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Introduction

Guderian’s Blitzkrieg is a game of
the Fall, 1941 campaign to take the Soviet
capital of Moscow, It features the advance of
the right flank of Army Group Center consist-
ing of 2nd Army, 4th Army, 2nd Panzer Group,
and, for a time, 4th Panzer Group, from late
September to late December, 194 1.

Note: During this batde, OKW re-
named the Panzer Groups as Panzer Armies.
For the sake of simplicity, these rules refer to
them as Panzer Groups throughout. [Besides,
by the time they were renamed, they were even
smaller than they were al siari—so the “group”
name i5 actually more appropriate. |

1.0 General Special Rules
1.1 Terrain, Map, and

Counter Notes

Map Errata: The half-hex south of
A12.01 should be woods. This problem can be
avoided entirely by overlaying Map B above
Map A (Map B’s north edge is exactly right).

1.1a The 20 Sept 41 Frontline. This
line exists on the maps in order to facilitate set
up. In the Turn 1 set up, the Germans set up
west of the line. The Soviets set up on or east
of it.

1.1b Set Up Boundaries. In addition
to the frontline, the lateral boundaries of some
German Corps and Soviet Armies are given to
assist set up. The unit designation printed on
the map is inside the named unit’s zone. When-
ever two forces share a common boundary line,
both may set up units on it The set up lists a
sirigle hex number inside the set up zone. This
was done 1o assist players in finding the zone
quickly. The set up boundaries are for that
purpose only; they do not restrict the use of
roops in any way,

L.1¢The Terrain Key is printed along
with numerous game specific charts and tables
on the Player’s Aid Sheets,

1.1d Thereare a few terrain features
(swamp and village) which have an occasional
tree included in their symbol. Do not confuse
them with the much more dense forest hex
features. There are some villages which are
within forest hexes. The difference between
these and other (non-forest) villages should be
obvious. Also,ina numberinstances surround-

ing woods terrain joins forest hexes. Hexes
containing both forest and woods are forest
and forest alone.

1.1e Bridges on the map exist for
aesthetic purposes. Units may use any road or
railroad feature to cross rivers at no extra MP
cost whether a printed bridge exists there or
not.

1.2 Weather

In order to show the horrendous
effects of weather on this portion of the cam-
paignin the East, this game requires twolevels
of weather effects. The Weather Table deter-
mines the type of weather for a given game
turn. The type of weather then determines both
*Conditions’ and Aircraft Effects.

1.2a Conditions reflect the overall
situation and are Normal, Rasputitsa, Deep
Freeze and Deep Snow. Conditions affect
movement and a number of other factors given
below, and are recorded on the Condition Track.
The Condition Track Marker is moved when
called for by a given weather type, but may
adjust to the right only. The marker begins the
game (Game Turmn 1) in the Normal box. When
the weather type first becomes Heavy Rain
move the Condition Track Markerto Rasputitsa.
On the first turn of Deep Freeze, change the
Condition Track Marker to Deep Freeze. On
the first Heavy Rain after Deep Freeze, move
the marker to Deep Snow, where it will remain
for the rest of the game. The key point to
remember is that this marker may only move to
the right.

In addition to determining changes
in Conditions and movement of the Condition
Track Marker, each weather type also lists an
Aircraft Effect as Clear, Overcast, and Soup.
The Weather Table explains the effects of
these.

1.2b Rasputitsa

Design Note: Rasputitsa is the season of mud,
which occurs twice a year in Russia. The rich
soil and poor drainage conspire to create a
deep sticky goo which makes movement very
difficult. Here in Hlinois we have similar soil
andsimilardrainage. Driving tactical vehicles
through the stuff is a frusirating and slow
procedure. The rules here are meant to give an
overall feel for the Rasputitsa, since its effects
were in no way uniform—some areas were
deeply affected, others hardly at all. The fol-
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lowing is an average designed 1o give the
overall effect.

Once the weather is “Heavy Rain”
and until it later becomes “Decp Freeze,” the
Rasputitsa is in effect. Note that after Deep
Frecze, additional Heavy Rain results do not
bring on another bout of Rasputitsa (thank
goodness!), but instead start up Deep Snow
(Oh No!). Rasputitsa has the following effects:

A. No ground unit, truck, or wagon
may ever expend more than 5 MPs in a move-
ment phase, regardless of its mode, supply
level or printed movement allowance, includ-
ing units in Strategic Move Mode. In effect, all
ground units have a maximum movement al-
lowance of 5 or their printed value (after modi-
fiers) whichever is less. Units in Reserve Mode
and units in No Supply have a movement
allowance of half their printed value; compare
this value to 5 to determine how far they may
move—in other words, they do not have a
maximum movement allowance of 2 1/2. The
movement point cost of various terrain types
does not change.

B. Reduce loading and unloading
costs of trucks and wagons to 1 MP. (Thisisa
reflection of the reduction of their MA to 5, not
an indication of any extra efficiency.)

C. Rail movement remains unaf-
fected.

D. There are no additional combat
effects.

E. Halve supply draw and issue
ranges. They are an exception to the 5 MP
restrictionin A) above. An HQ with an normal
issue range of 18 would be able to throw 9 MPs
during the Rasputitsa. This means that HQs
and direct draw units can be 3 truck MPs away
from the SPs they need.

1.2c Deep Freeze

After the German army survived
the Rasputitsa, they faced an even greater
problem—the winter cold. In order to show its
effects apply the following from the first tum
of Deep Freeze until the end of the game:

A. Ignore minor rivers as they are
frozen. Major Rivers are in trn treated as
Minor Rivers.

B. Consider swamp hexes to be for-
est hexes for movement purposes. This change
does not affect Special Combat Modifiers or
any other table modifiers—swamps are still
treated as swamps for this purpose.

C. Halve German artillery barrage
strengths, in addition to any other modifica-
tions, due to their lack of winter oils.

D. German rail capability falls to 6
SPs. The German-built locomotives did not
have their water pipes inside their boilers—
they would freeze and burst.

E. There are no additional combat
effects.

1.2d Deep Snow

From the first turn of “heavy rain”
after the Conditions become Deep Freeze until
the end of the game, “Deep Snow" is in effect.
In addition to the effects of Decp Freeze, use
the following:

A. Halve the movement allowance
of all German ground units, trucks, and wag-
ons.

B. Halve the movement allowance
of Soviet trucks, fully-, and semi-motorized
units.

C. Remaining Soviet units (armor,
mech and leg) move normally.

D. Halve all supply issue and draw
ranges. (5 becomes 3 after rounding.)

E. There is no additional effect on
rail movement or on combat.

1.3 Rail Hex Control

There is no concept of rail hex con-
trol in this game. As long as a rail hex in
question meets the following requirements,
either player may use it. The extent of German
gauged rail is important. Be sure to mark it
with railhead markers. The Bryansk Train is
allowed to use any rail hex whichis still Soviet
Gauge and fulfills condition 1 below.

Conditions Affecting Rail Hex Use

In order to use a rail hex...

1. Therail hex may not be destroyed,
occupied by or adjacent to an enemy unit.

2. The German player may only use
his rail chpability (excepting the Bryansk Train)
in hexes which have been converted to German
Gauge.

3. The Soviet player may only use
his rail capability in hexes which are still
Soviet Gauge.

The intent of this rule is to restrict
the use of rail net to hexes which are not
occupied by the enemy (or adjacenttothem), of
the correct gauge, and in good order (not
destroyed). To eliminate enemy use of a rail
hex you must A. Occupy it, B. Destroy it by
spending the MPs to do 5o, or C. Regauge it
using Rail Repair units. This rule specifically
avoids the lactic of inhibiting rail use by “be-
ing the last through"—if disruption of enemy
rail is what you want to do, you must actively
do something aboul it.

1.4 Full Supply/No Supply

This game contains Full Supply and
No Supply markers, as opposed to the normal
Low and No Supply markers. Mostunits arein
Low Supply most of the ime in this game, so
it is easier to mark units which are in Full
Supply or No Supply and assume that all
unmarked units are in Low Supply. This is an
exception to the OCS rules concerning the
marking of supply status.

1.5 Hip Shoots

Theuseof OCSrule 14.12disrecom-
mended in this game. If it is used, the German
Luftwaffe can conduct Hip Shoots. The Soviet
Air force may not do so.

1.6 Airlift Supply

Both players may use their trans-
port aircraft to make trips off map to bring
supplies onto friendly airfields. To do so, the
player announces his intention to make a sup-
ply run (which is assumed to be to Gomel for
the Germans or the cities along railroads east of
the map for the Sovicts), and flies his aircraft to
and off the map edge (west edge for the Ger-
mans, east for the Soviets). The round trip for
either player takes 12 hexes of range, and the
plane re-enters the map loaded with SPs via the
hex by which it left. The air unit may make as
many flights in one phase as its range allows.
Either player may bring any number of SPs
from off-map limited only by aircraft capabili-
ties and weather.

Only complete round trips off map
are allowed. It is all the way or nothing.

1.7 Off-Map Rail Movement

Both players may use their rail ca-
pacity to move units and supplies from one
map-edge rail hex to any other appropriate (see
1.7b & 1.7¢c) map-edge rail hex using off-map
rail movement. Each player is incapable of
disrupting the ability of the enemy tomove of -
map with the exception of blocking or destroy-
ing rail hexes along the map edge to eliminate
their use.

1.7a The following conditions ap-
ply to both players:

1. Nothing may ever end its move-
mentoff map—all cargo must beginand endits
movement on the game map.

2. Other than off-map rail move-
ment, no other such movement is allowed and
units forced off the map for any reason are
destroyed. Destroyed rail hexes on the map
edge cannot be repaired from off-map.

1.7b The Soviet Player has the fol-
lowing additional conditions:

1. Only movement off of and on to
the EAST map edge is allowed,

2. The points of entry and exit must
be railroad hexes which are free from enemy
units (in or adjacent to) and must not be de-
stroyed or converted.

1.7¢ The German Player has the
following additional conditions:

1. Only movement off of and on to
the WEST map edge is allowed.

2. The points of entry and exit must
be converted railroad hexes which are free
from enemy units (in or adjacent t0) and must
not be destroyed.
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1.8 Engineer Capabilities
The following units in this game
have engineer capabilities, all others do not:

Al HQs, RR units, and German Assault Engi-
neers.

1.9 Counter Colors

The German player controlsall Ger-
man Army (Field Grey), SS (Black, whatelse?),
and Luftwaffe (Light Blue) units. The Soviet
player controls all Red Army (Rust Brown),
Guards (Red), and Red Air force (Orange-Tan)
units. German multi-counter divisions have a
stripe of colortoassist in keeping the division's
units together. Soviet Guards units have a
special identification (star with wreath) which
only serves an aesthetic function.

1.10 HQ Limits (Optional)

No HQ has an unlimited ability to
funnel supply to units, but to apply a limit is
both tedious and subjective. Without going
into much detail, the following rule limits HQs
to a finite number of units tocontrol. Iis costin
playability is fairly high. Use it only if you
really want to.

1.10a Each HQ type has a maxi-
mum “flow” attached to it. This flow repre-
sents the largest number of SPs that the HQ can
issuein asingle Supply Usage Phase. The flow
limit has no effect on any other game function
or on SPs used for purposes outside the Supply
Usage Phase. There is no scaling factor 10
apply.

Design Note: If you want to make it propor-
tional over distance—an HQ can flow twice as
much over half the distance—have at it. You
won't see me doing it that way!

1.10b Maximum Flows.
German HQs: Infantry types (12-0)—6 5Ps,
Panzer types (18-0)—10 SPs

Soviet HQs: Army HQs—16 SPs, Cavalry
Corps HQs—10 5Ps

1.10c If a unit 1sn't included in a
issue group of any HQ (because of flow limits),
then that unit must draw directly ifitis to have
supply at all—or suffer on the Attrition Table.

2.0 German Special Rules

2.1 German Initiative
The German attack on Moscow

- caught the Soviet High Command off-guard

(because of the complelely unexpected diver-
sion to Kiev), and therefore the German player
has the edge in initative. Ignore the First
Player Determination Segmentin game turns 1
and 2. The German player always has the

selection of going first or second on those twa
tums.

2.2 The Withdrawal of the

4th Panzer Group

As the battle progressed, the 4th
Panzer Group exited the north mapedge to join
the German northern pincer. During this game
the German player may be required to with-
draw certain units (both ground and air) from
play. During the Weather Determination Phase
of Game Tums 4-7 as per the Turn Record
Track, the German player makes a die roll to
determine if the 4th Pz Group is withdrawn. If
he fails this roll, then he must withdraw the list
of units in 2.2d from play. Make withdrawals
on a unit type basis. The German player is free
to choose the units to fill the requirements.
Step losses in units do not matter (i.c. if a
Panzer Division is to be withdrawn and it is
shorta battalion, the division is withdrawn and
the missing batialion is removed from the
rebuild pile). Note that while these units are
removed from the dead pile (to eliminate the
ability to rebuild them) they still count for
victory determination purposes.

2.2a Towithdraw units, simply pick
them up and remove them from play. Once
removed, units never return,

2.2b Air Units can be withdrawn if
inactive. If a specific aircraft type is unavail-
able in sufficient numbers, ignore the missing
amount.

2.2¢ If the German player never
fails the die rolls, he gets to keep the 4th Panzer
Group.

2.2d 4th Panzer Group Withdrawal
Units.

1x Inf Division

4x Panzer Divisions

2x HQs (Panzer type)

rx Ju88a, rx Dol7z, 1x Hell1h, 1x Ju87b, rx
Bf.110¢, 1x Bf.109%, 2x Bf.109f, 1x Jus2

Note: rx means flip one full strength air unitof
that type to its reduced side, or remove one
reduced air unit of that type.

2.3 Railway Conversion

The two Rail Repair units at the
disposal of the German player may convertany
railroad hex they can reach. The extent of
Gorman gauge rail at the beginning of the game
is listed in the Basic Scenario rules; scenarios
later in the period may add their own railhead
positions.

2.3a Always useconverted rail hexes
as single-track type, regardless of their ongi-
nal type.

2.3b Conversion, unlike rail repair,
does not cost SPs. A maximum of five hexes
per Movement Phase may be converted per rail
repair unit, unlike regular rail repair, which
proceeds at a three hex rate. Converting a hex
does not cost the repair unit additional MPs, it
simply moves through the hex paying the nor-
mal MP cost for moving on a railroad.

2.3c Neither Rasputitsa nor deep
snow affect conversion or rail repair, except
when they cut down the MP allowances of
repair units. In the latter case, the current MA
of the repair unit limits conversion.
2.3d Conversion may only occurin
hexes in which repair would also be allowed.
2.3¢ When rail hexes need to be
repaired and regauged at the same time, follow
the regular procedure for repair, including the
supply token cost, and as hexes are finished
they are converted as well as repaired. This
would be at the three hex per turn rate. In other
words, it does not take longer todo both jobs at

once.

2.4 The Bryansk
Armored Train
(Optional)

When a German unit enters the hex
of Bryansk (A18.01), place the armored train
counter in that hex. This train has a movement
allowance of 40 MPs to use on unconverted
railroad hexes. The German player may use
this train as long as he likes; it does not require
supplies to operate. The train may not enter
hexes containing (or adjacent to) Soviet units,
but has no requirement that the railroad be
considered “controlled” by the Germans. All
railroad hexes the train enters costs it 1 MP.
The train may never move off railroads, The
capacity of this train is 2T. There is no loading,
or unloading cost.

The train is has one step and a zero
combat strength and action rating. It does not
count for stacking. It may be destroyed using
the Barrage Table, or whenever an enemy unit
enters its hex. It may not be attacked per se
using the Combat Table (Soviet units may
freely enter its hex if no other German unit is
stacked with itand the train would be immedi-
ately removed from play). The Soviet player
may ncver capture and make use of this train,
If in a defended hex which is attacked in
ground combat, destroy the train if attacking
units enter the hex.

DegsignNote: Word to the wise Russian, unless
you want lo walch a trainload of Germans
show up in Moscow and raise the Nazi flag, it
might be smart to garrison the railroads lead-
ing into town!

Historical Note: Thistrain was captured by the
Germans on their entry into Bryansk. While its
effect on the campaign was minimal, it is
included here as a bit of color. Also, the train
was used by the Germans to rapidly deploy
troops along aSoviet railroad so as to deny the
use of it to the Russians. The benefit of its use
along Soviet gauge irack can bring up some
really hair-raising possibilities, suchas that in
the above design note.
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2.5 German Rail Capacity

German rail capacity over converted
lines (exclusive of the Bryansk Train unit)is 20
SPs. The appearance of SPs at Smolensk and
Konotop does not count against this total, The
German rail capacity exists to move reinforce-
ments and SPs from the two dumps,

Note: After deep freeze comes into
effect German rail eapacity becomes 6 SPs.

2.6 German Supply

Aside from the dumps set up at start,
the German player receives SPs each week
during the Reinforcement Placement Seg-
ment—at Smolensk (A1.26) and at Konotop
(B2.09). Roll for these SPs on the German
Supply Table and immediately place the total
from that roll in either of the above hexes or
split between the two in any manner desired—
as long as the fotal is correct. These supply
points appear in those hexes and do not count
against German rail capacity. If at any time
eitherof these hexes cannot be connected to the
West map edge via contiguous converted rail-
road hexes, SPs may not enter al the un-
connected hex. If both hexes are not con-
nected, the SPs do not enter the game.

2.7 German Reinforcement
Entry

Place entering German units in ei-
ther Smolensk or Konotop at the German
player's desire (so long as the hex in question
is connected to the west map edge with Ger-
man rail hexes). Also, German reinforcements
may be placed on the map in any primary road,
railroad, or secondary road hex along the west
map edge. Handle variable reinforcements as
follows:

1. Pax and wagons appear at any
German air base or in the above cities.

2. Place SPs from the Variable Re-
inforcement Table in any German held village
or city hex.

3. Place trucks and Eq Repls in
either Smolensk or Konotop.

2.8 German Unit Withdrawal

The German player (only) may se-
lectively remove units from play in order to
lessen his supply load. Remove these units
only during the German player's Movement
Phase, To be removed, move units until they
exit the map via the West map edge. Units may
never return after being removed.

The German player must clearly
announce 1o the Soviet player the removal of
units or the use of off-map rail movement
before taking these actions.

2.9 German Truck Attrition
(Optional)

German truck losses due lo overuse
were massive. These losses were made up by
wagons (with a sacrifice of ability). This rule
can have a major impact on the game, but it is
a pain lo use—and for that reason, the rule is
optional,

Roll one die for each stack of Ger-
man trucks during the Replacement and Reor-
ganization Segment cach turn, On aroll of six,
remove 25% of the truck pointsin the stack and
replace them with an equal number of wagon
points. Any other roll has no effect. Apply the
standardrounding rule as needed (6 truck points
would lose 2, 5 would lose 1, and so on).

2.10 German Variants

2.10a Better winterized Locomo-
tives. Historically the most ill-equipped Ger-
man units for the Russian winter weren't the
combat troops but German railway engines.
This variantassumes that German designers of
the 20s and 30s understood the future need for
engines to withstand ridiculously low temps.
German rail capacity remains at 20 for the
entire game. This option costs the German
player 3 Victory Points.

2.10b A schwerpunkt should be a
schwerpunki. In a fitof idiocy, OKH or Hiter
(who gets the blame depends on who gels
asked), shifted almost a third of Army Group
Center's few trucks o Army Group South.
Using this variant, the German player avoids
that detachment and is given 12 additional
truck points at start. This option costs the
German player 4 Victory Points.

" 2.10¢c Ne Northern Pincer. In this
case all German effort at Moscow is confined
to that shown on the map. Presumably, 9th
Army is holding the front north of the map and
Panzer Group 3 is still off attacking Leningrad.
When using this option the 4th Panzer Group
never leaves play; no encirclement is possible
when German pincers meet the north map edge
(Soviet HQs can trace off the north map edge);
SPs arriving each tumn for the Germans are
multiplied by 1.5; and Soviet reinforcements
may enter along the north map edge in any rail
hex which players can agree is held by the
Soviet player. This option costs the German
player 5 Victory Points.

2.10d An Earlier Start. The Ger-
man High Command allowed the armies to
accumulate supplies until October 2nd before
initiating the offensive. Even this game starts
the week before the actual attack—allowing
players to decide for themselves whether it is
better to wait one week (more?) 1o accumulate
supplies, or to attack immediately. Certainly,
had OKH been more decisive in its planning,
preparations for this attack could have started
carlier—even with the Kiev foray. To execute
this earlier plan option, set up the game nor-
mally but add a total of 25 SPs to German
supply dumps. This represents about two weeks
accumulation based on few attacks and an
overall Low supply posture. This option costs
the German player 3 Victory Points.

2.10e Full Strength. This option as-
sumes that German losses before the campaign
had been light. To regain the shortfall in
strength, allow all German Panzer Divisions to
deploy with their 3rd Panzer Baualions. This
will give them the extra strength they would
have without the losses. This gives the appear-
ance of a different German QoB at the begin-
ning of Barbarossa (when the 3rd Bn's were
removed to seed new divisions) but actually
spreads the increased strength of the *full
strength” battalions into a third maneuver ele-
ment. Also, ignore the infantry step losses in
the initial set up. This option costs the German
player 5 Victory Points.

2.10f Free Set Up. This variant al-
lows the German player a (nearly) free initial
set up. He may set up his initial forces as
desired except there must be a German unit at
or within two of every hex of the 20 Sept 41
Frontline. If that condition is met, units and
dumps not yet deployed may be placed any-
where west of the Frontline. This option costs
the German player 10 Victory Points. The
German player may decide to use a completely
free setup (and ignore the frontline condition),
but the costof that decision will be thatall units
of the 4th Army will not be used in the game
(and may not be brought on later). This option
(second version) costs the German player 4
Victory Points.
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3.0 Soviet Special Rules
3.1 Soviet Artillery
Coordination (or lack

thereof...)

While heavy in firepower, Soviet
artillery sufferedfrom poor fire direction con-
trol during the early part of the war. Soviet
guns had to physically place themselves to-
gether in order o fire at the same target al the
same time.

Only those Soviet artillery or
Katyusha units which are stacked together in
one hex may engage in a single Barrage or GS-
Type Attack against a target. A target may still
be attacked only once in a given phase by a
Barrage Attack. If one stack fires on a target,
other artillery units may not attack that target
in the current phase. This rule has no effect
whatsoever on Germans, who can always com-
bine attacks fromscattered artillery units which
are within range.

3.2 Soviet Ground Support
Coordination (or lack
thereof...)

The Soviet air force was used in
dribs and drabs throughout the early period of
the war. Indeed, it wasn’t until late 1942 and
early 1943 that they were able (o implement an
effective system of coordinating air assels.

Nomore than three T type Sovietair
units may engage in a single GS or Barrage
attack. Reduced and full strength units each
count as one unit for this purpose. In the case
where multiple target types existina single hex
(trucks, units, and an air base, for example)
three T types may be used against each larget
(in this example, a total of nine air units hit the
hex, three against each target type). This rule
does not limit the use of F type air units. The
series rules (14.14) already limit S types.

3.3 Katyusha

Eé Brigades
%g@ The Soviet player has a few of

these brigades at start, and more
come later fromregular reinforcements or Vari-
able Reinforcements. The Soviet player may
use them at any time, but must then remove
them from play. Place “expended” Katyushas
as new reinforcements on the Turn Record
Track two game twrns later. These brigades
function as one shot weapons which need refit-
ting each time.

3.3aFiring Katyusha Brigades does
not require combat/barrage supply expendi-
ture (the above refitting takes care of that).

3.3b Low or no supply status does
not affect Katyusha fires. Katyusha Brigades
must roll for attrition when found to be in no
supply, but if they survive they can sill fire at
full barrage value.

3.3c Katyusha return is automatic.

After firing it, pull the unit off the map and
place on the Turn Record Track. Enemy units
and terrain do not affect Katyusha Brigade
return,

EXAMPLE: Katyusha Return. A Katyusha
brigade fires on game turn four. This brigade
is immediately removed from play and placed
on the Turn Record Track on game turn 6.
When turn 6 rolls around, the brigade reap-
pears as a new reinforcement.

3.4 The PVO

A large portion of the Soviet air
force's fighter assets were tied up in the PYO
or Defense Air force assigned 1o the protection
of Moscow.

3.4a The Soviet player must main-
tain at least six F type air units as his PVO in
Moscow. Reduced strength air units count as
one-half for this purpose. Place the PVOin one
or more of the air bases in Moscow. These air
units may only fly interceptions from their
base’s location and may never conduct a GS
barrage or take up station in any other hex. If
these units conduct an interception and win the
hex of the air to air cornbat, they must return to
bage and become inactive anyway.

3.4b Ifatany point the Soviet player
does not have the required number of air units
to make up the PVO requirement, he must then
assignall available F type air units to the PVO.

3.4c Release all the PVO units to
free use if a German ground unitapproaches to
or within 5 hexes of any Moscow city hex.

3.5 Soviet Rail Capability

The Soviet player has 45 SPs of rail
capability. Railroads which have been con-
verted by the German player may be “re-
converted” by the Soviet player during the
game. After such lines have been capiured,
Soviet Rail Repair units mayreconvert themin
the same manner as they were converted in the
first place. Note that a reconverted railroad
does resume its original single or multi-track
capabilitics and is not hindered in the way
German use of converted railways is (i.e. re-
stricted to single).

3.6 Soviet Supply

The Sovietplayerbrings supply into
play from the Soviet Supply Table and may
splitit between two locations—any rail hex of
Moscow, or Voronezh (B62.08). Split these
SPs between either of these locations as de-
sired—so long as the total is correct. SPs may
not be placedin any hex that cannot trace a path
of rail hexes free of (and not adjacent to)
German units off the east map edge. Moscow
SPs may not be brought on using the north
map edge.

3.7 Mass Surrenders

Whenever a Soviet Army HQ and
its subordinate units are both in No Supply
status and unable to trace an unblocked path
(unblocked = free of enemy units, units adja-
cent to the path have no effect) of any length
from the HQ's hex (inclusive) to the Eastern
map edge exclusively along roads or railroads,
the army HQ (and its units) is subject to a mass
surrender. During the Supply Usage Phase,
roll one die each turn in which mass surrender
is possible. On a roll of 4 or more, remove the
HQ and its units (those units which are unable
to draw from another HQ which does not
need to roll itself) from play. Roll separately
for each army HQ which qualifies.

3.7a Units which are on their own,
in No Supply, and without any HQ roll for
regular attrition only—not mass surrender. The
ideais that HQs decide to mass surrender when
they are cut off—not the subordinate units. (If
you want to be crass, the units are too stupid to
surrender on their own.)

3.7b Units, which survive a mass
surrender roll, check for normal attrition after-
ward.

3.7c All units removed in a mass
surrender are considered to be destroyed. Yes,
that means the trucks with that army are de-
stroyed and cannot be captured...

3.7d No Soviet HQ may trace its
line of communications off the north map edge
due to the assumed actions of the left flank of
Army Group Center. (This rule is superceded
by 2.10c, if that variant is in use,)

3.8 The Soviet

Government
The Soviet Government (Stalin) is
placed in hex A54.33 (The Krem-
lin). Stalin cannot move in any manner.
Stalin has no combat ability. If any
German unit ever enters his hex, he is captured
and the war effectively won. German trucks
may never enter Stalin’s hex. Stalinrequiresno
supply expenditures. He may act as an HQ for
the purposes of building or rebuilding units.

3.9 Moscow Defense Zones
These are “Map Printed Fortifica-
tions" and OCS rule 16.0 applies to them.
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3.10 Soviet Tank Force

Reorganization

The Red Army was in a state of flux
during the period of the game—for more rea-
sons than one, The Red Army is completely
reorganizing itself based on the experience of
the first campaign season. Already gone are
the unwieldy infantry corps. The armored
Jorces and their doctrine are being revamped.
The old-style tank divisions, of which the So-
viet player has a number ai start, are being
reformed into tank brigades using attrition as
a means lo that end.

Any Soviet tank division may be
converted into a single tank brigade if it has 2
or more steps remaining. Tank divisions with
only one step may not convert; units with more
than two steps only convert into one tank
brigade—the excess is lost. The Soviet player
decides when a tank division is to convert,
Conversion takes place only in the Replace-
ment Reorganization Segment. Only one tank
division may convert in a given phase. After
converting the tank division, remove it from
play and replace it with one randomly drawn
tank brigade.

NoSoviettank division may everbe
rebuilt from the dead pile using repl units.
However, tank divisions still on the map may
have steps rebuilt using repls.

3.11 Soviet Tank Brigades

Two types of tank brigade are pro-
vided in the game—pgood and poor. When
selting up the game, place all of the provided
tank brigades into a cup. Whenever anew tank
brigade is needed (for set up orreinforcement),
draw a brigade at random from the cup. Place
destroyed tank brigades back into the cup;
ignore any changes in “cup composition.”

3.12 Soviet Reinforcement
Entry

Place entering Soviet units in either
Moscow or Voronezh as the Soviet player
desires (so long as the hex in queston is con-
nected to the east map edge with unblocked
Sovietrail hexes). Also, Sovietreinforcements
may enter the mapin any primary or secondary
road or railroad hex on the east map edge.
Handle variable reinforcements according to
the following:

1, Pax Replsappearatany Sovietair
base or in the above cities.

2. Trucks, Katyusha Bdes, and Eq
Repls appearin either Moscow or Voronezh as
long as the city is connected to the east edge of
the map by unblocked rail hexes.

3.13 Penal Unit Return

(Optional)

The Soviet player has one penal
battalion per army. Whenever an HQ sets up or
appears as a reinforcement, the appropriate
penal unit comes with it. These units represent
comrades who have made “mistakes” before
the start of the game and need “re-education.”
Whenever one of these “example” units is
destroyed (any reason) place itina cup. When-
ever a Soviet divislon-sized unit retreats two
or more hexes, draw a random penal unit from
the cup and place it in the same hex as any
Soviet HQ. If the cup does not contain any
penal units, you are out of luck and no “new”
troops will show up to defend the motherland.

The above is not meant toimply that
penal units are forced to stay stacked with their
HQ. They may move and fight freely. (They
just do so without enthusiasm.)

Design Note: The penal battalions represent
the sort of “free” reinforcement the Soviet
player gets by Stalin's insistence on no re-
treats. Nothing like rounding up a few “ex-
amples” and pushing them into the front line!

3.14 Soviet Variants

3.14a Free Set Up. Soviel at start
units may set up anywhere east of and includ-
ing the 20 Sept 41 Frontline. Along the front-
line, as a minimum, every third hex must be
occupied by a Soviet unit. All remaining So-
viet units, dumps, and airbases may set up as
desired. This option gives the German player 5
Victory Points.

3.14b No PVO. The Soviet player is
free to use all his air units as desired. This
option gives the German player 4 Victory
Points.

3.14c Coordination or Aren't Air
Traffic Controllers and Forward Observers
Wonderful? The Soviet air force gels a better
idea. Remove the T type GS and Barrage
restricion—these unils may now swarm at
will. Also, Soviet artillery may fire at the same
targeteven if not stacked together. This option
gives the German player 5 Victory Points.

