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I. Pre-Turn Phae >
1. Weather Determination Segment

2. First Player Determination Segment
I1. First Player, Player Turn

A. Active air units (when on map).

B. Hedgehogs, Mode Markers, HQs, Combat Units.
C. Supplies, Trucks, Wagons

D. Airbases, Inactive Air Units, Railhead, Rail Interdiction,
Rail Damaged Markers.

+ 1 RE of units or each truck/wagon point (loaded or not) counts
the same as 1 Supply point when being transported. {Anything requiring
Eq Repls to build or rebuild cannot be transported by air.)

* Rail transport done exclusively on multi-track lines costs 1/2 of
normal rail cap cost for the load involved.

« Rail transport done along exclusively single-track lines or a
combination of single- and multi-track lines costs the normal rail cap.

= Rail transport done where even one hex is along low-capacity
lines costs double the normal rail cap cost for the load involved.

« Rail transport done through one or more Rail Interdiction hexes
costs double what it would have without going through them.

Modified
Dice Roll

NO RESULT—Advantage, if used, is expended,
Air units available for next round. Otherwise, no effect.

If the player declares a combat to be an
advantaged combat, add one (+1) to his air
unit’s air-o-air rating,

oiﬁe
| Dice Roll

ey

e L 3
pplied friendly air

The owning player decides which air units to refit.

Che Gamers

Operational Combat Series:

Units always land on their Combat Mode Side, and in DG mode.
If a unit lands atop an enemy combat unit, the dropping unit is destroyed.

e I 1 A . L | =
Given that an air base with inactive air units has been attacked using the

GS & Barrage vs. Facility Table and a result of AB or better was obtained,
roll one die for each inactive air unit at the base.

At L i - LL~ o 3

If an air base has been captured by enemy ground units, automatically
destroy all inactive air units. Roll for active air units separately below.
After rolling and taking any losses, active air units must displace to another
base and become inactive there,
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Total Fla

I:I Cambm! Suﬁply (ertker side):

Anacker: 1T per RE for unit, whichever is more).

Defender: 2T (unless | RE or less is defending, then defender
combat supply 15 1T ).
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- No Effect U : — . . ,
iy J I!g S!Eﬂ !!! Q) Barrage Suppl
=13 Reduce the Air Unit and il Aborts ‘Prﬁ |¥ r Bglaﬁ}n’n of Artillery, 2T per Regiment of Artillery,

Determine Flak Sr(-nglh using 14.18,

4T (1 SP) per Bngnde of Artillery.
Ships cost | 5P 1o fire.

e & GS Strength

Unils cannot barrage without having the correct Barrage Supply. If the correct
amount is paid, the artillery fires at full barrage strength—even if Out of Supply.
Do not use the above for Adr Units.

U Fuel SuJ:
per division or HQ {when the HQ pays for all non-

divisionals within range) OR 1T per unit
i Toie When paid using the 1 SP method, the Fueled status lasts
o ; S— - s 2 4 until the next friendly Clean Up Phase. If the IT per unit method is
DG 1/2 112 112 used, the Fueled status lasts for the current phase only.

Roll once for hex. Owner’s choice of unil(s) which take the step loss.
Results:
-1 No Effect

#: Lose # steps and become disorganized.
[1/2): If in a level 3 Hedgehog (or more), or if No friendly unit adjacent to the target hex treat as DG, otherwise ireal as regular 1/2.

1/2: Roll one die, on a 4-6 lose one step and become disorganized. otherwise, become disorganized only.
DG: Target is disorganized.

) ) Ships cost | 5P for fuel in any phase they move. Their fuel
. Use all lines which do apply. payment lasts for that tum only.

il one or more of 1is rca.-mn-. y-

Apply each J'mra mammum of once ina l\'ﬂl harr-l

0%

0%  10% 15%  20%
_10% __15% _ 20% 5%

6 5% 10% 10% 15% 20% 25%  30% 30%

Result i applied to cach target type separately. For cxample. a 25% result aganst a hex wath 10 rucks, 4 wagons,

- No Elfect
{AB): No effect except the anacking player can attack inactive air uniis af an airhase. AL Sl it srom i mivmyeie o oms o 3 ik T umpon. ik B
1: Air Base reduced by one level Apply each line a maximum of once in a given barmage if one of more of its reasons apply

2: Aar Base reduced by two levels ; 3 5

Note: Aar Bases cannot be reduced below Level 1 using this table on, and Supply Points in hex
*: Ranlroad Hex Interdicted
#: Increase in Hits applied 1o s pon, the MAX NUMBER of hits s 4

BT “3Shif S columins lef Wmnﬁmm e
ﬁ LRkl *kl'l- L 4.1 at |I:'1'.|'il 5. IIIII. Iw:lhan 15 “Paints™ in hex, shilt | column night

5,11 15 or more “Points™ i hex, shiflt 2 columns night

I.J\.c all lines which apply. “Points™ in hex s the Total of all Trml\ W
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Roll two dice, add Action Rating differential for the combat. GOM BAT TA BLES

Overrun Attack:
il 9 or more, Attacker Surprise
...il 6 or less, Defender Surprise

nerational Combat Series:

v.2.0i Charts & Tables

ww Modifier: Add | to the defender’s Action Rating if the defending units occupy a Hedgehog of any level.
If a player has surprise, roll one die and shift that many columns in that player’s favor.

