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Introduction

The OCS games simulate campaign-
level combat from 1900 to the mid-1950's. The
series goal is to allow a sophisticated study of
the historical events portrayed while maintain-
ing a level of mechanical simplicity.

Learning to Play

Players should first read and play
the “Teaching Scenarios” provided in the OCS
game purchased. These divide the rules into
more easily digestible chunks. The teaching
scenarios introduce the rules ina*'programmed
learning” approach which speeds rules leamn-

ing.

Game Components
1. The Game Map

The map included in each game de-
picts the area in which the batile or campaign was
fought. To eliminate fold ridges on the map,
carefully back-fold each crease. Secure the map
1o the playing surface with drafing tape. This
type of tape can be removed later without damag-
ing themap. Covering themap with 1/8" Plexiglas
or laminating it will help protect your gaming
investment.

A. The Hex Numbering System. This
system identifies individual hexes on the game
map. If the game uses more than one map, each is
lettered A, B, C, etc. A hex number pertaining to
a given map begins with the map letter, such as
A10.10. The digits before the decimal point iden-
tify the hex row, reading along the horizontal
dimension of themap from leftto right. The digits
after the decimal identify the exact hex along that
particular hexrow, reading along the vertical di-
mension from bottom to top. Nat every hex is
numbered. Each fifith hex (xx.05, xx.10, xx.15) is
numbered tocreate gridlines. Forexample, 1o find
hex 29.17, follow the gridline for xx.15 until you
find the 29.xx hexrow, then count up two hexes to
29.17.

B. Map Edge Hexes. Only hexes with
at least half of the hex showing are playable.
Destroy units forced off the map.

C. Off Map Movement. Unless spe-
cifically allowed in a given game, units may
neither exit the map 1o re-enter later nor conduct
any off-map movement.

D.TurnRecord. Awm track isprinted
on the map or player's aids. Each box represents
one game turn. (See 2.1)

E. Phase Record. A phase track is
provided with the Tum Record Track as an aid in

keeping the sequence of play organized. (See2.2)

F. Weather Record. Mark the Weather
status using this track.

G. Holding Boxes. Twotypes of hold-
ing box are possible: those which are also map
hexes and those which are not. Use holding boxes
which are map hexes to relieve map congestion.
The units in them are within the hex associated
with the box. These units must follow the usual
combat rules. Non-Hex holding boxes may hold
an unlimited number of units. Combat may not
occurinnon-hex holding boxes. Non-hex holding
boxes may link to each other to show off-map
areas. Units of both sides may never occupy a
given off-map holding box. The game rules will
specify which player owns which holding boxes.

2. The Counters

Carefully cut or punch the counters
from the sheets and keep them organized by type
or identification for ease of use. (See 3.0) See
diagram on pages 2 and 3 for counter explana-
tions,

3. The Rules

Every Gamers'brand game containsa
Series rulebook and a Game rulebook. The Series
rulebook contains the rules generally applicable
to all series games. The Game book gives the
details needed for a specific game, including
special rules, scenarios, and set up information.

A. Organization. Rules are numbered
by section and case. Each major grouping of rules
is a section; a paragraph within a sectionis a case.
The number 4.2 would, for example, refer to
section 4, case 2. A specified case may contain a
number of related statements. Statements within
a case are lettered as in 4.2a, 4.2b, etc.

B. Repetition. Once stated, a rule is
repeated in another section only if needed for
clarification in fhat section.

C. Set Up Notes. Aside from any spe-
cial notes in the game rules conceming set up, the
following are always true:

1. “w/i X" means to setup a given unit at or
within X hexes of the location given.

2. Units set up in any desired Mode.

3. Units may never start the game over-
stacked.

4. Air units always begin active.

5. Units generally stan at full strength.

6. When the notation “(inclusive)” follows
set up boundaries, it means that units may set up
anywhere within the given zone to include the
boundary lines.
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1.0 Scale

OCS games may include units from
Battalion through Division in size. The ground
scale is from 2.5 to § miles per hex (based on
theater, operational density, etc.). A full game
tum (Overphase and two full player tums) is
one week of real time.

2.0 Sequence of Play
2.1 The Game Turn

A “game tm" is a sequence of
cvents, the order of which is termed “the se-
quence of play.” Each game turn consists of
one Weekly Overphase and two Player Tums.
Each Player Tum consists of a set sequence of
steps which are listed below. Each of these
sleps may involve one or the other of the
players, based on the terminology “phasing™
and “non-phasing.” The “phasing” player is
the one whose portion of the player turn it is
currently, the “non-phasing” playeris the other.
Each player has his own distinct portion of a
player turn, switching the roles of phasing and
non-phasing player accordingly, At the end of
the sequence of play, advance the turn marker
and the process begins again. The sequence of
play must be strictly followed in the order
given,

2.2 Outline Sequence of Play
L Overphase

1. Weather Determination Segment

2. Supply Usage Segment

3. Reinforcement Placement Segment
4. ReplacementReorganization Segment
5. First Player Determination Segment

II. Player Turn One
1. First Player
A. Air Unit Return
B. Air Unit Refit
C. Mode Determination
D. Movement
E. Reaction
Movement Segment
Barrage Segment
Combat Segment
F. Combat
Barrage Segment
Combat Segment
G. Exploitation
Movement Segment
Barrage Segment
Combat Segment
H. Clean Up
2. Second Player
Repeat the steps of the first player
with the roles of phasing and non-phasing
player reversed.
IIL. Player Turn Two
Repeat Player Turn One's sequence.

IV. Turn End Phase

Unit Symbol ﬁ
RE Size (if in white dot) Yellow Background means Armor unit

or Red Background means Mech unit
This unit's name (if not) Not Yellow or Red means “Other” type unit
Divisional Affiliation

(if a Divisional Unit)

2073 | A Busic Combat Uit

Combat Strength
Defense only if in
parenthesis

Unit Sizes
: : Il i
Action Rating 1 g::::!)l::
) Movement Allowance X Brigade
Artiller) Black means Leg MPs XX  Division
Red means Track MPs XXX
= :
EEE T White means Truck MPs XXX
B 2
s:::gg,i ﬂa 3 Basic Unit Symbol Types
Falls Metorised B tnfaney  [#] Covalry Anilery [EG] Equipment Rep!
Bl & Tank or Panzer [] Militia 3 Personnel Repl
SR Assault Gun Rocket Antillery [J] Machine Gun
%4 BE] Amordtofinry [ ] Motoreycle  [F] Assault Engineer
5] AmordRecon [ Bicyele [Pe]] Police
Semi-Motorized 2 Gy o e ] Mountain Security
2 =] Towed Anillery Poa] Penal Flampanzer
35 SP Antillery Rail Repair [ Parachute
3 M Commando  [F1] Engineer
Glider Infantry [Sg7] Anti-Tank Hvy Wea
Break Down = ] ey Mg
i Basic Symbols may be mixed together and combine with
Reg iment maot‘:urizl“l?nn :yr“:b-jcrls mm;:m:nlg maore lem symbals,
1 SUCh as: -
g Fully-Motorized, Mountain Infantry
14 Truck Points

. Movement
Wagon Points Allowance

M 104

An Air Unit
T means Tactical Bomber Ajrcraft

(yellow dot)

S means Strategic Bomber [§°
s T C

Tpt means Transport = lransport Capaci
(yellow dot) 1™ (if any) ¥

4 Gs Strength

Bomb helps identify
the GS value

Air to Air Rating
No parenthesis means
the air unit is offensive,

Throw | i
Range

OCS Unit Explanations
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OCS Standard Markers

Turn
i

Phase

Weather

Conditions

Supply Points
Number (2T=Two Tokens)

Strategic Move Mode

o

=]
B
=
=
=
=
5
=9
=
=4
o

Hedgehog

——— Level
ﬂnai%ead | Railhead

Step Loss
[~——=Number of steps lost

Esch pame will contsia caly Iwo
of the Supply Level Markes,
The misang marker will be the
most commen leve] and is marked
withoul any marker

Air Base

D#
——Level

Full Supply

ol

Low Supply
i No Supply

Division Marker
; DSE size

2.3 Narrative Sequence of
Play

L. Overphase
1. Weather Determination Segment

One player, it is irrelevant which,
rolls to determine the weather type. This
weather and its effects exist for the entire
upcoming game turn. If weather prohibits
flight, any air unit which is not in a hex
containing a supplied friendly air base must
immediately return to a friendly air base and
become inactive.
2. Supply Usage Segment

Based on numbers of Divisional
Supply Equivalents (DSEs), and desired sup-
ply level, both players expend Supply Points
(SPs) in the suppon of operations. Both play-
ers determine the “usable level” of each of
their air bases by expending supply points;
cach air base is allowed torefit air units at that
usable level for the entire upcoming game
tum.
3. Reinforcement Placement Segment

Both players place any entering units
along the map edge or other entry points as
required by the Arrival Schedules. Players
place newly available SPs on the map. Each
player rolls on his Variable Reinforcement
Tableand places any resulting reinforcements
on the map. Place newly arrived air units on
any friendly supplied air base.
4. Replacement Reorganization Segment

Both players may rebuild dead or
damaged units, build/improvefreduce friendly
air bases and hedgehogs, motorize or de-
molorize units, and generate/recover Break-
Down Regiments.
5. First Player Determination Segment

Eachplayerrollsone die. The player
with the higher roll may elect to be the firstor
second playerin the upcoming game turn. Re-
roll any tes.
II. Player Turn One
1. First Player

A. Alr Unit Return

All phasing player active air units
must return to a friendly air base if they arein
a hex which doesn’t contain a supplied
friendly air base. After returning, they be-
come inactive. Returning air units are subject
to interception attacks.

