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The Russo-German War, 1941-1945 

Barbarossa is not simply one game, but com
posed of three different types of games: 

1. The Standard Games, depicting the situat ion 
at particular ly crucial times, i.e., the Bar
barossa Game of the original attack against the 
Soviet Union; t/'le Stalingrad Game of the 1942 
German Summer Offensive; the Zitadelle 
Game of the 1943 German Summer Offensive; 
and the Berlin Game of the 1944 Soviet 
Summer Offensive. 

2. The Campaign Game, which combines t he 
above four games and fills in the gaps, so that 
the entire campaign may be played out in 
sequence. 

3. The Variable Situat ions, in which various 
"what-if" historical effects are examined in 
their impact on the above games. 

The players are cautioned not to judge that, 
because a game is longer, or is modified by 
historical vari.ations, this makes a better or 
more "realistic" game; each game stands sepa
rately on its own meri ts, and is self-complete. 

The same standard rules of play apply to all of 
the above games. 

GAME EQUIPMENT 

The Game Map: the 23" by 29" map sheet 
portrays the area of the Soviet Union , in which 
the operations with which we are dealing took 
place. A hexagonal grid is superimposed upon 
the map to regularize the movement and 
position of the playing pieces. The game map 
also includes the Terrain Effects Chart (TEC), 
the Time Record and Reinforcement chart, 
and the Combat Results Table (CRT). The 
CRT has been produced twice on the map, 
along with ruiE!S for combat and overrun ; this 
has been done to facilitate play and help new 
players of simulation-type games to get into 
the "flow" of things. 
The Playing Pieces: Two differently colored 
sets of playing pieces (henceforth known as 
units) are supplied. They represent the oppos
ing armies in the campaign, that did, or cou ld 
have, fought the original battles. The opposing 
Axis and Soviet Forces in each of the varying 
Orders of Battle are composed by selecting 
units from those provided on the unit sheet. It 
is strongly recommended that the players sort 
and store their units by type and color, and 
keep them segregated. This greatly facilitates 
setting up the game. The playing pieces are 
distinguished by type, strength , nationality, 
and mobility, as represented by various num
bers CVld symbols pr inted on their faces. 

Unit Type . 
Unit Size Symbol 
Uni t Designation 

Movement 
Allowance 

Defense Strength 

Attack Strength 

rossa 
UNIT-TYPE SYMBOLOGY 

MOTORIZED UNITS 

I c:::> I Armor 

[§§! Armored Infantry 

NON-MOTORIZED UNITS 

~ Shock Infantry 

~ Infantry 

Support Units 

Supply Units 

Air Units 

Unit Size Symbol 

XX X Corps 

XXX X Army 

R-Rumanian; l ·l talian; F -F innish; H-Hun
garian; SS-Naz i elite pol itical troops; 
GO-Guard, (Russian elite troops) 

Definit ion of Terms: 

Attack Strength: The basic offensive power of 
a given unit, quantified in terms of Attack 
Strength Points. 

Defense Strength: The basic defensive power 
of a given unit, quantified in terms of Defense 
Strength Points. 

Movement Allowance: The basic movement 
abi l ity of a given unit, quantified in terms of 
Movement Points. Basically, a unit expends 
one Movement Point of its t otal Movement 
(point) A llowance for each hex it enters in the 
course of a given Movement Phase. 

GENERAL COURSE OF PLAY : 

Barbarossa is basically a two-player game. Each 
player moves his uni ts, and executes attacks in 
turn. wi th the objectives being to destroy 
Enemy units and gain territory, while minimiz
ing Fr iendly unit losses. Combat is resolved by 
comparing Attack and Defense Strengths of 
adjacent opposing units, and expressing the 
comparison as a simp! ified probability ratio 
(odds). After the defender has chosen which 
Combat Resul ts Table will be used, a die is 
rolled, and the outcome indicated by cross
referencing the die-roll result , and the odds 
column, is applied to the unit being attacked. 
Barbarossa is played in turns. Each Game-Turn 
is composed of two Player Turns. Each Player 
Turn is composed of three Phases. A typical 
Game-Turn would proceed as fol lows: 



1. First Player Turn (The Germans always 
move first.) 

A. First Movement Phase - Player may move 
all of his units in any direction. up to their full 
Movement Allowance, with restrictions as out
lined in the Movement and Zone of Control 
Rules, and the Terrain Effects Chart. 

B. Combat Phase - Player may attack those 
En'emy units adjacent to his units, at his 
option. 

C. Second Movement Phase - Player may 
move all of his units, in the same manner, and 
with the same restrictions as in the First 
Movement Phase. This movement is in addition 
to that allowed in the First Movement Phase. 
No Combat Phase occurs after this Movement 
Phase. 

2. Second Player Turn 
Second Player executes Phases 1 th rough 3 
using his units. 

3. Players indicate the passage of one Game
Turn on the Reinforcement, Replacement and 
Turn Record Chart by placing a marker on the 
turn completed. Each Game-Turn represents 
one month real time. 

GAME LENGTH 

Each of the four standard games lasts a varying 
number of Game-Turns; at the end of the 
Second Player 's ·Second Movement Phase of 
the last Game-Turn, the position of each 
Players' units is evaluated in terms of victory 
conditions. (see Victory Conditions). 

MOVEMENT 

Ge neral Rule: 

During the Movement Phases of a Player's 
Turn, the Player may move as many or as few 
of his units .as he wishes. Each unit may be 
moved as many hexes as desired within the 
l imits of its Movement Allowance. the Terrain 
Effects Chart, and the Zone of Control Rules. 

Procedure: 

Move each unit individually, tracing the path 
of its movement through the hexagonal grid. 

Cases: 

(A) Movement is calcu lated in terms of hexa
gons. Basically, each unit expends one Move
ment Point of its total Movement (point) 
A llowance for each hex entered. To enter 
some types of hexes more than one Movement 
Point is expended. See the movement section 
of the Terrain Effects Chart for a full list of 
these different "entry costs." 

(B) Movement is never required; it is always 
voluntary. 

(C) Units are moved individually. or in stacks 
of two, at the player's discretion, in any 
direction. or combination of directions. A unit 
may be moved as few or as many hexes as the 
player wishes, as long as the Movement Allow
ance of a unit is not exceeded. Unused 
Movement Po ints are not accumulated from 
turn to turn, nor may they be transferred t o 
another unit. 

(D) No Enemy movement is permitted during 
a Player's Movement Phase. 

(E) No combat (Enemy or Friendly) may take 
place during a Movement Phase. 

(F) Friendly units may pass into or through a 
Friendly stack in violation of the stacking 
limit, if at the end of the Movement Phase the 
stacking limit is not violated. 

(G) Units may never enter or pass through a 
hex containing Enemy units (exception: 
Overrun). 

H) In a given Movement Phase, once a unit has 
been moved and the Player's hand w ithdrawn 
from the piece it may not be moved again nor 
may it re-trace and change its move. 

(I) Units may move over different types of 
terrain-hexes in the same Movement Phase as 
long as they have enough Movement points to 
expend as they enter each hex (exception: 
Case Ol. 

(J) T he effects of terrain on movement are 
cumulative, e.g., a motorized unit entering an 
Enemy Zone of Contro l in clear terrain, 
(ordinarily at a cost of two Movement Points 
plus one for the movement of one hex [ three 
in total) ), would expend four Movement 
Points if t he unit crosses a river hex-side to 
enter the hex. 

(K) Finnish Units may not advance more than 
six hexes from their 1941 border. 

(L) Units may move across the Kerch St raits 
(between the Sea of Azov and the Black Seal 
by moving adjacent to them in one Movement 
Phase, remaining stationary in the next Move
ment Phase, crossing in the next Movement 
Phase, remaining stationary in the next Move
ment Phase, and proceeding (finally) in the 

·next Movement Phase (a total of f ive Move
ment Phases). 

(M) RAILROAD MOVEMENT: The rail-net 
has not been shown on the map because, at 
this scale of a game, the rai lroads may be 
considered running through every hex side on 
thfl board. Units may on ly move by rail at the 
beginning of the first Movement Phase of a 
given Player-Turn (exceptiort: Support Units). 
The unit to · be moved may not start its 
movement in, pass through, or end up in an 
Enemy Zone of Control. Units may not use 
their normal Movement Allowance in the 
phase in wh ich. they move by rai l. Units may 
move a maximum of twelve hexes by rail in 
any given F irst Movement Phase. 

Units moving by rail may not move in advance 
of Friendly front lines (i.e .. the imaginary line 
formed by the position of the forward 
Friendly units!. In fluid situation, where ·the 
"front" is indeterminate, units moving by rail 
may on ly move (in that vi cinity) through 
hexes which have been previously moved 
through by other Friendly units using normal 
ground movement. Uni ts moving by rail may 
neve r enter or travel through hexes in which 
Enemy units were the last to travel. There is 
no limit on the number of units that may 
move by rail in any given Player-Turn. 

