


[1.0] INTRODUCTION 
Battle far Swlingrqd is a battalion/company 
level simulation for two Players of the critical 
World War II battle for the renowned Russian city 
on the Volga River. The conflict raged for seven 
weeks in late 1942. Elements of fourteen German 
divisions of the Sixth Army and Fourth Panzer Ar­
my engaged dozens of divisions and brigade' of 
the Sovier 62nd· Army irr one of the bloodiest cam­
paigns of the war. The game scale~ approxi~m~tely 
600 meters to the hex and each Game-Turn 
represents oneweek of real time. 

Btzttle for Sra(ingrad uses a game-system of 
Ocrman action and Soviet reaction, highlighting 
the differences in command and tactic~ employed 
by the Germans and Soviets at the time. The Ger­
mans enjoyed superior application of !heir air 
powet and artillery. Their efficient communica­
tions and command scructure, under Oeneral 
Friedrich von Paulus, allowed them to maintain 
complete initiative in the battle until they were well 
into the built-up areas of Staiingrad itself. The 
Soviets, on the o ther hand, had poor communica­
tions a mona their forces. Lieutenant -Oeneral 
Vasili Chuikov was hard pre~ to maintain com­
mand of hi& army, even in the most critiealaf'eas 6f 
the city. The camJX~ian was finally decided among 
the burnt out blocks of the dying metropolis, 
" 'here: the Soviets proved themsc:lv~ masters of ur­
ban combat. 

(2.0] HOW TO SET UP AND 
PLAY THE GAME 

GENERAL RULE: 

Battle for Stolin1rad uses a unique game­
sy~tem to illustrate low-level combat in a strategic 
situation. Each Player will find, as the German or 
Soviet commander, that he will be directing the 
OPtrations of an entire army over a long rime 
period and also c:arefuUy deploying assault turns 
to storm critical ~tical objectives. A complete 
game of Stalingrrul is play~ In seven Game- Turns 
(although it is recommend~ that the one Oitme­
Turn Introductory Game be played first to gaill 
familiarity with the system). 

(U) SE'ITJNG UP THE GAME 
Before beginning play, the Players should DUnch 
out their units from the countC!rsh~ets, sorting 
them by nationality and unit type. Then the Soviet 
Player, foDowed by the Oerman Player, places the 
units received at the start of play on the map. 

THE SOVIET PLAYER SETS UP HIS U!IJITS 

The Soviet Player consults the Soviet Deployment 
Display to determine which units he places in each 
of his three Deploymem Areas. 
• The Sou til Deployment Area consis~ of all the 
hexes in the area bound by the south ed~e of the 
game-map, the German Start Une, the Tsarista 
River and the Volga River. ~exes JS34, 1634 and 
1735 a reconsidered in the South Area. 

• T~ Central Deployment Area consists of all the 
hexes in the area bound by the Tsarista, Volga and 
Mokraya Mechetva Rivers and the German Start 
Line. 

•· The North Dtpfoymenl Area consists of oll the 
hel!es to the north of the Mokraya :'lfechetva River 
bound by the Volga River and the Oerman Start 
Line. 

The Deployment Display sho~s how many or each 
typ( of unil are pf.aced in each area. and to which 
for~m~tion the units belong {divisions, brigades, 
ete.). The formations ha\le no e-ffect on play; they 

are indt1ded purely for historical interest. For ex­
ample. in the South Oeployrncm Area the 244th 
lnfantry Division ineludes four 2-8 infantry units, 
rwo 3-8 infantry units, one 2-8 engineer unit, ere. 
In a gi"en Area, the so~iet Player may place the 
units as he: sees fit, within the foHowing restrk­
!ions: 
l . AU units should be plated witinh:eir bladc-1ype 
side face-up. 

2. At least one Soviet unit must be placed in each 
he~ designated as a So\·iet mandatory starting po­
sition. Note that two Soviet units must be placed in 
hex 1136. 

~. Militia units may only be placed in light struc­
ture, heavy structure. or fortitied structure hexes . 

4. The worker brigade units {in rhe central deploy­
ment group) must be placed.. one per hex. in the 
Krasny Oktyabr Works, Barricady Factory and 
Tracror Factory hexes. 
5. T~ 2289 Ammunition Depot counter must be 
placed on a ferry hex or wit.hin six he.'es inclusive 
of a ferry he.'<. 

6. Stack ins r ... trlctions muu be observed (see Sec­
tion 8.0). 

The Soviet Plnyer then places his L..evel and Dive 
Bomber Air markers on the "0" spaces of !heir re­
spective Air Power Tr11cks. and places the Game­
Turn mar leer on the "Ga!T1e-Turn I" space of the 
Turn Record Track. 

THEGERMAI\ PLAYER SETS UP HIS UNITS 
After the Soviet Player has placed all his uniti list­
ed in his Deployment Display, the German Plarer 
~onsutu ll!e Oermal\ DeploYment Display to deter­
mine which uniu he placei in each of his nine Divi­
sion Dtploymenr Sectors. E11ch Division Sector 
consists of all the hexes enclosed b~ a Division 
Boundary lin~ a t\d the German Start Lin<>. (~Ill· 
pie: The 94th Infanrrv Di~·ision Sector indudes 
hexes 03~S, 0434, 043~, 0436, 0437, 0535, O.H6, 
and 0537). All the German units listed for each 
division on the Deployment Display may be placed 
anywhere within their desi!!nated Di~ision Sector. 
German unitS may be placed adjacent to So•iet 
units acron the Start Line. Stacking restrictions 
must be observed . Once the game begin~. division 
designations have no r:ffr:ct o n play. Four German 
artillery units on the display are designated ill· 
depend~nt; these may be placed in any Division 
Sectors the German Pf.ayer desires. 
The German Player rhen places his Level and Dive 
Bomber Air markers on the spaces marked "GT 
I" on tlteir respecti~e Air PowerTracl<s. T he PlaY· 
ersarenow ready to begin the game. · -

(2.2] PI,.A\'lNG THE GAME 
In each Game-Turn both Players move their units 
and conduct many different forms of attack. Afl 
iypes of attach are resolved by rolling a die andre­
ferTlng to the Combo1 Results TafJfe. Whenever a 
unit has completed a function described in the 
following paragraphs, be it movemeru , attack., or 
a combination of the two, it is nipped over. A unit 
that is nipped over may not be used during there· 
mainder of the Game-Turn. As the Game-Turn 
progresses, progressive!~· more units will be flip· 
ptd over. When all rhe units a Player may wish to 
use are nipped over, the Game-Turn i~ completed. 

The Players Conduet AiT Attacks 

Beginning with the So••iet Player, each Player may 
attack En~my units with hi$ available Level 
Bomber and Dive Bomber Air Points. Attacks 
conducted by the two types of Air Points are 
resolved differently. A Pla~·er whos.e units are 
under attack may conduct Anti- Air Attacks with 
flak units. 

The Playen; Use The1r Artillery Units To 80111bard 
Enemy Unit.< 

Each player's artillery units may attaclc Enemy 
units that are within ran1e by bombarding them. 
As each artillery unit is used to bombard, it is flip. 
ped over. Th(' Players take turns resolving bom­
bardments one attack after another uiHil both 
Player.s ltnve conducted all the bombardments 
they can or wish to. 

Tile German Plltyer Moves His li•lts 

The Oerman Player may move his units end con­
duct overruns and ground attacks. The Soviet 
Player may conduct instant counteraltacks against 
Cerrnan units that move nexr to cert<~in Soviet 
units. The German Player moves and attacks with 
one unit or stack of units, and then nips it {)Ver 

before moving another. Whenever the German 
Player conducts 11ny type of attack, the Soviet 
Player draws a Reaction Chit. Lf the Soviet Player 
draws a chit that initiates a Soviet Reaction Phase, 
the Getman PlAyer must immediately stop moving 
and attacking wit11 his unit~. Until the Soviet 
Player draws such a chit, the Oennan P layer con­
tinue; to mo,·c. 

When the Soviet Pla~er draws a chit that initiates a 
Soviet Reaction, he may move: and a ttack with his 
units in the same method the German Player used. 
Howeo;er, the Soviet Player is limited in the num­
ber of units he may move, depending on the roll of 
a die and the location of his General Chuikov 
counter. When the Soviet Player has moved as 
many units as allowed by these limit<! Lions and has 
brought any reinforcement units due him into 
play, or if he roils a "6" when conducting any 
form of attack, all Soviet movement ~tops. 

Tht German Pla)·er Mo\'es Aaatn 

The German Player resumes moving a nd attacking 
with his units. However. he may not use those that 
are already Olpped over. He continues until the 
Soviet Pla~·er again draws a R!actlon Chit that in­
itiate~ a Sovier Reaction Pha~e. 

'r&eSovlet Player Move$ Aaaitl 

As in his first Reaction Phase, the Soviet Player 
may move his units that are not flipped over within 
the limits memioncd above. 

In this way the Playeu alternate moving their units 
until the German Playet" h:u moved all the units ne 
so desires. Then the Soviet Player geu a final 
chance to move his units. When he is finished, the 
Game-Turn is declared over and a new one is 
begun. 

W hilt playing the first few Oame-Turns, the P lay­
ers should keep an eye on tit: Sequence of Play (see 
Section 4.0), which outlines the distinct order in 
which each Player undertakes the functions of the 
Oame-Turn. 

[3.0] GAMEEQUIPMENT 
[3.1] THEGAM~MAP 
The 22" x 34" game-map portrays the city ofStai­
ingrad and the surrounding area in 1942. I! in­
cludes all the terrain signifkant to the Stalingrad 
battle . It also displays the terrain Key, Turn Rec­
ord Track, German Replacement Bo/i, and the 
German and Soviet Air Power Tracks. 

A hexagonal grid is superiml)OSed over the terrain 
features printed on the mapsheet in order to r~u­
larize movement and 1 he positioning of the playing 
pieces. Each hexagon (or "hex") on !he map has 
its own four dlait identity number. 

To make the map lie flat, back-fold it against the 
creases_ Small pieces of masking tape may be used 
a t the corners oft he map to hold It taut. 
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(J.l) CHARTS, TABLES AND DISPLAYS 
Various viiUAl aids are provided for the Playen in 
order to simplify and illustrate cenain game func­
tions. These are the Soviet and German Deploy­
ment Displa~. the Reinforcement Display, lhe 
Terrain Effects Chart, the Combat Resulu Table, 
and the Unit Capabilides Chart. 

[3.:U) Terrain EJfecrs CIUirt 
(see cltarts and tll.bles) 

[3.11) Combtot Res~~lts Table 
{see chartS and r.btes) 

(3.131 li11ltC.,_b1HduCurt 
{see ~:harts and table~) 

(3.3) . THE PLAYING PIECES 
The cardboard pi~ represent the military units 
that took part in the ori!inal baule. The numbers 
and symbols on the pieces represent the fire 
~trensth. movement ·capability, and the type of 
unit represented by that piece. The playi~ pieces 
are referred to throughout the rules u units. De­
pending on the type or military symbol on a unit, 
the numerical values on that unit may have differ­
ent meanings. As the Players will note when 
readina these rules, the units in &lttie for Sta­
lintrod may perform many different functiom and 
are under various restrictions, depending on their 
type. The Unit Capabilllles Chan (3.23) sum­
marizes all these special characteristics for quick 
reference wben playln& the game. 

[3.311 Bach typ<! of unit falls into one oi five gen­
eral cat~ories. depending on how t h~: values on 
the unit are n:ad. Withlo each category are anum­
ber of particular unit types. 

1. ALL UNfi'S WITH ONLY TWO VALVFS 
(frftnt o4 Btdl) 

Note tbat all uniu have id.entical values on both 
sides oft be c011ntcrs. 

Soviet (only)Typt 1 Ualts: 

/flj(lrffry rs'1 Worku IS5J 
MHit/6 [MJ Suf'YI•or SuN 
Guards ....,. 
ln/Mfl'1 IOIG 

MIICIII~teprl hifa~rry C!l!:l 

1, AltMORANDANTJ.TANKUNITS 
(Front ud ltadl) 

Flrr Srnmplt ~ 

F~ Strrllf(ltA. ·Movemtnc 
Allowrmce 

Flu Strmrth A iJ used when attadlng into a clcaJ 
terrain hex or ,.hen staclced ...-ith a1 !east one par­
ticipatins infantry, m.sioeer, WOfket, or recon­
ne~.inan~c unit (sec 14. 1). 

Fin Strmtth B is used when attll.cklng Into any ter­
rain hex o:«pt clear when not !tacked with one of 
the unit types !lsted in A. 

SammaryofTypc2 Ualu: 

Armor§ 

93. GERMAN INFAP.1RY UNlTS 
(Fron1aDCJ Bad!) 

Ff,.., Strenrtlt D 

FI,.Stmrttlt C Me>vtmott 
A!IOKIIce 

FlrtStrenttll C ls used when firing into any hex ex­
apt il heavy, fortified or special structure u:rrain 
hex (see 14.2)_. 
Flu Strnt~th Dis used when firing Into a heavy, 
fortified or special strJcrure terrain hex. 
SJa-*'1' of Type 3 Ualta: 

Motoriud ~ Mecltanizi:D '§ 
ltif1111try 1/ffrlnlry 

/tiftmtry 18! 

4. AtrnLLER\' ll!'o!ITS 
(FrMtaDCJ kk) 

~150 

8 10 12 

Range 

CIIIITYP" 

Morotmcttt 
Allowanct 

Note that aU Soviet units that are part of the 
T141n$-Volga Artillery group have -a Movement 
Allowanctof'O" (see 16.1). 

SlUIIIIWY of Type 4 Ualts: 

Monar ....:..... 
A rtilluy .....,. 

Note: All anll!ery units with a ~ovement 

Allowance of 18 are considered self-propelled. 

S. FL!t.K t.:NlTS 
(Froat aDd Back) 

TypeS A: 

I! 
L ~ 2.. Antl-llfrRIIIIfe 

3--1-12 

Vclwsidmtical to Type 2 
wua(-SJ4) 

TyJI<! 5 B 

Vlllua Ide, tical to Type 4 
unltr (ue $.54) 

6. MISCELLANEOUS SOVIET UNITS 
Front 

EJ 
12Aunr 
Chlllluov 

IE! 
•-12 

Volga Rl-Flotifltl 

Gerreral Clrulkcrv 

Pontoon Balta/ion 

2189Ammunltion D11mp 

7. GAMEMARKERS 
Front 

l-evel 

~ 
Bmbr 

Levef .,.. 
Bmbr 

Dive 

T 
Bmbr 

Soviet 
Aoact 

Oe=n b\>d Bombu 

Gttrm(ln Di•e Bombtr 

Scvkt u~IBombcr 

German ~o)W Artilluy 

Oa~·Tunr 

&ck 

D 
D 
D 
D 
[j 
D 
D 
D 
D 
D 
D 

[3.32] All units are printed identically on both 
sides of 1heir counter, except thai on the front the 
information is in black, and on 1he back in white. 
This facilitate.• the mo\'ement system used in Bailie 
for St(llingrad, as described in Case 7.2 

[3.33) DenniUoasofTerms 

Fire Strength: The relative strength of a unit when 
'onduc:ing Offensive or Defensive fire. In addl-
11on, artillery units use this Streneth when conduc­
ting Bombardmenr, and Oak units use this 
Slrength when a !lacking Enemy Air Points. 

Movement Allowance: A quantification of a unit 's 
ability 10 be moved through the hexgrid, expressed 
in terms of Movement Poin:s. All Soviet units ex­
pend one Movement Point for each hex they enter, 
while all Gennan untts expend more or less than 
one :vtovemem Point per hex entered, depending 
on the terrain in the hex. 

Range: The maximum number of hexes away from 
a target hex an artillery or flak unit may be and still 
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conduct fire or bombardment against the hex. 
Range is counted by including the hex being fired 
into, but not the hex occupied by the firing artil· 
!cry uni!. 
Anti-air Rang~; The maximum number of hexes 
away a Flak unit n111y be and still conduct lin Anti· 
air attack on Enemy Air Points commined to a 
hex. 
Gun Type; Included for historical interest on!>", 
and has no effect on play. However, any artillery 
noted as a Mortar docs have special resuielioris 
placed on it (see Case 6.5). 

(3.4] PARTS1NVE:"'ITORY 
A complete copy of Ball/~ for Slallngrad should 
include: 

22" x l4" game-map 

200die-cut countcr -sh~el 

400dle-cut counter-sheet 

32 page rules (includes articlc:"and charts and 
tables) 

Qennan Deployment Display 

I SoViet Deployment Display 

I Reinforcement Display 

~ 6-~idcd \lice 
Game box assembly 

lfany parts are missing or damaged, filloutthc en· 
closed Complainr Card aDd re turn· ro SPI for re­
placement. Note;The process used to manufacture 
counters sometimes results in images being slightly 
off-center or in colors from one counter overlap­
ping the .:olor of other neighboring counters. 
Counters displaying such minor imperfe<:tions 
cannot be replaced by SPJ. Only counters that are 
il~ible can be replaced by SPI. 

(4.0] SEQUENCE OF PLAY 
Stalingf"ad is played in a number of Game-Turns. 
During each Game-Turn, Players move their units 
and illl~k the Bnc:my Player's units. In order fOI' 
the Players to carry out these functions In a logical 
and fair manner, each. Game-Turn is arranged in a 
rigid sequence: that the Players must follow. The 
Sequence of Play is divided into five Stages, o;ome 
of which are further di,·ided into />hoses. The rna· 
jor stage in the Game· Tum, the OptrotionsStoge, 
contains Phases that may shift back and forth un­
expectedly a number of times, as a result of each 
Player's actions. The Player wbose Phase is cur· 
rently in proaress is often referred to as the Phas­
ing Player, the otheT P!Dyer as· the non-Phasing 
Player. Each Game-Tum is executed according to 
the following sequeoce. 

A. GAME-TURN PREPARATION STAGE 
Both Players check their units to make sure they all 
have the appropriate side face-up. On odd-num­
bered Game-Turns, all units should begin with 
their black &ide face.up, a11d on even numbered 
Game-Turns with their w/tlu side faee-up. as 
noted on the Game-Thrn Record Track. 

Each Player places his Air Markers on the spaces 
marked for the current Oame-'l'urn number on his 
AirPowerTraclu. 

The German Player places any rel)lacemeni units 
available to him this Oame-Tum on the map. 

B. AIRPOWERSTAOE 
l. Sowiet AJr Phue 
The Soviet Player may attack GeTman units with 
his Air Poims, if be has any. The Soviet Player 
must allocau: all his available Air Points before he 

resolves his ah attacks. Tbe German Player may 
conduct an anti-air attack whenever a Soviet a!r 
attack !&resolved. 

z. Gemlan ."-ir Phue 

The German Player may attack Soviet unitS with 
llis available Ait Points. He may allocate his Air 
Points and resolve their attacks in any order he 
wishes. The Soviet Player may conduct anti-air at­
tacks. 

C.ART~LERYBOMffiARDMENTSTAGE 

Bach Player may use his artillery units to bombard 
Enemy units that are within range. The Players al­
ternate executing bombardments, beginning with 
the German Player. All artlller)· bombardment is 
considered to be simultaneous. Thus, if an artillery 
unit that had not yet bombarded was eliminated by 
Enemy bombardment, it would be allowed 10 take 
part in a bombardment before it was removed 
from play. The Players take turns bombarding un­
t!l one Player has finished all his bombarding. The 
other P\ayer then resolv~ all further bomb:~rd­
ments be wishes to conduct. 

D. OPERATIONSS1'AOE 
t . First Genn•• lnltlatht Pilate 

The German Player may move his units, including 
relnforccmecm available to him, within lhe reslric· 
tions of the rules for movement, ZOnes of Control 
and stacking. He moves one stack of unitS at a 
time, conducting overruns and !!round attacks 
uainst Soviet units with that stack before moving 
another staclc The Soviet Player may conduct in· 
slant counterauacks against moving Gennan IIDit$. 
As · the rnovemenr of each German unit is com­
pleted, It is nipped ol'er. After the resolution of 
each overrun, ground attack , or ins~nt counterat· 
tack. in which the German Player takes l)llrt, the 
Soviet Player draws a Reaction C hit. The G-errn.an 
Player continues moving and auacking with his 
units until the Soviet Player draws a Reaction Chit 
that initiates a Soviet Reaction. All German move· 
mentand combat then stops. 

2. First So• let Reaction Phase 

The Soviet Player rolls the die to determine how 
many stack$ of units he may move, in addition to 
any units within two hexa of the General Chuiltov 
counter. He moves one stack of units at a tirne and 
conducts ground attacks with that ~tatk. before 
moving another staclc. The German Player may 
:oruluct instant counterattacks again5t movinsSo­
viet uniu. As the movement of each unit is com­
pleted, it is flipped over. The Soviet Player mlly 
bring reinforcement units due him Into play. When 
the Soviet Player has moved all the stocks of units 
he is allowed to or wishes to, the Reaction Phase is 
completed; all Sovicc movement and combat 
stops. This Phase also ends immediately if the 
Soviet Player rolls a "6" on the die when resolving 
any of his ground attacks. 

3. SteoDd Genaaa lalllatlvt Phue 

The 'German P layer resumes moving hls units, as 
In the first lnltiativc Phase. However, he may not 
move units that have been flipped over in the cur­
rent or previous phase. Thls phase continues until 
another Soviet Reactio-n Pha~e is initiated. in the 
same manner as explained previously. 