B. Air Unit Refit

The phasing player may attempt to
refit any of his inactive air units. For each of
his supplied air bases, he rolls one die and
multiplies it by the supplied “usable” portion
ofthe air base’s level. The resultis the number
of air units he can refit at that base. The player
can refit air units at each of his supplied air
bases.

C. Mode Determination

The phasing player may choose the
modes for his units for the upcoming turn.
Each unit may be assigned one of the follow-
ing modes: Combat, Move, Strategic Move or
Reserve Mode,

D. Movement

The phasing player may now move
those units he desires, obeying any restrictions
imposed by mode, supply and movementrules.
He may conduct overrun attacks and may de-
stroy his supply dumps. Active air units may
move with possible interception. Air units
(only) may execute barrage attacks as the last
partof friendly movement, or the owning player
may wait to execute such attacksin the Barrage
Segment of the Combat Phase.

E. Reaction

The non-phasing player may now
release reserves which then move and attack as
desired. These units may move and stack with
other non-phasing units so as to disrupt the
phasing playcr’s attacks. Released reserves
may conduct overrun attacks. The non-phas-
ing player may destroy any of his supply dumps.
Non-phasing air units may move. Phasing air
units may intercept moving non-phasing air
units. The non-phasing player may conduct
barrage altacks with released units.

F. Combat

Phasing air units may participate in
barrages. All barrage attacks precede regular
combats. Phasing units may attack as desired
according to mode, supply and combat rules.
Combat results may cause some unils Lo enter
Disorganized (DG) or Exploitation Mode.

G. Exploitation

The phasing player may now move
and fight withreleased Reserves or units marked
with Exploitation Markers. Phasing air units
may move. Units able to functionin this phase
may conduct overrun combats, movement,
Barrage Attacks, and regular combats.

H. Clean Up

The phasing player removes all DG
and Exploitation Markers from his units.
2. Second Player

Repeat the steps of the first player
with the roles of phasing and non-phasing
reversed.
III. Player Turn Two

Repeat Player Tum One's sequence.

IV. Turn End Phase

Move the Tumn Record Marker one
space forward along the Turn Record Track.
Begin the above sequence again with the
Overphase for the next game-turn,
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3.0 Units and Markers

3.1 Combat Units

Each unil (sec 4.8) has a designa-
tion, size and type symbol, action rating, and
combat and movement values printed on it,
Some show the number of Regimental Equiva-
lents (REs) represented by the counter or indi-
cate whether the unit is motorized, Artillery
units have a range printed on the counter,

3.1a “Armor” units have a yellow
background printed within their unit symbol.
“Mech” units have a red background printed
within their unit symbol. “Other” type units do
not have a special background color,

Design Note: A unit with an armor unit symbol
may have a red background. Such a unit con-
tains a tank task force with an infantry compo-
nent. Other such combinations are possible.
Such symbeol use more accurately reflecis the
organization and docirine of a unit below the
echelon represented by the counter itself.

3.1b The unit symbol may have one
“wheel" (semi-motorized) ortwo wheels (fully-
motorized).

3.1c Some combat values are in
parenthesis. These may be used only in de-
fense.

3.1d The Action Rating fepresents
the unit's ability to react in combat. Values
range from 0 to 5 with a higher number signi-
fying better leadership, training, cohesion, and
equipment.

3.1e Division size units have anum-
ber of steps equal to the RE number printed on
the counter. This RE number is in a white dot
for easy identification.

3.1f Break-Down Regiments repre-
sent generic detachments fromdivisions which
cannot otherwise split up.

3.2 Replacement Units

Thereare two types of Replacement
(Repl) units—personnel (Pax) and equipment
(Eq). Players use these (in varying combina-
tions, sometimes together with trucks and/or
supply tokens) to rebuild destroyed or dam-
aged units.

3.3 Division Markers

Players may use these to represent
groups of individual counters, thus reducing
counter density on the game map. Their use is
optional. (See 12.7)

Design Note: I highly encourage the use of
Division Markers. They not only cut down on
stacking problems, but also adda small amount
of limited intelligence to the game with litile
cosl.

3.4 HQ Units

HQ units typically represent corps
level HQs (and their support units) and scrve to
link units 10 supply depots. They are marked
witha “throw range" (the max number of MPs
they can use to issue SPs) and movement
allowance, both given as truck movement

points.

3.5 Air Units

At full strength, air units represent
groups of about 45 aircraft. These counters are
marked withan aircraftsilhouette, aircraftiype
and class [Fighter (F), Tactical Bomber (T),
Strategic Bomber (S), or Transport (Tp1)], Air-
Air strength, Ground Support (GS) strength,
and range. Some units also have a transpona-
tion value. The front of the counter represents
full strength. The counter's reverse represents
reduced strength.

3.6 Truck and Wagon

Transport Units

Truck and Wagon units are pro-
vided fortheir ransportability. These counters
are marked with point value and movement
allowance.

3.7 Game Markers

3.7a Supply Status Markers. Low
and No Supply are the two types of Supply
Status markers usually provided. The player
marks units or groups of units with these mark-
ers to show their supply status, An unmarked
unit is in Full Supply. Other mixtures of the
three possible counters may exist in a given
game.

3.7b Mode Markers. The side of the
counter showing and/or one of four markers
show unit mode. The markers used for mode
designate cither Reserve, Exploitation, Strate-
gic Move, or Disorganized Modes.

3.7c Air Base Markers. The player
has three different air base markers and these
represent level one, two, and three air bases.
These markers have an ID number printed on
them for ease of use when players desire to use
off-map air base displays.

3.7d Turn and Phase Markers. A
markeris provided with which to keep track of
the current game turn and the present phase
within that week.

3.7¢ Hedgehog Markers. Hedge-
hog markers represent improved positions.
There are four levels of hedgehog markers.
The level of a hedgehog shows the extensive-
ness of the works involved.

3.7 Step Loss Markers. These mark-
ers show the accumulated losses of units with
more than one step.

4.0 General Game

Concepts

4.1 Zones of Control (ZOCs)

This game does not have ZOCs in
the usual scnse. It does have limitations on
retreats and certain actions caused by being
adjacent to enemy units. A unit which must
retreat into a hex adjacent to an enemy unitis
automatically marked with a Disorganized
marker; if already so marked the retreating
stack must lose a step. (That is, one step from
the stack—not per unit—and the step loss
comes from the owning player's choice of
unit.) Terrain and friendly units have no effect
on this provision,

Actions that cannot be taken in hexes adja-
cent to enemy units: .

A. Truck MP type movement.  Friendly unils
negale this provision.

B. Rail Transport. Friendly units may not
negate this provision.

C. Supply Line Trace. Friendly unils negate
this provision.

D. Rail Repair operations. Friendly units may
not negate this provision.

Mode, supply level, and terrain have no effect
on the above,

*Units using truck MPs may move info a hex
adjacent o an enemy unit, but must either halt
for the phase at that point or conduct an over-
run. Such units starting the tumn adjacent to
encmy unils may exit that hex and move untl
they enter another hex adjacent to the same or
different enemy units.

(MP types are explained in 6.2, shown on the
counter by color, and may be different from
one side of the counter 1o the other.)

Friendly units used to negate any of
the above may not be moving with the units for
which they are negating. In other words, a hex
may be negated by a friendly unitwhich started
out in or moved into the hex (and ceased its
movementearlier in the same phase), butnever
one which is moving along with the units
which need the negation.

