse and is recorded
accordingly. Unused RR Engineer Points are
not carried over from impulse to impulse.

7.2 Supply and Command
Segment

During this segment the phasing player will
determine the supply status of his units and
Main Depots, determine if his units are in
Command Control, replenish his Ammunition
Points, ready air units for operations and take
replacements. These steps are outlined below.

D

ARMY
BASE

7.21 Relocate Army Base Step: The Army
Base Marker indicates the beginning of an
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Army’s LOC. The Army Base represents the
point (usually within the home country) where
supplies are gathered, stored and organized
before delivery to the front. There is no MP
cost to move an Army Base Marker. Where an
Army Base Marker may be placed isfound in
the Exclusive Rules.

NOTE: Main Depots are in supply only if the
railroad line they are on consists of a contiguous
path of friendly operational railroad line hexes
leading from the Main Depot to the Army's Army

Base Marker. Therailroad line must be free of enemy
units and their ZOC.

Main Depot
Status
Maximum
Double

7.22 Determine Main Depot Status Step:
During this step, the phasing player must
determinethe status of each of hisarmies’ Main
Depots and their capabilities. The Main Depot
status and capabilities simul ates the adegquacy
of supply being brought forward from the rear
areasand governsthe activity level of thearmy.
Notethat only friendly operational railroad lines
may be used by aMain Depot to traceits LOC.

The Main Depot’s status determines the
availability and quantity of Main Depot
capabilities. These capabilities are described
below.

Main Depot Capability 1. All units of the
formations attached to the army can be kept

in supply if they are within their supply
range of the Main Depot, or of a chain of
supply class units leading back to the Main
Depot, or any hex of the LOC.

Main Depot Capability 2. Theunitsof thearmy
can replace Ammunition Points (APs) freely.

Main Depot Capability 3. Theunitsof thearmy
can replace SPs previously lost by
incorporating REPs through entering
Replacement Mode.

Main Depot Capability 4. The railroad line
comprising the LOC can be used to transport
units of any kind by Rail Mode. (LOC
definition — see 2.75.A)

A. Main Depot Status delimits: Each Main
Depot may be in one of four states each turn:
Maximum Double Status, Medium Double
Status, Minimum Double Status and Single
Status. The Main Depot’s status determinesthe
availability of Main Depot capabilities, as
described above.

¢ Maximum Double Main Depot Status
(Highest Sate): If the hex occupied by the
Main Depot is a double railroad line, and all
the hexes along the Line of Communications
(LOC) betweenthe Main Depot and Army Base
are double railroad lines, none of which are
shared with another Main Depot’s LOC, then
the Main Depot Statusis Maximum Double. A
Main Depot with Maximum Double status



alowsall four of the Main Depot Capabilities
listed in 7.22.

e Medium Double Main Depot Status
(Second Highest Sate): If the hex occupied
by aMain Depot isadoublerailroad line, if al
the hexes along the LOC between the Main
Depot and Army Base are doublerailroad lines,
some of which are shared with one other army’s
Main Depot, the status of the army’s Main
Depot isMedium Double. A Main Depot whose
status is Medium Double can provide any of
the capabilitiesof aMaximum Doublelisted in
7.22, but only three of the four capabilitiesin
any one impulse. A player announces during
the Supply and Command Segment which one
of thefour Main Depot Capabilitieswill not be
exercised that impulse. This should be noted
on a piece of paper.

EXAMPLE: A player announcesthat a Main
Depot with a Medium Double Main Depot
Satuswill not exercise Main Depot Capability
4 inthe upcoming impulse. Thismeansthat the
Army’'s LOC cannot be used to transport units
in rail mode during the impulse.

e Minimum Double Main Depot Status
(Second L owest Sate): If thehex occupied by
aMain Depot isadoublerailroad line, if al of
the hexes along the LOC between the Main
Depot and Army Base are doublerailroad lines,
some of which are being shared with two other
armies Main Depots, the Main Depot Statusis
Minimum Double. A Main Depot whose status
is Minimum Double can provide any of the
capabilities allowed to a Main Depot whose
status is Maximum Double listed in 7.22, but
only two of the four capabilities in any one
impulse. A player announces during the Supply
and Command Segment which two of the four
Main Depot Capabilities will not be exercised
that impulse. This should be noted on a piece
of paper.

EXAMPLE: A player announcesthat a Main
Depot with a Minimum Double Main Depot
Satuswill not exercise Main Depot Capabilities
3 and 4 in the upcoming impulse. This means
that no unit of a formation attached to the Army
or Army Detachment served by the depot can
replace Srength Points through Replacement
Mode (Main Depot Capability 3), and the
Army’'s LOC cannot be used to transport units
inrail (Main Depot Capability 4).

 SingleMain Depot Satus(L owest State):
If the hex occupied by theMain Depotisasingle
railroad ling, or if any of the hexes along the
LOC between the Main Depot and Army Base
includes asinglerailroad line, the Main Depot
StatusisSingle. If the hex occupied by theMain
Depot isadoublerailroad line, if al the hexes
aong the LOC between the Main Depot and
Army Base are double railroad lines, and any
hexes of the LOC are shared with three other
army Main Depots, then the Main Depot Status
isSingle. A Main Depot whose statusis Single
can provide only Main Depot capabilities 1, 2

and 3 aslisted in 7.22; Main Depot capability 4
is not alowed. Only two of the Main Depot
Capabilities may be exercised in any one
impulse. A player announces during the Supply
and Command Segment which two of the four
Main Depot Capabilities will not be exercised
that impulse. This should be noted on a piece

of paper.

NOTE: A Main Depot whose status is Sngle can
never elect Main Depot Capability 4. In other words,
a Main Depot whose status is Sngle can never use
its LOC to transport units. This inability to select
Main Depot Capability 4 is the only difference
between Minimum Double and Single Main Depot
Satus.

B. Shared Main Depot Line of
Communications: If more than one Main
Depot’sLOC sharesarailroad lineat any point,
this will reduce the status of al Main Depots
sharing that railroad line by one state for each
Main Depot sharing theline. Thus, if two Main
Depots share adoublerailroad line they would
both have Medium Double Depot Status (the
second highest state). No more than four Main
Depots may shareadoublerailroad lineand no
Main Depots may share asinglerailroad line.

NOTE: An Army’sLOC could be shared with more
than one other army and still have Medium Double
Main Depot Satus if no specific rail hex is shared
with more than one other army.

C. Main Depot Rail Movement and Main
Depot Status: Main Depot units and army
supply unitsmovein Rail Mode. If therail line
is along the army’s LOC, they may move
regardless of their Army’s Main Depot Status
(i.e. even when Main Depot Capability 4 has
not been selected).

7.23 Supply Status Sep: A player should
attempt to keep his unitsin supply at all times.
Units not in supply have their Primary
Formation's ML reduced, may not receive
Replacement Points, and may not replace
Ammunition Points (APs). Supply status is
determined in two situations in an impulse.
Supply is determined for all friendly units
during the Supply Status Step of the Command
Phase. Supply isalso determined at the instant
of combat; whenever an attack is announced
both players must determine the supply status
of al unitsinvolved.

Tracing Supply: A unit must be ableto trace
a contiguous path of hexes to a supply source
withinits Supply Rangein order to bein supply.
Supply Ranges for all units are given in the
Exclusive Rules. A supply pathisbrokenif any
hex along the path of hexestraced by aunit for
itssupply path is occupied by an enemy unit or
an enemy ZOC. Friendly units negate the
presence of enemy ZOC in a hex for purposes
of tracing supply.

The supply source to which a unit traces its
supply line is determined by the type of
formation it belongs to. Strategic Formations
must be within Supply Range of a friendly

operationa railroad line. Therailroad line must
consist of a continuous line of friendly
operational railroad hexesleading to afriendly
map edge. Army Formations must be within
Supply Range of 1) the Main Depot of thearmy
they are attached to, or 2) an Army Supply unit
which is within Supply Range of the Main
Depot, or 3) within Supply Range of theArmy’s
LOC.

A. Typesof Supply Sources: There arefive
types of supply source: Main Depots, Army
Supply units, Corps Train units, friendly
operational railroad lines, and Fortress Supply
Depots. The Exclusive Rulesmay list additional
supply sources.
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*Main Depots. Main Depot unitsare among
the most important units in an army-sized
formation, asthey are the source of supply for
all the units attached to that army, including
thearmy’s supply units. Main Depot units have
aPrimary Formation Identifier printed on them
which is the same as the army-sized formation
to which they are attached. Depots may only
provide supply to units of formations that are
attached to the army identified on the depot
counter.

Main Depots themselves are in supply if the
railroad linethey are on consists of acontiguous
path of friendly operational rail hexes leading
from the Main Depot to the Army’s Base
Marker. Therailroad line must befree of enemy
units and their ZOC.

Main Depot units are always in Rail Mode;
they have aMobility Rating (MR) of R printed
on their counter. There is no need to place a
Rail Mode marker on aMain Depot unit. They
may only move by rail (or in Naval Mode), and
only if the owning player has sufficient Rail
Points (RPs) available. Main Depots may not
Force March. Main Depots need not be in
Command Control (i.e. they need not bewithin
the CCR of aHQ unit).

Main Depots are composed exclusively of
Cadre Points (CPs); if they are attacked alone
in ahex they are eliminated, and the opposing
player countsal CPseliminated in thismanner
as Prisoner Points. Main Depot units that have
been eliminated appear in the next friendly
March segment following their elimination,
entering from any friendly map edge railroad
line.

(9]
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* Army Supply Units: An Army Supply unit
isonly considered a supply sourceif it isitself
in supply. To bein supply, the supply unit must
be able to trace a contiguous path of friendly
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7.23. A Types of Supply Sources

operational rail hexes leading from the Supply
Unit totheArmy’sMain Depot withinitssupply
range. Army supply units from the same army
may form a chain of army supply units, each
within Supply Range of the other.

Army Supply unitshaveaPrimary Formation
Identifier printed on them which specifies the
army they are attached to. They may only trace
supply from the Main Depot to which they are
attached and may only supply units of
formations attached to the same army.

Army Supply unitsare alwaysin Rail Mode;
they have aMobility Rating (MR) of R printed
on their counter. There is no need to place a
Rail Mode marker on an Army Supply unit.
They may only be moved by rail (or Naval
Mode), and only if the owning player has
sufficient Rail Points (RPs) available. Army
Supply units may not Force March. Army
Supply unitsneed not bein command (i.e., they
need not be within the CCR of any HQ unit).

Army Supply units are composed of Cadre
Points (CPs); if they are attacked alonein ahex
they are eliminated, and the opposing player
counts all CPs eliminated in this manner as
Prisoner Points. Army supply units that have
been eliminated appear during the friendly
March segment at least one full Game Turn
(minimum 7 days) after they were eliminated,
entering from any friendly map edge RR line.

—+

e Corps Train Units: A Corps Train unit is
only considered asupply sourceif itisitself in
supply. The supply source to which a Corps
Trainunit may traceitssupply lineisdetermined
by thetype of formation its corps-sized Primary
Formation is attached to.

If the corps-sized Primary Formation towhich
the Train unit is attached is a Strategic
Formation (i.e. the Corps Command Counter
is on the Strategic Chart), the Train unit must
belocated on afriendly operational railroad line
to be in supply. The railroad line must consist
of a continuous line of friendly operational
railroad hexesthat |leadsto afriendly map edge.

If the corps-sized Primary Formation towhich
the Train unit isattached isan Army Formation
(i.e. the Corps’ Command Counter is on an
Army Chart), the Train unit must be within
Supply Range of the Main Depot of the army,
or an Army Supply unit that isitself in supply.

Corps Train units have a Primary Formation
Identifier printed on them which isthe same as
the corps-sized formation to which they are
attached. If the corpsisan Army formation, the
Corps Train unit may supply units of
Independent Army formations attached to the
same Army. Otherwise, Corps Train units may
only supply units of primary formations
attached to the same corps.
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Corps Train units are always in Road Mode
if not in Rail or Naval Mode; they may never
enter deployed mode. Thereisno need to place
a Road Mode marker on a Corps Train unit.
Corps Train units may Force-March up to two
additional M Ps; however, if aCorps Train unit
Force-Marches, reduce the ML of al Primary
Formations attached to the Corps Train unit’'s
corps-sized formation by one (1). Corps Train
units need not be in command (i.e., they need
not be within the CCR of any HQ unit).

Corps Train units are composed of Cadre
Points (CPs); if attacked alone in a hex, they
are eliminated, and the opposing player counts
all CPs eliminated in this manner as Prisoner
Points. Corps train units that have been
eliminated appear during the friendly March
segment at least one full Game Turn (minimum
7 days) after they were eliminated, entering in
Rail Modefrom any friendly map edgerailroad
line.

e Railroad Lines: Units from Army
formations may choose to trace supply from a
railroad line hex on their Army’s LOC, instead
of tracing to aMain Depot.

Units from Strategic formations (formations
with Command Counterson the Strategic Chart)
trace supply to any friendly operational railroad
line connected to afriendly map edge.

.
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 Fortress Supply: Some FortressUnitshave
a Supply symbol printed on the counter. Any
Combat, Artillery or Headquarters Class unit
from any formation stacked on or adjacent to
the fortress's hex may choose to trace supply
from the Fortress unit instead of tracing supply
to another source.

B. Out of Supply Effects: The effects of
being out of supply depend on when the unitis
determined to be out of supply.

* Supply SatusSep: Any friendly unit found
to be out of supply during the Supply Status
Step has its Primary Formation’s ML reduced
by onefor each day in the current impulse. Out-
of-supply units may not incorporate
Replacement points or replace used
Ammunition Points (APS).

e |nstant of Combat: If aunitisfound to be
out of supply at the instant of combat, its
Primary Formation’s ML is reduced by one.
Thisreduction occurs prior to the resol ution of
combat.

Isolated

(0]
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C. Isolation: Playersmust check for Isolation
during the Supply Status step of the Command
Phase. Whenever afriendly unit is completely

surrounded by enemy occupied hexes and/or
interlocking enemy ZOC, it is involuntarily
Isolated. Hexeswith interlocking ZOC arethose
in the ZOC of two or more stacks, as shown in
the diagram below:

Interlocking ZOC

Isolation may be declared voluntarily by the
owning player if he hasan out-of-supply Corps
HQ unit that is cut off by enemy unitsand their
ZOC, which need not be interlocking.

Effectsof Isolation: If aunitisisolateditis
affected in several ways. The Command
Counter for the unit's Primary Formation is
removed from its Command Track, inverted,
and placed in the same hex with at least one of
itsisolated units. Thislowersthe ML of al the
unitsin theisolated Primary Formation to one.
L Rssuffered from combat or failed MCswhile
isolated may not be taken as an ML reduction.
All SPs and CPs lost by isolated units are
counted by the opposing player as Prisoner
Points (PPs). While on the map, Command
Counters have the characteristics of Supply
Class units. (see 2.24)

In addition an Isolated formation may not
change its formation attachment and Isolated
units are exempt from MO requirements.

If an isolated unit is no longer isolated, flip
the Command Counter to its normal side and
return it to the Command Track it came from,
with aML of one.

NOTE: The effects of isolation can be devastating
to a unit, not so much due to combat as to the low
ML when MCs are taken. Even when all SPs have
been eliminated, the CPs of isolated units can
continue to provide Prisoner Points.

oM
7.24 Command Control Step: A player
should attempt to keep his units in Command
Control at all times. Command Control is
determined in two situations in an impulse.
During the Command Control Step of an
impulse the phasing player determines
Command Control for al his units. Command
Control is also determined at the instant of
combat. Notethat Supply Classunitsare exempt
from the need to be in Command Control.

Command Control Procedure: Thereis a
CCR printed in a circle at the bottom of the




counter of most HQ units (The HQ units for
Army Groups, Fronts, and the Supreme
Commander have no CCR). If a unit belongs
to a formation with a HQ unit with a CCR it
must be within the CCR of the appropriate HQ
unit. CCR is measured in terms of numbers of
hexes distant from the HQ unit.

EXAMPLE: If aHQ unit had a CCR of 3, all
units belonging to its formation, or that are
attached to it, must be within three hexesto be
within Command Control. If more than three
hexes from the HQ the units are out of
Command Control.

A. Formation Attachment and CCR: The
HQ to which a unit must trace Command
Control is determined by the unit’s Primary
Formation attachment. Thereisonly one CCR
a unit must stay within. A unit must trace
Command Control to the lowest level HQ unit
towhichitisattached. Anarmy HQisthelowest
level above a corps HQ. A corps HQ is the
lowest level aboveadivision. A divisionHQis
thelowest level above abrigade-or-smaller unit.
The four types of Formation Attachment and
their corresponding Command Control
structure are described below:

e Independent Army Formations (all
Primary Formations on an Army or Army
Detachment Chart that arenot attached toa
corps):

1) Units without a HQ unit that belong to an
Independent Army Formation must be within
the CCR of the Army’s HQ unit.

2) If the Independent Army Formation has a
HQ unit, al unitsattached to the formation must
be within the CCR of the formations HQ unit,
and theformation’sHQ unit must bewithinthe
CCR of the Army’s HQ unit.

Army LOC Exception: A Unit stacked on or
adjacent to an army’s LOC is always in
Command Control.

e Corps-sized Army Formations (all
Primary Formations on an Army or Army
Detachment Chart that are attached to a
corps):

1) Units without a HQ unit that belong to a
Primary Formation, attached to a corps, must
be within the CCR of the Corps HQ unit, and
the Corps HQ unit must be within the CCR of
the Army’s HQ unit.

2) If the Primary Formation attached to a
corps has a HQ unit, al units attached to the
formation must be within the CCR of the
formations HQ unit, the formation’s HQ unit
must be within the CCR of the Corps HQ unit,
and the Corps HQ unit must bewithin the CCR
of the Army’s HQ unit.

Army LOC Exception: A Unit stacked on or
adjacent to an army’s LOC is always in
Command Control.

e Independent Strategic Formations

(formations on the Strategic Chart that are
not attached to a cor ps):

1) Units that belong to an Independent
Strategic formation are not required to bewithin
the CCR of a HQ unit. (If the Independent
Strategic formation does not have a HQ unit,
then there is no HQ unit CCR for the units of
the formation to be within.)

2) If the Independent Strategic formation has
a HQ unit, all units attached to the formation
must be within the CCR of the formation’sHQ
unit; theformation’sHQ unit need not bewithin
the CCR of aHQ.

NOTE: the Supreme Headquarters does not have
a CCR. Therefore, Srategic Formations have no
higher HQ unit CCR to be within.

EXAMPLE: A unit from a division-sized
formation with a HQ unit, with its Command
Counter on the Independent Formations track
of the Srategic Chart, must remain within the
CCR of its divisional HQ to be in Command
Control. The division HQ unit would not have
a CCRrequirement to bein Command Control.

e Corps-sized Strategic Formations
(formations on the Strategic Chart that are
attached to a cor ps):

1) Unitsthat belong to aformation without a
HQ unit, attached to a corps, must be within
the CCR of the Corps HQ unit.

2) If the formation attached to a corps has a
HQ unit, all unitsattached to the formation must
be within the CCR of the formation’s HQ unit,
and the formation’sHQ unit must be within the
CCR of the Corps HQ unit.

In any case, the Corps HQ unit need not be
within the CCR of aHQ unit.

B. CCR for Formations Without a HQ
Unit: Some formations do not have their own
HQ unit. Units belonging to a division or
brigade-sized formation without a HQ unit must
be located with or adjacent to all other units of
the formation to be in Command Contral. If a
formation without a HQ unit has a unit that is
not with or adjacent to another unit of that
formation, that unit is considered Out-of-
Command-Control; the formation the unit
belongs to suffers the related effects.

Units belonging to formations without
Headquarters Class units that are not adjacent
to the other units of their formation must move
adjacent at the earliest opportunity.

EXAMPLE: A division without a HQ unit
consists of an infantry brigade, an artillery
brigade, and a cavalry regiment. Each of these
three units must remain on or adjacent to the
othersto be in Command Control.

NOTE: The way to avoid the restriction of this
rule is to create detachment units (see 8.13) which

are not bound by the requirement to be with or
adjacent to the other units of their formation.

C. Out of Command Control Effects: Any
friendly unit found to be out of command

control during the Supply Status Step or at the
instant of combat has its Primary Formation’'s
ML reduced by one. Thisreduction occurs prior
to the resolution of combat.

Unitsthat are out of Command Control during
the Command Control Step may not replace
Ammunition Points or receive Replacement
Points.

EXAMPLE OF THE COMMAND CONTROL
STEP: Anarmy hasonedivision-sized Primary
Formation Command Counter on its
Independent Formations Command Track. The
army has one corps-sized Primary Formation
Command Counter on one of its Corps
Command Tracks, and one division-sized
Primary Formation Command Counter
attached to the corps. The CCR printed on the
Army HQ unit is 6 and the CCR on the Corps
HQ unitis 3.

The units of the division-sized formation on
the Independent Formation Track need only
stay within the CCR of the Army HQ unit. As
the printed CCRis 6, these unitswould need to
stay within six hexes of the Army HQ unit. Also
the units of the division-sized Primary
Formationswould need to be on or adjacent to
each other.

The units of the division-sized formation
attached to the cor ps must stay within the CCR
of the Corps HQ unit, which in turn must be
withinthe CCR of the Army HQ unit. Therefore,
the units of the division attached to the corps
would need to be within three hexes of the Corps
HQ unit, and the Corps HQ unit would need to
be within six hexes of the Army HQ unit. Also
the units of the division-sized Primary
Formation would need to be on or adjacent to
each other.

Out
of
Ammo

7.25 Replenish Used Ammo Points Step:
During this step the phasing player may
replenish Ammunition Points (APs) for Army
formations which meet the following
reguirements.

Requirements: An army formation wishing
to replenish the APs of its attached formations
must have a Main Depot Supply Status that
permitsthe replenishment of APs. If anarmy’s
Main Depot Supply Statusis Medium Double,
Minimum Double or Single, and the owning
player has chosen not to have Main Depot
Capability 2 in the impulse, no formation
attached to the army-sized formation may
replenish APs. (see 7.22) Corps-sized Army
formationsmay only replenish APsif the Corps
HQ unit is both in supply and in Command
Control. Strategic Formationsmay not replenish
APs.

Procedure: If the criteriain 7.25.A are met,
an AP marker may beremoved fromthe Ammo
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7.25 Repl eni sh Used Ammo Points

Box adjacent to an Independent Formation or
CorpsFormation Command Track. Theremoval
of an AP marker restores the full allowance of
APs to the units of the Primary Formation
whose Command Counter is on the Command
Track adjacent totheAmmo Box. The Exclusive
Ruleswill specify aformation’sfull allowance
of APs.

NOTE: It makes no difference if a formation has
used one, two or all AP, the act of removing an AP
marker has the same effect of restoring the full
allowance of APsto a formation. Empty Ammo Boxes
represent a full allowance of APs; AP markers are
only used when APs have been consumed.

Replace-
ment
Mode

7.26 Take Replacements Step: A Unit that
are under full strength may incorporate REPs
if it meets the following requirements: 1) isin
Replacement Mode, 2) is attached to an Army
formation, and the Main Depot Supply Status
of the army’s Main Depot must include
Capability 3 in the current impulse (see 7.22),
and 3) the unit must bein supply and command
control.

Procedure: For each REP incorporated into
an eligible unit, add one SP to the unit and
deduct one REP from the REPs track on the
Strategic Chart.

Restrictions: Only unitsthat have SPsor CPs
remaining may receive Replacement Points
(REPs). With the exception of units of cadre
strength or with only one SP, which may always
replacetwo points, aunit may not receive more
REPsthanitscurrent level of SPsduring aTake
Replacements Step.

EXAMPLE: A unit had an original SP total
of eight; it lost five SPs, so its current SP total
is three; it could replace no more than three
SPs during the Take Replacements Sep.

NOTE: Units may only enter Replacement Mode
during their Counter-Movement Phase (see 9.12).
However, it is not until the Take Replacements Sep
on the following Supply and Command Segment that
a unit actually incorporates the REPs.

AIRUNIT
USED
(Perform
MRC)

7.27 Ready Air UnitsStep: Friendly air units
that have been flipped to their “ Air Unit Used”
side take aMaintenance Rating Check (MRC).