The Player\ continue alternatinll Phases (\\'ith 
each Player moving in his Phase those units not 
flipped over) until, during a German Initiative 
Phase, Lhe German Player announces that he has 
finished moving and attacking with all his units he 
can or wishes to in this Oame-Tum.lf all his units 
arc fli~d over, he autornatic;ally makes thu de· 
claration. The Soviet Player now hAs a final 
chance to react. 

4. Final Sovlel Rnctton Pose 
a. The Soviet Player rec1:ives replacement annor 
units in specified Soviet-occupied fonlficd SIJ"Uc­

turehexes. 
b. He may move any units that are not nipped 
over and conduct ground attacks with them, ltC· 

cording to the normal restrictions of a Soviet Re­
action Phas~ . and may bring available reinforce­
ments into play. However, he rolls two dice to 
determine how many stacks of units he may mo,•e. 
When the Soviet Player has completed all the 
movement he is aUo,.-ed or desires, or if he rolls a 
"6" during a Ground Attack, his "normal move­
ment•• ror the Game-Tum is completed. 

c. The Soviet Player may move cenain units thar 
are nor nipped over by Strategic Withdrawal. 

d. The Soviet Player recci"cs replacement worker 
and militia 11nits, and may change the location of 
his ammunition depot counter. 

E. GAME-TURN INDICATION STAGE 
One complete Game-Tum is no ... · finished. The 
Soviet Player checks for oil tank ignition. The Ger­
man Player checks to see if he has fulfilled the con­
ditions ror victory. The Game-Turn market 
should be mo.-ed to the next space on the Game­
Turn "Record Track, signalling the beiinning of a 
new Game-Turn. 

{5.0) AIRPOWER 

GENERAL RULE: 
Both Players receive air pow(r during IM course 
of the game in the form of separate Le11et Bomber 
and Dive Bombo Air Points. These are assigned to 
the Players each Oame-Turn in accordance with 
their respective Air Power Tracks (printed on the 
map), The Players may use their Air Points to con­
duct air attacks on Enemy units durins their Phase 
of the Air Power Stage. Level Bomber Air Points 
may be u.sed to attack all the Enemy units in a 
single hex. Dive Bomber Air Points may be used to 
attack one Enemy unit, or they may be used to sup­
pon ground attacks during the Operations Stage 
instead. 

CASES: 

[5.1) l 1SING THE AlR POWER TRACKS 
The Air Power Tracks list the number of Air 
Points of both types the Players receive for each 
Game-Thrn. Each Player's Air Point markers 
should be placed on their track! in the appropTiate 
space, during the Game-Turn Preparation Stage. 
For eumple. on Game-Tum 3 the Soviet Player 
hu chree Level Bom~r Points and no Dive Bam· 
ber Points; the German Player has 48 Level Born· 
ber Points and 14 Dive Bomber Points. 

The numbers on the tracks progress in multiples. 
not single digits. Dive Bomber Points are listed in 
increments of2, Soviet Level Bomber Points in in­
crements of 3, and ~man L~'Cl Bomber Poims 
in i11cremcnts of 4. Each type of Air Point assigned 
to an air attack must be committed minimally in its 
liSted increment or a multipk thereof. For exam· 
pie, if the German Player were executing an air at­
tack with level Bomber Points, he could only 
commit 4, 8, 12, 16. etc. Points to the attack. 
These increments apply beforl! any reductions to 
th~ Air Polnts for terrain or flak attacks arc taken 
Into account. 

When a player announces an e.ir attack, he moves 
the marker for the tyl)e of Air Points he is using 
down the track an appropriate number of spaces. 
For ex•mple, if the German player executed an air 
attack with six Dive Bomber Points, he would 
move the D!ve Bomber marker three spaces toward 
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"0". When a market r~hes th~ "0" spa~ (orif it 
begins the tum there), the player has no Air Points 
of that type available. 

(S.l] RESTRICTIONS ON ALLOCATING 
AIR ATTACKS 

(S.l1J The Soviet Player must allocate all his 
available Air Points to air attacks before resolving 
any of them (Exception: See Case 5.6). For exam­
ple, on Game-Turn 4 the Soviet Pla~·er tw 2 Di\'e 
Bomber Points and 6 Level Bomber Points. He 
must declare which German unit the Dive Bomber 
Points wiU attack, and which one or two hexes the 
Level Bomber Points will attack, before he rolls 
the die to determine the outcome of any of the at• 
tacks. 

(5.22) The (Jerman Player may allocate his Air 
Points and resolve his air attaelcs in any order he 
wishes. Thus, he COllld air atcack a partiC\Iklr hex 
with Level Bomber Poln~. 3ee how that goes, air 
attack some other hexes at his whim, and lllen air 
attack a unil in the first hex with Dive Bomber 
Points or more Level Bomber Points. 

[$.231 A Player may commit any number of Air 
Point$ oftltesum~ t)l~ to a single air attack (in the 
proper increments). Level and Dive Bomber 
Points may never be combined in a single air at· 
tack, although the two types could be used to exe­
C\Ite separate air attacks in the same he.'l. 

[S.l4] The (Jerman Player may not execute air at­
tacks against Trans Volga Artillery units (see Cue 
16.26) or against hexes In or east of the Volga 
River. Soviet pontoon units, the Volga Flotilla 
unit. tile General Chuilc.ov counter and the ammu­
nition depot counter are never affected by Oerman 
level bombet air attacks in the hexes they occupy 
and may not be air attacked by (Jerman Dive 
Bomber Points. 

(5.2S] Air PointS are not affected by range. ,o\n)' 
hex on the map (except as noted in Case .5.24) may 
be air attacked, 

[S.3J LEVEL BOMBER AIR A TrACK 
PROCEDURE 

A level bomber air a Hack is executed against all the 
Enemy units in a particular hex in the following 
manner: 

1. Tit.: Phuina Player chooses all Enemy. 
occupied hex and announces how many Level 
Bomber Points he is using toauack the h~:.,, 

2. The non-Phasing Player ma)' attack the Level 
Bomber Points with his flail; units, if he has any 
available within range {see Cas.e 5.5). If a flak at· 
tack is successful, toe appropriate cumber of 
points i& subtracted from the Level Bom~r Point 
total attack.tns the hex. 

3. The remaining Levd Bomber Points may be 
fu1'1hcr reduced by the terrain in the he:'l under at­
tack, as noted in column 4 of the Terrain Effects 
Chart. 

4. The Phasing Player rolls the die, cross-refer· 
cnciog the die result with the adjusted Level 
Bomber Pointtmal on the Combat Result Table to 
determine the number of Enemy units eliminated. 
The die result may be modified by the terrain in the 
hex, as noted in column .5 of the Terrain Effects 
Chart. 

[5.11) Units eliminated by level bom~r air at­
tacks are immediately removed from play. 'The 
owning Player .;hooses whith units in the hex will 
be eliminated (ExcepUua: See Case 5. 32).He must 
remove the requisite number of units. If all the So­
viet unirs in a fortified structure hex are eliminat. 
ed, a Survivor unit is created (see Case II. 7). 

· [5.31] When any elimination result is incurred in 
an air attack·, any artiUery units in the hex must lR 
d~stroycrJ fir~t. If there are more artillery units in 

the hex than the combat result iBdicates must be 
eliminated, the owning Player chooses which tore­
move. 

[S.JJJ Level bomber air attacks may not be exe· 
cuti:U against an Enemy-occupied hex that is ad­
jacent to a Friendly-occupied hc:x. 

[5.4] DLVE BOMBER AIR ATTACK 
PROCEDURE 

A dive bomber air attack is executed agai~t a sin­
gle Enemy r;nit, as follows: 

I . The Phasing Player chooses an Enemy unit that 
he can observe (see case 8 .4) and announces how 
many Dive Bomber Points he is using <O aMaclc it. 

2. The non-Phasing Player ma)· attack the Dt~·e 

Bomber Points with his flak units. if they are avail· 
able within range {see Case 5.5). [f the flak attack 
i~ successful. the appropriate number of points is 
subtracted from the Dive Bomber Point total in 
the air attack. 

3. The remaining Dive Bomber Points may be fur­
ther reduced by the terrain in the hex the unit un­
der attack occupies, if it is an infantry, machine 
gun or engineer unit, as noted in column 4 of <he 
Terrain Effects Chari. 

4. The Phasing Player rolls the die, cruss-refer­
encing the die result with the adjusted Dive Bomb­
er Point total on the Combat Result Table to de­
termine if the Enemy unit is eliminated. The die re­
sult may be modified by the terrain in the hex, if 
the unit under attack i~ an infantry, machine gun, 
or engilleer type, as nottd in column 5 of the Ter· 
rain Effects Chart. 

[5.41] A dive bomber air attack affects only l 
unit. Other units in the same hex as the unit being 
auacked are not affected by the attack. 

($.411 A unit umler dive bombtr air attack is elim­
inated if a result of"\'' or more is achieved on the 
Combat Results Table. A result Rreater than "I" 
has no further effect. -

(5.43] A unit under divt bomber air attack 01lly 
receives the rerrain bc:nefltsli~ted in columrn 4 ana 
S of the Terrain Effects Chart, if it is an infantry, 
machin7 gun or engineer unit . 

[5.44] A dive bomber air attack may be conducted 
against an Enemy unit in a hex adjacent to a 
Frient!ly·occ::upied hox. 

[S.45) If 8 dive bomber air attack results in a forti­
fied strucmre being cl~r"d of all Soviet units, .a 
SurvivOI'un!t is created (5« Case 6.7). 

[S.S] FLAK UNITS AND 
ANTI-AIR AITACKS 

The non-Phasing Player may use his in-range Oak 
UJiit to .::onduct anti-air attacks again~c Ute Phas­
ing Player's Air Points during an air attack. First, 
he totals the Fire Strength of all the flak units at­
tacking tnc: Enemy Air Points. He then roUs the 
die. cross- referencing the die resu It with this flak 
total on the Combat Results Table, to determine 
the n:Umber of Enemy Air Points lost. lf the air at­
tack is being conducted by Level Bomber Air 
Points, the combat ft!sult of the anti-air attack is 
doubled (a combat result of 2 would eliminate 2 
Dive Bomber Points or 4 Lcv¢1 Bomber Point•). 
The Phasing Player reduces the number of Air 
Points he committed to the air anaclc by the appro­
priat~ amount and then proceeds to resolve the air 
attack , asoutlined inCase5.3 and 5.4. 

[5.51) An anti-air actack is conducted by any 
number of eligible nak units at!ainst a ll the Air 
Points committed to a single air attack in a single 
hex. 
[S.S:t) A flak unit is elieible to conduct an anti-air 
attack ifh Is witnin range of thefricm1ly-ocC\Ipled 
hex under air attack in accordance with the restric­
tions of Case 5 .53. A flak unit is within ran1e of 8 

h~ if its printed anti-air range: is greater than or 
equal to. the distance in hexes from theunit'shex ro 
the hex it is firing into (seeCa~e 3.33). 

l5.53J A Soviet flak unit may only attack (Jerman 
Air Points in one hex, although it may attack Air 
Points in that hex each and every time they are 
committed. Tha.t is, once a Soviet flak unit attacks 
(Jerman Air P oin ts in one hex, it may attack Air 
Points in that hex only, for the remainder of the 
Game-TuJn, A German flak unit may auack any 
and all So•·iet Air Points committed to any hexes 
withinraoge. 

[5.54] If a flak unit has two printed Fire Strength 
values, the fir81 one is always used when conduct­
ing anti-air attacks. Some flair. units have both an 
anti-air range and an artillery range (see Case 
3.31). The former value is used only for anti-airat· 
tacks and the latter only for conducting artillery 
bombardment and indirect fire ($Ce S~tion 6.0 
and Case 10.6). 

(S.55] If a flak unit is atta<!lcing Level or Dive 
Bomber Air Points committed to the hex it occu­
pies, iu Fire Strength is doubled for the anaclt. 
Some fl.ak units de not have a printed anti -air 
range; such a unit may conduct anti-air attacks 
against Air Points comrnitled to the hex it occupies 
Qll/y, bul lis Fire Strength is a till doubled. 

[5.56) A flak unit is noc flipped ovet when it con­
duelS an anti-air attack. It may attack Air Poims 
any number of times and move normally in the 
Operations Stage. Once a Sovier flak unit is 
flipped over (see Ca.se 7.2), it may oo longer con­
duct ami-air attacks. German Onk units may 
always conduct anti-air attacks, whether flipped 
over or not. 

(5.57] Air Points climinst~ by an anti-air attacli: 
are lost for the duration or the Game-Turn only. 
In succeeding Game-Tu{ns, the player receive:.'> his 
full allotmettt of AirPoincs. 

[5.58) Flak units may conduct anti-air attacks 
against Dive Bomber Air Points committed to sup­
port a grountl allack during the CJJ)trations Stage 
(s~ Case 5.6) . Soviet flak units are under lhe re­
strictions or Case 5.53 durinc: the O~adons 
Stage, and lf a Soviet nak unit i$ moved (flipped 
over) il may no longer ~ondutt antl·air attsc"ks 
(unlike tile German flak units). 

(5.59] Terrain has noerf~t 011 anti-air attacks. 

[S.6} AIR SUPPORT FOR 
GROUSD ATTACKS 

During the Operations Stage, the Pltnsing Player 
may use Dive Bomber Air Points (only) to support 
any ground attacks he is conducting (see Settion 
10.0). If he has any Divc Bomber Air Points avail· 
able (that is, he did not expend his em ire allmment 
for the (lame· Turn in the Air Power Stage), 1\e 
may add any portion of them (in increments of 
two} to the fire Strength of his units conducting a 
ground attack. 

[5.61) The Pha$inJ!. Player commits Air Points to 
support a ground attack at the same time that he 
commits Indirect artillery fire support for tile at­
tack (step 2 of the ground attack procedure). 

{S.IIl] The number of Di~e Bomber Air Poims a 
Player commits to a ground attack is not affected 
by the terrain in the hex under Qttaclc. (l,e., column 
4 or the Terrain Effects Chart has no rffc:ct on the 
Air Points). However, the addition to the ground 
auack d:ie roll in column 5 of the Terrain Effects 
Chart is stillapfllij!d {s~ Case 10.43). 

[5.63] The non-Phaslns Player may conduc&-anti· 
air attacks against Air Points committed to ground 
attack support wlrh eligible Oak unit~ (see Case 
5.5). Note that Soviet flak: units may not do so if 
Liley are flipped over (~·Case 5.58), or if they 



have already conducted an anti-air attack into a 
hex other than the one under ground attack (sec 
Case~.B). 

{S.W) Level Bomber Air Points may not be ustd 
in the Operations Stage. 

[5.65) Air Points may not be used to support an 
overrun or instant counterattack. The defender in 
a ground attack may not use Air Points. Attacks 
conducted solely by Air Points are not allowed in 
the Operations Stage. 

(6.0] ARTILLERY 
BOMBARDMENTS 

GENERAL RULE: 
During the Artillery Bombardment Stage, both 
Playeni may use artillery units to bombard Enemy 
units. Players take rurns declaring and executing 
bombardme.us. Anillery unhs use d~r Fire 
Strength to bombard. Thi~ strength may be re­
duced by terrain; the tYPe of Enemy units being 
bombarded, or If Soviet , by oth.10r ~pe<:ial •estric­
tions. The modified Fire Strength of bombarding 
artillery units is used in conjunction with the Com­
bat Results Table to determine how many, if any, 
Enemy units under bombardment are eliminated. 
Elimination of all the Soviet unit& in a hex by Ocr­
man bombardment will somt"times create survivor 
units. 

PROCEDURE: 
The Player conducting an artillery bombardment 
d~clares which Enemy-occupied hex he is bom­
barding and whicll of his in-range artillery units 
will participate. He th~ totals the Fire Strength of 
the involved artillery units, taking into account 
any modifiers that may rtduce this strength as 
noted in the following cases. He rolls the die, 
cross- referencing the: die: result with the total mod­
ified Fire Strength on the Combat RC3ults Tiible to 
determine how many Enemy units in the bombard­
ed ha are eliminated. All artiUery units (including 
flak) that participated in the bombardment are 
flip~ over; they ~ay not initiate any further ac­
tion in the Game-Tum (see Case 7.2). 

CASES: 

[6.1) SEQUENCING ARTILLERY 
BOMBARDMENT 

All artillery bombardment is considered to occur 
simultaneously. However. since it would be diffi­
cult to do this in the aame, the Players take turns 
executing separate bombardments. First, the Ger­
man Player declares and executes a bombardment, 
then :.1e Soviet Player, then the German Player 
again, and so on. When one Player has no more 
bombardments to conduct. either by choice or if 
there are DO eligible artillery unit& remaining. the 
other Player resol\'eS all his rl!maining bombard­
ments consecutively. 

[li. 111 All artillery unita have the opportuntry to 
participate in bombardment during the Artillery 
Bo mbardment Phase. Thus. if an artillery unit is 
eliminated by Enemy artillery bombardment, and 
that unit has not yet participated in a b<>mbard· 
mc:nt, the owning player may use the unit to bom. 
bard be( ore it is removed (unleu he has already de­
clared that he has finished bombarding). 

(6. 12] If all the Soviet units in 11 hex from which 
the Sovi~t Player could possibly execute artillery 
spotting (see Case 6.21) are eliminated by bom· 
bardment, the hex is still considered to be So,•ict­
occupied for purposes of spotting during rhe re­
mainder ofthe Bombardment Phase. 

(6.2) RESTRICTIONS ON HEXES TR-'I.T EXAMPLE: 
MAY BE BOMBARDED 

Any Enemy.occupied hc:x may potentially be 
bombarded by Friendly in- range artillery units. 
However, the Soviet Player is under special restrk­
tions concerning which he~es he may actually 
bombard, wtfile other restrictions may limit the ef­
fectiveness of his bombardments into cenain hex­
es. 
(6.lll In order for the Soviet P layer to b~mbard a 
hc:x, it must fulfill one of the follov.lng three re­
qwremems: 
I . The helt is adjacent to a Soviet-occupied hex 

(the Soviet units in the he-x may. but need not 
necessarily, be Involved in the bombardment). 
2. T he hex Is within 9 hexes of ihe Mameyev Kur­
gan (hex 1726) and there is at least one Soviet unit 
in Mameyev Kur(,!an. 
). Tbe hex is within 3 hexes of a hill hex occupied 
by at lea>! one Soviet unit. 

(6..1:1} lf the Soviet Player it. bombarding a 
German-occupied hex that is nor adja,ent 10 a So· 
viet-occupied hex, the total Fire Strength of his 
bombarding artJllery uni ts is halv~d (rounding 
fractions up), in addiuou to any other red11ctions 
the nr~ngth miQ' incur. Thus, !he Soviet Player 
may ~able to bombard a he.'l by salisfylng re· 
quiremenr 2 or 3 in Case 6.2 1, bm unle~s he can 
satisfy requirement I , the Fire Strength of that 
bombardment will be halved. 

(6.131 A hex that is occupied solely by soviet mili­
tia or survivor units may not be UA<:d for artillen: 
spotting. If a hill hex or the Marne~·~'' Kurgan it 
occupied solely by these type of units, the hel< may 
not be: used to satisfy requirement 2 or ~ of Case-
6.21. (Exception: A survivor unit in Mameyev 
Kurg11n doessa.risry requirement2). 

[6.24} The Soviet Trans Volga Artillery units are 
n<'t subject to the re$trictions of Cases 6. 21 and 
6.22. See Section 1().0 for details. 

(6.15] There: is no limit to the number of times a 
given hex may be bombarded, as long as the P layer 
has artillery units a'-ailable to do so. 
(6.!6) The German Player may not b<>mbard a 
hex occupi~d solely by a So\'iet pontoon unit, the 
Volga flotilla unit, the ammunition dump counter, 
a nd/ or the General C huikov counter. If O!her unit 
types occupy a hel< alona with one or ntore of the 
above named units, tile hex may be bombarded 
but the named units are not ~ffecml by the bQrn· 
bardment. The German Plaver mav bombard 
hexes occupied by Trans Vol@a Arti!!err units. 
However, all such hexes are considered to be forti· 
fled structures. Other than th~e restrictions. the 
German Player may bombard any Soviet-occu­
pi~d hex: he ha; no "spotting" requ irements. 

[6.3J RESTRICTIONS 0~ 
UNlTS PARTICIPATING 
IN BOMBARDMENT 

Only artill~ry units may participate in bombard· 
m ent, including all artillery unit types listtd in 
Case 3.31 and flak units with a printed artiller)' 
range. Any number of artillery units may partici­
pate in a single bombardment, butthc:y must all be 
within range of the hex being bombarded, and it 
Soviet, must fulfill additional requiremems in this 
Case. 

[6.31] An artillery unit is wi~hln range of a hex to 
be bombarded if it3 print~d range i~ greater than or 
equal to the distance in hexes from the artillery 
unit 'shex to the Itt~~ in question, 

l' -311 In order fo( more than one Soviec artillery 
unit to participate in a sinsle bombardment, all the 
anillery units must be stacked in the same hex, or 
in adjacent he.>:es. This rcstriciton.also applies to 
Soviet units conducting indirect fire during the 
Operations St~ge {see CaS<! I 0.66). 

A 

8 

c 

I o examples A and B. all three Soviet t.rtitlery units 
may participale ln a sin&le bombardment. In ex· 
ample C, unit! 2 and 3 may both be used in one 
bombardment, but unit I may noL It could be 
used in a separate bombardment on the same or a 
different 6nemy-QCCupicd hex . · 

[6.33) An a rtillery unit may bombard an Enemy 
unit in an adjacent hex (see Case 6.46). Soviet artil­
lery bombarding an adjacent h.ex Is subject to re­
st rlctions of Case 6.32. 