Action Rating of selected Attacking Unit — Action Rating of selected Defending Unit — Level of Defender's Hedgehog, if any
=DRM

1. The attacker identifies the defending hex and attacking
units,

ALlol ALlol ALl
Dol DLIol

3. The attacker identifies his Action Rating unit, followed
by the defender identifying his.

3 AL2 AL2 AL2 AL2 AL2 ALlal ALlol ALlol AL ALl Aal Aol Aol i
Do Dol

Dol Dol DLIol DLIol DLlol 5. Roll two dice to determine surprise. Modify the odds
column as needed.

-] AL2 AL2 AL2 ALlol ALlol Allol ALI ALl Aal Aol Aol Aol ed Acd
Dol Dol Dal Dol Dol DLIol DL1al DLIe2 DLIo2

Supplied: Al vaues Normal

7 ALlol ALlol ALlol ALlal ALlol AL Aol Aol Aol Aal Aol ed Aed
Dol

Aed 7
Dol Dol Dal Dal DLiol DLiol DLl DLlo2 DLle2 DL202DG Out of Suppl : Autack and Defense x1/2. movement is

normal (given possible fuel problems), roll on Attntion Table each
tum. These units may attack (at x1/2) if combat supply can be found. |
Action Ratings are unaffected by Supply Level.. Air Bases which
are Unsupplied cannot refit air units.

9 ALlol  Allel ALlol ALI Aol Aol Aol Aol Aol ed Aed Aed Aed Aeld 9 : = \Fal THES
[l Dol Dal Dol Dal Dol DLIal DLIol DL o2 DL162 DLIo2 DL202DG DL202DG : !
|I' L
11 Allol ALl Aal Aol Aol Aol Aol Acd Acd Aed Aed Aed Ael 11
Dol Dol Dol Dal DLl DLIal DL1ol DLIe2 DL162  DL262DG DL262DG DL2602DG DL203DG

13 Aol Aal Acl Aol Aol Aol ed Aed Aeld Aed Aed Ael

3 Ael Ael 13
Dol Dal DL1al DL1al DLl DLIo2 DL1o2 DL202DG  DL202DG  DL202DG  DL203DG DL203DG DLI0IDG

1) If the attacker takes his option as a retreat the defender
can ignore any options he might have had and any exploitation
result is void. (9.10b, 9.10¢)

= 2) If either side is destroyed before taking its option. the
aez Ae2 15 other side is exempt from its options,

Aed Aed Al Ae2 Ael
or more DLIol DLIol DL162 DL1e2 DLIel  DL2IDG DLI0IDG  DLI0ADG DL2o3DG DL20DG DL203DG DLIeIDG DL203DG or more

15 Aol Aol Aol ed Acd Acd Acd

3) Any unit which retreats 2 or more hexes is automatically
marked DG.
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I the unit must be supplied from on-map supplies:
Supplied
Unsupplied

2T per division, 2T for non-divisionals

Any unit which isn’t paid for above and cannot trace.
U Supply Requirements for Special Units and Purposes
= Truck, Organic Truck, and Wagon Units: None® =

_- 'HQLIPLIEIEELI!R;: as a non-divisional unit.

[ = Aircraft Units: Air units never expend supply themselves, they are supplied

| because their base is supplied. : TR P L T
* Air Bases: If the air base can trace, it is supplied. Air bases which cannot
trace can be supplied if 2T per desired level is expended to supply the base.
The base then operates at the level paid for, which must be equal to or less than
the air base’s acwal level. i

[+ Build/Improve An Air Base One Level: 2T, One level per furn max. Must

| have engineer capable unit present to do so. Air Base succesful improvement

| roll:
| 2-6in the Open, 3-6 in Close, 5-6 in Very Close,
- and 6 in Extremely Close terrains.
_* Rail Repair: 2'.".5;; hek________ .
» Hedgehogs: Build/improve one level costs | SP. One level per turn max (two
if engineer capable unit in hex, 2 SPtotal supply cost.)
* Port Repair: 1 5P.

Operational Combat Series:

v.2.0i Charts & Tables
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Supply Level Effects
Supplied: All values Normal

Out Of Sllpp]y: Attack and Defense x1/2, movement is normal
(given possible fuel problems), roll on Attrition Table each turn. These
units may attack (at x1/2) if combat supply can be found. Action Ratings
are unaffected by Supply Level.. Air Bases which are Unsupplied cannot
refit air units

"BARRAGE Values are always full provided the required Combat
Supply is expended. ; s AT f

Attrition Table

Roll once per stack per Supply Phase for each stack determined to be Out of
Supply. A single unit is a stack of one. Roll on the column of the best Action
Rating unit in the stack.

j Action Rating
5-4 2 1 0 Result
2-8 2-5 2-3 2 - No Loss
Two  FEOEIORTT6T 4-5 347 23 -TI'Step
Dice 11 8-9 6-7 5-0 4-5 -2 Steps
Roll  EFIZ007710-11°77 89 -8 67 -4 Steps
13+ 12+ 10+ 9+ 8+ -All Steps

Die Roll Modifiers:

+3 if 5 steps or more in the hex.

Dump, Truck and Wagon Capture Table!

Roll whenever enemy units enter the hex and no fnendly units are also in the hex.

o T o Grind P i g B A e O A
0 0

1 0

2 25 (1 P B RS
3 23 25 25

4 50 | BRI R i s
B 50 50 75

6 75 75 Saganoees) [ 1 hsd
Notes:

1. Roll for each category in the hex separately. Number is% captured.
Handle the remainder according to the below.
2. Remainder is destroyed.
3. Remainder displaces up to 10 hexes.
4. Remainder displaces up to 5 hexes.
5. Captured portion includes the vehicles the dump might be with
These are converted into friendly counters band can move during the phase of capture

Dump Blowing Table
Die % Destroved
15 25

2-3 50

4-5 75

6 100