MRC Procedure: Roll onedie. Onadieroll
of six the air unit’s equipment is considered
damaged through useand theair unitisremoved
from play. On adieroll of five the air unit is
considered to be under repair and remains
flipped to the “Air Unit Used” side until the
MRC inthe next impulse. Air unitsthat did not
receive adierall of five or six may be flipped
to their front side.
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SUPPLY AND COMMAND
SEGMENT EXAMPLE:

Theplayer determinesthe Main Depot Satus
of anarmy. Thearmy's Main Depot traces back
to the Army Base Marker by way of a Double-
Track railroad line shared by one other army’s
LOC. Thearmy’'sMain Depot statusistherefore
Medium Double. Medium Double Status
requiresa player to forego one of the following
Main Depot Capabilities: 1) to place all the
units of formations attached to the army in
supply, 2) to replenish APs, 3) to replace SPs
with REPs, or 4) to allow unitsto travel in Rail
Mode along the LOC. In this case the player
has chosen to forego Capability 4.
Conseguently, no unit is allowed to travel in
Rail Mode along the army’s LOC during the
impulse.

Because the army has Main Depot Capability
1, the phasing player now examines his units
on the map and confirms that all units
belonging to Army Formations, whether
attached to corps-sized formations or
independent, are within the normal supply
radiusof a supply source. He checksto seethat
all Srategic Formationsarewithintheir supply
radius of a friendly operational railroad line.
Any units found to be out of supply would have
their Primary Formation’sML reduced by 1 for
each day in the impulse.

The player checks for units out of Command
Control and confirms that all the units under
the control of the army HQ are within the
printed CCR of the army HQ, or along the
army’s LOC, except for two cavalry divisions.
Thefirst cavalry division is within the CCR of
the corps HQ it is attached to, which inturnis
within the CCR of the army HQ. This cavalry
division is in Command Control. The second
cavalry division isnot attached to a corpsHQ,
soitisout of Command Control. It loses 1 ML,
recorded by adjusting the Command Counter
of this division one space down on the
Independent Formations Command Track.

Because Main Depot Capability 2 is
available, all army formations in supply and
command control areeligibleto replenish APs.
The player examines the army’s Command
Tracksto seeif any formations need APs. Those
that do are replenished by removing the AP
markers from their Ammo Boxes. (Remember
that Srategic Formations may not replenish
APs.)

Main Depot Capability 3 is available, so all
army formations in Replacement Mode, in
Supply, and in Command Control may replace
lost SPs by incorporating REPs. (Remember
that Srategic Formations may not incor porate
REPs.)

Finally, the player examines the map and
HQHBs for air units. Any air unitsthat pass a
Maintenance Rating Check are flipped to their
“Air Unit Used” .

8.0MOVEMENT PHASE

The Movement Phase consists of a
Concealment Segment, in which the phasing
player attemptsto deceive the opposing player
as to the true nature of his units, and a March
Segment, when the phasing player moves his
units on the map and performs movement-
related activity.

8.1 Concealment Segment

During the Conceal ment Segment the phasing
player may hide his revealed units, place
dummy units to confuse the opposing player,
and generally seek to deceive him asto thetrue
nature and strength of his units. Conceal ment
Segment activities are discussed below.

8.11 Inverting Units: Friendly unitsthat are
face-up at the start of the Concealment Segment
may be flipped facedown to conceal their
identity. Unless a player conducts a successful
reconnaissance or combat against an opposing
unit he may not lift up or flip an opposing unit.
(see 3.5)
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8.12 Dummy Units: Dummy units are an
important part of the game. They are used to
confuse and mislead the opposing player asto
the exact disposition of your units. Dummy
units are placed on the map only during the
Concealment Segment. Dummy unitsmay only
be placed on top of existing friendly non-
dummy units. They remain inverted on the map
until their identity isrevealed by reconnai ssance
or combat, at which point they are removed
from themap. All Dummy unitsremoved during
an impulse may be returned to play in the
following Concealment Segment.

Characteristics: Dummy units may move
with any Mobility Rating a player chooses.
Dummy units must pay movement point costs
to move; they do not fly. They may place any
kind of marker above or below them, except
Rail Mode, Naval Mode, Entrenchment, or
Permanent Entrenchment Mode markers. They
act as real units in al ways except that they
may never exert a ZOC, not even in the hex
they occupy. Unitsmoving adjacent to an enemy
dummy unit do not pay the MP cost of entering
an enemy ZOC. Dummy unitsmay never initiate
combat of any kind. Dummy units may not
Withdraw Before Combat. Dummy unitsdo not
block enemy supply or paths of retreat.

Restrictions: Dummy units can only enter
friendly controlled hexes; they may not enter
enemy controlled territory. (see 3.7) Dummy
units may not enter an enemy ZOC.

Revealing Dummy Units: A dummy unit
must be revealed if an enemy unit attempts to



attack or overrunit or conducts reconnai ssance
against it. A dummy unit must berevealed if an
enemy unit attempts to retreat through its hex.

Dummy units are not reveaed if an enemy
unit moves adjacent but does not attack it or
perform reconnaissance against it. Enemy units
that wish to move into the hex of a suspected
dummy unit must declare an overrun attempt,
unless retreating as a result of combat. Units
attempting to overrun adummy unit pay no cost
for the overrun attempt. (see 8.32)

NOTE: A dummy unit cannot enter an enemy ZOC.
However, if an enemy unit moves adjacent to a
friendly dummy unit, thereby projecting a ZOC into
the dummy unit’s hex, it is not removed from the map
unless and until it is subjected to an attack or
reconnalssance.

Suggested ZOC Declaration Procedure
(Optional): If aplayer wishes to move a unit
into a hex adjacent to a concealed enemy unit
the following procedure is suggested: The
phasing player moves a friendly unit adjacent
toaconcea ed enemy unit and inquires“Isthere
aZOC that | moved my unit(s) into?’ Thenon-
phasing player may respond “| choose not to
exert aZOC into that hex” even if the unit in
question can exert aZOC. If theunitisadummy
this responds is mandatory. The non-phasing
player may instead respond “ ThereisaZOCin
that hex” if he has a unit actually capable of
exerting aZOC into the hex. If the non-phasing
player exerts a ZOC, and the phasing player
pays the extra MP cost to enter the hex, the
phasing player may ask from which hex this
ZOC was exerted. The non-phasing player is
obligated to divulge this information for only
onehex evenif morethan one hex exertsaZOC.

RR Eng.
Points
x10

8.13 Railroad (RR) Tasks: RR Tasksinclude
“Preparation”, “Damage” and “Repair”. These
tasksare performed by expending RR Engineer
points. Each player receives a number of RR
Engineer points every day. The number of RR
Engineer points received and number of points
required for each RR task is found in the
Exclusive Rules.

NOTE: RR lines may be found in three states:
“Operational”, “ Neutral” or “Damaged” . To be
used for rail movement or to trace supply a railroad
line must be Friendly Operational. (see 3.81)

* Preparation: Neutral RR lines may be
Prepared into Friendly Operational RR lines. A
RR line is €eligible to be prepared if it isin
friendly controlled territory, undamaged, and
adjacent to a contiguous friendly operational
RR line.

» Damage: Friendly Operational RR lines
may be damaged. A RR line that has been
damaged may not be prepared for operation
until it is repaired. Damaged RR lines are

recorded by placing a Rail Line Damaged
marker on the hex.

e Repair: A RR line that has been damaged
must be repaired before it can be prepared for
operation. A RR lineiséeligibleto berepaired if
itisinfriendly controlled territory and adjacent
to a contiguous friendly operational RR line.
When a hex containing a Rail Line Damaged
marker is repaired ssmply remove the marker
from the map. A repaired track is considered
Prepared and istherefore Friendly Operational.

EXAMPLE: A player desires to prepare a
damaged RR line beyond a railhead to be
Friendly Operational. The task of repair
requires four RR engineer points. The player
expends 4 RR engineer points, removesthe Rail
Line Damaged marker and moves the Railhead
marker into the newly prepared RR line hex.

8.2 March Segment

During the March Segment the player can
move all, some, or none of his units. The
condition that affects a unit's movement is its
Movement Mode (MM). There are four MMs
aunit may assume during the Movement Phase.
These are Deployed Mode, Road Mode, Rail
Mode and Naval Mode. MM effects are listed
below in rules 8.3 through 8.6. A unit'sMM is
sometimesindicated by placingamarker onthe
unit.

8.21 Normal Movement: Units move by
tracing a path through adjacent hexes,
expending Movement Points (MPs) for each
hex entered. Depending on the unit’s Mobility
Rating, Movement Mode, and type of terrain,
various amounts of MPs will be used to enter
various hexes. Thereare someterrain typesthat
require MP expenditureto cross ahexside. For
units in Road Mode there may be costs of
entering hexes occupied by friendly units. (see
8.42)

A. Mobility Ratings: Although units of the
same side have the same number of MPs
available each impulse, the rate at which they
expend them by entering varioustypesof terrain
is governed by the unit's Mobility Rating and
the unit’s current Movement Mode (MM).
(Mobility Rating Typesarefoundinrule2.21.J)

EXAMPLE: The cost for moving through
clear terrainin deployed modeis1 MP per hex
for unitswith an | Mobility Ratingand 1 & 1/3
MPs for units with an L Mobility Rating.

B. Terrain Effectson Ground Movement:
TheMP cost of ahex or hexside varieswith the
mobility rating of the unit moving. TheTerrain
Effects Chart (TEC) liststhe MP costs to enter
ahex or cross a hexside for the different types
of terrain for the various mobility categories.
While in Road Mode units may move along
adjacent contiguousroad linesin order to avoid
paying MP costsfor the other terrainin the hex.

Units moving in Road Mode along roads or
across bridges ignore hexside features.

A unit can only move from hex A to hex B if
it could also move from hex B to hex A.

EXAMPLE: A unit witha MR of M, whichis
prohibited from entering mountain hexes, could
not move from a mountain hex to a clear hex
through a non-road hexside.

C. MP Expenditure: Unit Movement
Allowances are independent of each other; the
expenditures of one unit do not affect other
units. Units can begin moving as a stack and
split up by dropping units off asthe stack moves.
Oncedropped off, the unit cannot movefurther,
evenif someof itsMA remainsunused. Players
cannot move unitsaportion of their MA, move
some others, then return to finish the movement
of the earlier (unfinished) units. Once a unit
begins to move, it must continue until it has
completed its movement.

EXAMPLE: A player wishes to move a
division-sized primary formation consisting of
a double-brigade infantry unit (Movement
Rating (MR) of 1), a cavalry regiment (MR of
C) and an artillery brigade (MR of D), stacked
together in deployed mode. The intended move
isthreehexesacrossclear terrainintothe ZOC
of a concealed enemy unit. Four MPs are
availableintheimpulse. Each unit type expends
a different number of MPs to reach the
destination. It coststhe Infantry unit witha MR
of | one MP for each clear terrain hex entered,
plus 1 MP to enter the enemy ZOC, for atotal
of 4 MPs. It costs the Cavalry unit with a MR
of C 3/4 MP for each clear terrain hex entered
plus 1 MP to enter the enemy ZOC, for a total
or 3-1/4 MPs. (The Cavalry would have
sufficient MPs remaining to conduct a
reconnaissance on the enemy unit.) The
Artillery unit with a MR of D would be unable
to enter the hex in the enemy unit's ZOC, as it
would require the expenditure of 5 MPs (1-1/3
MP for each clear terrain hex plus 1 MP to
enter the ZOC). The Artillery unit has to be
dropped off one hex from the enemy ZOC.

D. Minimum Movement: A unit may aways
move at least 1 hex during a March Segment
(not Counter-March Segment) regardlessof MP
costs, except to move from one enemy ZOC to
another. A unit moving in this manner may not
expend any MPs during that March Segment.

E. Rounding: During any movement impulse
round the total MPs expended by a unit to the
nearest whole number, rounding % points up.
(Do not round fractions for each hex entered,
only thetotal cost of al hexes entered plus any
other activities.)

FIRST EXAMPLE: A unit in deployed mode
with 4 MPs available and a MR of L marches
into a rough hex (2 MPs), then a clear hex (1-
1/3MP), then placesaregular Combat Marker
(1 MP), for a total of 4-1/3 MPs. Rounded to
the nearest whole number, the result is 4 MPs.
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8.21. E Nornal Myvenent: Roundi ng

SECOND EXAMPLE: A unit in deployed
mode with 4 MPs available and a MR of |
marches into a woods hex (1-1/2 MPs), then
two clear hexes (1 MP per hex = 2 MPs). So
far the unit has expended 3-1/2 MPs. Rounded
to the nearest whole number, with halves
rounded up, this comes to 4 MPs. The unit
would be able to expend up to an additional 3/
4 of aMP, but not 1 MP. (3-1/2 plus 3/4 = 4-1/
4 would round down to 4 but 3-1/2 plus 1 = 4-
1/2, which would round up to 5.)

F. ZOC Effects: As stated in Standard Rule
3.4, it costs +1 MPto enter an enemy ZOC, +1
MP to leave an enemy ZOC, and an additional
+1 MPto move directly from one enemy ZOC
toanother. Unitsin Road Mode are not allowed
to move from enemy ZOC to enemy ZOC.
Friendly units, with the exception of Fortress
Classunits, do not negate the presence of enemy
ZOC in ahex during movement. Fortress Class
units negate the presence of enemy ZOC in the
hex occupied by the fortress unit.

EXCEPTION: If aunitleavesan enemy ZOC
at the beginning of itsown March Segment (not
Counter-March Segment) and does not move
directly into another enemy ZOC, there is no
extraMP cost to leave that enemy ZOC.

G. Cavalry Reaction M ovement: During the
Movement Phase, non-phasing eligible Cavalry
unitsin deployed mode may exercisethe option
of “Reaction Movement”. Combat, Artillery and
HQ Class units that are part of a Cavalry
Primary Formation (those with ac or csin the
primary formation identifier) and have a
Mobility Rating of M, C, or H are eligible to
perform Reaction Movement. If an enemy unit
moves from one ZOC to another, any friendly
cavalry unit(s) exerting one or both of theZOC
may immediately move one hex. The friendly
moving unit(s) may not enter the hex the enemy
unit vacated. Reacting units may reorient their
facing in the newly occupied hex. A Cavalry
unit which uses Reaction Movement must
remove its regular Combat Marker or flip its
intensive Combat Marker, if either is present.
To move a cavalry unit eligible for Reaction
Movement which has its counter on an Army
Chart or the Strategic Chart, simply removethe
counter from the chart and place it on the map.

Restrictions: Cavalry units in Road Mode
may not perform Reaction Movement. Units
may not use Reaction Movement into an enemy
ZOC (except the ZOC of the unit which
triggered the Reaction Move). Friendly units
in ahex negate the presence of an enemy ZOC
for purposes of this rule. Units may not use
Reaction Movement into an Overstack
situation.

NOTE: Cavalry Reaction Movement and Non-
Phasing Unit Reaction (see 3.45.A) arethe only time

non-phasing units may voluntarily move during the
Movement Phase.
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8.22 Detachment Units; Detachment units
may be created any timeduring afriendly March
or Counter-March Segment by removing SPs
from aunit in ahex or holding box and placing
adetachment unit with the same number of SPs
inthe hex or holding box. Detachments may be
disbanded and reabsorbed by the parent unit
(only) at any time during afriendly Movement
or Counter-Movement Phase. The detachment
unit must be of the same unit type, Mobhility
Rating, BF (if Artillery Class), and MGF (if
Combat Class) asthe unit it is created from.

NOTE: When creating Detachment units keep in
mind the movement limitations imposed by Rule
8.21.C.

Characteristics: A detachment unit functions
as a norma unit of the type indicated on its
counter. A detachment may never be less than
one SP. A detachment belongs to the Primary
Formation of the unit that created it; note its
attachment on the Detachment Chart.
Detachment units check supply in the same
manner as the parent unit. Detachments which
arefound to be Out of Supply affect the parent
formation just like any other unit. (see 7.23.B)
Detachment unitshavethe Morale Level (ML)
of their parent Primary Formation. However,
detachment units may not reduce ML sto satisfy
Loss Resultsasaresult of combat or asaresult
of failed Morale Checks.

Detachments do not have to stay with or
remain adjacent to the other unitsof their parent
Primary Formation. In effect, they cannot go
out of Command Control from their parent
primary formation (in this case brigade or
division) athough they must remain within the
CCR of their parent corps HQ (if applicable)
or Army HQ unit. Detachmentswhich arefound
to be Out of Command Control affect the parent
Primary Formation. (see 7.24.C)

Detachment units whose parent Primary
Formation is not attached to a corps (i.e.
Command Counter on a corps track) may not
expend Ammunition Points (APs).

A. Detachment Chart: The Detachment
Chart includes boxes for keeping track of
detachment units in the game. Place the
detachments available in a scenario on the
Detachment Chart inthe Detachment | D Boxes.

e Detachment ID and Parent Unit ID:
Detachments are created by removing the
detachment unit from the Detachment Chart,
placing it on the map and noting the identity of
the parent Primary Formation on the
Detachment Chart. Thisalowsaplayer totrack
theML of the detachment aswell astheidentity
of the unit losing the SPsto form adetachment.

e Sheet Protectors (Optional): Place the
Detachment Chart in a Clear Polypropylene

Sheet Protector to allow marking with an
erasable marker. The erasable marker can be
used to note the identity of a detachment’s
parent Primary Formation.

8.3 Deployed Mode

Deployed Modeisthemodeaunitisnormally
considered to be in; no marker is used to
indicate a unit in Deployed mode. A unit is
capable of doing anything in this mode except
traveling by road, rail or water.

8.31 Reconnaissance: Armored Car, Bicycle
and Cavalry combat class units and HQ Class
and Combat Class units with a Cavalry OCU
indicator of C or (C) are capable of performing
reconnaissance. These Units are known as
Reconnaissance Capable Units (RCUSs). In
order to conduct reconnaissance a RCU must
be in deployed mode and within two hexes of
the objective hex during the March or Counter-
March Segment. (Exception: OCU cavalry units
must be adjacent to the objective hex.) The cost
to conduct reconnaissance is one MP. In order
for a cavalry unit to conduct a reconnai ssance
acrossamajor river hexsideit must be adjacent
to the objective hex and must expend two M Ps.
Reconnai ssance by RCUsmay not be performed
across a Grand River hexside or Permanent
Entrenchment hexside. Reconnaissance by
Armored car or Bicycle units may not be
performed acrossany sizeriver hexside. No unit
may perform a reconnaissance into a hex or
across a hexside that it is prohibited from
entering or crossing. For example, a unit may
not perform a reconnaissance across blocked
hexside(s).

Procedure: The phasing player identifies a
hex within range of afriendly Reconnaissance
Capable Unit (RCU). He announces he is
performing areconnaissance on the hex and the
hex from which the reconnai ssance originates.
Each unit participating in the reconnaissance
then expendstherequired MPs. There arethree
possible results: 1) If the hex reconnoitered
containsonly enemy Dummy units, the Dummy
units are removed and the procedure is
complete. The phasing player does not reveal
his units; 2) If the hex contains an enemy unit,
and it does not contain an enemy RCU, the
reconnaissance is said to be successful; 3) If
the hex contains an enemy RCU or Motorized
Infantry unit, the reconnaissance is said to be
contested.

A. Successful Reconnaissance: All unitsin
a hex that are the object of a successful
reconnaissance are flipped to reveal their
identity, and the opposing player may examine
their identities (but not their strengths). A HQ
unit with unitsin its HQHB must revea them
aswell. The friendly RCUs that conducted the
reconnaissance are flipped to reveal their
identity.



B. Contested Reconnaissance: If a hex
targeted for reconnai ssance contains an enemy
RCU or Motorized Infantry unit, the targeted
player can contest the reconnaissance. The
targeted player simply states that the
reconnaissance is contested. The player
conducting the reconnai ssance now revealsthe
total number of SP’'s of RCUs conducting the
reconnaissance. The contesting player need only
reveal the identity of RCU or Motorized
Infantry units strength points (SP's) that are
contesting the reconnaissance. The contesting
player can decide which RCUs or Motorized
Infantry Unit(s) will contest the reconnai ssance;
not all available units are required to do so. A
HQ unit with a cavalry OCU need only reveal
the HQ counter (not the unitsin its HQHB) at
thistime.

The number of SPs conducting the
reconnaissance is compared to the number of
SP's of enemy RCU or Motorized Infantry
unit(s) in the hex. If the player conducting the
reconnai ssance possesses fewer or equal to the
number of pointsrevealed by hisopponent, the
contested reconnai ssanceisunsuccessful. Inthe
case of an unsuccessful contested
reconnaissance the Friendly RCUs that
conducted the reconnaissance, including units
withaCavalry OCU, areflipped to reveal their
identity. The Enemy player reveals the RCUs
and/or Motorized Infantry Unitsthat contested
the reconnaissance.

If the player conducting the reconnaissance
possesses more pointsthan the number of points
revealed by his opponent, the contested
reconnaissance is successful. A successful
contested reconnaissanceis conducted just like
a successful uncontested reconnaissance.

8.32 Overruns: Overruns are a special kind
of FireAttack, and the only kind of combat to
occur during the Movement (or Counter-
Movement) Phase. Only Combat Class unitsin
deployed mode and accompanying Non-Heavy
Artillery Class units in deployed mode can
perform an overrun. Units incapable of
performing an overrun may move with a stack
performing an overrun but may not add their
combat strength. Any unit may defend against
an Overrun attempt.

Requirements: All units attempting an
overrun must begin the march or Counter-
March Segment stacked together. Every unit
attempting the overrun must have sufficient
MPsto pay theterrain cost to enter thehex being
overrun plus one MP for the overrun attempt.
If a unit does not have sufficient MPs to pay
one MP plus the terrain cost to enter the hex
being overrun, it may not participate in the
overrun. Overruns may be repeated as long as
the attacking units have the MPs to continue.
An Overrun may not be performed across a
major or grand river hexside.

Uninvolved units: Friendly unitsnot eligible
to participatein the Overrun may be stacked in

ahex from which an Overrun is attempted. An
unsuccessful Overrun has no effect on these
units.

Procedure: To perform an overrun a player
moves friendly Combat Class units adjacent to
an enemy-occupied hex and declares he is
performing an overrun. If the defender is only
a dummy unit, the owning player removes it
and the units attempting the overrun are placed
in the hex, paying normal movement costs (no
cost for the overrun attempt). If the defender is
not a dummy unit the phasing player must
expend the MPs for the units attempting the
overrun. The overrun is calculated in al ways
like a Fire Attack. (see 10.3) The attacker first
reveals the contents of the attacking (i.e.,
overrunning) force, then the defender reveals
the contents of the defending force. The
defender may expend an AP only if his unit(s)
are in deployed mode. All defending combat,
artillery, or HQ classunitswith amohility rating
of T, M, C, H and D may exercise the defender
combat option Withdraw Before Combat. (see
10.33.A) If a defender exercises Withdraw
Before Combat and vacates the hex the player
attempting the overrun must enter the hex and
may continue moving normally, except that it
may disregard the ZOC of the unit(s) that
withdrew.

A. Successful Overrun: If themodified odds
column on the Fire Combat Results Table
(FCRT) is 6-1 or higher, the overrun is
successful. (The FCRT is not actually used to
resolve Overruns, the table modifiers are used
to determine the applicable odds.) A successful
Overrun causesthe defending formation to lose
one SP, retreat one hex, and takeaM C modified
by plusoneonthedieroll. Unitsthat areforced
to retreat due to an Overrun lose any Combat
Markersthey may have. Any MC Loss Results
may betaken asretreated hexes, SPseliminated,
or ML reductions.

B. Unsuccessful Overrun attempt: If the
modified odds column on the Fire Combat
Results Table (FCRT) is less than 6-1, the
overrun is unsuccessful. An unsuccessful
overrun causes the attacking formation to lose
one SP and to take aMC modified by plusone
onthedieroll. Any MC Loss Resultsmay only
be taken in SPs eliminated or ML reduction.

Unitsthat have participated in an unsuccessful
Overrun attempt may move no further in that
Segment. They may however expend movement
pointswhile stationary in ahex to place Combat
Markers, perform reconnai ssance, and/or enter
Entrenchment Mode.