(N) Any unit (which is "in supply") may 
always move at least one hexagon in any given 
Movement Phase, but may move no further if 
it has reached or exceeded its total Movement 
A llowance for a given Movement Phase 
(exception: Overrun). 



Support Units 

IP)J 
~ 

(0) SUPPORT UNIT MOVEMENT: Support 
units may not move by rail in the f irst 
Movement Phase of any given Player-Turn , but 
may do so at the beginning of any sec:ond 
Movement Phase. Support units are the only 
units capable of rail-movement in the Second 
Movement Phase, and are the only units that 
may not move by rail in the first Movement 
Phase. 

ZONES OF CONTROL 

General Rule: 

The six hexagons immediately surrounding a 
given unit (or stack of units) constitute that 
unit's Zone of Control. These are semi-active 
Zones of Control which have an inhibiting 
effect upon Enemy movement, but do not 
affect Enemy combat. Hexes upon which a 
unit is exerting its Semi-Active Zone of Con
trol are ca lled controlled hexes. 

Cases: 

(A) Motorized and Support units expend two 
additional Movement Points upon entering an 
Enemy controlled hex; all other units expend 
one additional movement point. This move
ment "cost" is above the normal entry cost for 
terrain of the hex. 

(B) I t costs one additional Movement Point f or 
all units to leave an Enemy controlled hex, 
above and beyond the ordinary terrain move
ment cost. 

(C) If you move· d irectly from one controlled 
hex of an Enemy unit to another controlled 
hex of the same or any other Enemy unit, it 
would cost · Motorized or Support units three 
additional movement points, and any o ther 
unit two additional movement points (as out
lined above in Cases A and B). 

(0) A ll effects of movement inhibition are 
c:ummulative; however, a supplied uni t may 
always move at least one hex. 

(E) If a hex is controlled by more than one 
Enemy unit, the movement cost for entering 
this hex is the same as it it were only 
contro lled by one Enemy unit. 

(F) For movement purposes, Enemy Zones of 
Contro l extend into hexes occupied by 
Friendly units. For Axis supply , and retreat 
purposes, Soviet Zones of Control do not 
extend into vacant hexes or hexes occupied by 
Axis units. For Soviet supply and retreat 
purposes, Axis Zones of Cont rol do extend 
into vacant hexes, but not into hexes occupied 
by Soviet units. 

(G) Support units do not have Zones of 
Control. 

STACKING (more thari one unit per hex) 

& UNIT BREAKDOWN 
General Rule: 

German and Allied units may stack three corps 
(one army) per hex. Soviet unit s may stack 
two ur-i it s of any size per hex in the Barbarossa 
and Stalingrad Games and three units of any 
size per hex in the Zitadelle and Berlin Games. 
In the Campaign Game the Soviet Player may 
stack two-high until June 1943, at which time 
he may begin stacking three units of any size 
per hex . 

Cases: 

(A) Stacking limi tations apply only at the end 
of a Movement Phase. 

(B) Support units do not eount for stacking 
purposes. They do not exist as far as stacking 
limitations are concerned. 

(C) Units break down in the following fash iqn: 

German and Allied-

G;J~ = 3~8 G;] 8 ~ 28 

[;]~ ,,;::: 1-~3 11-~31 ltfll 
~-~ - 1-2-2 11~21 

Soviet-

ru l@il ~ ~ lil 
~=~~~;~ 

Units may be broken down or recombined at 
the beginning of the Movement Phase before 
any movement has taken place; they may be 
recombined at the end of the Movement Phase 
after all movement has ceased. Units must be 
stacked together to be recombined, and this is 
the only time units may violate the stack ing 
I imits other than when retreating. 

To break down or recombine unit(s) , simply 
remove the unit(s) t o be replaced, and place 
the unit(s) which replace it on the same hex. 

Soviet units may not combine into 6-5-5's or 
5-9-3's in the Barbarossa Game, but may in the 
Stalingrad, Zitadelle, and Berlin Games. In the 
Campaign Game the Soviets may begin com
bining their units into 6-5-5's and 5-9-3's in 
October 1942. Units of different nationalities 
may not be combined into armys, but they 
may operate on the same hex in corps size. 



COMBAT 

General Rule: 

Combat occurs between adjacent opposing 
units at the discretion of the Player whose 
Combat Phase it is; this Player is considered to 
be the Attacker, while the other Player is 
considered the Defender, regarp less of the 
overall strategic position of the two players. 

Procedure: 

Total up the Attack Strengths of the attacking 
units involved in a specific attack, and com
pare it to the total Defense Strengths of the 
defending unit(s) in the hex under attack. 
State the comparison as a probability ratio: 
Attacker's Strength to Defender's Strength. 
Round off the ratio downward to the nearest 
"whole" number, to yield one of the simpli· 
fied odds found on the Combat Results 
Tables: roll the d ie and read the result under 
the appropriate odds column for that die 
result. App ly the result of the combat immedi
ately before going on to resolve any other 
combat. 

Cases: 

(A) During the Combat Phase of his Turn , a 
Player may only attack those units to which 
Friendly units are adjacent. Only those 
Friendly units directly adjacent to a given 
Enemy unit may participate in the attack upon 
that Enemy unit. 

(B) Units adjacent to Enemy units are not 
compelled to attack, nor does the at tacking 
Player have to utilize every adjacent unit if he 
does decide to attack. Attacking is completely 
voluntary. 

(C) No unit may attack more than once per 
Combat Phase. No Enemy unit may be at
tacked more than once per Combat Phase. 

(D) More than one Enemy-occupied hex may 
be attacked by a given attacking unit (or group 
of attacking units); that is to say, different 
defending units on different hexes may be 
treated as the object of an attack which might 
be made by a one-hex group of attacking units 
if the attacking units happen to be adjacent to 
two or more Enemy-occupied hexes. 

(E) An Enemy-occupied hex may be attacked 
by as many attacking units as can be brought 
to bear. 

(F) Defend ing units stacked in the same hex 
must be attacked as a single combined Defense 
Strength, i.e., you may not individually attack 
individual units which are stacked together. 

(G) Combat odds are rounded off in favor of 
the Defender. For example: an attack of 26 
Attack Points against 9 Defense Points would 
round off to a Two-to-One situation. 

(H) If one unit in a stack is used in an attack, 
the other unit in the stack need not participate 
in the same attack nor in any attack at all 
during t hat Combat Phase. 

(I) Units may not attack without a supply unit 
(See Supply). 

(J) Finnish units defending in Finland have 
their Defense Strength doubled. 

(K) Units ·may not launch attacks across the 
Kerch Straits. 

(L) Support units may not retreat, and if the 
Combat Results Table indicates retreat, the 
support unit is destroyed instead. 

OVERRUN 

General Rule: 

During any Movement Phase of a Player-Turn, . 
a Player may overrun Enemy units. This is not 
considered combat, and the overrunning units 
may participate in combat during the Combat 
Phase of that Player-Turn. 

Overrun procedure 
Move units whose total Attack Strength is at 
least nine times the defending unit's Defense 
Strength di rectly on top of the defending unit 
and ignore it until the end of the Movement 
Phase (treat the hex as i f it were vacant). T he 
overrunning units may move no further in that 
phase, but may attack dur ing the Combat 
Phase other adjacent Enemy units. The units 
being overrun are removed at the end of that 
Movement Phase. Consider them destroyed. 

Tota1=8 M .P.'s 

Enter enemy controlled hex 

Odds total 11·1 
2·1·5 is inverted 
and 11·8·8 remains " on" 
the·2·1-5 till end of Phase 
at which t ime it may f unction 
normally (i.e., attack other adjacent 
enemy units). 

Cases: 

(A) Only Motorized units may conduct over
runs. Overruns do not require Attack Supply, 
only General Supply. Overruns are not con
sidered to be "combat:·· 

(B) Units may not overrun Enemy units in 
violation of the Friendly stacking limit. 

(C) Enemy units do not count towards the 
stacking limit when they are being overrun. 
NOTE: Once the overrun is made units may 
pass through the hex in violation of the 
stack ing limit. 

(D) Overrunning units expend three addit ional 
Movement Points above and beyond the nor· 
mal entry costs for that hex, when moving 
onto the unit to be overrun. 

(E) If units with Attack Strengths totaling nine 
times the defender's Defense Strength are 
adjacent to a unit they may not move onto the 
unit and create an overrun unless they have 
sufficient Movement Points to enter the hex. 

(F) Terrain effects must be considered when 
using the overrun technique (example: defend· 
ing unit in an overrun would have its defense 
strength doubled if all overrunning units 
moved on the unit by crossing river hex-sides, 
or if the defending unit was in rough terrain). 



SUPPLY 

General Rule: 

There are two types of supply. General Supply 
and Attack Supply. Units need General Supply 
to exist on the map and to be able to move. 
Units need Attack Supply in order to attack. 