(6.34) $oviet Tran;; Volga Artillery units are not 
subject to the restrictioits of Case 6.32 (see Section 
16.0). 

[6.4] EFFECTS OF TERRAIN 
AND ENEMY UNIT 
TYPEONBOMBARDMENT 

[,,411 Column 4 of the Terrain Effects Chart· is 
used when units under bombardment occupy a 
!Ieavy or fortified structure hex (f.x.ceptioft: See 
Case6.46). 

[6.42] Column 5 of the Terrain Effects Chari is 
always used when units under bombasdment oc­
cupy a light structure, heavy structure, woods, for­
tified structure, or park hex. 

f6.43] If a hex under bombardm.ent contains only 
armor units (including light or heavy armor), the 
total Fire Strength of the bombarding units is 
quartered ( Ex~eptlon: See Case 6.4S and 6.46}. 

[6 .44] If a hex under bombardment contains one 
or more armor units and at lea~t one other type of 
unh , the total Pire Strength o f the tfombarding 
units is holved (Ellceptlon: See Cases 6.4S and 
6.46). If the: bombardment results in the elimina­
tion of units in the hex, the armor units arc elimi· 
nated after all other unil types in the hex are 
removed. 

(6.45] If a heavy or fortified structure hex con­
tains any armor unit~. the Fire Strength of units 
bombarding the h.ex is modlfled as noted in col­
umn 4 of the Terrain Effect$ Chart, not according 
to Cases 6.43 and 6.44. 

(6.46] If an artillery unit is bombarding Enemy 
units in an adjacent hex, column 4 of the Terrain 
Effects Chart is not used, an<l the p resence of 
Enemy armor units has DO effect on the artillery 
unit's Fire Strength (Elletplioll: See Case 6.5). If 
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other artillery units not adjacent to the Enemy 
units were participatins, their Fire Strength would 
be affuted, but not the Fire Stren&th or the adjac­
~tunits. 

(6.47) The above modifiers also apply to artillery 
units conductlng indirect fire during the Opera­
tions Stage (see Case 10.64). 
[6.0] When ha/vJfll the Fire Strength of artiUery 
units, halve the combined Fire Strength of all the 
units ro which the reduction applies, then round 
the fraC.ion up if necessary. When quarreri"8 the 
Fire Strength, divide by four, then round the frac· 
tion up if necessary. 

(6.49] When a hex containina artillery units is 
bombarded, the artillery units must be eliminated 
firat, if losses are calle<i for (however, see Case 
6.11). 

[6.5) MORTARS 
Artillery units deslanatcd as mortan (noted by a 
arclc at the: bas~: of the unit type symbol) have 
sDCCial resrrlctiom. Ir a mortar art!Uery unit is 
bombardina an ttd./ttc#nt Bnemy-occupled hex, its 
Fire Strength Is ltttlwtl, and It may be aftected by 
the modifien \n column <I of the T'"'llin Effe~ 
Chart or by the modifiers for bombarding Enemy 
armor units (see Case 6.·43 and 6.44) even though 
adjactnt. HoweYer, the effect.s of a mortar ar­
tillery unit bombardiJit an adjacent hex are 1Wl 
cumulative with theeffectt of terraln or Enemy llf· 
mor. The sinale reduction most favorable to the 
unit's bombardment is used. (Example~ If a mor­
tar artillery unit were bombllrding an adjacent ho~ 
contain In' only ·armor units, !IS Fire Strength 
would be quartered only.) TMse penaltiet also &I)­
ply lo mortar artillery units conduetlna any sort of 
fire in the Operations State. If a mortu artillery 
unit is not adjacent to the hex Into whicb It is fir­
Ina. it~ treated as a normal artiUery unit. 

[6.6) SOVIET AMMUNIDON DEPOY 
The Soviet counter "2289 Ammunition Depot" 
represents the central storage area for all Soviet ar­
tilery ammunition west of the Volga River. As lOIIi 
as 1 his counter 19 on the map, Soviet artillery units 
may be used to their t'ull effect, within the restric­
tions of this ~tlon. If tho c:ounter l! ever not on 
the map, the Fire Strensth of all Soviet ar!JIIery 
units is II#~ (rounqina fractions up} for aU pur­
poses until the counter is apin in play. This pefllll· 
ty is in addition to any other reduction the units 
may incur. 
[6.611 The ammunition depOt is initially dcpluycd 
on any ferry hex or within sill hexes of a ferry hex. 
Once placed.. it may riot be moved as a normal 
unit. However, af the end of the FiMI Soviet Reac­
tion Ph~ in each Game· Turn, the Soviet Player 
may relocate the depot by moving the tounter 10 

any other hex withio six hexes of a non-German 
oc:c:upicd ferry hex. 

!6.6l) Tbe ammunition depot counter does not 
count u a unit for purposes of staclring and is not 
affected by any form of German attack or fire. 

[6.63} Oerman units llr4JI be moved into a hex oc· 
cupied solely by the ammunlti_on depot counter 
(exception to case 7.32). If this event occurs, the 
depot Is immediately removed from play. 

[6.64) If tbe ammunition depot counter ttas been 
removea from play, tbe Soviet Player may place It 
back' on the map during the next Final Soviet Reac­
tion Phase,in accordance with Case 6.61. 

(6.6!) Soviet Ttans Volp Artlllety is not affected 
by the removal or the ammunition de !)at. 

[6 .. 7] SOVlETStJRVIVORS 
If all the Soviet unitt in a fortified structure h~ are 
eliminated by air attack or artillery bombardment , 
a survivor unit is immediately placed in the hex. 
Thi' represents men survivin& In the rubble after 
the bombardment. A ~urvivor unit never has a 
Zone of Control and may not be moved or initiate 
any sort of attack . It may conduct Od'en5ive Fire 
and receives all terrain benefits. 

[6. 71) l( a ground attack is conducted against a 
survivor unit, the Soviet Player may not commit 
indirect fire asainst the atta~k . Exceptloa: tfa sur­
vivor unit in hex 1'726 (Mameyev Kurgan) is thct 
subject of a ground attack, the Soviet Player may 
commit indirect fire. 

(6. '72) When any Soviet unit is moved into a hex 
occupied by a survivor unit, the survivor is remo"· 
e<i from play. 

[6. 73] Only o11e survivor unit may be placed in a 
he1< at any one lime, reprdless of how many Sovi­
et uniu were eliminated by bombardment or air at­
tack. 
[6.74) A survivor unit may 1101 bo bombarded or 
llir auacted. It may only be eliminated by a 
around attack. · 
{6. 75] Survivors are never created durlllj the Op­
erations Stage, only durina I he Air Power or Artil­
lerY Bombardment Stages. 
(6.76) If the German Player conducts a ground at­
tact apinst a Survivor unit, one ls subtracted 
from the attack-type die roll (see Case I 0.2). 

[7 .0) MOVEMENT 

GENE!RAl RULE: 
Both Players move their units durin& the Opera· 
tion S.taae. The German Player moves his units 
duriiii the German Initiative Ph~ and the Soviet 
Player moves his units durins the Soviet Reaction 
Phase. Each unit, or stack of units., is moved one 
at a time and, In most c:aJes, any around attaeks in 
which the unit participates are rtsolved before the 
Player movesanother unit or stack. 

PROCEDURE: 
Each unit or stack or units is moved individually, 
hex-by-hex in any direction or combination of di· 
rectJons. Movement of a Soviet unit into a hex 
costs one Movemem Point, reaardles:~ of terrain 
entered or crossed. Movement of a Gt!nmzn unit 
into a hex cost.s a variable number of Movement 
Points, depm<ting on the terrain in the hex em.etcd 
or the hc:xside crossed. As a Player moves a unit, 
he keeps track· of the number of Movement Points 
expended for each hex. 

lf a Player move3 a unit adjacent to an Enemy 
unit, the movement may be interrupted (or stop­
ped altoaether) while the non-Phasing Player con­
ducts an /nstanJ Counttrotrack on the moving 
unit; or, if the Oennan Player is movina a unit, he 
may choose to Chernm the Enemy unit. Once the 
movement of a unit is ~omplcted (either by ex· 
pendins all its Movement Points, by entering an 
Enemy-controlled he~~, or by the Phasing Player's 
choice) the Phasing Player may announce a 
Groulld A ttact by that unit on all the Enemy units 
In one adjactnl hex. Before resolvina thi' attack he 
may move other units tosupponthe units conduc­
tina the attack. Arter the movement of a unit is 
completed (includins breakthrough movement) 
and all around auacks it may take part in are 
rewlve<l, the unit is Oipped over. to show that it 
may not move or initiate attacks for the remainder 
of the Game-Turn. 

CASES: 
(7.1) HOWTOMOVEUNITS 
Movement is calculated in terms of Movement 
Poiou. Each unit has a Movement Point AUow­
ance indicating the maximum number of Move;. 
ment Points that can be expended for the move-­
ment of that unit in any one Game-Turn. A Player 
may expend as few or •• many Movement Points 
as desired in moving one of his units (or slack of 
units), up to the limit of the unit 's Movement 
Point Allowance. 

(7.11] Movement Points may not be saved from 
one Game-Turn to the next, nor may unused 
MovemenrPoints be transferred from unit to unit. 
lf a stack of units is being moved, the Movement 
Allowance of the stack is considered to be th<&t of 
the unit in the 'tack with the lowest Movement AI· 
lowance. If that Movement Allowance were ex· 
pendod, the "faster" units (those with higher 
Movement Allowances) could be moved furthff if 
the stack was separated. The units that were left 
behind 'f!ould be nipped over (sec Case 7.2); they 
could not conduct an. attack. 
{'7.11] When a German unit is moved, its Move­
ment Points are expended in accordance with col· 
umn 2of the Terrain Effect.5 Chart (18.1). When a 
Soviet unit is movea, on~ Movement Poim is ex­
pended for ea!;h hex entered, regardless of terrain. 

{7 .l] COMPLETING A UNIT'S MOVE 
A unit may only be moved on~ per Game. 'fUm. 
When its movement is completed (including any 
ground attatks in which it may partitipate), the 
unit is nipped over and left upsi<le-down for the 
remainder of the Game-Turn, to show that it can­
not be moved. Note that the information on both 
sides of each unit in the game is identical; however, 
on one side it is printed in blaelc, And on the other 
side In white. All units Mgin the. game (Game­
Turn One) with their black side face-up, and are 
flipped to their wltire5ide u they arc moved, After 
Oame· Turn One is completea, any units tllat were 
not moved are al.ro flipped ov~r ro that 111 the be· 
sinning of Game-Turn Two, all units on the map 
have their white side up. During Game-Turn Two, 
m!lvement is indicated by nipping units to their 
black side: during Game-Tum Three to thelr white 
side; and so on. 

('7 .111 A unit is flipped over after all function$ or 
ill! movement are completed, A unit is al5o flipped 
over if ir is moved in support, conducu lndlra:t 
fire (offensively or defensively, see case 10.6S), if 
it taltts pan In an instant counterattack (see Case 
7 .5), or if it conducts a bom~rdment (see Section 
6 .0). 
('7.12) Any Friendly units whose movement is io 
progress or wllico are involved in a gtound attack 
when the Enemy Player's Phase is initiated are im· 
mediately nlpped over (see case 11 .4). 

[7,23] The Soviet TVA units (see Section 16.0) 
may never be: moved. They are flipped over when 
they conduct fire. 

('7.l41 A unit that conducts Defensive Fire when 
directly atlacked by an Enem)' overrun or ground 
attack is 1101 flipped over. A flak unit tnat con· 
ductun anti-air attack I$ nol flipped over. 
[7.25) A Uflh rhat is nipped over may conduct De-­
fensive Fire during a ground attack OT overrun. A. 
German flak unit {only) that is nipped over may 
conduct an anti·alr attack. These are lht only 
functions a nipped over unit may perform. 

{7.3) MOVEMENT INHIBITIONS 
AND PROHIBmONS 

[7 .Jl] During the German Initiative Phase, no So· 
viti unitl may move . .Durins the Soviet Rea.:tion 



Phase, no German unit may move. However, units 
belonging to the non-Phasing Player may some­
times -perform an instant counterattack (see Case 
'-S). 
[7.311 Friendly units do nor affect or impede the 
movement of other Friend!~· units (however, see 
Section 8.0, Stacking). A unit may never be moved 
into a hex containing an Enemy unit . 

[7 .331 Friendly Zones of Control (see Section 9.0) 
ne\'er affect the movement of Friendly units . A 
unit that is mo,•ed into a hex within an Enemy 
Zone of Connol must stop and cannot be moved 
any further(Excepllon: See Case 7.4). 
[7 .34l A unit may not be mo.-ed out of a he~ that 
is in an Enemy Zone of Control, unless it is a Ocr· 
man unit conducting an Overntn (~e Case 7 .4)_ 

f1-3S) A German unit that ls out or Supply (see 
Section 13.0) at the beginnina of its mo\•emem ha~ 
it~ Movement Allowance halved (rou11ding frac­
tion~ up) fort he duration ofits movement. A So\•i­
et unit that i~ out of Supply may not be moved at 
aU. 
[7.36) Units may never be moved into a Volga 
River hex or into any bex across the Volga. Units 
may never move off the map. 

[7.37] Units that !lave already moved, or lta~·e 
counterattacked (see Case 1.5), or have fired In 
support of a ground attack (see Case 10.6) may not 
be moved. This condition is noted by the unit beina 
flipped over (see Case 7.2). 

(7.38) The number of naclcs the Soviet Player 
may move during any given Soviet Rea<:tlon Phase 
is limited by the rules for Sov·iet Reaction (see Sec­
tion 11.0)-

{7.4] OVERRUN (GERMAN 
PLAYER ONLY) 

When the German Player is moving a unit or s1ack 
of uniu composed exclusively of armor, armored 
infantry, motori7..ed infantry, annered ensineer, 
~If. propelled artillery and I or reconnaissance 
types, he nut)' conducr an overrun against Soviet 
units in a c;lear hex to which he has moved adja­
cent. Although it rC$emble$ a ground attack, an 
overrun is not considered sueh an attaclc and do~ 
not halt the movemem of the participating units. 
W~ the German Player announces an ovt!rrun 
the followine: steps are resolved: 

I. Each Player totals the Fire Strength of his in· 
volved units, then halves this t()tal, rounding frac­
tions up (Es.eep11oo: See Cases 7.43 and 7 .44). 

2, Each Player rolls the die, cross-referencing the 
die result with his calculated Fire Strength on the 
Combat Results Table to detc:rmine how many En­
emy units are eliminated (at the owning Player's 
choice). 

3. lf the Soviet uoils an: totally climinated by the 
overrun, the German units must be moved into the 
hex the Soviet units formerly occupied. 

4. Regardless of whether the Soviet units were 
eliminated or not, the overrun costs the German 
units four Movement Points .. This cost is in addi· 
tlon co lhe cost of entering the hex. (Exception: See 
Case 7 .44.) 
S. The Sm .. ;et Player draws a Reaction Chit (see 
Case ll.l) . 
6. If the Oermall unirs 11nw have Movement 
Points remaining, they may continue moYill8, or 
may conduct another overrun {including those So­
viet units just overrun, if any survived). 

Theoretically, there is no limit to the number of 
overruM a unit or stack of unlu eould conduct in a 
single movement, except the limit of the units' 
Movement Allowance. 

{7.~11 German unit! may conduct an overrun 
from any type of hex. but the "tar!let" Soviet units 

must be ln a clear !errain hex. If a German ~tack 
contains any units other than the t~,es listed 
above. that stack may no\ conduct an overrun. So­
viet units mav never initiate an overrun, and are 
never moved as a resul t of an overrun, even if t heir 
fire eliminates all the German units taking part. 

(1.42] A single overrun may onl~· be conducted by 
on~ stack oi German units agai11st (11/ the Soviet 
units in one adjacent he~ only. Neither Player may 
add Indirect artillerr fire or move unit5 in &upport 
of an overrun. 

[7.4JJ If a Soviet armor unit or heavy Oak unit is 
involved in an overrun. its full Fire Strenglh is 
doubled inst~d of halved . If a Soviet ami -tank 
unit is involved in an overrun. its full fire Strength 
is lflp/tdinslead or halved. 

{7.44) If a hex that is occupied on(y by mililia 
units is being overrun neither Player conducts fire 
combat: the militia units are simply removed from 
I be rnap and the German units involved are moved 
into the hex at no extra Movemt!nt Point cost 
(beyond the 1/> ~!ovement Point cost to enter the 
clear terrain hex) . 
(7.45] When each Player rolls thedietoderermine 
how many Enemy units are eliminated in an over­
run. the results are <:on~idered to happe11 ~imultan­
eously. Both Players refer to the column on the 
Combat Results Table that matches their Fire 
Str(ngth as calculated in Step I of the above pro­
cedure, regardless of how many of tllelr units are 
eliminated by Enemy Fire, and (ach Player choos­
es which of his involved units 11.ill be eliminated , if 
required. 

17 .46] Overrun is not considered a ground attack_ 
Terrain has no effect (except that rhe So\·iet units 
must be In a clear terrain hex as a prerequisite to 
overrun), there is no die roll to see whether the at· 
tacker is ambu$lted or the defender is surprised. 
and there is no Breakthrough procedure. 

[7.47) An overrun may not be conducted l:>y units 
that have less chan 4 ~ Mo;..-ement Points remain· 
ing in their Movement Allowance. 

(7.48] Immediate!)· after :be German Player con· 
ducts an overrun, the Soviet Player draws a Reac­
tion Chit to see if a Soviet Reaction Phase is initi. 
a ted (see Soviet Reaction, Stction 11.0). 

[74.91 German and Soviet units that take part in 
an overrun are ncr flipped over after it Is resolved; 
they may still be moved . The Oennan units would 
be flipped over if the overrun exhausted al! their 
Movemenl Points , and they did not then initiate a 
ground attack. Also, they would be t1ipped over if 
the overon initiated a Soviet Reaction Phase (see 
Section 11.0)-

[7.5) INSTA!IiTCOUNTERA1TACX 
Whenever the Phasing Pie.yer moves a unit or 
stack of unit$ adjacent to an Eoemy unir againsr 
which he does not declare an 011erru n or ground at­
tack, the non-Phasing Player may deelare an in. 
stanr count~rattaclc It is resolv~d as follows: 

I. The non· Phasing Player names which unit or 
stack of units is counterattacking the adjacent, 
moving unit(s)_ 

2. T he Ptlasin& Player declares whether or no~ he 
will take part in theeounteraua<:k. 

3. [f the · Phasing Player does not wish ro take 
part, the non-Phasing Player (ortly) totals I he Fire 
Strength of his in•olved units and rolls the die, 
cr06s-nferencing the die result with his calculated 
Fire Streogth on the Combat Results Table to de­
termine how many of the Phasing Player's units 
are eliminated. 

4 . If the Phasing Player does wish to take part. 
each Player totals the Fire Strength of his involved 
units, rolls t he die, and refers to the Comb11t Re­
sults Table to determine how many Enemy units 
are eliminated_ 

5 . 1 f the Phasing Player did not take part, the 
non -Phasing Player's involved units are now 
flipped o~·er. If the Phasing P layer did tak.e part, 
both Players' involved unit~ are flipped over_ 

Units that are flipped OYer as a result of an instant 
counterauack may not move or iniliate anncks fQr 
the remainder of !he Game. Turn, ns described in 
Case 7.2. lf the Phasing Player's unit~ did n01 take 
pan, and $Urvived the Enemy fire, they may con­
tinue moving (assuming they are not in an Enem>• 
Zone or Control). 
[7.51] [nstant counteranack maybe performed by 
any type of unit except ami-tank, non-self-pro­
pelled artillery, flak, survivor and militia. A unit 
that i~ nipped O\'er (Le .. ha~ aireBdy moved or at­
tacked in the current Game-Turn}, or that is ouc of 
Supply may not conduct an in~tant counteratlack. 

17.52) Instant counterattack is declared immedi­
Qtely after the Phasing Player has declined to at­
tack or overrun eligible non-Phasing units he has 
moved uni!s adjacent 10, at any time during the 
movement of the Phasing Player's units. lostant 
counteraHack may not be pe~formed by non­
Phasing units the Phasing Player has announced 
he is attacking or o"errunning. 
[7.531 A single instant counterauack may only be 
performed by units !none hex, although the non­
Pha5ing Player may declare that any number or 
eligible unit~ in the hex are taking part. After an In­
itial cou nteratrack he could immedia!ely conduct 
another, if he had other eligible units. 

[7.541 A single instant counterattack must involve 
a/1 the Phasing Player's units that have just en­
\ered the hex under attack. However, any units 
that were already in the hex would not be involved 
in the counterattack. Countcrauaclcs may only be 
declared against units that are being moved (E.:­
ceptlon: see ~ase '1. 76). 
[7.551 Instant coumerattaclc. may be declared 
against units that are being moved as a result of 
Breakthrough (~ee Case 10. 7). 

[7 .56) Terrain has absolutely no effee1 on instant 
counterauack. All in\·olt•ed units use their full Fire 
Strength. Neither Player may move units in sup­

port of an instant counterattack, nor mav indirect 
artillery fire be added. -

(1.57] If the Phasing Player chooses to take part 
in an instant counterattack, each Player's die roll, 
~~o·hich •vill determine how many Enemy units are 
eliminated, is considered to be simultaneous. Re­
gardless of how the counterattack is resolved. the 
ownins Player choose-s which units to lose, if sore­
quired. 