8.33 Place Combat Markers: Unlike most
wargames, combat in The Death of Empires
system allows both players to attack in every
Combat Phase. Intensive Combat Markers
allow units to participate as an attacker in the
Initial Combat Segment (I.e. Only units with
Intensive Combat Markers may attack during

the Initial Combat Segment). All units may
participate as an attacker in the Final Combat
Segment of the Mutual Combat Phase, with or
without aCombat Marker. However only units
with a Regular Combat Marker may initiate a
Barrage Attack or expend an AP while
participating in a Fire attack during the Fina
Combat Segment.

Only units in deployed mode may €elect to
place Combat Markers. In order for a unit to
place aRegular Combat Marker it must expend
oneMP. Inorder for aunit to placean Intensive
Combat Marker it must expend two MPs.
Weather may affect the MP cost of placing
Combat Markers (see the Exclusive Rules for
weather affects). Once a unit or stack of units
has placed a Combat Marker it may move no
further without first removing the Combat
Marker. Combat Markers may not be moved.

Note: A unit need not be adjacent to an enemy
unit to place a Combat Marker.

8.34MoraleLevel (ML) Recovery: Primary
Formations may recover lost MLsby expending
MPsinaprocesscaled MoraeLevel Recovery.
In order for aPrimary Formation to regain lost
MLs all units of the Primary Formation must
be in deployed mode and at least three hexes
from the nearest enemy unit. If some unitsof a
Primary Formation fulfill the requirements for
ML recovery, and one does not, the Primary
Formation may not recover MLs. All units of
the Primary Formation must expend three MPs
for each ML the Primary Formation wishes to
recover.

For every ML recovered, advance the
Command Counter of the Primary Formation
up one ML Box on its Command Track. No
Primary Formation may exceed its base ML
printed on the Command Counter through this
Morale Level Recovery process.

Restrictions: Primary Formations under an
Advance or Retire Mission Order (MO) may
not performthe Morale L evel Recovery process.
(Exception: Shattered Units - see 7.15) Units
may not Force-March to recover MLs.
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8.4 Road M ode

Units in Road Mode which move along
contiguous road lines pay the road movement
cost and ignore other terrain in the hexes and
hexside crossed. Bridges and Ferriesover river
hexsides negate the effects of river terrain.
Roads, Bridges and Ferries can only be used
for movement by unitsin Road Mode.

Procedure: To enter Road Mode simply place
aRoad Mode Marker on top of the unit or stack
of units desiring to be in Road Mode. Thereis
no MP cost to enter Road Mode. A unit need
not be stacked on a hex containing a road to
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8.4 Road Mode

enter Road Mode or to move while in Road
Mode. A unit in Road Mode not moving along
contiguous road lines pays the normal MP cost
of the hex. To leave Road Mode and enter any
other Movement Mode a unit must expend 1
MP. Weather may affect the MP cost to leave
Road mode and enter Deployed mode.

IMPORTANT: A stack of units moving in
Road Mode may not be greater than one
division-sized formation or 4 BE, whichever is
greater.

8.41 Characteristics of Units in Road
Mode: Units in Road Mode may not place
Combat Markers, expend AP, enter
Entrenchment or Permanent Entrenchment
Mode, perform Reconnaissance, attempt an
Overrun Attack, or perform Morale Level
Recovery. Unitsin Road Mode are not allowed
to movefrom enemy ZOC to enemy ZOC. Units
in Road Mode have no facing and do not
possess a ZOC outside the hex they occupy.

8.42 Sacking, Road M ode, and M ovement
Costs: The Movement Point cost for units
moving in Road Mode is affected if the hex
contains friendly units. For each friendly
Brigade equivalent (BE) in ahex add one-half
MP to the cost of entering the hex (i.e. it costs
an additional one-half MP to enter a hex per
BE located there). Combat, artillery, and HQ
class units with the same Primary Formation
Identifier printed at the top of the counter may
enter ahex containing another part of the same
Primary Formation without paying extra MPs.

For purposes of thisrule round any fractions
remaining after determining the total BEsin a
hex down to the nearest whole number. (e.g. 1-
1/2=1BE, 2-2/3=2BE)

FIRST EXAMPLE: The5th Infantry division,
which includes a double-brigade infantry unit
(2 BEs), a cavalry regiment (%2 BE), and an
artillery brigade (1 BE), along with the VII
Corps HQ unit (2 BES) are stacked in a clear
terrain hex. Thisis a total of 5% BEs in the
hex, rounded down to 5 BES. The 6th Infantry
division, which isin Road Mode, would like to
enter the hex. To do so the 6th Infantry division
must pay two and one-half movement points
(%2 x 5) for the other units stacked in the hex
and one MP for the clear terrain, for atotal of
three and one-half MPs.

SECOND EXAMPLE: The artillery brigade
of the 5th Infantry division is stacked alone in
a hex. The 5th Infantry division’s double-
brigade infantry unit, which isin Road Mode,
would liketo enter the hex. The double-brigade
infantry unit could do so with no extra MP cost,
astheartillery brigade bear sthe same Primary
Formation Identifier.

THIRD EXAMPLE: The6th cavalry division,
consisting of three brigades and a HQ unit (4
BEs) is stacked together with one brigade of

28

the 7th cavalry division (1 BE). The remaining
two brigades of the 7th cavalry division, which
isin Road Mode, would like to enter the hex.
To do so the two brigades of the 7th cavalry
division would pay two additional MPs for the
other units stacked in the hex (not 2%z additional
MPs).

8.43 Road M odeand Combat: Unitsin Road
Mode may not initiate an attack. If subjected to
a Fire Attack a unit(s) in Road Mode defends
at half itsnormal strength and may not expend
an AP. Immediately prior to the resolution of
the Fire Attack upon a unit(s) in Road Mode,
place the defending unit(s) in Deployed Mode
(remove the Road Mode marker) and combat
is resolved with the unit halving its final Fire
Value. Unitsin Road M ode may not choosethe
defender combat option of Stand Fast.

Rail

Mode

8.5 Rail Mode

During each March Segment the phasing
player may move aspecified number of BEs of
friendly unitsaspecified number of hexesaong
friendly operational RR lines. These numbers
arereferred to respectively as Railroad Capacity
and Railroad Movement Rate.

Railroad Capacity is the number of RPs a
given side receives per turn; al units which
move by rail in a March or Counter-March
Segment count towards Railroad Capacity. One
Rail Point (RP) allows one Brigade Equivalent
(BE) to expend one Movement Point (MP) in
Rail Mode.

All units of a given side can move a certain
number of RR hexes for each MP expended,;
thisistheir Railroad Movement Rate.

The Railroad Capacity, Railroad Movement
rate and number of MPs required to entrain/
detrain can be found in the exclusive rules.

8.51 Entraining: Touserall movement aunit
must enter Rail Mode in a hex containing a
friendly operating Railroad Station that is not
inan enemy ZOC, expending anumber of MPs
for each BE intheformation, and placing aRail
Mode marker on top. This process is called
entraining. Units need not be in supply or
Command Control to entrain. Units may Force
March to entrain. If a unit does not have
sufficient MPs to entrain in a March Segment,
place a SP marker under the Rail Mode marker
equal to the number of MPsthat have been spent
so they can be carried over to the next
movement segment. Such a unit may not
Barrage or Fire Attack and if Fire Attacked
removes the SP marker from under the Rail
Mode marker losing the expended MPs.

EXAMPLE: The MP cost to entrainis 1 MP

per BE. Aformation with 3 BEsexpends2 MPs
towards entraining in a March Segment, so the
player places a Rail Mode marker on top of
the unit with a Srength Point marker oriented
toward*“ 2" beneath the Rail Mode marker. The
formation will only need to expend 1 additional
MP in the following Counter-March Segment
to entrain.

8.52 Entrained Units: A unit in Raill Mode
is considered “Entrained”. Entrained units are
in supply and Command Control aslong asthey
arein Rail Mode. Entrained units do not possess
aZOC and may not attack. If an enemy combat
or artillery class unit moves adjacent to an
entrained unit the entrained unit must displace
along afriendly operational RR line eight (8)
hexes toward the nearest friendly army base
marker.

Entrained units, with the exception of Main
Depot and Army Supply units, do not count
toward stacking limits (i.e. Entrained units
moving by rail may pass through stacks of
friendly unitswithout causing an overstack, and
viceversa).

8.53 Rail Movement: Onceentrained, aunit
may be moved from one contiguous railroad
hex to another along a railroad line. Each MP
expended in Rail Mode allowsthe unit to move
a number of railroad hexes as specified in the
Exclusive Rules; thisisthe Railroad Movement
Rate. A unit may be moved up to the maximum
number of hexes permitted by the Railroad
Movement Rate for each MP expended. Each
timeoneBE of unitsusesoneMPin Rail Mode,
decrease the number of Rail Points by one.

EXAMPLE: Four BEs of units move 6 MPs
in Rail Mode, so 24 Rail Points (RP) are
deducted from the RP Track. Assume the
Exclusive Rules allow a Railroad Movement
Rate of 12 hexes per MP, so the units can be
moved 72 railroad hexes.

Restrictions: Unitsmoving by rail may only
move along friendly operational railroad lines
and may not enter the ZOC of an enemy unit.
Units in Rail Mode may not expend MPs to
Force March. Rail movement cannot be used
along therailroad line an army is using for its
LOC unless the owning player has selected a
Main Depot Capability which allows rail
movement of unitsalong an LOC. (see 7.22)

A. Off-Map Rail Movement: If allowed in
the exclusive rules, an entrained unit may be
moved “ off-map” along an off-map railroad line
until it reentersthe map. A unit may not reenter
the map into an enemy ZOC. It must wait for
the entry hex to be free of the enemy ZOC or it
must travel by rail to another entry hex. A unit
may end its movement off-map. If it does so
the phasing player must note how many hexes
the unit hastravelled. Thisamount is deducted
from the number given for each off-map railroad
ling; the balance is the number of hexes
remaining until the unit can reappear on map.



8.54 Detraining: After aplayer hasfinished
moving aformation by rail he may detrain his
units in a friendly operating Railroad Station
hex. Units may only detrain in a Railroad
Station hex. Detraining costs anumber of MPs
for each BE in aformation. Units may detrain
into either Deployed or Road Mode. Once
detrained theunit may resume moving normally,
provided it hasMPsremaining. Unitsdetraining
may not expend MPs to Force March. If a
formation does not have sufficient MPs to
detrain in a March Segment, place a Strength
Point (SP) marker under the Rail Mode marker
equal to the number of MPs that were spent in
the March Segment so that they can be carried
over to the next March Segment.

EXAMPLE: The MP cost to detrainis 1 MP
per BE. Aformation consisting of 3 BEsexpends
1 MP towards detraining in a March Segment,
so the player places a SP marker oriented
toward “ 1" beneath the Rail Mode marker on
top of the unit. The formation only needs to
expend 2 additional MPs in the following
Counter-March Segment to detrain.

A. Detrain and Place Combat Marker:
Formationsthat wish to place Combat Markers
after moving by rail in the same March Segment
must takeaMC first. If the unit passesthe MC
it may placeaCombat Marker. If aunit failsits
MC, there is no penalty besides that the unit
has lost the expended MP.

8.55 Railroad Station Capacity: Each
Railroad Station hex has adaily maximum BE
capacity. No more than the maximum amount
of BEs may be Entrained or Detrained in the
Railroad Station hex per day. The Railroad
Station capacity for each Railroad Station hex
isfound in the exclusive rules.

Naval

Mode

8.6 Naval Mode

Naval Modeisidentical to Rail Mode except
units move through all-water hexes, coastal
hexes or mgjor/grand river hexsides instead of
alongrailroad lines. PlaceaNaval Mode marker
ontheunittoindicatethat itisin Naval Mode.
A unitin Naval Modeisnever subject to attack.

The Naval Capacity, Naval Movement rate
and number of MPs required to embark/
disembark can be found in the exclusive rules.

8.61 Embarking and Disembarking: Units
wishing to enter or leave Naval Mode must
embark or disembark. A formation embarks or
disembarks in a naval port hex by paying a
number of MPs for each BE in a formation.
Units may embark while in an enemy ZOC.
However units may not disembark into a hex
occupied by, or in the ZOC of, an enemy unit,
or any hex in enemy controlled territory. (see

3.7) Units may disembark into Deployed or
Road Mode. Once disembarked, a formation
with MPs remaining may resume moving
normally.

A formation may not disembark (i.e., remove
its Naval Mode marker) until al its BEs have
disembarked. If a unit lacks sufficient MPs to
embark or disembark inaMarch Segment, place
astrength point marker under the Naval Mode
marker indicating the number of MPsthat have
been spent so they can be carried over into the
next segment.

Restrictions: Units that are in, embarking
into, or are disembarking from Naval Mode,
may not expend MPs to Force March.

A. Marine Units: Combat Class Marine
Units (only) may embark or disembark in any
coastal hex. Combat Class Marine Units may
disembark into ahex last occupied by an enemy
unit and may disembark into an enemy ZOC.

8.62 Naval Capacity and M ovement Rate:
Naval Capacity is the number of BEs that a
given side can movein aturn; all units which
move by Naval Mode in a March or Counter-
March Segment count towards Naval Capacity.
All units of a given side can move a certain
number of all-water or coastal hexes or major
river hexsides for each MP expended; this is
their Naval Movement Rate.

8.63 Naval Port Capacity: Each Naval Port
hex hasadaily maximum BE capacity. Nomore
than the capacity of BEs may be Embarked and
Disembarked in aNaval Port hex per day. The
Naval Port capacity for each Naval Port hex is
found in the exclusive rules.

EXAMPLE: The current impulse consists of
3 days and the Naval Port capacity is 4. A
Formation could embark or disembark 12 BEs
in the impulse.

8.64 Emergency Naval Mode: During the
March Segment (not the Counter-March
Segment) a player may declare a formation to
be engaging in Emergency Naval Mode. If a
unit engagesin Emergency Naval Modeit may
use Naval Mode in excess of a player’s Naval
Capacity. Units engaging in Emergency Naval
Mode may embark in anaval port hex without
regard for the port’s BE capacity.

Procedure: To enter Emergency Naval Mode
aformation must expend anumber of MPsina
naval port hex. (see Exclusive Rules) Place a
Naval Mode marker on the unit(s). Primary
Formation Command Counters of units that
engagein Emergency Naval Mode areremoved
from their Command Tracks, flipped to the
isolated side, and placed on the map with units
of the formation. The Morale Level (ML) of
the Primary Formation is reduced to one.
Artillery and Headquarters Class units that
engage in Emergency Naval Mode are reduced
to cadre status.

Restrictions: A formation may only engage
in Emergency Naval Mode if it belongs to a
nation with seagoing naval capacity. Supply,
Fortressand Air Class units may not engagein
Emergency Naval Mode. If an army-sized
Primary Formation enters Emergency Naval
Mode, the Main Depot unit, al Army Supply
and Corps Train units, and the Army Base
Marker are eliminated. (The replacement of
Supply Classunitsis detailed in Standard Rule
7.23.A)

Reconstitution of an Emergency Naval
Mode Formation: Units that engage in
Emergency Naval Mode may only disembark
at a friendly naval port. When a Primary
Formation’sunits have disembarked, if aplayer
provides Replacement Points (REPs) equal to
the number of Cadre Points (CPs) printed on
the back of the Command Counter, the counter
is placed on a Command Track with aMorae
Level of one. If aplayer does not have enough
REPsavailable, the Command Counter remains
on the map and its units have aML of one.

NOTE: The Replacement points represent the

refitting of the organic supply equipment of the
Primary Formation.

7%

Entrenchment

8.7 Entrenchment M odes

A combat class unit in Deployed Mode may
enter Entrenchment or Permanent
Entrenchment Modein order to receive combat
advantages in defending a hex.

8.71 Entrenchment M ode Procedure: A unit
may enter Entrenchment Modeintwo ways: 1)
by expending three MPs and placing an
Entrenchment marker facing forward (i.e.
pointing through the center frontal hexside); or
2) by entering a hex with an entrenchment
marker aready in place and aligning itsfacing
with the marker.

8.72 Permanent Entrenchment Mode
Procedure: A unit may enter Permanent
Entrenchment Mode in two ways: 1) by
fulfilling the requirements for construction
during the Construct Permanent Entrenchments
Segment (see5.12); or 2) by entering ahex with
a permanent entrenchment marker already in
place or printed on the map, and aligning its
facing with the entrenchment.

8.73 Entrenchment Benefits: Entrenchments
are treated as a form of terrain. A unit in
Entrenchment M ode may benefit from anumber
of column shifts in Barrage Combat and Fire
Combat. (seethe TEC) A Unit benefitsfrom an
Entrenchment only if attacked through an
Entrenchment hexside. Entrenchments also
provide a modifier to Morale Checks (MCs)
taken by entrenched units. (seethe TEC) Units
that retreat from an entrenchment hex asaresult
of combat no longer gain the M C benefit of the
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8.73 Entrenchnent Benefits

entrenchment. Attacking units conducting a
Pursuit after Fire Attack through a frontal
hexside of an enemy Permanent Entrenchment
must stop after entering the hex.

8.74 Entrenchment Marker Removal: Once
it is placed, an entrenchment or permanent
entrenchment marker remains on the unit, or
stack of units, until al friendly units leave the
hex, at which timethe marker isremoved from
play.

8.75 0On-M ap Permanent Entrenchments:
There are permanent entrenchments printed on
the map. (See map key) A unit isin Permanent
Entrenchment modeif oneof itsfrontal hexsides
is facing the same hexside as a permanent
entrenchment symbol printed on the map. This
is done automatically, there is no MC or
expenditure of MPs. The unit remains in
Permanent Entrenchment mode as long as one
of its frontal hexsides faces the same hexside
asaPermanent Entrenchment symbol. If at any
time the unit does not conform to thisfacing it
isno longer in Permanent Entrenchment mode.

NOTE: A Unit benefitsfroma On-Map Permanent

Entrenchment only if attacked through a Permanent
Entrenchment hexside.

8.8 Air Units

Air Units represent aircraft able to perform
reconnaissance and intervene on the battl efield.
The various types of aircraft units availablein
agame are described in the exclusive rules.

Air Unitsmay perform threetypesof Air Unit
Operations: Air Reconnaissance, Air Transfer,
and the Artillery Spotting mission. The Air
Reconnaissance and Air Transfer operations
take place in the March and Counter-March
Segments; Artillery Spotting missions takes
place during the Combat Segment. The
Reconnaissance operation is explained in
Standard Rule 8.81.A. The Air Transfer
operationisexplained in Standard Rule 8.81.B.
TheArtillery Spotting mission is explained in
Standard Rules 10.21.C and 10.34.C.

Procedure: Each air unit hasarange printed
on its counter. Thisisthe maximum number of
hexesit may fly fromitsbase or landing ground
tothehex whereit performsan operation. Count
the hexes between the Air unit (exclusive) and
theintended hex of the operation (inclusive); if
it isgreater than the range of the air unit it may
not perform the operation. (Exception: Air
Transfer Operation - see 8.81.B)

Each time an air unit attempts an operation,
whether the attempt is successful or not, flip
the unit to its “Air Unit Used” side. It may be
flipped back toitsfront sideinthe player’s next
Supply and Command Segment if it passesits
Maintenance Rating Check (MRC). (see 7.27)

Restriction: Only one air unit may perform
an operation against ahex in any given segment.
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8.81Air Unit Operations Segment: Air Unit
Operations Segments take place concurrently
with the March, Counter-March, and Combat
Segments.

A. Air Reconnaissance Operation: An air
unit may perform an Air Reconnaissance
Operation during the phasing player’s March
or Counter-March Segment.

Procedur e: Choosefour contiguous hexesall
within the range of the air unit. All inverted
enemy countersin the four hexes are subject to
an Air Reconnaissance Operation. The air unit

makes an Operations Rating Check (ORC) for
each hex it is attempting to reconnoiter.

Aninverted enemy unit that isthe object of a
successful Air Reconnaissance Operation is
either flipped toreved itsidentity or announced
as anon-dummy unit, depending on theterrain
inthe hex. If an enemy HQ unit isrevealed, all
units stacked in its HQHB must be revealed as
well. If anAir Reconnaissanceis performed in
acity, town, or woods hex, only enemy dummy
units are reveal ed; non-dummy units need not
be revealed.
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MOVEMENT PHASE EXAMPLE:

The phase begins with the Conceal ment
Segment. The phasing player flips his units
that are face-up to their concealed sides. He
places available dummy units in hexes with
existing units. He conducts any desired RR
Tasks.

The March Segment begins. A two-day
impulse has been chosen, so 4 MPs are
available. The phasing player’s army is
currently on the Advance MO, in the west
direction. The player’'s SECOND Army HQ
unit controls three corps HQ units numbered
11, 1V, and V. Each corps HQ has multiple
units stacked in its HQHB. There is an
Independent double-brigade division-sized
infantry formation (10 Iw div) with a MR of L
stacked under the Army HQ unit, an
independent cavalry division (1 c div)
guarding theleft flank of the 1V CorpsHQ unit
and an independent cavalry division (2 c div)
inreserve.

Thelll Corps HQ unit startsthe phasein an
enemy ZOC. The Army is on an Advance MO
so a Combat Marker must be placed on the unit.
The 111 Corps expends 2 MPs to place an
Intensive Combat Marker. Two cavalry
regiment units attached to the infantry
formations in the HQHB expend 1 MP to
perform a reconnaissance of the adjacent
enemy unit. This completes the 111 corps
movement.

The IV Corps HQ unit starts the phase one
hex from the above-mentioned enemy unit. In
accordance with the Advance MO, the 1V corps
must decrease the distance between itself and
the closest enemy combat-class unit. The IV
Corps moves into a clear terrain hex next to
the enemy unit. It costs 2 MPsto enter the hex
(1 for the terrain and 1 for the enemy ZOC)
leaving 2 MPs for other activities. Again,
because the army is on the Advance MO, the
1V corps must place a Combat Marker; the IV
corps expends 2 MPs to place an Intensive




Operations Rating Check (ORC): Inorder
for an air unit to successfully perform an
operation it must pass an ORC. Roll one die
and compareit to the Operations Rating printed
ontheair unit counter. If the number on the die
is equal to or less than the Operation Rating,
theunit may successfully performitsoperation;
otherwiseit fails.

EXAMPLE: Thel Corps HQ unit has an air
unit with arange of 20 hexesinitsHQHB. Four
contiguous hexes no more than 20 hexes from
the HQ unit are chosen for Air Reconnaissance.
Three of thefour hexesare occupied by inverted

Combat Marker. This completes the IV corps
movement.

TheV Corps HQ with two attached infantry
formations moves west through clear terrain
free of enemy ZOC in the direction dictated by
the Advance MO. The corpsmovesasasingle
stack through three hexes at a cost of 3 MPs,
then places a Regular Combat Marker at a
cost of 1 MP. Two cavalry regiments stacked
in the corps HQHB with a Mobility Rating
(MR) of C have only expended 3-1/4 MPs in
the move (3/4 MPs per hex for theterrain and
1 MP for the Combat Marker); they now
expend 1 MP to perform a reconnaissance of
an enemy unit two hexes away, for a total of
4-1/4 MPs (which is rounded to 4 MP). This
completes the V corps movement.

Thelndependent infantry division (10 lw div)
under the Army’s HQ unit moves northwest
two hexes, expending 3-1/3 MPs to do so (2
MPs for a rough hex, 1-1/3 MP for a clear
hex). Thisleavesthedivisionwith 2/3 of aMP,
so a Regular Combat Marker is placed at a
cost of 1 MP. (Thetotal of 4 1/3 MPsisrounded
to 4).

The 1st cavalry division (1 ¢ div) guarding
the flanks of the 1V Corps HQ unit does not
move, but is given a Regular Combat Marker
just in case it is needed later in the turn.
(Cavalry units are exempt from MO
restrictions, so the cavalry division does not
need to reduce the distance between itself and
an enemy unit.)

The 2nd cavalry division enters road mode
(no MP cost), moves four hexes along a
primary road (3 MPs), one of these hexes is
occupied by the 10 Iw div. The 2 BEs of the
double-brigadeinfantry divisionimpose a cost
of 1 MP (/2 MP per BE). Thecavalry division
has expended 4 MPs, so it does not have
enough MPs remaining to enter Deployed
Mode and must remain in Road Mode.