Procedure: 

A Soviet unit may be considered in General 
Supply, if it can trace a line of hexes (of any 
length) unobstructed by Enemy units or Zones 
of Control, off the Eastern edge of the map, or 
to a supply unit. A German or non-Finnish 
All ied unit may be considered in General 
Supply if it can trace a line of hexes (of any 
length) unobstructed by Enemy units off the 
Western edge of the map, or to a supply unit. 
A Finnish unit may be considered in General 
Supply if it can trace a line of hexes unob
structed by Enemy units to Helsinki, or to a 
supply unit. 

A Soviet unit may be considered in Attack 
Supply if it is within three hexes of a supply 
unit, and the hexes are unobstructed by 
Enemy Units or Zones of Control. A German 
or Allied unit may be considered in Attack 
Supply if it is within six hexes of a supply 
unit, and the hexes are unobstructed by 
Enemy units. 

Cases: 

(A) If a unit is out of General Supply for one 
complete owning-Player-Turn. that unit is 
eliminated. and removed from the map 
(Example: the Soviets isolate a German unit 
on the first Game-Turn; if that unit is still 
isolated at the end of the German second 
Movement Phase of Game-Turn two, the unit 
is eliminated). In other words, if a unit begins 
and ends i ts Player-Turn out of General Supply 
(and that condition is not relieved during that 
Player Turn) then it is eliminated. 

(B) Units out of General Supply may not 
move; if however a unit becomes supplied 
during a Movement Phase, it may move and 
function normally in that Movement Phase. 

(C) Units out of Attack Supply may not attack 
in the Combat Phase; if, however, a unit 
becomes supplied during the Combat Phase 
(Attack Supply),. it may attack in that Combat 
Phase. Whether or not a unit is in Attack 
Supply is calculated at the instant of combat. 
I f, due to forced retreats, an attacking unit is 
cut off then it may not attack, even though at 
the beginning of the Combat Phase it was able 
to trace a path to a Supply Unit. 

(D) Units do not need supply (General or 
Attack) to defend, and may always defend at 
fu II Defense Strength. 

(E) General and Attack Supply may be traced 
over frozen lakes and across the Kerch Straits. 

(F) Supply units are "used up"; i.e., removed 
from the map if they are used for an attack. 
Supply units thus expended, are removed at 
the end of the Combat Phase. 

(G) A supply unit may supply any number of 
attacks within three hexes for the Soviets, and 
within six hexes for the Germans and Allies. 

(H) Obviously Finnish units may not attack 
until they link up with the main front, as t he 
Finns have no supply units, and do not receive 
any. 

(I) For all Supply purposes, Enemy Zones of 
Control do not extend into hexes occupied by 
Friendly units. 

(J) For all Supply purposes, Soviet Zones of 
Control do not extend into vacant hexes. 
German and Allied Zones of Control do 
extend into vacant hexes and Soviet units may 
not trace supply lines through these hexes. 

Control of Cities 

A city is considered controlled , if it has always 
been behind one Player's front line. or if it has 
been occupied and is, at the completion of a 
game, behind that side's front line. A city is 
also considered controlled if a Player's unit is 
directly in the city. even if it is in an enemy 
zone of control. If a city has changed hands, 
the last Player passing a unit(s) through the 
city receives its points. 

Note that the Victory Point value for a given 
city is printed directly on that city on the 
map. 

LUFTWAFFE UNITS 

XX.~ 

El 
(2)-1-2 

General Rule : 

Luftwaffe (Air Force) Units may be used by 
the German-Allied Player to improve attacks 
on Soviet Units, by adding in an Attack 
Strength of two tor each Luftwaffe Unit. They 
move and stack according to the rules for 
Support Units, but follow special rules for 
combat. 

Procedure: 

During the Combat Phase of any German
Allied Player-Turn each Luftwaffe Unit may 
assist (with an Attack Strength of two) one 
hex of attacking German or Allied unit(s) 
which are within four hexes. Do not move the 
Luftwaffe Unit to the hex it is assisting, simply 
state the hex the Luftwaffe Unit is assisting 
within four hexes of the Luftwaffe Unit's 
position. 

Cases: 

(A) Luftwaf fe Units do not need Attack 
Supply in order to attack, but they must have 
General Supply. 

(B) Each luftwaffe Unit may on ly assist one 
hex of attacking German-Allied units per 
Combat Phase. 

(C) No more than one luftwaffe unit may 
assist a given hex of attack ing units. 

(D) When assisting an attack. Luftwaffe units 
are not eliminated or retreated i f the Axis 
Player obtains an "AE" or "Ar" result. 

(F) Luftwaffe units do not negate or in any 
way relieve the defensive effects of terrain. 



Weather 

"Rasputitsa" (Mud) 

During the months of October and March of 
each year the following rules apply: 

(A) All units participating in attacks must be 
adjacent to, or stacked with, a supply unit (the 
supply unit may supply any number of adja
cent units). 

(B) All German motorized units have their 
Movement Allowance reduced to five Move
ment Points, and all German infantry units 
have their Movement Allowance reduced to 
two Movement Points. 

Winter: 

During the months of November, December , 
January , and February of each year the follow
ing rules apply: 

(A) All rivers and lakes are frozen; river 
hex-sides are ignored, and lake hexes are 
treated as i f they were clear terrain. 

(B) All German o r All ied units participating in 
attacks must be adjacent to, or stacked with, a 
supply unit (the supply unit may supply any 
number of adjacent units). 

(C) Air·units are reduced to one-half of their 
previous A ttack Strength (two). 

(D) All German motorized units have their 
Movement Allowance reduced to five Move
ment Points, and all German infantry have 
their Movement A llowance reduced to two 
Movement Points. 

(E) If a unit is on an all-lake hex when it 
"thaws," the Enemy Player may move it to a 
lake-shore hex of his own choice. 

Starting Front Lines 

The various starting f ronts of the four Stan
dard Games are printed directly on the map. 
Each "game.front" is indicated in a different 
line.pattern. Note that at some points these 
lines overlap. Also, the front line for the 
Barbarossa Game is identical to the border of 
the Soviet Union. 

Bar bar ossa Front Line - - - - -
Stalingrad Front Line 

Zitadel le Front Line • • • • • • • • 

Berl in Front Line -·-·-·- ·-·
National Boundar-ies •••••••••••••••••• 
Campaign Game Victory Line<---

Finnish Bor.Eier } 

Soviet Border - -----

Initial Deployment: 

For each Standard Game there is a correspond
ing front line on the map: the German-Allied 
Player deploys behind t he Western side of the 
l ine, the Soviet Player deploys behind the 
Eastern side of the I in e. In all Games the 
Soviet Player must cover the entire front 
(those hexes on the Soviet side of the line, 
which are adjacent to the line) with infantry 
units or infantry units' Zones of Control. The 
German-All ied player must cover the entire 

front, (those hexes on the German-All ied side 
of the line, w hich are adjacent to the line), but 
he may use any type of unit(s), unlike the 
Soviet Player who must use infantry. Once the 
Soviet Player covers the front with infantry he 
may set up other types of units on t he f ront, 
but he must meet the requirement of covering 
the front with infantry. The German-All ied 
Player may only deploy Finnish units in 
Finland, and all Finnish units must be 
deployed there. 

Variable Situations 

One of historians' favorite pastimes is second
guessing the realities of a situation by assuming 
a d if ferent mix of facts, and t rying to deter
mine a different, better (or worse) outcome 
than the one recorded. One of the unique 
aspects of simulations is the extent to which 
this may be attempted in a realistic frame
work. Here are several examples of these 
"what-if"s: One or more of these modifying 
Situations may be "plugged" int o the Standard 
Games as the Players desire and where they are 
appropriate. 

WHAT IF ... 

1. The Finns were not actively allied with the 
Germans: Fin land is neutral; the Finnish Army 
is not deployed on the map, and neither the 
Russians nor the Germans may enter Finland. 
The Russians need not cover the Finnish 
border. 

2 . The Rumanians were not actively allied with 
the Germans: Rumania fails to agree to the 
Vienna Award, and is overrun. The Germans 
may deploy in Rumania, but they do not have 
the two Rumanian Armies they normally have. 

3. The Hungarians entered the war immedi
ately : Allow the Germans to deploy forces in 
Hungary, and add one Hungarian army to 
initia l Order of Battle (this army must be 
deployed in Hungary). 

4. The anti-German coup-de-tat in Yugoslavia 
failed : Start the invasion on the original 
planning date of May 15 (one turn earlier). 

5. The Soviets deploy in depth: The Russians 
may set-up anywhere within their front ier, and 
are not required to cover the frontier w ith 
troops. 

6. The Soviet Union fortified their frontier: 
Any Russian units placed adjacent to the 
frontier are doubled on defense. 