3.14d Mo Retreat. Stalin insists on
noretreats. Youdecide to also, (Besides, it puts
you in good with the man on top...) No Soviet
unit may take an option result as anything but
step losses. No Soviet frontline army (those
which setuptouching the 20 Sept 41 Frontline}
may move its units eastward of its boundary.
The units of these armies may move freely
inside their boundaries. This rule does not
affect air units, units which do not set up in
boundaries touching the Frontline, reinforce-
ments, SPs, or trucks. This option costs the
German player 5 Victory Points.

Furthermore, the Soviet player may
elect to release any army restricted by the
above 1o move freely. For each army he re-
leases, he gives the German player 2 Victory
Points. (If he releases them all, the German
player will come out 11 VPs ahead—all the
releases minus the 5 points above,) The Soviet
player may release any number of armies he
wants and may release them any time he may
move units. Once released, an army stays re-
leased for the rest of the game.

3.14e You can’t play nice with the
other kids. Soviet army commanders were
notoriously jealous of their “fellow™ army com-
manders and possessive of “their” assets. Be-
sides, you never know when the other guy
might turn you in to the KGB. The Soviet
player must specifically assign all units, trucks,
dumps and air units to his armies or to
STAVKA. After the initial assignment, no
asset may be given from one army to another.
All of an army’s assets must remain within the
throw range of their army's HQ at all times.
The STAVKA units may be anywhere and
with any army as the player sees fit Only a
limited number of STAVK A formations should
be designated—if a player is going to circum-
vent this set of restrictions using STAVKA
assignments, don’t use this option! Reinforce-
ments must be assigned toan army or STAVKA
on the tum they enter. This option costs the
German player 3 Victory Points.

4.0 Basic Scenario Rules

4.0a Soviets always set up first,
Germans always second.

4.0b “r" means a reduced strength
airunit. *1+r" would mean one full strength air
unit and a reduced strength air unitof the given
type.

4,0¢ A generic unit type (8-1-1 Inf
Div) shows the type of unit with the values
from its Combat Mode side. The numberin {],
if any, following a generic unit type is the
historical designation of that unit The game
can be set up much more quickly by using just
the generic unit types; the unit IDs are provided
for those who wish to use them.
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5.0 Teaching Scenarios

The following scenarios are designed to allow
players tolearn the OCS game systemin astep
by stepmanner. They slowlyintroduce concepts
in a logical order.

The goal of each scenario is to maxi-
mize the learning involved of the concepts
presented, to explore the use of the game's
systems, and to allow players to gain experi-
ence about the ramifications of various mis-
takes before making them in a larger scale
game. They may also be used again and again
by players who already know the system to
provide a vehicle toexplore the system’s subtle-
ties so as to hone their skills for later face to
face contests of the full game. Time spent here
in careful contemplation of the system’s inter-
actions will payeff handsomely later.

All of these scenarios require play-
ers to try to win to the best of their ability.
Attempting to play to a draw or to avoid the
rule sections presented will only defeat the
lessons to be leamed from these short sce-
narios.

Scenario 1:
Solitaire—Mode and Move

This scenario is designed to allow
players to learn the basic mode and movement
rules without the additional distractions of
combat. One should attempt to use all the
available modes to see their effects and their
interactions with the turn sequence. While this
exercise may seem Irivial to some, ime spent
here will be well spent when it comes time to
ram your opponent onto the mat and make him
scream for mercy.

Rules Examined: 1.0, 2.0, 3.0, 4.0, 5.0, 6.0,
8.0, 10.0

First Turn: 1

Last Turn: 1

Game Length: 1 turn (One complete turn of
two player-turns—ignore the Over Phase and
the “enemy” segments and phases.)

Map Area Used: Map B (all)

Soviet Information:
Set up: None
Reinforcements: None

German Information:

Set up: 3 Mir (all, less artillery and MC unit)
wfi 2 B5.14

Reinforcements: None

Special Rules:

1. Simulated Attacks—Units must be adjacent
to target hex in the Combat Phase. No special
modifiers or terrain effects, simply count up
the combat strengths adjacent to the target at
the time of the simulated attack. One or more
attacking units may “advance after combat” to

occupy the combat hex after the simulated
combat is “resolved"”.

2. The German player must advance on Orel
and make simulated attacks on hexes B14.17,
B13.14,and/or B15.17 along the way. German
units may notenter these hexes until they have
been “attacked.”

3. It may be easier to keep things straightiif the
player places a Soviet artillery brigade into
each of the simulated attack hexes. Remove
these as they are “attacked”. It is important to
note the effect of enemy units (the simulated
attack hexes count as enemy units, artillery
brigade or no) on truck movement, see OCS
rule 4.1.

4, Attempt to maximize the turn sequence by
using all the available modes.

Victory Conditions:

Player wins if he conducts simu-
lated attacks on two of the three hexes above
with at least 4 strength points and occupies
Orel with an Infanry Regiment in Combat
Mode at the end of the scenario. (And yes, it
can be done!)

Scenario 2:
Combat!

This scenarioexamines regularcom-
bat. Overruns, barrages and all that will be
saved for later scenarios. This one concen-
trates on the bare bones of the combat system.

Rules Examined: All the previous plus 9.0
(less 9.5, 9.6, 9.16, and 9.17)

First Turn: 1

Last Turn: 2

GameLength: 2 turns (Ignore the Over Phases)
Map Area Used: Map B (all)

Soviet Information:

Set up: 1x 10-2-1 Inf Div, 1x 8-3-3 Cav Bde,
1x 20-1-3 Tank Div: wf 4 B20.21
Reinforcements: None

German Information:

Set up: 3 Mir (less artillery and MC unit), (2-
18, 18 MC, 52 Shu)/ 18 Pz, 1x 20-4-3 Inf Div
wii 5 B8.15

Reinforcements: None

Victory Conditions:
German: Destroy at least one division
Soviet: Destroy at least 3 German units.

Scenario 3:

Achtung Panzer!

This scenario adds the concepts of
surprise and overrun to the mix presnted in
scenario 2. This scenario is to be played soli-
taire using the German player only.

Rules Examined: All the previous plus 7.0
and 9.17

First Turn: 1

Last Turn: 1

Game Length: 1 turn

Map Area Used: Map B (all)

Soviet Information:

Set up: 1x 10-2-1 Inf Div: B42.10, 1x 10-2-1
Inf Div, 12-4-6 Tk Bde: B46.11
Reinforcements: None

1. Sovietunits are tositin their hexesin combat
mode (in order to be targets)—there is no
Soviet Player Turn.

2. There is no Soviet Reaction Phase.

3. Soviet units may take option results as
retreats and do so.

4. Any DG result on a Soviet unit lasts for the
remainder of the game,

German Information:

Set up: 3 Mrr (less artillery and MC unit), 18
Pz (less artillery): w/i 5 B38.01
Reinforcements: None

Victory Conditions:
German: Destroy all Soviet units.
Soviet: Any other result.

Scenario 4:
Enter the Rear Echelons...

This scenario adds supply,
specilized units and Barrage Combat Note
that Rail movement is not allowed.

Rules Examined: All the previous plus 9.5,
9.6, 9.16, 11.0 (all), 12.0 (all)

First Turn: 1

Last Turn: 2

Game Length: 2 turn

Map Area Used: Map B (all)

Soviet Information:

Set up: 5x 10-2-1 Inf Div, 1x 8-3-3
Cav Bde, 1x 20-1-3 Tank Div, 2x 12-4-6 Tank
Bde, 2x 12-3-3 Semi-Murd Inf Div, 2x Army
HQ, 2x Katyusha Bde, 2x Artillery Bde, 8
Truck Points: Anywhere east of and including
15.xx and west of and including 36.xx
B34.29: 40 Supply Points

Remove Katyushas from play instandy after
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being fired. They may fire together or sepa-
rately.
Reinforcements: Turn 1: 20 SP's at B34.29

German Information:

Set up: 3 Mur, 18 Pz, 3x 20-4-3 Inf Div, 1x 18-
O HQ, 1x 12-0 HQ, 4 Truck Points, 4 Wagon
Points, 3x Artillery Rgt [786, 622, 41): Any-
where west of and including 14.xx

B2.09: 20 SP's

Reinforcements: Turn 1: 10 SP's at B2.09

Special Rules:

1. Any unit that is found to be in “No Supply”
during a Supply Usage Phase in this scenario
(only) is automatically removed from play.
Roll on the Atrrition Table anyway to see how
it works. The point here is that you are to keep
your force in supply and that is the purpose of
the scenario.

Yictory Conditions:
German: Capture Orel,
Soviet: Capture Konotop,
Draw: Any other result.

Scenario 5:

Aluminum Overcast

This scenario adds aircraft to the
equation as well as base activities. The ground
units in this serve as targets only and have no
other functions, Note that players should try to
exploit the air system to the max in this, do the
full range of air activities to see how they work,

Rules Examined: All the previous plus 14.0
and 15.0

First Turn: 1

Last Turn: 1

Game Length: 1 turm

Map Area Used: Map B (all)

Soviet Information:

Set up: Level 2 Air base, 3x MiG3, 4x 12—
B31.30

B34.29: 20 SP's

Ix 10-2-1 Inf Div in each of the following
hexes: B24.25, B23.30, B29.20, B28.25
Reinforcements: None

German Information:

Setup: Level 2 Airbase, 3x B109f, 4x JuB7Tb—
B4.13

B2.09: 20 SP’s

1x 20-4-3 Inf Div in each of the following
hexes: B13.20, B16.15

100 Flame Panzer Bn: B16.16
Reinforcements: None

Special Rules:
1. Ground units can't move, fight (except for
providing flak), destroy rail hexes or anything

else.
2. All rail hexes are fair game to both sides.
3. Supply needs are ignored.

Victory Conditions:

Total the number of RE’s, 5P's and
rail hexes destroyed by each side.

Higher number wins.

Scenario 6:
Forward, At the Run, March!

This scenario integrates the whole
thing. It'is a sort of graduation exercise. After
playing this one, you are probably ready to
move on Lo the shorter scenarios of the actual
game. Only brave, veteran gamers should move
fromthis pointdirectly to the campaign game—
if you believein the “total immersion™ method,
goright ahead. Enjoy.

Rules Examined: All the previous.

First Turn: 1

Last Turn: 2

Game Length: 2 tum

Map Area Used: Map B (all)

Soviet Information:

Set up: 5x 10-2-1 Inf Div, 1x 8-3-3 Cav Bde,
1x 20-1-3 Tank Div, 2x 12-4-6 Tank Bde, 2x
12-3-3 Semi-Mird Inf Div, 2x Army HQ, 2x
Katyusha Bde, 2x Antillery Bde, 8 Truck Points:
Anywhere east of and including 15.xx and
west of and including 36.xx

Level 2 Air base, 3x MiG3, 4x 12—B31.30
B34.29: 40 SP's

Remove Katyushas from play instandy after
being fired. They may fire together or sepa-
rately.

Reinforcements: Turn 1: 20 SP's at B34.29

German Information;

Set up: 3 Mir, 18 Pz, 3x 20-4-3 Inf Div, 1x 18-
0 HQ, 1x 12-0 HQ, 4 Truck Points, 4 Wagon
Points, 3x Artillery Rgt [786, 622, 41]: Any-
where west of and including 14.xx

Level 2 Airbase, 3x Bf109f, 4x Ju87b—B4.13
B2.09: 20 SP's

Reinforcements: Turn 1: 10 SP’s at B2.09

Victory Conditions:
German: Capture Orel.
Soviet: Capture Konotop.
Draw: Any other result.

6.0 Standard Scenarios

Scenario 1:
Attack on Mozhaysk

This scenario is fairly limited and
can be used as an additional teaching scenario
if desired. In general terms it covers the Baule
of Borodino, 1941,

First Turn: 5

Last Turn: 5

Game Length: 1 Tumn

Map Area Used: Map A (only): North of and
including xx.25, East of and including 31.xx,
West of and including 41.xx.

Soviet Information:

Set up:

A37.31: 1x 10-2-1 Inf Div [217]

A37.31: 1x 8-0-1 Militia Div [4 Militia)
-1 Step

A38.30: 1x Artillery Bde

A40.30: 1x 8-3-3 Cav Bde [17 Cav], 9 SPs

Reinforcements:
None

German Information:

Set up:

A36.30: (Deutld, Fuhrer, 11 S, R MC,
R Rec)/SS Reich

A36.31: (1-7, 27, 69 Shu)/10 Pz

A35.31: R Arty/SS Reich

A35.32: 90/10 Pz

A34.31: (86 Shu, 90 Rec)/10 Pz

A32.31: 6 SPs

Reinforcements:
None

Special Rules:

1. No air units in play.

2. No rail capacity is available.

3. The weather condition is normal at start.

4. Determine the first player by the regular die
roll method.

5. 4th Panzer Group rolls are not made.

Victory Conditions:

German: Caplure Soviet Dump hex: A40.30.
The hex does not have to contain any SPs,
capture of that hex location aloneis important.

Soviet: Avoid German conditions,
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Scenario 2:
The Advance on Mtsensk

The operations shown here are in
direct contradiction to Guderian's book. Ad-
vancing against stiffening opposition, the 2nd
Panzer Group grinds slowly forward. Guderian
claims it was the weather, I think it was the
Soviet army, which caused his advance toslow
to a crawl.

First Turn: 4

Last Turn: 6

Game Length: 3 Tumns

Map Area Used: Maps A & B: North of and
including Bxx.25, South of and including
Axx.05, East of and including 30.xx, West of
and including 48.xx.

Soviet Information:
Set up:
A47.05: 1x 10-2-1 Inf Div [363], 10 SPs
Ad43.02: 5§ Cav HQ
B39.34: 1x 8-3-3 Cav Bde [3 Cav]
B39.33: Ix 14-3-3 Inf Div [24]
B40.32: 1x 10-3-4 Tk Bde,

1x 14-3-3 Inf Div [154]
B40.33: 1x Katyusha Bde
B41.32: 1x 8-3-3 Cav Bde [14]
B43.31: 1x 12-4-6 Tk Bde

Reinforcements:
5 SPs each ReinforcementPlacement Segment
at A47.05

*The following units all enter from A48.05:
Turn §: 1x 12-3-3 Semi-Murd Div [22],
1x Artillery Bde, 1x 10-2-1 Inf Div [5]
Turn 6: 1x 8-3-3 Cav Bde [31]

German Information:
Set up:

B39.30: 3x AG Bn [177, 202, 203]
B37.29: 43 Aslt Engineer Bn
B37.28: 2x AG Bn [191, 210]
B36.27: 5 MG Bn

B38.31: (34 MC, 2-35, 12 Shu)/ 4 Pz
B37.32: 3T

B35.30: (33 Shu, 7 Rec, 1-35)/4 Pz
B35.33: (394 Shu, 3 MC, 1)/3 Pz
B34.32: (2-6, 1-6, 3 Shu)/ 3 Pz
B33.32:75/3 Pz

B30.30: 1x Artillery Rgt [622]
B31.30: 103/ 4 Pz

B31.29: 24 Pz HQ, 5 SPs

Reinforcements:
5 SPs each Reinforcement Placement Segment
atB31.29

*The following units all enter from B31.30:
Turn 5: GD Inf Rgt, 1x Arty Bn [440]

Turn 6: (29 Rec, 15, 29 Arty)/ 29 Mtr, 47 Pz
HQ, (1-39, 40 Shu, 63 Shu, 27, 2-39, 17 MC)/
17Pz, (18 MC, 88 Rec, 1-18,2-18, 52 Shu, 101
Shu, 88)/ 18 Pz

Special Rules:

1. No air units in play.

2. No rail capacity is available.

3. Reinforcements enter at full supply.

4. The weather condition is normal at start.

5. Determine the first player using the regular
die roll method.

6. The 4th Panzer Group rolls are not made.

Victory Conditions:

German:

Major: Same as above, but clear from B38.32
1o A47.05, inclusive.

Minor: By the end of the game clear a road
(clear = all hexes free of Soviet units) from
B38.32 to A41.01, inclusive.

Soviet:

Major: Kill at least four 5 action-rated units.
Attackerlossesin German attacks do notcount
Minor: Kill at least two 5 action-rated units.
Attackerlosses in German attacks do notcount.

Draw: None of the above. It is technically
possible for both sides to win this scenario.

Scenario 3:
First Stab at Tula

First Turn: 6

Last Turn: 8

Game Length: 3 Turns

Map Area Used: Maps A & B: North of and
including Bxx.25, South of and including
Axx.15, East of and including 30.xx, West of
and including 58.xx.

Soviet Information:

Set up:

Ad9.12: 1x 7-3-3 Mtn Inf Div [194 Mtn]

AS51.11: 1x 14-3-3 Inf Div [117]

A51.12: 3 Army HQ, 1x Artillery Bde

AS51.13: 4 Truck Points

AS52.14: 11 SPs

A54.09: 1x 10-3-4 Tk Bde

A48.05: 5 Cav HQ

A49.06: 4 SPs

Ad45.04: 1x 14-3-3 Inf Div [24] -2 Steps

A45.03: 1x 8-3-3 Cav Bde [31 Cav)

A46.04: 1x Artillery Bde

A46.03: 1x 12-3-3 Semi-Murd Div [220]
-2 Steps

A50.03: 1x 12-4-6 Tk Bde

B51.34: 2x 12-4-6 Tk Bde

B51.33: 1x 12-3-2 Inf Div [135]

B51.32: 1x 10-2-1 Inf Div [238)

B52.33: 1x Katyusha Bde

B52.32: 2x Katyusha Bde

B54.32: 13 Army HQ

B54.29: 4 Truck Points

B54.31: 10 SPs

Reinforcements:

7 5Ps each Reinforcement Placement Segment
atAS2.15

Turn 7 at hex B55.25: 1x Katyusha Bde
Turn8athex Ad9.15: 1x 8-3-3 Cav Bde [108]

German Information:

Set up:

A36.02: 5 MG Bn

B37.28: (29 Rec, 15, 29 Arty)/ 29 Mtr
B37.29: 47 P HQ

B38.29: (1-39, 40 Shu)/ 17 Pz
B39.29: (63 Shu, 27T)/ 17 Pz

B40.28: (2-39, 17 MC)/ 17 Pz
B34.29: 4 Truck Points, 26 SPs
B37.32: 24 Pz HQ

B35.33: (88 Rec, 101 Shu, 88)/ 18 Pz
B35.34: (52 Shu, 1-18, 2-18, 18 MC)/ 18 Pz
B41.34: 43 Aslt Engineer Bn

B45.33: GD, 1x Anillery Bn [440]
Ad45.01: (12 Shu, 1-35,2-35)/4 Pz
B44.34: 103/ 4 Pz

A44.02: 394 Shu/3 Pz

Ad42.01: 622 Amillery Rgt

Ad42.02: 75/3 Pz

A43.03: (3 Shu, 1)/3 Pz

Reinforcements:

8 SPseach ReinforcementPlacement Segment
at B34.29

Turn 7 at B31.27: 3x 20-4-3 Inf Div [95, 112,
293], 35 Corps HQ

Special Rules:

1. No air units in play.

2. No rail capacity is available.

3. Reinforcements enter at full supply.

4.The weathercondition is Rasputsitsa at start.

Victory Conditions:

German:

Major: Hold Tula at the end of the game and
lose less than three S-Action Rated units.
Minor: Hold Tula at the end of the game and
lose three or more 5-Action Rated units.

Soviet:

Major: Kill two 5-Action Rated units during
Soviet attacks (those killed during German
attacks do not count).

Minor: In addition to the Minor condition,
capture and mold Mtsensk at the end of the
game.

Note: In any case where both players achieve
the same level of victory or where neither
achieves a victory is a draw. If both players
achieve a victory and one has a higher level
than the other, the one with the higher level
wins.
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Scenario 4:
The Battle for Tula

First Turn: 7

Last Turn: 8

Game Length: 2 Turns

Map Area Used: Maps A (only): South of and
including Axx.15, Eastof and includin g43.xx,
West of and including 59.xx.

Soviet Information:
Set up:
AS54.14: 1x 12-4-6 Tk Bde
A53.12: 1x 10-2-1 Inf Div [238),
1x 12-4-6 Tk Bde
AS57.09: 1x 10-3-4 Tk Bde
AS51.11: 1x 14-3-3 Inf Div [117], 20 SPs
A51.12: 1x Artillery Bde, 3 Army HQ
A50.11: 1x 7-3-3 Inf Div [194 Min]

Reinforcements:
Turn8athex A49.15: 1x 8-3-3 Cav Bde [108]

German Information:

Set up:

A50.09: GD, 1x Artillery Bn [440]
AS50.08: 1x Artillery Rgt [622]

Ad49.07: 24 PzHQ

A49.06: 43 Aslt Engincer Bn

A47.05: 3 SPs

*A52.08: (75, 3 Shu, 1, 394 Shu)/3 Pz
AS54.08: (1-35, 2-35, 12 Shu, 103)/4 Pz
A45.02: 10 SPs, 2 Truck Points
A44.02: 1x 20-4-3 Inf Div [112]
A43.02: 1x 20-4-3 Inf Div [95] -1 Step
A46.11: 1x 20-4-3 Inf Div [167] -1 Step
Ad6.12: 1x 20-4-3 Inf Div [296]

Reinforcements:

Turn 8 at hex A45.02: 10 SPs

ALSO Turn 8 at hex A49.01: (29 Rec, 29
Arty, 15)/29 Mtr, (17 MC, 2-39, 63 Shu, 27)/
17 Pz

Special Rules:

1. No air units in play.

2. No rail capacity is available.

3. Reinforcements enter at full supply.

4. The weatherconditionis Rasputsitsa at start.

Victory Conditions:
German: Hold Tula at the end of the game.

Soviet: Hold Tula at the end of the game.

Scenario 5:
The Pockets areCLEARED!!!

This scenario explores the possi-
bilities of the situation which existed on the
entire game map at the moment the mass sur-
renders occurred at Vyazmaand Bryansk. This
is a major scenario (lots of units and tum
length) and should not be atempted before the
systemis pretty well mastered by both players.
This is especially true since the Soviet player
starts out with a disasier handed to him!

First Turn: 5

Last Turn: 10

Game Length: 5 Turns

Map Area Used: Maps A & B all

Soviet Information:

Set up:

A37.30: 1x 8-0-1 Militia Div[4 Militia]
-1 Step

A37.31: 1x 10-2-1 Inf Div[217]

A37.32: 1x Cav Bde[17)

A38.30: 1x Artillery Bde

Ad40.30: 18 SPs

A37.18: 1x 8-0-1 Militia Div[2 Militia]

A38.18: 1x Artllery Bde

A38.19: 4 Truck Points

A39.19: 49 Army HQ, RR & Penal

Ad41.17: 28 SPs + 2T

AS50.10: 4 Truck Points

AS50.09: 1x 14-3-3 Inf Div[117]

A51.11: 26 SPs

A52.10: 1x 7-3-3 Min Inf Div[194 Min]

A44.02: 1x Cav Bde[3], 1x 12-4-6 Tk Bde

A44.03: 1x 14-3-3 Inf Div[24] -2 Steps

A45.02; 1x 12-3-3 Semi-Mur Inf Div{220]
-1 Step

A45.03: 1x Artllery Bde

A46.03: 1x 10-2-1 Inf Div[5],
5 Cav Corps HQ

Ad46.04: 10 SPs + 2T

B61.09: 1x Artillery Bde

B62.08: 20 SPs + 2T

AS55.28: 1x Katyusha Bde

A53.28: 1x Katyusha Bde, 1x Artillery Bde

A49.31: 2x Katyusha Bde

A49.32: 1x Artillery Bde

A48.31: 1x 12-4-6 Tk Bde, 1x 14-3-3 Inf
Div[93]

AS53.34: 1285Ps + 1T

A54.32: 13 Army HQ

A54.33: Sualin

A54.34: 16 Truck Points

A55.32: 10 SPs

AS55.33: 2x Pax Repl

A55.34: 1x Eq Repl

B23.10: 1x 8-1-1 Inf Div[219]

B23.13: 1x 8-1-1 Inf Div[290] -1 Step

B24.14: 1x 8-1-1 Inf Div[293]

B25.14: 1x Artillery Bde

B25.12: 40 Army HQ

B26.14: 1x 12-3-2 Inf Div[135]

B26.12: 40 Army RR & Penal

B27.12: 10SPs + 1T

B28.13: 1x 20-1-3 Tk Div[69]

B32.12: 1x 12-4-6 Tk Bde, 1x 20-1-3 Tk
Div[10]

B33.13: 2x Artillery Bde

B33.14: 1x 10-3-4 Tk Bde, 1x 10-2-1 Inf
Div[238]

B34.11: 30 SPs + 2T

B34.12: 4 Truck Points, 3 SPs

Sovilet Alr:
Hex Level  Air Units

Ad0.18 1 2x IL2, 2x Pe2, Ix ILA
AS52.12 1 1x MiG3, 3x SB2, 2x IL4
B36.12 1 1x 115, 2x IL4, Ix IL.2
B62.07 1 2x Yakl

AS51.34 2 2x MiG3, 2x Po2, 1x Hurri2
A5633 2 1x MiG3, 1x TB3, 2x LaGG3
A5132 2 3Ix G2, 6x Li2
Reinforcements:

As per Master Reinforcement Schedule in-
cluding Variable Reinforcements and Supply
Tables.

German Information:
Set up:
A5.33: 1x 20-4-3 Inf Div[8] -1 Step
AS5.31: 1x 20-4-3 Inf Div[87] -1 Step
A6.29: 1x 20-4-3 Inf Div[28]
A331: 1x 12-0 HQ[8)
A230:2 S5Ps
A2.29: 4 Wagon Points
A3.29: 1x Artillery Rgi[41]
A6.27: 1x 20-4-3 Inf Div[15]
A1.27: 8 Wagon Points
Al1.26:8 SPs + 3T
A2.26: Railhead Marker
A2.25: Railhead Marker
A2.24: 1x Pax Repl
Ad.26: 4 SPs
A5.25: 1x 12-0 HQ[9)
A4.23: 1x 20-4-3 Inf Div[137]
AT.25: 1x 20-4-3 Inf Div[263] -1 Step
A7.23: 1x 20-4-3 Inf Div[183]
AT.21: 1x 20-4-3 Inf Div[7)]
A6.20: 1x Flame AG Bn[100], 1x Artillery
Rgt[786]
A5.21: 1x 12-0 HQ[20], 1x 20-5-3 Inf
Div[78 Aslt]
A5.19: 1x 20-4-3 Inf Div[292)
A8.14: 1x 12-0 HQ[7]
AT.13: 1x Police Rgt[13 §S]
A8.19: 1x 20-4-3 Inf Div[268] -1 Step
A9.18: 1x 20-4-3 Inf Div[267],
1x AG Bn[226)]
A10.16: 1x 20-4-3 Inf Div[23],
1x AG Bn[192]
AT1.16: 2x Artillery Rgi[617, 618]
Al12.16: 1x 20-4-3 Inf Div[197]
A13.17: 1x 20-4-3 Inf Div[258]
A15.18: 1x 20-4-3 Inf Div[262]
Al7.19: (231, 111 Shu)/ 11 Pz
Al7.18: (1-15,61 MC)/ 11 Pz
Al18.20: (2-15,110 Shu)/ 11 Pz
Al8.18: 119/11 Pz
A24.19: 1x 20-4-3 Inf Div[252] -1 Step
A23.19: 2T
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A21.16: 1x 18-0 HQ[46 Pz]

A20.17: 6 SPs + 2T

A20.19: (1-27,2-27, 19)/ 19 Pz

A20.20: 74 Shu/ 19 Pz

A20.21: (19 Rec, 73 Shu)/ 19 Pz

A20.22: 2x Sg Artillery Bn[768 Sg, 833 Sg],
8/3 Mir

A21.23:4SPs + 2T

A21.22: 3 Arty/ 3 Mir

A20.25: 29/3 Mtr

A : (53 Rec, MC)/ 3 M

A22.28: 12 Truck Points

A20.28: (2 MC, 2 Shu)/2 Pz

A20.29: 2-3/2 Pz

A21.29: 74/ 2 Pz

A22.30: (1-3, 304 Shu)/ 2 Pz

A23.28: 4 SPs

A23.29: 1x 18-0 HQ[40 Pz]

A23.32: 112 Shuf 20 Pz

A23.34: (2-21, 59 Shu)/ 20 Pz

A23.35: 92 Rec/ 20 Pz

A24.30: 92/ 20 Pz

A25.32: (20 MC, 1-21,3-21)/20 Pz

A26.30: 1x 18-0 HQ[57 Pz] )

A32.31: 4 SPs

A34.31: (90 Rec, 86 Shu)/ 10 Pz

A35.32: 90/ 10Pz

A35.31: R Arty/ 88 Reich

A36.30: (Fuhrer, Deutld, 11 S5, R MC,
R Rec)/ S5 Reich

A36.31: (1-7, 2-7, 10 MC, 69 Shu)/ 10 Pz

A28.13: 116/ 5Pz

A29.14: (2-31, 14 Shu)/S Pz

A29.12: 55 MC/ 5Pz

A30.12: (1-31, 13 Shu)/5 Pz

Al0.09: 11 8Ps+ 1T

A19.08: 1x 20-4-3 Inf Div[34]

Al5.08: 1x 20-4-3 Inf Div[52]

A13.06: 1x 20-4-3 Inf Div[31]

A13.08: 1x 12-0 HQ[12]

A12.05: 1x 12-0 HQ[43]

A11.03: 1x 12-0 HQ[53]

A15.03: 1x RR Rgt[5], Railhead Marker

A15.02: 1x 20-4-3 Inf Div[167] -1 Step

Al18.01: 1x 20-4-3 Inf Div[131] -1 Step

Al19.01: 2 SPs

A23.07: (2-18, 18 MC)/ 18 Pz

A23.08: (1-18, 3-18, 52 Shu)/ 18 Pz

A24.07: (88 Rec, 101 Shu, 88)/ 18 Pz

B20.34: 1x 18-0 HQ[47 Pz]

B18.33: 1-39/17 Pz

B19.33: 40 Shu/ 17 Pz

A20.01; (63 Shu, 27)/ 17 Pz

A20.02: (2-39, 1T MC)/ 17 Pz

B21.32: 15/29 Mtr

B21.30: (29 Rec, MC)/ 29 Mix

B21.28: 71/ 29 Mur

B22.31: 29 Arty/ 29 Mur

B25.33: 5 SPs

B26.33: 8 Truck Points

A34.02: 75/3 Pz

A35.02: (1-6, 2-6, 3 Shu)/ 3 Pz

A35.03: (1,3 MC, 394 Shu)/ 3 Pz

B43.34: 1x AG Bn[177]

B39.33: (7 Rec, 33 Shu)/ 4 Pz

B41.30: 2x AG Bn[202, 203], 34 MC/ 4 Pz

B39.29: 2x AG Bn[191, 210]

B39.32: 43 Aslt Eng Bn
B39.34: (1-35, 2-35, 12 Shu)/ 4 Pz
B38.32: 1x Artillery Rgt[622], 103/ 4 Pz
B26.25: 3 SPs
B23.24: 10 Arty/ 10 Mtr
B22.23: (10 Rec, 20, MC)/ 10 Mur
B24.24: 41/ 10 Mir
B20.23:3 SPs
B5.29:38Ps + IT
B5.28: 1 Arty/ 1 Cav
B36.27: 5 MG Bn
B34.29: 24 SPs + 3T
B34.30; 1x 18-0 HQ[24 Pz)
B32.33: Grossdeutschland Inf Rgt,

1x Artillery Bn[440]
B33.29: 2 Truck Points
B30.27: 1x RR Rgt[1], Railhead Marker
A12.01: 1x 20-4-3 Inf Div[296]
B11.34: 1x 20-4-3 Inf Div[17] -1 Step
B11.33: 1x 20-4-3 Inf Div[260] -1 Step
B8.32: 1x 12-0 HQ[13]
B7.30:2/1 Cav
B6.26: 1/ 1 Cav (Cav Type)
B6.27: 22/ 1 Cav
B6.28:21/1 Cav
B5.27: 1/ 1 Cav (Bicycle Type)
B10.23: 1x 20-4-3 Inf Div[95]
B10.19: 3 SPs
B12.20: 1x 12-0 HQ[35]
B12.23: 1x 20-4-3 Inf Div[112]
B14.23: 1x 20-4-3 Inf Div[293] -1 Step
B14.11: 35/ 25 Mu
B13.11: (25 Rec, 119, MC)/ 25 Mur
B13.12: 25 Anty/ 25 Mo
B8.14: 1T
B9.12: 1x 6-2-2 Sec Div[221]
B12.07: 1x 20-4-3 Inf Div(134] -1 Step
B12.04: 1x 20-4-3 Inf Div[45]
B10.07: 1x 12-0 HQ[34]
B10.03: 1x 6-2-2 Sec Div[403]
B7.08: 2 5Ps + 1T
B3.09: 4 SPs
B2.08: Railhead Marker
B2.09: 10 SPs +3T
B2.10: 2x Pax Repl
B1.09 16 Wagon Points
B25.19: (9 Rec, 10 Shu)/ 9 Pz
B24.18: 102/9 Pz
B24.17: 59 MC/ 9 Pz
B23.17: (1-33, 11 Shu)/9 Pz
B21.17: 2-33/9 Pz
B19.15: 60/ 16 Mir
B18.15: 146 Arty/ 16 Mir
B18.13: (341 Rec, MC)/ 16 Mrr
B17.13: 156/ 16 Mt
B16.17: 1x 18-0 HQ[48 Pz)
B15.17:3 SPs
B14.16: 2 Truck Points

German Air:
Hex  Level Air Units

Ad425 2 1x Bfl(9e, 2x Jus2

A614 2 1x Bf109f, 2x Ju87b, 3x Helllh

B9.15 2 none

B3.08 2 1x BfIO9f, 2x Jus52

A23.27 1 1xBfloof

A21.16 1 1x BfIO9f, rx JusTh

B2333 1 nome

B17.20 1  1x Bf109f, 1+r x Ju8Tb, 2x
Ju88a, 1+rx Hell1h

B18.07 1 none

B3529 1 2x Bf109f, 2x Bf110c, r x Dol7z

Reinforcements:

As per Master Reinforcement Schedule in-
cluding Variable Reinforcements and Supply
Tables.