Finally, the player moves his Army HQ unit
one hex due west to keep all its attached
formations within Command Control Radius.

This concludes the March Segment of the
Movement Phase.

enemy units; two are dummy units and one is
an infantry brigade. The dummy units are in
clear hexes, the infantry brigadeisin a woods
hex. The air unit performs successful Air
Reconnai ssance Oper ations against one of the
dummy units and the infantry brigade. The
opposing player does not have to reveal the
identity of the dummy unit that was not
successfully reconnoitered, and because the
infantry brigadeisin a woods hex, he only has
to announce that it is not a dummy unit.

B. Air Transfer Operation: Anair unit may
perform an Air Transfer Operation by moving
toany friendly hex withintripleitsrange during
the March or Counter-March Segments.

9.0 COUNTER-
MOVEMENT PHASE

The Counter-Movement Phase is pivotal for
the non-phasing player. Due to its place in the
sequence of play, the non-phasing player can
use it to position his units for the upcoming
Mutual Combat Phase and to qualify toreceive
replacements. The Counter-Movement Phaseis
largely identical to the phasing player’s
Movement Phase, except there is no
Concealment Segment and there are some
additional movement options available. The
major differenceisthat only 1 MPisavailable
during the Counter-March Segment for each day
in the current impulse. For example, if an
impulse consists of two days, there are 2 MPs
available during the Counter-March Segments
of the impulse.

9.1 Counter-March Segment

All movement activitiesallowed intheMarch
Segment are allowed in the Counter-March
Segment except one hex Minimum Movement.
(see 8.21.D) In addition, a player can Force-
March and enter Replacement Mode. Theseare
described below.

9.11 Force-Mar ching: During the Counter-
March Segment a player may attempt to
Force-March units that move in deployed or
road mode. A unit may move up to twice as
many additional MPs for a Force March as it
has available in the regular Counter-March.

EXAMPLE: The current impulse consists of
three days, so a player has 3 MPs availablein
the Counter-March Segment. A player’s units
could move 3 MPs, then Force-March up to 6
more MPs, for atotal of 9 MPsavailablein the
segment.

Restrictions: Units may use MPs gained by
Force-Marching to perform any activity that
requires M P expenditure, with the exception of
Morale Level Recovery. Units in Rail Mode,
units entraining or detraining, units in Naval
Mode and units embarking or debarking may
not Force-March.

A. Effectsof Force-Mar ching: Each unit that

undertakesaForce-March must takeaMC. For
each MP used to Force March, the dieroll is
modified by +1. The MC is taken at the
conclusion of the unit’s Force-March. Thus a
unit will always be able to expend the MPs
desired; afailed MC results in losses after the
fact. (See Morale Check situationsin Standard
Rule 11.21.B and Morale check procedure in
Standard Rule 11.22)

EXAMPLE: A unit with a ML of 6 Force-
Marches 4 additional MPs. It undergoesa MC
at the conclusion of its movement with a die
roll modifier of +4. The MC dieroll result is
six, for a modified result of ten (6 + 4). The
unit suffers four Loss Resullts.

NOTE: Units belonging to Primary Formations
with a ML of morethan 6 can Force March a number
of MPs egual to the difference between their ML and
six without fear of failing a MC. Thus a unit with a
ML of 8 could Force March 2 MPs without risk of
failing a MC.

B. Corps Supply Units. Corps Train units
may Force-March up to two additional MPs
(maximum); however, if a Corps Train unit
Force-Marches, reduce the ML of al Primary
Formations attached to the Corps Train unit’'s
corps-sized formation by one (1). (see 7.23.A)

Replace-
ment
Mode

9.12 Replacement Mode: A unit enters
Replacement mode in order to receive
replacements. A unit can only enter
Replacement Mode during the Counter-March
Segment of an impulse.

Requirements: To be able to enter
Replacement Mode the Unit must be either: 1)
at least 4 hexesfrom the nearest Enemy Unit or
2) at least 2 hexesfrom the nearest Enemy Unit,
with a Friendly Unit or impassable terrain
between it and the nearest Enemy Unit or 3) be
in permanent entrenchment mode.

Procedure: A unit which has met any of the
above requirements may enter replacement
mode in one of two ways:. 1) by expending 3
MPs or 2) by expending no movement points
during the entire Counter-March Segment.
Place a Replacement Mode marker on top of
units that meet either requirement.

If aunit in replacement mode participatesin
combat (barrage or fire combat) remove the
replacement mode marker.

NOTE: The actual incorporation of Replacement
Points (REPs) takes place during a player’s Supply
and Command Segment. (see 7.26)

COUNTER-MOVEMENT PHASE
EXAMPLE:

The current impulse consists of two days, so
the non-phasing player has 2 MPs available
for the Counter-Movement Phase. Because a
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9.0 Count er-Mvenent Phase

player has twice as many MP available in the
Counter-Movement Phase for Force Marching,
he also has the option to Force March any unit
he chooses an additional 4 MPs (2 available
MPsx 2 = 4).

The player begins by moving an entrained
Corps HQ unit (1 BE) with 7 BEs attached 24
hexes by rail. The Railroad Movement Rate
given in the Exclusive Rules is 12 hexes per
MP, so the move consumes 16 RPs (8 BEstimes
the 2 MPs used). The player deducts 16 from
his RP Track. The units may move no further,
asunitsmay not use Force Marchin Rail Mode.

A brigade-sized reinforcement enter sthe map
on arailroad hex. As a reinforcement it has 1
“free” MP in Rail Mode. (see 7.12) It moves
12 hexesalong therailroad linewith its* free”
MP at a cost of zero RP from the RP Track and
1 MP from its movement allowance. The unit
detrains (1 MP) and could continue moving in
Deployed Mode only by Force March.

A second Corps HQ unit with two attached
divisonsinits HQHB (all ML of 7) marches 4
MPsto move adjacent to some enemy units. An
Intensive Combat Marker is placed, bringing
the total MPs expended to 6. This is 4 more
than the normal Movement Allowance of 2 MPs
for the impulse. The player rolls a die, with a
result of 3. The adjusted total is 7 because of
the 4 MPs used in the Force March. Seven is
equal to the Primary Formation’s ML, so it
passes the Force March MC without loss.

100 THE MUTUAL
COMBAT PHASE

Combat in The Death of Empires system
consists of a Mutual Combat Phase with two
Combat Segments, the Initial Combat Segment
and Fina Combat Segment. In outline, the
Mutual Combat Phase has the following
structure:

A. Initial Combat Segment
1. Phasing Player Barrage Attack Step
2. Non-Phasing Player Barrage Attack Step
3. Phasing Player Fire Attack Step
4. Non-Phasing Player Fire Attack Step
B. Fina Combat Segment
1. Phasing Player Barrage Attack Step
2. Non-Phasing Player Barrage Attack Step
3. Phasing Player Fire Attack Step
4. Non-Phasing Player Fire Attack Step

The sequence of the Combat Phase may not

be atered in any way.

10.1 Important Concepts
Concerning Combat

Combat in The Death of Empires system
alows both players to attack in every Combat
Phase. Initiating Combat is never mandatory
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(exceptions may be found in the Exclusive
Rules).

 To be eligible to initiate a Barrage or Fire
attack in the Initial Combat Segment, a unit
must have an Intensive Combat Marker.

* Tobeeligibletoinitiate aBarrageAttack or
aFireattack inthe Final Combat Segment while
expending an AP, a unit must have a Regular
Combat Marker. Unitsmay initiate FireAttacks
inthe Final Combat Segment with or without a
Combat Marker. However, units without a
Combat Marker may not expend an AP.

« Unitsmust check to seeif they arein supply
(7.23) and command control (7.24) prior to
combat.

* When resolving combat the attacker must
designate an objective hex at the moment of
combat; the hex must be an enemy hex adjacent
to one of itsfrontal hexsides. A formation may
attack through onefrontal hexsideinthelnitial
Combat Segment and through another frontal
hexside in the Final Combat Segment.

e Combat class units may not attack into a
hex they are prohibited from entering while in
Deployed Mode.

10.11 Combat Markers: The placement of
Combat Markers determinesthetype of attacks
that can be made and when in the Mutual
Combat Phase sequence they can be initiated.
Combat Markers also affect a unit’s ability to
expend Ammunition Points (AP). In order to
expend an AP during an attack aunit must have
aCombat Marker. Barrage Attacks require the
expenditure of AP, therefore only units with
Combat Markers can conduct Barrage Attacks.
(see 10.2) In addition, the combat options
Pursue and Probe may only be exercised by
units with Combat Markers. (see 10.32) Units
that defend against attacks of any kind in either
Combat Segment are not required to have a
Combat Marker to expend an AP.

Combat Markersareflipped or removed upon
initiation of an attack (or when required to
exercise an attacker combat option).

There are two types of Combat Marker:
Intensive and Regular.

Intensive

Combat

e Intensive Combat Markers:. Intensive
Combat Markers allow units to initiate a
Barrage Attack or Fire attack during the Initial
Combat Segment. Only units with Intensive
Combat Markers may attack during the Initial
Combat Segment.

Any Intensive Combat Markers remaining
after the Initial Combat Segment of a Mutual
Combat Phase are flipped to become Regular
Combat Markers.

Regular

Combat

¢ Regular Combat Markers: Regular
Combat Markers allow units to initiate a
Barrage Attack during the Final Combat
Segment. Regular Combat Markersallow units
toinitiate aFire Attack while expending an AP
during the Final Combat Segment.

Any Regular Combat Markersremaining after
the Final Combat Segment of aMutual Combat
Phase are removed.

A.PlaceCombat Markers: Combat Markers
are placed during the March or Counter-March
Segments of the Movement or Counter-
Movement Phase. Only unitsin deployed mode
may place Combat Markers. To place an
Intensive Combat Marker a unit must expend
two MPs. To place aRegular Combat Marker a
unit must expend one MP. Weather may affect
the MP cost of placing Combat Markers. (See
the Exclusive Rulesfor weather effects) Combat
Markers are placed on top of units and facing
through their center frontal hexsides.

Stacks of units may have some units with
Combat Markersand some without. In order to
record which units have expended the required
MPsto place aCombat Marker, place the units
that can utilize a Marker beneath it and those
that cannot on top. In this manner, al eligible
units will be under the Combat Marker and all
ineligible units will be on top of it.

Combat Markers may not be moved during
the March or Counter-March Segments. Units
that march from one hex to another after placing
a Combat Marker lose the Combat Marker.
Unitsthat areforced to retreat dueto an Overrun
lose any Combat Marker.

IMPORTANT NOTE: Unitswith Combat Markers
placed are not required to attack.

Designer’s Note: The MPs expended in placing a
Combat Marker represent the time it takes for a unit
to prepare for combat, organize supplies and
ammunition, reconnoiter the terrain, prepare
emplacementsfor artillery, etc. Unitsthat have taken
the time to place Combat Markers are allowed a
wider range of combat options and have increased
effectiveness.

B. Combat Marker Removal asa Result of
Combat: If a unit with a Combat Marker is
forced toretreat asaresult of combat its Combat
Marker isremoved. Combat Markers may also
be removed as a result of Barrage Combat by
the opposing player. (see 12.6)

Ammo
Left
2

10.12 Ammunition Points (APs): Artillery
Class units and Headquarters Class units with
artillery OCUs have a Barrage Factor (BF). In
order for a unit to use its BF the formation to
which the unit is attached must expend an AP.



In order to expend an AP a unit must be in
Deployed Mode. No Artillery class or
Headquarters class unit may Barrage Attack
without expending an AP.

The expenditure of an AP allows all units of
Primary Formations with Command Counters
on agiven Command Track to usetheir full BF
multiplier in one specific combat. If a
Headquarters or Artillery Class unit belonging
to a Primary Formation with a Command
Counter on a Command Track chooses not to
participate in a combat where an AP is
expended, and subsequently participates in a
different combat (using its BF), it will require
the expenditure of an additional AP.

NOTE: Independent Srategic Formations may not
expend an AP (and therefore may not Barrage
Attack).

Procedure: Each time Artillery Class units
use their BFs in a Barrage Attack or Fire
Combat, an AP must be expended. Place the
appropriate AP marker in the Ammo Box
adjacent to the Command Track containing the
Command Counter of the Primary Formation
whose Headquarters or Artillery Class unit is
using its BF. (See Standard Rules 2.65 and 2.77)
The AP marker records the number of APs
remaining to the formations on that Command
Track.

EXAMPLE: There are three Primary
Formations with Command Counters on the
same Corps Command Track of an Army Chart.
The AP Box of the Command Track is empty,
indicating that no APs have been expended,
therefore the corps-sized formation has the
default number of AP (in this example assume
3 AP). To allow the Artillery Class units of two
of the Primary Formations to participate
together in a Barrage Attack an “ Ammo Left
2" marker is placed in the AP Box of the
Command Track. Thethird Primary Formation,
which did not participatein thefirst attack, has
an Artillery Class unit that participates in a
subsequent Barrage during the same Barrage
Attack Sep. This second barrage requires the
expenditure of an additional AP, and placement
of an “ Ammo Left 1”7 marker in the same AP
Box.

Out of Ammo: Headquarters or Artillery
Class unitsthat belong to a Primary Formation
with an“Out of Ammo” APmarker initsAmmo
Box may not Barrage Attack, and their BF is
reduced to one in Fire Combat.

NoAP Expenditure: InaFire Combat, if the
formation to which a Headquarters or Artillery
Class unit is attached does not expend an AP,
the unit has a BF of 1. Reasons for not
expending an AP may be involuntary, such as
not having a Combat Marker placed or being
“Out of Ammo”. A player may voluntarily
decline to expend an AP to conserve his AP
supply.

A.Artillery Superiority (AS): Artillery units
with an AS marker have a BF of zero in all

situations, and they may not participate in any
kind of combat. (see 12.5)

Designer’s Note: A Player should use his AP
wisely. Each formation is faced with the possibility
of two Mutual Combat Phases, each with two
Combat Segments in an impulse. If a formation
expends its AP early in an impulse, it will be forced
toengagein later Combat Stepswithout ammunition.
Sophisticated players will lure their opponents into
just such an expenditure of APs; without the BF of
Artillery Class units most formations are greatly
reduced in combat strength.

10.2 BarrageAttacks

Artillery Class units and Headquarters Class
units which contain Organic Combat Units
(OCU) composed of Artillery Class SPs are
capable of conducting BarrageAttacks. Barrage
Attacks are conducted during the Phasing
Player BarrageAttack Step and the Non-phasing
Player Barrage Attack Step of a Combat
Segment. To Barrage Attack, the formation a
unit is attached to must expend an AP. In
addition, the unit must be in Deployed Mode
and under a Combat Marker.

Designer’sNote: Barrage primarily representsthe
use of artillery to prepare an enemy position for
assault by Infantry (Fire Attack). A skillful player
will use Barrage Attacks to complement his Fire
attacks.

10.21 Barrage Attack Procedure: Each
formation with Artillery Class units
participating in a Barrage Attack must expend
an Ammunition Point. A unit which Barrage
Attacks may do so only through a frontal
hexside, and may only attack one enemy hex.
Theidentities of attacking and defending units
involvedin aBarrage Combat are not reveal ed.

Barrage Attacks are conducted in five steps.
They are explained below:

A. Determine Target Type: If units are to
Barrage a hex which contains both a Fortress
Class unit and non-Fortress Class units, the
barraging player hasthe option of attacking the
Fortress Class unit or al non-Fortress Class
units. The barraging player announces prior to
determining the Barrage Value which type of
unitsare being attacked in each Barrage Attack.
(Fortresstargetsare explained in Standard Rule
13.22)

e Cavalry Withdraw Before Barrage:
Cavalry Combat, Artillery and HQ class units
that belong to acavalry formation (with primary
identifier of ¢) may withdraw before a barrage
attack. The procedure is the same as Withdraw
Before Combat. (see 10.33.A)

B. Determine Barrage Value: Multiply the
Barrage Factor (BF) of an artillery unit by its
remaining SPs. Repeat thisfor all artillery units
involved in an attack, combining their total.
Modify this number for super heavy artillery,
range, terrain and weather affects. (See the
Exclusive Rules) The final number is the
Barrage Value.

Find the column containing the Barrage Vaue

on the Barrage Combat Results Table (BCRT).
If the total Barrage Value is greater than one
column and lessthan the next column, thelesser
of the two is used.

EXAMPLE: Atotal Barrage Value of 39isto
be used in a Barrage Attack; the 35 column on
the BCRT must be used because the next column
to theright isfor a minimum Barrage Value of
40.

C. Determine Column Shifts: Therearethree
types of modificationswhen resolving Barrage
Attacks against non-fortress units: the terrain
of the target hex, the use of Indirect Artillery,
the presence of friendly air units. All
modifications to Barrage Attacks are
cumulative. Subtract thetotal defender column
shiftsfrom the total attacker column shiftsand
apply any remaining shifts.

1. Terrain Effects: The TEC has a column
entitled “BCRT Column Shifts.” If the terrain
type modifies aBarrage Attack, there will bea
number notation indicating the number of
column shifts to the left (in favor of the
defender). Some types of terrain modifiers on
BarrageAttacksarereduced if thereare Indirect
artillery unitsinvolved in the attack. All terrain
modifications are cumulative.

2. Indirect Artillery Units: If any of theunits
making a Barrage Attack are Indirect Artillery
units, some types of terrain have their Barrage
Attack column modifiersnegated or diminished.
Thecolumn entitled “BCRT Column Shifts’ on
the TEC has entries marked with an asterisk;
these indicate there is one less column shift to
theleft if Indirect Artillery units are involved.

3. Air Units: The player making the Barrage
Attack may choose to commit an air unit to an
Artillery Spotting Mission.

Procedure: Before a Barrage Attack is
resolved, an air unit within range of the hex
being barraged may move to the hex. No more
than one air unit may be committed to each
BarrageAttack. Theair unit must passan ORC,
and if successful, it shifts the final BCRT
columnonetotheright (infavor of the attacker).

OperationsRating Check (ORC): Roll one
die for the air unit and compare it to the
Operations Rating printed on its counter. If the
number on the die is equal to or less than the
Operation Rating of theair unit it may perform
its operation, otherwise it may not.

EXAMPLE: A Barrage Attack is made
against a unit in a hex with woods and rough
terrain. The attacker has Indirect Artillery
participating and is ableto successfully commit
an air unit. The attacker shifts the column one
to the right for the air unit; the defender then
shifts it one to the left for one of the terrain
benefits in the hex, as the Indirect Artillery
negates the effect of one benefit.

D. Fortress Class Units: If a Fortress Class
unit is the target of a Barrage Attack thereisa
special modification to the die roll used to
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10. 21 Barrage Attack Procedure

resolve the attack. There are no terrain column
shiftsfor Barrage Attacks against Fortressunits.

Fortress Class units have a Caliber Factor
(CF) printed in the lower right corner of the
counter. Compare the highest BF among the
barraging artillery units with the CF of the
Fortress Class unit. If the BF of the barraging
artillery unit is higher than the defending
fortresses CF, the differenceis subtracted from
the barrage die roll. If the CF of the Fortress
Class unit is higher than the highest BF of the
barraging artillery, double the difference and
add it to the dieroll.

10.22 Resolve BarrageAttack: TheBarrage
Value of the artillery units making the attack is
totaled to determine the initial column on the
BCRT. Column shifts are determined and
applied. Theattack isresolved withasingledie-
roll cross-referenced with the final column.

Combat results on the BCRT affect only the
defending player’s targeted units. A result
obtained on the BCRT will be one of six
possihilities:

- : The attack had no effect.

X : thedefending unit(s) must take L oss Results
equal to X.

¢ : the defending unit(s) must take a Morale
Check. (Refer to the BCRT for MC
modifiers.)

Xc: A number X followed by c meansthe unit(s)
must suffer Loss Results equal to X, then
takeaMC.

¢+ N : thedefending unit must takeaMC with
a modifier to the die roll equal to N (in
addition to any other modifiers).

Xc + N : If there is a number equal to X,
followed by ¢ + N, the unit must take Loss
Results equal to X then take a MC with a
modifier to the die roll equal to N (in
addition to any other modifiers).

S:An Sresult only appliesto Barrage Attacks
against Fortress Class units. The Fortress
Class unit surrenders and is removed from
play. The SPs lost in this manner do not
count as Prisoner Points.

EXAMPLE: The result of a Barrage Attack
is“2C + I” . The defending unit must suffer two
Loss Results of some type, then take a MC with
adie roll modifier of +1.

10.23 Loss Resultsdueto BarrageAttack:
Odd numbered Loss Results (LR) are applied
by the defender, even numbered Loss Results
are applied by the attacker. For each odd
numbered LR called for on the BCRT, the
defender may lose one SP, retreat one hex, or
reduce by onethe ML of al Primary Formations
in the hex. For each even numbered LR the
attacker may choose to eliminate a defending
SP or reduce by one the ML of al defending
Primary Formations in the hex. The attacker
may not choose to reduce the defender’s ML
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until at least one SPloss has been inflicted upon
the defending unit(s). Fortress Class unitsonly
suffer SPloses. (Loss Results are described in
Standard Rule 12.0)

Losses from Barrage Combat must be taken
from the targeted unit(s). If losses due to a
BarrageAttack eliminateall targeted unit(s) and
additional losses are called for, they are not
applied to the non-targeted units in the hex.

EXAMPLE: The BCRT calls for two LRs
against a Fortress Class unit with one Srength
Point, stacked with non-Fortress Class units.
The Fortress unit is eliminated and the second
loss is not applied against the non-Fortress
Class units.

Restrictions: Each player can apply no more
than one retreat and no more than one ML
reduction per Loss Result; al other LRs must
be taken in SPs. (see 12.4)

EXAMPLE: The BCRT calls for three LRs.
The defender determinesthefirst and third LR,
so after choosing a one-hex retreat to satisfy
the first, to satisfy the third he could reduce
defending MLs by one, or lose a SP, but not
retreat an additional hex.

A. No Pursuit after Barrage: There is no
pursuit after combat during the Barrage Attack
Step. If a Barrage Attack clears a hex of
defenders, the attackers can only enter the hex
inan ensuing FireAttack step by exercising the
Pursue Combat option. (see 10.32.C)

10.24 Barrageand M C Results: Defending
non-Fortress Class unitsmay berequired to take
aMorae Check (MC) as aresult of a Barrage
Attack. TheMC may becalled for ontheBCRT
or may be the result of a retreat LR. (See
Retreats in Standard Rule 12.1) Fortress class
unitsand oneformation posted to afortressneed
not takeaMC. (see 13.23) MCs are taken after
any Loss Results called for on the BCRT have
been resolved.

A. BCRT MC Modifiers: There are four
types of die roll modifiers to a MC resulting
fromaBarrageAttack. All modificationsto the
dieroll are cumulative.

« Facing: If adefending unit in thetarget hex
is being Barrage Attacked through a flank
hexside, adieroll modifier of +1isappliedif a
MC is required. If a unit is Barrage Attacked
through a rear hexside, there is a die roll
modifier of +2if aMC isrequired.

e Strength Point Losses: For every SP a
defending Primary Formation loses as a result
of aBarrageAttack, theMC dieroll ismodified
by +1.

NOTE: A SPlossonly affectsthe MC of the specific
Primary Formation that takes the SP loss, not every
Primary Formation in the hex.

« Entrenchments: The Terrain Effects Chart
(TEC) lists the die role modification
entrenchments provide a defender in Barrage
Combat. Units which retreat from an

entrenchment hex to satisfy aL R beforetaking
aMC losethe M C benefit of the entrenchment.

NOTE: Units in Entrenchment mode receive the
benefits of entrenchments only when attacked
through their three frontal hexsides.

* Heavy Artillery Units: If any of the units
making aBarrageAttack are Heavy Artillery, a
modification of +1ismadeto any resultingMC
dieroll.

EXAMPLE OF BCRT MC MODIFIERS:
Assume a corps-sized formation with a ML of
7 has attached an infantry division-sized
formation with a ML of 6 and a cavalry
division-sized formation with a ML of 8. Units
from the infantry division and the cavalry
divisionareinthe HQHB of the CorpsHQ unit.
The corps-sized formation is Barrage Attacked
through a flank hexside by Heavy Artillery and
receives a result of 1C + 1 on the BCRT. The
defender chooses to take the 1 LR as a SP
reduction to the cavalry division. The
modifications to the MC die roll for the corps
HQ and infantry division are + 1 for the Heavy
Artillery, +1 for being attacked through a flank
hexside, and +1 for the MC modifier result on
the BCRT. The modificationsto theMC dieroll
for the cavalry division are the same as for the
others, with an additional +1 for the SP loss.