7 . The Soviets had completed the re
organization of their army by the invasion 
date: the Soviet Player may exchange his 
initial Order of Battle at the rate of t wo 2-4-2 
for one 5-9..:3 and two 2-1-5, and one 1-2-5 for 
one 6-5-5 with as many or as few of t heir 
armies as they wish. 

8.The G!)rmans had mechanized their essen
tially infantry army: If the Germans had 
produced enough transport and utilized more 
of their capt ured equipment, they could have 
put their infantry in trucks, allow all German 
infantry a Movement A llowance of 8. 



9. The Germans occupied France with smaller 
forces: The Germans had excessive troop 
concentrations in France, allow them to add 
one 5·7 -3 to their initial Order of Battle for 
the invasion. 

10. The Germans kept a smaller Air Force in 
the west: The Germans kept many aircraft in 
the west to harass England; they also over
estimated the bombing capability of the 
R .A.F .; allow the Germans one additional 
Luftwaffe unit in the initial Order of Battle. 

11. The Germans had raised tank production 
earlier in t he war : The Germans were actually 
producing commercial automobiles until 1942; 
this was obviously not beneficial to the war 
effort. Allow the Germans an additional Pan
zer A rmy (Note: the effect is tremendous). 

12. The Germans had conducted a mobile 
defense in the winter of 1941: The Germans 
lost very heavily defending what was basically 
indefensible terra in; allow the Germans to 
place an additional 5-7-3 on the board at the 
beginning of the 1942 Stalingrad Situation. 

13. First Panzer Army did not escape from 
Caucasus at Rostov bottleneck: Deduct one 
11-8-8 from the German Order of Battle at the 
beginning of the Zitadelle Situation. 

14. Sixth Army withdrew f rom Stalingrad 
before its destruction : Add one 5-7-3 to 
German Order of Battle at the beginning of the 
Zitadelle situat ion. 

15. Troops for "BULGE" Offensive in the 
west are used in the east: The Germans 
thought the attack in the west would bring 
about greater results. See if they were wrong, 
and add one 5-7-3 and two 11-8-8 to the Order 
of Battle for Berlin. Also give the Germans a 
supply unit every Game-Turn. 

Campaign Game: 

Start with the Barbarossa Situation and play 
out the entire war in the Soviet Union. By 
using the months marked "for campaign game 
only," the four time periods are connected 
into one long game. 

Rules for Campaign Game, Only: 

The.Red Air-Force 

Although the Soviet Player receives no air
units as such, the Red Air-Force is an active 
force throughout the war. This is reflected by 
the following rule: 

Every March the Germans must remove one 
Luftwaffe unit, until there are none left. 

This rule reflects the growing power of the 
Red Air-Force, and its increasing ability to 
challenge German air superiority, thereby 
neutralizing the ability of the Luftwaffe to 
support Axis ground forces. 

Replacements: 

Only destroyed German units may be replaced, 
and these may only be replaced with in the 
following restrictions. 

(A) No more than one 11-8-8 (or th ree 3-2-8's) 
may be replaced and no more than two 5-7-3's 
(or six 1 ·2-3's) may be replaced. This repre
sents the entire Axis replacement capabil ity 
for the entire Campaign Game. 

(B) The new army (or Corps) enters anywhere 
on the western edge of t he board except 
Finland on the third Game-Turn following its 
destruction. Example: if a German unit was 
destroyed January (43) it would return April 
(43). 

(C) Only one new army (or t hree Corps) may 
be brought into the game per Player-Turn. 

Campaign Game V ictory Conditions 

The Campaign Game Victory Conditions do 
not utilize the V ictory Point system. Instead 
victory is determined by one side or the other 
achieving certain geographic objectives and 
holding them for a given period of time. 

Soviet Victory: 

For the Soviet Player to win, he must fulfi ll 
one of the following three conditions: 

1. Destroy (or force off the map) all A xis 
units. 

2. Drive all Axis forces completely out of the 
Soviet Union proper and send 10 Soviet armies, 
off the West edge of the map, maintaining a 
line of supply running off the West edge for 
tw o consecutive. complete Soviet-Player
Turns, after the 10 armies have been exited. 

3. Send 20 Soviet armies off · the Wesf edge of 
the map, maintaining a line of supply , running 
off the West edge of the map, for two 
consecutive, complete Soviet -Player-Turns, af
ter the 20 armies have been exited. 

Axis Victory : 

The Axis Player wins if he can ful fill any one 
of the f ollowing three conditions: 

1. Eliminate all Soviet units from the map for 
two consecutive German-Player-Turns. T his 
condition is considered t o be fulfi lled if at the 
end of the Second Movement Phase of two 
consecutive Axis-Player-Turns, there are no 
Soviet units on the map. 

2. Allow no Soviet unit to operate or penetrate 
west of the Campaign Game Victory line 
(printed on the map) f or twelve consecutive 
Game-Turns. This Victory condition is con
sidered to be fulfilled if there are no Soviet 
units west of the line at the end of each Axis 
Second Movement Phase, for twelve consecu· 
tive Asix-Piayer-Turns. 

3. Control, and maintain control of all cities in 
the Soviet Union for six consecutive Game
Turns (without interruption) and be able to 
trace a line of supply from the West edge of 
the map to all of the controlled cities. 

The Campaign Game ends as soon as one of 
the Players achieves any one of his Victory 
Conditions. If neither Player can achieve a 
Victory Condition , then the game is a Draw. 



Designer's Notes 

Most Russians will tell you that it was the Red 
Army which won the Second World War. 
There is a lot of evidence to 'support their case. 
It is a fact that fO'r most of the war over 80% 
of the German army was fighting desperately 
in Russia and that the Russians did produce 
most of their own weapons and equipment. 
Whether or not the Russians could have 
eventually won out against the German invader 
without the aid and support of the western 
A ll ies is a moot question. 

The Germans invaded Russia (Game 1 J with 
3.4 mil lion men (including their all ies). The 
Russians had available in european Russia only 
some 2.3 million men although another hal f 
million were available in the eastern parts of 
Russia. By the end of the year the Russians 
had lost over four million men. But their 
highly effective reserve system saved them. In 
July 1941 alone, the Russians cal led up some 
two million trained reservists. By the end of 
the year they had cal led up over two million 
more. The Russian winter caught the Germans 
over -ex tended and the Russians pushed them 
back somewhat. In Game 2 (Stalingrad) the 
Germans had built their army back up to 3.5 
million men after having lost some 1.5 mi ll ion 
during Game 1 (although only about one third 
of these were permanently lost) . The Russians 
were better prepared this time and the Ger
mans were taking more chances. This battle 
ended in the crushing German defeat at Stalin
grad. By the end of the campaign the Germans 
had lost some 2.2 mill ion men. And the 
Russians were getting stronger every month . At 
the start of Game 3 (Zitadelle). the Germans 
have only a sl im chance of launching an 
offensive. In the original campaign they did, 
and lost considerably as a resul t. What they 
should have done was save their supplies and 
cut the Russians off as they attacked. Game 4 
(Berlin) doesn't even offer the Germans much 
chance for attacking. The best they can hope 
for is to wage a successful defense, something 
they have a good chance of doing. In the 
original campaign Hitler insisted that German 
units defend in place while they should have 
been exploiting their superior mobility and 
firing power by moving around the slower 
Russians. This, of course, is where the game 
comes in. 

In the game, the advantages of the Russian and 
German armies are reflected in the- rules and 
components. The German units were better 
t rained and equipped for mobi le warfare. The 
Russians, as the war went on. became more 
numerous and better ab le to attack and 
destroy the German units. If the Germans are 
to win. they must win early. As the game goes 
on, their chances become less. But when the 
Russians go over to the offensive the Russian 
Player, who presumably was good enough at 
the defense to have lasted that long. may prove 
unable to exploit his offensive capabilities. The 
Russians can lose the war while attacking, 
particularly in Games 2 and 3. Even in Game 4 
they can be 5Elverely cut up. 

The game is an abstraction, obviously, and 
some of the more abstract elements shou ld be 
explained. For example, there is the question 
of German casualties. Although it doesn't 
show up that much in the game the Germans 
are taking casua lt ies. But we assume that 
German replacements wi ll be "self-regulating". 
that is, the German high command will only· 

send enough to replace current losses. A 
function of the supply units is to supply 
"replacements" who are, in a very real sense, 
used ("expended") somewhat like ammunition 
and gasoline during offensive operations. In 
the defensive , the Germans make up for 
replacements by taking advantage of the Rus
sian ineptness in conducting offensive 
operations. 

Thus, throughout most of the game only- the 
Russian army really changes. Wh~tever the 
fur ther technical details of this system (i t can 
be explained mathematically. but how many 
would care to understand it?) it works. 

Another abstraction in the game is Finland, 
and the military activity in northern Fin land. 
This has been left as a constant. Russian units 
have been deducted from the Russian replace
ment rate to account for the activity in that 
area. 