Special Rules:

1. All GB special rules are in play.

2. The 4th Panzer Group has not yet left
the map.

3. The weather condition is normal at start.

Victory Conditions:

German:

Sudden Death: Moscow Victory sudden death
victory (see scenario 8)is in effect.

Major: Hold Tula, Kaluga, and Mezhyask at
the end of the game.

Minor: Hold Tula, and Mozhyask at the end of
the game.

Soviet:

Major: The German player captures none of
his victory cities and the Soviet player holds
Orel.

Minor: The German player captures one or
less of his victory cities but the Soviet player
does not hold Orel.

Scenario 6:
The Onslaught

This scenario focuses exclusively
on the first week of the actual German offen-
sive. This scenario can be a great dress re-
hearsal primer for the full campaign game as it
exposes both players to the many concems
they will have to deal with in the first turns of
the full blown game. Most players should be
able to play this one to conclusion on a Satr-
day afiernoon and early evening.

First Turn: 2

Last Turn: 2

Game Length: 1 Tum

Map Area Used: Maps A & B all

Soviet Information:
Set up:

A9.35: 1x 12-3-2 Inf Div[242)
A9.34: 1x 8-1-1 Inf Div[251]
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A933: Ix 12-3-2 Inf Div[119)
A9.32: 1x 8-1-1 Inf Div[38)
A9.31: 1x 12-3-2 Inf Div[129),
Level 1 Hedgehog
A9.30: 1x 10-2-1 Inf Div[108]
A9.29: 1x Artillery Bde
A11.34: 30 Army HQ
Al11.33: 30 Army Penal
Al12.34: 30 Army RR
A13.35: 6 SPs
A10.30: 1x Artillery Bde
A10.29: 16 Army HQ
A10.28: 1x 10-3-4 Tk Bde,
1x 20-1-3 Tk Div[101)
A11.29: 1x 8-1-1 Inf Div[50]
A13.29: 16 Army RR & Penal
A8.29: 1x 12-3-3 Semi-Mud Div[1],
Level 1 Hedgehog
A8.28: 1x 10-2-1 Inf Div[152],
Level 1 Hedgehog
A8.26: 1x 12-3-2 Inf Div[64]
A8.27: 1x 12-3-3 Semi-Murd Div[105]
A17.29: 8 SPs
A18.29: 4 Truck Points
A22.30: 1x 8-0-1 Militia Div[7 Militia]
A21.30: 1x 8-0-1 Militia Div[18 Milita]
A20.29; 1x 8-0-1 Militia Div[13 Militia]
A20.28: 1x 14-3-3 Inf Div[73]
A20.27: 1x 8-0-1 Militia Div[8 Militia]
A22.26: 1x 8-0-1 Militia Div[2 Militia]
A22.28: 32 Army HQ, 36 SPs
A25.28: 32 Army RR & Penal
A9.25: 1x 12-3-2 Inf Div[107],
Level 1 Hedgehog
A9.24; 1x 12-3-3 Semi-Mtrd Div[106],
Level 1 Hedgehog
A9.23: 1x 12-3-2 Inf Div[194],
Level 1 Hedgehog
A9.,22: 1x 12-3-3 Semi-Mutd Div[103],
Level 1 Hedgehog
A10.24: 1x Artillery Bde
A10.23: 1x Artillery Bde
Al12.21: 24 Army HQ
A12.22: 1x 12-4-6 Tk Bde,
1x 20-1-3 Tk Div[102]
A12.23: 1x 10-2-1 Inf Div[309]
A13.23: 1x 10-2-1 Inf Div[133]
A13.21: 24 Army RR & Penal
A17.21: 1x 8-0-1 Militia Div[17]
A16.20: 1x 8-0-1 Milida Div[1]
A15.19: 1x 8-0-1 Militia Div[21]
Al15.18: 1x 8-0-1 Militia Div[5]- 1 step
A17.19: 33 Army HQ
A18.18: 33 Army RR & Penal
A20.17: 16 SPs
A10.19: 1x 12-3-2 Inf Div[53]
A11.17: 1x 8-1-1 Inf Div[211]
A12.16: 1x Artillery Bde
A12.15: 1x 20-1-3 Tk Div[109]- Z Steps
A13,16: 43 Army HQ
A14.15: 43 Army RR & Penal
A12.13: 1x 8-1-1 Inf Div[145]
A13.13: 1x Artillery Bde
A14.11; 1x 8-1-1 Inf Div[222]
B13.33: 1x 8-1-1 Inf Div[11 Avn]
B13.31: 1x Artillery Bde
B12.31: 1x 14-3-3 Inf Div[232],
Level 1 Hedgehog

B10.29: 1x 14-3-3 Inf Div[299],
Level 1 Hedgehog
B10.27; 1x 8-1-1 Inf Div[47 Avn]
B14.30: 3 Army HQ
B15.31: 11 SPs
B17.31: 3 Army RR & Penal
B12.07: 1x 8-1-1 Inf Div[290]
B12.05: 1x 12-3-2 Inf Div[135]
B13.05: 1x Artillery Bde
B12.03: 1x 8-1-1 Inf Div[219],
1x 12-4-6 Tk Bde
B13.02: 2x 20-1-3 Tk Div[10, 69]
B14.07: 1x 8-1-1 Inf Div[293]
B16.08: 40 Army HQ, RR & Penal
B18.08: 17 SPs
A16.07: 1x 10-2-1 Inf Div[278]
A15.05; 1x 8-1-1 Inf Div[280]
A15.04: 1x 8-1-1 Inf Div[260]
A15.03: 1x 14-3-3 Inf Div[287],
Level 1 Hedgehog
A16.02: 1x Artillery Bde
A16,01: 1x 14-3-3 Inf Div[283]
A15.01: 1x 10-2-1 Inf Div[258]
B15.34: 1x Cav Bdc[55)
A18.01: 50 Army HQ
Al19.01: 24 SPs
A19,02: 50 Army RR & Penal
A20.01: 4 Truck Points
B18.28: 15 SPs
B17.26: 13 Army RR & Penal
B17.25: 1x Katyusha Bde
B17.24: 2x 10-3-4 Tk Bde, 1x 12-4-6 Tk
Bde, 1x Cav Bde[4]
B18.24: 1x 20-1-3 Tk Div[108]
B11.24: 1x 10-2-1 Inf Div[307]
B11.22: 1x 12-3-2 Inf Div[269] -1 Step
B12.20: 1x 12-3-2 Inf Div[143]
B14.20: 1x Cav Bde[52]
B16.20:713 Army HQ
B16.18: 1x 10-3-4 Tk Bde, 1x 20-1-3 Tk
Div[50]
B16.17: 1x Min Cav Bde[21 Mtn]
B14.16: 1x Artillery Bde
B12.17: 1x 8-1-1 Inf Div[61 Avn]
B13.15: 1x 8-1-1 Inf Div[6] -1 Step
B15.13: 1x 10-2-1 Inf Div[137] -1 Step
B17.12: 1x 8-1-1 Inf Div[282]
B33.13: 6 SPs
B32.29: 6 SPs
B61.09: 1x 12-4-6 Tk Bde, 1x Artillery Bde
B62.08: 40 SPs
B62.,09: 4 Truck Points
A49.10: 1x 14-3-3 Inf Div[24]
AS50.09: 1x Cav Bde[3]
AS50.10: 1x Katyusha Bde
AS50.12: 4 Truck Points
A51.09: 1x Cav Bde[14]
A51.10: 1x 14-3-3 Inf Div[154]
AS51.11: 19 SPs
A51.12: 5 Cav Corps HQ
AS3.11: 1x 14-3-3 Inf Div[117]
A38.14: 1x 7-3-3 Mtn Inf Div[194 Mitn]
A38.17: 1x 10-3-4 Tk Bde
A38.18: 1x Artillery Bde
A38.19>4 Truck Points
A37.18: 1x 12-3-3 Semi-Mtrd Div[220]
A39.17:7 SPs

A39.19: 49 Army HQ, RR & Penal
A35.22: 1x 8-0-1 Militia Div[4]
A52.32: 2T

AS53.32: 12 Truck Points

AS54.31: 20 SPs

A54.33: Sialin

A55.32: 1x Pax Repl

Forward Depots: The Soviet player may place
an additional 20 Tokens of supply. These .
kens represent the forward supply dumps of
the Soviet forces. These may split upas desireq
and placed into any hex occupied by Soviet
units, They are given as emergency combay
supply, but may be used for any purpose,

Soviet Air:

Hex Level Air Units

A23.27 1 1xIL2

A21.16 1 1x [L2, 2x LaGG3

A40.18 1 IxIL2,3x Pe2, 2x 114

A52.12 1 2x SB2,4x 114

B23.33 1 1x IL2, rx Yakl

B17.20 1 rx MiG1

B18.07 1 none

B35.29 1 2x Yakl

B36.12 1 1x 115, 2x IL4

B62.07 1 2x Yakl

AS51.34 2 2x MiG3, 4x Po2,
2x LaGG3

A56.33 2 2x MiG3, 2x TB3

AS57.32 2  3xG2 6xLi2

Reinforcements:

As per Master Reinforcement Schedule in-
cluding Variable Reinforcements and Supply
Tables.

German Information:

Set up:

A7.34: 1x 20-4-3 Inf Div(8] -1 Step

A7.32: 1x 20-4-3 Inf Div[87] -1 Step

A6.29: 1x 20-4-3 Inf Div[28]

A3.31: 1x 12-0 HQ[8]

A3.29: Ix Artillery Rgt[41]

A7.27: 1x 20-4-3 Inf Div[15]

A7.25: 1x 20-4-3 Inf Div[263] -1 Step

A7.23: 1x 20-4-3 Inf Div[183]

A7.21: 1x 20-4-3 Inf Div[7]

A8.19: 1x 20-4-3 Inf Div[268] -1 Step

A6.20: 1x Flame AG Bn[100], 1x Artillery
Rg1[786)

AS5.21: 1x 20-5-3 Inf Div[78 Aslt], 1x 12-0
HQ[20)

AS5.19: 1x 20-4-3 Inf Div[292]

A12.12: (90 Rec, 2-7, 69 Shu)/ 10 Pz, 1xAG
Bn[201]

A10.12: (2 MC, 2-3,2 Shu)/2 Pz

A12.11: (1-3, 304 Shu)/ 2 Pz

A10.11: (10 MC, 1-7, 86 Shu)/ 10 Pz

A9.12: 1x 18-0 HQ[40 Pz]

A8.12: (55 MC, 116)/ 5Pz

AB8.11: (2-31, 14 Shu)/ 5 Pz

A7.12: 1x 18-0 HQ[46 Pz],
(131, 13 Shu)/ 5 Pz

A5.14: 22 SPs + 1T

A5.25: 1x 12-0 HQ[9]

A4.23: 1x 20-4-3 Inf Div[137]
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A2.26: Railhead Marker

A2.25: Railhead Marker

A1.27: 12 Wagon Points

A1.26: 12 SPs + 2T

A1.25: 4 Truck Points

A9.17: 1x AG Bn[226], 1x 20-4-3 Inf
Div[267)

A10.15: 1x AG Bn[192], 1x 20-4-3 Inf
Div[23]

A10.14: 1x 20-4-3 Inf Div[197]

A9.15: 2x"Artillery Rgt[617, 618]

AB.14: 1x 12-0 HQ[7]

A11.13: 1x 20-4-3 Inf Div[262]

A13.11: 1x 20-4-3 Inf Div[258)

A13.10: 1x 20-4-3 Inf Div[34]

Al11.12: 90/ 10 Pz

Al111:74/2 Pz

A10.10: 4 Truck Points, 4 SPs

A9.10: 1x 12-0 HQ[12)

AT.11: (Deutld, R Any)/ SS Reich

A6.11: (Fuhrer, R Rec, 11 SS, R MC)/ S§
Reich

A6.12: (53 Rec, 8, 29, 3 Arnty, MC)/ 3 Mir

A12.08: 1x 20-4-3 Inf Div[52]

A13.05: 1x 20-4-3 Inf Div[31]

A11.02: 1x 20-4-3 Inf Div[167] -1 Step

B9.34: 1x 20-4-3 Inf Div[17] -1 Step

B7.32:3 SPs

B6.30: 2/ 1 Cav

B5.27:22/ 1 Cav

B5.25:3 SPs + 3T

B8.22: 15/29 M

B8.20: (17 MC, 2-39, 63 Shu)/ 17 Pz

B10.21: (29 Rec, 71, MC)/ 29 Mrr

B11.20: (18 MC, 1-18, 2-18, 3-18, 52 Shu)/
18 Pz

B9.19: 1x 18-0 HQ[47 Pz]

B9.18: 1x RR Rgt[1], Railhead Marker

B6.16: 12 SPs + 2T

B8.14: 14 SPs + 1T

B9.16: 3x AG Bn[177, 202, 203)

B10.15: 103/4 Pz

B10.17: (41, 10 Arty)/ 10 Mtr

B11.15: (1-6, 2-6, 3-6, 3 Shu)/3 Pz

B11.17: (10 Rec, 20, MC)/ 10 Mir

B12.16: 1x AG Bn[210], (7 Rec, 1-35, 3-35,
33 Shu)/4 Pz

B11.11: 35/ 25 Mur

B10.10: 25 Arty/ 25 Mir

B8.07: (1-33, 11 Shu)/9 Pz

B7.06: (2-33, 102)/9 Pz

B10.03: 156/ 16 Mir

B9.04: 146 Arty/ 16 Mur

B6.05: 1x 18-0 HQ[48 Pz)

B5.07: 2 Truck Points

B2.08: Railhead Marker

B2.10: 1x Pax Repl

B1.09: 8 Wagon Points

A11,06: 1x 12-0 HQ[43], 1x RR Rgl[5]
Railhead Marker

A13.02: 1x 20-4-3 Inf Div[131] -1 Step

B10.34: 1x 12-0 HQ[53], 1x 20-4-3 Inf
Div[296]

B8.32: 1x 12-0 HQ[13], 1x 20-4-3 Inf
Div[260] -1 Step

B6.31: 8 Wagon Points

B5.29:21/1 Cav

B5.26: 1/ 1 Cav (Cav Type)

B4.26: 1 Arty/ 1 Cav

B4.27: 1/ 1 Cav (Bicycle Type)

B7.21:27/17 Pz

B9.21: 29 Arty/29 Mr

B10.20: (27 Rec, 1-39, 40 Shu)/ 17 Pz

B10.19: 88/ 18 Pz

B10.18: (88 Rec, 101 Shu)/ 18 Pz

B8.17: 4 Truck Points, 4 SPs

B7.15: 1x AG Bn[191]

B9.14: 4 Truck Points, 4 SPs

B10.14: 1x 18-0 HQ[24 Pz]

B10.16: 5 MG Bn, 43 Aslt Eng Bn

B11.14: 1x Artillery Rgt[622], 75/ 3 Pz

B11.16: (34 MC, 2-35, 12 Shu)/ 4 Pz

B12.15: (1,3 MC, 394 Shu)/3 Pz

B11.10: (25 Rec, 119, MC)/ 25 Mur

B11.08: Grossdeutschland Inf Rgt,
1x Artillery Bn[440]

B8.05: (9 Rec, 10 Shu)/9 Pz

B10.05: 60/ 16 Mtr

B10.01: (341 Rec, MC)/ 16 Mtr

B7.04: 59 MC/9 Pz

B6.06: 6 SPs

B2.09:4 SPs + 3T

B1.10: 2 Truck Points

German Air:

Hex Level Air Units

A4.25 2 1x Bf109¢, 1+r x BF109f,
2x JuS2

A6.14 2 2x Bf109f, 3x Ju8Tb,
3x Helllh

B9.15 2 2x Bf109f, 2x Ju8Tb,
2x Ju88a, 2x Helllh

B3.08 2 1x Dol7z, 2x Bf109f,
2x Ju52, 2x Bf110c

Reinforcements:

As per Master Reinforcement Schedule in-
cluding Variable Reinforcements and Supply
Tables.

Special Rules:
1. All GB special rules are in effect.
2. The weather condition is normal at start.

Victory Conditions:

German:

Major: The German player holds Bryansk,
Vyazma, Spas Demansk, Kursk and Orel atthe
end of the scenario.

Minor: The German player holds Spas
Demansk, Kursk, Orel and either Bryansk or
Vyazma (but not both) at the end of the
scenano.

Soviet:

Major: The Soviet player holds Vyazma,
Kursk, and Orel,

Minor: The Soviet player holds Kursk and
Vyazma at the end of the game.

Draw: Any other result.

Scenario 7:
The First Soviet Winter
Counteroffensive, part 1.

This scenario examines the early
stages of the this first offensive. While the
entire offensive lasted until the spring of 1942,
this scenario only covers the opening stages on
the southemn flank.

First Turn: 10

Last Turn: 13

Game Length: 3 Tumns

Map Area Used: Maps A & B all

Soviet Information:

Set up:

A48.34: 1x 10-2-1 Inf Div[316]

A48.33: 1x 10-2-1 Inf Div[363]

A45.31: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[114]

Ad46.31: 1x Artillery Bde

A46.30: 1x 14-4-3 Inf Div[6 Gds]

A46.29: 1x 10-3-4 Tk Bde, 1x 14-4-3 Inf
Div[7 Gds)

A46.28: 1x 14-3-3 Inf Div[185]

A46.27: 1x 10-2-1 Inf Div[367]), 1x 7-3-3
Min Inf Div[173 Min]

Ad47.31: 2x Katyusha Bde

A47.30: 2x Artillery Bde

A48.29: 1x 10-2-1 Inf Div[344]

AS50.31: 2 Truck Points

AS53.32: 16 Truck Points

A54.31: 92 SPs

A54.33: Sulin

A55.32: 50SPs + 1T

Ad46.25: 1x 10-2-1 Inf Div[100]

A47.25: 1x 10-2-1 Inf Div[360]

A47.26: 2x Artillery Bde

A50.27: 1x 10-2-1 Inf Div[127]

A52.26: 1x 10-2-1 Inf Div[144]

A52.27: 50 Army HQ

AS55.27: 1x 10-2-1 Inf Div[330]

A48.22: 1x 10-2-1 Inf Div[312]

AS50.20: 1x 8-1-1 Inf Div[239]

A54.20: 1x 8-1-1 Inf Div[415]

A56.20: 1x 8-1-1 Inf Div[413]

AS56.21: 10 Army HQ, RR & Penal

AS56.22: 10 SPs

AS57.20: 1x 10-3-4 Tk Bde, 1x 10-2-1 Inf
Div[120, 352]

A57.21: 2x Artillery Bde

A60.20: 1x 8-1-1 Inf Div[290] -1 Step

AS54.17: 1x 10-2-1 Inf Div[356]

AS54.15: 1x 10-2-1 Inf Div[348]

A47.16: 1x 10-2-1 Inf Div[19]

Ad8.15: 1x Cav Bde[108]

A48.16: 1x Katyusha Bde

Ad48.18: 1x 14-4-3 Inf Div[93]

A49.18: 1x Artillery Bde, 1x Katyusha Bde

AS50.17: 49 Army HQ

AS52.14; 20 SPs

AS53.14: 1x 12-4-6 Tk Bde, 1x 10-2-1 Inf
Div[350]

AS52.12: 1x 12-4-6 Tk Bde, 1x 10-2-1 Inf
Div[238]
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A51.11: 1x 14-3-3 Inf Div[117]

A51.12: 3 Army HQ, 1x Artillery Bde

AS51.13: 4 Truck Points

AS50.11: 1x 7-3-3 Min Inf Div[194 Mtn]

A57.05: 1x 12-3-2 Inf Div[279]

A57.07: 1x 12-3-2 Inf Div[322], 1x 14-3-3
Inf Div[49]

AS57.08: 1x 12-4-6 Tk Bde, 1x 14-3-3 Inf
Div[113]

AS58.03: 1x 10-3-4 Tk Bde

A58.04: 1x 10-3-4 Tk Bde, 1x 12-3-3
Semi-Mird Inf Div[30]

AS58.05: 2x Arillery Bde

AS58.07: 2x Artillery Bde, 1x Katyusha Bde

AS59,06: 1x 10-2-1 Inf Div[340]

A59.07: 61 Army HQ, RR & Penal

A62.06: 20 SPs

B57.31: 1x 14-4-3 Inf Div[3 Gds]

B57.32: 1x 12-4-6 Tk Bde, 1x 12-3-3
Semi-Mird Inf Div[82]

B54.29: 1x 10-2-1 Inf Div[303]

B55.29: 1x Katyusha Bde

B52.28: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[135]

B52.27: 2x Artillery Bde, 3x Katyusha Bde

B54.25: 12 Truck Points

B55.25: 80 SPs

B51.28: 1x 14-3-3 Inf Div[110]

B51.25: 13 Army HQ

B50.25: 2x Artillery Bde, 3x Katyusha Bde

B50.26: 1x 12-4-6 Tk Bde, 1x 14-4-3 Inf
Div[5 Gds)

B49.26: 1x 10-3-4 Tk Bde, 1x 12-4-6 Tk

Bde, 1x 12-3-2 Inf Div[17]

B46.23: 2x Cav Bde[41, 50]

B50.22: 1x 10-3-4 Tk Bde, 2x 14-3-3 Inf
Div[78, 132]

B52.23: 1x 12-3-2 Inf Div[256], 1x 12-3-3
Semi-Murd Inf Div[101]

B61.09: Ix Artillery Bde

B62.08: 28 SPs

B35.15: 1x 10-3-4 Tk Bde

B33.14: 1x 20-1-3 Tk Div[69]

B33.13: 2x Artillery Bde

B32.13: 1x 8-1-1 Inf Div[293]

B31.11: 1x 8-1-1 Inf Div[219]

B32.12: 40 Army HQ, RR & Penal

B34.11: 52 SPs

Soviet Air:

Hex Level Air Units

AS2.12 1 1x Pe2, 2x 116, 2x MiG3,
3x SB2, 5x 114

B36.12 1 1x 115, 2x IL4, 3x IL2

B62.07 1 2x Yakl

A5134 2 2x LaGG3, 1x Hurri2,
2x IL2, 2x Po2, 1x MiG3

A5633 2 1x MiG3, 1x TB3

A57132 2 1x P40c, 3x G2, 6x Li2

Reinforcements:

As per Master Reinforcement Schedule in-
cluding Variable Reinforcements and Supply
Tables.

German Information:

Set up:

A6.20: 4 Wagon Points

A10,29: 4 Truck Points, 4 SPs

A1.25: 8 Truck Points

Al1.26:28 SPs+ 1T

A1.27: 1x RR Rgt[5]

A2.25: Railhead Marker

A2.26: Railhcad Marker

A2.27: 2 Truck Points, 2 SPs

A33.32: 4 Wagon Points

A39.30 16 SPs

A36.21: 8 Wagon Points, 8 SPs

A38.19: 13 SPs + 3T

A45.34: 1x 20-4-3 Inf Div[98]

A45,33; 1x 6-2-2 Sec Div[707]

A42.32: 1x 12-0 HQ[8]

Ad43.32: 1x Artillery Rgt[41]

A43.31: 2x Sg Artillery Bn[768 Sg, 833 Sg]

Ad4.31: 1x 20-4-3 Inf Div[28]

Ad4.30: 1x 20-4-3 Inf Div[15], 1x 20-4-3 Inf
Div[8] -1 Step

A44.29: 1x 20-4-3 Inf Div[87] -1 Step

A45.29: (53 Rec, 8,29)/ 3 Mu

Ad44.28: 3 Arty/ 3 M

A41.26: 1x 20-4-3 Inf Div[292] -1 Step

A48.25: (2-27,73 Shu, 74 Shu, 19)/ 19 Pz

Ad43.24: 1x 20-4-3 Inf Div[7]

A43.23: 1x 20-5-3 Inf Div[78 Aslt] -1 Step

A43.22: 1x 20-4-3 Inf Div[252] -2 Steps

A44.20: 1x 20-4-3 Inf Div[131] -3 Steps

A42.22: 1x Artillery Rgt[786]

A42.23: 1x 12-0 HQ[20]

A39.18: 1x 12-0 HQ[13]

Ad45.16: 1x 20-4-3 Inf Div[260] -1 Step

Ad5.18: 1x 20-4-3 Inf Div[34] -2 Steps

A43.15: 1x 120 HQ[43]

A45.137 1x 20-4-3 Inf Div[17] -3 Steps

A46.12: 1x 20-4-3 Inf Div[296] -2 Steps

Ad6.11: 1x 20-4-3 Inf Div[167] -2 Steps

A20.01: Railhead Marker

B20.23: 16 SPs + 2T

B21.20: 1x 18-0 HQ[48 Pz)

B8.14: 2 SPs + 3T

B6.06: 4 Wagon Points

B2.09:4 5Ps

B1.09: Railhead Marker

B1.10: 6 Truck Points

B12.06: 5 SPs

B15.05: 1x 6-2-2 Sec Div[403] -1 Step

B15.08: 1x 12-0 HQ[34]

B20.07: 1x 20-4-3 Inf Div[45]

B19.10: 1x 20-4-3 Inf Div[134] -1 Steps

B20.16: (341 Rec, MC)/ 16 Mr

B23.16: (156, 146 Arty)! 16 Mur

B26.16: 60/ 16 Mir

wfi 2 B32.18: (9 Rec, 1-33, 2-33, 10 Shy, 11
Shu, 102)/9 Pz

B29.27: 10 Arty/ 10 Mir

B30.26: (10 Rec, 20, 41, MC)/ 10 Mir

B31.28: 1x 20-4-3 Inf Div[106)

B36.27: 1x 6-2-2 Sec Div[221]

B37.28: 5 MG Bn

B38.28:41x 20-4-3 Inf Div[293] -1 Step

B34.29: 22 §Ps

B35.30: 1x 12-0 HQ[35]

B34.30: 1x RR Rgt[1]

B35.31: 6 Truck Points, Railhead Marker

AS57.19: (17 MC, 27, 2-39, 63 Shu)/ 17 p

AS7.14: (29 Rec, 15, 29 Arty)/ 29 My

AS55.14: 1-35/4 Pz

AS55.13: 103/ 4 Pz

A54.13: (2-35, 12 Shu)/ 4 Pz

A53.12: (1, 3 Shu)/3 Pz

A54.11: 75/3 Pz

AS53.11: 394 Shu/3 Pz

A53.04: 25 Arty/ 25 Mtr

A54.03: (25 Rec, 35, MC)/ 25 Mtr

AS54.04: 119/ 25 Mrr

A48.01: 1x 18-0 HQ[47 Pz]

AS50.09: Grossdeutschland Inf Rgt, 1x
Artillery Bn[440]

A50.08: 1x Artillery Rgi[622)

A52,07: 1x 18-0 HQ[24 Pz]

A49.07: 19 8Ps + 2T

A48.05; 8 Wagon Points

A47.05: 3 SPs + 3T

A45.03: 3 SPs

A56,07: 43 Aslt Eng Bn

B54.30: (2-18, 101 Shu)/ 18 Pz

B52.29: 1x 20-4-3 Inf Div[112]

B51.30: 88/ 18 Pz

B51.29: (1-18, 52 Shu)/ 18 Pz

B49.27: 1x 20-4-3 Inf Div([95] -1 Step

German Air:

Hex Level Air Units

Ad.25 2 1x Bfl109e, 1x JuS2

A6.14 2 1x Bf109f, 1x Ju87h,
2x Helllh

B9.15 2 none

B3.08 2 1x Bf109f, 2x Ju52

A23.27 1 none

A2l.16 1 none

Ad0.18 1 none

B23.33 1  none

B17.20 1 1x Bf109f

B18.07 1 none

B35.29 1 2x Bf109f, 141 x Ju8Tb,
rx JuB8a, l+rx Helllh

Reinforcements:

As per Master Reinforcement Schedule in-
cluding Variable Reinforcements and Supply
Tables.

Special Rules:

L. AIl'GB special rules are in effect.

2. The weather condition is deep freczeat start
3. The 4th Panzer Group has already left

Victory Conditions:
German:

Major: Hold all Soviet Victory Cites.
Minor: Hold Orel or Kaluga.