Being adjacent to an enemy unit has
the following effects on Mode:

*If an enemy unit ceases ifs move-
ment adjacent fo a unit in Reserve Mode, the
unitin Reserve Mode must remove its Reserve
Marker and enter the mode then showing.

*Unitsin Strategic Move Mode may
not move into hexes adjacent to enemy units,
nor may they enter Strategic Move Mode in
such a hex.

Other friendly units have no effect
on the above two provisions.

Enemy units and prohibitive terrain
have no cffect whatsoever on displacements
caused by the Dump, Truck, and Wagon Cap-
ture Table.
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Example: Movement Around Enemy

Units

In this example, the German units
in Hex A move along the dotied line. All
adjacent enemy uniteffects are negated by the
7th ID (it was there when the phase began) so
both moving units can easily traverse its hex.

When the moving units hit Hex 1,
the motorized infantry regiment must stop. It
is using truck movement points and must stop
when it enters an un-negaied hex adjacent to
an enemy unit. The tank battalion moving
with it cannot provide negation.

The tank unit, however, is not
slowed by the adjacent enemy units and con-
tinues on to Hex 2. That unit uses tracked

MPs.

Design Note: The lack of ZOCs can cause
anomalous looking events if a player is not
careful about unit placement. Once a player
understands the irue implications of this fea-
ture, these strange occurrences will disappear
because he will understand that the game sys-
term will not cover for him when he misuses his
unils.

4.2 Stacking

Stacking is the placement of more
than one unit in a single hex. No more than 10
REs (see 4.7) may ever stack in a single hex.
HQs, all game markers, trucks, wagons, and
air units do not affect stacking and any number
may beinasingle hex. Stacking and unstacking
has noeffect on a unit’s movement National-
ity and unit type have no effect on stacking.
Friendly and enemy ground combat units may
never stack togetherin the same hex. Off-Map
Holding Boxes may hold an unlimited number
of REs.

Stacking is enforced at the end of all
phases containing movementofany sort. Units
may temporarily over-stack during their move-
ment without penalty. Units wishing to con-
duct an overrun may not overstack at the ime
of the combat in the hex adjacent to the targer
hex (counting both the overrunning units and
any other friendly units that might be in that
hex).

4.3 Rounding Rule

In any case requiring rounding to
whole numbers, use the following:
.00 10 .49 round down
.50 10 .99 round up

Important: This rounding method
is different from that used in almost all other
wargames.

Fractions are retained until final ap-
plication. In other words, when three units
alack a single one, (using some randomly
chosen numbers) they might be 2.5, 3.25, and
4.1 (total 9.85) and the defender 2.17 until the
odds are determined. At that point, you'll have
4.54 10 1 or a 5:1 anack.

Design Note: Players should note the impor-
tant effect of this rounding rule on Odds calcu-
lation. In this series, 15 attacking 6 is 3:1.

4.4 Fractions

Rounding does not occur untl fin-
ishing all additions. Add units attacking to-
gether with their fractions (created by numer-

ous sources), and round the lotal—not on a unit
by unit basis.

4.5 Cumulative Effects

Inall cases where a unitis subjectto
muluple modifiers, those effects are cumula-
tive. Quarter a unit halved for terrain and
halved for supply. Retain fractions created by
this process until after applying all modifiers,
then utilize the Standard Rounding Rule.

4.6 Retreat Rule

When a retreat is called for, the
owning player retreats his unit/units in a rela-
tively straight line which is “locally 1o the
rear.” The direction should be roughly oppo-
site the direction of the attack, toward an HQ or
supply source if possible.

4.7 Regimental Equivalents

In arder to simplify the determina-
tion of unit size, this game uses the concept of
Regimental Equivalents (REs). A regiment or
brigade sized unit counts as one RE, battalions
as 1/2 RE. Division-sized units have their RE
size marked on the counter. Repl units countas
1/4 RE. When taking losses (9.12), note that:
Division-sized units have one step per RE.
All other units are 1 step, regardless of RE
size,

Design Note: Obviously, the concept of regi-
mental equivalents has its roots in the Europa
game system. This designer is beholden to the
original designers of that system for this useful
method of measuring unit size. Europa is a
trademark of GRD.

4.8 Unit

For simplicity, the word “unit” in
these rules means “ground combat units witha
combal strength of zero ormore.” Reference to
air, ruck, and wagon units appear with the
appropriate adjective.
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4.9 Stacks and Limited
Intelligence
A player cannot look at the contents

of an enemy stack; only the top unit or marker
should be known to the enemy player.

5.0 Modes

Mode represents the general pos-
ture of a unit during a player turn.

5.1 Units Affected by Mode

All ground combat units and HQs
have the modes described below. Trucks, wag-
ons, aircraft, Rail Repair units and markers of
all types either have their own special types of
maode or none at all.

5.2 General Restrictions on
Mode

Units may have only one mode ata
time. Mode change generally occurs in the
Mode Determination Phase of the owning
player's turn. Mode is a characteristic of a
single unit. Units of differing mode may stack,
and the assorted modes have no effect on other
units in the same stack.

5.3 Mode Change

As mentioned above, units with
mode may generally determine or change mode
only in the Mode Determination Phase. A
player may choose any voluniary mode. He
may not choose involuntary ones. Certain re-
strictions may apply which might prohibit the
adoption of a particular mode, as noted below,
Mode change does not cost MPs.

5.4 Voluntary vs Involuntary

Mode

The player may freely choose be-
tween the “Voluntary Modes.” He may not
choose 1o enter an *Involuntary Mode.” Vol-
untary Modes are Combat, Move, Strategic
Move, and Reserve. Involuntary Modes are
Disorganized (DG) and Exploitation.

5.5 Combat Mode

1@_“ A unit in Combat Mode expects
a enemy contact. The side of the
%@ 3 counter with the greater combat
" strength and lesser movement al-
lowance indicates Combat Mode.
5.5a While in Combat Mode a unit
is free to move and attack as desired according
to the values given on that counter side. Com-
bat Mode units may conduct overrun attacks.
5.5b Units in Combat Mode may

not be transported by rail.

e 5.6 Move Mode
A unit in Move Mode sacrifices

ﬂ®44 some combat capability in orderto

enhance movement speed. The side
of the counter with the lesser combat strength
and greater movement allowance indicales
Move Mode.

5.6a Units in Move Mode may
move, conduct overrun attacks, and engage in
regularattacks as per the values onthat counter
side.

5,6b These units may move by rail.
<1 5-7 Reserve Mode
=~ | A unit in Reserve Mode is in
AN readiness to react quickly to re-

ports of enemy movements or the
results of friendly attacks. Mark
this mode with a Reserve Marker atop the unit.
The counter-mix limits the number of stacks
which may be in Reserve Mode at any one
time. Players must share the available markers
in any convenient manner.

5.7a Reserve Mode units may be on
either their Combat or Movemnent sides (which
may only change in the phasing Mode Deter-
mination Phase) under their Reserve Marker,
According to the side showing, Reserve Mode
units may move half the printed movement
allowance during the regular Movement Phase.
They may not move adjacent to enemy units or
attack at range (if artillery). If an enemy unit
ceases ils movement adjacent (o a unit in
Reserve Mode, the unitin Reserve Mode must
remove its Reserve Marker and enter the mode
then showing.

5.7b Reserve Release. A player may
release any reserves he desires at the beginning
of his Reaction Phase and his Exploitation
Phase. When releasing a unit, remove the Re-
serve Mode Marker; the unit is in the mode
(combat or move) then showing. Released
reserves may then utilize the full movement
and combat capabilities of their present mode.
They may combine their attacks with other
released reserves (or exploitation units in an
Exploitation Phase) and may conduct overrun
attacks if all other conditions are met. See also
7.2.

5.7c Units in Reserve Mode which
get a Disorganized result lose their Reserve
status (remove the marker) and have a DG

marker applied to them.
% Strategic Move Mode is a status in
which a unit does not expect en-
emy contact. Mark this mode with a Strategic
Move Mode Marker over the unit counter. The
unit must be in Move Mode under the marker.
5.8a Units in Strategic Move Mode
move double their move mode movement al-
lowance.

5.8 Strategic Move
Mode

5.8b Units in Strategic Move Mode
have the following restrictions: 1) they cannot
move orstartoutadjacent toany enemy unit; 2)
ifattacked they defend at haifthe move mode
combat value; and 3) they may move only
along primary and secondary roads or rail-
roads. Artillery units in Strategic Move Mode
may never make Barrage Attacks,

5.8¢ These units may move by rail,

5.8d Units in Strategic Move Mode
which geta Disorganized resultlose their Stra-
tegic Move status (remove the marker) and

have a DG marker applied to them.
& A unitmay earn Exploitation Mode

when it has been successful in com-
' bat.

