
OCS 4.0 Case Blue Scenario 7.11: Sequence of Play (3/20/09) 
Pre-Turn 

• Weather die roll & Flight roll (see chart in p.1 of Axis/Russian booklets). Note applicable map(s). 
• Initiative -- Determine first player (winner of die roll chooses). 

First Player Turn 
1. Aircraft refit 1T/base, up to 2 aircraft/base level (halved in “Deep Freeze”). Not in un-negated EZOC. 

Declared 
Fortress: 1 
Fighter/base 
refits free

2. Reinforcement Phase  
• Place new arriving units (see OOA for units, CB 1.8 for placement. Note different arrival hexes for “transfers”). Can 

choose arrival mode. Stacking limit of 10 REs/hex can be exceeded placing reinforcements- but fix by end of 
movement. Aircraft on any friendly base, start Active. Organic trucks arrive Loaded. 

• Supply die roll (see chart in Axis or Russian booklets) and placement (CB 16). 
• Variable reinforcement roll & place units (see chart in Axis or Russian booklets. Air units come on full strength). 

(Note Russian extra rolls for German units north of Don CB 1.13) 
• Reorganizations/Unit re-builds (13.5, and CB table p. 15)/Unit consolidations (13.9). (See CB 3.5 for Guards 

exchanges) 
3. Movement Phase (Min 1 hex, if not Prohibited terrain) (Stacking enforced at end of all phases except Reinforcement) 

(a) Breakout (12.8e) for combat units (all but Trucks, Wagons, SPs, ports, airbases, hedgehogs) not in trace supply 
(b) Movement (White = Leg, Red = Track, Black = Truck). (See TEC charts on CB p. 16) 

 Once a Soviet Massive Assault occurs: German “Alert” battalion roll(s) and unit placement (CB 2.6e) 
 Move ships & ground units. May change mode prior to movement.  

 Truck/Track combat units: 1T per counter, per move. Or:  or 1SP per multi-unit formation, Or 1 SP per HQ 
to fuel all independent units w/in range, fuelling lasts til Clean-Up. 

 Overruns (Target hex must cost =<3MPs not counting roads/bridges to enter. Overrun costs 3 MPs; stack 
must start together, costs attack supply). Increased chance for “Surprise” result. 

 Strat: Move-mode only. Double MA. AR, combat, & barrage strengths = 0, & HQs can’t throw. 
Road/rail 
bridges/ponto
ons negate 
river hexside 
costs, exc 
13.8a

 Place units in Reserve (up to scenario marker limit). Can move ¼ in Movement phase 
 Build/improve airbases (1 SP/level) (15.3) and hedgehogs (2 SP/level) (16.0). Combat-mode only 
 Convert rail hexes (RR units only) (13.3f-g) 
 Destroy/damage dumps (Table 12.11a) and facilities (15.4, 16.0c)  

 
 Rail (13.3)/sea transport (see chart in Axis/Russian booklets) Move-mode only (except RR units). Units w MA 

=<6 count ½. Detrainable hex: controlled settlement or friendly HQ in combat mode 
 Air missions: Fighter sweeps (14.6), Hip shoots (14.7d), Transport (14.9)(inc. Airdrops (14.10)) 

(c.) Air (10.2)/naval (18.3) Barrage (No artillery). Limit of 4 air units/barrage. 
4. Supply Phase 

• Replenish Low/Exhausted units (automatic, costs extra) 
• Check trace supply. If OOS, either: eat off the map or place marker and check for Attrition (Table 12.8) 

5. Reaction Phase (Non-phasing player) 
(a.) Movement 

 Move ships, and move released reserves (up to ½ MA, can overrun) 
 Air missions (if weather permits) (German only CB 3.4): Fighter sweeps (14.6), Hip shoots (14.7d), Transport 

(14.9) (inc. Airdrops (14.10)) 
 Destroy own dumps (Table 12.11a), but no construction 

(b.) Air (10.2)(German only CB 3.4)/naval (18.3)/artillery (10.1) barrages 

Can look only at top enemy combat-mode attack-capable 
unit and top active air unit 

6. Combat (Yellow background = Armor, Red background = Mech.) Parenthesized CF = defend only. Round final odds only. 
(a.) Artillery barrages (10.1) (costs supply per Barrage table, no Internals)  

Specialized combats: 9.14 (b.) Ground combat  
i. Attacker identifies attacking hex(es) and defending hex 

ii. Expend supply (Attacker: Required, 1T per step, Defender: 1T per step, max of 2T/combat or defend at ½ w/o 
supply). If OOS and no combat supply/internals, defend at ¼. Can use Internals only if no combat supply available. 

iii. Attacker, then Defender select AR rating to use, and calculate DRM (Attacker AR-Defender AR. Note -1 for DG) 
iv. Defender announces terrain choice(s) (9.3b) (9.4b, 9.4c). Terrain effects are cumulative. Bracket effects only for 

attackers. Heavy AT: Hedgehogs, yellow-coded, red-coded w tank symbol, AA and AT symbols. Light 
AT: Red-coded units lacking tank symbol v. Check for AT effects (9.4e)  

vi. Players determine initial odds  
vii. Roll 2D for surprise using DRM, and modify odds column by result (9.8) (-1 to DR if in Hedgehog). 

viii. Roll 2D for combat and modify result by DRM (9.6) 
ix. Apply results (9.10--9.13), Attacker first, and affecting first the AR unit. Attacker may AAC if hex vacated. All 

units must take one loss before any unit takes two.  