Soviet:

Major: Hold Orel, Kaluga, Spas Demansk,
and Vyazma,

Minor: Hold Orel and Kaluga.
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Scenario 8:
The Campaign to
Capture Moscow

This scenario covers the entire ac-
tion of the right flank of Army Group Center.
If there is any chance of taking Moscow, thisis
it. Add variants at your desire to determine
their effects. This scenario starts one week
ahead of the actual offensive. Players may use
this to evaluate the merits of accumulating
supplies against the use of an extra week of
good weather, The choice is yours.

First Turn: 1

Last Turn: 13

Game Length: 13 wms
Map Area Used: All

Soviet Information:
(All Soviet Armies also contain the appropri-
ate HQ, Penal and RR units)
30th Army:
2x 12-3-2 Inf Div [119, 242)]
1x 8-1-1 Inf Div [251]
Set up inside army boundary,
vicinity hex A11.34

16th Army:
1x 12-3-3 Inf Div [1]
2x 12-3-2 Inf Div [64, 129]
2x 10-2-1 Inf Div [108, 152]
2x 8-1-1 Inf Div [38, 50]
1x 20-1-3 Tank Div [101]
1x Tank Bde
2x Arty Bde
Set up inside army boundary,
vicinity hex A11.30

32nd Army:
1x 14-3-3 Inf Div [73]
5x 8-0-1 Miliia Div[2,7, 8,13, 18]
Set up inside army boundary,
vicinity hex A22.28

24th Army:
1x 8-0-1 Militia Div [6]
1x 20-1-3 Tank Div [102]
3x 12-3-3 Inf Div [103, 105, 106]
2x 12-3-2 Inf Div [107, 194]
2x 10-2-1 Inf Div [133, 309]
1x Tank Bde
2x Anty Bde
Set up inside army boundary,
vicinity hex A12.24

33rd Army:
4x 8-0-1 Milida Div [1, 5, 17, 21]
Set up Inside army boundary,
vicinity hex A18.18

43rd Army:
1x 12-3-2 Inf Div [53)
3x 8-1-1 Inf Div [145, 211, 222]
1x 20-1-3 Tank Div [109]
2x Arty Bde
Set up inside army boundary,
vicinity hex Al14.15

50th Army:
2x 14-3-3 Inf Div [283, 287]
2x 10-2-1 Inf Div [258, 278]
2x 8-1-1 Inf Div [260, 280]
1x 8-3-3 Cav Bde [55]
1x Arty Bde
Set up inside army boundary,
vicinity hex A18.01

Front Reserve:
1x 20-1-3 Tank Div [108]
1x 8-3-3 Cav Bde [4]
3x Tank Bde
1x Katyusha Bde
Set up inside boundary,
vicinity hex B17.24

3rd Army:
2x 14-3-3 Inf Div [232, 299]
2x 8-1-1Inf Div [11 Avn, 47 Avn]
1x Arty Bde
Set up inside army boundary,
vicinity hex B17.30
(HQ must be in B14.30)

13th Army:
2x 12-3-2 Inf Div [143, 269]
2x 10-2-1 Inf Div [137, 307)
3x 8-1-1 Inf Div [6, 282, 61 Avn]
1x 20-1-3 Tank Div [50]
1x 8-4-3 Min Cav Bde [21 Mtn]
1x 8-3-3 Cav Bde [52]
1x Arty Bde
1x Tank Bde
Set up inside army boundary,
vicinity hex B15.20

40th Army:
1x 12-3-2 Inf Div [135]
3x 8-1-1 Inf Div [219, 290, 293]
2x 20-1-3 Tank Div [10, 69]
1x Tank Bde
1x Arty Bde
Set up inside army boundary,
vicinity hex B16.05

49th Army:
1x 8-0-1 Militia Div [4]
1x 7-3-3 Mtn Inf Div [194 Min)
1x 12-3-3 Mud Inf Div [220]
1x Tank Bde
2x Arty Bde
Set up inside army boundary,
vicinity hex A38.17

5th Cavalry Corps:
3x 14-3-3 Inf Div [24, 117, 154]
2x 8-3-3 Cav Bde [3, 14]
1x Katyusha Bde
wii 10 A51.11

Hedgehogs: Ten Level 1 Hedgehogs may set
up in any hex containing a Soviet unit or any
hex which is east of 20.xx on either map
(inclusive). Max one hedgehog per hex.

Soviet Dumps: (Hex[SPs])
These may be set up in any hex (or

split among any hexes) at or within 5 hexes of

the given hex.

Al13.35(6]

A17.29 (8]

A22.28 [36]

Al8.18[16]

A19.01 [32]

B15.31 [6]

B18.28 [14]

B18.08 [16]

B33.13 [6]

B62.08 [32]

Moscow (any rail hex) [40]

B34.29 [6]

A39.17 [6]

AS51.11[18]

Forward Depots: The Sovietplayer may place
an additional 20 Tokens of supply. These to-
kens represent the forward supply dumps of
the Soviet forces. These may split up as desired
and placed into any hex occupied by Soviet
units. They are given as emergency combat
supply, but may be used for any purpose.

Trucks: 1x 4-point Truck unit at each listed
hex.

A21.29, A20.01, A38.19, A50.12, A53.32,
B62.09

8 Truck Points, in addition to the above, are set
up with any Soviet Army or armies.

Airbases:

Level 1: A23.27, A21.16, A40.18, AS52.12,
B23.33, B17.20, B18.07, B35.29, B36.12,
B62.07

Level 2: A51.34, A56.33, A57.32

Air Units: (Set up as desired on any Soviet air
base or combination of Soviet airbases)

2x TB-3, 4x Mig 3, 7x LaGG 3, 6x Yak 1,
8x I1-4, 3x Pe-2, 1x I-15, 1x Mig 1, 4x [1-2,
4x Po-2, 3x G-2, 6x Li-2, 2x SB-2

Stalin: A54.33
Reinforcements:

Use the Master Reinforcement
Schedule.
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German Information:
Set Up:
9th Army:
8th Infaniry Corps
3x 20-4-3 Inf Div (8,28, 87)
1x 120 Corps HQ [8]
Set up inside corps boundary,
vicinity hex A5.33

4th Army:
9tk Infantry Corps
4x 20-4-3 Inf Div
[15, 137, 183, 263)
1x 12-0 Corps HQ [9)]
Set up inside corps boundary,
vicinity hex A4.25

20th Infantry Corps
3x 20-4-3 Inf Div 7, 268, 292]
1x 20-5-3 Inf Div [78 Assault]
1x 12-0 Corps HQ [20])
Set up inside corps boundary,
vicinity hex AS5.20

7th Infantry Corps
3x 20-4-3 Inf Div [23, 197, 267]
1x 12-0 Corps HQ [7]
Set up inside corps boundary,
vicinity hex A6.15

4th Panzer Group (Lead Elements only):
1x Panzer Div [10] (less 3rd Pz Bn)
1x 18-0 Corps HQ [40 Pz]
wii 2 A2.21

2nd Army:

12th Infantry Corps
4x 20-4-3 Inf Div [34, 52, 258, 262]
1x 12-0 Corps HQ [12]
Set up inside corps boundary,
vicinity hex A7.10

43rd Infantry Corps
2x 20-4-3 Inf Div [31, 131]
1x 12-0 Corps HQ [43]
Set up inside corps boundary,
vicinity hex A9.05

53rd Infantry Corps
2x 20-4-3 Inf Div [167, 296]
1x Cav Div [1]
1x 12-0 Corps HQ [53]
8 Wagon Points
Set up inside corps boundary,
vicinity hex B6.30

2nd Panzer Group:
47 Panzer Corps
29 Murd Inf Div :w/i 2 B8.20
18 Pz Div:
88 Recon, 18 MC, 101 Shu:
w/i 2 B9.17;
remainder wii 2 B3.22
17 Pz Div (less 3rd Pz Bn)
w/i 2 B8.12
1x 18-0 Corps HQ [47],
4 Truck Points
wl/i 3 B6.17

48 Panzer Corps
1x 10-5-3 Inf Rgt [GD], 1x
ArtyBn [440] B11.08
25 Murd Inf Div: 25 Recon Bn B9.10;
Remainder w/i 2 B9.03
10 Mitrd Inf Div wfi 2 B9.06
9 Pz Div (less 3rd Pz Bn)
wll 2 B2.02
1x 18-0 Corps HQ [48 Pz),
2 Truck Points
w/i 2 B6.05

Army Group Center Transportation As-
sels:

4 Truck Points, 8 Wagon Points w/i 2 B2.09
4 Truck Points, 12 Wagon Points w/i 2 A1.26
2 Truck Points B5.24

Other Army Group Asscts (may set up with
any of the above groups):
5 MG Bn
43 Aslt Engincer Bn
2x (1)-1-3RR Rgt [1, 5]
5x Anillery Regiments [41, 617, 618, 622,
786)
1x Flame AG Bn [100]
9x AG Bn [177, 192, 201, 202, 203, 226, 191,
210,
243)
4x Level 2 Airbases

Air Units: (Set up as desired on any German
air base or combination of German airbases)
2x JuB8a, 1x Dol7z, 5x Hell11h, 5x JuB7b, 2x
Bf.110c, 1x Bf.109e, 8x BL.109f, 4x Ju52

Supply Dumps: (Location [SPs])
A1.26 [26]

A5.14 [8]

B7.32 (3]

B5.25 [3]

B6.16 [6]

B7.14 3]

B2.09 [20]

B6.06 [5]

German Converted Rail Limits:
Railheads: A2.25,A2.26,A6.13,B2.08, B7.17.
Open Lines: (From map edge, through hex
listed, to railheads): B3.20, A3.20, B5.15

Pre-Game German Losses

Subtract 13 steps of Infantry from
the initial German set up or from German
reinforcements (or any combination of the
two). (Pre-game armor losses have already
been eliminated.)

Reinforcements:
Use the Master Reinforcement
Schedule.

Victory Conditions:

Inthis campaign scenario, viclory is
a measure of game play, not historical effect.
Any German “victory" in the game short of the
capture of Moscow would have little, if any,
effect on the war as a whole. Historically, the
Germans would probably be better off avoid-
ing the whole campaign and saving the cream
of their army for 1942 since a “war winning"
victory is probably out of reach by this pointin
1941.

For game purposes anyway, victory
is a measure of game play—a victory in the
game shows a higher level of play. It is ex-
pected that most or all of the terrain objectives
listed will change hands more than once during
the game and thata German victory is obtained
by not only capturing these cities, but by hold-
ing them afterward. An governor of loss coun-
terbalances players who might be heedless of
the damage inflicted on the German army by
losses in an all-out offensive. To win big, the
German player must capture as many of these
cities as humanly possible, hold them at the
end of the game, and do so at as low a cost as
possible—no mean feat! The Soviet player
wins by inflicting as high aloss on the Germans
as he can and by recapturing the cities.

Sudden Death Victory

The German player wins a *war-
winning" victory automatically at the end of
any game week if A) he physically occupies
with units (see OCS rule 4.8) five of the city
hexes of Moscow proper, B) he can supply
them (low supply or better) at the end of the
immediately following Supply Usage Phase,
and C) he takes out Stalin. This level of victory
is unaffected by losses.

Victory Point Cities: Points:

Vyazma (A22.28) 10
Spas Demansk (A18.18) 5
Kaluga (A39.17) 10
Tula (AS51.11) 15
Bryansk (A18.01) 10
Orel (B34.29) 10
Kursk (B33.13) 5
Yelets (B56.22) 5

Voronezh (B62.08, B62.09, and B63.09) 10

Points Lost for Losses:

From the total obtained for the Ger-
man player from the above cities, subtract 1 for
each unit (regardless of size) with a 5 action
rating in the dead pile at the end of the game.
Note that units removed with the 4th Panzer
Group (dead ones that is) count for this total.
Adecad"5" countsevenifitisrebuiltlaterin the
game. Units not used in play (such as the 3rd
Panzer Baualions) do not count as dead.
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Victory Determination:
Massive German Victory:
40 or more victory points
Major German Victory:
30 to 39
Minor German Victory:
201029
Minor Soviet Victory:
1010 19
Major Soviet Victory:
09
Massive Soviet Victory:
less than 0 victory points,

7.0 Approximate
Historical Set Ups

The following set ups give the historical
positions of the various forces at the beginning
of each mrn in the game. Such exacting set ups
are, by nature, approximate.

These set ups can be used as
interesting one turn scenarios, or as differing
kick-off points for the remainder of the game.
Hash out victoryin aone-turn game over a cup
of coffee afierward, the victory conditions for
scncario 8 can be used if the game goes to
completition.

Turn: 1

Soviet:
A9.35: 1x 12-3-2 Inf Div[242]
A9.34: 1x 8-1-1 Inf Div[251]
A9.33: 1x 12-3-2 Inf Div[119]
A9.32: 1x B-1-1 Inl Div([38]
A9.31: 1x 12-3-2 Inf Div[129],
Level 1 Hedgehog
A9.30: 1x 10-2-1 Inf Div[108]
AB.29: 1x 12-3-3 Semi-Mtrd Div[1],
Level 1 Hedgehog
A9.29: 1x Artillery Bde
A10.28: 1x 10-3-4 Tk Bde, 1x 20-1-3 Tk
Div[101]
A10.29: 16 Army HQ
A10.30: 1x Artillery Bde
A11.29: 1x 8-1-1 Inf Div[50] -
A13.29: 16 Army RR & Penal
A11.33: 30 Army Penal
Al1.34: 30 Army HQ
A12.34: 30 Army RR
Al13.35: 6 5Ps
AB.28: 1x 10-2-1 Inf Div[152],
Level 1 Hedgehog
A8.26: 1x 12-3-2 Inf Div[64]
A8.27: 1x 12-3-3 Semi-Mtrd Div[105]
Al17.29: 8 SPs
A22.30: 1x 8-0-1 Milita Div[7 Militia)
A21.30: 1x 8-0-1 Militia Div[18 Militia]
A21.29: 4 Truck Points
A20.29: 1x 8-0-1 Milida Div([13 Militia]
A20.28: 1x 14-3-3 Inf Div[73]
A20.27: 1x 8-0-1 Militia Div[8 Militia]

A22.28: 32 Army HQ

A22.28: 36 SPs

A22.26: 1x 8-0-1 Militia Div[2 Milita]

A25.28: 32 Army RR & Penal

A9.25: 1x 12-3-2 Inf Div[107],
Level 1 Hedgehog

A9.24: 1x 12-3-3 Semi-Mird Div[106],
Level 1 Hedgehog

A9.23: 1x 12-3-2 Inf Div[194],
Level 1 Hedgehog

A9.22: 1x 12-3-3 Semi-Mtrd Div[103],
Level 1 Hedgehog

A10.24: 1x Artillery Bde

A10.23: 1x Artillery Bde

A12.23: 1x 10-2-1 Inf Div[309]

A12.22: 1x 12-4-6 Tk Bde, 1x 20-1-3 Tk
Div[102]

A12.21: 24 Army HQ

A13.23: 1x 10-2-1 Inf Div[133]

Al13.21: 24 Army RR & Penal

A10.19: 1x 12-3-2 Inf Div[53]

Al11.17: 1x 8-1-1 Inf Div[211]

A12.16: 1x Artillery Bde

Al2.15: 1x 20-1-3 Tk Div[109]

Al13.16: 43 Army HQ

Al4.15: 43 Army RR & Penal

A12.13: 1x 8-1-1 Inf Div[145]

A13.13: 1x Artillery Bde

A14.11: 1x 8-1-1 Inf Div[222)

Al7.21: 1x 8-0-1 Militia Div[17 Militia]

A16.20: 1x 8-0-1 Militia Div[1 Milida]

A15.19: 1x 8-0-1 Militia Div[21 Milita]

Al15.17: 1x 8-0-1 Militia Div[5 Militia]

A17.19: 33 Army HQ

Al8.18: 33 Army RR & Penal

A18.18: 16 SPs

A16.07: 1x 10-2-1 Inf Div[278]

A15.05: 1x 8-1-1 Inf Div[280]

A15.04: 1x 8-1-1 Inf Div[260]

A15.03: 1x 14-3-3 Inf Div[287],
Level 1 Hedgehog

A16.02: 1x Artillery Bde

A16.01: 1x 14-3-3 Inf Div[283]

A15.01:-1x 10-2-1 Inf Div[258]

B15.34: 1x Cav Bde [55]

A18.01: 50 Army HQ

A19.01: 32 SPs

A19.02: 50 Army RR & Penal

A20.01: 4 Truck Points

B13.33: 1x 8-1-1 Inf Div[11 Avn]

B12.31: 1x 14-3-3 Inf Div[232],
Level 1 Hedgehog

B13.31: 1x Artillery Bde

B14.30: 3 Army HQ

B15.31: 6 SPs

B17.31: 3 Army RR & Penal

B18.28: 14 SPs

B10.29: 1x 14-3-3 Inf Div[299],
Level 1 Hedgehog

B10.27: 1x 8-1-1 Inf Div[47 Avn)

B11.24: 1x 10-2-1 Inf Div[307)

B11.22: 1x 12-3-2 Inf Div[269]

B12.20: 1x 12-3-2 Inf Div[143]

B14.20: 1x Cav Bde[52]

B17.26: 13 Army RR & Penal

B17.25: 1x Katyusha Bde

B17.24: 2x 10-3-4 Tk Bde, 1x 12-4-6 Tk
Bde, 1x Cav Bde[4]

B18.24: 1x 20-1-3 Tk Div[108]

B16.20: 13 Army HQ

B16.18: 1x 10-3-4 Tk Bde, 1x 20-1-3 Tk
Div[50]

B16.17: 1x Min Cav Bde[21]

B14.16: 1x Artillery Bde

B12.17: 1x 8-1-1 Inf Div[61 Avn]

B13.15: 1x 8-1-1 Inf Div[6]

B15.13: 1x 10-2-1 Inf Div[137]

B17.12: 1x 8-1-1 Inf Div[282]

B12.07: 1x 8-1-1 Inf Div[290]

B14.07: 1x 8-1-1 Inf Div[293]

B16.08: 40 Army HQ, RR & Penal

B12.05: 1x 12-3-2 Inf Div[135]

B13.05: 1x Artillery Bde

B12.03: 1x 8-1-1 Inf Div[219], 1x 12-4-6 Tk
Bde

B13.02: 2x 20-1-3 Tk Div[10, 69]

B18.08: 16 SPs

B32.29; 6 5Ps

B33.13: 6 SPs

B62.08: 16 SPs

B62.09: 4 Truck Points

AS53.11: 1x 14-3-3 Inf Div[117]

AS51.09: 1x Cav Bde[14 Cav]

A51.10; 1x 14-3-3 Inf Div[154]

AS51.11: 18 5Ps

AS51.12: 5 Cav Corps HQ

AS50.09: 1x Cav Bde[3]

AS50.10: 1x Katyusha Bde

AS50.12: 4 Truck Points

Ad49.10: 1x 14-3-3 Inf Div[24]

A38.14: 1x 7-3-3 Min Inf Div[194]

A39.17: 6 SPs

A39.19: 49 Army HQ, RR & Penal

A38.17: 1x 10-3-4 Tk Bde

A38.18: 1x Ardllery Bde

A38.19: 4 Truck Points

A37.18: 1x 12-3-3 Semi-Mturd Div[220]

A36.22: 1x B-0-1 Militia Div[4 Militia]

AS52.32: 20 SPs

AS54.33: Stalin

AS54.31: 20 SPs

AS53.32: 12 Truck Points

Forward Depots: The Soviet player may
placean additional 20 Tokens of supply. These
tokens represent the forward supply dumps of
the Soviet forces, These may split up as desired
and placed into any hex occupied by Soviet
units. They are given as emergency combat
supply, but may be used for any purpose.

Soviet Air:

Hex Level Air Units

A23.27 1 1x IL2, 2x LaGG3

A21.16 1 1x IL2, 3x LaGG3

A40.18 1 1x IL2, 3x Pe2, 2x IL4

A52.12 1  2xSB2,4xIL4

B23.33 1 1xIL2,2x Yakl

B17.20 1 1x MiG1

B18.07 1 none

B35.29 1 2x Yakl

B36.12 1 1xI15, 2x IL4

B62.07 1 2x Yakl

A51.34 2 2x MiG3, 4x Po2,
2x LaGG3

A56.33 2 2xMiG3,2x TB3

A57.32 2 3xG26x Li2
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German:

AT7.34: 1x 20-4-3 Inf Div[8]-1 step

A7.32: 1x 20-4-3 Inf Div[87)-1 step

A6.29: 1x 20-4-3 Inf Div[28]

A331: 1x 12-0 HQ[8]

A3.29: 1x Artillery Rgi[41]

A7.27: 1x 20-4-3 Inf Div([15]

A7.25: 1x 20-4-3 Inf Div[263)-1 step

A7.23: 1x 20-4-3 Inf Div[183]

AS5.25: 1x 12-0 HQ[9)

A4.23: 1x 20-4-3 Inf Div[137]

A2.25: Railhead Marker

A2.26: Railhcad Marker

A1.25: 4 Truck Points

A1.26: 26 SPs

A1.27: 12 Wagon Points

A2.22: 1x 18-0 HQ[40 Pz)

A2.21:(1-7, 86 Shu)/ 10 Pz

A2.20: 90 Arty/ 10 Pz

A3.21: 10 MC/ 10 Pz

A3.20: (90 Rec, 2-7, 69 Shu)/ 10 Pz

AS5.21: 1x 12-0 HQ[20), 1x 20-5-3 Inf
Div[78 Aslt]

AS5.19: 1x 20-4-3 Inf Div[292]

A6.20: 1x Flame AG[100], 1x Artillery
Rgt[786]

A7.21: 1x 20-4-3 Inf Div[7]

A8.19: 1x 20-4-3 Inf Div[268]-1 step

A9.17: 1x 20-4-3 Inf Div[267]

A10.15: 1x 20-4-3 Inf Div([23]

A10.14: 1x 20-4-3 Inf Div[197]

A9.15: Ix Artillery Rgi[618]

AB8.14: 12-0 HQ[7]

A6.13: Railhead Marker, 1x RR Rgl[5]

AS5.14: 8 SPs

A6.12: 3x AG Bn[192, 201, 226]

A7.13: Ix Artillery Rgt[617]

Al11.13; 1x 20-4-3 Inf Div[262]

Al1.11: 1x 20-4-3 Inf Div[258]

A9.10: 1x 12-0 HQ[12]

A10.09: 1x 20-4-3 Inf Div[34]

A12.08: 1x 20-4-3 Inf Div[52]

A11.06: 1x 12-0 HQ[43]

A13.05: 1x 20-4-3 Inf Div[31]

A13.02: 1x 20-4-3 Inf Div[131]-1 step

B10.34: 1x 20-4-3 Inf Div[167]-1 step

B8.32: 1x 20-4-3 Inf Div([296], 1x 12-0
HQ[53]

B7.32:3 SPs

B6.31: 8 Wagon Points

B6.30: 2/ 1 Cav

B5.29:21/1 Cav

B5.27:22/ 1 Cav

B5.26: 1/ 1 Cav (Cavalry Type)

B5.25:3 SPs

B4.26: 1' Arty/ 1 Cav

B4.27: 1/ 1 Cav (Bicycle Type)

B5.24: 2 Truck Points

B4.21: 88 Arty/ 18 Pz

B3.21: 52 Shu/ 18 Pz

B4.20: 2-18/ 18 Pz

B4.19: (1-18, 3-18)/ 18 Pz

B8.22: 15/29 Mur

B8.20: 29 Arty/29 M

B9.21: (29 Rec, MC)/ 29 Mur

B9.20: 71/29 Mur

B10.18: 18 MC/ 18 Pz

B10.16: (88 Rec, 101 Shu)/ 18 Pz
B7.17: Railhead Marker, 1x RR Rgt[1]
B6.17: 1x 18-0 HQ[47 Pz]

B6.16: 6 SPs

B5.16: 2 Truck Points

B10.14: 5§ MG Bn

BS.15: 1x AG Bn[210]

BB8.14: 43 Aslt Eng Bn

B7.15: 1x Artillery Rg([622]

B6.14: 2 Truck Points

B7.14:3 SPs

B6.13: 3x AG Bn[177, 202, 203]
B3.13: 1x AG Bn[191]

B8.13: (27 Rec, 1-39, 40 Shu)/ 17 Pz
B10.12: (17 MC, 2-39, 63 Shu)/ 17 Pz
B9.12: 27 Arty/ 17 Pz

B9.10: (25 Rec, MC)/ 25 Mir
B11.08: GD InfRgt, 1x Artillery Bn[440]
B10.06: (10 Rec, MC)/ 10 Mtr
B10.05: (20, 41)/ 10 Mrr

B9.06: 10 Arty/ 10 Mtr

B10.03: 35/ 25 Mur

B10.04: 119/ 25 Mur

B9.03: 25 Arty/25 Mtr

B6.05: 1x 18-0 HQ[48]

B6.06: 5 SPs

B5.07: 2 Truck Points

B2.08: Railhcad Marker

B2.09: 20 SPs

B1.09: 8 Wagon Points

B1.10: 4 Truck Points

B2.02: (2-33, 102 Arty)/ 9 Pz

B2.03: (9 Rec, 10 Shu)/9 Pz

B3.02: 59 MC/9 Pz

B4.02: (1-33, 11 Shu)/ 9 Pz

German Air:

Hex Level Air Units

Ad4.25 2 1x Bf109¢, 2x Bf109f,
2x Jus2

A6.14 2 2x Bf109f, 3x Ju87b,
3x Helllh

B9.15 2 2x Bf109f, 2x Ju87b,
2x JuBBa, 2x Helllh

B3.08 2 1x Dol 7z, 2x Bf109f,
2x JuS2, 2x Bf110c

Notes:

Weather condition is Good at start.

Turn: 2

Soviet:

A9.35: 1x 12-3-2 Inf Div[242]

A9.34: 1x 8-1-1 Inf Div[251]

A9.33: 1x 12-3-2 Inf Div[119]

A9.32: 1x 8-1-1 Inf Div[38]

A9.31: 1x 12-3-2 Inf Div[129], Level 1
Hedgehog

A9.30: 1x 10-2-1 Inf Div[108]

A9.29: 1x Artillery Bde

A11.34: 30 Army HQ

A11.33: 30 Army Penal

A12.34: 30 Army RR

A13.35:6 SPs

A10.30: 1x Artillery Bde

A10.29: 16 Army HQ

A10.28: 1x 10-3-4 Tk Bde, 1x 20-1-3 Tk
Div[101]

Al11.29: 1x 8-1-1 Inf Div[50]

A13.29: 16 Army RR & Penal

A8.29; 1x 12-3-3 Semi-Mtrd Div([1],
Level 1 Hedgehog

AB8.28: 1x 10-2-1 Inf Div[152], Level 1
Hedgehog

A8.26: 1x 12-3-2 Inf Div[64]

A8.27: 1x 12-3-3 Semi-Murd Div[105]

A17.29: 8 SPs

A18.29: 4 Truck Points

A22.30: 1x 8-0-1 Militia Div[7 Militia]

A21.30; 1x 8-0-1 Militia Div[18 Militia]

A20.29: 1x 8-0-1 Militia Div[13 Militia]

A20.28: 1x 14-3-3 Inf Div[73]

A20.27: 1x 8-0-1 Militia Div[8 Militia]

A22.26: 1x 8-0-1 Militia Div[2 Militia]

A22.28: 32 Army HQ, 36 SPs

A25.28: 32 Army RR & Penal

A9.25: 1x 12-3-2 Inf Div[107], Level 1
Hedgehog

A9.24: 1x 12-3-3 Semi-Mtrd Div[106],
Level 1 Hedgehog

A9.23: 1x 12-3-2 Inf Div[194], Level 1
Hedgehog

A9.22: 1x 12-3-3 Semi-Mud Div[103],
Level 1 Hedgehog

A10.24: 1x Artillery Bde

A10.23; 1x Artillery Bde

A12.21: 24 Army HQ

Al12.22: 1x 12-4-6 Tk Bde, 1x 20-1-3 Tk
Div([102]

A12.23: 1x 10-2-1 Inf Div[309]

A13.23: 1x 10-2-1 Inf Div[133]

Al13.21: 24 Army RR & Penal

A17.21: 1x 8-0-1 Militia Div[17]

A16.20: 1x 8-0-1 Militia Div[1]

A15.19: 1x 8-0-1 Militia Div[21]

A15.18: 1x 8-0-1 Milita Div([5]- 1 step

A17.19: 33 Army HQ

A18.18: 33 Army RR & Penal

A20.17: 16 SPs

A10.19: 1x 12-3-2 Inf Div[53]

AI11.17; 1x 8-1-1 Inf Div[211]

Al12.16: 1x Artillery Bde

Al12.15: 1x 20-1-3 Tk Div[109]- 2 Steps

Al3.16: 43 Army HQ

Al14.15: 43 Army RR & Penal
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A12.13: 1x 8-1-1 Inf Div[145)

A13.13: 1x Artillery Bde

Al4.11: 1x 8-1-1 Inf Div[222]

B13.33: 1x 8-1-1 Inf Div[11 Avn]

B13.31: 1x Artillery Bde

B12.31: 1x 14-3-3 Inf Div[232], Level 1
Hedgehog

B10.29: 1x 14-3-3 Inf Div[299], Level 1
Hedgehog

B10.27: 1x 8-1-1 Inf Div[47 Avn]

B14.30: 3 Army HQ

B15.31: 11 SPs

B17.31: 3 Army RR & Penal |

B12.07: 1x 8-1-1 Inf Div[290]

B12.05: 1x 12-3-2 Inf Div[135]

B13.05: 1x Artillery Bde

B12.03: 1x 8-1-1 Inf Div[219], 1x 12-4-6 Tk
Bde

B13.02: 2x 20-1-3 Tk Div[10, 69]

B14.07: 1x 8-1-1 Inf Div[293]

B16.08: 40 Army HQ, RR & Penal

B18.08: 17 SPs

A16.07: 1x 10-2-1 Inf Div[278]

A15.05: 1x 8-1-1 Inf Div[280]

A15.04: 1x 8-1-1 Inf Div{260]

A15.03: 1x 14-3-3 Inf Div[287], Level 1
Hedgehog

A16.02: 1x Artillery Bde

Al16.01: 1x 14-3-3 Inf Div[283)

Al15.01: 1x 10-2-1 Inf Div[258]

B15.34: 1x Cav Bde[55]

A18.01: 50 Army HQ

Al9.01: 24 SPs

A19.02: 50 Army RR & Penal

A20.01: 4 Truck Points

B18.28: 15 SPs

B17.26: 13 Army RR & Penal

B17.25: 1x Katyusha Bde

B17.24: 2x 10-3-4 Tk Bde, 1x 12-4-6 Tk
Bde, 1x Cav Bde[4]

B18.24: 1x 20-1-3 Tk Div[108]

B11.24: 1x 10-2-1 Inf Div[307]

B11.22: 1x 12-3-2 Inf Div[269] -1 Step

B12.20: 1x 12-3-2 Inf Div[143]

B14.20: 1x Cav Bde[52]

B16.20: 13 Army HQ

B16.18: 1x 10-3-4 Tk Bde, 1x 20-1-3 Tk
Div[50]

B16.17: 1x Mtn Cav Bde[21 Mtn]

B14.16: 1x Artillery Bde

B12,17: 1x 8-1-1 Inf Div[61 Avn]

B13.15: 1x 8-1-1 Inf Div[6] -1 Step

B15.13: 1x 10-2-1 Inf Div[137] -1 Step

B17.12: 1x 8-1-1 Inf Div(282]

B33.13: 6 SPs

B32.29: 6 SPs

B61.09: 1x 12-4-6 Tk Bde, 1x Artillery Bde

B62.08: 40 SPs

B62.09: 4 Truck Points

Ad49.10: 1x 14-3-3 Inf Div[24]

AS50.09: 1x Cav Bde[3]

AS50.10: 1x Katyusha Bde

A50.12: 4 Truck Points

A51.09: 1x Cav Bde[14]

A51.10: 1x 14-3-3 Inf Div[154]

AS51.11: 19 SPs

A51.12: 5 Cav Corps HQ

A53.11: 1x 14-3-3 Inf Div[117]
A38.14: 1x 7-3-3 Min Inf Div][194 Mitn]
A38.17: 1x 10-3-4 Tk Bde

A38.18: 1x Artillery Bde

A38.19: 4 Truck Points

A37.18: 1x 12-3-3 Semi-Mtrd Div[220]
A39.17: 7 SPs

A39.19: 49 Army HQ, RR & Penal
A35.22: 1x 8-0-1 Militia Div[4]
A5232: 2T

A353.32: 12 Truck Points

A54.31: 20 SPs

A54.33: Stalin

A55.32: 1x Pax Repl

Forward Depots: The Soviet player may place
an additional 20 Tokens of supply. These to-
kens represent the forward supply dumps of
the Soviet forces. These may split upas desired
and placed into any hex occupied by Soviet
units. They are given as emergency combat
supply, but may be used for any purpose.