(7.58) A Player mayeam Breakthrough Points a• 
a result of hi$ participation in an instant counterat­
tack, see Case 10. 74. :-lote that if the non-Phasing 
Player were to earn Breakthrough l>oints, he 
would be able to mo'"e his participating units and, 
possibly, be subject to instant counterattack by the 
Pha~ing Player's units. 

{7.591 If the German P layer is the Phasing Player 
and chooses to take part in an instant counterat. 
tack, the Soviet Player draws a Reac1ion Chit to 
!ee if a Soviet Reaction Phase is initiated (see Case 
11 . 1). Con\•crsely, if the So\·iet Player is the Phas­
ing Player and chooses to take part in an instant 
count~rattack, his Reaclion Phase would end if he 
rolled a "6" (~ceca.se 11.4). 

[7.6) DEPLOYING ARTILLERY 
(GERMAN PLAYER ONLY} 

The G~rm.an Player may move an artillery unit and 
then move other units before using the artillery 
unit in a ground attack. Such a unit is considered 
deployed. After the movement of an artillery unit 
i~ completed, the German Player may place a De­
ployed marker on the unit; it is not flipped over. At 
any point in the Game-Turn thereafter. the Ger· 
mao Player may commit the unit to fire offensive-
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ly or defensively in a friendly or Enemy ground at· 
tack. When the artillery unit is used, the Deployed 
markerls removed and the unit is nipped over. 

[7.61} A deployed artillery unit may remain de­
ployed for the duration of the Game· Turn in 
which it is deploy~, through any number of Ger­
OU!n Initiative Phases and Soviet Reaction Phases. 
Once the unit is used In a ground attack, or the 
Game· Turn is completed, the Deployed marker is 
removed and th.e unit is flipped over. 

[7.61) Once an artillery unit is deployed, it may 
not move, it may only participate in a ground at· 
tac:k . 

(7.631 The Soviet Player may not deploy his artil­
lery units. rr a Soviet artillery unit is moved, it may 
only be u&ecl. in a sround attack conducted imme­
diately by the Soviet Player. 

l7, 7J MOVING IN SUI'PORT 
Wh.en the Pha&ing Player moves a unit or stack of 
units Into a hex adjacent to an Enemy-occupied 
he~. and declares a ground attack on tllat hex (see 
Case 10.1), he may move other uniu in support of 
that attack before it is resolved. Any of his units 
that have not yet moved and have the requisite 
Movemc:m Points m11y be moved in support. A 
unit moved in support must be mol'ed to any h.:,C 
adjacent to the hex under attaclc {within the slack· 
ing restrictions, see Case 8.1) and must be included 
in the forthcoming ground attac\1;. 

(7. 711 Either Player may move units in support 
when actlng as the Phasing Player. However, only 
the Getman Player flU!)' move units in support dur· 
ins the Breakthrough procedure(seeCase 10. 75). 

J7.71) The non•Phasing Player may conduct an 
instant counterattack again&~ units that are being 
moved in support (see Case 7.5). and if the units 
being moved in support -participate in the counter· 
a !lack they are flipped over. They may not support 
the altack and may be moved no further. 

('7. 73) Units being moved in support may nat con­
duct an overrun. 

(7."74) The noncPh.asins Player may never move 
units in support. 

[7. 751 Units may nor be moved in suppOrt of an 
overrun or instant counterattack. 

[7. 76) Friendly units that have not been moved 
and are already adjacent to an Enemy unit under 
ground attack, may be considered moved in sup­
port. The Phasina Player may involve them in the 
ground attack, after the non-Pnasing Player has 
been given the ~pporrunity to instam counteral· 
tack them, if he oesires, with other adjac-f;nt eligi­
ble units. 

(8.0] STACKING 

GENERAL RULE: 
Both Players are limited in the number of units 
they may have in 11 hex at any onetime.lfthcrcare 
rmm: units in a hex than allowed, the excess unit(s) 
are eliminated (at theowninll Player'schoice). 

CASES: 

[a.t] RESTRICTIONS ON 
GERMAN STACKING 

The German Player may never have more than 
four units ina hex (Exceptfotl: See Case 8.3). 

[8.tt) In clear, light structure. hill. and park ter· 
rain hexes, the ~tackinl! limit on German units is 
enforced only at the end Qf a unit's movement, 
when conducting any type of attack, and at the end 
of the Breakthrough procedure (see Case 10.7). 
That is, any number of units may be in a given hex 

during a unit's movement. but when the mo~e­
m~nt of that unit is completed, the stacking limit 
must be observed. 

{8.12} ln wooo.h, heavy structure, fortified struc. 
ture, and special structure terrain hexes, the stack­
ing limit on German unit~ is enforced at all times. 
The stacking limit may not be exceeded e\•en if 
units are ju~t moving through a hex. 

[8.l) RESTRICflONS ON 
SOVIET ST ACKlNG 

The Soviet Player may never have more than thre~ 
uni!S in a hex (~x~epUon: See Case 8.3). This 
stacking limit is only enforced at the end of a l.lnit's 
movement, when conducting any type of attack, 
and at the end of :he Breakthrough procedure, re. 
gardless of terrain. 

{8.31 STACKING IN VOLGA 
RIVER BANK HEXES 

Neither Player may ever have more than IWO units 
in a Volga River Bank nex (including ferry hexes). 
This restriction applies to the German Player at all 
times and to the Soviet P!ayer at the end of Move. 
m~nt and Breakthrol.lgh. 

[8,4) RESTRICTIONS ON OBSERVING 
STACKED GERMAN UNITS 

The Soviet Player may not inspect the llnits in a 
German stack unless a SO\'iet unit is adjacent to 
that stack. The: moment the Soviet Player mrwe.~ a 
unit into a he.x adjacenttoa he" occupied by a Ger. 
man unit (or vice versa). he may look at all the ~r­
man units In the hex. The top unit \n a German 
stack is always known 10 the Soviet Player. If the 
Soviet Player conducts an air atta.;k or artillery 
bombardment against a German-<Xcupied hell in 
which the unit .may not be inspected, he is told, by 
the German Player, which units are in the stack 
after the attack is declared , but only if their types 
woukl affect the resolution of the attack. The Ger­
man Player may always ins~t Sodet stacks . 

[9~01 ZONES OF CONTROL 
GENERAL RULE: 
The six hex~s surrounding the hex a unit occupies 
constitute the Zorte ojControl(hereafter ZOC} of 
the unit{s) in that hex. Hexes upon which a unite~­
ertll il ZOC are called controlled lt.exe<>. The pres· 

.sence of !I zoe may be affected by unit rypeorter­
rain. 

CASES: 

[9.1) WHICHUNJTSEXERT A 
ZONE OF CONTROL 

All German units exert a zoe. All Soviet units ex­
cept militia units. survivor units and 2-8 (non­
guard) infantry units exert a zoe. 

[9.:Z] EFFEC...'TSOFTERRAIN ON 
ZONES OF CONTROL 

ZOCs extend into dear, hill and park terrain hexes 
o~ly. Note that 1 he terrain in Lhc hex a unit oc­
cup/6 has no bearing on the extent or that unit's 
ZOC. For example, a unit in a heavy gtructure hex 
would e;o<ert a zoe into adjacent clear hexes but 
no! into adjace-nt heavy structure he11es. The extent 
of ZOCs is summariled in Column) of the Terrain 
Effe.;ts Chart. 

{9.3) EFFECI"S OF ZO!IOES OF CONTROL 
Enemy-controlled hexes prevent Friendly movc;­
ment and block the tracing of Friendly supph· 
lines. 

J9,3l) It never costs any additional Movement 
Points to move a Frlendly unit into an Enemy-.;on· 
trolled hex, buL movement of that Friendly unit 
musts top. 

[9,J1J A unit may nos be moved out of an Enemy· 
controlled hex, except to conduct an overrun 
agai!'st an adjacent Enemy unit (see Case 7.4), or 
if moved with Breakthrough Points (see Case 
10.7). 

[9.33) Friendly zoes never affect Friendly units, 
only Enemy units. 

[11.34) There is no additional effect in having more 
than one unit exert its zoe into a given hex. If a 
hex is controlled by both Enemy and Friendly 
units, both ZOCs co-e;o~l.st, and that hex i.~ mutual· 
iy controlled by both player~. 
[9.351 Friendly-occupied hexes (but not Friendly­
coritrol!ed hexes) negate the presence of Enemy 
ZOCs for the purpose of tracing Supply lines, but 
not for purposes of movement. 

(9.361 ZOCs have no affect on a unit's ability to 
conduct an insranc counterattadc (see Case 7 .3). 
An inMant counterattack may be conducted 
against oqjacent EMI\1)" units, regardless of ter­
rain. 

[10.0] GROUNDATTACK 

GENERAL RULE: 
Ground attacks may occur during the Operations 
Stage, whenever the Phasing Player moves a 11nit 
or stack of units adjacent to an Enemy-occupied 
he.1. The Phusing Player may, at his option, 
declare a ground attack in this situation, between 
th.e units ne is mo•·ing and alf the units In any one 
adjacent Enemy-occupied hex. In a ground attack, 
the Phasing Player is termed the attacker and the 
non· Phasing Player the defender. 

PROCEDURE: 
When a ground attack is (!~clared, the following 
steps are e>tecuted in order. 
I. The attacker may move other unit• (that are not 
yet flipped 0\'er) in support of the attack by mov­
ing them adjacent to the Enemy units under attacl:: 
tseeCase7.7). 
2. Tlte attacker declares whleh of his artillery 
uniu, if any, will participate in the anack by ;,.. 
direcrjlre and how many Dive Bomber Air Points, 
if any, will be added to his Flre Strength total. 

3. The defender declares which of hi• artillery 
units (if any) will participate in the attack by in­
direct fire. · 

4. The attacker rolls the die ro det~mine which 
one of three ground anack type; will actually be 
resol,ed: rurprise attack, normal alfack or am­
bush. 

5. The ground attack is resolved, using the Com. 
bat Resu~ts Table to determine how many unils 
each Player loses, in accordance with the specific 
rules t'or the type of atla~k occurring. 

6. If the ground attack was initiated by the Ger­
man Player. rhe Soviet Player draws a Reaction 
Chit (see Case ll.l}. 

7. If \he attacker earns Breakthro1.1gh Points In 
tlte attack, he may use them to move units that par­
ticipated and/or to initiate anolher ground attack 
with those units. If he did not earn Breakthrough 
Point~. his participating units are flipped over. 

Once tnis procedure is completed, assuming the 
Enemy Player's Phase was not initiated as a result 
~:~f the ground attack, tbe Phasing Player J)roceeds 
to move other units, declaring around attacks as 
he sees fil. one al a !!me. 



[10.1] DECLARING GROUND 
ATTACKS 

The Phasing Player may, but is not required to, 
declare a ground attack when he movc:s a unit ad­
jacent to an Enemy-occupied hex either through 
normal movement or breakthrough movement 
(uc: Case 10. 7). He may also declare a ground at­
tack with uniu that have not yet mo~·edandaread­
jac~nt to an Enemy-occupied hex. 

[10.11] A 11round attack may only be declared 
against one Enemy-occupied hex at a time. A unit 
could anaclc Enemy units In more than one hex in 
separate attacks, a!lfuming the unit earned th.c: r~ 
quisite Breakthrough Points (see Case I 0. 7). 

[U).ll] Friendly units that are already flipped 
over and are adjacent to an Enemy-occupied helC 
may not b¢ involved in a ground attack on that 
he:o~, and are not affected by the rc:suhs of thar at· 
tack. 

[10. 13} When a Player moves a stack of units ad­
jacent to an Enemy-occupied hex and declare~ a 
ground attack, he IICt'd nor involve all the units in 
that ~tack in the attack. However, tho~e units that 
do not take pan arc immediately flipped 0\"er: 
their movement is completed. All units that arc 
moved in support of an attack must participate in 
that attack . 

[10,14] All the units in a hex subjrcr ro a ground 
auack must panldpate, and do so whet~r flipped 
over or not. Th~ act of deft!nding against a tround 
attad: does not cause a unit to be ~ped over 
(however, see Case 10.68). 

{lO.l] DETERMINING THE 
ATIACK·TYPE 

After a ground attack is declared and the attacker 
has moved units in Support and both Players have 
committed any indirect artillery units th~y so 
desire, the attacker rolL~ the die and con.~ult& the 
following resuhs to determine the attack-type. 

• J\ roll ofl: Suprtse A.ttack. 

• A roll of l through 5: Nonnal Attack 

• A roll of c;: Ambush. 

[lO.U) .The ground attack i~ rc:solvcd in accor­
dance with the rules specific to the determined 
attack-type (Cases 10.3, 10.4 or JO.s. respec­
tively). 

[IO.lll If the Soviet Player is the attacker iq a 
ground attack. and all his involved. units (except ar­
tillery filing indirectly) are In clear terrain. a I is 
added to his attack-type die roll (a roll of ~ or 6 
would mean an ambush. and a surprise attack i' 
unobtainable). It the Soviet Player Is the defender 
in a ground atla~\ and all his involved units nrc 
militia and/or survivors, a lls subtracted from chc 
German Player's attack-type die roll (a roll of I or 
2 would mean a surprise attack, and an ambush is 
unobtainable). 

[10.3} SURPRISE A TI ACK 
PROCEDURE 

If a ground attack is determined to he a •urprise at­
tack, the defending unit& are considered to be un­
prepared for the anack. Step 5 of the Oround At· 
tack Procedure is resolved as follows: 

I. The attacker tol8ls the Fire Strength of his in­
volved units, Including units moved in support and 
artillery units firing indirectly. The defender totals 
the Fire Strencth of his units in the hc:o~ under at­
tack only (whether flipped over or not); any in· 
direct firt he may have allocated is not included. 

2. Bach Player rolls the die, cross-referencing the 
Ill~ result wlth bis calculated Fire Strcn~~;th on the 
Combat Results Table to determine how man~· 
Enemy units arc eliminated. These die rolls arc 
considered toM simultaneous. 

3. Each Pla.~er chooses which of hi~ ol\'n units will 
be eliminated, if necessary. Pia) then proceeds ~o 
Step6 of the Ground Att:ad Procedure. 

[10.31] The Fire Strength of :he attacker's ar­
tillery unit~ firing Indirectly may be ~educed as 
noted in column 4 of the Terrain Effects Chan. 

{10.3Z] Columns S, 6 and 1 o f the Terrain Effects 
Chart are 1101 used in a surprise auadc 

[10.33] If the non-Phasing Player commilled. any 
artillery units to conduct lndlrttct fire (see Case 
!0.6) in an Enemy ground attack which Is deter­
mined to be a surprise altad:, they are nm used. 
The artillery units are not flipped over and ma~· be 
used sorntwh,•re else . 

[ 10.341 When the defender in a surprise attack 
conducts hh fir~. he does not specify which 
Enemy-occupied hexes his units are firing into tas 
he would ln a normal or ambush attack). 

(10.4] ~ORMAL A TI ACK PROCEDURE 
If a ground attack is determined !O be a normal at­
tack. step S or the Ground Attack Procedur~ is 
resolved as follows; 

l. The defcmMr announces into which adjacent 
hex that contains attackin& units each of hls units 

The Gennan Player Is eonducting a normal anack 
against the Soviet units in hel< · E (a dear lerrain 
hex) using the unit~ in hexes A, B, C and D (in­
direct fir~). 

A. Th.e Soviet Player (defender) chooses to con­
duct Defensive Fire into hexes A and Conly; the 
rop two units in he~ E will fire into he~ A and the 
bottom unit will fire into hex C . Note that he could 
have chosen to have all three units in hex E fire into 
one adjacent .Enemy-oC\.-upied hex. or !o h:ave each 
of his three units rire into a diffenn1 he11. He could 
not choose to fire defensively at the attiller~· unit in 
hex D, since it is not adjacent {see Case t0.6S). The 
defender then allocate'~ the artillery unit in hex F to 
fire indirectly at hex c. and the artillery unit in hex 
G to fire in:lirtttly at he:t A. He may not fire in­
dir~ly at he.~ B. since he i.~ nut conducting Defen­
sive Fire into that hell with an adjacenr unit (see 
Case. l0.65), Bnd he ma)· not use the ~wo artillerv 
units t o fire into the same hex since they are not ad­
jacent to~ch other (see Case 10.66). 

B. The defender determines thai he has a rocal 
Fire Strength of 9 firing into he~ A: J for the top 
unit in hex E , 3 for the middle unit , and 3 for the 

in lhe hex under attack will conduct Defensive Fire 
(they may do so even if flipped over). He also 
declares in which of these hexes his artillery units 
that are firing indirectly will be committed. 

2. The defender tot.als lhe Fire Strength of his 
units executing Defensive Fire Into a particular 
Enemy-occupied he:\ and rolls the die. cros~­
refcrencing the die resllll ~>Jith the Fire Srre11gth on 
the Combat Results Table Lo determine how many 
attacking units in the he.x arc eliminated. The at­
tacker eliminatc:s the units of his choice a s 
necessary. The defende! proceed~ to fire defen­
sively into each other hu he ha~ de<:lared. 

3. After tht: attacker has removed all units 
eliminated by Defensive F'ire, he totals the Fire 
Strength of his sur~iving attacking units and any 
or his artillery units firing indirectly. 

4. The attacker then rolls the die, cross­
refer~ncing the die rc:sult with his calculated Fire 
Strength on the Combat Results Table to deter­
mine how many units in the hex under attack are 
eliminated. 

5. After the defender nas removed the uni:s of his 
choice (if so required), play proceeds to step 6 of 
the Ground Attack Procedure. 

arrillery unit in hex 0 (the artillery unit 's strength 
is halved since it is conducting indirect fire at a 
stack containing an armor unit, see Case 6.441. He 
rolls the die, obtaining a result of 3. Cross­
referencing this wilh his Fire Strength of 9 on the 
Combat Results Table, he determines that two 
German units in hex A. are diminated. The Ger­
man Player chooses to lose one armor unit and the 
armored engineer unit. Then the Soviet Player 
calculates a Fire Strertsth of 11 firing into h~x· C. 
He rolls aS, which means I hat one Ge~man unit is 
eliminated . The German P layer removes the anti­
tank unit. 

C . After removing his losses. the attacker deter­
mines that he ha~ a curren1 total Fire Strength of 
J.6 firing into he.'( E (28 for the surviving units in 
he~es A, Band C, and 8 for the artillery unit in hex 
0). 

D. The auacker rolls a 3, which means that 5 
Scviet units are eliminated. Since there are onlv 
three Sovitt uniu im·olved. rntv are removed and 
the German Player receives two Brealcthrou~h 
PoihtS{$eeCase 10.7). 
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[10.41) The Fire Strength of both pla>•er'$ artillery 
units firing indirectly may be reduced a~ noted in 
column 4 of the Terrain Effects Chart. 

[10.4l) If So,·iet units are defending in a groond 
auack, the effectiveness of their Defensive Fire 
may be affected by the terrain in !he hex they oc­
<:upy, as noted in column 6 of the Terrain Effects 
Chart. If German units are defending in a ground 
aHack, the effectiveness of their Defensive Fire 
may be affected by the terrftin in the he~ the at­
tacking So1•kt unit being fired upon occupies, as 
ootcd in column 7, 

[ 10.43! The attacker's die roll re~ul! when resolv­
ing his Offensive Fire may be modified by the ter­
rain in the hex the defending units occupy as noted . 
in column S of the Terrain Effects Chart. How­
ever, if an ensineer unit Is included among the at­
tacking 11nits (afler the Defensive Fire has been 
re5olvecl}, these modifiers are nor IlSee!. Defensive 
Fire is nelier affected by these modi riers. 

(10.5} RESOLVING AN AMBUSH 
If a ground attack is determined to be an am bus!!. 
the defenders are considered to be "lying In wait" 
for the ~kless attacker; step 5 of the ground at­
tack procedure i~ reM)/ved aso normolortack, -..ith 
the following alterations: 

• A 1 is subtracted from all die-roil results when 
1 ne defender is conducting Defensive Fire (e.g., a 3 
becomes a 2), 

• The d(/endu chooses which attacking units are 
eliminated as a result of Defensive fire. 

[10.6) INDIRECT FIRE 
When a ground attack is announced, both Players 
may commit any number of anil~ry unirs to sup­
port che units involved in the combat. This is called 
indirect fil'e. The mength of the artillery units is 
added to the strength of the units conducting of· 
fensivc or defensive fire, within the following 
re!\ttict;ons. 

110.61) To suppor! a ground atrack by indirect 
fire , an artU!ery unit must be within range of the 
hex occupied by the Enemy units Involved in the 
ground attack, and may not be flipped over. The 
German Player may commit deployed artillery 
units to indirect fire (see Case 7.6). 

!10.62) Both Players declare which artillery unit~ 
are supporting a ground attac!< bv indirect fire im­
medtately ~for~ determining the !)lpe of attack. 
If the auack type is determined lobe a surprise at­
tack, the defender may not use indirect fire (see 
Case IO.JJ). 