Multi-step units are halved on attack after first loss and halved on defense after 2nd loss  



 
 

7. Exploitation Phase (Only released Reserves, & Exploitation-marker units) 
(a.) Movement Segment 

 Released Reserves move full MA 
 Units in Exploitation Mode move ½ MA (combat & barrage normal) 
 Destroy own dumps (Table 12.11a), but no construction 
 Air missions (if weather permits): Fighter sweeps (14.6), Hip shoots (14.7d), Transport (14.9) (inc. Airdrops 

(14.10)) 
(b.) Barrage segment: Air (10.2)/naval (18.3)/artillery (10.1) barrages 
(c.) Ground combat for eligible units (Attacker: Supply required, 1T per step, Defender: Supply cost: 1T per step, max of 

2T/combat or Optional defend at ½ w/o supply). 
8. Clean-up Phase 

• Phasing player removes all DG, Exploitation & Fueled markers 
• Non-phasing player removes Trainbusting markers 

Second Player Turn (Repeat of First Player) 
Turn End 
 

SUPPLY COSTS (1 SP = 4T) [Special rules for declared Fortress CB 1.11, CB 2.4] 
Activity Phase Supply Cost Other Notes 

Refit air Aircraft Refit 1T/base Limit 2 aircraft per airbase level. Can be halved by “Deep Freeze” 
Weather result. 

Build/improve/ 
reduce airbase Movement 1 SP/level 

Requires combat-mode HQ or Engineer unit (excl: Assault Eng., Pioneers, 
& Para/Glider Eng.) at or w/in 2 hexes, & no movement in current phase. 1 
level/turn. No SP cost to reduce, and must be done by 1 RE of combat-
mode units. 

Build/improve/ 
reduce hedgehog Movement 2 SP/level 

1 RE of Combat units in combat mode. Same hex only, & no movement in 
current phase. 1 level/turn. (16.0) No SP cost to reduce, & must be done 
by 1 RE of combat-mode units. 

Move truck/track 
unit 

Movement 
Reaction 
Exploitation-
Movement 

1T/counter, or 
1SP/multi-unit formation, or  
1 SP/HQ to fuel all independent 
units w/in range 

If either SP option, fuelling for movement lasts til Clean-up Phase. 

Overruns 

Movement 
Reaction 
Exploitation-
Movement 

Attacker: 1T/step 
Defender: 1T/step, max of 2T/stack 

May use Internals (12.10) when regular supply is physically unavailable 
(SPs on organic trucks are exempt). Defender can choose to not expend 
supply, and defend at ½. 
 

Artillery Barrage  
Reaction 
Combat  
Exploitation 

Per Barrage Table (10.0a) No cost for Naval or Air Barrage during appropriate phases 

Ground Combat 
Combat 
Exploitation-
Combat 

Attacker: 1T/step 
Defender: 1T/step, max of 2T/stack 

May use Internals (12.10) when regular supply is physically unavailable 
(SPs on organic trucks are exempt). 
Defender can choose to not expend supply, and defend at ½. 

Replenish Low & 
Exhausted units Supply 

Low: 2T/unit or RE (whichever 
costs more) 
Exhausted: 4T/unit or RE 
(whichever costs more) 

Takes first priority on available supply (excluding organic-truck supply). 
“Extra” Ts lost. 

Eat Off the Map  Supply 1T/2 REs For units not in trace supply. Optional (otherwise, roll for attrition). 
Special rules apply for units in Fortress (CB 2.4). 

 
Mode Effects (Voluntary changes made in Movement Phase) 

Move Can use rail, air, shipping transport. Cannot perform engineering. Higher movement, lower combat values. 

Combat Cannot use rail (except RR units-13.3g), air, shipping transport. Can perform engineering (13.3f &13.8), airbase reduction (15.4) and hedgehog 
reduction (16.0). If attack-capable not OOS, exert ZOCs. Higher combat, lower movement values. 

Reserve 
(Limited to available markers, not in EZOC, can’t be a Transport unit). Cannot attack, overrun, or barrage until released. Defend at ½. Move ¼ 
MA during Movement. If released: Full MA in Exploitation, ½ MA in reaction, full combat in both. Cannot use rail, air, shipping transport. 
Cannot end Movement phase in Hedgehog. 

Strat Move mode under marker. AR, combat, barrage strengths are reduced to “0”. Become attack-incapable. Double MA (not confined to roadnet). 
Cannot enter EZOC. Must end movement in trace supply. Eliminated if retreat into EZOC. HQs in Strat cannot throw supply. 

Exploit Awarded by combat result. Must meet AR rating requirement. Move ½ MA in Exploitation Phase. Combat/barrage is normal. 

DG Awarded by barrage/combat result, or retreat 2 or more hexes, or retreat into EZOC. Movement, combat, and barrage are halved. ARE reduced 
by 1 (except for Attrition). Cannot overrun, or earn Exploitation mode, HQ draw/throw and engineering capabilities are not affected. 

 

HQs: 13.1, CB2.6 
German Alert Units CB 2.6e, Errata to CB 2.4 
Artillery: 13.4 
Replacement units: 13.5 
Engineer units: 13.8; Pontoons: CB 3.5h 
Air Power 14.0 Sp
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Break-Down Regiments: 20.0 

Barrage (10.0) 
General: One barrage/phase/hex (exc. Hip Shoots). Target div counts as max 3 REs. 3L-column shift if no spotter. Can’t combine types (air/ships/arty). 
Separate table for barraging Facilities. 
Air: Limit 4 air units/barrage. 1R shift if all air w/in 10 hexes of base 
Artillery: Arty costs supply, per table, no Internals. Soviet artillery must stack together to barrage together (CB 3.5e) 