Soviet Air:

Hex Level Air Units

A23.27 1 IxIL2

A21.16 1 1x IL2, 2x LaGG3

A40.18 1 1x 112, 3x Pe2, 2x [L4

A52.12 1 2x SB2, 4x [L4

B23.33 1 1xIL2, rx Yakl

B17.20 1 rx MiG1

B18.07 1 none

B35.29 1 2x Yakl

B36.12 1 1x 115, 2x IL4

B&2.07 1 2x Yakl

A51.34 2 2x MiG3, 4x Po2,
2x LaGG3

A56.33 2 2x MiG3, 2x TB3

A57.32 2 3x G2, 6x Li2

German:

AT.34: 1x 20-4-3 Inf Div[8] -1 Step
A7.32: 1x 20-4-3 Inf Div[87] -1 Step
A6.29: 1x 20-4-3 Inf Div[28]

A3.31: 1x 12-0 HQ[8)

A3.29: 1x Artillery Rgt{41]

A7.27: 1% 20-4-3 Inf Div[15]

A7.25: 1x 20-4-3 Inf Div[263] -1 Step
A7.23: 1x 20-4-3 Inf Div[183]

AT.21: 1x 20-4-3 Inf Div[7]

AB.19: 1x 20-4-3 Inf Div[268] -1 Step
A6.20: 1x Flame AG Bn[100], 1x Artillery
Rgt[786]

AS5.21: 1x 20-5-3 Inf Div[78 Aslt], 1x 12-0
HQ[20]

AS5.19: 1x 20-4-3 Inf Div[292]

A12.12: (90 Rec, 2-7, 69 Shu)/ 10 Pz, 1x AG
Bn[201)

A10.12: 2 MC, 2-3, 2 Shu)/2 Pz

A12,11: (1-3, 304 Shu)/2 Pz

A10.11: (10 MC, 1-7, 86 Shu)/ 10 Pz

A9.12: 1x 18-0 HQ[40 Pz]

AB8.12: (55 MC, 116)/ 5Pz

A8.11: (2-31, 14 Shu)/ 5 Pz

A7.12: 1x 18-0 HQ[46 Pz), (1-31, 13 Shu)

/15Pz
AS5.14:228Ps + 1T ~.

AS5.25: 1x 12-0 HQ[9]

A4.23: 1x 20-4-3 Inf Div[137]

A2.26: Railhead Marker

A2.25: Railhead Marker

A1.27: 12 Wagon Points

Al.26: 12 SPs + 2T

A1.25: 4 Truck Points

A9.17: 1x AG Bn[226], 1x 20-4-3 Inf
Div[267]

A10.15: 1x AG Bn[192], 1x 20-4-3 Inf
Div[23]

A10.14: 1x 20-4-3 Inf Div[197]

A9.15: 2x Artillery Rgt[617, 618]

A8.14: 1x 12-0 HQ[7]

A11.13: 1x 20-4-3 Inf Div[262]

Al13.11: 1x 20-4-3 Inf Div[258]

A13.10: 1x 20-4-3 Inf Div[34]

AT11.12: 90/ 10 Pz

Al1.11: 74/ 2 Pz

A10.10: 4 Truck Points, 4 SPs

A9.10: 1x 12-0 HQ[12]

A7.11: (Deutld, R Arty)/ SS Reich

A6.11: (Fuhrer, R Rec, 11 SS, R MC)/ §S
Reich

A6.12: (53 Rec, 8,29, 3 Arty, MC)/ 3 M

A12.08: 1x 20-4-3 Inf Div[52]

A13.05: 1x 20-4-3 Inf Div[31]

A11.02: 1x 20-4-3 Inf Div[167] -1 Step

B9.34: 1x 20-4-3 Inf Div[17] -1 Step

B7.32:3 SPs

B6.30: 2/ 1 Cav

B5.27: 22/ 1 Cav

B5.25:3 SPs + 3T

B8.22: 15/29 Mu

B8.20: (17 MC, 2-39, 63 Shu)/ 17 Pz

B10.21: (29 Rec, 71, MC)/ 29 Mtr

B11.20: (18 MC, 1-18, 2-18, 3-18, 52 Shu)/
18 Pz

B9.19: 1x 18-0 HQ[47 Pz]

B9.18: 1x RR Rg[1], Railhead Marker

B6.16: 12 SPs + 2T

B8.14: 14 SPs + 1T

B9.16: 3x AG Bn[177, 202, 203]

B10.15: 103/ 4 Pz

B10.17: (41, 10 Arty)/ 10 Mir

B11.15: (1-6, 2-6, 3-6, 3 Shu)/ 3 Pz

B11.17: (10 Rec, 20, MC)/ 10 Mtr

B12.16: 1x AG Bn[210], (7 Rec, 1-35, 3-35,
33 Shu)/ 4 Pz

B11.11: 35/ 25 Mu

B10.10: 25 Arty/ 25 Mir

B8.07: (1-33, 11 Shu)/ 9 Pz

B7.06: (2-33, 102)/9 Pz

B10.03: 156/ 16 Mtr

B9.04: 146 Arty/ 16 Mur

B6.05: 1x 18-0 HQ[48 Pz]

B5.07: 2 Truck Points

B2.08: Railhead Marker

B2.10: 1x Pax Repl

B1.09: 8 Wagon Points

A11.06: 1x 12-0 HQ[43], 1x RR Rgt[5],
Railhead Marker

A13.02: 1x 20-4-3 Inf Div[131] -1 Step

B10.34: 1x 12-0 HQ[53], 1x 20-4-3 Inf
Div[296]

B8.32: 1x 12-0 HQ[13], 1x 20-4-3 Inf
Div[260] -1 Step

My

.
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B6.31: 8 Wagon Points

B5.29: 21/ 1 Cav

B5.26: 1/1 Cav (Cav Type)

B4.26: 1 Arty/ 1 Cav

B4.27: 1/ 1 Cav (Bicycle Type)

B7.21:27/17 P2

B9.21: 29 Arty/ 29 My

B10.20: (27 Rec, 1-39, 40 Shu)/ 17 Pz

B10.19: 88/ 18 Pz

B10.18: (88 Rec, 101 Shu)/ 18 Pz

B8.17: 4 Truck Points, 4 SPs

B7.15: 1x AG Bn[191]

B9.14: 4 Truck Points, 4 SPs

B10.14: 1x 18-0 HQ[24 Pz]

B10.16: 5 MG Bn, 43 Aslt Eng Bn

Bl1.14: 1x Artillery Rgt[622], 75/ 3 Pz

B11.16: (34 MC, 2-35, 12 Shu)/ 4 Pz

B12.15: (1,3 MC, 394 Shu)/3 Pz

B11.10: (25 Rec, 119, MC)/ 25 Mtr

B11.08: Grossdeutschland Inf Rgt,
1x Artillery Bn[440]

BS8.05: (9 Rec, 10 Shu)/ 9 Pz

B10.05: 60/ 16 Mtr

B10.01: (341 Rec, MC)/ 16 Mtr

B7.04: 59 MC/9 Pz

B6.06: 6 5Ps

B2.09: 4 SPs + 3T

B1.10: 2 Truck Points

German Air:

Hex Level Air Units

Ad4.25 2 1x Bf109¢, 1+rx Bf109f,
2x Ju52

A6.14 2 2x Bf109f, 3x Ju87b,
3x Helllh

B9.15 2 2x Bf109f, 2x Ju8Tb,
2x Ju88a, 2x Helllh

B3.08 2 1x Dol 7z, 2x Bf109f,
2x JuS2, 2x Bfl10c

Notes:

Weather Condition is Nermal.

Turn: 3

Soviet:

A9.35: 1x 12-3-2 Inf Div[242]

A9,34: 1x 8-1-1 Inf Div[251]

A9.33: 1x 12-3-2 Inf Div[119]

A9.32: Ix 8-1-1 Inf Div[38]

A11.34: 30 Army HQ

A11.33: 30 Army Penal

A12.34: 30 Army RR

Al13.35: 4 SPs

A8.27: 1x 12-3-3 Semi-Mtr Inf Div[105]

A9.25: 1x 12-3-2 Inf Div[107], Level 1
Hedgehog

A9.24: 1x 12-3-3 Semi-Mtr Inf Div[106],
Level 1 Hedgehog

A9.23: 1x 12-3-2 Inf Div[194], Level 1
Hedgehog

A9.22: 1x 12-3-3 Semi-Mtr Inf Div[103],
Level 1 Hedgehog

A10.24: 1x Arllery Bde

A10.23: 1x Artillery Bde

A12.23: 1x 10-2-1 Inf Div[309]

A12.22: 1x 12-4-6 Tk Bde, 1x 20-1-3 Tk
Div[102]

A12.21: 24 Army HQ

A13.23: 1x 10-2-1 Inf Div[133]

A13.21: 24 Army RR & Penal

Al7.29: 10SPs + 1T

A18.29: 4 Truck Points

A22.30: 1x 8-0-1 Militia Div(7 Militia)

A21.30: 1x 8-0-1 Militia Div[18 Militia]

A20.29; 1x 8-0-1 Militia Div[13 Militia)

A20.28: 1x 14-3-3 Inf Div[73]

A20.27: 1x 8-0-1 Militia Div[8 Militia]

A22.28:32 Army HQ, 34 SPs + 1T

A25.28: 32 Army RR & Penal

A9.31: 1x 12-3-2 Inf Div[129], Level 1
Hedgehog

A9.30; 1x 10-2-1 Inf Div[108]

A9.29: 1x Artillery Bde

AB.29: 1x 12-3-3 Semi-Mtr Inf Div[1],
Level 1 Hedgehog

AB.28: 1x 10-2-1 Inf Div[152), Level 1
Hedgehog

A8.27: 1x 12-3-2 Inf Div[64]

A10.30: 1x Artillery Bde

A10.29: 16 Army HQ

A10.28: 1x 10-3-4 Tk Bde, 1x 20-1-3 Tk
Div[101]

A11.29: 1x 8-1-1 Inf Div(50]

A13.29: 16 Army RR & Penal

A10.19: 1x 12-3-2 Inf Div[53] -1 Step

ATLI17: 1x 8-1-1 Inf Div[211]

Al2.16: 1x Artillery Bde

A17.21: 1x 8-0-1 Militia Div[17 Milita]

A16.20: 1x 8-0-1 Militia Div[1 Militia)

Al15.19: 1x 8-0-1 Militia Div[21 Militia]

A15.18: 1x 8-0-1 Militia Div[5 Militia] -1
Step

A17.19: 33 Army HQ

A18.18: 33 Army RR & Penal

A20.17: 14 SPs + 1T

Al16.07: 1x 10-2-1 Inf Div[278]

A15.05: 1x §-1-1 Inf Div[280)

A15.04: 1x 8-1-1 Inf Div[260)

A15.03: 1x 14-3-3 Inf Div[287), Leve] |
Hedgehog

A16.02: 1x Artillery Bde

A16.01: 1x 14-3-3 Inf Div[283]

A15.01: 1x 10-2-1 Inf Div[258]

B15.34: 1x Cav Bde[55]

A18.01: 50 Army HQ

A19.01: 24 SPs

A19.02: 50 Army RR & Penal

A20.01: 4 Truck Points

B13.33: 1x 8-1-1 Inf Div[11 Avn]

B12.31: 1x 14-3-3 Inf Div[232], Level 1
Hedgehog

B10.29: 1x 14-3-3 Inf Div[299], Level 1
Hedgehog

B10.27: 1x 8-1-1 Inf Div[47 Avn]

B11.24: 1x 10-2-1 Inf Div[307]

B13.31: 1x Artillery Bde

B14.30: 3 Army HQ

B15.31: 8 SPs + 2T

B17.31: 3 Army RR & Penal

B19.31: 1x 10-3-4 Tk Bde

B19.30: 1x Katyusha Bde

B18.29: 1x 20-1-3 Tk Div[108] -1 Step

B18.28: 18 SPs + 2T

B18.27: 13 Army RR & Penal

B31.12: 1x 12-4-6 Tk Bde

B33.14: 1x 10-3-4 Tk Bde, 1x 10-2-1 Inf
Div[238]

B33.13: 2x Artillery Bde

B35.13: 14 SPs

B61.09: 1x Artillery Bde

B62.08: 30 SPs + 1T

B62.09: 4 Truck Points

A38.14: 1x 7-3-3 Min Inf Div[194 Mtn]

Ad0.17: 4 SPs + 2T

A39.19: 49 Army HQ, RR & Penal

A38.17: 1x 10-3-4 Tk Bde

A38.18: 1x Artillery Bde

A37.18: 1x 8-0-1 Militia Div[2 Militia]

A36.22: 1x 8-0-1 Militia Div[4 Militia]

A38.19: 4 Truck Points

B23.13: 1x 12-4-6 Tk Bde

B21.10: 1x Anillery Bde

B19.10: 1x 12-3-2 Inf Div[135]

B18.08: 12 SPs + 2T

B17.06: 1x 20-1-3 Tk Div[69)

B16.08: 40 Army HQ, RR & Penal

B15.08: 1x 8-1-1 Inf Div[293]

B12.07: 1x 8-1-1 Inf Div[290]

B12.04: 1x 8-1-1 Inf Div[219]

B13.02: 1x 20-1-3 Tk Div[10]

B40.34: 1x Cav Bde[3]

B40.33: 1x Cav Bde[14)

A41.01: 6 5Ps

A47.05: 1x 14-3-3 Inf Div[24]

A48.05: 1x 14-3-3 Inf Div[154]

A48.06: 1x Katyusha Bde

A49.07: 5 Cav Corps HQ

A49.08: 4 Truck Points, 8 SPs

A51.08: 1x 14-3-3 Inf Div[117]

AS51.11: 8 SPs + 2T

A53.10: 1x 12-3-3 Semi-Mtr Inf Div[220)

A52.13: 4 Truck Points

A5232:1T

A54.31: 18SPs + 1T

A53.32: 12 Truck Points

A54.33: Sualin

A55.32: 1x Pax Repl
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Soviet Air:

Hex Level Air Units

A23.27 1 1xIL2

A21.16 1 IxIL2

A40.18 1 2x 112, 2x Pe2, 1x IL4

A52.12 1 2x SB2, 3x IL4

B23.33 | none

B18.07 1 none

Bi6.12 1 1x 15, 2x IL4

B62.07 1 2x Yakl

AS1.34 2 1x MiG3, 2x Po2,
2x LaGG3

AS56.33 2 2x MiG3, 2x TR3,
1x LaGG3

A57.32 2 3xG2,6xLi2

German:

AT.34: 1x 20-4-3 Inf Div(8] -1 Step
AT.32: 1x 20-4-3 Inf Div[87] -1 Step
A6.29: 1x 20-4-3 Inf Div[28]
A3.31: 1x 12-0 HQ[8]
A3.29: 1x Artillery Rgi[41)
AT.27: 1x 20-4-3 Inf Div[15]
AT.25: 1x 20-4-3 Inf Div[263] -1 Step
AT.23: 1x 20-4-3 Inf Div[183]
AS5.25: 1x 12-0 HQ[9)]
A4.23: 1x 20-4-3 Inf Div[137)
A5.21: 1x 12-0 HQ[20], 1x 20-5-3 Inf
Div[78 Asli]
AS5.19: 1x 20-4-3 Inf Div[292]
A6.20: 1x Flame AG Bn[100], 1x Artillery
Rgt[786]
AT.21: 1x 20-4-3 Inf Div[7]
A8.19: 1x 20-4-3 Inf Div[268] -1 Step
A4.25:25Ps+ 1T
A2.25: Railhead Marker
A2.26: Railhead Marker
A1.25: 4 Truck Points
A1.26:9 SPs+ 1T
A1.27: 12 Wagon Points
Al6.16: (10 MC, 1-7, 86 Shu)/ 10 Pz
Al4.15: (90 Rec, 2-7)/ 10 Pz
A15.14; (1-3, 304 Shu)/ 2 Pz
A12.15: 69 Shu/ 10 Pz, 1x AG Bn[201]
A12.13: 1x 20-4-3 Inf Div[262]
Al12.12: 1x 18-0 HQ[40 Pz)
Al13.12: 1x 12-0 HQ[12], (2 MC, 2-3,2
Shu)/ 2 Pz
Al13.11; 1x 20-4-3 Inf Div[258]
A14.10: 1x 20-4-3 Inf Div[34]
Al1.12: 90/ 10 Pz
All.11: 74/2 Pz
A10.09:95Ps + 1T
A10.10: 4 Truck Points, 4 SPs
A9.17: 1x 20-4-3 Inf Div[267], 1x AG
Bn[226]
A10.15: 1x 20-4-3 Inf Div[23], 1x AG
Bn[192]
A10.14: 1x 20-4-3 Inf Div[197]
A9.15: 2x Artllery Rgt[617, 618]
AB.14: 1x 12-0 HQ[7]
AB.12: (55 MC, 116)/ 5Pz
A8.11:(2-31, 14 Shu)/ 5Pz
AT.11: (Deutld, R Arty)/ SS Reich
A7.12: 1x 18-0 HQ[46 Pz], (1-31, 13 Shu)/
5Pz
AT.13: 1x 20-4-3 Inf Div[252] -1 Step

A6.11: (R Rec, Fuhrer, 11 88, R MC)/
S8 Reich

A6.12: (53 Re, 8, 29, 3 Arty, MC)/ 3 Mir
A6.13: 2x Sg Artillery Bn[768 Sg, 833 Sg]

AS5.15: 13 SS Police Rgt

A35.14: 18P + 2T

AS5.13:(2-15, 110 Shu)/ 11 Pz
A4.13: (231, 1-15, 111 Shu)/ 11 Pz
Ad4.12: (61 MC, 119)/ 11 Pz
A12.08: 1x 20-4-3 Inf Div[52]
AT11.06: 1x 12-0 HQ[43]

A13.05: 1x 20-4-3 Inf Div[31]

A12.04: 1x RR Rg[5], Railhead Marker

A13.03: 1x 20-4-3 Inf Div[131] -1 Step
A12.01: 1x 20-4-3 Inf Div[167] -1 Step
A11.03: Ix 12-0 HQI[53)
B11.34: 1x 20-4-3 Inf Div[296]
B9.34: 1x 20-4-3 Inf Div[17] -1 Step
B8.32: 1x 12-0 HQ[13], 1x 20-4-3 Inf
Div[260] -1 Step
B7.32: 1SP +3T
B6.30: 2/ 1 Cav
B5.29: 21/ 1 Cav, 4 Wagon Points,
1SP+3T
B5.27:22/1 Cav
B5.26: 1/ 1 Cav (Cav Type)
B4.26: 1 Arty/ 1 Cav
B4.27: 1/ 1 Cav (Bicycle Type)
B19.25: (27 Rec, 1-39, 40 Shu)/ 17 Pz
B20.23: (2-18, 18 MC)/ 18 Pz
B21.24: (1-18, 3-18, 52 Shu)/ 18 Pz
B28.26: (3 MC, 1, 394 Shu)/3 Pz
B29.30: Grossdeutschland Inf Rgt,
1x Artillery Bn[440]
B32.28: 5 MG Bn, 43 Aslt Eng Bn
B34.29: (2-35, 12 Shu)/ 4 Pz, 4 SPs
B37.32: 34 MCf4 Pz, 1 5P
B15.18: 3x AG Bn[177, 202, 203],
(7 Rec, 1-35, 33 Shu)/ 4 Pz
B15.17: 2x AG Bn[191, 210],
(1-6, 2-6, 3 Shu)/3 Pz
B8.14:35Ps+ 1T
B15.14: 102/9 Pz
B16.14: (59 MC, 1-33, 11 Shu)/ 9 Pz
B17.14: (9 Rec, 10 Shu)/ 9 Pz
B16.11: 2-33/9 Pz
B14.12: 35/ 25 Mur
B13.13: 25 Arty/ 25 Mur
B13.12: (25 Rec, 119, MC)/ 25 Mur
B2.10: 1x Pax Repl
B2.09: 5 SPs
B2.08: Railhead Marker
B4.17: 4 Wagon Points
B6.16: 1x 20-4-3 Inf Div[95] -1 Step
B7.17: 1x 20-4-3 Inf Div[112]
BS8.17: 1x 12-0 HQ(35], 1x 20-4-3 Inf
Div[293] -1 Swep
B9.18: 4 Truck Points, 4 SPs
139.22: 15/29 Mrir
B10.20: 27/ 17 Pz

B10.19: 1x RR Rgt[1], Railhead Marker

B10.18: 1x 18-0 HQ[47 Pz]

B11.21: 29 Arty/ 29 Mir

B11.19: 88/ 18 Pz

B12.21: (29 Rec, 71, MC)/ 29 Mir
B13.21: (17 MC, 2-39, 63 Shu)/ 17 Pz
B14.19: (88 Rec, 101 Shu)/ 18 Pz

B14.18: 10 Arty/ 10 Mir

B14.17: 103/ 4 Pz

B16.21: (10 Rec, MC, 41, 20)/ 10 Mir
B12.16: 4 Truck Points, 4 SPs
B10.15: 7 SPs + 2T

B10.14: 1x 18-0 HQ[24 Pz]

B15.15: 75/ 3 Pz, 1x Artillery Rgt[622]
B11.10: 60/ 16 Mur

B10.10: 146 Arty/ 16 Mir

B9.10: 1x 18-0 HQ[48 Pz]

B10.07: 156/ 16 Mir

B9.06: (341 Rec, MC)/ 16 Mur

B8.06: 1x 20-4-3 Inf Div[134] -1 Step
B7.05: 1x 12-0 HQ[34]

B8.03: 1x 20-4-3 Inf Div[45]

B7.08: 6 SPs + 3T

B6.08: 2 Truck Points

B1.10: 2 Truck Points

B1.09: 8 Wagon Points

German Air:

Hex Level Adr Units

Ad.25 2 1x Bf109e, 1x Bf105f,
2x Jus2

Ab.14 2 2x Bf109f, 2+r x Ju87h,
3x Helllh

B9.15 2 1x Bf109f, 2x Ju88a,
2x Helllh

B3.08 2 rx Dol7z 2x Jus2,
2x Bf110c

B17.20 1 2x BI109f, 2x Ju87b

B35.29 1 1x BF109f

Notes:

Weather Condition is Normal.

Turn: 4

Soviet:

A9.35: 1x 12-3-2 Inf Div[242]

AB.34: 1x 8-1-1 Inf Div[251]

A9.33: 1x 12-3-2 Inf Div[119]

A11.34: 30 Army HQ

A11.33: 30 Army Penal

Al12.34: 30 Army RR

A13.35:2 SPs

A9.25: 1x 12-3-2 Inf Div[107], Level 1
Hedgehog

A9.24: 1x 12-3-3 Semi-Mtr Div[106], Level
1 Hedgehog

A9.23: 1x 12-3-2 Inf Div[194], Level 1
Hedgehog

A9.22: 1x 12-3-3 Semi-Mir Div([103],
Level 1 Hedgehog

A10.24: 1x Artillery Bde

Al10.23: 1x Artillery Bde

ATL21: 1x 10-2-1 Inf Div[309]

A12.22: 1x20-1-3 Tk Div[102), 1x 12-4-6
Tk Bde

A12.19: 1x Artillery Bde

A12.18: 1x 8-1-1 Inf Div[211]

A13.21: 24 Army HQ, RR & Penal

A13.19: 1x 12-3-2 Inf Div[53] -1 Step

A14.19: 1x 8-0-1 Militia Div[5 Militia]
-1 Step
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A15.20: 1x 8-0-1 Militia Div[21 Militia]

A15.2%: 1x 10-2-1 Inf Div[133]

Al7.22: 12 8-0-1 Militia Div[1 Militia]

Al18.22: 1x 8-0-1 Militia Div{17 Militia]

A9.32: 1x 8-1-1 Inf Div[38]

A9.31: 1x 12-3-2 Inf Div[129], Level 1
Hedpehog

A9.30: 1x 10-2-1 Inf Div[108]

A9.29: Ix Anillery Bde

AB.29: 1x 12-3-3 Semni-Mtr Div[1], Level 1
Hedgehog

A8.28: 1x 10-2-1 Inf Div[152], Level 1
Hedgehog

AB.26: 1x 12-3-2 Inf Div[64]

AB2T: 1x 12-3-3 Semi-Mir Div[105]

A10.30: 1x Anillery Bde

Al0.29: 16 Ammy HQ

A10.28: 1x 20-1-3 Tk Div[101], 1x 10-3-4
Tk Bde

Al1.29: Ix 8-1-1 Inf Div[50]

A13.29: 16 Army RR & Penal

A18.06: 1x 10-2-1 Inf Div[278)

A16.05: 1x 8-1-1 Inf Div[280]

A16.04: 1x 8-1-1 Inf Div[260]

Al7.04: 1x 14-3-3 Inf Div[287]

AlB03:28Ps + 1T

A21.04: 1x Cav Bde[55)

A20.02: 50 Army RR & Penal

Al16.01: 1x 14-3-3 Inf Div[283], 1x Antillery
Bde

Al15.01: 1x 10-2-1 Inf Div[258)

B13.33: Ix 8-1-1 Inf Div[L1 Avn]

B13.31: 1x Astillery Bde

B12.31: 1x 14-3-3 Inf Div[232], Level 1
Hedgehog

B10.29: 1x 14-3-3 Inf Div[299], Level 1
Hedgehog

B10.27: 1x 8-1-1 Inf Div[47 Awvn]

B14.24: 1x 10-2-1 Inf Div[307 -1 Swep
{Unit is marked No Supply)

B14.30: 3 Army HQ

B15.31: 14 5Ps

B17.31: 3 Amy RR & Penal

B18.30: 4 Truck Points, 6 5Ps + 3T,
13 Anmy RR & Penal

B19.31: 1x 10-3-4 Tk Bde

B19.30: 1x 20-1-3 Tk Div[108] -1 Step,
1x Katyusha Bde

B18.28: 4 SPs + 2T

A22.32: 1x 8-0-1 Militia Div[18 Militia]

A21.31: 1x 8-0-1 Militia Div[13 Militia]

A18.28: 1x 8-0-1 Militia Div[8 Militia]

A27.33: 1x 14-3-3 Inf Div[73] -1 Step

A30.32: 1x 10-2-1 Inf Div|248]

A32.32: 16 SPs + 3T

B18.07: 1x 8-1-1 Inf Div[219]

B18.09: 1x 8-1-1 Inf Div[290] -1 Step

B21.11: 1x 8-1-1 Inf Div[293]

B22.12: 1x 12-3-2 Inf Div[135]

B23.12: 1x Anillery Bde

B25.12: 40 Army HQ

B26.10: 1x 20-1-3 Tk Div[69]

B26.12: 40 Army RR & Penal

B27.12: B SPs

B43.31: 1x 12-4-6 Tk Bde

B41.32: 1x Cav Bde[14]

B40.32: 1x 10-34 Tk Bde, 1x 14-3-3 Inf

Div[154]

B40.33: 1x Katyusha Bde

B39.33: 1x 14-3-3 Inf Div[24]

B39.34: 1x Cav Bde[3]

A41.01: 16 SPs+ 1T

A43.02: 5 Cav Corps HQ

A48.30: 1x 10-2-1 Inf Div[217]

A49.31: Ix Katyusha Bde

A49.32: 1x Anillery Bde

AS53.28: 1x Anillery Bde

A53.33: 1x Katyusha Bde

A53.34: 16 SPs + 1T

A54.32: 13 Army HQ

A54.33: Sulin

A54.34: 16 Truck Points

A55.33: 2x Pax Repl

A55.34:"1x Eq Repl

AS57.30: 25Ps + 2T

B32.12: 1x 12-4-6 Tk Bde, 1x 20-1-3 Tk
Div[10]

B33.13: 2x Anillery Bde

B33.14: 1x 10-3-4 Tk Bde, Ix 10-2-1 Inf
Div[238]

B34.11: 32 5Ps + 2T

B34.12: 4 Truck Points, 8 SPs

B61.09: 1x Anillery Bde

B62.08: 8 SPs + 3T

AS50,09: 1x 12-3-3 Semi-Mir Div[220]

AS50.10: 4 Truck Points

AS51.10: 1x 14-3-3 Inf Div[117]

AS1.11: 20 SPs

AS52.10: 1x 7-3-3 Mun Inf Div[194 Min]

A37.18: 1x 8-0-1 Militia Div[2 Militia]

A36.22: 1x 8-0-1 Militia Div[4 Militia]

A38.18: 1x Anillery Bde

A38.19: 4 Truck Points

A39.19: 49 Anmy HQ, RR & Penal

AdL17T: 22 8Ps + IT

Sovict Air:

Hex Level  Air Units

Ad40.18 1 1x LaGG3, 3x IL2,
2x Pe2, 1z [L4

AS52.12 1 3z IL4, 4x SB2

B18.O7~ 1 none

B36.12 1 1x 115, 2x IL4

B62.07 1 2x Yakl

AS51.34 2 2x MiG3, 2x Po2,
1x Hurri2

A36.33 2 2x MiG3, 2x TB3,
1x LaGG3

AS7.32 2 3Ix G2, 6x Li2

German:

AT.34: 1x 20-4-3 Inf Div[8] -1 Step

AT.32: 1x 20-4-3 Inf Div[87] -1 Siep

A6.29: 1x 20-4-3 Inf Div([28]

A3.31: 1x 12-0 HQIS]

A3.29: 1x Anillery Rgi[41]

AT.27: 1x 20-4-3 Inf Div[15]

AT.25: 1x 20-4-3 Inf Div[263] -1 Step

A7.23: 1x 20-4-3 Inf Div[183]

AS5.25: 1x 12-0 HQ[9]

A2.24: 1x Pax Repl

A2.25: Railhead Marker

A2.26: Railhead Marker

Al26:78Ps+ 1T

Al.2T: 12 Wagon Points

AT.21: 1x 20-4-3 Inf Div[T]

A6.20: Ix Anillery Rgt[786], 1x Flame AG
Bn[100]

AS5.21: = 12-0 HQ[20], 1x 20-5-3 Inf Div[78
Aslt]

A5.19: 1x 20-4-3 Inf Div([292]

AB.19: 1x 20-4-3 Inf Div[268] -1 Step

A9.18: 1x 20-4-3 Inf Div[267], 1x AG Bn[226)

A10.16: 1x 20-4-3 Inf Div[23], 1x AG Bn[192]

Al1.16: 2x Anillery Rgt[617, 618]

A12.16: 1x 20-4-3 Inf Div[197)

A13.17: 1x 20-4-3 Inf Div[258]

AB.14: 1x 12-0 HQJ[T7]

A7.14: 4 5Ps

A7.13: 13 5S Police Rgt

A6.13: 2x Sg Anillery Bn[768 Sg, 833 Sg)

AS5.15: 12 Truck Points

A24.34:2-7/ 10 Pz

A24.33: 86 Shu/f 10 Pz

A23.32: (10 MC, 69 Shu)/ 10 Pz

A23.31: (1-7, 90 Rec)/ 10 Pz

A23.30: (1-3, 304 Shu)f 2 Pz

A23.29: 90/ 10 Pz

A23.28: 1x 18-0 HQ[40 Pz], 4 SPs

A22.29:2-3/2 Pz.

