TWILIGHT OF THE REICH (TotR) SCENARIO SPECIAL RULES:
The Scenario Special Rules (TotR SSR) below all apply in scenarios in which
they are invoked.

1. GENERAL

1.1 Fortified Building Locations (B23.9) may not be exchanged for tunnels.
Graveyard (B18.) is Concealment Terrain (A12.12). Kindling (B25.11) is NA.

1.2 HUMAN WAVE: Human Wave (A25.23) is NA.

13 VEHICLE CREWS: Vehicle crews may not voluntarily Abandon (D54)
their vehicles [EXC: armored halftracks (D6.6) and Carriers (D6.8); if the vehi-
cle is immobilized, unless immobilized due to ESB (D2.5)]. Vehicle crews are
treated as SMC for Control purposes.

2.SETUP: The following SSR apply in all daytime scenarios.

2.1 ENTRENCHMENTS & CONCEALMENT: All units that set up En-
trenched (B27.) and/or in Concealment Terrain (A12.12) may set up concealed.
Entrenched Dummy stacks may be set up in non-Concealment Terrain.

2.2 HIP: Each side setting up onboard may use HIP for < one squad-equivalent
(and any SMC/SW stacked with it). This HIP capability is in addition to HIP
granted for any other reason(s).

23 SW: Each at-start SW of the side(s) setting up first may be kept offboard
and the ID of the unit possessing it recorded. Such a SW is revealed if fired,
dropped, transferred, or its possessing unit is no longer concealed.

2.4 SMC: The side(s) setting up first has the option to record the Location as if
they were hidden of any SMC that sets up stacked with = one concealed MMC
(record the ID of the MMC it sets up stacked with). Such a SMC is placed on-
board if the MMC it set up stacked with loses concealment and/or moves to a
new Location, in addition to losing HIP-status/concealment normally.

3. WEAPON & FORTIFICATION PURCHASES: Prior to
all setup (but after all terrain alterations [if any]), each player may
secretly spend Weapon & Fortification Purchase (WFP) Points on
his scenario WFP Table(s), adding any purchases to their respec-
tive OB (at-start and/or reinforcements). The cost of each pur-
chase may not be paid from more than one WFPP allocation. The number of
available WFP Points for each side is given on the scenario card in the Order of
Battle. Weapon and Fortification costs are summarized in the chart below.

3.1 AVAILABILITY: The types of Weapons/Fortifications available for pur-
chase for a given side in a scenario are listed on the scenario card in their WFP
Table(s).

32 MAX: The maximum number of each Weapon/Fortification that may be
purchased per each WFP Table is 3 [EXC: 4 for LMG; 1 for SAN increase].

33 CREWS: The cost of each crew-served SW and Gun includes an Infantry
crew [EXC: vehicle crew for a MOL-P].

34 OFFBOARD ENTRY: Purchased SW/Guns that enter from offboard must
be dm if possible.

WEAPON & FORTIFICATION PURCHASE POINT SUMMARY

Type Point Coste
ATR; DC 1
LMG; MTR =< 51mm 15
PIAT; PSK; BAZ 2
60mm MTR 25
MOL-P*; MMG 3
HMG; FT 6
81-82mm MTR¥*; .50-cal HMG 7
4 x “?” counter; Rowhouse/Factory black bar Breach§ (B23.711) | 0.5
Wire; 2 x 1S Foxhole; 1 A-T mine factor 1

6 A-P mine factors (exchange [B28.5] is NA); Trench; +1 SANT | 2
Roadblock; Fortified Building Location 3

¢ Point Costs may vary per scenario and override those on this Summary.
* Cost includes an Infantry/vehicle crew (see SSR TotR3.3).

§ Purchased Breaches are revealed when an enemy unit enters a Location with
a Breached hexside or a friendly unit moves through the Breach.

+ If purchased as a reinforcement, SAN increase applies on Player Turn of entry.

4.RUBBLE

4.1 RUBBLE: In addition to B24.11, rubble may be created via a Rubble Gen-
eration Check (SSR TotR4.3). Unless noted otherwise, all Rubble (B24.) rules
are in effect.

42 RUBBLE LOCATIONS: A Rubble Location is treated as a building for
Rout (A10.5), Rally (A10.61), Ambush (A11.4), and Street Fighting (A11.8) pur-
poses. Contrary to B24.1, rubble Locations that contain original building artwork
are still considered building Locations for VC purposes.

43 RUBBLE GENERATION: Whenever a scenario calls for a Rubble Gener-
ation Check on a building, a Rubble Generation Check DR is made for each hex
of the building using the table below. On a Final DR = 9, the hex is rubbled
(B24.1). Any building hex that has been rubbled via this method has been rub-
bled from the ground level [EXC: Cellar level, if applicable] and up. Additional-
ly, if an upper-level building Location is rubbled by any means (B24.12; Rubble
Generation Check), there is the potential for either Falling Rubble (B24.12) or
Falling Debris (B37.5) creation. On the subsequent Falling Rubble DR, a Final
colored dr = 7 results in Falling Rubble creation, while a Final colored dr = 5 or
6 results in Falling Debris creation.

RUBBLE GENERATION
Final Rubble Generation Check DR Result
<8 No effect
>9 Rubbled

DRM:
+1 If building is wooden

FALLING RUBBLE/DEBRIS GENERATION
Subsequent Falling Rubble/Debris

Final colored dr Result
<4 No effect
5-6 Falling Debris
=7 Falling Rubble

Colored dr drm:
+1 For each non-Rooftop level of the building hex above ground level

EX: A scenario requires a
Rubble Generation Check
(SSR TotR4.3) for building
16aE5. Prior to setup, a DR is
made for each hex of the
building, and if a hex is rub-
bled an immediate Falling
Rubble DR is made to check
for any potential Falling Rub-
| ble/Debris creation.

F5 | The first DR is a Final 11
(blue + white), rubbling hex
ES5. Since E5 has an upper
level, an immediate Falling
Rubble DR (B24.12) is made.
The Final colored dr is a 6 (4
[red] +2 for the two levels
above ground level), resulting
in Falling Debris (B37.5) in
all adjacent road and orchard
hexes. Hexes D4, E4, and F4
are designated by SSR as
Wide City Boulevard hexes,
so Debris-Wide City Boule-
vard counters (B37.62) are
placed in those hexes instead
of normal Debris counters.

F4

Debns |

2MF; +1 TEM,
Hindrance

The second DR is a Final 6, resulting in no effect on hex E6.

The third DR results in hex E7 being rubbled on a Final DR of 9 (blue + white). The subse-
quent Falling Rubble DR results in falling rubble on a Final colored dr of 7 (5 [red] +2 for the
two levels above ground level). A white dr of 6 results in rubble falling into D6, rubbling the
building and thereby necessitating checking for Falling Rubble in that hex as well. The subse-
quent DR results in a Final colored dr of 8 (6 [red] +2 for the two levels above ground level).
A white dr of 1 places the falling rubble into hex D5, replacing the existing Debris counter.
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