NOTE: Applying SP lossesto units should be done
in a way that minimizes (for the owning player) the
risk of failing a MCs.

B. MC Loss Results: If a defending
formation failsits morale check, odd numbered
Loss Results are determined by the defender,
even numbered L oss Results are determined by
the attacker.

The possible LRsfor the defending unitsare:
retreat one hex, lose one SP, or reducethe MLs
of formations in the hex by one. The attacker
may choose to eliminate an enemy SP, reduce
thedefending formations' MLsby one, remove
a Regular Combat Marker or flip an Intensive
Combat Marker, or if the Barrage Attack was
resolved on the Barrage Val ue column of 35 or
higher, place an Artillery Superiority (AS)
marker. (see 12.5)

NOTE: A player may not allocate more than one
retreat, ML reduction, or Artillery SP per MC as a
result of a Barrage Attack. (see 12.8)

A summary of MC resultscaused by aBarrage
Attack accumulate asfollows:

Formation failsMC by one: The owning player
choosesaunit tolosea SP, the stack of units
to retreat one hex, or reducesthe MLsof all
Primary Formationsin the hex by one.

Formation fails MC by two: The opposing
player designates a unit type (combat or
artillery) to lose a SP, reduces the MLs of
all formationsin the hex by one, removes a
Regular Combat Marker or flipsan Intensive
Combat Marker, or in some cases, places
an Artillery Superiority marker. (see 12.5)

Formation failsM C by three: The owning player
chooses a unit to lose a SP, or if he has not



aready done so, retreats the stack of units
one hex, or reduces the MLs of all
formationsin the hex by one. The Defender
cannot choose to retreat an additional hex
ortoloseaML if he hasalready chosen the
same option. (see 12.7)

Formation fails MC by four: The opposing
player designates a unit type to lose a SP,
reducesthe MLsof al formationsin the hex
by one, removes a Regular Combat Marker
or flips an Intensive Combat Marker, or in
some cases, places an Artillery Superiority
marker. The attacker cannot choose for the
defender to lose a ML or Artillery SPif he
has already chosen that option.

Formation fails MC by five or greater: There
areno additional lossesif aunit failsitsMC
by five or greater. The most a unit can be
penalized for failing its MC isfour LRs.

NOTE: Although a formation can fail its MC by
five or greater, this is treated in all ways as if the

defender had failed its MC by four. (See MC with
Loss Result Required, Sandard Rule 11.21.B)

10.3 Fire Attacks

FireAttacks occur during the FireAttack steps
of the Initial and Fina Combat Segments of
the Mutual Combat Phase. To initiate a Fire
Attack during theInitial Combat Segment, units
must have an Intensive Combat Marker in place.
No Combat Marker isrequiredtoinitiateaFire
Attack during the Final Combat Segment, but
only units with a Combat Marker may expend
an AP while Fire Attacking. The attacker
determines which units will attack a hex. The
defender determineswhich unitswill defend in
a hex. Both attacker and defender may be
restricted by stacking limitations.

10.31 Which Units May Conduct Fire
Attacks: Only Combat Class Unitsin deployed
mode can initiate Fire Attacks. Units with a
parenthetical SPvalue, shattered unitsand units
not in deployed mode can not initiate Fire
Attacks. Combat class unitsmay not attack into
a hex they are prohibited from entering while
in Deployed Mode. An Artillery Class unit (or
HQ unit with an artillery OCU) may engagein
aFireAttack only in combination with Combat
Classunits(i.e. Artillery Classunits may never
participate in a Fire Attack alone). Artillery
Class units done in a hex and the object of a
Fire Attack are automatically eliminated.

NOTE: Artillery units can Withdraw Before
Combat (see 10.33.A), but may be forced to abandon
equipment. (see 12.34)

10.32 Attacker Combat Options: The
attacker has optionsthat can be chosenin place
of a standard Fire Attack. The attacker can
choose to Probe the defending hex, conduct a
Cavalry Charge, or attempt to Pursue enemy
unitsthat have moved away from hisown. Only
units that have placed Combat Markers may
exercise the Combat Options of “Probe” and
“Pursue’. Only unitswith an Intensive Combat

Marker may probe or pursue during the Initial
Combat Segment. Units with Regular Combat
Markers may probe or pursue during the Final
Combat Segment.

NOTE: The Pursue combat option and Pursuit
after Fire Attack (see 10.36.C) are completely
distinct.

A.Probe: A probeisaform of reconnaissance
made by a combat class unit during the Fire
Attack Step of aCombat Segment. A unit with
a Combat Marker and adjacent to an inverted
enemy unit can probe instead of a Fire Attack.

Procedure: Theattacker announcesthat ahex
is being probed and then takes a MC for the
probing units. If at least one attacking unit
passes the MC, the probe is successful and the
contents of the enemy hex must be revealed,
including the contents of the HQHBSs for any
Headquarters Class units in the hex. If an
attacking unit does not pass its Probe MC, the
defending unitsin the hex are not revealed.

After completing the probe attempt,
successful or not, the attacking unit must flip
or remove its Combat Marker, as appropriate.
Thereis no other effect of a Probe option.

Restrictions: Probes may not be conducted
over Grand River hexsidesor acrossany hexside
or into a hex which the combat class unit is
prohibited from moving into.

NOTE: Probe is the only way for combat class
units to perform reconnai ssance across a per manent
entrenchment hexside.

B. Cavalry Charge: If thedefender inaFire
Attack isinaclear terrain hex, and the attacker
has at least two SPs of cavalry attacking, the
attacker can declareacavalry charge. A cavalry
charge is a normal Fire Attack with the
following additions: Cavalry SPare halved, not
quartered, when conducting a charge, and the
attacker shiftsthe odds column oneto theright
(in addition to any other modifications). The
Loss Results called for on the FCRT for the
attacker are doubled in acharge. SPlosses must
first be taken from the cavalry units involved
and may only be taken by other attacking units
after al cavalry SPs have been eliminated.

C. Pursue: When a friendly unit with a
Combat Marker has frontal hexsides adjacent
to an enemy unit that voluntarily moved away
during the Counter-March segment, exercised
aWithdraw Before Combat option, or retreated
due to a Barrage Attack LR, the friendly unit
may pursue.

Procedure: Pursuing units advance one hex
(only) to occupy the hex vacated by the enemy
unit(s) and may then redirect their facing inthe
new hex. If afriendly unit isaHQ Class unit,
the HQ Class unit may pursue with some or al
of the unitsin its HQHB. Units which Pursue
may not initiate a Fire attack during the same
Fire Attack Step and must flip or remove their
marker after pursuing.

« Defender MovesAway: If aunit hasafrontal
hexside adjacent to an enemy unit and that

enemy unit Counter-Marchesout of itsZOC
or, uses Withdraw Before Combat, the unit
may pursue.

NOTE: A player will want to keep track of which
hexes enemy units have vacated during the Counter-
March Segment.

« Defender Retreats dueto Barrage Attack:
If aunit hasafrontal hexside adjacent to an
enemy unit that retreats due to a Barrage
Combat LR, the unit may pursue.

NOTE: In the games Clash of Eagles, The
Cossacks are Coming! and HBtLF, no hex may be
both Barrage and Fire attacked during a Combat
segment (Exclusive Rule). Therefore units pursuing
an enemy unit which retreats dueto a Barrage Attack
LRduring theInitial Combat segment must wait until
the Fire Attack step in the Final Combat segment.
The prohibition on Barrage Attacking and Fire
Attacking the same hex in the same combat segment
reflects the poor state of artillery coordination in
1914.

10.33 Defender Combat Options: Likethe
attacker, the defender has options in a Fire
Attack. The defender can Withdraw Before
Combat if the defending units have the
necessary Mobility Rating or hecan, if eligible,
attempt to perform a Stand Fast.

A. Withdraw Before Combat: Defending
Combat, Artillery or Headquarters Class units
withaMohility Rating of T, M, C, H, or D may
attempt to Withdraw Before Combat.

Procedure: If aqualified unit has an attack
announced against it and it opts to Withdraw
Before Combat, retreat the defending unit one
hex, reorient itsfacing and remove any Combat
Marker it may have. Withdrawal is automatic
and occurs before any units are revealed,
however each withdrawing formation must take
aMoraeCheck (MC). (see11.22) If theMCis
successful, the unit retreats one hex with no
penalty. If unsuccessful, the unit retreats one
hex and suffers LRs. The friendly player
determines the nature of each odd numbered
LR. Theopposing player determinesthe nature
of even numbered LRs. LRs may be taken as
retreated hexes, SPs eliminated, or ML
reductions.

Restrictions: Unitsmay not Withdraw Before
Combat into an enemy ZOC. Friendly unitsin
ahex negate the presence of an enemy ZOC in
this case. Units may not Withdraw Before
Combat into an Overstack situation.

Only oneWithdrawal Before Combat may be
made per hex per Fire Combat. All unitsin a
hex desiring to withdraw must be withdrawn
together.

Morale Check Modifier: If a Withdrawing
unit leavesahex occupied by afriendly Combat
classunit that is defending the hex, theMC die
roll ismodified by -2.

Artillery Class Units: Artillery Class units
with a Mobility Rating of T or D may only
Withdraw Before Combat by abandoning
equipment. (see 12.34) An artillery unit that
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10. 33 Def ender Conbat Opti ons

abandons equipment in Withdrawal need not
takeaMC.

NOTE: This procedure allows an Artillery Class
unit'scadre pointsto be preserved if a player believes
it will otherwise be eliminated.

B. Sand Fast: A Combat Class unit or stack
of unitsincluding a Combat Class unit may be
ordered by the defending player to Stand Fast.
To be eligible to execute the Stand Fast option
the defenders must be in Deployed Mode, in
supply, and not under attack through a Flank or
Rear hexside. All Combat Class units in the
designated hex take a MC, and only if al are
successful is the Stand Fast option executed.
The MC is modified if the units attempting to
Stand Fast occupy entrenchments. (See the
TEC) If any unit failsits M C the defenders may
not Stand Fast and are treated as normal
defending units.

Units which Stand Fast have the following
special characteristics:

 Loss Results: To fulfill LR requirements
units which Stand Fast may elect only SP and
ML results. The attacker may assign only SP
and ML results. If the defender is eliminated
the attacker may conduct Pursuit after Fire
Attack into the vacated hex.

e FCRT result of X + r: Units that are
Standing Fast must retreat and take aM C after
a FCRT result of X + r. All SPlosses suffered
by the defender are treated as Prisoner Points
for the attacker.

10.34 Fire Attack Procedure: Fire Attacks
are conducted in asfollows: first announce any
Attacker and Defender Combat Options, next
determine the Fire Vaue of both the attacker
and defender to find the basic attacker/defender
odds ratio. Then adjust the basic attacker/
defender odds ratio for any modifiers. Then
proceed to Resolve the Fire Attack.

All units (attacker and defender) involved in
the Fire Attack arerevealed, including thosein
HQHBs.

A.DeterminetheFireValue: For each side,
add the SPs of the Combat Class unitsto get a
Total Basic Fire Value. Multiply each eligible
participating unit's SPstimesits MGF and add
these to get a Total MG Vaue. (The attacker
may not use parenthetical MGFs.) Add theFire
Values of al participating artillery unitsto get
a Total Artillery Fire Value. Add each side's
Total Basic Fire Vaue, Tota MG Vaue, and
Total Artillery FireValueto producetheaTotal
Fire Value. Note that Fire Values may be
affected by terrain and weather. (See the
Exclusive Rulesfor terrain and weather effects)

* Road Mode: Units attacked while in Road
defend at half strength. (See 8.43)

« Artillery Units: Artillery Class units in
deployed mode can use their full BF by
expending an AP. In Fire Attacks, but not in
Barrage Attacks, Artillery units can choose to
reduce their BF to one and thereby avoid the
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expenditureof anAPR. If anAPisexpended, each
Artillery unit multipliesits SP by itsBF to derive
its Fire Value. The Fire Value of the Artillery
Class units is added to the Fire Value of the
attacking or defending unitsin the Fire Attack.

EXCEPTION: Artillery Class units with an
AS Marker placed on them. (see 12.5)

« Battery Indicator Dot: Some Combat Class
units have a “dot” symbol indicating that the
unit has an attached artillery battery. The
Battery’s one strength point is added to the unit
strength in combat (does not require the
expenditure of an AP).

e Cavalry Units: Cavalry unitshavetheir SPs
halved when calculating their Basic Fire Value
in defense. Cavalry units have their SPs
quartered when calculating their Basic Fire
Value when attacking. Cavalry units do not
modify their SPs when calculating their MG
Value. Cavalry units are capable of making
Cavalry Charges. (see 10.32.B)

EXCEPTION: Dragoon-Cavalry units have
their SP point total halved, not quartered, when
attacking.

Designer’sNote: Cavalry unitsare halved because
their SPs represent one-half the troops of other
Combat Class units. Cavalry units are halved again
in the attack (i.e., quartered overall) to reflect the
archaic cavalry tactics of the period. Dragoon type
units are exempt from this latter reduction in the
attack because they functioned as mounted rifles.

e Machine Guns: Some units may have a
Machine Gun Factor (MGF). MGFs are
multiplied by the current SPs in a unit to
producethe MG Vaue. The MG Valueisadded
to the unit's basic Fire Value to produce the
Total Fire Value of an attacking or defending
unit. Some MGFs are fractional. If a MGF is
parenthesized, it cannot be used when attacking,
but may be when defending.

EXAMPLE: Aunit with a parenthesized MGF
of 1/2 and 8 SPsadds 4 to its Fire Valuein the
defense (8 x /2 = 4) but nothing to its Fire
Value in the attack (because the MGF is
parenthesized).

B. Determine the Odds:. Fire Attacks are
directed against all unitsdefending in ahex that
a defender chooses to defend with, subject to
stacking restrictions. Fire Attacksare conducted
by all unitsattacking the defender’shex that an
attacker chooses to attack with, subject to
stacking restrictions. Compare the Total Fire
Value of the attacking units with the Total Fire
Value of the defending units to create a basic
attacker/defender oddsratio. Thisratio must be
rounded down to one of thosefound onthe Fire
Combat Results Table (FCRT).

EXAMPLE: An attacking Total Fire Value of
29 against a defending Total Fire Value of 10
becomes a 2.5-1 on the FCRT.

C. Determine Column Shifts: There are
several types of modifications to the odds
column used to resolve FireAttacks. All FCRT

column shift modifiersare cumulative. Subtract
the total defender column shifts from the total
attacker column shiftsand apply any remaining
shifts.

1. Terrain: The TEC has a column entitled
“FCRT Column Shifts.” If the terrain type
within theattacked hex affects FireAttacksthere
will be a notation indicating the number of
columnsto shift left when resolving the attack.
Attacking units do not consider the terrain of
the hex they are attacking from unless it is a
swamp hex, inwhich casethereisan additional
column shift left. Some hexside terrain may
affect the odds column used on the FCRT. All
terrain modifications are cumulative.

2. Air Units: Both the attacker and defender
can chooseto commit anair unit to aFireAttack
on anArtillery Spotting Mission.

Procedure: Before resolving a Fire Attack,
an air unit within its range of the hex being
attacked may move to the hex. No more than
one air unit from each side may be committed
toaFireAttack. Theair unit must passan ORC,
and if successful, the odds column is shifted
one in favor of the side it belongs to. If both
the attacker and defender successfully commit
air unitsto aFire Attack they cancel each other
out.

OperationsRating Check (ORC): Roll one
die for the air unit and compare it to the
Operations Rating printed on its counter. If the
number on the die is equal to or less than the
Operation Rating of theair unit it may perform
its operation, otherwise it may not.

3. Facing: If thedefender in ahex isattacked
through a flank hexside, shift the odds column
two to the right. If the defender is attacked
through a rear hexside, shift the odds column
three to the right.

4. Hexsides Attacked Through: For every
hexside more than one that a defender is
attacked through, shift the odds column oneto
theright. Each attacking hex must be occupied
by aunit that exertsaZOC to qualify for ashift.

EXAMPLE: A defending unit is attacked
through 3 hexsides. The odds column is shifted
2 to theright.

5. Absence of Artillery Units: If either side
in aFire Attack does not have an artillery unit
participating (including OCUs), shift the odds
column one against it.

6. Combat Engineers: If either sidein afire
attack conducted against units in permanent
entrenchments or against a fortress has an
engineer unit shift the odds column onein favor
of that side. (see 13.11)

7. Cavalry Charge: If the attacker declares
acavalry charge, shift the odds column oneto
theright. (see 10.32.B.)

EXAMPLE: A Fire Attack is made against a
defender in a woods hex with the attacker
attacking through 3 hexsides, one of which is



the defender 'sflank hexside. The attacker would
receive 4 shifts (2 for the flank hexside, 2 for
the number of hexsides attacked through). The
defender would receive one shift for the woods
terrain. Subtract the defenders one shift from
the attacker’s 4. The result would be 3 column
shifts to the right in favor of the attacker.

If the basic odds of an attack are beyond the
left column of the FCRT (8-1), column shifts
are first applied, then the appropriate column
selected. For example, if the basic odds were
12-1 and 5 column shifts in favor of the
defender existed, the attack would be resolved
on the 7-1 column.

All attacks of odds greater than 8-1 are
resolved at 8-1. All attacks of odds |less than 1-
6 are resolved at 1-6.

10.35 ResolvetheFireAttack: Roll twodice
and add the results together. Cross reference
the sum with the final adjusted odds column
on the FCRT. Combat results on the FCRT may
affect both players’ units. The result to the left

of the slash appliesto the attacker, theresult to
theright appliesto the defender. SP1osses apply
to the hex, not to each unit involved. The
attacker takes the number of LRsindicated on
the FCRT from each attacking hex. There are
four possible results:

- No effect.

X : The unit takes a Loss Result equal to X.

X + c: Theunit takesaLoss Result equal to X
and aMC.

X +r : Theunit takesalL oss Result equal to X,
retreats one hex, and takesaMC.

A. (-) No Effect: Nothing further needsto be
done by either side.

B. (X) Loss Result: The numeric part of the
result is the number of Loss Results a player
must implement. LRsare described in Standard
Rule 12.0. The owning player determines the
nature of odd numbered LRs. The opposing

player determines the nature of the even
numbered LRs.

C. (X + ¢) Loss Result: If the result on the
FCRT isanumber + c, theresult isthe same as
an X plustheunit(s) must takeaMC. Defending
units posted to a fortress are exempt from the
need to take aMC. (see 13.23)

D. (X +r) Loss Result: If the result on the
FCRT isanumber +r, theresult isthe same as
an X, plus the defending unit(s) must retreat
one hex and take a MC. Units executing the
Stand Fast option and units posted to afortress
are not exempt from this result.

NOTE: FCRT Loss Results are expressed in terms
of each hex involved. For examplein a Fire combat
with units attacking from three hexes, a Loss Result

of 1 for the attacker on the FCRT would be applied
three times, 1 LR for each hex involved.

10.36 Loss Results due to Fire Attack: A
defender’s LRs on the FCRT may be taken as

retreated hexes, SPs eliminated, or ML
reductions. Attacker’s LRs may only be taken

1V Corps HQ Holding Box

8div 8div

B<ea|| 4L

1012 H v

9div 9div

=< Pca S

0112 H

111 CorpsHQ Holding Box

1div 1div
B<ea|| 4L]
012 H o
2div 2div 1-H
Xes|| aCe1
1012 H

COMBAT EXAMPLE:

Attacking unit names (those of the phasing
player) arein bold italicsin this example and
in whitein the diagram. Defender unit names
(those of the non-phasing player) arein plain
text and grey in the diagram. The HQ units
are shown on the map, all other units are
stacked in the Corps HQHBs.

The attacker has 2 stacks of units (111 and
IV Corps), all with a ML of 5, and 3 APs
available. The defender has 1 stack (XX
Corps), all with a ML of 7, and two APs
available.

The attacker has an Intensive Combat
Marker placed on both stacks and plans to
BarrageAttack in the Initial Combat Segment
then Fire Attack during the Final Combat
Segment. (He cannot Fire Attack in the Initial
Combat Segment because he is conducting a
Barrage Attack in that segment — Exclusive
Rule.) The defender, stacked in rough terrain
and in Entrenchment Mode, has an Intensive

Combat Marker placed, and also plans to
Barrage then Fire attack.

Thelnitial Combat Segment begins. Thefirst
step in the Mutual Combat Phase Cycleis the
Phasing Player Barrage Sep. Thelll and IV
Corps will Barrage attack the XX Corps. The
divisional artillery of the four attacking
divisions and the organic artillery of the 111
and 1V CorpsHQ unitsprovideabarragevalue
of 40 (4+8+8+4+8+8=40), both Heavy and
Indirect. Each of the HQ units expends an AP
in order to utilize their full BFs. The column to
be used on the BCRT is modified by the rough
terrain and the entrenchment in the defender’s
hex (a shift of 1 + 1 = 2 to the left). However,
the attacker’s use of indirect artillery negates
both of these column shifts. Therefore the final
resolution is on the 40 column of the BCRT. A
dieroll of 6 calls for “ C+1” (MC with a plus
one modifier). The MC dieroll is modified by
+2 (+1fromthe barrage result and +1 for the
use of heavy artillery by the attacker). The
defender rollsa5, adds 2, for aresult of 7. The
defender comparesthisresult to hisformation’s

MLs. Sncetheresultisequal to or lessthan 7
his formations pass the MC (with a roll of 6
he would have failed by one and suffered a
LR). Having resolved the Barrage Combat the
attacker flips his Intensive Combat Markers
to the Regular Combat side. This completes
the first step of the Mutual Combat Phase

Cycle.

The second step inthe Mutual Combat Phase
Cycleisthenon-Phasing Player Barrage Sep.
Thedefender decidesto barragethelV Corps.
He expends 1 AP and announces he has a
barrage value of 36 (the XX Corps HQ unit
contributes 10 and the two divisional artillery
brigades each contribute 13, i.e. 4x3+1 for
the carot above the BF), which is both Heavy
and Indirect. There are no column modifiers
so the 35 column is used. A dieroll of 2 calls
for a “1C" result (one LR and a MC). The
attacking player (the recipient of the barrage)
chooses how to allocate the LR (he must lose
a SP, retreat one hex, or reduce the ML of the
formations in the hex by one). He chooses to
lose one SP from the 8th Infantry Division’s
double-brigade infantry unit. The MC dieroll
is modified by +2 (+1 for the use of Heavy
artillery by the defender, and +1 for the SP
loss taken). Given the IV Corps ML of 5, a
dieroll of 3 or lessisrequired to passa MC
with a +3 modifier. The dieroll is 6 (adjusted
to 8), which means 3 additional LRs are
required (for failing the MC by 3). The
attacking player may choose how to allocate
thefirst and third LRs. (He must either lose a
P, retreat one hex, or reduce the ML of all
theformationsin the hex by one.) To fulfill the
first LR he takes one SP fromthe 9th Infantry
Division’s double-brigade infantry unit, then
waits for the defender to assign the second
LR before allocating the third. The defender
may assign a SP loss of either Combat or
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10.36 LRs due to Fire Attack

in SPs eliminated or ML reductions. A player
may not choose to reduce an opponent’s ML
until at east one SPloss has been inflicted upon
an opposing unit. A player may not assign an
opposing Artillery Class SP loss until at least
one SP1oss has been inflicted upon an opposing
Combat Class unit. In addition, a player may
not assign an opposing Artillery Class SP loss
unless he has expended an AP. (see 12.4)

NOTE: A player may not choose or assign more
than one Artillery SP loss, ML reduction, or retreat
LR per combat or MC. (see 12.81)

Units executing the Stand Fast option and
units posted to afortress may not be assigned a
retreat LR as aresult of combat, except in the
caseof aX + rresult.

Units in a defender’s hex that exceed the
limitation on combat stacking are subject to
retreat LRs and all excess LRs. Excess LRs
occur if the participating units in the hex have
been eliminated and there are LRs that have
not been allocated.