5.9a Exploitation Mode is usually
awarded as acombatresult. Mark this mode by
placing an Exploitation Marker atop the unit,
Exploitation Mode units, along with any re-
leased reserves, may move and fight in the
Exploitation Phase. Exploitation marking is
never done as the result of an overrun combat.
Remove Exploitation Markers from all units
during each Clean Up Phase.

5.9b Units which receive an Exploi-
tation result in combat must either already be
in Combat Mode or flip to Combat Mode at
that time so as to use the result. No unit may
ever have an Exploitation Marker placed on it
while in Move Mode. Ifa player wishes attack-
ing units which are in Move Mode to take
advantage of an exploit result, he must flip
them to their Combat Mode side and then mark
them with an Exploitation Marker.

5.9¢ Units in DG Mode may never
receive an Exploitation Marker.

5.9d For convenience, players may
mark units released from Reserve Mode for
use in the Exploitation Phase with an Exploita-
tion Marker so as to readily identify them.
Released reserves marked with Exploitation
Markers when using this rule are the only units
ever allowed to have an Exploitation Marker
when in Move Mode.

5.9 Exploitation Mode

o 5.10 Disorganized
@,’@ Mode
2L Thisinvoluntary modeisinflicted

upon a unit which has unsuccess-

fully anempted to defend itself.
5.10a DG Mode, like Exploitation
Mode, results from combat. Show Disorga-
nized Mode by placing a DG Marker atop the
unit or stack of units whenever they A) suffer
a DG result on the Combat Table or Bar-
rage Table, or B) whenever units retreat 2
or more hexes. When a DG result is inflicted,
all units in a hex suffer DG at the same tGme.
HQ units, however, are exempt from DG Mode.
5.10b A unit in DG Mode suffers
the following effects: A) its combat (or Bar-
rage) strengthis halved (in anack and defense),
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B)itis unable toconduct overrun attacks, C)its
movement allowance is halved, and D) Action
Rating is reduced by one. DG marked units
which retreat into a hex adjacent to enemy
units lose one step. The step loss is taken on a
one per stack basis. Addidonal DG results on
a DG Marked unit have no additional effect.

5.10¢ Units marked with a DG
Marker ignore all Exploitation combat resulis.

5.10d Units in Strategic Move or
Reserve Mode which geta Disorganized result
lose their Reserve or Siraicgic Move stalus
(remove the marker) and have a DG marker
applied to them.

5.10e Units in DG Mode may, dur-
ing a friendly Mode Determination Phase,
change from Move Mode to Combat Mode (or
vice versa) under the DG Marker. Units which
do 50 are still in DG Mode, but have changed
the counter values halved by the DG effects.
DG Mode units may never enter Strategic
Move Mode or Reserve Mode, nor may the
player remove the DG Marker during a Mode
Determination Phase.

5.10f A player removes DG Mark-
ers on his units automatically during his Clean
Up Phase.

Design Note: The implications of the different
modes with respect to the turn sequence and
each other will only become apparenl afier
repeated play. Suffice it to say they are many
and subtle.

5.11 Mode Determination
within Movement (Optional)

Players may find it easier 1o keep
track of what is going on with their units by
integrating the Mode Determination Phase with
the Movement Phase and doing each as they
“go down the line.” This will work as long as
two rules are met:

1. Units must determine their mode
before they expend any movement points and
may only make one such determination.

2. Players must never “arrange” their
activities so that they determine unit modes
after the results of overrun combals so as to
maximize troop usage. Generally, in arcas of
the map where such decisions are possible itis
best to determine the mode of all local units
before moving any of themn.

Design Note: In playtesting we used 5.11 ex-
clusively—finding it much easier 1o combine
Mode Determination and Movement than lo
attempt to separate them. [ suggest you use
5.11 in your play, too.

6.0 Movement

The phasing player may move as
many or few of his units as he desires during his
Movement, Reaction,and Exploitation Phases.
Each unit may move as many or as few hexes
as desired restricted by the unit's movement
allowance, mode, supply level, and terrain
effects.

Procedure:

Move units individually or as part
of a stack maintaining a running total of ex-
pended movementpoints. This movement must
follow a contiguous path through the hex grid.
Units may move in any direction or series of
directions.

6.1 How to Move Units

During a Movement Phase (regular,
reaction, or exploitation), a player may move
all, some, or none of his units as he desires and
the units' modes allow. Generally, combat
does not occur during the Movement Phase.
Certain units may conduct Overrun, a com-
bined form of movement and combat, while
moving. The Reaction and Exploitation Phases
are divided into Movement and Combat seg-
ments.

6.1a Movement is calculated with
Movement Points. Each unit expends a num-
ber of movement points for each hex entered or
hexside crossed according to the Terrain Ef-
fects on Movement Chart. Keeparunning total
of movement points expended by each unit as
it moves.,

6.1b Each unit has a movement al-
lowance printed on the counter. This is the
maximum number of movement points avail-
able to the unitin a given phase. Note that in
different modes, a unit may have different
movement allowances. Use only the move-
ment allowance associated with the unit’s cur-
rent maode.

6.1c Any unit may move one hex in
aphase, ifeligible tomove, regardlessof point
costs. Units may never use this rule to conduct
anoverrun, violate mode rules, or to moveinto/
through prohibitive terrain, Units with a zero
movement allowance may not take advantage
of this rule.

6.1d Generally, movement allow-
ances are independent of each other and the
expenditures of one unit do not affect others.
Thus is not the case for units being transported
or motorized by transport units. A player may
not transfer movement points and allowances,
even if unused, from unit to unit or save them
for future use.

6.2 Terrain Effects on

Movement

Asperthe Terrain Effects on Move-
ment Chart, each hex and hexside featurein the
game cosls a specific number of movement
points to enter or cross. The moving unit must
pay the total required cost before entry, with
the exception of 6. Ic above. The terrain move-
ment point cost varies depending on the mobil-
ity type of the unit in question (track, truck, or
foot) as designated on the unit counter. All
units with Red MA are tracked. These units use
the tracked Movement Chart column, All units
with a Black MA use the foot column. Units
with a White MA use the truck column.

6.2a Primary & secondary roads

and railroads may only be used if the moving
unit is following a continuous path along the
feature toenter a given hex, A unit may pay the
road/railroad movement cost and ignore other
features in the hex or hexside crossed.

6.2b Add the cost of any hexside
feature crossed to the cost of the hex entered.
Units moving along roads or railroads ignore
hexside features.

6.2¢ Ground units may not enter or
cross prohibitive hexes or hexsides. Destroy
units forced to do so. Rule 6.1c is not an
exception to this rule.

6.2d Terrain has no effectonairunit
movement.

6.2¢ Neither enemy units nor pro-
hibitive terrain have any effect whatsoever on
displacements caused by the Dump, Truck,
and Wagon Capture Table, Such displacement
is not movement of any sort.

6.3 Restrictions on Movement
6.3a Friendly units may never enter
hexes containing enemy ground combat units.
6.3b Only friendly units move dur-
ing a given friendly movement phase. Enemy
units may retreat as the result of combats. This
retreat occurs immediately after the combat is
resolved. Retreat movement is not movement
in the normal sense. Retreating units do not
expend movement points; they retreat auto-
matically the number of hexes required.

6.4 Air Interdiction Effect on

Movement

An active For T type air unit inter-
dicts the movement of enemy units in the hex
it occupies. That hex has a +1 MP cost in
addition 1o the cost of the terrain. Interdiction
does not involve combat. There is no cumula-
uve effect for more than one air unit in a hex.

7.0 Overrun Combat

Overrun is an attack that can occur
during the various movement phasesina game-
turn. All units wishing to participate in an
overrun must begin the current phase stacked
together. They must be in Move, Combat, or
Exploitation Mode,

Procedure:

Toconductan overrun attack, move
the attacking stack adjacent to the target unit
and declare the overrun. An attacking stack
may overrunifit can expend three MPs and the
MP cost to enter the hex is 3 or less in normal
movement. The attacker then expends 3 MPs
(regardless of the actual cost of the terrain).
The attacker overruns from the hex adjacent o
the defender—at no time are the units consid-
ered to be in the same hex.