A20.28: (2 MC, 2 Shu)/ 2 Pz

A22.26: 1x 18-0 HQ[57 Pz], (92 Rec, 2-21, 59
Shu)/ 20 Pz

A22.25: (20 MC, 1-21, 3-21, 112 Shu)/ 20 Pz

A25.28:74/2 Pz

A21.25: 92/ 20 Pz

A21.24: (53 Ree, MC, 29)/ 3 Mir

A21.23:3 Any/ 3 Mur, 4 SPs + 2T

A20.22: 8/3 Mir

A28.31: (R Rec, Fuhrer, R MC, 11 58)/ §§
Reich

A27.31: (R Any, Deuld)/ SS Reich,
25Ps+ 1T

A18.20: (2-15, 110 Shu)/ 11 Pz

A20.19: 1x 20-4-3 Inf Div[252] -1 Step

A23.19: 1 5P+ 2T

AlB.18:119/11 Pz

A17.19: (231, 111 Shu)/ 11 Pz

A17.18: (61 MC, 1-15)/ 11 Pz

A15.18: 1x 20-4-3 Inf Div[262]

A19.18: 1x 18-0 HQ[46 Pz]

A20.17: 4 5Ps + 2T

A20.16: 116/5 Pz

A20.14: (1-31, 13 Shu)/ 5 Pz

A22.15: (2-31, 14 Shu)/ 5 Pz

A28.13: 55 MC/5 Pz

Al0.09:6SPs + 1T

Al4.11: 1x 12-0 HQ[12]

A19.08: 1x 20-4-3 Inf Div[34]

A16.08: 1x 20-4-3 Inf Div[52]

A14.05: 1x 20-4-3 Inf Div[31]

ALLO6: 1x 12-0 HQ[43]

A12.04: 1x RR Rgt[5], Railhead Marker

A14.03: 1x 20-4-3 Inf Div[131] -1 Step

A13.02: 1x 20-4-3 Inf Div[167] -1 Step

A1L.03: 1x 12-0 HQ[53]

A23.04: Grossdeutschland Inf Rgt,
Ix Anillery Bn[440]

A25.02: (1-18, 3-18, 52 Shu)/ 18 Pz

A17.02: (1-39, 40 Shu)/ 17 Pz

Al18.01: (27 Rec, 63 Shu)/ 17 Pz

A19.01: (17 MC, 2-39)/ 17 Pz, 5 SPs

B20.34: 27/ 17 Pz

B22.33: (88 Rec, 101 Shu)/ 18 Pz

B24.32: 88/ 18 Pz

B24.33: (18 MC, 2-18)/ 18 Pz

B25.33: 1x 18-0 HQ[47 Pz]

B21.29: (29 Rec, MC)/ 29 Mir

B20.27: 71/ 29 M

B20.26: 29 Arty/ 29 Mur

B18.26: 15/ 29 Mrr

B26.25: 3 SPs

B24.24: (10 Rec, MC, 41, 10 Any, 20)/ 10 Mtr

B20.23: 1x RR Rgt[1], Railhead Marker

B22.19: (9 Rec, 10 Shu)/ 9 Pz

B21.18: 59 MC/ 9 Pz

B20.18: 102/9 Pz

B20.17: (1-33, 11 Shu)/ 9 Pz

B18.16: 2-33/9 Pz

B18.15: 60/ 16 Mur

B17.15: 146 Any/ 16 Mur
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B11.34: 1x 20-4-3 Inf Div[296]
B9.34: 1x 20-4-3 Inf Div[17] -1 Siep
B8.32: 1x 12-0 HQ[13], 1x 20-4-3 Inf Div[260]
-1 Step

B732: 1T
B6.30: 2/ 1 Cav
B5.29:21/ 1 Cav, 4 SPs +2T
B5.27: 22/ 1 Cay
B5.26: 1/ 1 Cav (Cav Type)
B4.26: 1 Arty/ 1 Cav
B4.27: 1/ 1 Any (Bicycle Type)
B38.31: (34 MC, 2-35, 12 Shu)/ 4 Pz
B39.30: 3x AG Bn[177, 202, 203]
B37.32: 3T

B37.29: 43 Asli Eng Bn
B37.28: 2x AG Bn[191, 210]
B36.27: 5 MG Bn

B35.30: (7 Rec, 1-35,33 Shu)/4 Pz
B35.33: (3 MC, 1, 394 Shu)/ 3 Pz
B34.32: (1-6,2-6,3 Shu)/ 3 Pz
B34.30: 103/4 Pz

B34.29: 1x 18-0 HQ[24 Pz), 21 SPs
B33.32:75/3 Pz

B33.30: 1x Anillery Rpgt[622]
B33.29: 8 Truck Points

B14.20: 4 SPs

B12.20: 1x 12-0 HQ[35]

B10.19: 4 SPs

B16.17: 1x 18-0 HQ[48 Pz]

B15.17: 2 8Ps

B14.16: 2 Truck Points

B15.23: 1x 20-4-3 Inf Div[293] -1 Siep
B12.22: 1x 20-4-3 Inf Div[112]
B10.22: 1x 20-4-3 Inf Div[95]
B8.14: 1T

B17.13: (341 Rec, MC)/ 16 Mir

B15.13: 156/ 16 Mur

B14.11: 35/25 Mir

B13.11: (25 Rec, MC, 119)/25 Mir
B13.12: 25 Arty/ 25 Mir

B12.07: 1x 20-4-3 Inf Div[134] -1 Step
B12.04: 1x 20-4-3 Inf Div[45]
B10.07: 1x 12-0 HQ[34]

B7.08:3 SPs + 3T

B2.0§: Railhead Marker

B2.09: 18P+ 3T

B2.10: 1x Pax Repl

B1.11: 4 Wagon Points

B1.10: 2 Truck Points, 4 Wagon Points
B1.09: 8 Wagon Points

German Air:

Hex Level Air Units

A4.25 2 1x Bf109e, 1x BF109f,
2x Jus2

A6.14 2 2x Bf109f, 2+r x JuBTb,
3x Helllh

B9.15 2 1x BF109f, 2x JuB8a,
2x Helllh

B3.08 2 rx Dol7z, 2x Ju§2,
2x Bfl10c

A23.27 1 none

A21.16 1 none

B23.33 1 none

B17.20 1 2x Bf109f, 2x Ju8Tb

B35.29 1 1x Bf109f

Notes:

Weather Condition is Normal.

Turn: 5

Soviet:
The following units were at “No Supply”
last turn:

A9.35: 1x 12-3-2 Inf Div[242]

A9.34: 1x 8-1-1 Inf Div[251]

A9.33: 1x 12-3-2 Inf Div[119]

A9.32: 1x 8-1-1 Inf Div[38]

A9.31: 1x 12-3-2 Inf Div[129], Level 1
Hedgehog

A9.30: Ix 10-2-1 Inf Div[108]

A9.29: 1x Artillery Bde

AB.29: Ix 12-3-3 Semi-Mir Inf Div[1],
Level 1 Hedgehog

AB.28: 1x 10-2-1 Inf Div[152], Level 1
Hedgehog

AB.26: 1x 12-3-2 Inf Div[64] -1 Step

A8.27: 1x 12-3-3 Semi-Mtr Inf Div[105]

A9.28: 1x 20-1-3 Tk Div(101] -1 Step,
1x 10-3-4 Tk Bde

A10.29: 16 Army HQ

A10.30: 1x Artillery Bde

Al11.29: 1x 8-1-1 Inf Div[50]

Al3.29: 16 Ammy RR & Penal

A11.33: 30 Army Penal

Al1.34: 30 Amy HQ

A12.34: 30 Army RR

A9.25: 1x 12-3-2 Inf Div[107] -1 Step,
Level 1 Hedgehog

A10.24: 1x Anillery Bde

A9.24: Ix 12-3-3 Semi-Mtr Inf Div[106] -1
Step, Level | Hedgehog

A9.23: Ix 12-3-2 Inf Div[194], Level 1

. Hedgehog

A9.22: 1x 12-3-3 Semi-Mir Inf Div[103],
Level 1 Hedgehog

A11.21: 1x 10-2-1 Inf Div[309]

A12.22: 1x 20-1-3 Tk Div[102], 1x 12-4-6
Tk Bde

A12.18: 1x 8-1-1 Inf Div[211] -1 Step

A13.19: 1x 12-3-2 Inf Div[53] -1 Step

A13.21: 24 Army HQ, RR & Penal

A15.20: 1x 8-0-1 Militia Div[2]1 Militia]
-1 Step

A15.21: 1x 10-2-1 Inf Div[133]

Al17.22: 1x 8-0-1 Militia Div[1 Militia]
-1 Step

A18.22: 1x 8-0-1 Militia Div[17 Militia]

A21.33: 1x 8-0-1 Militia Div[18 Militia]

Al18.28: 1x 8-0-1 Militia Div[8 Miliua]
-1 Step

A20.31: 1x 8-0-1 Militia Div[13 Militia)
-1 Step

Al19.04: 1x Cav Bde[55]

A19.03: 50 Army RR & Penal

A18.06: 1x 10-2-1 Inf Div[278]

A16.05: 1x 8-1-1 Inf Div[280]

Al16.04: 1x 8-1-1 Inf Div[260]

A17.04: 1x 14-3-3 Inf Div([287)

A16.01: 1x 14-3-3 Inf Div[283],
1x Aniliery Bde

B12.30: 1x 14-3-3 Inf Div([299]

A15.01: 1x 10-2-1 Inf Div[258)

B17.30: 3 Anmy RR & Penal

B14.30: 3 Ammy HQ

B13.29: 1x 8-1-1 Inf Div[47 Avn]

B13.31: Ix Artillery Bde

B13.33: 1x 8-1-1 Inf Div[11 Avn]

B12.31: 1x 14-3-3 Inf Div[232], Level 1
Hedgehog

The following units were supplied last tum:

A37.30: 1x 8-0-1 Militia Div[4 Milita)
-1 Step

A37.31: 1x 10-2-1 Inf Div[217]

A37.32: 1x Cav Bde[17]

A38.30: 1x Antillery Bde

A40.30: 18 SPs

A37.18: 1x 8-0-1 Militia Div[2 Militia]

A38.18: 1x Anillery Bde

A38.19: 4 Truck Points

A39.19: 49 Army HQ, RR & Penal

Ad41.17: 28 SPs + 2T

A50.10: 4 Truck Points

A50.09: 1x 14-3-3 Inf Div[117]

AS51.11: 26 SPs

A52.10: 1x 7-3-3 Min Inf Div[194 Min]

A44.02: 1x Cav Bde[3], 1x 12-4-6 Tk Bde

A44.03: 1x 14-3-3 Inf Div[24] -2 Steps

A45.02: 1x 12-3-3 Semi-Mir Inf Div[220]
-1 Step

A45.03: 1x Artillery Bde

A46.03: 1x 10-2-1 Inf Div[5],
5 Cav Corps HQ

A46.04: 10 SPs + 2T

B61.09: 1x Artillery Bde

B62.08: 20 SPs + 2T

A55.28: 1x Katyusha Bde

A53.28: 1x Katyusha Bde, 1x Anillery Bde

A49.31: 2x Katyusha Bde

Ad49.32: 1x Anrtillery Bde

Ad48.31: Ix 12-4-6 Tk Bde,
1x 14-3-3 Inf Div[93]

A53.34: 128Ps + IT

A54.32: 13 Army HQ

A54.33: Stalin

A54.34: 16 Truck Poinls

AS55.32: 10 SPs

AS55.33: 2x Pax Repl

A55.34: 1x Eq Repl

B23.10: 1x 8-1-1 Inf Div[219]

B23.13: 1x 8-1-1 Inf Div[290] -1 Step

B24.14: 1x 8-1-1 Inf Div[293]

B25.14: 1x Anillery Bde

B25.12: 40 Ammy HQ

B26.14: 1x 12-3-2 Inf Div[135]

B26.12: 40 Army RR & Penal

B27.12: 10SPs + 1T

B28.13: 1x 20-1-3 Tk Div[69)

B32.12: 1x 12-4-6 Tk Bde, 1x 20-1-3 Tk
Div[10]

B33.13: 2x Arﬁl]ery Bde

B33.14: 1x 10-3-4 Tk Bde, 1x 10-2-1 Inf
Div[238]

B34.11: 30 SPs + 2T

B34.12: 4 Truck Points, 3 SPs

Soviet Air:
Hex Level Air Units
A40.18 1 2x112,2x Pe2, 1x I1L4
AS52.12 1 1x MiG3, 3x SB2,
2x IL4
B36.12 1 1x 115, 2x IL4, 1x L2
B62.07 1 2x Yakl
A51.34 2x MiG3, 2x Po2,
1x Hurri2
A56.33 2 1x MiG3, 1x TB3,
2x LaGG3
AS57.32 2 3x G2, 6x Li2
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German:

A5.33: 1x 204-3 Inf Div[8] -1 Step

AS5.31: 1x 20-4-3 Inf Div[87] -1 Siep

A6.29: 1x 20-4-3 Inf Div[28}

A331: 1x 12-0 HQ[S)

A2.30: 25Ps

A2.29: 4 Wagon Points

A3.29: 1x Anillery Rgi{41]

AB.27: 1x 20-4-3 Inf Div[15]

Al.27: 8 Wagon Points

Al1.26: 8 5Ps + 3T

A2.26: Railhead Magker

A2.25: Railhead Marker

A2.24: 1x Pax Repl

A4.26: 4SPs

A5.25: 1x 12-0 HQ[9]

A4.23: 1x 20-4-3 Inf Div[137]

A7.25: 1x 20-4-3 Inf Div[263] -1 Siep

AT.23: 1x 20-4-3 Inf Div[183]

A7.21: 1x 20-4-3 Inf Div[7]

A6.20: 1x Flame AG Bn[100], 1x Anillery
Rgt[786]

A5.21: 1x 12-0 HQI20], 1x 20-5-3 Inf
Div[78 Aslt]

AS5.19: 1x 20-4-3 Inf Div[292]

AS.14: Ix 12-0 HQ[T7]

AT.13: 1x Police Rg1[13 §5]

AB.19: 1x 20-4-3 Inf Div[268] -1 Step

A9.18: 1x 20-4-3 Inf Div[267], 1x AG
Bn(226]

A10.16: 1x 20-4-3 Inf Div[23], 1x AG
Bn[192]

Al1.16: 2x Anillery Rgt[617, 618]

Al12.16: 1x 20-4-3 Inf Div[197]

Al3.17: 1x 20-4-3 Inf Div[258]

A15.18: 1x 20-4-3 Inf Div[262]

Al17.19: (231,111 Shu)/ 11 Pz

A17.18: (1-15, 61 MCy/ 11 Pz

A18.20: (2-15, 110 Shu)/ 11 Pz

AlB.18:119/11 Pz

A24.19: 1x 20-4-3 Inf Div[252] -1 Step

A23.19: 2T

A21.16: 1x 18-0 HQ[46 Pz]

A20.17: 6 5Ps + 2T

A20.19: (1-27,2-27,19)/ 19 Pz

A20.20: 74 Shu/ 19 Pz

A20.21: (19 Rec, 73 Shu)/ 19 Pz

A20.22: 2x Sg Artillery Bn[768 Sg, 833 5gl,
8/3 Mur

A21.23: 4 5Ps + 2T

A21.22: 3 Anty/ 3 Mur

AZ20.25:29/3 Mir

A22.25: (53 Rec, MC)/ 3 Mir

A22.28: 12 Truck Points

A20.28: (2 MC, 25hu)/ 2 Pz

A20.29:2-3/2 Pz

A21.29: 74/ 2Pz

A22.30: (1-3, 304 Shu)/ 2 Pz

A23.28: 4 5Ps

A23.29: 1x 18-0 HQ40 Pz

A23.32: 112 Shu/ 20 Pz

A23.34: (2-21, 59 Shu)/ 20 Pz

A23.35:92 Rec/ 20 Pz

A24.30: 92/ 20 Pz

A2532: (20 MC, 1-21,3-21)/20 Pz

A26.30: 1x 18-0 HQ[5T Pzl

A32.31: 4 SPs

A34.31: (90 Rec, 86 Shu)/ 10 Pz

A35.32: 90/ 10 Pz

A35.31: R Arty/ S5 Reich

A36.30: (Fuhrer, Deudd, 11 85, R MC, R
Rec)/ SS Reich

A3631:(1-7,2-7,10 MC, 69 Shu)/ 10 Pz

A28.13: 116/ 5Pz

A29.14: (2-31, 14 Shu) 5 Pz

A29.12: 55 MC/ 5 Pz

A30.12: (1-31, 13 Shu)/ 5 Pz
Al0.09: 11 5Ps + 1T

A19,08: 1x 20-4-3 Inf Div[34]
A15.08: 1x 20-4-3 Inf Div[52]
A13.06: 1x 20-4-3 Inf Div[31]
Al13.08: 1x 12-0 HQ[12]

A12.05: 1x 12-0 HQ[43]

Al11.03:"1x 12-0 HQ[53]

A15.03: 1x RR Rgi[5], Railhead Marker
A15.02: 1x 20-4-3 Inf Div[167] -1 Swep
A18.01: 1x 20-4-3 Inf Div[131] -1 Step
A19.01: 2 SPs

A23.07: (2-18, 18 MC){ 18 Pz
A23.08: (1-18, 3-18, 52 Shu)/ 18 Pz
A24.07: (88 Rec, 101 Shu, 88)/ 18 Pz
B20.34: 1x 18-0 HQ[47 Pz]

B18.33: 1-39/ 17 Pz

B19.33: 40 Shuy/ 17 Pz

A20.01: (63 Shu, 27)/ 17 Pz

A20.02: (2-39, 17 MC)/ 17 Pz
B21.32: 15/ 29 Mir

B21.30: (29 Rec, MC)/ 29 Mir
B21.28: 71/ 29 Mur

B22.31: 29 Anty/ 29 Mur

B25.33: 55Ps

B26.33: 8 Truck Points
A34.02:75/3 Pz

A35.02: (1-6, 2-6, 3 Shu)/3 Pz
A35.03: (1, 3 MC, 394 Shu)/ 3 Pz
B43.34: 1z AG Ba[l77]

B39.33: (7 Ree, 33 Shu)/ 4 Pz

B41.30: 2x AG Bn[202, 203], 34 MC/ 4 Pz

B39.29: 2x AG Bn[191, 210]
B39.32: 43 Aslt Eng Bn
539.34:.(]—35. 2-35,12 Shu)/ 4 Pz
B18.32: 1x Anillery Rg1[622], 103/4 Pz
B26.25: 3 5Ps
B23.24: 10 Any/ 10 Mir
B22.23: (10 Rec, 20, MC) 10 Mir
B24.24: 41/ 10 Mir
B20.23:3 5Ps
B5.29:35Ps + 1T
B5.28: 1 Anyf | Cav
B36.27: 5 MG Bn
B34.29: 24 5Ps + 3T
B34.30: 1x 18-0 HQ[24 Pz]
B32.33: Grossdeutschland Inf Regt,

1x Anillery Bn[440]
B33.29: 2 Truck Points
B30.27: 1x RR Rgt[1], Raithead Marker
A12.01: 1x 20-4-3 Inf Div(296]
B11.34: 1x 20-4-3 Inf Div([17] -1 Step
B11.33: 1x 20-4-3 Inf Div[260] -1 Step
B8.32: 1x 12-0 HQ[13]
B7.30:2/ 1 Cav
B6.26: 1/ 1 Cav (Cav Type)
B6.27: 22/ 1 Cav
B6.28:21/1 Cav
B5.27: 1/ 1 Cav (Bicycle Type)
B10.23: 1x 20-4-3 Inf Div[95]
B10.19: 3 5Ps
B12.20: 1x 12-0 HQ[35]
B12.23:.1x 20-4-3 Inf Div[112]
B14.23: 1x 20-4-3 Inf Div[293] -1 Siep
B14.11: 35/ 25 Mur
B13.11: (25 Rec, 119, MC)/ 25 Mir
B13.12: 25 Arty/ 25 M
B8.14: 1T
B9,12: 1x 6-2-2 Sec Div[221]
B12.07: 1x 20-4-3 Inf Div[134] -1 Step
B12.04: 1x 20-4-3 Inf Div[45]
B10.07: 1x 12-0 HQ[34]

B10.03: 1x 6-2-2 Sec Div[403]
B7.08:25Ps + 1T

B3.09: 4 5Ps

B2.08: Railhead Marker
B2.09: 10 5Ps + 3T

B2.10: 2x Pax Repl

R1.09 16 Wagon Points
B25.19: (9 Ree, 10 Shu)/ 9 Pz
B24.18: 102/9 Pz

B24.17: 59 MC/ 9 Pz
B23.17:(1-33, 11 Shu)f 9 Pz
B21.17: 2-33/9 Pz,
B19.15: 60/ 16 Mur

B1B.15: 146 Any/ 16 Mir
B18.13: (341 Rec, MC)/ 16 Mtr
B17.13: 156/ 16 Mir

B16.17: 1x 18-0 HQ[48 Pz]
B15.17: 35Ps
B14.16: 2 Truck Points

German Air:

Hex Level Air Unils

Ad.25 2 1x Bfl09e, 2x Jus2

AB.14 2 1x BFLO9E, 2x JuBTh,
3x Helllh

B9.15 2  none

B3.08 2 1x BF109F, 2x Ju52

A23.27 1 1x BF109§

A21.16 1 1x Bf109f, rx Ju87b

B23.33 1 none

B17.20 1 1x BF109f, 14r x Ju8Tb,
2x Ju88a, 14rx Helllh

B18.07 1 none

B35.29 1 2x Bf109f, 2x Bf110c,
rxDol7z

Notes:

Weather Condition is Normal

Turn: 6

Soviet:

A39.31: 1x Cav Bde[17]

A39.30: 1x 10-2-1 Inf Div[217] -1 Step,
1x Anillery Bde

A40.30: 16 5Ps

A48.30: 1x 14-4-3 Inf Div[6 Gds]

A48.31: 1x 12-4-6 Tk Bde

A49.30: 1x Anillery Bde

A49.31: 2x Katyusha Bde

A49.32: 2x Anillery Bde

A50.31: 2 Truck Points

AS51.31: 85Ps + 3T

A52.27: 50 Army HQ

A53.28: 10 SPs

AS53.32: 16 Truck Points

AS54.33: Stalin

A55.32: 34 5Ps + IT

A52.14: 225Ps + IT

ASL11: 1x 14-3-3 Inf Div[117]

AS51.12: 3 Army HQ, 1z Artillery Bde

A49.12: 1x 7-3-3 Min Inf Div[194 Mwmn]

AS51.13: 4 Truck Points

A46.25: 1x 10-2-1 Inf Div[100]

A47.26: 2x Anillery Bde

A51.24: 1x 10-2-1 Inf Div[312]

AS51.25: 1x Katyusha Bde

A49.19: 1x 14-4-3 Inf Div[93]

A48.16: 1x 10-2-1 Inf Div[19]

A49.17: 1x Katyusha Bde

AS51.17: 49 Ammy HQ

AS54.09: 1x 10-3-4 Tk Bde
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A45.05: 1x 14-3-3 Inf Div[24] -2 Steps

A45.04: 1x Cav Bde[31]

A46.04: 1x Artllery Bde

A46.03: 1x 12-3-3 Semi-Mur Inf Div[220]
-2 Steps

Ad48.05: 5 Cav Corps HQ

A49.06: 8 SPs

AS0.03: 1x 12-4-6 Tk Bde

B51.32: 1x 10-2-1 Inf Div[238]

B51.33: Ix 12-3-2 Inf Div[135]

B51.34: 2x 12-4-6 Tk Bde

B52.32: 2x Katyusha Bde

B52.33: 1x Katyusha Bde

B54.29: 4 Truck Points

B54.31: 20 SPs

B54.32: 13 Army HQ

B62.08: 24 5Ps + 1T

B61.09: 1z Anillery Bde

B25.12: 1x 8-1-1 Inf Div(290] -1 Step

B26.10: 1x 8-1-1 Inf Div[219]

B30.13: 1x 8-1-1 Inf Div[293]

B31.13: Ix Anillery Bde

B32.11: 40 Army HQ

B32.13: 1x 20-1-3 Tk Div[69]

B33.12: 40 Army RR & Penal

B33.13: Ix Anillery Bde

B33.14: 1x 10-3-4 Tk Bde

B34.11: 36 SPs

B34.12: 4 Truck Points, 6 SPs

Soviet Air:
Hex Level  Air Units
A52.12 1 Ix MiG3, 3x SB2,
5x IL4
B36.12 1 1x 115, 2x 114, 1x 112
B62.07 1 2x Yakl
AS51.34 2 2x LaGG3, 1x Humi2,
2x 112, 2x Po2, 1x MiG3
AS56.33 2 2x MiG3, 1x TB3
AS57.32 2 Ix G2, 6x Li2
German:
A1.26:2SPs + 2T

AL27: 1x RRRgi[5]

A2.24: 1x Pax Repl

A2.25: Railhead Marker

A2.26: Railhead Marker

A4.26: 1 SP

A25.30: 5 SPs

A26.30: 1x Anillery Rgt[41], 2x Sg Anillery

Bn[768 Sg, 833 5G]

A27.31: 1x 6-2-2 Sec Div[707)

A28.31: 1x 20-4-3 Inf Div([98)

A30.31: 4 5Ps

A31.32: 1x 18-0 HQ[40 Pz)

A32.31: 2T

A36.31: 90/ 10 Pz

A37.31: R Any/ SS Reich

A38.30: (Fuhrer, 11 §S. R MC, R Rec,
Deutld)/ SS Reich

A38.31: (90 Rec, 86 Shu, 1-7,2-7, 69 Shu)
/10Pz

A24.19; 1x 20-4-3 Inf Div([267]

A25.20: 1x 20-4-3 Inf Div[23], 1x AG
Bn[192]

A26.20: 1x AG Bn[226], 2x Antillery
Rgt(617, 618]

A27.20: 1x 20-4-3 Inf Div[197]

A28.20: 1x 20-4-3 Inf Div[258]

A9.29: 1x 20-4-3 Inf Div[137]

A11.29: 4 Wagon Points, 3 5Ps

Al2.26: 1x 20-4-3 Inf Div[263] -1 Step

Al13.27: 1x 20-4-3 Inf Div[183],
1x 12-0 HQ[9]

A13.29: 1x 20-4-3 Inf Div[15]

A21.28: 8 Truck Poinis

A21.29: 1x 20-4-3 Inf Div(87] -1 Step

A22.30: 1x 20-4-3 Inf Div[28]

A22.29: 1x 12-0 HQ[S], 1x 20-4-3 Inf
Div(8] -1 Step

A22.28:7 5Ps

A23.29: 8 Wagon Points

Al5.16: 1x 12-0 HQ[12]

A20.13: 1x 20-4-3 Inf Div[31]

A20.14: 1x 20-4-3 Inf Div([52]

A20.15: 4 Truck Points

A20.16: 6 SPs

A21.17: 1x SS Police Rgt[13 SS)

A21.18: 1x 20-4-3 Inf Div[262]

A22.18: 1x 12-0 HQ[T)

A31.15: 1x 20-4-3 Inf Div[167] -1 Step,
1x 20-4-3 Inf Div[34]

A27.11: 1x 20-4-3 Inf Div[260] -1 Step

A24,08: 1x 20-4-3 Inf Div[296]

A23.08: 1x 20-4-3 Inf Div[17] -1 Step

A22.05: 1x 12-0 HQ[53]

A21.03: 1x 12-0 HQ[13]

A20.02: (2, 21)/1 Cav

A19.02: (1(cav), 1(bike), 22)/ 1 Cav

A19.01: 8 SPs

A20.01: Railhead Marker

Al8.01: 1 Any/ | Cav

Al17.01: 4 Wagon Points

Ad41.24: (2-27, 74 Shu, 73 Shu, 19)/ 19 Pz

A33.23: 35Ps

A34.23: 1x 20-4-3 Inf Div[292]

A35.24: 1x 20-4-3 Inf Div[252] -1 Step

A36.23: Ix Anillery Rgt[786], 1x Flame AG
Bn[100]

A37.24: 1x 20-5-3 Inf Div[78 Aslt]

A38.23: 1x 12-0 HQ[20], 1x 20-4-3 Inf
Div(7]

A37.21: 3 Any/ 3 Mir

A39.21: 29/ 3 Mur

A40.20: 1 5P + 2T

A40.21: 8/3 Mur

A41.22: (53 Rec, MC)/ 3 Mur

A38.19: 1x 20-4-3 Inf Div[131] -1 Step

A38.18: 2 Truck Points

A39.19: (13 Shu, 55 MC)/ 5 Pz

A39.18: 1x 12-0 HQ[43)

A40.17:5 8Ps

Ad0.16: 116/5 Pz

Ad42.16: (1-31,2-31, 14 Shu)/ 5 Pz

B2.08: Railhead Marker

B3.09:3 SPs

B6.14:2 SPs

B7.14: 2x Pax Repl

B8.14: 1T

B12.07: 4 Wagon Points, 4 SPs

B13.06: Ix 6-2-2 Sec Div[403]

B15.08: 1x 12-0 HQ[34]

B20.07: 1x 20-4-3 Inf Div[45]

B19.10: 1x 20-4-3 Inf Div(134] -1 Step

B16.17: 2 Truck Points, 2 SPs

B18.21: 1x 6-2-2 Sec Div[221)

B19.17: 25 Anty/ 25 Mur

B20.16: (341 Rec, MC)/ 16 Mir

B20.17: 119/25 Mur

B21.18: (25 Rec, 35, MC)/ 25 Mir

B21.20: 1x 18-0 HQ[48 Pz)

B23.16: 156/ 16 Mir

B24.17: 146 Any/ 16 Mir

B25.16: 60/ 16 Mir

B27.16: (1-33, 11 Shu)/ 9 Pz

B27.17: 102/9 Pz

B28.16: (9 Rec, 10 Shu)/ 9 Pz

B28.17:2-33/9 Pz
B20.23: 7 SPs + 2T
B21.23: 1x 20-4-3 Inf Div[95] -1 Step
B22.23: 1x 12-0 HQ|35], 1x 20-4-3 Inf
Div[293] -1 Step
B23.24: 1x 20-4-3 Inf Div[112]
B25.22: 8 Wagon Points, 6 SPs
B26.25:3 5Ps
B27.25: (10 Rec, 20, 41, MC)/ 10 Mtr
B27.26: 10 Any/ 10 Mur
B33.29: 10 Truck Points
B34.29: 26 SPs + 2T
B34.30: 1x RR Rgi[1], Railhead Marker
B36.26: 5 MG Bn
B37.28: (29 Rec, 15, 29 Any)/ 29 Mir
B37.29: 1x 18-0 HQ[47 Pz]
B38.29: (1-39, 40 Shu)/ 17 Pz
B39.29: (63 Shu, 27)/ 17 Pz
B40.28: (2-39, 17 MC)/ 17 Pz
A42.01: Ix Anillery Rgi[622]
Ad42.02:75/3 Pz
A43.03: (1,3 Shu)/ 3 Pz
Add.02: 394 Shu/3 Pz
B35.33: (88 Rec, 101 Shu, 88)/ 18 Pz
B35.34: (1-18, 2-18, 18 MC, 52 Shu)/ 18 Pz
B37.32: 1x 18-0 HQ[24 Pz]
B41.34: 43 Aslt Eng Bn
B44.34: 103/4 Pz
A45.01: (1-35, 2-35, 12 Shu)/ 4 Pz
B45.33: Grossdeutschland Inf Rgt,
1x Anillery Bn [440]

German Air:

Hex Level Air Units

Ad4.25 2 1x Bf109¢, 2x Ju52

Ab6.14 2 1x Bf109f, 2x Ju87b,
3x Helllh

B9.15 2 none

B3.08 2 1x Bf109f, 2x Ju52

A23.27 1 1x Bf109f

A21.16 1 1x Bf109f, rx Ju87b

A40.18 1 none

B23.33 1 none

B17.20 1 1x Bf109f1, 1+r x JuB7b,
2x JuB8a, 1+rx Helllh

B18.07 1 nene

Notes:

Weather Condition is Rasputitsa.