There were numerous other rules and elements · 
which could have been added to the game. but 
we wanted as clean a game as possible which 
would accurately recreate the largest military 
campaign ever conducted. We think we have 
succeeded. Let us know how you feel about it. 
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BARBAROSSA> 

MOOIFI£0 VICTORY CO~'OITIONS 

The: Campaign Game victory conditions 
~m tobeun.reali$lic: in SPrs~ It 
lS pos;sible roc (00 many game$ 10 end in a 
draw. The victOcy C'Ondltiont: do noc reOecc 
rhc "'reality""o.fthesituatioo in the tense th.n 
a partial victlH'Y t-uukt be ob~t~inc:d. Finally, 
there is no prMris.lon *n the victory conditions 
for the effect the campaign coukl tt.vc an 
pc&t-war Europe. Some modifications arr 
sugtUted that will (hopefully) resolw: these 
om L~,; ions. 

'l''he Campaign Game Victory Conditions do 
uriUu • ViclOf)' Poim system. The Gtrrnan 
player gains Victory Polnts foe bolding dties 
at the end or the game:. ihe SO'fiet player 
gaim pointS; ror pc:nnantntly destroying the 
c~rman ~~ytr'• I.Uiits ud lbr occupylna 
hexes on the Western edgt or tbt map. 
VictOI') is determined by Hdding lbe Vilctory 
Points for eac:h city held by the Cmnan 
player. The $(witt Victory Poinu are then 
tubtraetcd from this lOtMI and the Victot)' 
Chart 11 "onsulted. The Soviet plaf(r re«ives 
pOinb by iJCrmantntl)' eJnninating enemy 
units. Tbus. the Soviet phl}e:r dOI!:S nut gain 
the- VIctory Pomts for destroyed uruu that 
wt.•ft. brou¥hl back into the game u 
rcplaccmt'nts. The Scwiet player also ~ivt:ll 
one Victory Pomi for e.ach supplied Sovkt 
unit on the W~lt.-m t.'(l~oe.ofthe game-map al 
the end or the game. The game ends when 
both player" agree. the final tum, or if any 
pla)'t:-1' win~ (he ga.me acconling to the old 
Viccory Condition$. 

Special Rule.: 
trGer.aa unit~ a.re fon:ed to retreat off the 
West edBt of lhe game-map. these units •re. 
n:moved rrom play but do not count as 
Victory Poinh for the Soviet player •• The 
German pl:t)'er may ..-a: volunt•rUy retTeat 
off the glimt·m•p. 

Vldory Cbart 
GERMAN STRA TEG!C VICTORY: 
9S ar more Points 

This ju.st about raps up WWTI. Brush up 
on your Ce:rman. 

GERMAN TACTICAL Vl(:fOKY: 
82·94 Point• 

The Germans win but a hostile 
Communist Russ.i.a still uists. 

GERMAN MARGINAL VICTORY: 
61 -81 Poinu 

11w- SQ\"tetll. n•aintain a .uron" fc>£00 bu1 
are weakened •s •n ach-e~ry. The 
Gennaos c-'11 che •bote thing a puniti..e 
t'.~Cpedhlon. 

DRAW: 
42·60 Yoints 

Tht! whole c-ampaign ....u mt!ondusive. 
Germans ca.U che wbok thing " punitiYe 
c;cpOOhion. 

SOVIET MARGINAL VICTORY: 
27-41 Point~ 

Tht Soviets just push back the innsion, 
much of Europe rtmams in "f~ \'t'orld" 
after the war. 

SOVI(T TACTICAL Y!CTORY: 
11)· 26 Poinu 

The So-.iets make gains ova- tlleir pre·w;~r 
holdings in Europe. 

SOVIET STRATEGIC VICTORY' 
less th•o JO Points 

Tht Suviet~ o"errun Genna.ny and most of 
EAstern Europe; i.mpose a communist 
~oc)'(crnmenl in occupiM c:ountrits. This Is 
wh.at actua.U.r happened, of ('()UJ'$t.. 

~ s ... u ..... 

* 
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The Russo-German War, 1941-1945 

Barbarossa is not simply one game, but com
posed of three different tlfpes of games: 

1. The Standard Games, depict ing the sit uation 
at par t icularly crucial t imes, i.e., the Bar
baros.sa Game of t he original attack against the 
Soviet Union; the Stalingrad Game of the 1942 
German Summer Offensive; the Zitadelle 
Game of the 1943 German Summer Offensive; 
and t he Berlin Game of the 1944 Soviet 
Summer Offensive. 

2. The Campaign Game, which combines t he 
above four games and fi lls in the gaps, so that 
the entire campaign may be played out in 
sequence. 

3. The Variable Situat ions, in which various 
"what-if" historical effects are exam ined in 
their impact on the above games. 

The players are cautioned not to judge that, 
because a game is longer, or is modified by 
historical var i.ations, this makes a better or 
more " realist ic" game; each game stands sepa
rately on its own merits, and is self-complete. 

T he same standard rules of play apply to all of 
the above games. 

GAME EQUIPMENT 

The Game Map: the 23" by 29" map sheet 
portrays the area of the Soviet Union, in which 
t he operat ions with which we are dealing took 
place. A hexagonal grid is superimposed upon 
the map to regularize the movement and 
position of the playing pieces. The game map 
also includes the Terrain Effects Chart (TEC), 
the Time Record and Reinforcement chart, 
and the Combat Resu lts Table (CRT). T he 
CRT has been produced twice on the map, 
along with ru l~s for combat and overrun; this 
has been done to facili tate p lay and help new 
players of simulation-type games to get into 
the ''flow" of things. 
The Playing Pieces: Two differently colored 
sets of playing pieces (henceforth known as 
units) are supplied. T hey represent the oppos
ing arm ies in the campaign, that d id , or could 
have . fought t he or iginal battles. The opposing 
Axis and Soviet Forces in each of the varying 
Orders of Battle are composed by selecting 
unit s from those provided on the unit sheet . I t 
is strongly recommended that the players sort 
and store their units by type and color, and 
keep them segregated. This greatly facilitates 
setting up the game. The playing pieces are 
distinguished by type, strength, nationality, 
and mobility, as represented by var ious num
bers <VId symbols pr inted on t heir faces. 

Unit Ty pe _ 
Unit Size Symbol 
Unit Designation 

Movement 
Allowance 

Defense Strength 

Attack Strength 

ssa 
UNIT-TYPE SYMBOLOGY 

MOTORIZED UN ITS 

lc::>l Armor 

~ A rmored Infantry 

NON-MOTORIZED UNITS 

~ Shock Infantry 

~ Infantry 

Support Uniu 

[I] Supply Units 

le>ol A ir Units 

Unit Size Symbol 

XXX Corps 

XXXX Army 

R-Rumanian; ! -Italian; F-Finnish; H-Hun
gar i an; SS-Naz i elite polit ical troops; 
GO-Guard, (Russian elite troops) 

Definition of Terms: 

Attack St rength: The basic offensive power of 
a given unit, quantified in terms of A t tack 
Strength Poin ts. 

Defense Strength: T he basic defensive power 
of a given unit, quantified in terms of Defense 
Strength Points. 

Movement Allowance: T he basic movement 
abi lity of a given uni t , quanti f ied in terms of 
Movement Points. Basically, a unit expends 
one Movement Point of its total Movement 
(point ) A llowance for each hex it enters in the 
course of a given Movement Phase. 

GENERAL COURSE OF PLAY : 

Barbarossa is basically a two-player game. Each 
player moves his units, and executes attacks in 
turn. w i th the objectives being to destroy 
Enemy uni ts and gain territory, while minimiz
ing Fr iendly unit losses. Combat is resolved by 
comparing A t tack and Defense St rengths of 
adjacent opposing units, and expressing the 
compar ison as a simp! ified probabil ity ratio 
(odds). A fter the defender has chosen which 
Combat Results Table will be used, a d ie is 
rolled , and the outcome indicated by cross
referencing the die-roll result, and the odds 
column, is appl ied to the unit being at tacked. 
Barbarossa is played in turns. Each Game-Turn 
is composed of two Player Turns. Each Player 
Turn is composed of three Phases. A typical 
Game-Turn would proceed as follows: 

1. First Player Turn (The Germans always 
move first.) 

A . First Movement Phase - Player may move 
all of his units in any direction . up to their f ull 
Movement Allowance, w ith restrictions as out
l ined in the Movement and Zone of Control 
Rules, and the Terrain Effects Chart. 

B. Combat Phase - Player may attack those 
Enemy units adjacent to h is units, at his 
option. 

C. Second Movement Phase - Player may 
move all of his units, in the same manner, and 
w ith the same restrict ions as in the First 
Movement Phase. This movement is in addition 
t o that allowed in the First Movement Phase. 
No Combat Phase occurs after this Movement 
Phase. 