Resolve overruns as normal com-
bats, including supply usage. Use the normal
modifiers; there are no modifiers specifically
for overrun attacks. After resolving the over-
run, if the defender retreats oris destroyed, the
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altacking units must enter the hex (ignore the
movement costs of the hex). If the attacker has
sufficient MPs remaining after entering the
vacant hex, he may continue to move and is
eligible for further overrun attacks. If the de-
fenderdoesn'tretreat, the attacker may expend
another 3 MPs and attempt another overrun,
He may also move elsewherc and attempt
overruns against differcnt targets,

Design Note: The extra MPs for an overrun
represent the lime spent doing a little recon-
naissance, planning, execution, reorganiza-
tion and clean-up after the bartle. (Clean-up
meaning the handling of the wounded, dead,
POWs, andthe repair of damaged equipment).

7.1 Restrictions on Overrun
Units may engage in overrun as
many times as their MA allows. A given de-
fender may be attacked as many times during
a movement phase as there are attackers who
wish 1o do so. Resolve each attack separately,
Multiple attacks have no cffect on each other.
7.1a Only units stacked together
and in Move, Combat, or Exploitation Mode
may conduct overruns. Those in any other
mode (especially DG Mode) may not. Units
may overrun only hexes which the atiacking
units could enter during regular movement for
3 MPs or less. Units may not use features such

as roads-and railroads in order to bring the MP
cost of a hex down, or to negate prohibitive
terrain, so as to allow overrun. In order to
conduct overruns, units must have at least 3
MPs remaining. If the attacker manages to
enter the defender’s hex after the attack, the
MP cost to enter that hex is ignored.

Example: Overrun Movement Point Cosis. A
unil that unsuccessfully allacks a hex three
times without other movement has expended 9
poinls in overrun allempls. One that twice
attacks a hex which would cost 2 MPs to enter
and is successful the second time would find
itself in the defender's hex with 6 MPs ex-
pended.

7.1b Only units with an action rat-
ing of 3 or more may conduct overruns, Ignore
this ruleifthe optional surprise rule (9.17)Is
in use.

7.1c Nounitisever capable of over-
running more than one hex at the same time., A
unit may engage in more than one overrunin a
given phase, but it may never split its attack
among a number of defending hexes.

7.1d Nounit, regardless of the com-
bat result, is ever marked with an exploitation
marker as a result of an overrun.

7.1e Should attacking units accept a
retreat result from an overrun combat, their
movement for the present phase ends and they
may not move further after the termination of
the retreat. Remaining MPs are lost. Attackers

which do not retreat may continue movement
with any remaining movement points,

7.1f When using the optional syr-
prise rule (9.17), no anti-overrun barrage (7.2)
occurs if the anackers have surprise.

7.1g Units which are not capable of
overrun may “tag along" with a stack of units
making an overrun. Such tag along units may
only move with the overrun force. They may
not attack. These units contribute nothing to
the combat ability of the overrunning units
(aside from the trucks which may provide
combat supply) and may not take any step
losses. Retreat results do not affect units not
involved in the attack—such units may “tag
along” with a retreat, if desired.

7.1h While there may be an “Anti-
Overrun Barrage Attack”™ for the defender,
there is no “pre-overrun barrage” for the ai-
tacker. In order to use artillery to assist an
overrun attack, the player must use artillery to
barrage in the Combat Phase, then use Exploi-
tation Mode units to overrun in the Exploita-
tion Phase. See also the optional “Hip Shoot™
rule, 14.12d.

7.1i Friendly units may exist in the
hex from which an overrun attack is launched.
These units affect stacking in that hex, but are
notinvolvedin the overrun atall. The overrun's
combat result has no effect on these units
whalsoever—regardless of what it is. Such
units are subject to any anti-overrun barrage
result that might occur.

Example: Overrun Combat

During the German player's Movement Phase, the Stuka (A) flies in and

does a hip shoot barrage antack on the 108th Tank Division. Flak did not tm the Stuka
about and the attack resulted in a Disorganized Marker being placed on the 108th. The
Stuka then returned to a base and became inactive.

The German player then sends the motorized infantry regiment at hex B 1o
hex C. It uses its mode with leg MPs so it is freely able to reach hex C via hex D, That
cuts off the 108th's combat supply which was to come from the dump at 1 as it cannot
trace through the hex with the X. The woods hex (which it could use as an alternate route)
costs 4 truck MPs so the draw range of 5 truck MPs cannot reach the 108th.

The German player now launches an overrun with the remaining units in hex
B. The unit in hex F cannot join in the overrun since it did not start out the phase stacked
the rest of those doing the overrun,

The two overrunning unils move from hex B to hex D at a cost of 2 MPs.
They-then expend the additional 3 MPs to do the overrun. Having expended a total 5 MPs
each, the fun begins.

The attacker expends 1T of supply from the dump at E (leaving 1 SP + 3T
in that hex). Cnly 1 RE of units are atlacking so he gets the lower cosL The defender
cannot draw combat supply so he has none. The attacker announces the use of Lthe recon
bni as the action rating for his side (a five, of course) and the defender grudgingly admits
that he must use a 1 {which is cul down to a 0 because of the DG result of the air attack).

The raw odds are then determined. The Germans are halved because of
being in Low Supply, but both are doubled for being armor and mech unils attacking in
the open (special modifiers). That gives a net result of 7. The defender is halved [or the
DG, and halved for the lack of combal supply—given a mean 2.5 overall. Dividing both
numbers by 2.5 gives 2.8.1 or 3.1 after rounding.

The net modifier (attacker’s minus defender’s action rating) for surprise is
+5. Two dice give a 3 modified by the +5 1o be an 8 giving no surprise. {Minimum roll
for attacker surprise in an overrun is 11.)

On the 3:1 in the open column, the atlacker rolls two dice and adds the net
action rating modifier. The roll is an 8 which is modified to a 13, The result is Aed,
DL102. Ignore the attacker exploit result because they have no effect on overruns, The
108th must take one step loss (leaving it with two steps) and the owning player chooses
toenpend the entire option in a2 hex retreat. Normally, the would cause thelank division
to become DG, but since it already is DG, there is no additional effect. The altacking
units must then enter the vacant defending hex, They may continue moving with their
remaining MPs (they have expended 5 MPs so far).
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7.2 Anti-Overrun Barrage

Attacks

To helpdefend an hex targeted by a
overrun, the non-phasing player may use an
“anti-overrun barrage.” Such a barrage attack
occurs at that moment and is not a part of the
normal sequence of play.

7.2a When a player announces an
overrun attack, the defending player may an-
nounce his intention to conduct an and-over-
run barrage. Resolve this barrage attack imme-
diately. Only active air units at or within 5
hexes, and artillery units which are in Reserve
Mode may conduct anti-overrun barrages. Do
not expend supply for the overrun itself until
afier resolving the anti-overrun barrage.

7.2b Afterannouncing ananti-over-
run barrage, the barraging playerremoves from
Reserve Mode any artillery units he wishes to
fire and deploys (up to 5 hexes) any active
aircraft (F or T type only) to the barrage hex.
Expend supply normally and resolve the bar-
rage (combining the air units and artillery
available) as any other. After completing the
barrage, any air units involved must return to
base. If theattackerdoes not suffera DG result,
conduct the overrun. If the attacking stack does
suffer a DG result, cancel the overrun; and the
attacking stack may not move further (regard-
less of the number of MPs it might have had
remaining).

7.2¢ The Barrage occurs in the hex
containing the attacking units. Measure all
ranges into that hex. This barrage has no effect
on friendly units. The anti-overrun barmrage
result affects both overrunning encmy units as
well as any which just happen to be in the hex
with them.

7.2d If the attacker achieves sur-
prise (9.17), there can be no anti-overrun bar-

rage.

Design Note: This rule is designed o allow the
player to use his artillery for defense when
being overrun. In a early playtest, we discov-
ered that if overrunning forces were immune
from defensive artillery fires, a force weak in
infantry and armor containing beaucoup artil-
lery would be compleiely at the mercy of a
decent overrun atlacker.

seven for no effect. The overrun proceeds nor-
mally from that point. Had player B rolled an
11, side A would have lost one siep, become
disorganized, and the overrun would have
been cancelled.