Turn: 7

Soviet:

A48.34: 1x 10-2-1 Inf Div[363]

Ad48.32: 1x 10-2-1 Inf Div[316]

A48.31: 2x Artillery Bde

A48.30: 1x 14-4-3 Inf Div[6 Gds]

A47.30: 2x Antillery Bde

A47.31: 2x Katyusha Bde

A46.31: Ix Antillery Bde

Ad45.31: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div(114]

A46.29: 1x 10-3-4 Tk Bde, 1x 14-4-3 Inf
Div([7 Gds]

A49.29: 1x 10-2-1 Inf Div[344]

A46.27; 1x 14-3-3 Inf Div[185]

A46.25: 1x 10-2-1 Inf Div[100]

A47.26: 2x Artillery Bde

AS50.31: 2 Truck Points

AS51.31: 8 SPs + 3T
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AS52.27: 50 Army HQ

AS53.28:65Ps + 3T

AS53.32: 16 Truck Points

A54.31: 20 SPs

AS54.33: Sualin

A55.32: 505Ps + 1T

A48.22: 1x 10-2-1 Inf Div[312]

A50.21: 1x Anillery Bde, 1x Katyusha Bde

A49.20: 1x Cav Bde[108 Cav]

A4B.18: 1x 14-4-3 Inf Div[93)

A48.16: 1x Katyusha Bde

A47.16: 1x 10-2-1 Inf Div[19]

A50.17: 49 Army HQ

AS58.18: 1x 8-1-1 Inf Div[290] -1 Step

AS58.19: 4 5Ps

AS54.14: 1x 12-4-6 Tk Bde

AS52.14: 40 SPs

AS57.09: 1x 10-3-4 Tk Bde

AS53.12: 1x 12-4-6 Tk Bde, 1x 10-2-1 Inf
Div[238)

A51.11: 1x 14-3-3 Inf Div[117)]

AS1.12: 3 Army HQ, 1x Antillery Bde

A51.13: 4 Truck Points

A50.11: 1x 7-3-3 Min Inf Div[194 Min)

B53.28: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[135]

B54.26: 3x Katyusha Bde

B55.24: 8 Truck Points

B55.25: 38 SPs

B55.27: 13 Amy HQ

B55.28: 1x Katyusha Bde

B53.23: 1x 12-4-6 Tk Bde, 1x 14-4-3 Inf
Div[5 Gds)

B28.11: 1x 8-1-1 Inf Div[219]

B30.13: 1x 8-1-1 Inf Div[293]

B31.13: Ix Anillery Bde

B31.11: 1x 8-1-1 Inf Div[219]

B32.13: 1x 20-1-3 Tk Div([69]

B33.14: 1x 10-3-4 Tk Bde

B33.13: 1z Anillery Bde

B33.12: 40 Anmy HQ, RR & Penal

B34.12: S0SPs + 1T

B61.09: 1x Anillery Bde

B62.08: 30 SPs
Sovlet Alr:
Hex Level Air Units
AS52.12 1 5x IL4, 3x SB2,
1x MiG3
B36.12 1 1x 115, 2x IL4, 1x IL2
B62.07 1 2x Yakl
AS51.34 2 2x LaGG3, 1x Hum2,
2x IL2, 2x Po2, 1x MiG3
AS56.33 2 2x MiG3, 1x TB3
AS57.32 2 3x G2, 6x Li2
German:

A2.24: 1x Pax Repl

A2.25: Railhead Marker

A2.26: Railhead Marker

A126:15P

Al1.27: 1x RR Rgi[5]

A20.16: 4 Truck Points

A20.17: 4 SPs

A26.30: 4 Wagon Points, 2T

A30.31: 1x 20-4-3 Inf Div[56]

A36.30; 1x 20-4-3 Inf Div[263] -1 Step

A37.31: 1x 12-0 HQ(9], 1x 20-4-3 Inf
Div[183]

A38.30: 1x 20-4-3 Inf Div[137]

A38.31: 8 Truck Points

A39.30: 14 SPs + 2T

A39.31: B Wagon Poinis

A40,30: 1x 20-4-3 Inf Div[15]

A41.31: 2x Sg Anillery Bn[768 Sg, 833 Sgl

A42.31: 1x 12-0 HQ([8]

A42.32: 1x 6-2-2 Sec Div{707)

A41.33: 1x Anillery Rgi[41]

Ad2.34: 1x 20-4-3 Inf Div[98]

A43.30: 1x 20-4-3 Inf Div[87] -1 Siep

A43.31: 1x 20-4-3 Inf Div[8] -1 Step

A43.32: 1x 20-4-3 Inf Div|[28]

A45.29: (53 Rec, 8,29)/3 Mur

Ad44.28: 3 Anty/ 3 Mur

A44.26: 1x 20-4-3 Inf Div([292]

A43.25: (2-27, 73 Shu, 74 Shu, 19)/ 19 Pz

A43.24: 1x 20-4-3 Inf Div(7], 1x Flame AG
Bn[100]

A43.23: 1x 20-5-3 Inf Div[78 Ash]

Ad3.22: 1x 20-4-3 Inf Div[252] -1 Step

A42.22: 1x Anillery Rgt[786]

Ad42.23: 1x 12-0 HQ[20]

Ad41.23: 7 5Ps

A44.20: 1x 20-4-3 Inf Div[131] -1 Siep

A40.20: 2T

A38.23: 1x 20-4-3 Inf Div|[258]

A37.24: 1x 20-4-3 Inf Div[197]

A36.23: 2x Anillery Rgi[617, 618], 1x AG
Bn[226]

A35.24: 1x AG Bn[192], 1x 20-4-3 Inf
Div[23]

A34.23: 1x 20-4-3 Inf Div[267]

A32.22: 1x 12-0 HQ[T]

A31.22: 1% 20-4-3 Inf Div[262]

A27.20: 1x 20-4-3 Inf Div([52]

A26.20: 1x 20-4-3 Inf Div[31]

A25.20: 1x 12-0 HQ[12]

A24.19: Ix Police Rgt[13 §5]

A38.18: 2 Truck Points

A39.17:55Ps

A39.18:.0x 12-0 HQ[43]

A40.17: 1z 20-4-3 Inf Div[34]

A4L17: 1x 120 HQ[13]

A43.15: 1x 12-0 HQ[53]

A44.15: 1x 20-4-3 Inf Div[260] -1 Siep

A45.14: 1x 20-4-3 Inf Div[17] -1 Step

A46.12: 1x 20-4-3 Inf Div[296]

A46.11: 1x 20-4-3 Inf Div[167] -1 Siep

AS50.09: Grossdeutschland Inf Rgt,
Ix Artillery Bn[440]

AS50.08: 1x Anillery Rgt[622]

AS52.08: (1,3 Shu, 394 Shu, T5)/ 3 Pz

AS54.08: (1-35, 2-35, 12 Shu, 103)/4 Pz

A49.07: 1x 18-0 HQ[24 Pz]

A49.06: 43 Aslt Eng Bn

Ad47.05:385Ps + 3T

Ad46.03: 2 Truck Points

A45.03: 16 SPs

Ad44.02: Ix 20-4-3 Inf Div[112]

A43.02: 1x 20-4-3 Inf Div[95] -1 Sicp

B36.26: 5§ MG Bn

B336.28: 1x 20-4-3 Inf Div[293] -1 Step

B34.30: 1x RR Rgt[1], Railhead Marker

B35.30: 1x 12-0 HQ[35]

B34.29: 20 SPs

B33.30: § Wagon Points

B46.34: 1x 18-0 HQ[47 Pz]

B50.33: (17 MC, 2-39)/ 17 Pz

B49.33: {63 Shu, 27)/ 17 Pz

B48.32: (1-39, 40 Shu)/ 17 Pz

B45.31: (29 Rec, 15, 29 Any)/ 29 Mir

B42.30: (88 Rec, 18 MC, 1-18, 2-18, 52 Shu,
101 Shu, 88)/ 18 Pz

A20.01: Railhead Marker

A20.02: (2,21)/ 1 Cav

A19.01: 4 SPs + 3T

A19.02: (1 (Cav), | (Bike), 22)/ 1 Cav

Al8.01: 1 Any/ 1 Cav

A17.01: 4 Wagon Poims

B27.25: (10 Rec, 20, 41, MC) 10 Mur

B27.26: 10 Any/ 10 Mur

B26.25: 3 SPs

B25.25: 1z 6-2-2 Sec Div[221]

B30.22: (25 Rec, 35, 119, 25 Anty, MC)
/25 Mur

B28.16: (9 Rec, 10 Shu, 102, 59 MC)/ 9 Pz

B28.17:2-33/9 Pz

B27.16: (1-33, 11 Shu)/ 9 Pz

B25.16: 60/ 16 Mur

B23.16: (156, 146 Any)/ 16 Mur

B20.23: 10SPs + 2T

B21.20: 1x 18-0 HQ[48 Pz]

B20.16: (341 Rec, MC)/ 16 Mir

B16.17: 2 Truck Points

B19.10: 1x 20-4-3 Inf Div[134] -1 Step

B20.07: 1x 20-4-3 Inf Div[45]

B15.05: 1x 6-2-2 Sec Div[403]

15.08: 1x 12-0 HQ[34]

12.07: 4 Wagon Points, 2 SPs

BB.14: 1T

B7.14: 2x Pax Repl

B6.14: 1 SP + 2T

B3.09: 3 5Ps

B2.09: 8 Truck Points

B2.08: Railhead Marker

German Air:

Hex Level Air Units

Ad.25 2 1z Bf109¢, 1x Jus52

Ab.14 2 1x BF109f, 1x JuBTh,
2x Helllh

B9.15 2 none

B3.08 2 1x Br109f, 2x Jus2

A23.27 1 none

A21.16 1 none

A40.18 1 none

B23.33 1 none

B17.20 1 1x BI109M, 14r x Ju8Tb,
1+r x JuBBa,
l14rx Helllh

B18.07 1 none

B35.29 1 2x B109(, 1+rx Bf110c

Notes:

Weather Condition is Rasputsitsa

Turn: 8

Soviet:

Ad48.34: 1x 10-2-1 Inf Div[316]

Ad48.33: 1x 10-2-1 Inf Div[363]

Ad5.31: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[114]

A46.31: 1x Anillery Bde

A46.30: 1x 14-4-3 Inf Div[6 Gds]

Ad46.29: 1x 10-3-4 Tk Bde, 1x 14-4-3 Inf

- Div[7 Gds)

A46.28: 1x 14-3-3 Inf Div[185]

A47.30: 2x Artillery Bde

A47.31: 2x Katyusha Bde

Ad48.31: 2x Anillery Bde

A48.29: 1x 10-2-1 Inf Div[344]

A46.25: 1x 10-2-1 Inf Div[100]

A47.26: 2x Antillery Bde

A52.27: 50 Army HQ

AS50.31: 2 Truck Points

AS51.31: 4 SPs

AS53.32: 16 Truck Points

A54.31: 60 SPs
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A54.33: Sulin

A55.32: SO SPs + IT

A48 22: 1x 10-2-1 Inf Div{312)

A47.16: 1x 10-2-1 Inf Div[19]

A48.16: 1x Katyusha Bde

A48.18: 1x 14-4-3 Inf Div[93]

A49.15: 1x Cav Bde[108]

A49.18: 1x Katyusha Bde, 1x Antillery Bde

A50.17: 49 Ammy HQ

A56.22:25Ps + 3T

A56.21: 10 Army HQ, RR & Penal

AS57.20; 1x 10-3-4 Tk Bde, 2x 10-2-1 Inf
Div[120, 352]

AS7.21: 2x Anillery Bde

A59.19: 1x 8-1-1 Inf Div[290] -1 Step

AS52.14: 30 SPs

A54.14; 1x 12-4-6 Tk Bde

A53.12: 1x 12-4-6 Tk Bde, 1x 10-2-1 Inf
Div[238]

AS1.11: 1x 14-3-3 Inf Div[117]

AS1.12: 1x Antillery Bde, 3 Army HQ

A51.13: 4 Truck Points

A50.11: 1x 7-3-3 Min Inf Div[194 Min)

B31.11: 1x 8-1-1 Inf Div[219)

B32.13: 1x 8-1-1 Inf Div[293]

B33.14: 1x 20-1-3 Tk Div[69]

B33.13: 2x Anillery Bde

B33.12: 40 Army HQ, RR & Penal

B34.11: 32 SPs

B35.15: 1x 10-3-4 Tk Bde

B55.28: 1x Katyusha Bde

B55.27: 13 Amy HQ

B53.28: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[135]

B54.26: 3x Katyusha Bde

B55.25: 54 SPs

B55.24: 8 Truck Poimts

B56.22: 2x Katyusha Bde

B55.22: 1x 14-4-3 Inf Div(3 Gds)

B54.22: 1x 10-34 Tk Bde, 1x 12-4-6 Tk Bde,

1x 12-3-2 Inf Div[17]
B53.23; Ix 12-4-6 Tk Bde, 1x 14-4-3 Inf

Div[5 Gds)
B61.09: 1x Anillery Bde
B62.08: 16 SPs
Soviet Air:
Hex Level Air Uniis
A52.12 1 5x IL4, 3x SB2,
2x MiG3, 2x 116
B36.12 1 Ix115,2x IL4,3x 112
B62.07 1 2x Yakl
A51.34 2 2x LaGG3, 1x Humi2,
2x 1.2, 2x Po2, 1x MiG3
A56.33 2 1x MiG3, 1x TB3
A57.32 2 1x P40c, 3x G2, 6x Li2
German:

A6.29: 4 Wagon Points

A2.26: Railhead Marker
A225: Railhead Marker
A2.24: 1x Pax Repl

A1.26: 28 SPs + 2T

Al27: 1xRR Ret[5]

A18.29: 8 Truck Points
A19.29: 8 Wagon Points
A30.13: 4 Wagon Points, 2 SPs
A22.06: 2 Truck Points
A20.01: Railhead Marker
Al9.01: ) SP+13T

A43.34: 1% 20-4.3 Inf Div[98]
Ad333. 14 6-2-2 Sec Div[707]
A332: 1% 2043 It Div(28]

e ——

A43.31: 12 20-4-3 Inf Div{8] -1 Step
A43.30: 1x 20-4-3 Inf Div[87] -1 Step
A41.33: 1x Anillery Rt[41]
Ad42.31: 1x 120 HQ[8]
A4131:2x Sg Anillery Bn[768 Sg, 833 Sg)
A39.30: 9 SPs + 2T
Ad42.29: 1x 20-4-3 Inf Div[15]
A44.26: 1x 20-4-3 Inf Div[292)
A44.28:3 Any/3 Mir
A45.29: (53 Rec, 8, 29)/ 3 Mir
A46.11: 1x 20-4-3 Inf Div[167] -1 Step
A46.12: 1x 20-4-3 Inf Div[296]
A45.13; 1x 204-3 Inf Div[17] -1 Step
Ad43.25: (2-27, 73 Shu, 74 Shu, 19/ 19 Pz
Ad3.24: 1x Flame AG Bn[100], 1x 20-4-3
Inf Div[7)
A43.23: 1x 20-5-3 Inf Div[78 Asli]
A40.23: 4 Truck Points, 2 SPs + 2T
A42.23: 1x 12-0 HQ[20]
Ad41.23: 2 SPs
A42.22: 1x Anillery Rgi[786]
A43.22: 1x 20-4-3 Inf Div[252] -1 Step
A39.18: 1x 12-0 HQ[13]
A39.17: 1 5P
A40.20: 2T
Ad44.20: 1x 20-4-3 Inf Div[131] -1 Step
A45.18: 1x 20-4-3 Inf Div{[34]
A45.16: 1x 20-4-3 Inf Div[260] -1 Step
Ad43.15: 1x 120 HQ{43]
AS55.13: (1-35, 2-35, 12 Shu, 103)/ 4 Pz
AS56.09: (17 MC, 2-39, 63 Shu, 27/ 17 Pz
A53.10: (1, 3 Shu, 394 Shu, 75)/3 Pz
AS5.03: (29 Rec, 15, 29 Any)/ 20 Mir
A50.09: Grossdeutschland Inf Rgt,
1x Antillery Bn[440]
AS50.08: 1x Anillery Rgat[622]
AS0.07: 1x 18-0 HQ[24 Pe]
A49.07: 8 5Ps
A49.06: 43 Aslt Eng Bn
Ad8.06: 8 Wagon Points
A47.05:38Ps + 3T
AS52.02: 1x 20-4-3 Inf Div[112)
B52.34: (2-18, 101 Shu)/ 18 Pz
B52.31: (1-18, 52 Shu)/ 18 Pz
B51.34: 88/ 18 Pz
A48.01: 1x 18-0 HQ[47 Pz]
B48.32: 1x 20-4-3 Inf Div[95)
A45.03: 9 5Ps
B37.32: 6 Truck Points, 6 SPs
B28.16: (9 Rec, 10 Shu, 102, 59 MC)/ 9 Pz
B28.17:2-33/9 Pz
B27.16: (1-33, 11 Shu)/ 9 Pz
B25.16: 60/ 16 Mir
B23.16: (156, 146 Any)/ 16 Mur
B20.16: (341 Rec, MC)/ 16 Mrr
B34.26: 5 MG Bn
B36.28: 1x 20-4-3 Inf Div[293] -1 Step
B34.29: 10 SPs
B35.30: 1x 12-0 HQ[35]
B34.30: 1x RR Rgi[1], Railhead Marker
B30.22: (25 Rec, 35, 119, 25 Any, MC)
{25 Mir
B27.25: (10 Rec, 20, 41, MC)/ 10 Mur
B27.26: 10 Arty/ 10 Mir
B26.25: 3 SPs
B25.25: 1x 6-2-2 Sec Div[221]
B20.23: 10 SPs
B21.20: 1x 18-0 HQ[48 P2)
B16.17: 2 Truck Points
B19.10: 1x 20-4-3 Infl Div[134] -1 Step
B20.07: 1x 20-4-3 Inf Div[45)
B15.05: 1x 6-2-2 Sec Div[403]
B15.08: 1x 12-0 HQ[34]
B8.14:1T

B7.14: 2x Pax Repl
B6.14:3 SPs

B4.06: 4 Wagon Points
B2.09:3 5Ps

B1.10: 4 Truck Points
B1.09: Railhead Marker

German Alr:
Hex Level Air Units
Ad.25 2 1x Bf109e, 1x JuS2

A6.14 2 1x Bf109f, 1x Ju8Thb,
2x Helllh

B9.15 2 none

B3.08 2 1x Bf109f, 2x Ju52

A23.27 1 none

A2l.16 1 none

Ad0.18 1 none

B23.33 1 none

B17.20 1 1x BF109f, 1+r x JuB7h,
14r x Ju88a,
1+rx Helllh

B18.07 1 none

B35.29 1 2x BF109f, 14rx Bf110c

Notes:

Weather Condition is Rasputitsa

Turn: 9

Soviet:

A48.34: Ix 10-2-1 Inf Div[316]

A48.33: 1x 10-2-1 Inf Div[363]

A48.31: 2x Artillery Bde

A4531: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[114]

A46.31: 1x Anillery Bde

A46.30: 1x 14-4-3 Inf Div[6 Gds]

A46.29: 1x 10-3-4 Tk Bde, 1x 14-4-3 Inf
Div[7 Gds]

A46.28: 1x 14-3-3 Inf Div[185]

A46.27: 1x 7-3-3 Min Inf Div[173 Min],
1x 10-2-1 Inf Div[367}

A47.31: 2x Katyusha Bde

A47.30: 2x Artillery Bde

A48.29: 1x 10-2-1 Inf Div[344]

A46.25: 1x 10-2-1 Inf Div[100]

Ad47.26: 2x Anillery Bde

A47.25: 1x 10-2-1 Inf Div[360]

AS50.27: 1x 10-2-1 Inf Div[127]

A50.31: 2 Truck Points

Ad48.22: 1x 10-2-1 Inf Div([312]

AS50.20: 1x 8-1-1 Inf Div([239]

AS52.26: 1x 10-2-1 Inf Div(144]

A52.27: 50 Army HQ

A53.32: 16 Truck Points

A54.31: 66 5Ps

AS54,33: Stalin

A55.32: 50 SPs + 1T

AG61.28: 1x 10-2-1 Inf Div[340]

AS55.27: 1x 10-2-1 Inf Div[330]

AS56,22: 10 SPs + 3T

A56.21: 10 Amny HQ, RR & Penal

AS57.21: 2x Antillery Bde

AS57.20: 1x 10-3-4 Tk Bde, 2x 10-2-1 Inf
Div[120, 352]

A59.19: 1x 8-1-1 Inf Div[290] -1 Step

A47.16: 1x 10-2-1 Inf Div[19)

A48.15: Ix Cav Bde[108]

A48.16: Ix Katyusha Bde

A48.18: 1x 14-4-3 Inf Div([93]

A49.18: Ix Anillery Bde, 1x Katyusha Bde

Page 27



Guderian’s Blitzkrieg

M

AS50.17: 49 Army HQ

A54.14: 1x 12-4-6 Tk Bde

AS52.14: 34 SPs

AS53.12: Ix 12-4-6 Tk Bde, 1x 10-2-1 Inf
Div[238)

ASL11: 1x 14-3-3 Inf Div[117)

ASL.12: 3 Army HQ, 1x Anillery Bde

AS1.13: 4 Truck Points

AS50.11: 1x 7-3-3 M Inf Div[194 Min]

B54.29: 1x 10-2-1 Inf Div[303]

B55.28: 1x Katyusha Bde

B53.28: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[135)

B52.27: 1x 14-3-3 Inf Div[110]

B53.27: 3x Katyusha Bde

B51.26: 1x 12-4-6 Tk Bde, 1x 14-4-3 Inf
Div(5 Gds]

B52.24: 13 Army HQ, 1x 14-4-3 Inf Div(3
Gds)

B52.23: 3x Katyusha Bde

B50.24: 1x 12-4-6 Tk Bde, 1x 10-3-4 Tk
Bde, 1x 12-3-2 Inf Div[17]

B50.23: 1x 12-3-2 Inf Div[256)

B53.25: 2x Anillery Bde

B53.24: 2x Anillery Bde

B54.25: 12 Truck Poims

B55.25: 46 SPs

B48.20: 2x Cav Bde[41, 50)

B52.21: 1x 10-3-4 Tk Bde, 1x 12-4-6 Tk
Bde, 2x 14-3-3 Inf Div|78, 132]

B55.23: 1x 12-3-3 Semi-Mtrd Inf Div(101]

B56.23: 1x 12-3-3 Semi-Murd Inf Div([82]

B61.09: 1x Anillery Bde

B62.08: 20 SPs

B35.15: 1x 10-3-4 Tk Bde

B33.14: 1x 20-1-3 Tk Div[69]

B33.13: 2x Anillery Bde

B33.12: 40 Army HQ, RR & Penal

B34.11: 54 SPs

B32.13: 1x 8-1-1 Inf Div[293]

B31.11: I1x 8-1-1 Inf Div[219]

Saviet Alr:
Hex Level Air Units
AS52.12 1 2x 116, 2x MiG3,
3x SB2, 5x IL4
B36.12 1 1x 115, 2x IL4, 3x I1.2
B62.07 1 2x Yakl
AS51.34 2 2x LaGG3, 1x Humi,
2x IL2, 2x Po2, 1x MiG3
A56.33 2 1x MiG3, 1x TB3
A57.32 2 1x P40c, 3x G2, 6x Li2
German:
Al1.26:36 SPs

A1.24: 1x Pax Repl

A1.27: 1x RR Rgi[5]

A2.25: Railhead Marker

A2.26: Railhead Marker

A10.29: 8 Truck Points, 8 Wagon Points,
16 SPs

A20.28: 4 Wagon Points, 4 SPs

A20.17: 4 Truck Points

A25.10: 2 Truck Points, 1 SP + 3T

A32.15: 4 Wagon Points

A20.01: Railhead Marker

A45.35: 1x 20-4-3 Inf Div[98]

A44.32: 1x 6-2-2 Sec Div(707)

A44.31: 1x 20-4-3 Inf Div[28]

A44.30; 1x 20-4-3 Inf Div[8] -1 Step

A42.32; 1z 12-0 HQ(8]
A41.31: 2x Sg Antillery Bn[768 Sg, 833 Sg)
A41.33: 1x Anillery Rgt[41]
A39.30: 6 5Ps
A42.29: 1x 20-4-3 Inf Div[15]
A43.30: 1x 20-4-3 Inf Div[87] -1 Step
A45.29: (53 Rec, 8,29)/ 3 Mur
A44.28:3 Any/ 3 Mur
A44.26; 1x 20-4-3 Inf Div[292]
A43.25: (2-27, 73 Shu, 74 Shu, 19)/ 19 Pz
A43.24: 1x 20-4-3 Inf Div[7], 1x Flame
AG Bn[100]
A43.23: 1x 20-5-3 Inf Div[78 Aslt]
A43.22: 1x 20-4-3 Inf Div([252] -1 Step
A42.23: Ix 12-0 HQ[20]
Ad2.22: Ix Artillery Rgt[786]
A44.20: 1x 20-4-3 Inf Div([131] -1 Siecp
A39.17: 2 SPs
A39.18: Ix 12-0 HQ[13]
Ad5.18: Ix 20-4-3 Inf Div[34] -1 Step
A45.16: 1x 20-4-3 Inf Div[260] -2 Sieps
A43.15: 1x 12-0 HQ[43]
A45.13; 1x 20-4-3 Inf Div[17] -3 Steps
A46.12: 1x 20-4-3 Inf Div[296] -1 Step
A46.11: 1x 20-4-3 Inf Div[167] -2 Sicps
A49.07: 8 SPs
A49.06: 43 Ash Eng Bn
AS57.19: (2-39, 63 Shu)/ 17 Pz
AST.16: (17 MC, 27/ 17 Pz
AS55.13: (1-35, 2-35, 12 Shu, 103)/4 P2
AS5B.08: (29 Rec, 15, 29 Any)/ 29 Mu
A53.10: (1, 3 Shu, 394 Shu, 75)/3 Pz
AS50.09: Grossdewtschland Inf Rgt,
1x Antillery Bn[440]
AS50.08: 1x Anillery Rpt[622]
AS52.07: 1x 18-0 HQ[24 Pz]
B54.32: (2-18, 101 Shu)/ 18 Pz
B53.32: 88/ 18 Pz
B50.30: 1x 20-4-3 Inf Div[112]
B51.29: (1-18, 52 Shu)/ 18 Pz
B47.28: 1x 20-4-3 Inf Div[95] -1 Step
A48.04: 119/ 25 Mur
A47.05:35Ps + 3T
A4T.04: 25 Anty/ 25 Mir
A48.01: 1x 18-0 HQ[47 Pz}
Ad48.02: (25 Rec, 35, MC)/ 25 Mur
A45.03: 8 SPs
B41.28: 1x 20-4-3 Inf Div[293] -1 Siep
B36.31: 8 Wagon Points, § SPs
B35.31: 6 Truck Poinis, Railhead Marker
B34.30: Ix RR Rgi(1]
B34.26: 5 MG Bn
B34.29: 20 5Ps
B35.30: 1x 12-0 HQ[35]
B33.29: 1x 6-2-2 Sec Div[221]
B30.26: (10 Rec, 20, 41, MC) 10 Mur
B29.27: 10 Any/ 10 Mir
B31.17:2-33/9 P2
B30.16: (9 Rec, 10 Shu, 102, 59 MC)/ 9 Pz
B29.17: (1-33, 11 Shu)/ 9 Pz
B26.16: (341 Rec, MC, 60)/ 16 Mir
B23.16: (156, 146 Any) 16 Mir
B20.23: 19 SPs
B21.20: 1x 18-0 HQ[48 Pz)
B20.19: 1x 20-4-3 Inf Div[106]
B17.18: 4 Truck Points, 4 SPs
B16.17: 2x Pax Repl
B19.10: 1x 20-4-3 Inf Div[134] -1 Step
B20.07: 1x 20-4-3 Inf Div[45]
B15.05: 1x 6-2-2 Sec Div[403] -1 Step
B15.08: 1x 12-0 HQ([34]