A. Defender Retreats: If a defending unit
retreats after a Fire Attack, it must take aMC.
If adefending player receivesaX +r result on
the FCRT, or chooses or is assigned a retreat
LR, the retreating units must take aMC.

EXAMPLE: Aresult onthe FCRT is1/2. The
attacker can choose to lose one SP or reduce
the ML of the attacking formation(s) by one.
The defender can chooseto lose one SP, retreat
one hex, or reduce the defenders’ ML by one.
The attacker can assign the defender a one SP
loss, or force aretreat of one hex, or reducethe
defenders' ML by one. After implementing the
LRs called for, if the defender has retreated,
the defender undergoes a MC, possibly
incurring additional LRs.

B. Fire Attack and MC: If attacking or
defending unitsreceiveaX + cresult, or if units
in the defending hex are forced to retreat, the
units take a MC, with all appropriate
modifications to the MC die roll. The number
by which a unit fails its MC is the number of

additional LRs. The owning player determines
the nature of each odd numbered LR. The
opposing player determines the nature of even
numbered L Rs. The samerange of possibleLRs
are available to the defender and attacker asin
Standard Rule 10.36 above with the exception
that the attacker may retreat.

NOTE: MC LRs in excess of 4 are ignored. (see
11.1)

Morale Checks due to fire combat have two
types of die roll modifiers: SP losses and
entrenchments.

* Srength Point L osses: For every SPthat a
Primary Formation loses as a result of a Fire
Attack the MC dieroll is modified by +1.

NOTE: A SP loss only affects the MC of the
Primary Formation that takes the SP loss, not every
formation in the hex and not every formation in a
HQHB. (see 11.22)

¢ Entrenchments: The benefits of
Entrenchmentsonly apply to the defender. The
Terrain Effects Chart (TEC) lists the die role

Artillery class, reducethe ML of theformations
in the hex by one, remove a Combat Marker,
or placean Artillery Superiority marker). The
defender decides to place an Artillery
Superiority marker on the IV Corps. Thisis
an option available exclusively in Barrage
Attacks (asisremoving a Combat Marker); it
means that the IV Corps will not be able to
useitsartilleryin the upcoming Final Combat
Segment (its artillery will have a BF of zero).
The attacker must now allocate the third LR.
He choosestolose one SP fromthe 8th Infantry
Division’s infantry unit. Having resolved the
Barrage Combat the defender flips his
Intensive Combat Marker to the Regular
Combat side. This completes the second step
of the Mutual Combat Phase Cycle.

Because of the restriction that a formation
may only conduct one form of combat per
Combat Segment, both sidesareunableto Fire
Attack during the Initial Combat Segment
(steps three and four are skipped), and the
Initial Combat Segment istherefore completed.

TheFinal Combat Segment begins. Thefirst
step in the Mutual Combat Phase Cycleisthe
Phasing Player Barrage Sep. Both sidesplan
to FireAttack during this segment so stepsfive
and six (the Barrage Seps) of the Final
Combat Segment are skipped.

The seventh step of the Mutual Combat
Phase Cycle, the Phasing Player Fire Attack
Sep, begins. The attacking player declareshis
intention to attack the enemy XX Corps with
hisll1 and 1V Corps. Theattacker'sl11 Corps
expends a second AP so that its artillery may
useitsfull BF. The defender’s XX Corps does
not expend its last remaining AP, anticipating
itsown Fire Attack during the next Fire Attack
Sep. The lll and IV Corps combined have a
firevalue of 58. Thelll Corps hasatotal fire

value of 40-1/2: The Corps HQ contributes 4
from its artillery OCU; the corps cavalry
regiment contributes 1/2 (1 SP divided in half);
the 1st division contributes 18 (10 for the
infantry and 8 for artillery); the 2nd division
contributes 18. The IV Corps HQ and the
artillery units fromthe 13th and 14th divisions
cannot contribute due to the artillery
superiority marker, thereforethel VV Corpstotal
fire value is 17-1/2 (8 for the infantry of the
8th division, 9 for the infantry of the 9th
division and 1/2 for the 1V corps cavalry
regiment). The defending XX Corpshasatotal
fire value of 35. The 11th and 12th divisions
each have 8 infantry SPs (16), plus a
parenthesized MGF of 1/2 adding 4 more each
(8). Each also has a 4 SP artillery brigade;
because no AP was expended (therefore the BF
= 1) they contribute 4 factors each (8). Finally,
the 11th and 12th divisions' cavalry regiments
each add 1/2 (1). The XX Corps HQ adds 2
factors (2 multiplied by a BF of 1).

Thetwo fire values are compared (58 vs. 35)
and the basic odds arefound to be 1.5: 1. These
odds are modified by the rough terrain in the
target hex (shift left 1), by the defender being
attacked through an entrenchment hexside (shift
left 1), and by the XX Corps being attacked
through two hexsides (shift right 1). The
modified odds are 1:1. Two dice arerolled, a
“6" givesa /1 result. The defender must take
one LR, as must both of the attacker’s corps
(the FCRT LRs apply to each hex involved).
The attacker chooses to lose one infantry SP
fromthe 9th division and one infantry SP from
the 1st division. The defender chooses to lose
oneinfantry SP fromthe 11th division. Having
resolved the Fire Combat the attacker removes
his Regular Combat Markers. This completes
the seventh step of the Mutual Combat Phase

Cycle.

The last step in the Final Combat Segment
is the non-Phasing Player Fire Sep. The
defending player declares his intention to
attack theenemy IV Corpswith hisXX Corps.
The defender’s XX Corps expends its second
and last AP so that itsartillery can useitsfull
BF. The attacker's 1V Corps has an Artillery
Superiority marker upon it so there would be
no benefit to it expending an AP. The XX Corps
has a total fire value of 51-1/2. The corpsHQ
contributes 10 for its artillery OCU; the 11th
division contributes 20-1/4 (7 for theinfantry,
13 for artillery and ¥ for the cavalry); the
12th division contributes 21-1/4 (8 for the
infantry, 13 for artillery and %for the cavalry).
The attacker’s |V Corps Fire Valueis 24-1/2:
The 8th and 9th divisionseach have 8 infantry
SPs (16), plus a parenthesized MGF of 1/2
adding 4 more each (8); the corps cavalry
regiment contributes 1/2. The two fire values
arecompared (51-1/2 vs. 24-1/2) and the basic
odds areresolved as 2: 1. Two dice arerolled,
a“8" yieldsa 1/1 result, so both sides must
take a LR. The defender (the non-phasing
player) removes an infantry SP from his 12th
division. The phasing player decidestoretreat
onehex. Any time a unit retreats due to combat
it must take a MC. The IV Corps, with a ML
of 5, rolesa“5” and passesits MC. The XX
Corps now has the opportunity to attempt a
Pursuit, but as the non-phasing player wishes
to hold his entrenched position, he declinesto
do so. Having resolved the Fire Combat, the
defender removes hisRegular Combat Marker.
This completes the Mutual Combat Phase

Cycle.

In summary, the defending XX Corps has
lost 2 SPs while the attacking 111 Corps has
lost 1 SP, and 1V Corps has lost 4 SPs and
retreated one hex.
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modification entrenchments provide in Fire
Combat. Units which retreat from an
entrenchment hex to satisfy aL R beforetaking
aMC losethe MC benefit of the entrenchment.

C. Pursuit After FireAttack: If adefending
unit(s) retreats due to a Fire Combat LR, the
attacker may announce aPursuit. Any attacking
unitsintended for the Pursuit must first passan
unmodified MC. A Pursuit follows the path of
hexes moved through by the retreat. A unit in
Pursuit must stop if it enters the ZOC of an
enemy unit. A unit which fire attacks during
the Initial Combat segment may conduct a
Pursuit without removing itsremaining Regular
Combat Marker. A pursuing unit may reorient
itsfacing in the new hex. Units that attempt to
conduct a Pursuit but fail their MC suffer no
effect from the failed MC other than their
inability to pursue. If afriendly unit isa HQ
Class unit, the HQ Class unit may conduct the
Pursuit with some or all of the units in its
HQHB.

An attacker that forces a defender to retreat
from a permanent entrenchment hex is limited
in pursuit to occupying the hex vacated by the
defender.

11.0 MORALE

Morale is measured in game terms by the
Morae Level (ML) of the Primary Formation.

Designer’sNote: Moralerepresentsa complex web
of relationships; it isfar more than a measure of the
simple enthusiasm (or lack thereof) among troops
in a particular situation.

11.1 MoraleLevels(MLYS)

Each unit belongs to a Primary Formation,
and each Primary Formation has a Command
Counter with a ML printed on it. The location
of a Command Counter on a Command Track
records the current ML of the Primary
Formation. Asthe ML of the Primary Formation
increases or decreases, the Command Counter
is moved along the Command Track to record
the formation’s new ML.

EXAMPLE: A Command Counter of a
Primary Formation that loses three MLs from
its total of five puts the Command Counter in
the 2 box. A Command Counter of a Primary
Formation that adds one ML toitscurrent total
of five putsthe Command Counter in the 6 box.

Primary Formations can have their ML
reduced due to the use of Force March,
Withdrawal Before Combat, engaging in
combat, being out of supply or being out of
command control. Primary Formations can
regain MLs through the ML recovery process,
or through combat.

When a Primary Formation changes its
attachment, and hence which Command Track
itison, it must be placed on the new Command
Track in the same numbered ML Box asit was
on its old Command Track.

11.2 Morale Checks (MCs)

The act of testing aunit’'s moraleis called a
Morale Check (MC). The procedure for taking
aMC, and thesituationsinwhichitisnecessary,
are listed below.

11.21 Morale Check Situations: Below are
listed the situations in which aunit is required
to take a MC. When required to take aMC a
unit does so immediately, and the results are
implemented immediately.

A. MC with No Loss Result Required:
There player may determine the nature of each
odd numbered LR. The opposing player
determines the nature of the even numbered
LRs.

NOTE: If a Withdrawing unit leaves a hex which
remains occupied by a friendly Combat class unit,
the MC die roll is modified by -2.

* Defender Combat Results: Some results
on the BCRT call for defending unit(s) to take
aMC. Defending units may also be forced to
retreat asaLR. A result on the FCRT may call
for aretreat, the friendly player may choose to
retreat to fulfill aLR, or the enemy player may
assign a retreat LR; in al three cases each
Primary Formation represented by theretreating
unit(s) must take aMC.

Defending units of formations that fail their
MC suffer additional LRs and must eliminate
SPs, reduce MLs, or retreat hexesto satisfy each
resulting LR. The owning player determinesthe
nature of each odd numbered LR, the opposing
player determines each even numbered LR.

« Attacker Combat Results: Someresultson
the FCRT call for attacking unit(s) to takeaMC.
Attacking unitsof formationsthat fail their MC
suffer additional LRs and must eliminate SPs
or reduce MLsto satisfy each resulting LR. The
owning player determines the nature of each
odd numbered LR. The opposing player
determines each even numbered LR.

11.22 Morale Check Procedure: When a
player must check the morale of aunit, onedie
isrolled and compared with the Morale Level
(ML) of theunit'sformation. The dieroll for a
MC may be modified in a number of waysin
addition to the modifiers listed in 11.21. (See
the MC modifiers 11.23 or 11.24) If the
modified die roll is equa to or less than the
ML of a unit's Primary Formation, the unit
passesitsMC. If themodified dieroll isgreater
than a unit’s Primary Formation ML, the unit
fails its MC. If the MC is being taken due to
combat, Force Marching, or Withdrawing
Before Combat, every number a unit fails its
MC by (up to 4) isan additional Loss Result.

EXAMPLE: A unit's Primary Formation ML
is5. Theunit takesa MC dueto a combat result.
The modified dieroll is 6, soit suffersone LR.

A.Multi-level Formationsand M Cs. When
making aMC for a stack of units with several
Primary Formations that are all attached to the
same corps- or division-sized formation, the

stack istreated asoneformation in determining
the LR. The dieroll is compared to the ML of
each Primary Formation (including the Corps
Command Counter if the Corps HQ unit is
stacked in the hex). Some formations may pass
theMC and somemay fail dueto their differing
MLs. If any of the Primary Formationsfailsthe
MC, the greatest MC failure is applied
collectively to the corps-sized formation and
its attached Primary Formations.

EXAMPLE: A corps-sized formation with a
ML of 7 hasattached aninfantry division-sized
formation with a ML of 6 and a cavalry
division-sized formation with an ML of 8. Units
from the infantry division and the cavalry
divisionareinthe HQHB of the Corps HQ unit.
A combat involving the Corps HQ unit results
in a MC being taken by the HQ unit and the
unitsinthe CorpsHQHB. Amodified MC result
of 8 exceedsthe ML of the cor ps-sized formation
by 1 and the ML of the infantry division-sized
formation by 2. The 2 result is the largest LR,
and as such, it is applied.

B. Separate For mation M Cs: When astack
of unitsthat consist of two or more formations
must takeamorale check aseparatedieisrolled
for each formation. Some formations may pass
and others may fail. If one or more formations
fail the MC, the LRs are applied only to the
units of the formations that fail.

EXAMPLE: The units of two formations
occupy the same hex. One formation is an
infantry division with a ML of 4 and the other
is a cavalry division with a ML of 5. Each
formation would roll a separate die. The
infantry divisionsdieroll is 3; therefore passing
theMC. The Cavalry'sdierall is6. Thisnumber
exceeds the ML of the cavalry division by 1.
The infantry division-sized formation takes no
loss results, while the cavalry-division-sized
formation takes 1 LR.

11.23 BCRT MC Modifiers: There arefour
types of die roll modifiers to a MC that a
defending unit may beforced to take asaresult
of a Barrage Attack. These include the facing
of the defending unit, the SPlossesit takesasa
result of the Barrage Attack, the presence of
entrenchments in the defending hex, and the
use of Heavy Artillery unitsin the barrage. All
modificationsto thedieroll arecumulative. (see
10.24.A)

11.24 FCRT MC Moadifiers: AMC taken as
result of a Fire Attack can be modified by the
number of SPseliminated in the Attack and by
the presence of entrenchmentsin the defending
hex. All modificationsto thedieroll of theMC
are cumulative. (see 10.36.B)

11.25AutomaticMoraleL evel Reductions:
There are four situations in which a Primary
Formation can automatically lose ML swithout
making aMC.

« Out of Supply: If aunitisfound to be out
of supply during the phasing player’s Supply
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11.25 Automatic M. Reductions

Step the ML of the unit’'s Primary Formationis
reduced by one for each day of the current
impulse. If aunit isfound to be out of supply at
the instant of combat (when the attacker
declares the attack), the ML of its Primary
Formation is reduced by one.

» Out of Command Contral: If aunitisfound
to be out of Command Control during the
phasing player's Command Control Step, the
ML of the unit’s Primary Formation is reduced
by one. If aunitisfound to be out of Command
Control at the instant of combat (when the
attacker declares the attack), the ML of the
Primary Formation is reduced by one.

* Retreats Through Enemy ZOC: If aunit
isforced toretreat into an enemy ZOC asaresult
of combat, its Primary Formation ML isreduced
to one, regardless of its current level. If it
retreats into 2 hexes in an enemy ZOC its
Primary Formation ML is reduced to one, all
SPsareeliminated and the unit isreduced to its
Cadre strength. If aunit retreatsinto 3 or more
hexes in an enemy ZOC, al its SPs and CPs
are eliminated. Friendly units negate enemy
ZOC for purposes of thisrule.

NOTE: All SPs and CPs eliminated while
retreating through enemy ZOC are counted as
Prisoner Points for the opposing player.

e CorpsTrain Force-March: If aCorpsTrain
unit Force-Marches, reduce by one (1) the ML
of al Primary Formations attached to the Corps
Train unit’s corps-sized formation.

11.26 Decreasing Morale Level
Restrictions: No unit may have its Primary
Formation ML reduced below one.

A. Decreasing Corps-Sized Formation
Morale: A stack of units with identical facing
whose Primary Formations are attached to the
same corps-sized formation are treated as one
formation. If such a formation has its ML
reduced, then all the primary formations
represented have their Morale Level reduced
equally.

FIRST EXAMPLE: A corps-sized formation
with a ML of 7 contains an infantry division-
sized formation with a ML of 6 and a cavalry
division-sized formation with a ML of 8. Both
divison'sunitsare stacked in the CorpsHQHB.
A combat involving the Corps HQ unit results
in a LR of one ML. The MLs of all three
formations are reduced by one. The cor ps-sized
formation’s ML drops from 7 to 6; the infantry
division-sized formation’s ML drops from 6 to
5; and the cavalry division-sized formation’s
ML dropsfrom8to 7.

SECOND EXAMPLE: A corps-sized
formation contains an infantry division-sized
formation and a cavalry division-sized
formation. Unitsfromtheinfantry division and
thecavalry division are stacked in the same hex,
but the Corps HQ unit is stacked elsewhere. A
combat involving the infantry and cavalry
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divisions results in a LR of one ML. Both
divisions have their MLs reduced by one. The
ML of the cor ps-sized formation isnot reduced,
asit was not involved in the combat.

11.3 Increasing Morale Levels

There are two situations in which a Primary
Formation can gain MLs: Morale Level
Recovery and Prisoner Results. The ML of a
formation may not be greater than the highest
number printed on the Command Track.

11.31 Morale Level (ML) Recovery:
Primary Formations may recover lost MLs by
expending MPs in a process called Morae
Level Recovery. In order for a Primary
Formation to regain lost MLs all units of the
Primary Formation (those with the same
Primary Formation Identifier) must be at least
three hexes away from the nearest enemy unit.
All unitsof the Primary Formation must expend
three MPsfor each ML the Primary Formation
recovers. For every ML recovered, advancethe
Command Counter of the Primary Formation
up one ML Box on its Command Track. No
Primary Formation may exceed its base ML
printed on the Command Counter through this
Morale Level Recovery process. If one unit of
a Primary Formation fulfills the requirements
for ML recovery, and one does not, the
Formation may not recover MLs.

Restrictions: No Primary Formation may
increase its ML to greater than the base ML
printed on its Command Counter by theMorale
Level Recovery process. Units may not use
Force March to recover MLs. Primary
Formationsunder an Advanceor Retire Mission
Order (MO) may not performtheMoraleLevel
Recovery process. EXCEPTION: Shattered
units. (see 7.15)

11.32 Prisoner Results: If the attacking units
in a Fire Attack achieve a Prisoner Result on
the FCRT increase the ML of one attacking
Primary Formation by one. (see 12.71) TheML
of aPrimary Formation may increase abovethe
base ML due to obtaining a Prisoner Result
through combat. However under no
circumstances may the ML of a Primary
Formation increase to more than two higher
than the base ML.

EXAMPLE: The ML of a Primary Formation
printed on the Command Counter is 5. The
formation’s ML can never exceed 7.

A. Multi-Level Formations: A stack of
attacking units whose Primary Formations are
all attached to the same corps- or division-sized
formation are treated as one formation.
However if such aformation achievesaprisoner
result raise the ML of only one primary
formation (i.e. only one Command Counter).

EXAMPLE: A corps-sized formation contains
an infantry division-sized formation and a
cavalry division-sized formation. A Fire
Combat involving units from all three

Formations results in a Prisoner Result. This
result allows the ML of only one of these three
Primary Formations to be increased by one.

11.4 Detachmentsand Morale

Detachments use the ML of the parent unit
whenever checking Morale. (see 8.13)
Detachment units may never reduce a ML to
satisfy aLR.

120LOSSRESULTS (LR)

LRsoccur asaresult of Barrage Combat, Fire
Combat, and failed MCs. The retreat LR may
entaill a MC which may cause additional LRs.
LRs include SP loss, retreats, ML reduction,
Artillery Superiority (AS), removal of Combat
Markers, and prisoners.

LRs due to a failed MC in excess of 4 are
ignored.

12.1 Retreats

Players may choose to take LRsin the form
of retreats. All units in a hex, even those in
excess of combat stacking, are affected by a
retreat LR. Units which retreat to fulfill aLR
caused by Combat must immediately takeaMC.
Theretreat MC is executed after all other LRs
have been taken. If the M C causesfurther LRs,
and any arefulfilled by retreating, no moreMCs
are taken; there is a maximum of one MC per
formation per combat.

A retreating unit must move away from enemy
ZOC and toward a friendly map edge.
Retreating units must remove any Combat
Markers upon retreating; these markers are
forfeited automatically and do not count
towards the fulfillment of aLR.

If adefending unit retreats as a consequence
of aFireAttack the attacking units can attempt
a Pursuit. (see 10.36.C)

12.11 Enemy ZOC: If a unit is forced to
retreat into a hex in an enemy ZOC that is
unoccupied by afriendly unit, additional LRs
areincurred. If aunit’sretreat includesjust one
such hex, the ML of its Primary Formation is
reduced to one. If the retreat includes two such
hexes the Primary Formation’s ML is reduced
to one, all SPs are eliminated, and the unit is
reduced to its cadre strength. If a unit retreats
into three or more such hexes, al its SPs and
CPs are eliminated. SPs and CPs eliminated
while retreating through enemy ZOC are
counted as Prisoner Points for the opposing
player.

Units that are completely surrounded by
enemy units (or acombination of enemy units
and impassable hexsides) that are unable to
retreat are completely eliminated; the eliminated
SPsand CPs are counted as Prisoner Points for
the opposing player.



12.2 Morale Level Reduction

Players may take LRs in the form of Moral
Level reduction. Units of a Primary Formation
withaML of 1 can not choose or be assigned a
ML LR.

Procedure: UponreceivingalR of oneML,
move the Command Counter for each effected
Primary Formation down one ML.

EXAMPLE: A Primary Formationwitha ML
of 7 and a second with a ML of 6 participatein
a combat that resultsin a LR of one ML. The
LR reduces the ML of the formations to 6 and
5, respectively.

Decreasing Multi-Level Formation
Morale: A stack of units with identical facing
whose Primary Formations are al attached to
the same corps- or division-sized formation are
treated as one formation. If such a formation
has its Morale Level reduced, al the Primary
Formations represented in the hex are affected
equally.

Restrictions: A player may not assign a
Morale Level reduction to his opponent until
one SP loss has been taken by one of the
opponent’s Combat or Artillery class units.
Players may choose only one ML reduction per
combat result and per failed MC. (see 12.81)

12.21 Shattered Formations: A primary
formationisconsidered Shattered if: 1) the ML
of theprimary formationisone; or 2) all combat
class units attached to the primary formation
are Shattered Units. (see 12.32)

Characteristics: The units of a Shattered
Primary Formation are exempt from some
Mission Order (MO) requirements. When on
theAdvance MO, units of ashattered formation
may move freely through any hexside. (see
7.15.A) When on the Advance MO or Retire
MO, units of ashattered formation may expend
MPs to enter Replacement Mode or recover
Morale levels. (see 7.15.B)

12.3 Srength Point (SP) L osses

There are a number of SP loss markers
included in the counter mix. These markersare
placed under individual units and are used to
record the SPslost by units as they take losses
in the course of the game.

Procedure: When a unit loses a SP, place a
SP loss marker so that the appropriate number
is aligned with the top of the unit counter. As
additional SPsare eliminated, rotate or flip the
SP loss marker so that the appropriate number
isaligned with thetop of the unit counter. When
inverting unit counters during the conceal ment
period take care not to invert the SPloss marker,
as this will change the strength of the unit. (It
isbest toinvert only thetop counter in astack.)
If aunit has lost all its SPs, rotate the SP loss
marker to the cadre side.

12.31 Cadres: When a unit has lost all its
SPs the SP loss marker beneath the counter is

rotated to the side labeled “Cadre.” Units that
have no plus or minus symbol below the unit
type indicator on the counter have one CP per
unit type indicator. (see 2.21.H) Some units
have no CPs; thisisindicated by aminussymbol
(-) below theunit typeindicator. If aunit without
a CP loses al its SPs, it is removed from the
game. Some units have two CPs per unit type
indicator; thisisindicated by aplus symbol (+)
below theunit typeindicator. All corpsand army
HQ units have two Cadre Points while all
divisional HQ units have one Cadre Point.

Characteristics: A unit with a cadre marker
beneath it may not participate in any kind of
combat, nor may it perform reconnaissance. If
aunit with a cadre marker is Fire Attacked or
Overrun, and it is alone in the hex, it is
eliminated.