Example: Anti-Overrun Barrage. A stack of
side A's units move adjacent to a stack of side
B's units and declares an overrun. Side B's
player announces an anti-overrun barrage.
Side A attempts to obtain surprise and fails.
Side B deploys several air units (which were at
or within 5 hexes of the side A's overrunning
units) and takes an artillery unit owl of Reserve
Mode. Side B's player expends the needed
supply to fire the artillery unit (the air unitsare
free). The 1o1al barrage strength of side B's
units is 9. None of the Barrage Table's adjust-
ments apply in this case, so no shifts are made.
Side B's player rolls two dice and oblains a

8.0 Reaction Phase

Movement and Combat

The Reaction Phase is an opportu-
nity for the non-phasing player to move and
fight in order to disrupt enemy combinations
made during the enemy player turn. Certain
non-phasing units may move, overrun, and
conduct normal combat during this phase be-
fore the execution of the phasing player's com-
bat phase. At the beginning of the phase, the
player may release any reserves he wishes to
use.

8.1 Restrictions

8.1a Only rescrve mode units that
the non-phasing player releases may move and
fight in the Reacton Phase. Only those unils
actually released from Reserve Mode are able
1o move and fight in this phase; no other units
may attack, evenif they are already adjacent to
the defender. The non-phasing player may use
any of his active air units. :

8.1b Released reserves may con-
duct overrun atiacks in this phase.

9.0 Combat

Combat can occur during the Com-
bat, Reaction, and Exploitation Phases. Units
which are adjacent lo enemy units may engage
in “combat,” while artillery units may make
“Barrage Attacks” on a target a number of
hexes away. Attacking is not mandatory, but
units must defend if attacked.

Procedure:

The attacker indicates the hex he is
auacking, the units which will attack it, and
whether he desires to make an “At All Costs
Attack." Beforedelermining any odds or modi-
fiers, both players expend supply points as per
the Combat and Barrage Supply Tables. Each
player selects a unit whose Action Rating he
wishes to utilize. Add the combat strengths for
each side (making all adjustments due to ter-
rain and supply) and determine an odds ratio
(rounding as needed according to the standard
rounding rule). Using the row for the appropri-
ate terrain, find the correct odds column on the
Combat Table. Subtract the defender’s Action
Rating from the attacker's Action Rating and
use the remainderasa dice roll modifier (DRM).
Add any other applicable modifiers to this
DRM. Roll two dice and add the final DRM.
The cross-index of the medified roll with the
odds column is the combat result. Apply that
combat result.

9.1 Restrictions on Combat
9.1a Only the phasing player's units

may attack in the Combat and Exploitation
Phases, and only the non-phasing player's units
may attack in the Reaction Phase. Neither
player may release reserves in the Combat
Phase. Combat occurs in the Reaction and
Exploitation Phases after all movement is fin-
ished.

9.1b Attacking is voluntary. Nounit
is ever forced 1o attack.

9.1c No unit may ever divide iis
strength in order to attack more than one hex.
No unit may be attacked more than once in the
Combat Phase or in the Combat Segments of
the Reaction or Exploitation Phases, Except
for the stacking limit, there is no limit on the
number of attacking units that mightengagein
a single attack. Units may attack from any
direction or set of directions.

9.1d Anack all units in a hex as a
single defending strength. The defender may
never withhold units in a hex from artack.
Different units in a hex may never be the
subject of separate attacks. (Exception: To
conduct combats of differing type and table,
execule each attack separately using the appro-
priate methods, see 9.16g.)

9.1e Units may be restricted in their
ability 1o attack by their mode (strategic move
and unreleased reserves may not attack), sup-
ply status (requisite supply points notavailable
or supply level too low), and unit type (paren-
thesized combat strengths may only defend).

9.1f Auacks which begin with, or
are shifted past, odds further than those avail-
able on the table are resolved on the last avail-
able table column. Also, attacks with odds
which begin off the table have their column
shifts measured from the last available col-
umn. For instance, a player makes a 1:12
atlack (shame on him). The starting column for
this autack is the furthest left or 1 :4. Surprise is
obtained and a column shift of 6 is given. The
player shifis six columns from the 1.4 column
(tod:1). This is intentional and is how compa-
nies sormetimes mess up divisions.

9.1g Units without combat supply
cannot attack.

9.2 Sequence Summary

1. The attacker identifies defending hex
and attacking ground units.

2. Theattacker announces whetheritisan
At All Costs attack.

3. Both players expend required supply
points. See Combatand Barrage Supply Tables.

4. The attacker identifies his Action Rat-
ing unit, followed by the defender identifying
his.

5. Determine the odds.

6. If optional surprise rule is being used,
roll two dice to determine surprise. If there is
surprise, Toll one die to determine the odds
shift. Modify the odds column as needed.

7. Determine final DRM.

8. Roll two dice, apply DRM, determine
resulL.

10. Execute results.

Page 9



Operational Combat Series

“

Design Note: For best results while learning
this system, use the above summary for each
combat and follow the steps rigorously in or-
der. Even after the sequence iswell known, it is
usually best to keep a copy out to follow as a
check list to keep things straight. The order of
the steps is critically important.

9.3 Terrain Effects on
Combat

The Combat Table groups defen-
sive terraininto three general calegories (Open,
Close, Very Close) which define the row to use
when determining attacker/defender odds. The
Terrain Effects on Combat Chart defines which
calegory each terrain type uses.

9.3a A unit may attack into a hex
that the movement rules prohibit it from enter-
ing, but such an attacker would not be cligible
1o advance into that hex after combat. An
overrun attack against such a hex is not al-
lowed.

9.3b Armor, Mech, and “other” units
(sce 3.1a and 9.4) have modifiers applied, per
unit, to combat strengths when attacking or
defending in various terrain types (see the
Terrain Effects on Combat Chart).

9.4 Special Modifiers

Certain units have differenty col-
ored backgrounds to their unit symbols. These
(for alack of better terms) are called armor and
mech units. Units with a yellow background
are armor units; those with a red background
are mech units. All other units, those with no
special background color, are “other” type
units. [fa basic unit color is red or yellow (such
as Soviet Guards), the unit symbol will have
another, neutral color torepresent “other” type
units. See the Terrain Effects on Combat Chart
for the multipliers for different terrain types.

9.4a Apply special modifier effects
on a unit-by-unit basis.

9.4b The terrain used for the Special
Modifiers is that in the defender's hex. For
instance, attacking armor coming out of a
swamp hex to attack a defender in the open
would get the special modifier for attacking in
the open. If more than one modifier affects a
given unit, the applicable modifiers are cumu-
lative,

9.5 Supply Effects on Combat

and Supply Expenditure

Supply level may affect the attack
and defense strengths of units. (see the Supply
Level Effects Chart for more information).

9.5a Both sides expend supply in
each combat. Make this expenditure just be-
fore the resolution of the combat. The Combat
and Barrage Supply Tables give the required
amount of supply. Units which do not have
the correct combat supply available may
not attack. For defenders, if more than 1REis

involved and the required supply is not avail-
able, sudh units are halved in combat strength
in addition to any other modifiers for which
they might be eligible. [It's hard to fight with-
out bullets!] Note: if 1 RE or less of units
defend, they stll must be able to trace to
supply which could be expended—or they are
halved.

9.5b All of the units in an attack
must be able to trace independently. Supply
must be traced Into the attacking unit’s hex,
not into an adjacent hex (as is the case in the
Overphase Supply Usage Phase).

9.5¢ Enemy units and the hexes
surrounding them block the ability of units to
trace combat supply. Friendly units negate this
provision.

9.5d If combat supply for eitherside
is available, a player must use the SPs called
for by the Combat Supply Table. A side may
never deliberately withhold combat supply so
as to save for the future.

Example: Combat Supply, In an regular a-

lack, a player aitacks with 3 REs of units
against 112 RE of defenders. For combat sup-
Ply, the attacker must expend 2T, the defender
must be able toiraceto IT (but need notexpend
it). In this case, the altacker cannot expend the
2T, but does have IT. He must either cut down
the attack to one RE or less, or not attack at all.
He chooses to cut down the attacking force 1o
one RE. The defender, however, is also unable
to obtain (in this case, to trace lo) combat
supply. He is halved in the resulting battle.

Atanother point, aplayer wishes o attack with
two stacks. One can trace to combat supply, the
other can’t. Only the stack able to expend the
supply can attack.

9.6 Ground Support
Air Power and Artillery

These units contribute to combats
by conducting Barrage and GS attacks in the
Barrage Scgmenis. (see 12.4 and 14.12). Note
that no more than one barrage attack may be
made against a particular target in a given
phase. (Exception: Sce 14.12d)

9.7 Odds Determination

To determine the raw combat odds,
compare the total modified strength of the
attacking units with the total modified strength
of thedefending units. Divide both numbers by
the smaller number of the two; the results
should be something and one. Apply the round-
ing rule (see 4.3) to the result of the division.
Express the resulting iwo numbers as aratio of
Auacker:Defender.