2. Second Player Turn 
Second Player executes Phases 1 t hrough 3 
using his units. 

3. Players ind icate the p assage of one Game
Turn on the Reinforcement, Replacemen t and 
Turn Record Chart by placing a marker on the 
t urn comp leted. Each Game-Turn represents 
one month real t ime. 

GAME LENGTH 

Each of the four standard games lasts a varying 
number of Game-T urns; at the end of the 
Second Player 's ·Second Movement Phase of 
the last Game-Turn, the posit ion of each 
Players' units is evaluated in terms of victory 
condit ions, (see Victory Conditions). 

MOVEMENT 

General Rule: 

During the Movement Phases of a Player 's 
Turn, the Player may move as many or as few 
of his units .as he wishes. Each unit may be 
moved as many hexes as desired within the 
l im its of its Movement Allowance, t he Terrain 
Effects Chart, and the Zone of Control Rules. 

Procedure: 

Move each unit individual ly, tracing the path 
of its movement through the hexagonal grid . 

Cases: 

(A ) Movement is calculated in terms of hexa
gons. Basically, each unit expends one Move
ment Point of i ts total Movement (point) 
A llowance for each hex entered. To ente~ 
some types of hexes more than one Movement 
Point is expended. See the movement sect ion 
of the Terrain Effects Char t for a full list ·of 
t hese different "entry costs." 

(B) Movement is never required; it is always 
voluntary. 

(C) Units are moved individually. or in stacks 
of two, at t he player's d iscretion, in any 
direction , or combination of d irections. A unit 
may be moved as few or as many hexes as the 
player w ishes, as long as the Movement A llow
ance of a unit is not exceeded. Unused 
Movement Points are not accumulated from 
turn to turn , nor may they be transferred t o 
anot her un it . 

(0 ) No Enemy movement is permi tted d uring 
a Player's Movement Phase. 

(E) No combat (E nemy or Friendly) may take 
place during a Movement Phase. 

(F) Fr iendly units may pass into or through a 
Friend ly stack in violation of the stacking 
limit, if at the end of the Movement Phase the 
stacking limit is not violated . 

(G) Units may never enter or pass througli a 
hex containing Enemy units (exception: 
Overrun). 

H) In a given Movement Phase, once a unit has 
been moved and the Player 's hand w ithdrawn 
f rom the piece it may not be moved again nor 
may it re-trace and change its m ove. 

(I) Units may move over different types of 
terra in-hexes in the same Movement Phase as 
long as they have enough Movement points t o 
expend as they enter each hex (except ion: 
Case O). 

(J) The effects of terrain on movement are 
cumulative, e.g., a motorized unit enter ing an 
Enemy Zone of Contro l in clear terrain, 
(ord inari ly at a cost of two Movement Points 
plus one f or the movement of one hex [three 
in total ] ), would expend four Movement 
Points i f t he unit crosses a r iver hex-side to 
enter the hex, 

(K) Finnish Units may not advance more than 
six hexes from their 1941 border. 

(L) Units may move across t he Kerch St raits 
(between the Sea of Azov and the Black Sea) 
by moving adjacent to them in one Movement 
Phase, remaining stationary in the next Move
ment Phase, crossing in the next Movement 
Phase, remaining stationary in the next Move
ment Phase, and proceeding (finally) in the 

·next Movemen t Phase (a total of five Move
ment Phases). 

(M) RAILROAD MOVEMENT : The rail-net 
has not been shown on the map because, at 
this scale of a game, t he railroads may be 
considered running through every hex side on 
th~ board. Units may on ly move by rail at the 
beginning of the f irst Movement Phase of a 
given Player-T urn (except ion': Support Units). 
The unit to · be moved may not start its 
movement in , pass t hrough, or end up in an 
Enemy Zone of Control. Units may not use 
t heir normal Movement A llowance in the 
phase in which they move by rail. Units may 
move a maximum of twelve hexes by rail in 
any given First Movement Phase. 

Units m oving by rai l may not move in advance 
of Friendly front lines (i.e., the imaginary line 
formed by the position of the forward 
Friend ly units). In f luid situation , where 'the 
"front " is indeterminate, units moving by rail 
may only move (in that vicinity) through 
hexes which have been p reviously moved 
through by other Friendly units using normal 
ground movement. Units moving by rail may 
never enter or t ravel through hexes in which 
Enemy units were the last to travel. There is 
no limit on the number of units t hat may 
move by rail in any given Player-Turn. 

(N) . A ny unit (which is " in supply") may 
always move at least one hexagon in any given 
Movement Phase, but may move no f urt her if 
it has reached or exceeded its t otal Movement 
Allowance for a given Movement Phase 
(exception: Overrun). 

Support Units 

~ 
~ 

(0) SUPPORT UN IT MOVEMENT: Support 
units may not move by rail in t he first 
Movement Phase of any given Player-Turn , but 
may do so at the beginning of any second 
Movement Phase. Support units are t he only 
units capable of rail-movement in the Second 
Movement Phase, and are the only units that 
may not move by rail in t he f irst Movement 
Phase. 

ZONES OF CONTROL 

General Rule: 

The six hexagons immediately surrounding a 
given unit (or stack of units) constitute that 
unit 's Zone of Control. These are semi-act ive 
Zones of Control which have an inhibit ing 
effect upon Enemy movement, but do not 
affect Enemy com bat. Hexes upon which a 
unit is exerting its Semi-Act ive Zone of Con
t rol are called controlled hexes. 

Cases: 

(A) Motor ized and Support units expend two 
addit ional Movement Points upon entering an 
Enemy controlled hex; all other units expend 
one additional movement point. This move
ment "cost " is above the normal entry cost f or 
terrain of the hex. 

(B) I t costs one add itional Movement Point for 
all units to leave an Enemy controlled hex, 
above and beyond t he ordinary terrain move
ment cost. 

(C) If you move· directly f rom one controlled 
hex of an Enemy unit to anot her controlled 
hex of the same or any other Enemy unit, i t 
would cost' Motor ized or Support units three 
add itional movement points, and any other 
unit two additional movement points {as out
lined above in Cases A and B). 

(0) A ll ef fects of movement inhibition are 
cummulative; however, a supplied uni t may 
always move at least one hex. 

(E) I f a hex is contro lled by more than one 
Enemy unit, the movement cost for entering 
this hex is the same as it i t were only 
controlled by one Enemy unit . 

{F) For movement purposes, Enemy Zones of 
Contro l extend into hexes occupied by 
Friendly units. For Axis supply , and retreat 
purposes, Soviet Zones of Control do not 
extend into vacant hexes or hexes occupied by 
Axis units. For Soviet supp ly and retreat 
purposes, Axis Zones of Control do extend 
into vacant hexes, but not into hexes occupied 
by Soviet units. 

(G) Support units do not have Zones of 
Control. 

STACKING (more thari one unit per he)() 

& UNIT BREAKDOWN 
General Rule: 

German and A llied units may stack t hree corps 
(one army) per hex. Soviet units may stack 
two uriiu of any size per hex in the Barbarossa 
and Stalingrad Games and three uniU of any 
size per hex in the Zitadelle and Berlin Games. 
In the Campaign Game the Soviet Player may 
stack two-high until June 1943, at which time 
he may begin stacking three units of any size 
per hex. 

Cases: 

(A) Stacking limitations apply only at t he end 
of a Movement Phase. 

(B) Support units do not count for stacking 
purposes. They do not exist as far as stacking 
lim itations are concerned. 

{C) Units break down in t he following fashion: 