B12.06: 3 SPs

BB.05: 4 Wagon Points
B8.14: IT
B6.14: 2 5Ps + 2T
B2.09: 1 5P

B1.10: 2 Truck Points
B1.09: Railhead Marker

German Alr:

Hex Level Air Units

A4.25 2 1x Bf10%9e, 1x Jus2

AB.14 2 1x Bf109f, 1x JuBTh,
2x Helllh

B9.15 2 none

B3.08 2 1x BNO9L, 2x Jus2

A23.27 1 none

A2l.16 1 none

A40.18 1 none

B23.33 1 none

B17.20 1 1x Bf109f

B18.07 1 none

B35.29 1 2x BIL0SA, 141 x Bf110c,
14r x JuB7b, r x Ju88a,
14rx Helllh

Notes:

Weather Condition is Deep Freeze

Turn: 10

Soviet:

A48.34: 1x 10-2-1 Inf Div[316]

A48.33: 1x 10-2-1 Inf Div[363)

A45.31: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[114]

A46.31: 1x Artillery Bde

A46.30: 1x 14-4-3 Inf Div[6 Gds]

Ad6.29: 1x 10-3-4 Tk Bde, 1x 14-4-3 Inf
Div[7 Gds]

A46.28: 1x 14-3-3 Inf Div[185]

Ad46.27: 1x 10-2-1 Inf Div[367], 1x 7-3-3
Mitn Inf Div[173 Mtn]

A47.31: 2x Katyusha Bde

A47.30: 2x Artillery Bde

Ad48.29: 1x 10-2-1 Inf Div[344]

AS50.31: 2 Truck Points

AS53.32: 16 Truck Points

AS54.31: 92 5Ps

AS54.33: Stalin

AS55.32: 50 SPs + 1T

Ad6.25: 1x 10-2-1 Inf Div[100]

A47.25: 1x 10-2-1 Inf Div[360]

A47.26: 2x Artillery Bde

AS50.27: 1x 10-2-1 Inf Div[127]

A52.26: 1x 10-2-1 Inf Div[144]

AS52.27: 50 Army HQ

AS55.27: 1x 10-2-1 Inf Div([330]

Ad48.22: 1x 10-2-1 Inf Div[312]

AS50.20: 1x 8-1-1 Inf Div[239]

AS54.20: 1x 8-1-1 Inf Div[415]

A56.20: 1x 8-1-1 Inf Div[413]

AS56.21: 10 Army HQ, RR & Penal

A56.22: 10 SPs

AS57.20: 1x 10-3-4 Tk Bde, 1x 10-2-1Inf
Div[120, 352]

A57.21: 2x Artillery Bde
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A60.20: 1x 8-1-1 Inf Div[290] -1 Step
A54.17: 1x 10-2-1 Inf Div[356]
AS54.15: 1x 10-2-1 Inf Div[348]
A47.16: 1x 10-2-1 Inf Div[19]
A48.15: 1x Cav Bde[108]
A48.16: 1x Katyusha Bde
Ad48.18: 1x 14-4-3 Inf Div[93)
A49.18: 1x Artillery Bde, I1x Katyusha Bde
AS50.17: 49 Army HQ
AS52.14: 20 SPs
A53.14: 1x 12-4-6 Tk Bde, 1x 10-2-1 Inf
Div[350]
AS52.12: 1x 12-4-6 Tk Bde, 1x 10-2-1 Inf
Div[238]
AS51.11: 1x 14-3-3 Inf Div[117]
AS51.12: 3 Army HQ, 1x Artillery Bde
A51.13: 4 Truck Points
AS50.11: 1x 7-3-3 Mtn Inf Div[194 Mtn]
- A57.05: 1x 12-3-2 Inf Div[279]
AS57.07: 1x 12-3-2 Inf Div([322], 1x 14-3-3
Inf Div[49]
A57.08: 1x 12-4-6 Tk Bde, 1x 14-3-3 Inf
Div[113]
A58.03: 1x 10-3-4 Tk Bde
A58.04: 1x 10-3-4 Tk Bde, 1x 12-3-3
Semi-Murd Inf Div[30]
AS58.05: 2x Artillery Bde
AS58.07: 2x Artillery Bde, 1x Katyusha Bde
AS59.06: 1x 10-2-1 Inf Div[340]
A59.07: 61 Army HQ, RR & Penal
A62.06: 20 SPs
B57.31: 1x 14-4-3 Inf Div[3 Gds)
B57.32: 1x 12-4-6 Tk Bde, 1x 12-3-3
Semi-Mird Inf Div[82]
B54.29: 1x 10-2-1 Inf Div[303]
B55.29: 1x Katyusha Bde
B52.28: 1x 12-4-6 Tk Bde, 1x 12-3-2 Inf
Div[135]
B52.27: 2x Artillery Bde, 3x Katyusha Bde
B54.25: 12 Truck Points
B55.25: 80 SPs
B51.28: 1x 14-3-3 Inf Div[110]
B51.25: 13 Army HQ
B50.25: 2x Artillery Bde, 3x Katyusha Bde
B50.26: 1x 12-4-6 Tk Bde, 1x 14-4-3 Inf
Div[5 Gds]
B49.26: 1x 10-3-4 Tk Bde, 1x 12-4-6 Tk
Bde, 1x 12-3-2 Inf Div[17]
B46.23: 2x Cav Bde[41, 50]
B50.22: 1x 10-3-4 Tk Bde, 2x 14-3-3 Inf
Div[78, 132]
B52.23: 1x 12-3-2 Inf Div[256], 1x 12-3-3
Semi-Mird Inf Div[101]
B61.09: 1x Artillery Bde
B62.08: 28 SPs
B35.15: 1x 10-3-4 Tk Bde
B33.14: 1x 20-1-3 Tk Div[69]
B33.13: 2x Artillery Bde
B32.13: 1x 8-1-1 Inf Div[293]
B31.11: 1x 8-1-1 Inf Div[219]
B32.12: 40 Army HQ, RR & Penal
B34.11: 52 SPs

Soviet Air:

Hex Level  Air Units

A52.12 1 Ix Pe2, 2x [16, 2x MiG3,
3x SB2, 5x IL4

B36.12 1 Ix115, 2x 114, 3x IL2

B62.07 1 2x Yakl

A51.34 2 2x LaGG3, 1x Hum2,
2x IL2, 2x Po2, 1x MiG3

A5633 2 1x MiG3, I1x TB3

A51.32 2 1x P40c, 3x G2, 6x Li2

German:

A6.20: 4 Wagon Paints
A10.29: 4 Truck Points, 4 SPs
A1.25: 8 Truck Points
A1.26:28 SPs+ 1T
A1.27: 1x RR Rgt(5]
A2.25: Railhead Marker
AZ2.26: Railhead Marker
A2.27: 2 Truck Points, 2 5Ps
A33.32: 4 Wagon Points
A39.30: 16 SPs
A36.21: 8 Wagon Points, 8 SPs
A38.19: 13 SPs + 3T
A45.34: 1x 20-4-3 Inf Div[98]
A45.33: 1x 6-2-2 Sec Div[707)
A42.32: 1x 12-0 HQ[8]
Ad43.32: 1x Artillery Rgi[41]
Ad43.31: 2x Sg Artllery Bn[768 Sg, 833 Sg]
A44.31: 1x 20-4-3 Inf Div[28)]
Ad44.30: 1x 20-4-3 Inf Div[15],

1x 20-4-3 Inf Div[8] -1 Step
A44.29: 1x 20-4-3 Inf Div[87] -1 Step
Ad45.29: (53 Rec, 8,29)/3 Mir
Ad4.28: 3 Arty/ 3 Mir
Ad41.26: 1x 20-4-3 Inf Div[292] -1 Step
A48.25: (2-27, 73 Shu, 74 Shu, 19)/ 19 Pz
Ad43.24; 1x 20-4-3 Inf Div[7]
Ad43.23: 1x 20-5-3 Inf Div[78 Aslt] -1 Step
A43.22: 1x 20-4-3 Inf Div([252] -2 Steps
Ad44.20: 1x 20-4-3 Inf Div[131] -3 Steps
A42.22: 1x Artillery Rgt[786]
A42.23: 1x 12-0 HQ[20]
A39.18: 1x 12-0 HQ[13]
Ad45.16: 1x 20-4-3 Inf Div[260] -1 Step
A45.18: 1x 20-4-3 Inf Div[34] -2 Steps
A43.15: 1x 12-0 HQ[43]
A45.13: 1x 20-4-3 Inf Div[17] -3 Steps
A46.12: 1x 20-4-3 Inf Div[296] -2 Steps
A46.11: 1x 20-4-3 Inf Div[167] -2 Steps
A20.01: Railhead Marker
B20.23: 16 SPs + 2T
B21.20: 1x 18-0 HQ[48 Pz]
B8.14: 2 SPs + 3T
B6.06: 4 Wagon Paints
B2.09: 4 SPs
B1.09: Railhead Marker
B1.10: 6 Truck Points
B¥2.06: 5 SPs .
B15.05: 1x 6-2-2 Sec Div[403] -1 Step
B15.08: 1x 12-0 HQ[34]
B20.07: 1x 20-4-3 Inf Div[45]
B19.10: 1x 20-4-3 Inf Div[134] -1 Steps
B20.16: (341 Rec, MC)/ 16 Mur
B23.16: (156, 146 Any)/ 16 Mir
B26.16: 60/ 16 Mir

wfi 2 B32.18: (9 Ree, 1-33, 2-33, 10 Shu, 11

Shu, 102)/9 Pz
B29.27: 10 Arty/ 10 Mir
B30.26: (10 Reg, 20, 41, MC)/ 10 Mtr
B31.28: 1x 20-4-3 Inf Div[106]
B36.27: 1x 6-2-2 Sec Div[221]
B37.28: 5 MG Bn
B38.28: 1x 20-4-3 Inf Div[293] -1 Step
B34.29: 22 SPs
B35.30: 1x 12-0 HQ[35]
B34.30: 1x RR Rgi[1]
B35.31: 6 Truck Points, Railhead Marker
A57.19: (17 MC, 27, 2-39, 63 Shu)/ 17 Pz
AS57.14: (29 Rec, 15, 29 Arty)/ 29 Mir
AS55.14: 1-35/4 Pz
A55.13: 103/ 4 Pz
A54.13: (2-35, 12 Shu)/ 4 Pz
A53.12: (1,3 Shu)/3 Pz
AS54.11: 75/3 Pz
A53.11: 394 Shu/3 Pz
AS53.04: 25 Arty/ 25 Mrr
A54,03: (25 Rec, 35, MC)/ 25 M
AS54.04: 119/ 25 Mir
A48.01: 1x 18-0 HQ[47 Pz]
AS50.09: Grossdeutschland Inf Rgt,

Ix Artillery Bn[440]
AS50.08: 1x Artllery Rgt[622]
AS52.07: 1x 18-0 HQ[24 Pz]
A49.07: 19 SPs + 2T
A48.05: 8 Wagon Points
A47.05: 3 SPs + 3T
A45.03: 3 SPs
A56.07: 43 Aslt Eng Bn
B54.30: (2-18, 101 Shu)/ 18 Pz
B52.29: 1x 20-4-3 Inf Div[112]
B51.30: 88/ 18 Pz
B51.29: (1-18, 52 Shu)/ 18 Pz
B49.27: 1x 20-4-3 Inf Div[95] -1 Step

German Alr:

Hex Level Air Units

A4.25 2 1x Bf109e, 1x Ju52

A6.14 2 1x Bf109f, 1x Ju8Tb,
2x Helllh

B9.15 2 none

B3.08 2 1x Bf109f, 2x Ju52

A23.27 1 none

A21.16 1 none

A40,18 1 none

B23.33 1 none

B17.20 1 1x Bf109f

B18.07 1 none

B35.29 1 2x Bf109f, 1+r x Ju87b,
rx JuB8a, 1+rx Helllh

Notes:

Weather Condition is Deep Freeze.
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Designer’s Notes

This design has to be the biggest
cut "n pasteresearch job I ever want to come
across. | had a bunch of sources, and all of
them conflicted. Eventually, after a couple
of aborted attempts, I sat down and copied
every unit from every source into a data
base. Then I proceeded to attempt to con-
firm each one through at least one other
source, While nowhere near perfect, this
method got the job done. Every source [
could get my hands on was entered into the
data base. Forinstance, the Scorched Earth
OoB for Army Group Center was dumped in
with everyone else. For the Germans, every
unit had to be confirmed using Tessin’s
Verbande und Truppen. The Soviets were
even worse, The bulk of the Soviet OoB
came from Fugate's Operation Barbarossa.
Poirier & Conner’s The Red Army Order of
Batile wasused as a confirming source (with
a great deal of salt).

At best, the units and their posi-
tions can be called “representative.” To gen-
erate the historical locations, I plotted the
known positions from a number of sources
and “force-fit" therest of the army as needed.
They ended up pretty good—not perfect—
and give a good idea of the situation for the
10 wrns they cover. Tum one is the most
accurate (for the Germans) as | had the
Lange-Ost maps for that one. Should any-
body sharpshoot either the OoB or the exact
positions of the units—have a nice ume, as
you will hit your mark.

Others have helped me greatly in
this effort. Stephen Barratt helped in refin-
ing the OoBs for both sides. The air OoB is
the work of Al Wambold with some adjust-
ments made by Owen Fuller, [ am indebted
to their ability to dig out these ridiculously
hard to find facts.

Some of the Panzer Divisions in
this game have had their 3rd Battalion re-
moved. This was done even before
Barbarossa began, usually to help form a
new Panzer Division for the Russian Cam-
paign. In the full swength variant, these
“culs” are given back to make up for the
strength shortfall in the other panzer battal-
ions. I used them in this manner so as lo
avoid having players (when using the full
strength variant) to have to do some sort of
calculation every time a panzer battalion is
used for something. Usually, play will pro-
ceed without these units. The use of these
units in this manner is not meant to suggest
adifferent TO&E, but the additionalstrength
of the existing battalions. A couple of the
Panzer Division Recon Battalions had been
disbanded or sent elsewhere by this time.
Unlike the Panzer Battalions, these have

been cut from the OoB entirely.

Of the original SovietOoB, anum-
ber of divisions which were destroyed and
rebuilt arrive at their rebuild times. Most of
these would be worthless in their original
form, so I omitted them from the early set
ups and broughtthem on later at their (cough)
full strength level. This is also true of two
useless Sovict Army HQs, the 20th and the
19th. Both were all but destroyed before the
game begins and were disbanded shortly
afterward. I have chosen to drop their HQs
and army support units, The few divisions
still assigned to these two armies were either
reassigned to the other armies in their vicin-
ity or fell into the “rebuilt” later category.
Regardless of the status of the subordinate
units,  have chosen to disband the armies a
turn or two earlier than actually happened so
as [0 Save On Unnecessary counters.

True to form, Soviet Cavalry divi-
sions are little more than brigades. Toreflect
their true size, their counters are marked as
non-divisional brigades, not divisions.

One of the great eycbrow raisers
in this game is the action ratings of the 5§
Division “Reich.” Contrary to Nazi-o-phile
myth, the early SS divisions were hardly
supermen. At that point, while fanatical and
all tha, their command and staff functions
left mueh to be desired. Examine if you will
the “great” handling of the 3rd S5 as docu-
mented in the book Soldiers of Destruction.
Sure they fought hard, but in doing even
simple operations (by army standards) they
would invariably manage to bloody them-
selves. The S5 troops had a decent amount
of training at this point, but their command-
ers, and especially their staffs, were sub-
standard.

The German motorcycle battal-
ions are given Truck-type movement points
on their Move Mode side. This represents
the lack of armored protection these units
have and that they would need to be more
careful in skirting enemy units than, say,
armored recon bautalions. In Combat Mode
these units have Leg-type movement points
because they can be assumed to be taking
greater care inmoving through enemy lines.
The difference between the two sides and
their types of MPs in conjunction with the
“no-ZOC" provisions inOCS rule 4.1 givea
good representation of the real capabilities
of these units.

The air units (as shown on the
counters) are in their summer camouflage
patterns. This was done to avoid having a
bunch of white and grey aircraft.

The Bf 110c was rated as a “T™
aircraft, not an “F” on the advice of Owen
Fuller. While this aircraft was without a
doubta fighter indesign and use in the Battle

of Britain, Owen contended that a doctrina]
use shift occurred after that debacle which
greatly influenced the aircraft’s use in the
Russian Campaign. I tend to agree and the
aircraftistated as such. Feel free to disagree
with this assessment and to re-rate the Bf
110¢ with an “F" and 1ake the parenthesis
from its Air to Air rating.

Players may note the lack of par-
tisans in the game. Most of the partisans in
this area were generated by the lost Soviet
units in the Vyazma and Bryansk pockets
and were of litle effectiveness until the
Soviet offensive really got rolling after the
new year. Their inclusion would only trade-
off more rules for a very limited amount of
effectiveness.

After reading numerous German
accounts, I can only be struck by the exag-
geration of the effect of the Rasputitsa—in
terms of generalizing its worst effects over
the whole of the battle area—and by the
strange insistence by Guderian in Panzer
Leader that his advance was crippled by a
mud season which seems to have started
three weeks earlier for him than anyoneelse.
1 also cannot help but note that he makes
little reference to what those “sub-human™
Russians are doing to slow him down (ex-
cept when they trot out a tank, the T-34,
which is vastly superior to his own armor!)
Strange too are the number of sources listing
the beginning of the mud season at the same
time as does Schnell Heinz, but alsomanage
to list him as the source of this information.
Draw your own conclusions, but if you want
to see the effects of the mud season these
Nazis seem lo be irying to convince us
about, make the Rasputitsa start on turn 3
(no exceptions), have it last until mm 6
(inclusive) and enforce a rule that only leg
and tracked units may move at all and they
are limited to 1 hex only. Anything counted
in truck MPs is limited to the hex adjacent,
such as HQ supply throw and draw. Trucks
themselves cannot move. I wish you good
luck as the German Army will be starving to
death by turn 5 and will be physically inca-
pable of doing what they actually did.

Asperthe OCS standards, the AT
gun and anti-aircraft have been parcelled
out 1o, and assembled within, the other com-
bat units of the game.

The rest of Army Group Center is
assumed to be operating just off the North
map edge in a roughly historical fashion.
They will not be able to take Moscow—it
falls on the shoulders of the units on the map
to do so. The off-map forces, however, do
make encirclements possible.

The German player is given one
corps of the 9th Army (the 8th Army Corps)
which is the furthest south element of the th
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Army. These units are given to the German
player freely so as 1o avoid unnaturally
stretching the 4th Army to cover a com-
pletely unrealistic area.

Player’s Notes

Hereare just a few commenisto help
you get rolling in GB. More claborate hint
articles have already appeared in our magazine
Operarions and I cannot best them here.,

German Player

*Have a plan. The most important
thing for the German player to do is 10 assign
priorities and stick to them. You do not have
enough supply to conduct an all out amack
everywhere. Some sectors will have to be del-
egaled to secondary roles. It is possible to Tap-
idly shift the weight of your effort and that can
be used as a tool to keep your opponent from
becoming complacent in “quiet" zones,

+Full speed, or don't bother. Re sure
to go full tilt where you decide to put your
marbles. That means make all the decent over-
run attacks you can as soon as you launch your
offensive. Overrun, overrun, overrun, and sur-
prise, surprise, surprise! Waiting till the Com-
bat Phase to attack is inexcusable and will
hardly be worth the effort. Time is limited, you
must make your gains fast (before the mud
season). A half-hearted effort wilt be a waste of
time. If you are an overly cautious player, you
should probably be playing the Russians!

Conserve Supplies. In spite of what
I just said, the German player must never ex-
pend supply like there is no tomorrow. Later in
the game (maybe as carly as tum three) such
flippancy will come back to haunt you. It is very
easy to push so hard and fast (burning combat
supply at a prodigious rate) that the coffers will
be drained in a tum or two.

*Make the ‘Fat-Boy's’ (Goering's,
thatis) Air Force work for you, not the otherway
around! Make the best use of the Lufiwaffe you
can. Use it to generate DG stacks to hit with
overruns (talk your opponent intothe Hip Shoot
rule, if he’ll let you), break Soviet railroads
(difficult, since any unbroken line can negateall
the damage), and, above all, 1ake out his air
force. If you fail to destroy large portions of the
Red Air Force on the ground, you will have to
expend far too much of the Lufiwaffe’s limited
strength 1o ward off Soviel air strikes on the
panzer spearheads.

*Keep your ducks in line. Only an
organized, efficient German effort will get very
far. The organization of your rear areas can
make or break your offensive.

*Be Imaginative. Remember, Mos-
©OW is.a war winning objective, but other com-

inations of cities will win the game for you.
Don'tdismiss altemative strategies which might
1gnore Moscow.

+Divide, Encircle, and Conquer.
Never forget that it is easier to pocket Russians
and make them go away by mass surrender, than
10altack them to death. You cannot ignore your

losses (they will come back to haunt you), so
any unnecessary allacking should be avoided.
You can, however, use your great mobility to
pocket large numbers of Russians and isolate
them for group destruction. The latter method is
much belter for you.

*Move Fast! You only have about
four game-weeks to run amok. Beginning with
the Rasputitsa, you will find yourself consoli-
daling your gains and preparing for the Soviet
counteroffensive. The first four tums can be
Played as a “quick” scenario if you want to
examine the oplimum German initial offensive.
If you want to save SPs for a um, do so, but do
not wait till tum four Lo get going. By thal time,
Yyour ability to drive will drop radically.

+*The Mud Season is on its way. Be
Prepared! Somewhere around tum five the mud
season will start. You should be aware of this. A
smart player will “contract” his units toward his
HQs and SPs so as 1o g0 into “mud season
operaling mode™ early so he won't be caught
short when it does happen. The decrease in
operational tempo will be of only limited effect
on yourefforts at thal point, but the avoidance of
not being caught “out in the cold" is well worth
iL.

Good luck and always remember Lo
put your fangs out and sel your hair on fire—
lolal aggressiveness is the only way to go!

Soviet Player

Your army is mediocre, low in
sirength, and slow as molasses. The German
forces will dance around and through you, Any
unit left out on its own will be tumed into a
grease spot by panzer treads and surprise rolls.
That's the bad news. So, now what can you do
about it?

+DON'T PANIC! You will be as
busy as a one-armed paper hanger in the first
few tums just Irying 1o survive. Your turn will
come. You can expect the Germans 1o take out
huge chunksofthe map and yourarmy. You can
afford huge losses as an exchange for time
(reinforcements will make up your losses) and
the German spearheads are much more fragile
than they look, and German supply lines are
more so.

+Have a plan—Know the system—
Organize your retreal. Use the game system 1o
your advantage and leave nothing of use for the
Germans to caplure. Retreal your forces accord-
ing to your own plan and not according to the
enemy's whims. Concentrale onimportant things
because you can't save everything,

«Counteraltack whenever possible.
Weak points exist in the German machine. You
can atack them in a limited manner early in the
game and the effectof these litle attacks will A)
slow him down and disrupt his plans, B) make
him look over his shoulder, and C) expose
things that he fears greatly (so you can 1ake
advantage of them later, He may panic showing
you very clearly what to hit next—it will be the
thing he scuttles to defend in sheer terror!

+*You must develop the correct Rus-
sian appreciation of space. The Germans will be

able to advance most of the way across the map,
but will not be able to firmly hold onto it. They
will also be at the end of a precarious supply
line, and theircondition will only get worse with
time. Use the space you have and don’t attach
too much importance to any small pant of it
(aside, that is, from Moscow itself).

«Push as much supply forward as
you can to the frontline armies. That way you
avoid worrying about mass surrender for a few
tums after being surrounded. A seemingly ‘per-
petual’ pocket will sap both German strength
and morale, as well as mess up his efforts to keep
his supply lines simple.

«Hide your units. Because of the se-
ries rule forbidding the examination of enemy
stacks, you can camouflage your frontline forces
(at important points, anyway) using things like
mode markers and hedgehogs. A useful trick is
io deploy penal batialions and other useless
units in dense terrain under a hedgehog marker.
The German player will have to attack these
units as if they were strong, expending MPs (if
an overrun), and combat supply which he can-
not afford. It is also best to mix in a few good
units with the ‘dummies’ as the German might
decide that all those hedgehogs are easy tar-
gets—antil a German battalion accidentally at-
tacks a strong, dug-in division in a forest!

*Use the Red Air Force. In the first
Reaction Phase of the German offensive, you
will have a golden opportunity to bring the
Germans to their knees. Execute barrage attacks
against the German spearhead units. If you get
some of them DG'd, then you will have gone a
long way to de-railing his aitack.

Defend choke points and routes of
advance. The German army is highly road-
bound. Do nat wasle your strength “guarding™
the entire front (it can’t be done). Instead, setup
completely occupied lines around things like
road junctions, road crossings in forest, and an y
other restriclive terrain. The German army is
Ppoor in tight terrain. Drag them into the forests
and make them squirm!

*Use your Strategic Mobility to make
up for your lack of Tactical Mobility. One of the
strongest assels you possess is your rail move-
ment capability. It can go a long way toward
making up for your unit's weak tactical mobil-
ity. Pay careful attention 1o the rules about
entraining and detraining. If all your railroads
are doing is moving supplies, then they are
being under-utilized,

*Your Time Will Come! From the
Rasputitsa on the game will tum o your advan-
tage. The Germans will be strung out altempling
10 hold onto their gains. You will have time 1o
develop a strong offensive force with which to
counteraltack and retake your lost cities. The
more the German takes early on (unless heis an
extremely good player) the easier it will be 1o
grab the prizes back.

Playing the Soviels in GB 1akes a
high level of guts, determination, and
stalwartness. As long as you keep in mind that
your job is to defear the Germans, and not 1o
keep them at their start line, you'll survive, If
not, Uncle Joe is right behind you, and he's
armed...
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German Soviet Reinforcements
] Turn  Units
Reinforcements and || [ ™™ s s aw s
»
Wlthdrawals 2 llhngna:;k Bde, 2x Arty Bde, 1x 10-2-1 Inf Div [238],4 Truck
(Historical Entries, in (), are for your information only)
Turn  Units 3 1x Tank Bde, 2x Arty Bde, 2x Katyusha Bde, 2x 10-2-1Inf
1 1x 12-0 Corps HQ [13], 2x 20-4-3 Inf Div [17, 260] Div [217, 248], 1x Hurri2, 2x SB-2
(Northem portion, Map B)
2x Pz Div [3,4 (less 3rd Pz Bn)), 1x Murd Inf Div [16], 4 2x Tank Bde, 2x Arty Bde, 1x Katyusha Bde, 1x10-2-1Inf
1x 18-0 Corps HQ [24], Reich SS MudInf Div (MapB) Div 5], 1x 14-4-3 Inf Div [93], 1x 8-3-3 Cav Bde [17 Cav],
2x Pz Div [2 (less 3rd Pz Bn), 5 (less 3rd Pz Bn)], 1x I-15, 1x11-2
1x Mird Inf Div [3],
1x 18-0 Corps HQ [46], 4 Truck Points (Map A) 5 2x Tank Bde, 3x Arty Bde, 2x Katyusha Bde, 3x 10-2-1 Inf
Div[19,100,312}, 1x 14-4-3 Inf Div [6 Gds], 1x8-3-3Cav
2 2x 12-0 Corps HQ [34, 35], 5x 20-4-3 Inf Div [45, 95, Bde [31 Cav], 1x Pe-2, 2x IL-4, 4 Truck Points
112, 134, 293] (Map B)
1x Pz Div [11 (less 3rd Pz Bn)), 1x 20-4-3 Inf Div [252], 6 2x Tank Bde, 3x Arty Bde, 1x Katyusha Bde, 3x 10-2-1Inf
13 S Pol Rgt, Div [316, 344, 363], 2x 14-4-3 Inf Div [5 Gds, 7 Gds],
2x Sg Anillery Bn [768, 833] (Map A) 1x 14-3-3 Inf Div [185], 1x 12-3-2 Inf Div [114],
1x 8-3-3 Cav Bde [108 Cav]
3 1x Pz Div [20], 1x 18-0 Corps HQ [57],
4 Truck Points (Map A) 7 2x Tank Bde, 2x Arty Bde, 1x Katyusha Bde, 2x 10-2-1Inf
Div [120, 352], 1x 14-4-3 Inf Div (3 Gds], 1x 12-3-2 Inf
4 1x Pz Div [19 (less 3rd Pz Bn)] (Map A) Div [17), 10 Army [Hq, RR & Penal], 1x P-40c, 2x n-2,
2x 6-2-2 Sec Div [221, 403] (Either Map) 2x I-16
4th Panzer Group Roll: Failure if roll is 6
8 2x Tank Bde, 4x Arty Bde, 1x Katyusha Bde, 7x 10-2-1 Inf
5 1x 20-4-3 Inf Div [98], 1x 6-2-2 Sec Div [707] Div [127, 144, 303, 330, 340,360, 367], 3x 14-3-3 Inf Div
(Either Map) (78, 110, 132, 2x 12-3-3 Inf Div (semi-mtrd) (82, 101],
4th Panzer Group Roll: Failure if roll is 5-6 1x 12-3-3 Inf Div[256], 1x 8-1-1 Inf Div [239], 1x 7-3-3
M Inf Div [173 Min], 2x 8-3-3 Cav Bde [41, 50 Cav],
6 1x 20-4-3 Inf Div [56] (Either Map) 4 Truck Points
4th Panzer Group Roll: Failure if roll is 4-6
9 3x Tank Bde, 4x Arty Bde, 1x Katyusha Bde, 3x 10-2-1 Inf
7 None Div [348, 350, 356], 2x 14-3-3 Inf Div [49, 113],
4th Panzer Group Roll: Failure if roll is 3-6 2x 8-1-1 Inf Div [413, 415], 1x 12-3-3 Inf Div (semi-mtrd)
[30], 2x 12-3-2Inf Div [279, 322], 61 Army [HQ,RR &
8 1x 20-4-3 Inf Div [106] (Either Map) Penal], 1x Pe-2
W/D: 1x JuB8a
10 3x Tank Bde, 4x Arty Bde, 2x Katyusha Bde, 5x 10-2-1 Inf
9 None Div [342, 346, 385, 387, 391], 1x 12-3-2 Inf Div [212]
10 1x 20-4-3 Inf Div [339] (Either Map) 11 3x Tank Bde, 4x Arty Bde, 1x Katyusha Bde, 4x 10-2-1 Inf
W/D: 2x BE£.109f Div [16, 60, 201, 328], 1x 14-3-3 Inf Div [273],
2x 12-3-2 Inf Div [12, 124], 1x 8-3-3 Cav Bde [20 Cav],
11 None 4x 8-4-3 Cav Bde [1 Gds, 2 Gds, 3 Gds, 4 Gds].
2x Cav Corps HQ [1 Cav, 2 Cav], 4 Truck Points
12 None
12 2x Tank Bde, 1x Arty Bde, 3x 10-2-1 Inf Div [325, 327,
13 None 329],2x12-3-2Inf Div [148,233], 1x 8-1-1 Inf Div [160],
1x 7-3-3 Mtn Div [77 Min]
\ _J
13 None
\S __J
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