110.63) The attacker may not use an artillery unit 
for indirect fire that is a4i11cent to the Enemy­
occllpied hex unMrgoing ground attack. Such a 
unit may only take part in the auack a.~ ;~n adjacent 
unit, subject to elimina1ion from Defensive Fire. 
The defender may comtnil an artillery unit to in­
direct fire that u adjacent to an Enemy unit con­
ducting a ground attock, as lon,!' as that unit h m:>t 
in the hex under attack. Note the special terrain ef­
fects for artillery 11ntt~ that are firing offensively 
or defensiv_ely into an adjacent he~t in Case 6.46. 
(11.64} The Fire Strength of an anillery unit, sup­
porting a ground a1taclc by indirect fire, may be 
reduced as noted in column 4 oF the Terrain Ef­
fect• Chart. The Fire Strength may al•o be reduced 
if the artillery t.tnit 13 designated 11s a mortar or if 
the Enemy units being fired upon are armored 
units (see Case.~ 6.4and 6.5). 

[10.65) When the Soviet Player is the defender in 
a ground attack, he may only assign indiret:t fire 
into Enemy-occupied hexes thRt are attacking hi~ 
units and are undergoing Oefen~ive Fire by those 
units. Thus, if one soviet unit was dclending 
against two staclcs of German unit' in a Ground 
Attack. any indirect artillery fire the So•·iet Pia vet 
committed would hl\ve to be assi&ned to the ~nc 

bel( into v.-hich the Soviet unit was firing defensin:­
ly. The German Player may assign indirect fire to 
any he~tes containing Enemy unit> taking part in 
!he Ground At!aclc. 

{10.661 lr. order for more than one Soviet anillery 
unit to c<.mducr indirect fire into a single hex. the 
artillery units mu.st be stacked \\ith or adjacent to 
each other. Soviet artllltr)' units in non-ad.iacen! 
he.~es may not conduct indirect rlre Into the same 
hex (see Case 6.32 for details). Ge~man artillery 
units may be a~'igned to indirect fire as the Ger­
man Player sees fit. 

l10.67) If the att.acker's units ln a ground attack 
arc: all elimirutted by F.nemy Oefemh·e Fire, and he 
has indirect artillery fire commiued to the attack, 
1he artmery ~till f!res. H01\·ever , the fire~~ treated 
as a bombardment (see s~ction 6.0). artd the 
strength of the anitlery units is halved (round frac:-· 
lions up) in addition to any other ~treng!h reduc­
tions incurred by the units. Ground attacks may 
not be initiaTed solely by artillery units firing in­
directly. 

(19.68) \Vhen an artillery onit condu"s indirect 
fire (either offensively or defensively) !t is ilipped 
over (see Case 7 .2); the unit may no! he moved or 
conduct indirect fire for the remainder of the 
Game·Turn. When German deployed artillery 
takes part in indirect fire, the Deployed marker i3 
centoved and the unit is flipped over. 

lJ8.69) The German Player may commit artillery 
units to indirect fire for a ground attack conducted 
with a Breakthrough Point {see Ca$e 10. 7). The 
Soviet Player may not commit artillery units when 
conducting a ground anack with a Breakthrough 
Point. 

(10.7] BREAKTHROUGH 
When the attacker in a ground at!ack resolves his 
Offensive Fire, the Combat 'Re$lill will state how 
many defending units are eliminated. li this 
number isgrecfrer than the tot.al number of defend­
ing units in the hex under attack, the attacker 
receives a rllltnber of Breakthrough Polnr.; equal to 
lhe difference between the two figures. For e.xam­
ple, if two units were defending in a ground a ttack 
and the combat result of the Ofrenl'i"e Fire were a 
"S," the two units would be eliminated and the at­
tacker would ha•·e 3 Bteakthrough Points. Eaclt 
Breakthrough Pnint enebl~ the Pha.1ing Player !O 

move one stacl< of units (or part of a stack) that 
participated in the ground auack 1 hex, o~ ID in· 
iriate another ground attack. 

Enmple: 

The Cerman units in he~es A. Band C conducted a 
ground attack against a So.,.iet unit in hex D. The 
combat result of ~he orremive Ffre was "4," 
which ellmina!ed I he Soviet unit and gave the Ger­
man Player three Breakthrough Points. He u~e~ 
one ~int to move his units in hex A to hex D, 
another to move the unit• in he" C ~o hex G, and a 

third to initiate a ground.aHack on the Soviet unit 
in hex F . The German units in hex Bare nipped 
over, since they \lo'i:re not moved with the 
Breakthrough Points. 

[10.11) Units that are moved using Breakthrough 
Points are nipped over when their movement is 
completed (including any further ground anacks). 
If a unit is eligible: to mo\·e or Initiate a ground at­
lack as a result or earning Breakthrough Poims. 
and it does nor do so, it i~ flipped o\·er. 

fl6.721 Uniu. being moved as a resuh of break.­
through may be mo,•ed into any adjacent non­
Enemy occupied hex. They do not neC(Ssariiy have 
tO be moved into the hex formerly occupied by the 
el:minated defending units (Ex~tion: See Ca~e 
!0.78) a.nd may ignore Enemy ZOCs. Stacking 
restrictions must be <lbeyed. The non-Phasing 
Player may conduct an instant counterattack 
as.ainst Enemy u11its being moved as a result of 
breakthrough {see Ca•e i.S). Overruns ma'' nor be 
conducted by units moving wilh Break.ihrough 
Poin!~. 

110.13) When a Breakthrough Point is used to 
move a ~tack of units. terrain costs are ignored. 
One Breakthrough Point equals one hex of move­
mem, two Breakthrough Points equal two hexes of 
movement, elc. 

[10.741 The attacker in a ground attack may earn 
Breakthrough Points; the defender may not . 
Either Player may earn Breakthrough Points when 
participating in an instant counterattack (see Case 
7.58). Howe<'er ,if Breakthrough Points are earned 
as a result of an instanr counterauack, they may be 
u~ed to move units only; they may not be u~ed to 
initiate a ground attack. Breakthrough Points are 
never earned during an overrun. 

[ 10. 75] If ~he German Pla)'er u.sel a 8reakth!ough 
Point to init iate another ground attack, he may 
move other units not involved in the original a!· 
tack in support of the uni ts conducting the new 
ground a !tack (see Case 7 .7). lf this new ground 
attack earns Breakthrough Points. all units moved 
in support of it are eligible to be mo\·ed in break­
throu~h. In 1hls wa~· a ptay.:r may continue mov­
ins anu altacking with a group of unils (adding 
new unit~ by moving !hem In support, if German). 
until they conduct a ground attack that does not 
earn Breakthrough Points, at . whitlt point they 
would then be nipped over. The Soviet Player may 
nor mo1•e unit~ in .•upporl during breakthrough. 
Onl~· those units involved in the original ground 
attack may be induded in a second Soviet ground 
attack . 

(10.76] Artillery units that take part in a ground 
attack (from an adjacent hex or by indirect rirel 
are not involved in a breakthrough. They are im­
mediately flipped O\Oet. Tile Oerman Plaver could 
commit other artillery units ro indire~t fire or 
mo"e them in support for a ground attack he in­
itiates with a Breakthrough Point. The Sovie! 
Player may not commit indirect ffre to a ground 
attaclc he initiates with a Breakthrough Point. The 
defender in an Enemy ground attack initiated with 
a l:lreakthrough Point may use indirect fire. 

[ 11). 77] Breakthrough Points may not be ac­
cumulated from ground attack to ground allaclc. 
If a ground a~tack is in;lia ted wilh a Breakthrough 
Point, any retnainins Breakthrough Points are 
lost. However. more Breakthrough P.olnts cootd 
be earned as a resuh of this new ground a11ack. 

(10.78'] If a player earns brealcthrot1gh Points ina 
ground anack in which the Enemy Player's Phase 
Is initiated (see Case 11.4) , the player may spend 
one Breakthrough Point to move a stack of units 
imo the hex former!~ occupied by the Enemy units 
eliminated in the ground attack only. All other 
Breakthrough Point~ are lost, the auacking units 
are flipped over. and the Enemy Player's Phase 
begins. 



[10.79) If the Offensive Fire Combat Result in a 
ground attack eliminates t he defending unit> ex­
actly (e.,., a result of "2" against two Defending 
units), no Breakthrough Points are earned and the 
attacking llnits are flipped over. There is no auto­
marie advance after com bat. 

[11.0] INITIATIVE AND 
REACTION 

GENERAL RULE: 
During the Operations Stage, the Players al!emate 
Phases back and fonh., often b)· chance. When a 
German Initiative Phase is underway, !he So"iet 
Player draws a Rcoctio" Chit each time the Ger­
man Player conducts an overrun or ground nnack, 
or participates in an instant counterattadc If a 
Reaction Chit drawn by the Soviet Pla}·er states 
that he may react, a Soviet Reaction Phase is im­
med;ately milia ted. If the Soviet Player rotls a "6'' 
during a Soviet Reaction Phase when conducting a 
'round attack or participating in an instant cou!l· 
tcrattaclc, a Gennan Initiative Phase is immediate­
ly begun. A German Initiative Phase is also started 
if the Soviet Player has mov~ all the units he is 
allowed to or wishes to in his Reaction Phase. The 
Final Soviet Reaction Phase is initialed tvh.en I he 
German Player announces that he has moYed all 
the units that he wishes to or is a ble to in the Game­
Turn. This Phase is like other Sl.lVict Re~ctl11n 
Phases except tbat the Soviet Player may recei-.:e 
replacements and conduct Strategic Withdrawal. 

CASES: 

[11.1} KOWTOUSETHE 
REACTION CHITS 

Befall! beginning play, the thirty Reaction Chits 
should be thoroughly mix~d together and plactd in 
a wlde-mollthed container. such as a coffee mue. 
This Is called the Reaction Chir Pool. Note that 
"No Re<lction" i~ printed on 24 of the chits, and 
"So11iet Reoction" is printed on 6. Whenever the 
German Player conducts a grQW1d a11ack or oYer­
run, or participates in an instant counteranack 
(SC~; Case 7 .S9) during the German tnitiative 
Phase, tile Sovler Player draws one of these ~hi:s 
(ExcepCion: See Case 11.13). If it says No Reac­
tion, nothing happens, and the German Player 
cominuC!i his Phase. If it says Soviet Reaction. rhe 
German Initiative Phase ends immediately and a 
So~·iet Reaction Phase begins. 

(11.11] When a chlt is drawn from the Pool. it i.~ 
kept our of the Pool for the remainder of the 
Game-Turn. Ex~tlocs: lf there are leM thun S 
chits remaining in the Reaction Chit Pool at any 
time during a Game-Turn, the So~iet Player mar 
(bur is not required to) place all the drawn chits 
back. in the P ool. If there is only one Chit remain­
ing in the Pool, the Soviet ?layer musr plac.-all the 
drawn chits back into the Pool. 

(11.12] At the end of each Game-Turn, aU drawn 
Reaction Chits are returned to the Rt>a<:tion Chit 
Pool. However, one No Reaction Chit is rer­
manently removed from the Pool. Thus in Game­
Turn Two, the Pool will con~lst of 29 unitS, ir: 
Gaf)le-Turn Thret of 2S units, and so fcrth.ln this 
way the chances of Soviet Reaction increases 
slightly as the game progrC!ises. 

[1 1. 13) I r the Soviet Player has one or more units 
in Mamayev T<urgan (hex 1726) or was the las; 
player to have a unit there, he d ra \1\·s two Reaction 
Chit$ whenever eligible to draw a Chit. If eith~r of 
them say Sollie! Reaction. a Soviet Reaction ?hast> 
is initiated. If both of them say Soviet Reaction. 
the Soviet Reaction Pha~e begins and he may 
retuTO one of the Chlt.1 to the Pool. Since Reaction 
Chits are drawn before an) Breakthrough Poin1s 

that a German ground ~uack may earn are <ei~· 
pended, the Sovie: Player would draw m·o Chits 
even If an allack directi)' agaiMI th~ Mamayev 
Kurgan eliminated all the Svl'iet units in :he hex. 

[11.141 Reaction Chi:s are never drawn durine the 
Air Power Stage, the Bombardm~nt Stage, or a 
Soviet Reaction Pha!;e, 

[ll.Zl SOVIET CAPABILITIES l:'li A 
SOVIET REACTION PHASE 

When a Soviet Reaction Phase (s initiat(d, the 
Soviet Player may move his units wilhin tile 
following limi:ations: 

• He may move any units that bej!in :he Phase in 
or within two !~exes o f 1 he hex occupied by the 
General Chuilcov counter. The>e two hexes are 
counted b>• including the he~ oc~upied by the un!t 
to be moved, but not including the hex ocrupied by 
Chuikov, Howev~r, see Case lt.3. 

• He may move any uni:s he receives this Pha.<e as 
reinforcements (see Case 1 S .4). 

• He roll1 a die at lit~ bee inning of the Phase. The 
result indicates the number <1f stacks or unit~ he 
mny move in udditlort 10 those he may move a~ 
de!icribed above . Thus if he rolled a " 4." he could 
move unit~ that begin the Pha.<c in four different 
hCXC$ . 

{II .211 Unle~~ a unil can bt- included in one of the 
above categories, the So,•iet Player may no1 move 
it, even if it is not yet 11lf1ped O';er. O f course, units 
that are already nip)llld over may :Jot be. moved. 

[11.12) A Soviet unit or stack of Soviet unhs that 
have 1101 been moved may partkipate in a ground 
atTack against adjacent German units. This doe.> 
no/count toward the limit nn the number of Soviet 
stacks that may be moved. The units would still be 
nipped over, however, after combat is resolved . 

[11.3] GE!\ERAL CHUIKO\' 
As noted in Case ll.Z, the General Chuikov 
counrer enables Soviet units to move during a 
Soviet Reac:ion Phase. Alternatively, the So~·iet 
P layer may move the Chuikov counter during his 
Reaction Phase (the General has a Movement 
!'l.llowanc~ of 121. Chuikov may no! he used to ini­
tiate the movem~nt of any Sovie! units during any 
Reaction Phase in which he is moved. 

[11.311 l'he ChuikO\' unit i~ moved like any other 
Soviet unit. However, it must finish its move in a 
hex occupied by at leMt one Soviet combat unit . 
Chuikov is not flipped over when moved; he may 
be moved each und e~crv Su~·icl Rcaccion Pllase. 
The Chuikov unit has no ZOC, no Fire Strength, 
and doc~ not count as a unit fo r purposes of stack­
ing. 

(U,3ll The Soviet Play~ may not ,·otuntarily 
IC11ve the Chuikov counter alone in a hex. That is, 
he may not move a unit in the same hex as Chuikov 
out of that hex if there are no oth~r units remaitt· 
in g. 

[1 1.33] The C huikov counter may not take pari in 
any type of attack and may not be :maclced by :he 
German Player. However, if a lithe units stacked 
with Chuikov are in,·olved in Bit)' type of a !tacl: 
(offen~ively or defensively) and a re entirely 
eliminated in that auack , :here i;; a ~hance :hat 
Chuik<.w i~ killed. The German Player roll~ the die. 
Jr a " I" is rolled, Chuilwv is indeed dead and i~ 
removed from play. This die roll doe.~ not e.Uow 
lhe Soviet Player to draw a Rea:tion Chit. 

[11.34) If any result other rhan "1" is rolled when 
checkin! for General Chuilcov's elimination, rhe 
Soviet Player places the counter in the nearest 
Soviet-occupied hex. li 1wo or more are equidis­
tant. he chooses one. This placement is not con­
sidered an official "mov.,•' for Chuikov; he may 
still be used to initiate Sovie~ movement during the 
~urretlt or upcoming Soviet Reacti,1n Phase. 

[11.351 If the Chuikov counter is eliminated, the 
Soviet Player is fun her limited as to which units he 
may move each Soviet Reaction Phase for the re­
mainder of the game. He may only move as man1 
stacks of units as he roll~ on one die, plus the units 
enterins as reinforcement~ in the .::urrent Soviet 
Reaction Pha.se(seeCast> I 1.2). 

ll1.34} Soviet units that are within two hexes of 
the Chuikov .::ounter (a~ described in Case 11.2) 
may not be put out of supply and are not subject to 
collapse (sec Section 13.0, Supply). 

[ll.4] ENDING AN INITIATIVE OR 
REACTION PHASE 

A Soviet Rea"ion Phase ends when the Soviet 
Player has mo,·ed all the units he can or wishes 10 

as described in Case 11.2, or if he rolls a "6" 
(before any additions or subtractions are applied 
to the die resuh) wtlen condu,;t ing a ground auack 
or participating in an !nstam counterattack (see 
Ca~e 7.59). A German l nitiati\'e Phase ends ali 
described in Case 11.1, o r if the German Player 
has moved all the unit~ he can ur wishes to in the 
Game-Turn (in this case, I he Finlll Soviet Reaction 
Phase Is iniliatec. see Case 1 f • .5). 

If a Player's Phase ends unexpectedly (i.e., a 
drawn So vier Reacrfon chit if German or a <lie roll 
of " 6" if So'-'iet), the effects of the altack current· 
ly underway al'e implemented. However, if the 
Phasing Player earns Breakthrough Points in the 
anack , he ma y use only one of them, to move par­
tici(lating units into the atlackcd hex (s~ Case 
10.7Rj. All other Breokthrou&h Points are iost and 
all of the Phasing Player's uni t:> involved in cheat­
tack are nipped o~·er. 

[11.5] FINAL SOVIET 
REACTION PHASE 

When th~ German Player ha5 moved a!l the unit~; 
he can in a Game-Turn (i.e., all German units are 
nipped over) or when he ha~ moved all the units he 
so de~ ire~ io a Game-T urn. he declares that he i~ 
t hrough for the Game-Turn and that the Snviet 
Player may begin his Final Soviet Reaction Phase. 
This Phase differs from other Soviet Reaction 
Pha~es as noted in the Sequence or Play (Section 
4.0) and as detailed below. 

• Before movin~ any units, the Soviet Player may 
receive replacement armor units in certain Soviet­
occupied forrrells hexes (seeCase 15 . .51). 

• The So•·iet Player is li mited in the number of 
unit~ he ma)· move as d e•cr;bed in Case 11 .2. 
However, he rolls the die twi~e (for a re3uh rang· 
ing f rom "2'' to " 12"1 to determine how manv 
5tacks of units he may move in addition to the 
units within two hexes of theChuikov counter and 
th~ reinforcemenl uni:s. Any replacement armor 
units the Soviet Pla)·er received thl.~ phase may 
al~obemuved. 

• After completing his permissible movement for 
the Phose. the Sovier player rna}' move certain 
unit~ that are no1 flipped O\'er hy strateRic with­
drawal (see Ca~e 11.6). 

• The Sovie t Player may relocate his ammunition 
depot (see Ca~e 6.61) and receives replacement 
militia and worker units, which may no1 be moved 
(se<:<Case I S.S). 

[11.51) The final Sovie~ Reaction Phase is nrver 
initiated by drawing a Soviet Reaction chit. If such 
a draw should coincide with the German Player's 
final move of the Game-Tum, a normal Soviet 
Rt>action Phase would be initiated. When that 
PhaEe is completed, the German Player would an· 
nou nce that he has no more units to move or attack 
with, and the final So~·iet Reaction Phase would 
ltnmedlately begin. 

(11.52) The Final Sovie: Reaction Pha~eis ended 
for purposes of So.,.iet movement and combat if 
the S01·ie1 Player rolls a "6'' during a ny auaclc in 
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which he participates (see Case 11.4~. However, 
the Soviet Player would still be able to e"ecute 
strategic withurawiil, receive teplacement militia 
and worker unill!, and rciQCate his <utununition 
depot. 

!11.!!3] If, by some chance, no Soviet Reaction 
Phase is initiated by the time the German Player 
has completed aU his movement for the Game­
Tum, the final Soviet Reaction Phase will be the 
only Reaction Phase the Soviet Player receives. In 
this case, the Soviet Player may bring in all reln­
forc:ement units due him for tile entire Game-Turn 
during hls Final Reaction Phase. However, bel~ 
still limited by the restrictions of his ferry and pon-
toon capacity (see Case 15.4). · 

(11.6} STRATEGICWITHDRAWAL 
(SOVIET PLAYER ONLY) 

After the Soviet Player has completed his move­
ment and attacks in the final Soviet Reaction 
Pha:se, he may conduct strategic withdrawal. A tl 
Sov!ec units that are not yet nipped over may be 
moved orre lwlf their printed Movemem 
Allowance. A unit being moved by strategic 
withdrawal must obey the following restrictions: 

• It may not be moved into or through a hex adja­
~cn\ tOl'ln Enemy unit. 

• It may only be moved to a hex that is in the same 
Deployment Ana as the hex it wrr('ntly occupies 
(see Section 2.0). 

• lt may only be moved to a hele that i~ closer (in 
hexe!) to the Volga River. 

{U.61} A unit adjacent to an Bnemy unit may not 
be moved by strategic withdrawal. 

(11.6l1 Militia units and units with a Movement 
Allowance of "0" may not be moved by strategic 
withdrawal. 

[12.0] SPECIAL SOVIET 
UNITS 

GENERAL RULE: 
'['he Soviet Player has a number of units with 
special abilities and restrictions. Rult:s covering 
the 2289 Ammunition Depot. Soviet survivors and 
General Chuilcov may be found in Cases 6.6. 6.7 
and II. 3. respe.!tive!y. Charac!eristics . of other 
special Soviet units an explained below. 

CASES: 

[12...1} SOVIETMILITIA 
Militia units repr~ent the local citizenry of Stalin­
grad that we~ thrown into action by the Soviet ar­
my wilh little or no training or equipment. The 
Soviet Player receives 11 militia units at the start of 
play, in accordance with Sec1lon 2.0. At the end of 
the Final Soviet Reaction Phase in each Came­
Turn. he receives additional militia units as 
replacements (see Case 15.$2). 