German and Allied-

Soviet-

11-~31 
11~21 

Gil~~~ lil 
~=~~L~J~~ 

fOOl=~ li5l ~ +fiil 
~~~~~ 

Units may be broken down or recombined at 
t he beginning of the Movement Phase before 
any movement has taken p lace; they may be 
recombined at the end of the M ovement Phase 
after all movement has ceased. Units must be 
stacked toget her to be recombined, anq t his is 
the only t ime units may vio late t he stacking 
l imits ot her than when retreating. 

To break down or recombine unit(s), simply 
remove t he unit(s) t o be rep laced, and place 
the unit(s) wh ich replace it on the same hex. 

Soviet units may not combine into 6-5-5's or 
5-9-3's in the Barbarossa Game, but may in the 
Stal ingrad, Zitadelle, and Berlin Games. In the 
Campaign Game the Soviets may begin com
bini ng their units into 6-5-5's and 5-9-3's in 
October 1942. Units of d ifferent nationalities 
may not be combined into armys, but they 
may operate on the same hex in corps size. 

COMBAT 

General Rule: 

Combat occurs between adjacent opposing 
units at t he discretion of the Player whose 
Combat Phase it is; this Player is considered to 
be the Attacker , while the other Player is 
considered the Defender. regarp less of the 
overall strategic position of the two players. 

Procedure: 

Total up the Attack Strengths of t he at tacking 
unit s involved in a specific attack, and com
pare it to the total Defense Strengths of t he 
defending unit(s) in t he hex under attack. 
State t he comparison as a p robabil ity rat io: 
Attacker 's Strength to Defender's Strength. 
Round off t he rat io downward to the nearest 
"whole" number, to yield one of the simpl i
fied odds found on the Combat Resu lts 
Tables: roll the die and read t he result under 
the appropriate odds column for that die 
result. Apply t he result of the combat immedi
ately before going on to resolve any other 
combat. 

Cases: 

{A) During the Combat Phase of his T urn, a 
Player may only attack those uni ts to which 
Friendly units are adjacent. Only those 
Friendly units direct ly adjacent to a given 
Enemy unit may participate in t he attack upon 
that Enem y unit. 

(B) Units adjacent to Enemy units are not 
compel led to attack , nor does t he attacking 
Player have t o uti lize every adjacent unit if he 
does decide to attack . Attack ing is completely 
voluntary. 

(C) No unit may attack more than once per 
Combat Phase. No Enemy unit may be at
tacked more than once per Combat Phase. 

(0) More than one Enemy-occupied hex may 
be attacked by a given at tacking unit (or group 
of attack ing units) ; that is to say, d ifferent 
defending units on d ifferent hexes may be 
t reated as t he object of an at tack which might 
be made by a one-hex group of attacking units 
i f the attacking units happen to be adjacent to 
two or more Enemy-occupied hexes. 

(E) An Enemy-occupied hex may be attacked 
by as many attacking units as can be brought 
to bear. 

(F) Defending units stacked in the same hex 
must be at tacked as a single combined Defense 
Strength , i.e., you may not ind ividually attack 
ind ividual unit s which are stacked together. 

(G) Combat odds are rounded off in favor of 
the Defender. For example: an at tack of 26 
Attack Po ints against 9 Defense Points wou ld 
round off to a Two-to-One situat ion. 

(H) If one unit in a stack is used in an attack , 
the other unit in the stack need not participate 
in the same attack nor in any attack at all 
during that Combat Phase. 

(I) Units may not attack w ithout a supply unit 
(See Supp ly). 

(J) Finnish units defend ing in F in land have 
their Defense Strength doubled. 

(K) Units ·may not launch attacks across the 
Kerch Straits. 

(L) Support units may not retreat, and if t he 
Combat Results Table ind icates ret reat, the 
support unit is destroyed instead. 

OVERRUN 

General Rule: 

During any Movement Phase of a Player-Turn • . 
a Player may overrun Enemy units. Th is is not 
considered combat, and the overrunning units 
may participate in combat during the Combat 
Phase of that Player-Turn. 

Overrun procedure 
Move units whose total Attack Strength is at 
least nine times t he defending unit's Defense 
St rength directly on top of the defending unit 
and ignore it unt il the end of t he Movement 
Phase (treat the hex as if it were vacant ). The 
overrunning units may move no further in that 
phase, but may attack during t he Combat 
Phase other adjacent Enemy units. T he units 
being overrun are removed at the end of t hat 
Movement Phase, Consider them destroyed. 

Odds total 11-1 
2-1 -5 is inverted 

Enter enemy controlled hex 

and 11-8 -8 remains " on" 
t he·2-1-5 till end of Phase 
at which time it may function 
normally {i.e., attack other adjacent 
enemy un its). 

Cases: 

(A) Only Motor ized units may conduct over
runs. Overruns do not require Attack Supply , 
only General Supply. Overruns are not con
sidered to be "combat.". 

(B) Units may not overrun Enemy units in 
violation o f the Friendly stack ing limit. 

(C) Enemy uni ts do not count towards the 
stack ing limit when they are being overrun. 
NOTE: Once the overrun is made units may 
pass through t he hex in violation of the 
stack ing limit. 

(D) Overrunning units expend three addit ional 
Movement Points above and beyond the nor
mal entry costs for that hex , when moving 
onto the unit to be overrun. 

(E) If units with Attack Strengths total ing nine 
times the defender's Defense Strength are 
adjacen t to a unit they may not move onto the 
unit and create an overrun unless they have 
sufficient Movement Points to enter the hex. 

(F) Terrain effects must be considered when 
using the overrun technique (example: defend
ing unit in an overrun would have i ts defense 
strength doubled if all overrunning units 
moved on the unit by crossing river hex-sides, 
or i f t he defending unit was in rough terrain). 



SUPPLY 

General Rule: 

There are two types of supply. General Supply 
and Attack Supply. Units need General Supply 
to exist on the map and to be able to move. 
Units need Attack Supply in order to attack. 

Procedure: 

A Soviet unit may be considered in General 
Supply, if it can t race a l ine of hexes (of any 
length) unobstructed by Enemy units or Zones 
of Control, off the Eastern edge of the map. or 
t o a supply unit . A German or non-F innish 
A llied unit may be considered in General 
Supply if it can trace a I ine of hexes (of any 
length) unobstructed by Enemy units off the 
Western edge of the map, or t o a supply unit. 
A Finnish unit may be considered in General 
Supply if it can trace a line of hexes unob
structed by Enemy units to Helsinki, or to a 
supply unit. 

A Soviet unit may be considered in Attack 
Supply if it is within three hexes of a supply 
unit. and the hexes are unobstructed by 
Enemy Units or Zones of Control. A German 
or Allied unit may be considered in Attack 
Supply if it is within six hexes of a supply 
unit, and the hexes are unobstructed by 
Enemy units. 

Cases: 

(A) If a unit is out of General Supply for one 
complete owning-Player-Turn. that unit is 
eliminated . and removed from the map 
(Example: the Soviets isolate a German unit 
on the first Game-T urn ; if that unit is still 
isolated at the end of the German second 
Movement Phase of Game-Turn two, the unit 
is eliminated). In other words , i f a unit begins 
and ends its Player-Turn out of General Supply 
(and that condition is not relieved during that 
Player Turn) then it is eliminated. 

(B) Units out of General Supply may not 
move; if however a uni t becomes supplied 
during a Movement Phase, it may move and 
function normally in that Movement Phase. 

(C) Units out of Attack Supply may not attack 
in the Combat Phase; i f . however. a unit 
becomes supplied during the Combat Phase 
(Attack Supply), it may attack in that Combat 
Phase. Whether or not a unit is in Attack 
Supply is calculated at the instant of combat. 
If. due to forced retreats, an attacking unit is 
cut off then it may not attack, even though at 
the beginning of the Combat Phase it was able 
to trace a path to a Supply Unit. 

(D) Units do not need supply (General or 
Attack) to defend, and may always defend at 
fu II Defense Strength. 

(E) General and Attack Supply may be traced 
over frozen lakes and across the Kerch Straits. 

(F) Supply units are " used up"; i.e .. removed 
from the map if they are used for an attack. 
Supply units thus expended, are removed at 
the end of the Combat Phase. 

(G) A supply unit may supply any number of 
attacks within three hexes for the Soviet s, and 
within six hexes for the Germans and Allies. 

(H) Obviously Finnish units may not attack 
until they lin k up with the main f ront, as the 
Finns have no supply units, and do not receive 
any. 

(I) For all Supply purposes, Enemy Zones of 
Control do not extend into hexes occupied by 
Friendly units. 

(J) For all Supply purposes, Soviet Zones of 
Control do not extend into vacant hexes. 
Ger man and A ll ied Zones of Control do 
extend into vacant hexes and Soviet units may 
not t race supply lines t hrough these hexes. 

Control of Cities 

A city is considered controlled , if it has always 
been behind one Player's front line, or if it has 
been occupied and is, at the completion of a 
game, behind that side's front line. A city is 
also considered controlled if a Player's unit is 
directly in the city. even if it is in an enemy 
zone of control. If a city has changed hands, 
the last Player passing a unit(s) through the 
city receives its points. 

Note that the Victory Point value for a given 
city is printed directly on that city on the 
map. 

LUFTWAFFE UNITS 

XJI.~ 

lool 
(2)-1-2 

General Rule: 

Luf twa ffe (Air Force) Units may be used by 
the German-All ied Player to improve attacks 
on Soviet Uni ts, by adding in an Attack 
Strength of two for each Luftwaffe Unit. They 
move and stack according to the rules for 