Artillery Classunitswith acadre marker have
a Mohbility Rating of L, regardless of what is
printed on the counter.

The opposing side receives any CPs lost as
Prisoner Points (PPs).

Restrictions: A player cannot elect to lose
CPsto fulfill aLR if there are SPs available to
be lost.

A. Replacements and Cadres: Units that
have a cadre marker and enter replacement
mode may receive two Replacement Points
during the Take Replacement step of the Supply
and Command Segment. (see 7.26) A Combat,
Artillery, or Headquarters Class unit that has
been eliminated (including the cadre) due to
losses may not be rebuilt (1.e. may not receive
replacements).

12.32 Shattered Units: Combat Class units
that have lost more than 70% of their SPs are
Shattered. To determine if a unit is Shattered,
compare its current strength to its original
strength printed on the counter. If the current
SP total of the unit is less than 70% of the
original SP total, the unit is Shattered.

If aunit has lost SPs through the creation of
detachments, note thison the Detachment Chart.
SPs lost through the creation of detachments
do not count towards the calculation of 70%
losses for purposes of thisrule.

Characteristics: Shattered Combat Class
units may not initiate Fire Attacks, but may
defend against them normally. Shattered
Combat Classunitsmay place Combat Markers.

EXAMPLE: A unit that originally had 8 SPs
haslost 6 SPs. A SPlossmarker isplaced under
the unit to indicate 6 SPs lost. As 6 is more
than 70% of 8, the unit is Shattered.

12.33 Organic Combat Unit Losses: HQ
Classunit Artillery OCUstake SPlossesin the

same manner as Artillery Class units; place a
SP marker under the HQ Class unit.

Cavalry OCUs and Battery Indicator “Dots”

do not suffer SPlosses and may not be used to
fulfill LR obligations.

12.34 Abandoning Equipment: Artillery
Class units may be forced or may voluntarily
abandon equipment. Artillery Classunitswhich
areforcedtoretreat dueto acombat LR but are
unabletoretreat dueto terrain, weather, or other
circumstance must abandon equipment.
Artillery Class units may voluntarily abandon
equipment to exercise the Combat Option
Withdraw Before Combat. (see 10.33.A)

Procedure: An artillery unit that abandons
equipment must immediately retreat three hexes
and becomesacadre by placing acadre marker
under the unit. Any SPs lost as a result are
counted as Prisoner Points for the opposing

player.

12.4 Artillery Class SP L oss
Results

Artillery SP losses may only be assigned to
artillery unitssubjected to aBarrageor involved
in a Fire Combat in which the opponent
expended an AP. A player may not assign an
Artillery Class SP loss to his opponent as a
result of aFireAttack until one SPlosshasbeen
taken by aCombat Class unit. Each Player may
choose only one Artillery Class SP LR per
combat result and only one per failed MC. (see
12.81) The owning player may choose which
Artillery unit will take the SP loss.

Atrtillery
Superiofity

BF=0

12.5Artillery Superiority (AS)

If the target of a Barrage Attack includes a
non-fortressartillery unit and the BarrageAttack
isresolved on aBarrage VValue column of 35 or
higher, the targeted artillery units may be
assigned an Artillery Superiority LR. If a
formation that is the target of such a Barrage
Attack fails its MC by two or more, the
barraging player can placeanAS marker onthe
hex.

12.51 AS Markers: If an Artillery Class
unit(s) has an AS marker, its BF is zero in al
situations. AnAS marker isremoved at theend
of the Mutual Combat Phase in which it was
placed. Fortress Class units may never have a
AS marker placed upon them.

12.6 Combat M arker Removal

A Combat Marker can be removed by the
opposing player as a Barrage Combat LR. If
the target of a Barrage Attack failsaMC by 2
or more, the opposing player can remove a
Regular Combat Marker, or flip an Intensive
Combat Marker to its Regular Combat Marker
side. If aformation failsits MC by 4 or more,
the opposing player can remove an Intensive
Combat Marker atogether from theformation’'s
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12. 6 Conbat Marker Renoval

unit(s). The owning player cannot choose to
remove a Combat Marker, only the opposing

player.

12.7 Prisoners

The principal method of capturing prisoners
is through Fire Attacks, but there are six other
methods as well. (see 12.72 below) Prisoner
Points (PP) arerecorded on the Prisoner Tracks
on each side's Strategic Chart.

12.71 Prisoner sthrough FireAttacks: There
is only one way to achieve a Prisoner Result
that gives a ML Benefit to the attacker.

Procedure: A column on the right hand
portion of the FCRT is labeled “Prisoner
Result.” It containsaseries of numbersthat run
parallel to thediceroll numbersused toresolve
Fire Combat. When resolving Fire Attacks on
the 1-1.5 odds column or greater, the dice roll
number is compared to the corresponding
number on the Prisoner Result column. If the
number on the column is greater than the MLs
of any one of the defending Primary
Formations, prior to applying LRs, a Prisoner
Result isachieved. If aprisoner result has been
achieved each defender SP loss is counted a
Prisoner Point (PP) and recorded on the
strategic chart.

A. ML Benefits: If the attacking unitsin a
Fire Attack achieve a Prisoner Result on the
FCRT increasethe ML of one attacking Primary
Formation by one.

EXAMPLE: While resolving a Fire Attack,
two dice are rolled with an outcome of 6. The
corresponding number onthe Prisoner Column
is5. If the defending unit’'s Primary Formation
ML is 4 or less, the attacker has achieved a
Prisoner Result. If the Primary Formation's ML
were 5 or greater there would have been no
Prisoner Result.

12.72 Other Prisoner Results: Therearesix
other situations in which PPs may be taken.

e ForceMarchingwhileon RetireMO: If a
unit takesaMC as aresult of Force Marching,
and the MO of itsPrimary Formation is Retire,
any SPslost count as PPsto the opposing side.
(see 11.21.B)

» Stand Fast Combat Option: If adefending
unit conducting the Combat Option Stand Fast
isforced to retreat due to a FCRT result (i.e. a
Xr result) any lost SPs count as PPs to the
attacking player. (see 10.33.B)

* Abandoning Equipment: WhenanArtillery
Class unit Abandons Equipment, the lost SPs
count as PPs to the opposing side. (see 12.34)

* Retreating through an enemy ZOC: SPs
and CPs eliminated while retreating through
enemy ZOC are counted as PPs by the opposing
side. (see 12.1)

e Cadre Point Elimination: Cadre Points
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(CPs) eliminated during Fire Combat or by an
Overrun count as PPsto the opposing side. (see
12.42)

e |solation: If a unit is isolated, any SPs it
loses are counted as PPs by the opposing side.
(see 7.23.0)

12.8 Loss Result Limits and
Restrictions

12.81 Artillery SP, Morale Level and
Retreat Limit: A player may not choose more
than one Artillery SPloss, ML loss, or retreat
per combat or MC. If both players were to
exercise these options in allocating LRs to a
side, therewould be 2 artillery SPslost, 2 MLs
lost, and 2 hexes retreated in a combat or MC.

EXAMPLE: Four LRsarecalled for by aFire
Combat result, and an ensuing MC calls for 4
more. There could be as many as 2 ML losses
(one per player) and 2 retreated hexes (one per
player) for the LRs from the combat applied
against one side. There could be as many as 2
more MLsand 2 moreretreated hexes (one each
per player) for the LRs from the MC.

12.82 Equally Distributed Infantry SP L oss
Results: No more than oneinfantry SP may be
taken from aCombat Classunit to satisfy aLR
until al infantry Combat Class units subject to
the LRs have lost one SP.

EXAMPLE: A corps with three divisions
attached suffers a number of LRs, and the
owning player would like to remove infantry
SPsto satisfy the LR requirements. No infantry
unit of the three divisionsinvolved can suffer a
second SP loss until all the infantry units of all
three divisions have suffered a first SP loss.

12.9 Recovering From L oss
Results

In order to replace an eliminated SP, a unit
must enter Replacement Mode. (See Standard
Rules 7.26 and 9.12) In order for a Primary
Formation to increase its ML, all the units of
the Formation must undergo the ML Recovery
process. (see 11.31)

13.0 SPECIAL RULES

-

1-L

13.1 Combat Engineer Units

Combat engineer unitsare considered Combat
Class units. All combat engineer units are
exempt from MO restrictions. (see 7.13.D)
Additionally, combat engineer units may
attempt to construct Permanent Entrenchments.
(see5.12)

13.11 Engineers and Combat: Combat
engineer unitsthat participatein combat during
a Fire Attack Step may shift the FCRT odds
column in the owning player’sfavor if the Fire
Attack isconducted against unitsin Permanent
Entrenchments or against a Fortress. The
maximum FCRT odds column shift due to
engineer participation is one.

Engineers act as normal combat unitsin any
other combat situation.

Procedure: Before the final FCRT odds
column in a Fire Attack is determined, either
player may announce the use of combat
engineers. The player announcing the use of
engineersmust have at |east one SP of engineers
present. When attacking a unit in Permanent
Entrenchment Mode, or a Fortress, shift the
odds column one to the right. When defending
in Permanent Entrenchment Mode or stacked
with a Fortress unit, shift the odds column one
totheleft. SP eliminationstaken to satisfy LRs
must include at least one engineer SP if
engineers are used to modify combat.

13.2 Fortress Class Units

Fortress Class units have characteristics of
both Combat Class and Artillery Class units,
and may have characteristics of aSupply Class
unit.

13.21 General Characteristics: Fortress
Class units may never move. Fortress Class
units have al-around facing, afrontal hexside
in every direction, and hence no flank or rear
hexsides. Fortress Class units do not count
toward stacking limits.

Fortress Class units do not have aCommand
Counter. They arealwaysin Command Control
and supply. (See the Exclusive Rules for
exceptions)

Fortress Class units may have other unit
classes “Posted” to them. A formation posted
to a friendly Fortress Class unit has special
characteristics explained in rule 13.23.

SameHexes: If an enemy Fortress Class unit
isaloneinahex, friendly Combat and Artillery
Classunitsmay occupy the hex; thisistheonly
circumstance in the game when a friendly
ground unit and an enemy ground unit may
occupy the same hex.

When a friendly Combat or Artillery Class
unit occupies an enemy Fortress Class unit's
hex, the enemy Fortress unit must be subjected
to attack during every Combat Segment. The
attack may be either aBarrage Attack or aFire
attack. If a Barrage Attack, it can come from
Artillery Class units not stacked in the fortress
unit’'s hex. If aFire attack, it must come from
Combat Classunitsstacked in the same hex with
theenemy Fortress Classunit. Friendly Artillery
Class units may only occupy enemy Fortress
Classunit hexesif aFriendly Combat Class unit
also occupiesthe hex. If at any time aFriendly



Artillery Class unit is aone in a hex with an
enemy Fortress Class unit, it must immediately
vacate the hex by retreating into a hex
unoccupied by enemy Fortress Class units.

ZOC: Enemy ZOC do not extend into a
Fortress Class unit’s hex. Fortress Class units
do exert aZOC into al surrounding hexes. If
an enemy Combat Classunit occupiesaFortress
unit’s hex, the fortress unit no longer exerts a
ZOC.

13.22 Fortresses and Combat: Fortress
Class units may make Barrage Attacks. They
can not initiate Fire Attacks, but they may
defend against them normally. To FireAttack a
Fortress Class unit stacked alone in a hex, an
enemy Combat Class unit must occupy the same
hex asthe Fortress Classunit. All LRsaFortress
Class unit takes as a result of combat must be
in SPseliminated. Fortress Classunitsare never
required to take MCs, nor can they retreat.

A. Barrage Combat: A player making a
Barrage Attack against ahex containing both a
Fortress and non-Fortress Class unit, must
indicate whether thetarget of hisBarrage Attack
is the Fortress Class unit or the non-Fortress
Classunit; thisisdone beforethe Barrage Attack
isresolved.

» Defending: When defending against a
Barrage Attack, a Fortress Class unit has a
Caliber Factor (CF) printed on itscounter which
is compared to the highest BF among the
Artillery Class units making the attack. If the
BF isgreater than the CF, the difference between
themissubtracted from thedieroll in the attack.
(see 10.21.C) If the CF is greater than the BF
of any attacking Artillery Class unit, the
difference between the BF and the CF is
multiplied by two and added to the die in the
attack.

EXAMPLE: A Fortress Class unit with a CF
of 4 is subjected to a Barrage Attack by an
enemy artillery unit with a BF of 3. The CF is
greater than the BF by one, so the differenceis
multiplied by two and added to the Barrage
Attack die roll. If the CF were lower than the
BF, the difference between them would be
subtracted from the dieroll.

If aBarrageAttack ismade against aFortress
Classunit and thereare LRscalled for in excess
of itsremaining SPs, the excessisignored and
the Fortress Class unit issimply removed from
play, with no adverse effect on other unitsin
the hex.

« Attacking: Fortress Class units may make
Barrage Attacks. They need not place aCombat
Marker in order to initiate a Barrage Attack
during the Initial or Final Combat Segments.

B. Fire Combat: Fortress Class units cannot
initiate Fire Attacks, but may defend against
them normally. A Fortress Class unit may have
both a Barrage Factor and a Machine Gun
Factor, and may use both when defending
against Fire Attacks.

To FireAttack aFortress Class unit an enemy
Combat Class unit must occupy the same hex
as the fortress unit; Combat Class units not
stacked in the same hex with the fortress unit
may not Fire Attack it. Artillery Class units
stacked in the same hex or in an adjacent hex
may add their strength to a Fire Attack against
afortress unit.

13.23 Posted Units: Combat, Artillery and
Headquarters class units may be Posted to a
fortress unit. A fortress may only have one
formation posted to it at atime. Place a unit or
formation under the Fortress Class unit’s
counter to indicate that the formation is posted
to the fortress.

NOTE: The posted formation may bea corps-sized
formation with Primary Formations attached.

A. Benefits for Posted Units: A Fortress
Class unit provides a number of benefits to a
Posted unit or formation. Only the Posted unit
or formation may receive the benefits of a
fortress in a hex. If a Fortress Class unit is
eliminated, the benefits of being Posted are
immediately voided.

e« Combat Benefits: A unit or formation
Posted to a Fortress Class unit adds the Fire
Attack value of the fortress unit to its own
strength when defending against a Fire Attack.
If the hex is an entrenchment hex, the terrain
modifiers for entrenchment apply to al the
defending units.

NOTE: The terrain modifier for a permanent
entrenchment printed on the map does not apply to
a Fortress Class unit alone in a hex.

A Posted unit or formation may not be
assigned a retreat LR by the attacker. The
defender hasthe optiontotakeal R asaretreat.
If aPosted unit receivesaFCRT result of X +r,
the Posted unit must retreat.

* MoraleChecks: A unit or formation posted
to aFortress Classunit isexempt from Barrage
Attack LRsthat call foraMC.

« Command Benefits: Posted units may
receive Command Control benefits. These are
found in the Exclusive Rules.

13.24 Fortresses as Supply Units: Fortress
unitswith supply symbols provide supply. The
type of supply afortress providesis described
in the Exclusive Rules.

DET A
oM
13.3 Army, Corpsand Division
Detachment-Sized For mations
Army-sized Detachment formationsarecalled
Army Detachments. Corps-sized detachment
formations are called Corps Detachments.

Division-sized detachment formations are
called Division Detachments.

If Army-sized, Corps-sized or Division-sized

Detachment Formationsare availableinagame,
they will be identified in the Exclusive Rules.

13.31 Army Detachments: Army
Detachmentsaretreated asArmy formationsin
every respect. Army Detachments may attach
Primary Formations by placing them on the
Army Detachment chart. A Primary Formation
must be in command and supply range when
attached.

Creating an Army Detachment: An Army
Detachment may be created and brought into
play during the Supply and Command Segment.
When an Army Detachment isbrought into play
place its HQ unit in any friendly hex on the
map that isin supply and at least 3 hexes away
from the nearest enemy unit. Place all Supply
Class units belonging to the Army Detachment
in any friendly hex within the CCR of the HQ
unit. The Main Depot unit must be placed on a
friendly operational railroad hex connected to
a friendly map edge. Place the Army Base
Marker on any eligible hex on the map or map
edge to create the Army Detachment’s LOC.

Disbanding an Army Detachment: Army
Detachments may be disbanded, in which case
the units belonging directly to the Army
Detachment (those with the Army Detachment
Primary Formation Identifier printed on their
counter) are removed from play in the next
Supply and Command Segment. Onceremoved,
an Army Detachment may be returned to play
in asubsequent Supply and Command Segment
at a player’s discretion, subject to scenario
restrictions.

Leaders: The Leader of a Corps attached to
anArmy Detachment may function astheleader
of the Army Detachment. Simply place the
Leader counter inthe Army Detachment chart’s
leader box. Army Detachments do not require
aleader counter. If an Army Detachment does
not have a leader, the Army Detachment
automatically accepts the MO given it by its
superior commander during the MO procedure.
(see 7.13)

13.32 Corpsand Division Detachments. A
CorpsDetachment or Division Detachment may
be created during the Supply and Command
Segment. Corps and Division Detachmentsare
brought into play by placing the HQ class unit
inahex occupied by aunit of one of the Primary
Formations to be attached to the detachment.

A player may disband a Corps or Division
Detachment by removing the HQ classunit from
play during a Supply and Command Segment.
Onceremoved, aCorpsor Division Detachment
may be returned to play during a subsequent
Supply and Command Segment at a player’s
discretion, subject to scenario restrictions.

CorpsDetachmentsaretreated as corps-sized
formations in every respect. Division
Detachments are treated as division-sized
formationsin every respect.



GLOSSARY

We've gathered many of the terms used
throughout the rules and reproduced them here
in amore easily referenced al phabetical order.
The terms are defined in detail throughout the
rules, some with entire sections of the rules
devoted to them. Many of the definitions are
new interpretations of old termsused in earlier
games in the series. All of them play an
important role in the 3 Edition Death of
Empires Series Rules.

Air Units: Air Units represent aircraft able
to perform reconnai ssance and intervene on the
battlefield. Air Units may perform three types
of Air Unit Operations: Air Reconnaissance, Air
Transfer and Artillery Spotting. The Air
Reconnaissance and Air Transfer operations
may take placeinthe March and Counter March
Segments; TheArtillery Spotting mission may
take place only during the Mutual Combat
Phase. It should be obvious that when
performing an Air Unit Operation the Air unit
is considered to “fly” over the map, ignoring
terrain MP costs.

Ammunition Points (APs): Each time a
formation with an Artillery Class unit uses its
full barrage factor, a player must expend one
AP This aso applies to HQ Class units with
artillery SPs (see Organic Combat Units). AP
levelsare recorded by placing an AP marker in
the Ammo Box on an Army or Strategic Chart.
Each Ammo Box records the status of all the
primary formationswith command counterson
the Command Track. The AP marker denotes
the number of APs remaining for all the
formations on acommand track. A corps-sized
formation can use one AP to enable every
artillery SP of each formation attached to it to
useitsfull barrage factor in acombat.

Army Chart: Eacharmy inthegamehasits
own Army Chart. Each Army Chart has
command tracks which simultaneously record
the attachment and moralelevelsof subordinate
formations. Any primary formation which has
its command counter placed upon the Army
Chart is subordinate to that army and is
considered an Army Formation.

Army Chartsaso contain Army Chart Boxes.
These boxes record the commander (in the
Leader Box), thearmy’sstaff officer (theArmy
Staff Box), the Mission Status of the army (the
Mission Status Box), what kind of supply itis
receiving (the Main Depot Status Box), and
whether any units are guarding its Line of
Communications (the LOC Box). In addition,
the Army Chart has a number of HQ Holding
Boxes. These record any units stacked on the
map with the army headquarters class unit (in
the Army HQ Holding Box), units stacked on
the map with each corps headquarters unit
attached to the army (the Corps HQ Holding
Box), and units stacked on the map with each

44

divisional headquarters unit attached to the
army (the Divisional HQ Holding Box).

Artillery Class Units. Artillery Class units
represent troop units made up of guns,
howitzers and heavy mortars. There are two
types of artillery units: Direct and Indirect. In
addition, there are Heavy artillery units (which
may be direct or indirect) and Super Heavy
artillery units.

ArmyBaseMarker: TheArmy BaseMarker
indicates the origin of an Army’s LOC. The
Army Base representsthe place (usually within
the home country) whereall manner of supplies
are gathered, stored and organized before
delivery to the front.

Army Formation: If the command counter
of a primary formation is on an Army Chart,
theformationisconsidered an Army formation.

Army-sized Formation: An Army-sized
formation is a primary formation with a
corresponding Army Chart. It isrepresented on
the chart by a Command Counter with the
Army’sprimary formation identifier printed on
top. On the map the Army is represented by a
HQ unit with the Army’s primary formation
identifier. Army-sized formations may attach
corps-sized and other smaller-sized primary
formations.

Artillery Superiority (AS): If a Barrage
Attack is being resolved on a Barrage Value
column of 35 or higher, the targeted artillery
units may be assigned an Artillery Superiority
LR if their formation fails its MC by two or
more.

Asset Units: Combat Class and Artillery
Class units that have the Primary Formation
Identifier of the Supreme Headquarters, an
Army, or aCorpsare“Asset Units.” Units that
have the Primary Formation Identifier of the
Supreme Headquarters are “ Strategic Asset
Units.” Unitsthat have the Primary Formation
Identifier of anarmy or corpsare”Army Asset”
or “CorpsAsset” units, respectively. Asset Units
have special characteristics:

Asset units have their formation attachment
and ML determined by their stacking on the
game map. When stacked in the same hex as
the HQ unit bearing the same primary formation
identifier they have the ML of that HQ's
Command Counter. An Asset unit which is not
stacked with the HQ unit bearing the same
primary formation identifier is considered
attached to theformationitiscurrently stacked
with, or the Corpsor Division-sized formation’s
HQ unititisclosest to onthemap. (Theowning
player decides in case of atie.) Note that HQ
Class, Supply Class and Air Units are not
considered “ Asset Units.” HQ Classunitshave
their ML determined by their primary formation
command counter.

Attachment: All unitsbelongto aformation
at al times; this is referred to as attachment.
The lowest level of formation a unit may be
attached to isa Primary Formation. Only units
with the same Primary Formation I dentifier (and
Asset units) may be attached to these
formations. Most primary formations are
division- or brigade-sized, although there may
be smaller speciaized formations. Formations
that are division-sized (or smaller) can be
attached to corps-sized formations. Corps-sized
formations can be attached to an army or the
Supreme Commander. Army-sized formations
can be attached to an Army Group.

Attachment of aprimary formationto acorps,
an army, or the Supreme Commander is
recorded by placing the command counter of
the formation on acommand track on an Army
Chart or the Strategic Chart. (See Command
Tracks.) Formation attachments affect supply
and command control. Each primary formation
retainsitsown Morale Level.

Attachment Limit: Corps-sized formations
(and some Division-sized formations) have an
attachment limit printed on their Command
Counter. The attachment limit governs how
many division-sized (or smaller) primary
formations may be attached to the formation.

BarrageAttacks: Theact of attacking enemy
units with friendly Artillery Class and
Headquarters Classunitswith artillery SPsisa
BarrageAttack. Artillery SPsare multiplied by
their Barrage Factor to determinewhich column
on the Barrage Combat Results Table is used
to resolve the attack. Barrage Attacks require
the expenditure of APs.

Barrage Factor (BF): Barrage Factors
represent the predominant caliber of gunin an
Artillery Class unit. The BF is used to attack
enemy units, either by independent barrage
(BarrageAttack) or by attacking in conjunction
with Combat Class units (Fire Attack).

Brigade Equivalents (BEs): A measure of
the size of a unit. Each unit has a Unit Size
Indicator printed on its counter that indicates
how many BEs it consists of. BEs can be
fractional. BEs do not determine the size of a
formation, only the size of the unit counter they
belong to.

CadrePoints(CPs): Whenall SPshave been
eliminated from most units, they will still have
aCPremaining. All units are assumed to have
one CP unless otherwise indicated by a Cadre
Point Indicator. (see Cadre Point Indicator) The
number of cadre points a unit has depends on
the number of unit symbols printed on the
counter. Multiply the cadre strength by the
number of unit symbols to determine the total
cadre strength. Supply Classunitsconsist solely
of CPs.