[12.111 At t he start of play, militia units may only 
be placed in light, heavy or fortified structure hex­
es. Militia units received as replacements during 
the game are under this same restriction, and In ad­
dition they may only be placed In hexes occupitd 
by non-militia So\'iel units_ 
(12.11) There is a.n absolute limit of 3U militia 
units that may be in play at any one time (30 are 
provid~ in the countermix). l f the Soviet Player is 
eligible to receive replacement mili t ia units, and 
there are none available, he may not. tall;e them. 
Militia units that are eliminated ttttly be taken ai 
replacC!ments. 

(11.13) Once In play, a militia unit may not be 
moved unless it Is stacked witll a non-militia unit. 

Militia unil.S may never be moved by ~trategic 
withdrawal. 

(U.I4J Militia units do not exert II zoe. 
[12.15] The Soviet Player may not conduct a 
ground attack solely with militia units, although 
they may participate in a ground attack with other 
units. A militia unit ma~· nor. ~~ecut~ an instant 
counterattac!c 

[12.16] If the! German Pla~·er conducts a ground 
attaclt against a hex occupied solely by militia 
units, a 1 is rubtracted from the anad.-typ~die roll 
{see Case 10.22). Thr S(lviet Player may not com­
mit indirect fire to aid Defensive Fire tonducted 
solely by militia units. 

[12.1'71 lf the Oerm.an Player conducts an o,·errun 
against a hex Clccupied solely by militia units. the 
militia unit5 are automatically eliminated (see Case 
7.44), 

{11.2] WORKER BRIGADES 
The So,"iet Player rreeive~ six worker brigades at 
the start of pia)'. The_<e ,replaced. <)nc per hex. in 
the Barricady Factory, the Krasn~· Olayabr Works 
Dnd the Tractor factory (see Case 2.1 ). Worker 
brigades in tlte latter 1wo lo~ations enable the 
Soviet Player w receive armor replacement unit~. 
{12.211 Worker units attack and defend normally; 
they may be involved in a ground attack <;>ran in­
stant coumerattack and are flipped O\'CT after do­
ing so. Worker unils may ne}·er move, either by 
normnl movement or by bre:llkthrough movement. 

ltl.ll) If both hr:"es or the Tractor Factory 
(hexes 2715 and 2716) are occupied by worker 
units at the beginning of the Final soviet Reacti!m 
Phase, the Soviet Player receives light armor units 
(1-0-10). He rolls one die to determine the number 
of such units he receives and may place them in 
either or both hexes of the factory (see Case 
I S.51). They may be ov"'rstacked when placed. 

{12.23) 1f both hex ... of the Krasny Oktyabr 
Works (hexes 2221 and 2321) are occupied by 
worker units at the beginning of the Final Sovier 
Reaction Phase. the Soviet Player receives 
medium armor units (2-l-1\), using the same 
method as in case 12.22. 

[11.24] Although the Barricady Factory has 
worker units, it does not produce any tank unit~. 

(12.25! Worker units may be eliminated and may 
be replaced. lf any o f the six hexes listed above are 
not German-occupied and do not contain a Soviet 
worker unit at the end of the Final Soviet Reaction 
Phase, the So.,iet Player may place a worker unit 
in the hex. Stacking restrictions may not be. 
violated; if there are already three units in the hex, 
no worker unit may be placed in ttle ~x. Note that 
a worker unil so placed does not ennble the Sovie! 
Play~r to receive replacement armor urtits. since 
they are taken at the beginning of the Phase. 

(12.3) VOLGA RIVER FLOTILLA 
The Volga River Flotilla unit enters play in the 
Final Soviet Reaction Phase of Game· Turn One. It 
is placed in an~· hex of the Volga River that .;on­
rains the flotilla Placement Line (e~ception to 
Case 7.36). During the A.rtill«y Bombardmen! 
Stagr of each Game-Turn. the unil may bombard 
German units in an adjacenl Volga River bank hex 
only (see Section 6.0). On Game-Tum 2, the unit 
has a bombardment .Fire Strength of forJr. On 
Game-Tum 3 through 6, the unit has a bombard­
ment Fire Strength of two. The unit is removtd 
from play after the Bombardment Stage of Game­
Tum6. 
[U.Jt) The flotilla unit may only be pl~ced in a 
he~ containing the flotilla Placement Line, and. 

may not be moved Pf!r se. However. during the 
Flna! Soviet Reaction Pba!e, the Soviet Player 
ma·y place the unit in an:v other Volga Rl11et hex 
!hal contains the Placement Line. 

I t2.J2j The flo! liLa unit takes part in no functions 
or the Operations Stage; its sole purpose is to bom­
bard German units in River bank hexe. ... (t may not 
be attacked by German bombardment or any other 
form of attack. 

(12.33) German units under bombardment by the 
floc ilia unit are considered to be in a clear terrain 
heK. Columns 4 a<1d 5 of {he Terrain Eft"ect.~ Chart 
are not used. The bombardment Fire S\rength of 
the flotilla unit may not be .:ombined with any 
other form of Soviet artillery bombardment. 

[12.4] PONTOONBATIALIONS 
The Soviet Player receives one pontoon battalion 
unit in eacn of the first Soviet Reattion Pnases of 
Game-Turns One and Two. A pontoon unit may 
be placed in any ferry hex (only). Its presence in­
crease~ the reiriforcemtnl caPficity of the ferry in 
Its hex by six units (see Case 1.5.41} each and every 
Soviet Reaction Phase thereafter. 

{12.41] Once placed, a pontoon unit may never be 
moved. Pontoon units do not count as a unit for 
purposes of stacking, Howe,·er, 110 mo~ than one 
pontoon uni! may be placed in asingleferty hex . 

[12.411 A pontoon unit may not be attacked by air 
power or bombardment. lt may be eliminated by 
ground auac!c and counts a~ a unit destroyed 
toward fulfilling the combat result. If a pontoon 
unit is destroyed, it may never be returned to play. 
A pontoon unit has a Fire Strength of "0"; it may 
no\ conduct Defensive Fire if aHacked and mav 
not initiateanattack. · 

[11.43} The reinforcement capacity of a ferry is 
increased immediately upon placement of a pon­
toon unit in its hex, including the Reaction Phase 
in which it is placed. 

(13.0] SUPPLY 
GENERAL RULE: 
Units must be in supply to use their full Fire 
Strengtll and Movement Allowance. lf they arc 
out of Sllpply, they are penalize.d in various ways, 
depending on nationality, with respect !o their 
movement an<l combat capabUities. In addition, 
Soviet units may be affected by isolation and col­
lavse. 

PROCEDURE: 
In order fora unit to be in supply. a Player must be 
able to trace a line of hexes free of Enemy unit~ or 
their ZOCs from a supply source to the unit in 
question. Friendly units negate Enemy ZOC5 in 
the hex they occupy for this purpose. This Line of 
Supply may be traced through any type of terrain 
e:otcept for Volsa River hexes, and may be as ·cir­
cuilou~ as required, as long as it is composed en· 
tirely of contiguous he~es. ff such a line of hexes 
cannot be traced to a unit, it is out 6fsup!)ly. The 
supply status of a unit may chAnge instantaneously 
depending on whether or not a Line of Supply can 
be t raced to ir at the moment. When a unit is out or 
supply, its Fire S!rensth is halved for all purposes, 
in addition to any other penalties it may incur. 
When hah-ing Fire: Strength or any other unit 
value, round fractions up. If two or more out of 
supply units are using their Fire Strengths at once, 
halve their total Fire Strength. A unit's Pire 
Strength may never be reduced below "I" (unless 
i's printed Strength \s "0 .. ). Other penalties may 
he incurred by unil~ out of supply. 

CASES: 

[13.1] GERMAN SUPPLY 
The G~rman Player may use any hex on the west or 



north edge of the game-map as a supply source. If 
a line of Supply can be traced from one of these 
hexes to a German unit, that unit is in supply . If a 
German unit is out of supply, its Fi~e Strength and 
Movement Allowance are halved. 

113.11] The Movement Allowance of a German 
unit as affected by supply, is determined at the 
begi~ning of its movement only. The unit 's fire 
Strength jg determined at the moment of flre. A 
German unit's ability to move by breakthrough 
(see Case 10.7) is never aHected by Its supply state. 

(13. tl] rr a German unit is eliminated while out of 
supply, it ls not eligible to be t~k~n as a replace­
ment (see Case 15.2). The umt 1s permanently 
destroyed. 

{13.2] SOVIET SUPPLY 
The Soviet Player may use any non-German OC· 

cupic<l ferry hex (hexes 1822, 2Z27 and 2719) as a 
supply source. If a Line of SUJ?PIY ~an be tra~~ 
from one of these hexes to a Sov1et untr, that umt 1s 
in supply If a Soviet unit is out of supply, its Fire 
Strength is halved, and it may not Mmoved(eilher 
by normal movement or breakthrough move­
ment). An out of supply Soviet unit may not take 
part in an instant counwrattacll. 

(U.l1J A Soviet Line of ·Supply may be traced 
aero~ the German Start Line only if no German 
unit is in the Divisilm~l Sector (see Section 2.0) 
the Soviet P layer i3 tracing across. 

[13.111 A ferry hex mt!Y be used as a ~ov_iet supply 
source e'•en if its reinforcement capactty 1S reduced 
to zero bv German units in adjacent hexes (~ee 
Case 15.42), so long as the hex is no1 actually OC· 

cupied by a German unil. 

(13.131 A Soviet.unit in a fortified structure hex 
(including Volga River bank. hexes) may _never. be 
out of supply (the unit may be affected by 1Solat1on 
or collltpse however). Once; a Soviet u nit is moved 
out of a fortified structure hex, it is immediately 
subject to supply restrictions. 

[13.14] A unit tl'tat ls under direct command of 
General Chui\::ov (i.e., is within two hexes of the 
Cnuikov counter) may never be o ut of supply or 
subject to collapse. lt may, however, be isolated. 
The Chuilcov counter may be used for supply and 
to prevent collaDse even if it is moved during a 
Reaction Phas<: ($ee Cru;~ 11.3). 

(13.lS] If a militia unit is ev~r.o.ut or ~up~ly_an~ Is 
not stacked with a non-mil1t1a umt, u 1s 1m· 
mediately eliminated. 
(13.26] Trans Volga Artillery units, the Volg.a 
flotilla unit and the Chuitov counter may never boe 
put out or supply and are never subject to isolation 
or collapse. 

(13.31 SOVIET ISOLATION 
Jf th.e reinforcement capacity of all three ferry 
hexes is ~educed to zero, either by German occupa­
tion or bv German uni!S ~ing in adjacent llexes 
(sec Case· !5.42}, all Sovi~ units west of the ~olga 
River are isolated. Two IS added to the dte roll 
result when conducting any type of fire with 
isolated units (e.g., Offensive Fire, Defensive Fire, 
artillery bombardment, etc.). This penalty is in ad­
dition to any other modifications that may be 
made to the die result. For example, if an isolated 
Soviet unit were conducting Offensive Fire Into ao 
urban hex, a total of four would be added to the 
die result. Isolation may go into or out of effect 
any number of times during a Came-Turn. depen. 
din1 on the cuoent reinfor=cnt capacity of all 
the ferry he.oo;es. ~ole thai It Is possible for all 
Soviet units to be isolated, while some or none are 
out of supply {see Case 13.22). 

(13.4) SOVIET COLLAPSE 
I r all three ferry hexes are actually occupied by 
German units at the end of a comple1e Game· 
Turn , all Soviet units must che<:k for collapse. All 
militia u.nit& are immediately removed from play. 
The Soviet Player muu roll the die separately for 
each and every o:her Soviet unit west of the Volga 
River to sec if it surrenders. If the die roll result is 
higher than the unit's printed Fire Strength, the 
unit is removed from play. 

(t3.41] The Soviet Player does not roll ~he die to 
see if units that are within two hexes of the 
Chuikov counter surrender - these units are im­
mune to collapse. 

[\3.421 If a unit has two fire s.tr~ngths, the ~igher 
of the two is used when determmmg whether 1t sur­
renders, When checking to see if an artillery unh 
surrender~. the die result must be &reater than one 
half the unit's printed fire Strength to cause the 
unit's elimination. 

[14.0) EFFECfS OF TERRAIN 

GENERAL RULE: 
Tile type of terrain thai is present in a hex aft"ects 
the movement of O.:rman unitfi and may alter the 
Fire Strength of unlt:s firing loto or out of the h~x 
in a variety of ways. These terrain characteristics 
are summarized on the Terrain Effect~ Chart. Cer­
tain terrain types nave special properties. 

CASES: 

(14.1] ARMORTYPEUNITS 
!t:-.10 TERRAIN 

All armor and anti·tank units, and most flak units 
have two printed Fire Strength values. The first 
value (the greater) is used when the unlr ls 
conducting any rype of fire Into a clear cerrain he.~. 
The second value (the le5ser) is used when the unit 
is conducting fire into any hex containing terrain 
other than clear, during a ground attack only. 

Exc=eption: If one of these unit t~·pes is stacked 
with any type of infantry, engineer, re<:<>n· 
naissance or worker unit and both units a re con­
ducting fire into the same hex, the armor type unit 
uses its ~reater Fire Stro:ngth value. 

[14.llt When an armor. anti·!ank or flak unit is 
involved in an overrun or instant counterattack 
(offensively or defensively). Its greater Fire 
Strength value is always u~ed. 

[\4. tll Although t~ain does not otherv.·i~e effect 
units involved in a surprise attack resoluuon (see 
Case 10.32). the f'ire Strength of involved armor 
type units is still affected by terrain as noted 
above. 

[ 14. Jll Certain Soviet armor and artti-tank units 
have a lesser Fire Strensth value of "0. ·• If this 
value is used and resuhs in a total of zero Fire 
Strength PQints committed to an anac~, the fire 
does not take place. Howe•·er, the So\'Jet Player 
would ! till draw a Reaction Chit, if eligible. 

(]4.14) Certain German flak units have only one 
Fire Strength value (their values arc organized like 
artillery unit values). Tnese units arc not affect~ 
bv the above restricliom. but arc subject 10 the ef­
fects of terrain on artillery. 

(14.2) GERMAN INFANTRY UNITS 
AND TERRAIN 

All Oerman infantry units have two printed Fire 
Strenttth values. The first value is used when the 
unit is conducting any type of fire into any type of 
hex tXttpt a heavy or fortifi«< 5tructurc terrain 
hex. The second value is used when the unir-is con­
dueling any type of Fire into a heavy or fortified 
structure hex. This reduction represents the inef. 

fectiveness of German heavy weapons (those 
organic to the Infantry battalions) in the buill-up 
areas and rubble ofStalingrad. 

[14.3! USING THE 
TERRAIN EFFECTS CHART 

The Terrain Effects Chart is a comprehensive 
guide detailing how the various terrain types on 
the game-map affect t!le many types of combat 
and other same func~ions in StaUngrild. 

• Column 1 liltS all the major ltrrain types on the 
game-map. 

• Column 21ists t he Movement Point cost forGer· 
man units to enter a panlcular terrain hex or to 
cross a terrain hexside. For e.x.ample, to move 
across a river hexside into a heavy structure he~ 
would cost a German unit three Movement Points 
total (2 for mm'ing into toe heavy structure and_l 
for croning the rh•er). Note that clear terrarn 
hexes and road hexes cos1 German units only 1h 
Movement Point to enter.ln the case of road hex· 
es, !1'1 Movement Point Is expended if the hex is 
entered through a hexside crossed by that road. 
Otherwise, the other terrain in the hex determines 
the Movement Point cost. Roads do not cross 
rivers: the extra point cost of crossing a river hex­
side mus t be expended. 

• Column 3 summariz-es the e~tent of Zone of 
Control into the \'arious terrain hexes. 

• Column 4 details how the number of Air Points 
or Fire Strength of artillery units conducliog born: 
bardment or indirect artillery fire {offensive or 
defensive) may be rerluced by !he terrain in the hex · 
thev are com milled to attack . These penalties do 
not affect a unit (artillery or otherwise) firing into 
an adjacent he.~. 

o Column 5 lists a number 10 be added to the die 
roll result when conducting an Air Attack. Artil· 
lery Bombardment or Offensive Fire into a certain 
terrain hex. For e.~ample, if a "3" were roUed 
when bombarding a woods hex, the result would 
be treated as a "4." These additions are nat used 
during an Offensive Fire, if at least om: of rhe at· 
tacki11o unil< i• "n t>ngineer unit. Tltese additiot>S 
are ne~·er used when conducting Defensive F ire 
and m_ight not be used when conducting an Air At· 
tack with Dive Bomber Air Points (see Case S.4). 

• Column 6 is used when the Soviet Player is con­
ducting Defensive Flre(only). Note that the terrain 
refers to the he.~ the Soviet uni;s occupy. The listed 
mOdifiers may affect the die resuli. or increase the 
<tre11grh of the unils conducting Defensive Fire. 
The mength of Indirect anillery fire committed to 
support a Sm•ie! Defensive Fire is not increased. by 
these modifien. 

• Column 1 is used when the German Player is 
conduc\inct Defensive Fire (only). Note that the 
terrain ref~rs to the hex the attacking Soviet units 
occupy. The listed modifiers may ~ffec! the ~ie 
result or increase the ~t rength of untts condu~mg 
Defensh·e Fire (includinR German indirect arttllery 
Fire) . 

Columns 4, 5, 6 and 7 are never used when resolv· 
ing an overrun or instant couotecattack . Colurons 
5, 6 and, are not used when resolving a surprise at­
tack. 

(14.4] SPECIAL TERRAIN HEXES 
[14.41] The special structures (nexe• 1925 and 
t 9lq; and hexes :'.!46 and 2127) are considered 
heavy ~tructure hexes for p11rposc:s of movement, 
Offensive F ire and Defensive Fire; and as clear ter­
ra1n hexes for purposes of air attaclt, artillery 
bombardment and artillery indirect fire . 
[ 14.4:.2] Mamayev Kurgan (hex 1 126) is considen:d 
:1 fortified s tructure for all game purposes, even 
though it is a hill. 

[14.43] Volga Ri>·er banlc hexes are treated as for­
tified structure hexes for all game purposes. (Es.. 
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ception: If a Oerman unit in a Volga River banlc 
hex' is being bombarded by Soviet Trans Volga ar­
tillery units or the Volga Flotilla unit, it is <:on­
sidered to be in a ciNr terrain hex.) Neither player 
may stadc more than rwo units in a Volga Rhcer 
bank ~ln. 

114.44) The Great Gully (hexes !534 and 1634) is 
considered to be fonified structure hexes for all 
purposes. The river running through these hexe~ 
(and through hex 1735) is ignored. 

il4.5} THE OIL TANKS 
The oil tank hex·( I SJS) is treated as e. clear terrain 
hex for all same purposes unless it is ignited. At 
the end of each complete Game-Turn, the Soviet 
Player rolls the die. A result of 1-5 has no effect. A 
result of 6 means the oil tanks have been ignited by 
a ~tray proje~tlle, causing thick black smoke to 
cover the e ntire city, with the following effect~: 

• The burning oil counter is placed in the oil tank 
hex. 
• Any units in the hex when ignition is determined 
are immediately eliminated. 

• German Air Power is halved for the duration of 
the Garne-Tum immediately following ignition 
(i.e., every 4 Level Bomber Points com milled have 
a value of 2. and every 2 Qive Bomber Points com­
mitted have a. value of 1). Soviet Air P ower is not 
affected. 

• The strength of German anillery units conduc­
tina bombardment in the Game-Turn immediately 
following ignition is lra/uM (in addition tO any 
other penalties they may incur). Soviet artillery 
units, and German artillery units used in the 
Operations Sta,ae, are not affected. 

• No unit may enter or move through the oil tank 
hex for. the entire upcoming Game-Turn. 

A t the end of the Game-Turn following ignition, 
the burning oil counter [$ removed. The hex is 
again treated as a clear terrain he); and may never 
be re-ignited. 

[14.6] PROHIBITED AND 
IRRELEVANT TERltAIN 

[14.61) All Volga River hexes and hexes eas! of 
the Volga arc prohibited to all uni~s. Exception: 
The Yalga River flotilla unit may be placed in a 
Volga River hex (see Case 12.3). Units af !he Tran5 
Volga Artillery may be placed in specially marlced 
hex<:$ cast of the Volga but may never be moved 
(see Case 16.1 ). 

(14.62] Railroads ha"e absolutely oo effect on 
play and are Included for historical interest only. 

[15.0] REINFORCEMENTS 
AND REPLACEMENTS 

OENERAL RULE: 
Both players receive reinforcements In accordant:( 
with their re~pective Reinforcement Di$plays 
during the Operations Stage of each Game-Turn . 
The German Player receives replacements at the 
beginning of a Game-Turn from those units 
destroyed during the previous Game-Tum. The 
Soviet Player rC(:eiveS replacements d uring hi$ 
Final Reaction Phase. Reinforcement and replace­
ment units are taken from among the units in the 
countermlx nouet up al the stan of play, as well as 
fro m units previously destro)'td. 

CASES: 

[15. 1] GERMAN REINFORCEMENTS 
The Oerme.n Player may enter his reinforcement 
units into play from any hexes on the west or north 
edge of the game-map during a German Initiative 

Phase of the Operations Stage in the Game-Turn 
they are scheduled Lo arrive (Exceptiun: see Case 
15.15). 

(15.111 The German Player may sequence the ar­
rival of hi• reinforcement$ as desir~. bringing . 
them into play at any time during any German In­
itiative Phues of the Game-Turr.. 