9.7a The Combat Table has a row
devoted to each terrain type or group of terrain
types. Find the odds determined above on the
correct line, using the terrain in the defender’s
hex. Use the column that s less than or equal
to the determined odds.

9.7b Odds are limited to those
printed on the table. Resolve attacks which fal]
outside the odds listed on the table on the last
available table column and begin their shifts
from there. (See also 9.1f).

9.8 At All Costs Attacks

The attacking player may choose to
make an At All Costs attack whenever he
makes an attack—provided the availability of
the required combat supply. If he chooses todo
s0, the following rules are in effect:

9.8a The attacker must pay twice
the normal supply cost for the attack (usually 1
SP total).

9.8b Instead of once, roll the dice on
the Combat Table rwice. Make bothrolls onthe
same table column and with the same modifi-
ers, excepl...

9.8¢ The second dice roll also gets
an additional -4 DRM on top of the modifiers
applied to the first roll. The attacker must take
any option result as step loss (on either roll).

9.8d Apply the combat results from
both rolls afier making both rolls.

9.8¢ The attacker must make the
decision to execute an At All Costs artack
before determining any odds or modifiers—
that is, at the instant he announces combat.
Afler announcing an At All Costs attack, the
player must make it

9.9 Action Rating Dice Roll
Modifier

Action Ratings affect combat as
DRMs. Each player selects the unit he wishes
to use to establish the action rating for his side.
Choose only a single unit. The unit chosen
must actively participate in the ground com-
bat. Calculate the DRM as follows: Attacker’s
rating minus Defender’s rating = DRM. This
number may be positive or negative. When
choosing the unit to use for this purpose, the
attacker must announce his choice first. The
first step lost by the side in a combat, if any,
must be taken from the unit that contributed
the action rating for the side. Remember to
subtract one from the Action Rating of units
in DG mode.

9.10 Combat Resolution

After all modifications have been
made to the strengths of the combat units
involved, oddsdetermined, column shifts made,
and the final DRM determined, roll two dice.
Cross index the modified dice roll with the
final odds column to find the result. Execute
this result for each side according to 9.11
through 9.15.

9.11 Retreat/Step Loss Option

Players are sometimes given a
choice in the exact result of combat. The com-
bat result might give a loss number and an
optionnumber. The loss number represents the
required step loss. Destroy that number of
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steps, taking care to insure the first step lost
comes from the unit which contributed the
action rating for the side. The option number
represents the retreat/step loss option avail-
able, This option must be made up by any
combination of retreat hexes and step losses
needed to make the correct total. A unitcannot
retreat more than this number. If there is a
retreat, all involved units mustretreat the same
number of hexes. The attacker always goes
first—he must decide how he is going to exer-
cise his options before the defender must de-
cide.

9.11a If either side is destroyed
before taking its option, the other side Is
exempt from its option entirely. Take all step
losses before executing any option results.

9.11b If the attacker retreats at
all, the defender takes his required step losses
and may ignore the option number. However,
the defender must still take any DG result.

9.11c In attacker results which con-
tain both option and cxploitation numbers, the
attacker must take the entire option as a loss in
order to use the exploitation result. Ifthe player
chooses to retreat, the exploilation result is
ignored.

9.12 Step Losses
7 4 Brigade and smallerunits haveone
step, regardless of their organiza-
tional size. Divisions have one step
per RE. Mark step losses with step loss mark-
ers under the unit involved. When the marker
under the unit equals the total steps available to
the unit, the unit is destroyed and removed
from play. No unitcan absorb more step losses
than it has available. The owning player deter-
mines which unit or units absorb step losses.
9.12a Units which contributed the
action rating to their side must lose the first
step loss sustained by their side in the combat.
(Sec 9.9)

9,12bResults givenas “L" followed
by a number must be taken as step losses.

9.12¢ Step Loss Distribution. All
units in a combat must absorb one step loss
before any unitabsorbs two. Ignore step losses
beyond the ability of the side to absorb.

Example; Step Loss Distribution. A stack lakes
10 step losses, but only possesses G steps. The

stack is eliminated and the remaining 4 losses
are ignored.

9.12d Effects of Step Loss: Unils
which have half or more of theiravailablesteps
destroyed have their combat strength halved.

Emmm A Soviel tank
division with three steps (20 combat strength)
loses one step. Place a “one” step loss maker
under the division and the combat strength
remains unaffected. Laler, the division loses
another step. Flip the one step loss marker to
its “two” side. The division' s combat strength
is now halved to 10. Further step loss will
destroy it,

9.12e The current RE size of adivi-
sion sized unit is the division's RE size minus
the number of steps it has lost.

9.13 Retreats

Any portion of an option result
which a player is unwilling to take as a sicp
loss, unless cxempt duc t0 9.11, must be taken
asaretreat. All unitsinvolvedinacombat must
retreat the number of hexes required to fill out
the result number. The direction of this retreat
must be in accordance with 4.6. Retreating
units may keep together as a stack, or may split
up as the owning player desires. The hexes
retreated into must be hexes that the unit could
normally enter in movement. Movement points
and mode are not a concern in retreat. Each
time the retreating units must enter a hex (any
hex) that is adjacent to an enemy unit, mark
them DG:; if they are already DG, they lose a
step (one per stack, not per unit). Terrain and
fricndly units have no cffect on this provision.
(See Design Note below.) Aretreating unit may
never enter a hex occupied by an enemy unit.
Retreating through hexes which are adjacentio
the enemy does not slow the retreat in any
way—they only cause the DG/step loss effect.
Eliminate units unable to retreat because of
enemy occupied hexes, prohibited hexes, or
which are forced tooverstack at the end of their
retreat. (There is no displacement provision.)

9.13aRetreats, regardlessof length,
never change a unit’s mode. Exception: Units
which retreat 2 or more hexes automatically
enter DG mode.

9.13b Playersretreat their own units.
If a player applies his entire Option result as
step losses, no retreat is required. Retreating
units may retreatas astack or split upas desired
by the owning player.

9.13cIfthe defender's hex becomes
vacant due to combat, all, some, or none of the
attacking units may enter that vacant hex. In
overrun combats such entry is required. In any
form of Barrage attack (air, artillery, etc.) no
unit may advance. If the attacker retreats, the
defender may not advance into a vacated hex.
(See also 9.3a)

9.13d Neither enemy unils nor pro-
hibitive terrain have any effect whatsoever on
displacements caused by the Dump, Truck,
and Wagon Capture Table.

DesignNote;Thereireatnextiothe enemy rule
needs some explaining, especially the part
about friendly units having no effect on it.
Because a retreal is an unplanned movement,
even if the unit retreats into a hex "protected”
by a friendly unit, great confusion will result.
1 even toyedwith the idea of having the protec-
tor become DG, too. That was rejecited as loo
much complication. The step loss, if already
DG, is kept even when the enemy is being
“negated” forthe same reason. For those who
disagree, use the oplional rule 9.13e below.
While I believe the regular rule to give a more
accurate result of retreat, I'm sure there will
be those who will want to allow friendly units
fo negale.

9.13¢ (optional) Friendly units ne-
gate the elfects of enemy units on retreats—
namely the auto DG and later step loss.

2

Usage, In a critically important altack, player
A’s cavalry division is senl lo altack a victory
point major city. All regular combat proce-
dures are followed and no surprise is obtained
(gulp). The edds are 4:1 in very close terrain,
There is a +1 Action Rating DRM. Player A
rolls two dice oblaining a 3 (modified 1o 4)
givinganALlol,Dol result. In the second roll
he gets a 3 (modified by +1 and -4, gives 0)
giving an AL2 result. The total result of the
combal is AL3ol, Dol. The attacker must lose
three steps and decide whal lo do with his
option before the defender must do anything.
The attacker quickly decides 1o lose the exira
step. This causes the defender lo use his op-
tion—had the attacker retreated, the defender
would have been able to ignore his option
entirely. The defender decides to relreat one
hex to avoid the step loss. He could also have
lost the exira step so as to hang onlo the hex.
The choice was his lo make.

9.14 Exploitation
Marking

Some attacker results include a
notation of “¢” followed by a
number. If desired, mark attacking units with
an action rating of that number or higher with
an Exploitation Marker. Those units then enter
Exploitation Mode. Such units must be adja-
cent to the hex being attacked and must have
contributedto the combat which generated the
exploit result. This last point awomatically
excludes artillery units and HQs from ever
being marked with exploitation markers be-
cause they did not contribute directly to the
combat which generated the result.