CadrePoint Indicator: Unitsthat don’'t have
one cadre point (CP) have a Cadre Point
Indicator printed on the counter. A Cadre Point
Indicator can be aplus (“+") or aminus (“-").
A plus indicates a unit has two CPs, a minus
indicates a unit has no CPs.

Chain of Command: How Mission Orders
(MOs) aredistributed. MOs are given from the
Supreme Commander to Army Commanders,
who in turn give them to their Corps
Commanders.

Combat Class Units: Combat Class units
represent front line units made up primarily of
foot soldiersand cavalry. Engineer and Armored
units, when present, also belong to this class.

Combat Markers: Units need combat
markersto BarrageAttack, to FireAttack during
the Initial Combat segment, and to Fire Attack
while expending an APduring the Final Combat
segment. Units must expend MPs to place
combat markers. There aretwo types of combat
markers, which correspond to the two Combat
Segments. If a unit has an Intensive Combat
Marker it may attack in both theinitial and final
combat segments. If a unit has a Regular
Combat Marker it may only attack during the
final combat segment.

Combat Modifiers: Combat Modifiers are
factors which, in addition to the strength and
size of unitsinvolved, affect the outcome of a
combat. Combat Modifiers usually shift the
applicable column on the combat Results Table,
but may also affect the combat strength of
attacking units.

Combat Options: Both sides in a combat
may have several options to choose from.
Attacker Combat Options include Probe,
Cavalry Charge and Pursue. Defender Combat
Options include Withdraw before Combat and
Stand Fast.

Command Control: A unit notin Command
Control suffersareduction of itsMorale Level.
For most units, Command Control is achieved
by being within Command Control Radius of a
HQ Class unit.

Command Control Radius. The Command
Control radius is the distance in hexes that a
HQ unit may project Command Control over
its subordinate units.

Command Counter: Each primary
formation has a corresponding Command
Counter to represent its command and logistics
status. A Command Counter is not placed on
themap unlessitsformationisisolated. I nstead,
each Command Counter is placed on a
Command Track, which records both the
Morale Level of the formation and the larger

formation it is attached to.

Command Tracks: Command Tracks are
found on Army Charts and the Strategic Chart.
Command Counters are placed on Command
Tracks to record the attachment of primary
formations and their Morale Levels. There are
two types of Command Tracks: Corps and
Independent Formation. Corps Command
Tracks record the attachment of primary
formations to a corps. A corps Command
Counter is placed on a Command Track along
with the Command Counters of its subordinate
primary formations. Independent Formation
Command Tracks record the attachment of
primary formations directly to an army; the
attachment level of an army is printed on the
Independent Formation Command Track of an
Army Chart.

Corps Formation: Units of division-sized
(and smaller) primary formations that are
attached to a corps are considered Corps
Formation units. A unit is attached to acorpsif
the Command Counter of itsprimary formation
ison a Corps Command Track.

Units of primary formations attached to a
corpsthat are stacked in the same hex with the
corpsHQ unit, may be placed in that corps’ HQ
Holding Box. All unitsplaced inacorpsHQHB
are treated as one formation for purposes of
stacking and combat.

Corps-sized Formation: A Corps-sized
formation is a primary formation represented
by aHQ unit with the Corps'sprimary formation
identifier printed on top. It is represented on
the strategic or army chart by a Command
Counter which must be placed on acorpstrack.
Corps-sized formations may attach smaller-
sized primary formations.

Detachments. A Detachment is created by
removing SPs from a Combat Class, Artillery
Class, or HQ Class unit and placing a
Detachment unit with the same number of SPs
onthemap. The origin of adetachment isnoted
on the Detachment Chart.

Double Type Unit: A unit with overlapping
unit type indicators printed on the counter isa
double type unit. Double type units consist of
two units of the same type and size. Thus an
infantry brigade unit counter with adoubletype
indicator representstwo infantry brigades (and
therefore two BES).

Dummy Units: Dummy units represent
rumors and misinformation. Since units will
normally be face down on the map, dummy
units are ameans of confusing one’s opponent
about the actual location of real units. Dummy
units may only enter friendly controlled hexes.

Facing: The orientation of a unit in a hex.
Each Combat and Artillery Class unit in a hex

will have three front hexsides, two flank
hexsides, and one rear hexside. Facing plays
an important role in combat.

FireAttack: Theact of attacking enemy units
with Combat and Artillery Class units. An odds
ratio between attacking and defending unitsis
cal culated and used to determinewhich column
on the Fire Combat Results Table will be
referenced to resolve the attack.

Force March: A Force March increases the
number of MPs available to a unit. A Force
March can only be done during the Counter-
Movement Phase. If aunit forcemarchesit must
subsequently take a Morale Check, with the
number of MPs used while force marching asa
negative modifier to the dieroll.

Formation: A formationisaterm and game
deviceto represent a unit or collection of units
that share a common attachment.

Formation Attachment: A unit is
simultaneously part of several formations at
different levels of attachment. All units belong
to a “Primary Formation” at all times. Each
primary formation consists of a Command
Counter and one or more units.

Every primary formation will have at least
one level of higher attachment, and possibly
two or three. By placing the Command Counter
of a primary formation on an Army Chart or
the Strategic Chart, the primary formation is
considered to be attached to the formation
represented by that chart. If the Command
Counter of aprimary formation ison an Army
Chart, the formation is considered an Army
formation. If the Command Counter of a
primary formationison the Strategic Chart, the
formation is considered a Strategic formation.

Primary formationsthat are corps-sized may
only place their command counters on a Corps
Command Track, not on an Independent
Formation Command Track. Corps Command
counters have an Attachment Limit allowing a
number of primary formations that are smaller
than corps-size to be attached; thisis recorded
by placing the Command Counter of thesmaller
formations on the Corps Command Track. Thus
primary formationsthat are smaller than corps-
size, if they are attached to a corps-sized
formation, havetwo levelsof higher attachment:
the corps-sized formation, and either an army-
sized formation or directly to the Supreme
Headquarters.

Primary formations that are smaller than
division-size may in some cases be attached to
a division. Thus primary formations attached
to a division-sized formation may have three
levels of higher attachment: the division-sized
formation, a corps-sized formation, and either
an army-sized formation or directly to the
Supreme Headquarters.

Fortress Class Unit: Fortress Class units
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represent individual fortsor fortress complexes
that arewell defended by artillery and machine
guns. Unlike Combat, Artillery and HQ Class
units, Fortress Class units have all-around
facing —they have no “flanks’ or “rear.” They
may not move and can suffer only SPlosses as
aresult of combat.

Headquarters Holding Boxes (HQHBS):
Units that belong to a formation with a
Headquarters Class unit (HQ) may be placed
inaHQHB if they are stacked on the map with
that formation’s HQ unit.

Headquarters Class Units (HQs): Many
formations have HQ units. Most division-sized
formations do not. A Headquarters Class unit
representsthe commanding staff of aformation,
as well as the organic Combat and Artillery
Classunitsunder their direct control. A HQ unit
has a Command Control Radius (CCR). All
units that belong to the HQ's formation, or
belong to formations attached to the HQ's
formation, must remain within the CCR of the
HQ unit to remain within Command Control.
A CCR is expressed in terms of hexes on the
map. (Example: A HQ unit with a CCR of four
has afour hex radius within which itsunitsare
in Command Control.) If aformation does not
haveaHQ Classunit, al unitsin that formation
must remain on or adjacent to all other units of
that formation.

Impulses. Animpulse represents a fraction
of aweekly Game Turn, one or more days. The
number of impulses and days in a turn is
determined by the player who hastheinitiative
in the Impulse Determination Phase of the
Weekly I nterphase at the beginning of each turn.

Initiative: The player with the Initiative
determines how many impulses a turn will
consist of. Initiative is determined during the
Impulse Determination Phase of the Weekly
Interphase, at the beginning of each turn.

Isolation: A unit that is completely
surrounded by enemy occupied hexes and/or
interlocking enemy ZOCsissaid to be I solated.
Hexes with interlocking ZOCs are those in the
ZOC of two or more enemy-occupied hexes.
(In some cases aformation may be voluntarily
declared Isolated.)

An isolated unit is affected in several ways.
The Command Counter of the unit’s primary
formation isremoved fromits Command Track,
inverted, and placed in a hex with at least one
of theisolated units of that primary formation.
The ML of al the unitsin theisolated primary
formation isreduced to one. LRs suffered from
combat or failed MCs while isolated may not
betaken in ML reduction. All SPsand CPslost
by isolated units are counted by the opposing
player as Prisoner Points (PPs). In addition, if
the inverted Command Counter is eliminated
whileisolated, its CPsbecome Prisoner Points.
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Leaders. Some formations have a leader
counter. Each leader counter has one of four
Mission Orders (MOs) printed on the counter
indicating hisMO Preference. A leader counters
also has aMO modifier printed on the counter
whichisappliedtothedieroll used to determine
MOs during the Mission Order Segment of the
Command Phase.

Limited Intelligence: Units are normally
inverted on the map, or placed in HQHBS, in
order to limit each player’s knowledge of the
opposing side. Dummy counters are provided
to increase the uncertainty about opposing
dispositions and intentions. All unit counters
have anationality indicator printed on the back
side of the counter, whichisnormally al that is
showing on the map.

Lineof Communications(LOC): TheLOC
is defined as the hex occupied by an Army
Supply unit, plus all rail hexes that lead in a
contiguous manner to the hex occupied by the
Army Main Depot unit, and then to the hex
occupied by theArmy Base marker. Each army
hasaLOC Box onitsArmy Chart; unitsin the
box can be placed anywhere along the army’s
LOC if enemy units ever move adjacent to the
LOC.

Loss Results (LRs): A unit that engages in
combat may receive aLR. In addition, failure
to passaMorale Check may causealLR. There
are several waysto implement LRs: aunit may
eliminate SPs, reduce MLs, or retreat anumber
of hexes. In addition, unitswhich fail aMorae
Check dueto aBarrage Attack may be assigned
an Artillery Superiority (AS) marker or may
have a Combat Marker flipped or removed.

Machine Gun Factor: Some Combat Class
and Fortress Class units have a number
indicating theaMachine Gun Factor. The MGF
represents the presence of a number of Heavy
Machine Guns with the troop unit.

Main Depot: EachArmy-sized formation has
a Main Depot unit. The Main Depot is the
source of supply for all units attached to that
Army. The Main Depot must trace its own
supply line aong a railroad to an Army Base
Marker. The supply status of a Main Depot is
determined by the type of rail line it traces to
itsArmy Base marker or friendly map edge.

Main Depot Status: The Main Depot Status
simulates how much supply is being brought
forward from therear areas, and governs many
of the activities of an army. The Main Depot
Status of an Army is determined during the
Supply and Command Segment of the
Command Phase. Thetypeof rail lineanarmy’s
Main Depot uses to trace its Line of
Communications (LOC) determinesits supply
status. A Main Depot may be in one of four

states each turn: Maximum Double Status,
Medium Double Status, Minimum Double
Status or Single Status. A Main Depot Status
Box recordsthe current supply statusof aMain
Depot.

Mission Orders(MOs): Every formationis
under one of four MOs at any given time. The
four MOs are Advance, Retire, Hold and
Flexible. Units of formations implementing a
MO may have their expenditure of Movement
Points (MPs) restricted, and they may be
required to perform different types of movement
and/or initiate combat.

Army-sized and Corps-sized Formations are
issued a MO through the Mission Order
Procedure during the owning player’'s
Command Phase. Every Army-sized and Corps-
sized Formation must be given a MO every
impulse.

The MO Procedure begins with the Supreme
Commander attempting to assign theformation
of each subordinate leader to aparticular MO.
Thisisresolved for each subordinate by adding
the MO modifier of commander and
subordinate to a separate die roll, with the
highest modified die roll determining the MO.
If the Supreme Commander’sdieroall ishigher
or equal, the MO isfreely chosen by the player.
If the subordinate leader’sdieroll ishigher, the
MO isthe one printed on that |eader’s counter.
Each army commander repeatsthis processwith
each subordinate corps leader in his army.
Subordinate leaders who must follow their
printed MO have a SP marker placed under their
counter.

Mobility Rating (MR): Each unithasaMR
printed on its counter. The MR of a unit
determines how many MPs it must expend to
move across the map and conduct other
activities. It is an evaluation of the training,
organization and equipment of the unit.

Morale Check (MC): The act of testing a
unit's morale is called a Morale Check (MC).
MCs can occur asaresult of combat or various
other activities. Thefailure of aM C may or may
not lead to Loss Results for the failing unit or
formation.

MoraleLevel (ML): Thecombativenessand
cohesiveness of aformation is represented by
its Morale Level. The ML of a primary
formation is recorded by the placement of its
Command Counter on a Command Track on
anArmy or Strategic Chart.

Movement Mode (MM): A unit may assume
one of four MMs during the Movement or
Counter Movement Phase: Deployed Mode,
Road Mode, Rail Mode and Naval Mode. A
MM issometimesindicated by placingamarker
on the unit.

M ovement Points (M Ps): MPsare expended



by units to enter hexes or cross hexsides, and
to carry out activities such as entrenching,
reconnaissance, changing MMs, recovering
MLs, entering Replacement Mode, and placing
Combat Markers.

Organic Combat Units(OCUs): Someunits
have Organic Combat Units. Thisis indicated
on aunit counter. Organic Combat Units (OCU)
depict theunitsdirectly subordinateto aCombat
Class or HQ Class unit.

Phase: A portion of animpulse. Eachimpulse
has eight phasesthat alwaysfollow in the same
order. In addition, at the start of each turn, there
isaWeekly Interphase consisting of two phases.

Primary Formation: All units belong to a
primary formation at al times. Each primary
formation consists of one or more units and a
Command Counter. All the units and the
Command Counter of aprimary formation have
the identical Primary Formation Identifier on
the top of their counters. The lowest level of
formation aunit may be attached toisaprimary
formation.

Primary Formation Identifier: Printed on
the top of each unit counter is a its Primary
Formation Identifier, which designates the
unit’s attachment to a primary formation. This
number or designation is used to identify the
unit and determineitsrelationship inthe Chain
of Command.

Prisoner Points(PPs): In certain situations
SPslost by aplayer may be counted as PPs by
the opposing player. These are recorded on the
Prisoner Point Track on the Strategic Chart.

Prisoner Result: PPs are sometimes
produced from aresult on the column marked
“Prisoners’ on the Fire Combat Results Table.
If the number on this column that corresponds
tothedierolledtoresolveaFireAttack ishigher
than the ML of any defending unit(s), thereisa
Prisoner Result. In the event of a Prisoner
Result, each Loss Result taken by the defender
asa SPlossis counted as a Prisoner Point for
the attacker.

Rail Points (RPs): Each side receives a
number of RPs per Game Turn. One RP can
move one Brigade Equivalent (BE) one
Movement Point (MP) by Rail Mode. Rail Point
usageis recorded on the Strategic Chart.

Reconnaissance: The act of forcing your
opponent to revea (flip) his inverted units.
Cavalry canforcean enemy unit to reveal itself
if the cavalry conducts a successful
reconnaissance. Air Unitscan force enemy units
to be revealed if they conduct a successful
reconnaissance.

Replacement Point (REP): Therearethree

types of Replacement Points (REP): Infantry,
FieldArtillery, and Speciaist. Infantry and Field
Artillery REPs may only be used to replace
infantry and field artillery losses, respectively.
Field Artillery is defined as all artillery which
isnot heavy. Specialist REPsare used toreplace
all losses other than infantry and field artillery.

Segment: A portion of aphase. Some phases
have one segment, some have two or more.

Shattered: When aCombat Class unit loses
more than 70% of its original SPs (as printed
onthecounter), itisconsidered to be Shattered.
Shattered units may not Fire Attack. They may
defend normally.

Sacking: Morethan one unit may occupy a
hex in a arrangement known as stacking. The
maximum number of units that may be placed
in ahex is determined by stacking limitations.
A player can choose from two criteria for
maximum stacking in ahex: either al the units
of two different formations, or unitsfrom more
than two formations, but no more than six
Brigade Equivaents (BE). Unitsin Road Mode
have further stacking restrictions. Stacking
limitations are in effect at all times.
Overstacking can only occur as a result of a
retreat after combat.

Sep: A portion of asegment. Some segments
have one step, some have two or more.

Strategic Chart: The Strategic Chart
contains Command Tracks that record which
formations are attached to the Supreme
Commander. The Strategic Chart also contains
tracksto record RP use, REPs accumulated and
PPs captured. In addition, the Supreme
Commander Leader Box and the MO
Movement Requirement diagram(s) are on the
Strategic Chart.

Strategic Formation: A unit is considered
to be a Strategic Formation if the Command
Counter of its primary formation is placed
anywhere on the Strategic Chart.

Srength Points (SPs): Each Combat and
Artillery Class unit has one or more SPs. Each
SP represents a number of men and weapons.
A unit may lose SPsdueto L Rs suffered dueto
combat or failed MCs. A unit may regain lost
SPs by entering Replacement Mode and
incorporating Replacement Points.

Supply: A Unit that is out of supply has its
primary formation’s ML reduced, can not
receive Replacement Points, and can not replace
Ammunition Points (APs). Supply status is
determined at two pointsin an impulse; during
the Supply Status Step of the Command Phase
and at the instant of combat.

Supply istraced in contiguous hexesfrom the
unit seeking supply to the supply source. The

supply source to which a unit traces its supply
line is determined by its primary formation’'s
attachment. Strategic Formations must be
within Supply Range of afriendly operational
rail linethat leadsto afriendly map edge. Army
Formations must be within Supply Range of
the army Main Depot unit, or the LOC of the
army they are attached to.

Supply Class Units: Supply Class units
represent the supply trains and dumps that
support Combat and Artillery Class units.
Supply Class units belong to a specific Army
or Corps-sized formation. They areused to place
the units attached to their Army or Corps-sized
formation in supply.

Supply Classunitsinclude Main Depot units,
Army Supply units, Corps Train units, and
inverted Command Counters when they are
placed on the map due to Isolation.

Supply Range: The number of hexes a unit
can be from its supply source.

Supreme Commander: The Supreme
Commander represents the highest ranking
commander on a side and is therefore the top
of the Chain of Command. The Supreme
Commander is the initial source of Mission
Orders.

Triple Type Unit: A unit with three
overlapping unit type indicators printed on the
counter is a triple type unit. Triple type units
consist of three units of the sametype and size.
Thusacavalry brigade unit counter with atriple
typeindicator representsthree cavalry brigades
(and therefore three BES).

Troop Units: Troop units are the playing
pieces that make up the formations of the
opposing armies. They represent organized
groups of frontline soldiers that operate on the
map. Troop units are divided into six classes:
Combat, Artillery, Headquarters, Supply,
Fortress, and Air.

Unit Size Indicator: Each unit has a unit
sizeindicator printed onits counter. A unit size
indicator may be modified by brackets, which
indicatesthat the unit'ssizewashistorically one
level smaller or that the unit is made up of a
group of units one or more levels smaller.
(Examples: a[ll] washistorically referred to as
acompany or battery or washistorically several
independent companies or batteries.)

Unit Type Symbol: Thissymbol, printed in
the center of a counter, identifies the type of
the troop unit.

Zones of Control (ZOC): A Combat or
Fortress Class unit exerts a ZOC into the six
hexes surrounding the hex it is in. The ZOC
can affect supply, movement, combat, and other
game functions.
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SEQUENCE OF PLAY SUMMARY

WEEKLY INTERPHASE
(once per turn)
« calculate any Victory Points earned.

1. Srategic Phase (mutual)

Rail Points, replacement Points (REP)
recorded, construct Permanent
Entrenchments.

2. Impulse Deter mination
Phase

Initiative determined, number of Impulses
and their length determined.

PHASE CYCLE (each
impulse)
* Determine Weather

1st Player Phase
1. Mission Order Segment

Alter Formation Attachments, place
Reinforcements (if any), remove Withdrawals
(if any), Mission Orders given down the chain
of command, RR Engineer Points allocated.

2. Supply and Command
Segment

Relocate Army Base(s), check Main Depot
Status, units Supply determined, determine
Command Control, replace Ammunition
Points (AP), allocate REPs to €eligible units
in Replacement Mode, take Air Unit MRCs.

3. Concealment Segment

All friendly unitsareinverted, place dummy
units, use Engineer Points to conduct RR
Tasks.

4. March Segment

2MPsavailablefor each day that the current
impulse consists of, al activity requiring the
expenditure of MPs undertaken. Expend MPs
to: move hexes, change Movement Modes,
change facing (no MP cost), recover Morae
Levels, place Combat Markers carry out
Overruns, perform Reconnaissance, bring on
Reinforcements (if any).

5. Counter March Segment

1 MPisavailable for each day the current
impulse consists of and units may Force-
March 2 additional MP for each day the
current impulse consists of. Expend MPs as

in March Segment above and in addition:
Force-March and enter Replacement Mode.

6. Mutual Combat Phase
a. Initial Combat Segment

Only unitswith Intensive Combat Markers
may Barrage or Fire attack (and expend AP).

1) 1st Player Barrage Attack Step
2) 2nd Player Barrage Attack Step
3) 1st Player Fire Attack Step

4) 2nd Player Fire Attack Step

b. Final Combat Segment

Only units with Regular Combat Markers
may Barrage or Fire attack while expending
AP Units without Regular Combat Markers
may Fire attack while not expending AP,

1) 1st Player Barrage Attack Step
2) 2nd Player Barrage Attack Step
3) 1st Player Fire Attack Step

4) 2nd Player Fire Attack Step

This concludes the 1st Player’s half of an
impulse. The 2nd player’shalf followsandis
structured identically to the 1st player’s half,

only theroles are reversed.

TIPSFOR PLAY

The following tips for play of Death of Empire series games will
facilitatefaster play using significantly lesstable space and allow easy
storage of gamesin progress.

1) Before punching out the playing pieces, tape both the front and
back of all the counter sheets with clear packing tape. Two-inch wide
tapeisrecommended for each strip of tape covers exactly four rows of
counters with no overlap. (3M sells two-inch wide “ Scotch Tear-by-
Hand Packaging Tape”) After taping the playing pieces, cut them out
of the counter sheets with an exacto-knife. In this way each playing
piece will have a protective tape coating on both front and back.

2) Place each strategic, army, detachment and set-up chartinaClear
Polypropylene Sheet Protector. Then proceed to stick the playing pieces
onto the desired chartswith “Hold Tu” Plastic Adhesive (produced by
Dixon) or “Fun Tak” Reusable Adhesive (produced by DAP Inc). In
thisway all the countersnot on themap, i.e. al the formation command
counters and all counters in the HQ Holding Boxes, will remain in
placeif accidentally bumped or even if turned upside down.

3) Once in sheet protectors, the charts with counters can be placed
into three ring notebooks where they are very easy to access. Each
player in a game can consolidate al his charts in one or several
notebooks. For example, in the game The Cossacks Are Coming! one
notebook can be used to hold the German player’s charts, a second
notebook can hold al the Russian 1% Army player’s charts, while a
third notebook can hold all the Russian 2™ and 10" Army player’s
charts, and afourth notebook can hold the Russian strategic and set-up
charts.

If you feel notebooks are too awkward you can simply place the
charts on clipboards. Clipboards can be easily moved and accessed
(and stored) aswell.

4) An additional benefit of taped playing piecesisthat marker counters
may be attached to playing pieces using reusable adhesive. Once
attached, the marker can easily “travel” with the playing piece, reducing
the likelihood that they will be accidentally seperated. The tape will
protect the ink on the counters from fading. Also, strength point
reduction markers can be placed under acombat classunit inamanner
that readily displays the strength reduction.

| 4 | cadre
5 div 14chd
= =
10 | 3 C

EXAMPLE: The 5th Infantry Division is reduced by 4 SP (current
strength 6). The 14th Cavalry Brigade is reduced to cadre strength.

5) If storage of agame in progressis a concern, before play begins,
you can cover the map with plastic (or mylar). Whenworldly obligations
force a prolonged recess in play (sad but often true) the counters on
the map can be stuck to the map with reusable adhesive, allowing the
map to be stored hanging on awall or in a closet.

I hope these gaming techniques render play of The Cossacks are
Coming!, Clash of Eagles and Home Before the Leaves Fall more
enjoyablefor all.
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