(15. 1l} The appropriate number of Movement 
Points must be expended to place a reinforcement 
unit(;) in its entry ltex. Once a reinrorcement unit 
or stack of units is brougltr into play. it must be 
moved immediately (if at at!) and is subject to all 
supply, movement an·d combat restriction>;, 

flS.l3} The entry of German reinforcements may 
nat be delayed from Game-Turn to Game-Turn. 

(15.14) There are no German reinforcement> on 
Gami!-Turn I or3. 

115.15} The seven units of the 3ilst Infantry Div;. 
sion (which enter on Oame-Turn 5) must l:>e 
brought imo play from the we$t edge of th.; game 
map south of hex 0140(exclushe}. 

[15.1) GERMAI\ REPLACEM.:NTS 
German replacements represent the reorganiza­
tion of shattered German formations into Kompf­
&ruppe (baule group>). When a German unit is 
¢1lmirn.red, it should be placed In the Oerman 
Reptacemenl BolC (primed on the map). During the 
Game-Turn Preparation Stage, rhe German 
Player determines which unit~ eliminated in the 
previous Game-Turn will be returned to play. He 
rolls rhe die once for each unit in the box. If the die 
roll result Is "3" or less and is equal to o r less than 
the unit's Fire Strength value, it is eligible to be a 
replacerm:n~. If the dk result is greater than ••J" ar 
greater than the unil'5 Firt Strength, the 11nit is 
permanen!ty destrO)'ed and should be placed in the 
counter trav. Afr~r detennining alt his 
replacements: the German Player deploys them in 
any he:"<es in any of the German Di,'ision Deploy­
ment Sectors. In the upcoming Came-Turn, they 
may be involved in all game functions, just like 
German units at ready in play. 

[15.21) If a unit has two Fire Strength values, the 
smalkr is used when determining the chance of 
replacemem. 

(15.2ll Artillery units and flak units may n~ver be 
taken as replnccm~nls. If such a unit i• eliminated , 
it should n<>t be pia«<! in the Replacement Box. 

(15.23) The German Player only rolls the die to 
determine whether a gi\'en eliminated unit is eligi­
ble to be a replacem.-nt during the Game-Turn 
Preparation Stase following the Game-Turn in 
which it was des:royed. There should be no units In 
the Replacement Box immediately ofter a Game­
Tum Preparation Srage. 

()5.24] A German unit that is eliminated white out 
or Supply (see Case 13.1) may not be takeH as a 
repla~ment: it is permanently destroyed. 

{15.3) GERMAN WJTHDRAWAI...S 
The German Player recei,·e~ no reinforc~mems on 
Game-Turn 3. Instead, he must withdraw the 29th 
Motorized Di\'ision from pla>' · At the beginning of 
the OJNralions S tage of the Game-Turn he simply 
remm•es l7 units of the same unir types listed for 
the 29th M01orized Division on I he German Initial 
Deployment Display. These units may. be taken 
from anywhere on the game-map, including units 
he received a~ replacements th~ Game-Turn. (Ex­
ception: Units that are curremly out of Supply 
may not be withdrawn.) lf units of the exact type 
listed are not available, other unll• of the same 
basic type must be removed ~o that ar. equivalent 
number of Fire St~ength Points is removed (24 ar­
mor points, 28 infantry points. 16 artillery points, 
6 engineer points and 2 reconnaissance points). 
Withdrawn units art not eligible tc be taken as 
replacements. 

[15.41 SOVIET REINFORCEME~TS 
The Soviet Reinforcement Schedule SJ>tdfies the 
Game-Turn and Reaction Phase in which Soviet 
reinforcement units may first be brought into play. 
Soviet relnfor~ements may only be initially placed 
on any non-German occupied Ferry hex (Excep­
tion: See Cases IS.43 and IS.48)and must be mo\'­
ed immediately (if at .all). The number of rein­
forcement units the So~iet Player may bring into 
play is limited by tne reinforamenrcapaciry of the 
ferry hexes . The printed reinforcement capacity 
number on each ferry hex lpeclfies the maximum 
m1mber of reinforcement units that may be 
brought into ptay in that hex in one Soviet Reac­
tion Phas¢. 

[ 15.41] The reinforcement capacity of a ferry nc.o. 
may be increased by si~ units, by placing a pon­
toon unit in the hex (see Case 12.4). Ptactnga pon­
toon unit in a ferry hex does not count as a unit 
agaiu.,t the ferry's reinforcement capacity. 

[15.41] The reinforccm~nt capaci1y of a ferry hex 
may be reduced by the presence of German units. 
For every German unit in a hex adjacent to a ferry 
hex, the capacity o f !hat hex is redu<:ed by two 
unirs. For example, if three German units oc­
cupied hex 1733, the reinforcement capacity of 
ferry hex 1812 would be reduced to :zero (unless a 
pontoon unit were in the hex, in which cue the 
capacity would be si.>e). If a German unit occupies a 
ferry hex, that hex's reinforo;ement capachy is 
zero. The current capacity of a ferry may change a! 
any time. depending on the current disposition of 
German units in or adjacent to the ferry hex. 

[15.43) If and only if the reinforcement capacity 
of all three terry h.:!Ces is zero nt the beginning of a 
Soviet Reaction Phase, the Soviet Player may 
bring reinforcement units into play In any non­
German occupied Volga RiYer bank hexes. 
How~ver, the toral number of units thai may enter 
play in this manner per Reaction Phase is limited 
to the roll of one dte. A unit that enters play from a 
river bank ltelt may onty ~pend one half it< 
printed number of Movement Points. 

(15.44) The placement of a reinforcement unit in a 
ferry hex does not require the expenditu.re of a 
Movement Point. Movins a reinforcement unit 
does not coum toward \he Umit on the number of 
units the Soviet Player may move in a Reaction 
Phase {seo Case 11 .2) . Reinforcement units may be 
moved in support. The Soviet Player may place 
any number of reinforcement units In a ferry hex 
(to the limit uf irs capacity} as long as stacking 
teslrictions are adhered to when the mov~ment or 
the units is completed. 

(t5.45] The German Player rna~· NOt conduct an 
insta nt counterattaclc against reinforcemeni units 
as they a re placed in their entry hex. 

[15.461 Soviet rctnforcements mQ)' be delayed. 
The Reinforcement Schedule states the Reaction 
Phase and Game-Turn in which units become 
available :o enter play. If the Soviet J>layer does 
nor bring a reinforcement unit into ptay when first 
eligible (either by choice or lack or ferry hex 
capacity), he may bring it on in any subsequen\ 
Reaction Phase (e•·en in a subsequent Game­
Turn). 

(15.47] l f the !Otal number of Soviet Reaction 
Phases in a Game-Turn is less than the number of 
Phases specified !n rhe Reinforcement Schedule 
for reinforcemems, any units not yet made 
available may be broueht imo play during the 
Final Soviet Reaction Phase. For e~ample, if on 
Game-Tum 2 there is only one Soviet React!on 
P hase before the Final SO\'iet Reaction Phase i.~ in-



itiated, all units scheduled to enter in the second. 
third and Final Reaction Phases may be taken in 
the Final Reaction Phase. The Soviet Playeris still 
limited to the Reinforcement Capacity of his fer­
ries for one Reaction Phase however. 

[ 15.411 Trans Volga Artillery units and the Volga 
River flolilla unit do not enter play in ferry hexes, 
but rather in the hexes east of the Volga and in the 
Volga river respecth•ely (see Cases 16.1 and 12.3). 

[15.5] SOVJET REPLACEMENTS 
The Soviet Player may receive replacement armor 
units at the beainning of the Final Sov~t Reaction 
Phase. He may receive replacement militia and 
worker unirs at the end of his Final Reaction 
Phase, tn accordance with Case 12.25. If the am· 
munition depot ha.~ been removed from the map 
(see Case 6.6), the Soviet Player may return it to 
play at the end of his Final Reaction PhMe (see 
Case6.64). 

(JS.Sl) The Soviet Player re-.--eives light and 
medium armor units in the TraetoT Factory and 
the Krasny Oktyabr Works respectively, if their 
hexes are occupied by Soviet worlcer units at the 
beginnine of the Final Soviet Reaction Phase (see 
Cases 12.22 and 12.23). Replae¢ment armor unit.• 
may e11ceed the stacking restriction when plao;ed In 
their entrY he"(es), but must conform to the 
restrictioru when their mo vement is completed. 
Mavin& a replacement armor unit does not count 
toward the limit on the number of units the Soviet 
Player may move in a Reaction Phase (see Case 
li.S). 
[15.5:1] The Soviet P!a~·er receives rtplacement 
militia units each Game-Turn in each of the three 
set-up areas (see Section 2.0). He may receive up to 
thr~ mtlltla units in the Southern area, elev~n in 
the Central Area, and three in Ute Northern area. 
If there are not enough ruiUtia units in the couo­
termix (including previously eliminated unlts). the 
Soviet P layer does not receive them. If this occurs. 
he must choose how many.(if any) will be placed in 
each area, up to the n1aximum permissible. A 
replacement militia unit may only be placed initi­
aUy in a light, heavy. fortified or special structure 
hell occupied by a non-militia Soviet unit, and may 
not be pllK'ed in el!CC!S of stacking rotrictions. If 
the Soviet Player has militia units available to him, 
but no valid hexg in which to place them, h! does 
not receive them. Once in pl.ay. a militia unit is 
$Ubject to all the restrictions of Case 12. 1. 

{15.53] tf the Soviet Player wishes to move a 
replacement armor unit , be ·need not do so imme­
diately upon l)lacement of the unit. He may se­
quence tlt• movero•nt of <uch units as he sees fit 
with other units he is moving ln his Final Reaction 
Phase. Replacement militia units may nor be 
moved on the Game-Turn they are received. 

[16.0) TRANS VOLGA 
ARTILLERY 

GENERAL RULE: 
The Soviet Player r~iv<!s units of the Trans Volga 
Artillery group {TVA} as r~nforcements in the 
Final Soviet Reaction Phase of each Game-Turn. 
These units are specially colored for easy recogni­
tion. TVA units may only be placed in speciric 
h~c:s east of the Volp and may only be used to · 
bombard German units in the Bombardment 
Phase; thcy may not be used for indirect fire . 

CASES: 

{16.1] DEPLO\'lNG TVA UNITS 
When the Soviet Player receives TVA units, he 
may only plaee them in the specially marked TVA 
emplacement hexes ealt of the Volga. He may 

place one TVA unit per hex (or each TVA symbol 
printed in it. Thus in hex 2925, he may place up to 
two TVA units, but in hex 2821 he may place ooly 
one. The arrival of TVA units rna)• not be delayed. 
Once a TVA unit is placed in the TVA emplace­
ment hex of the Soviet Player•s choice, it may not 
be moved for the remainder of the game. 

[16.2) CAPABILITIES 
OF TVA UNITS 

A TVA unit may be used 'to bombard two adjacent 
German-occupied hexes, each at the unit'~ full Fire 
Strength (f..xrepllon: See Case 16.25). 
SUexampkat bouom oipage. 

TVA units are not subjec: to !he restrictions placed 
on Soviet bombardment In Cases 6 . .21, 6.Z2 and 
6.32. Thus, as long as both hexes 10 be bombarded 
are within range, a TVA unit may bombard ali 
German units in tile hexes at its full pr!nte() Fire 
Strength, and its fire may be comb;ned with other 
TVA units. whether adjacent or nor. 

{16.11] TVA. units may be combined for a single 
bombardment a! long a~ both target hexes are 
within range of the participating units. TVA units 
m11v not bombard in combination with soviet ar­
till;ry unit~ west of the Volga, or with the Volga 
River flotilla . 
{16.11] T\'A unit~ may not br put out of supply or 
Isolated, and a re not subject to collaps.,. 

(16.231 T he Fire Strength of TVA units Ls- affected 
bv the modifiers in columns 4 and S of the Terrain 
Effec!S Chart when firing into applicable terrain 
helCes, and when firing at German armor units (see 
Cases 6.43 and 6.44), 

The TVA unit in hex 2n3 may bombard the Ger­
man units in he)(eS Z324 and 2423 . EQch hex is 
bombarded with two Fire S!rength Points 
{separate die roll~ are made for each hex). The 

[16.14) When a TVA unit is bombarding a 
German-occupied river bank hex, that hex is 
\rea ted as a clear terrain hex. 

{ tfi.l!) The 203mm an Ulery unit (enwrs on 
Game-Turn S) may only bombard one hex per 
Bombardment Stage, and may not combine its fire 
wi!h any other units . 

{16.26] The Gerrnan P layer may bombard TVA 
units with hi~ artillery units during the Bombard­
ment Stage. However, all TVA units are con­
.,idered to be in fortified structure lu:xes for thi~ 
purpose. The German Pla)•er may not conduct air 
attacks against TVA units. 

(16.3) KOI"iTRPODGOTOVKA 
(COUNTER· PREPARATION 
BOMBARD~ENT) 

During one Bombardment Stngc of the game, in 
Game· Turn 3, 4, S o r 6only, the Soviet Player may 
announce a Kontrpodgo/ovlca. Regardless of 
whether he pronounces it correctly or not, all bom­
bardmoent• conducted by hi$ TVA units benefit 
from a subtraction of one on all die roll results in 
that Bombardment Stage. 

[17.0] SCENARIOSAND 
VICTORY 
CONDIDONS 

GENERAL RULE: 
Bottle for Sraflngrod may be played in ·one of 
two scenarios; the Introductory Scenario or the 

TVA unit in hex 2821 m&.y not bombard the two 
German occupied bc:xes; Hex 2423 is within range 
but hex 2324 is not. The unit could bombard hex 
2423 only, if so desired. 

17 
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campaign Scenario. ViclOry in both S<:enarios ~ 
based. on the number of Victory hexe;<; the German 
Player eontrols at the end of the apptopriate 
Game-Tum. Fifteen Victory h~es are noted on 
the game-map. The German Player controls a Vic­
tory hex lf it Is physically occupied by German 
units at the end or the Game-Tum. 

CASES~ 

(17.1] INTRODUCfOR\' SCESARIO 
The players should play the Introductory Scenario 
to familiarize themselv~ with. the Battle for Sta­
lingrtld game-system. The scenario rcpr~ents 
the first weelc of the intensi\'e German effort lo 
storm Stalingrad, and can be played in about three 
hours. 

The scenario is one Game-Turn long. The full in­
itial deployment is used and the So,•iet Player 
receiv~ ull reinrorcements due him during Game­
Turn 1, except for the Trans Volga Artillery uniu. 

Victorv is determined by the number of Victory 
Points. the German Player has at the end of Game­
Turn \. He earns two Victory Points for each ferry 
hex he controls, two Victory Poims if he controls 
Mamayev Kurgan (hex 1726), and one Victory 
Point for each other Vlctorv hex he controls. If the 
German Player has eighT or more Victory Points at 
rhe end of Game-Turn 1, he wins. If he has less 
;han eight, the Soviet Player wins. 

[17.2} THE CAMPAIGN SCENARIO 
After they feel comforrabte with the game-syst~m. 
the Players may proceed to the Campalsn 
Scenario, which recreates the seven critical weeks 
of the Stalingrad battle i.n it• enti'rety. Tbe game is 
seven Game-Turns long and take.< ten to twelve 
hourstoplay. 

Victory is determined solely by the number of Vic­
tory hexes the German Player controls. To win, 
the German Player must control rwetW! or more 
Victory he~ees, rwo of which must be ferry hexes, at 
the end of any complete Game-Tum. If he oc:­
cupi~ II!SS than tv ~lve Victory hexes at the trod of 
Game-Tum 7, the ,;o\·ict Player wins. If the Ger­
man Playcrr occupies twelve or more Victory hexes 
but does not occupy at least two ferry hexes at the 
end of Game-Turn 7, the &a me is a draw. 

Desiguer•s Notes 
Historians tend to !lana nice neat litlu on militar)' 
units and then automatically assume that aU the 
trappin~S of the ride 110 with it. The German 6th 
Army was indeed "neat." It was a highly organ· 
ited military machine with a superb communica­
tJons and administrative net. It had a highly 
developed naff and a functional, if stretched, 
logistical tail. By comparison the Soviet 62nd 
Army was an armed mob. 

The German advance towards Stalingrad, follow­
inll the total destruction of the Soviet May offen­
sive, had surprised the Soviets in both its energy 
and strength. Sull:e there were no major-encircle­
ments like there had been in 1941. it has been term­
ed an "orderly withdrawal." However. the real 
truth was that the Soviets simply had the good 
sense to cut and run, ami run quickly, rather than 
hold on to untenable positions in the face of disas­
ter. But, the very velocity of the retreat caused 
total havoc: among the organizational anc;l admini­
strative echelons of their forces. They haphazardly 
fell back to the Statinarad outer defenses which 
they expected to hold while reorganizing. Units 
were lnt~rmill!lled whh many records lost, and 
they hoped to untangle themsdve-5 along this line. 
But, General Hoth's dynamic 4th Panzer Army 
quickly and unexpectedly broke thtouah the line 
and was very close to taking the city by a coup de 
main. Pani~ striclc.en, the order was given to faU 

·-········-·--·-------- -·· - ·-- -

back to the inner defenses. This wa~ the final joll 
that caused the total disintegration of any form or 
coherent organiz.ation. The communications net 
became non·e.~istent, and morale sank to new 
lows. Units were in bad posilions and had no new 
orders, re-supply had become haphazard, and the 
unexpected, heavy air raids against ibe city further 
doomed the feeble attempts to reorganize. The 
commander, hnvlng fallen into deep depression, 
was relieved and a relative newcomer, Chuikov, 
was brought in. 

A Command Amid Chaos 
Chuikov sa•·e the army spirit and purpose, but he 
could not give it organizaHon. Things were so 
scrambled that it w.as impossible even to as~enain 
what his exact Order of.8attle was, let a.lone the 
Germans'. Furthermore, the Germans pro1•ed 
rather adept at lceeping his headquarter~ under 
comtam air and artillery shelling, which frustrated 
his atlempts to set up a dependable communica­
tion link with all his units. He ''BS a commander of 
a mob. It was a rather numerous mob, howevo:r, 
and reasonably well armed. Many of the Soviet 
weapons were the equals of the Germans. such as 
tbe T-34 and the long 152mm guns, and .some 
weapons were superior, such as their SMG. But, 
the army could not really react. 

W~rever his headquarters was, Cltuik.ov could 
control those unirs within dependable telephone 
linkase. which was rare, and those within runner 
distance. Since his airforce made only night ap­
pearances, they were useless for observation. Only 
by boldlns onto the hishcst ground could he get an 
idea of what wu happeniq. He had to seoond­
guess what theOermans were going to do and shift 
his reserves to the place of expected attack. Often 
he would meet the arrivins reinforcements at the 
ferry landings to give rhem their orders personally 
and to tell 'hem exaclly where he wanted them to 
go. This was not so much a matter of personal in­
terest for Chuikov as a necessity, because after a 
unit disappeared into the inferno of the city, there 
was an exoollen\ chance that he might never be able 
to reach iu commander again. Frequently, he had 
so lntle nexibility that he would simply tel! a unit 
to " so there, dig in, and kill -as many Gennans as 
you can before they kill you. ·• 
The p.oint of this simuLition oi the battle is to give 
the Soviet player definite l)roblems which must be 
considered quite a bit in advance. Since nothing is 
cenain, he is forced to adhere rigidly to the mili­
tary principle of simplicit)'. Complex "factoc 
counting" and rule structure maniplllation, which 
are tbe marks of a ~unning gamer, simply will not 
work . The aame design was built so that it would 
seem to frustrate the gamer·.~ attempr 10 control it. 
The art of competent simulation design i~ to cr~ate 
the "mind problems" of the Qpp<>sing comman­
ders. It Is important that the gamer feel th~ a~tual 
emotions that were nowing through the brain of 
the generals. Chuilco~·, for instance. had IO deal 
with an overabundance of confusion, frustration , 
and uncertainty. BQttle for Stalingrad creates a 
II3J1lC en•·irooment that focuse.~ those emotions in 
the garners. 

Psyehology 
Adding to ChulkO\'' S problems was the faC1 that 
though he knew his men could hang tough and 
would conies~ bitterly each block of ground, he 
also was aware of another vcrv Ru~sian trait - the 
potential of a total morale 'collapse if Ills men 
sensed that total disaster was imminenr. The Ger­
man writer Von :\>lellinthin often commenud on 
the unique Russian trait of nghting tenaciously 
with no regard to casualties and then suddenly fall­
ing a~mrt, fleeing or surrendering in total despair, 
based on the occurrence oi an " unseuling event." 
The Soviets feared 1hat they would be abandoned 

on the west bank by their high command·, and they 
worried most about the ferries. Had they fallen, all 
of them , it seems likely that this would have been 
the mental blow that would have caused. the- Soviet 
soldier ro sink into depressed apathy and simply 
give up the fight. 

This "psychological" trait is why the game can ac­
tually end on any turn. AI any time the Germans 
are capable of endini the fight once and for all. 
This factor wiU weigh heavily on the Soviet 
player's mind. 