9.14a Units in Exploitation Mode
may moveand fightin the coming Exploitation
Phase.

9.14b Important: To receive an
Exploitation Marker, units must change to
Combat Mode first (if not already in it). The
player may flip units to their Combat Mode
side at that time so as to be able to mark them
withExploitation Markers. If the owning player
chooses to ignore the result with all or some
units, those units need not change mode and
will not become exploit marked.

9.14¢ A DG marked unit may never
receive an Exploitation marker. Exploitresults
on these units are of no effect.

9.14d Overruncombatresults never
allow a unit to become exploit marked.

9.15 DG Marking

Certain defender results are fol-
lowed by a DG. Remove any Stra-
tegic Move Mode or Reserve
Mode marker and mark the de-

Page 11




Operational Combat Serjes

“

fending stack with a DG marker. Should this
stack split up in retreat, DG mark each result-
ant stack. DG units which retreat have noeffect
on units through which they retreat or with
whom they become stacked. Additional DG
results on units already marked DG are of no
further effect.

See 5.10 for details about cffects
and other instances where DGsareinflicted.

9.16 Specialized Combats

9.16a Units with @ Zero Combat
Value. Resolve attacks against a unit or stack
of units with a total defense of zero on the
furthest right column of the Combat Table.
Units with zero combat value may participate
in attacks (or defenses) and be used 1o absorb
step losses,

9.16b Supply Points and Duwnps.
Any stack of Supply Points is a du mp. Should
enemy units enter a dump hex (which is done
without additional MP cost), roll on the appro-
priate column on the Dump, Truck and Wagon
Capture Table. Such events may only occur
during a phase allowing movement. Dumps
may not be “attacked” by moving adjacent to
them. A player may attack a hex containing
enemy units which also happens 1o contain a
dump. In this case, follow the above handling
of dumps if a retreat occurs or the defending
unit is destroyed and an attacking unit enters
the hex.

9.16¢ Trucks. Should enemy units
enter a hex containing trucks (which they do
without additional MP cost) use the appropri-
ate column of the Dump, Truck, and Wagon
Capwre Table 1o delermine the fate of the
trucks. Captured trucks may move in the cur-
rent encmy phase. Results affect trucks and
cargos cqually. Hexes containing only trucks
cannot be “attacked” in a combat phase; only
the movement of enemy units into their hex
affects them. A player may attack hexes with
both trucks and combat units in them. In this
case, trucks do not contribule to the combat
(other than combat supply), may nei be used 1o
absorb siep losses, and retreal as needed ac-
cording to the combat result. If all the defend-
ing unils are destroyed and the attacker is
eligible to enter the defender’s hex, follow the
procedure above [or caplure.

displace up to ten hexes under the Soviet
player's control. Determined 1o make up for
his previous failure to the Fithrer, he rolls for
the remaining eight SPs and geis a five. That
givesa50% resull. Half of the 50% is captured,
the remainder is destroyed—ihe other 50% in
the hex displaces up 1o five hexes under the
Soviet Player' s control. This gives the German
player two SPs to lake home, two SPs agre
removed from play (destroyed), and the re.
maining four SPs displace to a new hex under
Soviet ownership and control. The Motorcycle
Bn can continue movement with remaining
MPs, and might be able io jump the same SPs
again in the same phase.

5

H Inahex
there are four truck points and 12 SPs (four of
the SPs are loaded on the trucks). A German
Motoreycle Banalion roars into the hex af no
additional MP cost. (The Soviet player ne-
glecled o garrison this hex, shame, shame.)
The German player then consults the Dump,
Truck, and Wagen Capture Table. First, he
rolls for the irucks and supplies thereon using
the second table column. He rolls a one which
gives no truck points or SPs 1o the German war
effort. The four truck points and their SPs

9.16d Wagons. See 9.16¢ and fol-
low the table's comments about wagons.

9.16¢ HQ Units. HQ units defend
with a defense swrength of 5, which may be
reduced by supply conditions. They may never
add to an attack. If forced to retreat, Combat
Mode HQs must flip to their Move Mode side.
11Qs add their defense value to that of other
units stacked in their hex. HQs always have an
action rating of 0 and have one step.

9.16f Air Bases and the Air Units in
them. Air bases may not be attacked, per se, but
are capturcd whenever an enemy unit enters
their hex. Inactive air units at the base are
destroyed. Active air units may displace to any

Example: Comprehensive Combat

This example covers many combat possi- fe

bilities and ineractions. At the end of the German
Movement Phase, the forces are arranged as shown.
Two Geman units are in hex A and one has crossed the
minor fiver o its position in hex C from hex B.

Inthe Soviet Reaction Phase, the Katyusha
Bde in Reserve Mode is released to fire in that Reaction
Phase's Barrage Segment. Inthat segment, it fires atthe
units in hex A. Bnrrlge supply needs (if any) arc
handled by the Saviet player. Resolve the fire on the
Barrage Table. The initial column is 25-40. There is 1
1/2 REs in the hex so no shift is made for that reason.
There is nothing special about the terrain involved and
there Is a friendly unit adjacent (hex 1), 30 no shifis are
madeatall. Thetwodice roll is 7 giving a 1/2 result. The
rounding die roll gives a 5 so the stack in hex A must
lose one step and became Disorganized. The German
player selects tokill the infantry regiment and the recon
bn remains in the hex with a DG marker.

Al the beginning of the German Combat
Phase (in its Bamrage Segment), the German player
makes a barrage awack of his own. The 3rd Pe"s artillery
regiment fires on the units in hex I. The German player
expends 1T to fire from the SPs loaded on the truck in
the upper left comer of the map. Hex 1 is al the max
range of the anillery regiment. Since all the Germans in
this map area are atJow supply, the barrage strength of
the regiment is halved from 18 10 a barrage sirength of 9.
This givesaninitial Barrage Table column of 8-11. There
arc 4 REs in hex 1, so a column shift of 2 1o the right is
made. No other shifis are made and the final column is
17-24. The dice rollis 10 giving 8 oncsiep loss and a DG
result to the stack. The Soviet player chooscs 1o losc &
siep out of the tank division (leaving it with 2 steps).

In the Combat Segment of the Combal
Phase, the German player announces his sttack on hex 1,
that he will attack with the German unils in hexes A and
C, and that it will not be an At All Costs attack. The

German player then expends 1T from the SPs with the
trucks to pay forthe anack (he is auacking with 1 RE, so
hepays the lesseramount). The Sovietplayerexpends 1T
for defensive combat supply from his dump.

The autacker idemifies the recon ba as his
action rating unit (a 5 rated unit less one because of the
DG, giving s net 4). Following that announcement, the
Soviel player announces that he will use the mountain
cavalry bde as his (2 4 rted unit less one for being DG,
giving a net of 3). This gives a +] action rating differen-
tial.

The total aviacking strength is calculated as

A follows: The unit at C is halved for low supply, but

doubled for special modifiers (the defender’s hex is
open) so it counts as & 4, The unit at A is halved for the

-§ low supply, halved for the DG, and halved for special

modifiers (mech attacking across a minar river). That
give it a modified strength of .375. The total attacking
strength is 4.375,

The defending strength is detenmined as
follows: Both units are in low supply but that doesn"t

q matler on the defense. The armor unil is not modified

when defending. Both are halved for being DG. That

! makes their total of 18 become a 9 net strength.

Tmhlkoddlmd\md.ﬂfﬂ.wlzzm.
or 1:2. Find the 1:2 column in the open.

The surprise roll dice roll gives an 11 which
is modified by the +1 action rating differential giving

| auacking surprise (a 12 is required for that in regular
Y combat). Another die gives a 6 result so a six column

shift is made to the right. The cambat will be resolved
on the 7:1 in the open column.
The combat dice roll gives a result of 6 plus

A the oneforaction ratings gives a net roll of 7. The result
9 is Aol, DLlol. The auacker must decide what to do

with his option befare the defender must do anything,
He chooses 1o take it 35 a step loss and the recon b is
removed from play. (The action rating contributor
must take the first step loss.)

The Soviet player must first take his re-
quired siep loss which kills the mountain cavalry bed-
gade. Then he decides 1o use his option to retreat one hex.
Had the attacker retreated with his option, the defender
could haveignored his option entirely. The attacker must
weigh the cost of Laking his option as 2 loss against the
gans lo be made by forcing the defender o take his—
which he probably do so as a rewreat. In the examples
case, the exchange was hardly worth it. Itis a choice the
player must ponder.
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