This then is the rationale behind wh~t certainlv is 
one of the more unique movemem/combat/r~c­
tion systems. The point of modern game design is 
to show how it feels to command vastly different 
styles of armfes. Too often same designers assume 
that though their strengths may vary and the move­
ment factors be different , both side~ operate in 
roughly the sam~ 11•ay. Seldom will )·ou find a game 
design in which one side'~ method of play differs 
dramatically from the other. The thought pro­
ce.,ses of two armies, or coufse, are seldom the 
same. Nowhere w~ta the clash of two vastly differ­
!~ thOUilht processes more obvious than at Sta­
lingrad. 
The German player will feel \•ery German. Almost 
every rule gives him a superiority over the Soviets, 
which is quite realistic , Throughout the rules, the 
Germans are able to doone function u•hilethe Rus­
sians can 't. The rules make: it vcrv clear how and 
why a well-organized "army" is. superior lo the 
armed mob. It is not simply a maHer of weapons, it 
is a matter of organization and admlnistration.ln­
deed , all the German blilzkrieg victories were due 
to the wholesale issuing of one weapon on a scale 
not done by any other army up to that time. That 
weapon was the radio. With instant communica­
tion and tlte ability for quick reaction, the German 
army defeated one armed mob after another. Wilh 
boring frequency the German~ demoralized, con­
fused and perplexed their numerically superior 
enemies lmo 10tal defeal. Only one "armed moo·· 
would ever defeat the Germans in a ll of World War 
II- the mob of General Chuil:ol''s 62nd Army. 

Fad vs. Effect 
A common question asked _of a game designer is 
ho"· a certain piece of information is translated in· 
to a "game effect." Or, to paraphrase :he game 
review: " Why was. that fact not accounted for?" 
This is l)articularly a nettlesomequeslion when two 
games are done on the same subject and one seems 
to have a "historical fact" whiletbeotherdoes not. 
The question iulways asked: "Who is right?'' 

Doing a !arne on Stalingrad involves the problem 
that more ha~ been written about that east front 
battle than abour any other. The number of books 
on the battle is almost overwhelming. The great 
tragedy is rh:H the research behind 1hem was dis· 
mal. In most cases, :t appeared that accurate in for· 
mation was lost and that errors were constantly 
repealed ... and no minor errors a1 that. Almost 
every English hi~tory on the battle of Stalingrad 
will list in the initial German Order of Bartle rhe 
76th Infantry Divistcm. 

1, indeed,list.ed it, even up to the "final" OBI sen: 
to SPI. I expect numerous reviewers will point this 
out as a great error, and ~orne will even offer the 
exact, corr~t 08 for lh~ division. Bu.t, a che<:k of 
the G¢rruan Langu~~ge sources reveal thai though 
it was ordered to go to StaUn&rad for tlte initial a t· 
tack, it never made it. It was 3imply unable to dis­
engage from the upper Don where it was figlning. 
However, the So,•iet intellisen~--e reports had piclc· 
ed up its order to go to Stalin grad and had neatly 
printed it on Chuikov's situation map. Fortunately, 
or unfortunatl)· depending on your viewpoint of 
historical documents, this map had been preserved 
and has been reprinted, copied and used as the in-



itial "stan" 08 for just about every S1alingrad 
book printc<l . lt Is a shame that the Soviet radio in· 
tercept never picked up the last minute cancella­
tion of the move. Only an examination nf the Ger­
man Wa:r Di.;lries and OKH situation maps shows 
this error. This 76th Division error would still be in 
the game if it had not been for the diliigent Ger­
manic research of Dave Parham, who wrote the 
historical commentary. 

Dave Parham i~ probably the most l:nowledgable . 
American on the subject of Stalinara.d. after hav· 
ing made a life--long study of both the German and 
Soviet documents pertinent to it. His credits in· 
elude all the research for Phoenix's game Streets 
ojSta/ingrod and key research for SPI's Battle jor 
Slatingrad. He Is preSently writinB the definitive 
book on thesubjectwmchwlll debunj( much of the 
aecept.f'd "fact" about the battle. Parham is a 
manifestation of the "new" era of t!)ecialiution 
that is slowly coming into wargaming. Tradition­
aUy, the gam~ designer has been responsible for all 
research as pan of the desian. Perhaps il would be 
better if !1<, was indeed responsible for all "analy· 
sis" but not the actual research. There is a differ· 
ence. Historical research produces facts, it does 
not produce game effecu: only good gan~e design 
does that. 

As an example, in the game Streets of Stalingrad 
there appears the prominent Tartar Wall, which 
was >I ~tone/concrete-type wall running kimost into 
the city. In a company level game, where each turn 
is one day, and where this structure could block 
movement for a number of hours. this ~rrainly is 
a factor. However, in the week long turns of Bartle 
for Srafingrad thi5 factor would be irrelevant . 
Once yo\1 move to the week long game, an edifice 
that delays movement for a few hours u:ntil a hole 
is blasted in it is simply irrelevant. As a mauer of 
fact, given the time/distance: scale of Stalingrad, 
almost all tht movement allowances are ba.5ed 
more on administrative techniques and logistical 
shift capability than on "movement of units" 
ability·. In many respects the movement factor of a 
modern unit is more a function of its l!dministra· 
tive and clerical efficiency than of the miles per 
hour function of Its feet/ wfleels/horses/treads 
factor. Or as my colleae llOTC instructor said, ''A 
unit's movemcn\ ability is tolaffy dependent on the 
number of operational radlos it has." f,.dminedly 
he was hyping the Signal Corp at the lime, but thai 
statement does convey a large chunk of in.~ight. 

Another point of si11nific:an(e was German arril· 
lery ammunllion. The records, once again in Ger­
man, that Dave !tudled Indicated there was a "sign!. 
ficant" shortage of ~man larae caliber ammo. 
There is nothing more initaring than the word 
"siJilir!Qlnt." his a catch-all for any bureaucratic 
report that really wan1s to say: "We have discov· 
ered a factor that may innuence our results. but we 
have no idea of how big or liule thi~ thing is." 
Since that really can't be said in an official report, 
the word' 'significant'' is used. Anyway. there W8$ 

a s ianificant German ammunition shortage. 

As a furth~ study of this problem, consider the 
question ofOerman Air Power. In the daily game, 
the IUUIIysis should be based on the number of 
planes. However, in the weekly game, that factor 
is not nearly as important as the "average weekly 
sorties." Also, in the weekly approach, a good 
game deslaner should consider the impact of a 
week's worth of air harassment. In simple terms, 
being bombed once in a time span of a day is no bi{! 
deal, and the novelty of it- assuming you survive 
- might even b~ fun. However, to be bombed 
seven days in a row, even a little bit each day . is 
very dcpressittB, and depression often leads to sur­
render, which means counter elimination. 

ln essence, what we are saying is thaL indeed 
1-t 1 .. 2 ... b1tf 2+2 ... really equals 5 or 6. No, 

this is not just so much nonsense, but is an honest 
allelnpt to factor in the signifirant, cumulati"e ef. 
feelS of a combat t\'<:nt happening on a continual 
basis. 
In aeneral, this ty~ of analysis will only yield 
"adequate•• results In terms of game design, and 
the average warsamer's closet is full of 
"adequate." non-played g~ma. Often over­
looked is the problem that the longer a turn's time­
span and the larger the units invol\'ed, the less ex· 
citement there is. At the highest game level, strate­
gic. an accurate combat simulation might simply· 
be a !\{onopoly-like race to accumulate "resource 
points." Only at the lower levels do you have 
''game excitement." Why has Squad Leader been 
such a success~ The bottom line is ~imply tha! 
garners love the physical e.xcilement of gunning 
down Lt. Hill in the street. So. the key in designing 
an "often-played'' game i$ to in~ert a tactical fla. 
vor in it, ~gardless of at what level it is designed. 
The potential for ambush vs. sufllrise YS. normal 
atrack that is in B1mle for Stalingrad would be 
much more relel'ant in !he dail~· tums of Streets of 
Stalilfgrad than in my weeklr analysis. As a mauer 
of fact, some adriot re,·icwer could easily !urn my 
own argument against me and point out that since 
an ambush effect will take but a iew minutes, If 
not a few ~conds of nastiness. it has no place in a 
weeki)' game. But, the ambush rule impArts such a 
neat tactical flavor that not to use it would remove 
from the game the overall excitement it now con· 
tains. Hence. comes one of my cardinal rules of 
game design - If something is neat, by all means 
keep it in the game, and then claim in the 
designer's notes that it had ro be in the game to 
portray p significant historical effect. John Hill 

Developer's Notes 
When a game is recei\•ed here at SPJ from a free· 
lance designer, a long period of tesdng and fine· 
tuning is undertaken by a staff developer. The a lm 
of this process is to insu~ that th~ product work~ 
as an enjoyable game and tha! rhe final package is 
su<:ce»ful from an aesthetic, organiutional iind 
historical standpoint. This was my task on &ttl# 
jor Stal~ntrad, The basic design of the game re­
mains unchanged. For those who are interested in 
why certain changes were implemented. here is a 
quick run-down of those alterations. 

The game-map went through a major ovethaul. 
John Hill's original map contained all the geo· 
graphical information found on the final map. 
However, it wa.~ oriented such that the Vo!Ba Rivtr 
ran parallel along the east edie of 1 he map. This 
gave the piP.ying area •n unnatural feel, something 
which I think .. -aswrr~t«< quite nicely in the final 
version. By using a map of Stalingrad from The 
History of IM Grf!tll Patriotic War of the Soviet 
Union (Eo.st German Edit ion) and other map 
sources, 'ke put together a representational ~treet­
plan of the city which also adds to the look or rhe 
final vtrsion. 

The numerous and disparate functions performed 
by the different unit types in the game presenied a 
con~Lant problem to new players of the game, 
especiany since the game-system is unlike any 
other. The Unit Capabilities Chan was pu! 
together to ease these learning pain~ . The char! 
certainly does not exDiain in detail all the functions 
of iii~ units, but is intended to remind the players 
of· Lneir more individual characteristics . I would 
like to thank. one of my bllndtesters, John Alsen, 
for suagesting and executina a prototype version 
of Lbe ·chan. The Terrain Eff~ts Chan is a 
conalomerat!on of a number of small charts in the 
original version. By putting all this information in 
one place. accessibility is markedly improved. 

The original game had Le••el Bomber and Dive 
Bomber air units for each player (about 5<l units). 

In order to reduce the countermix to 600 units (and 
thus save the game buyer some money). [he air 
units were exchanged for the current point system. 
The use and effect of air power in the game re­
mains unchanged. 

hnother change that redu<:«< tne size crf the 
countermix arld solved a nagging play problem 
wa~ the melding of low-level artillery lnto rhein. 
fantr)' battalions they were historically assigned to 
support. OriginaHy, 76mm artillerv and other 
similar light artillery formations were all 
represented by indi"idual unit~. As early playtest 
games progressed. we found that the German 
ground 1roopswere rapidly disappearing in the ur· 
ban areas o f the map while their overwhelming ar· 
tillery force remained unharmc<l, firing at the 
Soviet~ from a safe distance. In some games the 
German army was 90117, artillery by Game-Turn 4. 
By adding the Fire Strength represented by 
battalion-level artillery to infantry units (and 
eliminating the anillery) we afie~iated this prob­
lem and reduced the size of the countermix. To 
represent the fat"t that artillery is less erfecr!ve in 
the built-up areas. German infantry was then given 
two Fire Strengths. 

Originally, a Sovie[ Reaction Phase was initiated 
whenever tile German Player rolled a ' '6" while 
conducting a Ground Attack, Overrun or Instant 
Countcratta;;k. Problem was the German Player 
would sometime; conduct a1tack after atlack and 
never roll a six (I sure wish I could do that), thus 
defeating an incredibly frustrated Soviet Player. 
Com·ersely, the German Player might roll nothing 
but "6's" and find hlrnselr Inundated by swarms or 
Soviets while still entering the ci!y. The Reac:lion 
Chit system was devised to balance the occurence 
or Soviet Reaction. Every time the Soviet Player 
dra\\S a " No Reaction" chit, his chances for react­
ing on the next German attack are increased (and 
vice versa). Also , thi5 allowed us to increase the 
chance of Soviel Reaction slowly through :he 
course of the Campaign Game. Since the Soviet 
Player attacks much less often, we retained the 
''6"' die roll sys:em for his attacks. 

Strategic Withdrawal was another late addition to 
the; game. In playtesting a favorite German tactic 
\\'85 to pierce the thin Soviet line at two or 1hree 
places and pour everything through !hose small 
holes. This resulted in masses of bypas.1c<l Soviet 
units sitting ciut the game in the western suburb• of 
the city, untouched by either player; the Soviet 
f>layercouldn't afford to move them, and the Ger­
man Player knowing lhis, didn'l WtsSte lime 
attacking them. Strategic Withdrawal was intro­
duced to gi~·~ tlte SO\'iet Player op!)O~tunity to get 
th~e unlts back huo the thld. of lhhlgS without 
giving him any undue advantage. 

l llope these changes, and John Hill's innovative 
design, has resulted in a tense, unpredictable and 
rewarding game. Thal is our goal and I believe, 
our achievement. Johrt H. Butterfield 

Design Credits 
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Game Development: Jolsn H. Butterfield 
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[3.23] UNIT CAP ABILITIES 
SUMMARY 

INFANTRY C8J ~ 010 I:8:J 12§1 

A ir A ttack: Receives benefits of columns4 and 
5 of the Terrain Effects Chan when anacked 
by Dive Bomber Air Points (see Case 5.43). 

Overrun (German): Mechanized and motoriz­
ed infant ry may overrun. 

Zone of Control (Soviet): Non-Guard infantry 
with a printed Fire Strength of "2" have no 
zoe. 
Fire Strength (German): Second Fire Strength 
used when conducting any type of fire into a 
heavy or fortified structure hex. 

ENGINEER [ffi] §I §I 

Air Attack: Receives benefits of columns 4 and 
5 of the Terrain Effects Chan when allacked 
by Dive Bomber .AJr Points. 

Ow!rrtm (German): Armored engineers may 
overrun. 

Ground Attack: Negates effect of column 5 of 
the Terrain Effects Chan if participating as an 
auacking umt. 

ARMOR§ 

Bombardment and Indirect Fire: Fire Strength 
of artillery quartered if firing into hex occupied 
solely by armor. Fire Strength of artillery halv­
ed if firi ng into hex occupied by armor and 
other unit types (however, see Cases 6.45 and 
6.46). 
Overrun (German): May o,·crrun. 

Overrun (Soviet): First Fire Strength doubled 
if attacked by German overrun. 

Instant Counterattack: First Fire Strength 
always used. 
Groutrd Auack: First Fire S1rength used when 
firing into a clear terrain hex or when firing 
with infantry, engineer, reconnaisance or 
worker unit types in same stack. 

Other (German): Second fire S1rength used to 
determine chance of replacement. 

Other (Soviel): Replacement uni1s received in 
Final Soviet Reac1ion Phase if Krasny Oktyabr 
Works and/ or T ractor Factory occupied by 
worker units (see Cases 12.22 and 12.23). 

ANTI-TANK~ 

Overrun (Soviet): First Fire S1rength tripled if 
auacked by German overrun. 
Inseam Coumerauack: May not ini1iate. 

Groutrd A flack: Same as armor (see above). 

Other (German): Second Fire Strength used tO 
determine chance of replacement. 

RECONNAISSANCE ~ 

Overrun (German): May 0\'errun. 

ARTILl.ERY ~ ~ ~> 

Air Auack: Must be eliminated first if in he:-. 
attacked by Level Bomber Air Points. 

Bombardment (German): Only method of at­
tacking TVA. 

Bombardment and Indirect Firt: Terrain in 
hex being fired into may reduce effectiveness as 
nOted in columns 4 and 5 of the Terrain EffectS 
Chan, unless adjacent to hex (however. see 
Case6.5, Mortars). 

Bombardment (Soviet): May only fire al hexes 
that fulfill requiremems of Case 6.2. 

Bombardmetrl and Indirect Fire(Sovict): UnitS 
must be stacked with or adjacent to one 
another in order to combine Fire Slrengths. 

Indirect Fire (Soviet): May only fire at German 
units being fired upon by adjacent Soviet units. 
Movement (German): May be deployed after 
mo,·ing. prior to attacking. 

Overrun and Jnstam Countera/lack: May not 
conduct indirect fire. 

01·errun and lnstam Counterauack (German): 
Only self-propelled artillery may tnitiate. 

Ground Auack: May not fire mdirectly when 
owning Player is defender in a surprise attack. 
Breakthrough: Are not involved when par. 
ticipating in a ground auack that earns 
Breaklhrough Points. 

Breakthrough (Soviet): May not use Indirect 
Fire during a Soviet ground attack initiated 
with a Breakthrough Point. 

Other(Gcrman): May not be replaced. 

Other (Soviet): Fire Strength of all artillery 
halved if2289 Ammo Depot not in play. Trans 
Volga Artillery has special abilities and restric­
tions(seeSection 16.0). 

FLAK DB-~ 

Air Attack: May conduct anti-air attacks any 
number of times. Fire Strength doubled if at­
tacking Air Points are commiued to hex the 
unit occupies. 

Air Attack (Soviet): May conduct anti-air at­
racks in one hex only. May not conduct an anti­
air attack if flipped over. 

Bombardment: May bombard if unit possesses 
printed anillery range. 

O•·errun (Soviet): First Fire Strength doubled 
if auackcd by German overrun. 

Ground Attack: May conduct anti-air anaek 
against Enemy Air Points commiued to a 
ground a !tack. 

MILITIA (Soviet only)[MJ 

Bombardment: Does not satisfy first pre­
requisite for bombardment in Case6.21. 
J\f01·ement: Mav not move unless stacked with 
non-militia unit for duration of movement. 

Overrun: Automatically eliminated if sole oc­
cupam of overrun hex. 

Instant Counterattack: May not initiate. 

Zone of Control: Has none. 
Ground Attack: May not initiate unless stack­
ed whh participating non-militia unit. Subtract 
one from auack type die roll if sole defender in 
Enemy ground auack. 

Other: May not be moved by strategic 
withdrawal. Eliminated if out of supply and 
not stacked with non-militia unit. All 
eliminated if collapse is in effect. 

Use this summary during play as a reminder of 
any special characteristics the major unit types 
may possess. These notes do not supercede 1he 
rules. Refer 10 them when questions arise. The 
following Soviet units arc no1 included in this 
summary: Worker brigades (12.2), !he Volga 
Ri,·cr" Flotilla (12.3), pontoon baualions 
(12.4), survivors (6.7) and General Chuikov 
(11.3). See the appropriate case for details on 
these special units. 



[3.21] TERRAIN EFFECTS CHART 

1 2 3 4 
Effects on ar1illery 

German Zone of Control and I« Poilts when 
Terrain Cost I extend into? firing into 

Clear V2 Yes NA 

Ligbt No NA 
Structure 

Heavy 2 No Yz Strength 
Structure 

Fortified 4 No 'l4 Strength 
Structure4·$ if Soviet 

occupied 
Yz Strength 
if German 
occupied 

Special 2 No NA 
Structure 

1 Yes NA 
2 No NA 

Yes NA 
+1 NA NA 

V2 NA NA 

NA NA NA 

Notes: 
(I) Soviet units are not moved in accordance with these Movement 
Point costs. Each Soviet unit expends one Movement Point per hex 
entered, regardless of terrain. 
(2) If an Offensive Fire is being conducted, and at least one par­
ticipating unit is an engineer unit, all these die roll additions are ig­
nored. 
(3) Applies only to Defensive Fire conducted by Soviet units under 
attack; Soviet artillery firing indirectly do not receive these 
benefits. 

[3.22] COMBAT RESULTS TABLE 

5 6 7 
Addition 1D die when conduct-
ing air attack, bombard- Effect on Soviet Defensive Effect on German Defensive 
ment or offensive lite into2· fire if Soviet mit occupies'! fire if Soviet unit occupies 

0 NA Double strength 

+1 - 1 to die result - 1 to die result 

+2 Double strength NA 

+3 Triple strength NA 
if Soviet occupied 

+2. 
if German occupied 

See Case 14.41 Double strength NA 

0 - 1 to die result - 1 to die result 

+1 - l to die result NA 

+1 NA - 1 to die result 

NA NA NA 

NA NA NA 
NA NA NA 

(4) Volga River Bank hexes (including the Ferry hexes) are con­
sidered fortified structure hexes for all game purposes. In addition, 
the stacking limit per Volga River Bank hex is two units. 
(5) Mamayev Kurgan (hex 1726) is considered a Fortified structure 
hex. 
(6) Roads do not cross rivers. 

NA =Not Applicable or No Effect. 
See Case 14.3 for a detailed explanation of this chart. 

Total Fire Strength or Air Points 

4 6 8 10 12 15 18 22 26 30 36 42 so 60 72 
Dlli 1 2 3 s 7 9 11 14 17 21 25 29 35 41 49 59 71 more 

0 2 2 2 3 3 4 4 5 5 6 6 7 7 8 8 9 

1 2 2 2 3 3 4 4 5 5 6 6 7 7 8 8 

1 2 2 2 3 3 4 4 s 5 6 6 7 7 8 

1 2 2 2 3 3 4 4 5 5 6 6 7 7 

2 2 2 3 3 4 4 5 5 6 6 7 

2 2 2 3 3 4 4 5 s 6 6 

1 1 1 2 2 2 3 3 4 4 s 5 6 
2 2 2 3 3 4 4 5 5 

2 2 2 3 3 4 4 5 

9 I l 2 2 2 3 3 4 4 

-=No Effecl. #==Number of Enemy units eliminated (or Air Paints lost. if an ami-air attack). Modified die roll resulrs lower than 0 are 
treated as 0; higher than 9 are treated as 9. Use this table for all air auacks, anti-air attacks, bombardments. overruns, instant 
counterattaCKS ana ground anacKS. 




