Support Units. but follow special rules for 
combat. 

Procedure: 

During the Combat Phase of any German
Allied Player -Turn each Luftwaffe Unit may 
assist (with an Attack Strength of two) one 
hex of attacking German or A ll ied uni t(s) 
which are w it hin four hexes. Do not move the 
Luftwaffe Unit to the hex i t is assist ing, simply 
state the hex the Luftwaffe Unit is assist ing 
within four hexes of the Luftwaffe Unit's 
position. 

Cases: 

(A) Luftwaffe Units do not need A t tack 
Supply in order to attack, but they must have 
General Supply. 

(B) Each Luftwaffe Unit may only assist one 
hex of attacking German-Allied units per 
Combat Phase. 

(C) No m ore than one Luftwaffe unit may 
assist a given hex of attacking units. 

(D) When assisting an attack. Luftwaffe units 
are not eliminated or retreated if the Ax is 
Player obtains an "AE" or "Ar" result . 

(F) Luftwaffe units do not negate or in any 
way relieve the defensive effects of terrain. 

Weather 

" Rasputitsa" (Mud) 

During the months of October and March of 
each year the following rules apply: 

(A) All units participating in attacks must be 
adjacent to , or stacked with , a supply unit (the 
supply unit may supply any number of adja
cent units). 

(B) All German motorized units have their 
Movement A llowance reduced to five Move
ment Points, and all German infantry units 
have thei r Movement Allowance reduced to 
two Movement Points. 

Winter : 

During the months of November, December. 
January, and February of each year the follow
ing rules apply: 

(A) All rivers and lakes are frozen; river 
hex-sides are ignored, and lake hexes are 
treated as if they were clear terrain . 

(B) A ll German or Allied units part icipating in 
attacks must be adjacent to, or stacked with, a 
supply unit (the supply unit may supply any 
number of adjacent units). 

(C) Ai r-units are reduced to one-half of thei r 
previous Attack Strength (two). 

(D) A ll German motorized units have their 
Movement Al lowance reduced to five Move· 
ment Points, and all German infantry have 
thei r Movement A llowance reduced to two 
Movement Points. 

(E) If a unit is on an all-lake hex when it 
"thaws," the Enemy Player may move it to a 
lake-shore hex of his own choice. 

Starting Front Lines 

The various star ting fronts of the four Stan
dard Games are printed directly on the map. 
Each "game-front" is indicated in a d ifferent 
line-pattern. Note that at some points these 
lines overlap. Also, the front line for the 
Barbarossa Game is identical to the border of 
the Soviet Union. 

Barbarossa Front Line----
Stalingrad Front Line 
Zitadelle Front Line • • • • • • • • 
Berlin Front Line -·-·-·- ·-·
National Boundar-ies •••••••••••••••••• 
Campaign Game Victory Line<---
Finnish Bor.9er } 
Soviet Border --- - --

Initial Deployment: 

For each Standard Game there is a correspond
ing f ront line on the map: the German-Allied 
Player deploys behind t he Western side of the 
line, the Soviet Player deploys behind the 
Eastern side of the I ine. In all Games the 
Soviet Player must cover the entire front 
(those hexes on the Soviet side of the line, 
wh ich are adjacent to the line) wit h infantry 
units or infantry units' Zones of Control. T he 
German -All ied player must cover the entire 

front, (those hexes on the German-Allied side 
of the line, which are adjacent to the line). but 
he may use any type of unit(s). unlike the 
Soviet Player who must use infantry. Once the 
Soviet Player covers the front with infantry he 
may set up other types of units on the f ront, 
but he must meet the requirement of covering 
the front with infantry. The German-All ied 
Player may only deploy Finnish units in 
Finland , and all Finnish units must be 
deployed there. 

Variable Situations 

One of historians' favorite pastimes is second
guessing the realities of a situat ion by assuming 
a different mix of f acts, and trying to deter
mine a d ifferent, better (or worse) out come 
than the one recorded. One of t he unique 
aspects of simulations is the extent to which 
this may be attempted in a realistic f rame
work . Here are several examples of these 
"what-if "s: One or more of t hese modifying 
Situations may be "plugged" into the Standard 
Games as t he Players desire and where they are 
appropriate. 

WHAT IF .. . 

1. The Finns were not actively allied with the 
Germans: Finland is neutral; t he Finnish Army 
is not deployed on the map , and neither the 
Russians n or t he Germans may enter Finland. 
The Russians need not cover the Finnish 
border. 

2. The Ruman ians were not actively allied with 
the Germans: Rumania fails to agree to the 
Vienna Award, and is overrun. The Germans 
may deploy in Rumania, but they do not have 
the two Rumanian Armies they normally have. 

3. The Hungarians entered the war immedi
ately: A llow the Germans to deploy forces in 
Hungary, and add one Hungarian army to 
in itial Order of Battle (this army must be 
deployed in Hungary). 

4 . The anti-German coup-de-tat in Yugoslavia 
failed : Start the invasion on t he original 
planning date of May 15 (one turn earlier). 

5. The Soviets deploy in depth: The Russians 
may set-up anywhere w ithin their f rontier, and 
are not required to cover the f rontier w ith 
troops. 

6. The Soviet Union fortified their frontier: 
Any Russian units p laced adjacent to the 
frontier are doubled on defense. 

7. The Soviets had completed the re· 
organization of their army by the invasion 
date: the Soviet Player may exchange his 
initial Order of Battle at t he rate of two 2-4-2 
for one 5-9-3 and two 2-1-5,and one 1-2-5 for 
one 6-5-5 wit h as many or as few of t heir 
armies as they w ish. 

8.The Gljrmans had mechanized their essen
tially infantry army: I f the Germans had 
produced enough transport and ut ilized more 
o f their captured equipment, they could have 
put their infantry in trucks, allow all German 
infantry a Movement A llowance of 8. 

9. The Germans occupied France with smaller 
forces: The Germans had excessive troop 
concentrations in France, allow them to add 
one 5-7-3 to the ir ini tial Order of Battle for 
the invasion. 

10. The Germans kept a smaller Air Force in 
the west: The Germans kept many aircraft in 
the west to harass England; they also over
estimated the bombing capabili ty of the 
R.A.F.; allow the Germans one additional 
Luftwaffe unit in the initial Order of Battle. 

11 . The Germans had raised tank production 
earlier in the war: The Germans were actually 
producing commercial automobiles unti11942; 
this was obviously not beneficial to the war 
effort. A llow the Germans an additional Pan
zer A rmy (Note: the effect is tremendous). 

12. The Germans had conducted a mobile 
defense in the w inter of 1941 : The Germans 
lost very heavily defendi ng what was basical ly 
indefensible terrain ; al low the Germans to 
place an additional 5-7-3 on t he board at the 
beginning of the 1942 Stalingrad Situation. 

13. First Panzer Army did not escape from 
Caucasus at Rostov bottleneck: Deduct one 
11-8-8 from the German Order of Battle at the 
beginning of the Zitadel le Situation. 

14. Sixth Army withdrew from Stalingrad 
before its destruction: Add one 5-7-3 to 
German Order of Battle at the beginning of the 
Zitadelle sit uation. 

15. Troops for "BULGE" Offensive in the 
west are used in the east: T he Germans 
thought the attack in the west would bring 
about greater results. See if they were wrong, 
and add one 5-7-3 and two 11 -8-8 to the Order 
of Battle for Berl in. Also give the Germans a 
supply unit every Game-Turn. 

Campaign Game: 

Start wit h the Barbarossa Situation and play 
out the entire war in the Soviet Union. By 
using the months marked "for campaign game 
only," the four t ime per iods are connected 
into one long game. 

Rules for Campaign Game, Only: 

The-Red Air-Force 

A lthough the Soviet Player receives no air
units as such, the Red A ir-Force is an active 
force t hroughout the war. This is reflected by 
t he following rule: 

Every March the Germans must remove one 
Luftwaffe unit , until there are none left. 

This rule reflects the growing power of the 
Red Air-Force, and i ts increasing ability to 
challenge German air superiority, thereby 
neutralizing the ability of the Luftwaffe to 
support Axis ground forces. 

Replacements: 

Only destroyed German units may be replaced, 
and these may only be replaced within the 
f ollowing restrict ions. 

(A) No more than one 11-8-8 (or three 3-2-8's) 
may be replaced and no more than two 5-7-3's 
(or six 1 -2-3's) may be replaced. This repre
sents the entire Axis replacement capabil ity 
for the entire Campaign Game. 

(B) The new army (or Corps) enters anywhere 
on the western edge of the board except 
Finland on the third Game-Turn following its 
destruction. Example: i f a German unit was 
destroyed January (43) it would return April 
(43). 

(C) Only one new army (or three Corps) may 
be brought into the game per Player-Turn. 

Campaign Game Victory Cqnditions 

The Campaign Game V ictory Conditions do 
not utilize the Victory Point system. Instead 
victory is determined by one side or the other 
ach ieving certain geographic object ives and 
holding them for a given per iod of time. 

Soviet Victory: 

For the Soviet Player to win, he must fulfil l 
one of the following three conditions: 

1. Destroy (or force off the map) all A xis 
units. 

2. Drive all Axis forces completely out of the 
Soviet Union proper and send 1 0 Soviet armies, 
off the West edge of the map , maintaining a 
line of supply running off t he West edge for 
two consecutive, complete Soviet-Player
Turns, after the 10 armies have been exited. 

3 . Send 20 Soviet armies off. t he West' edge of 
the map, maintaining a line of supply, running 
off the West edge of the map, for two 
consecutive , complete Soviet-Player-Turns, af
ter the 20 armies have been exited. 

Axis V ictory : 

The A xis Player wins i f he can fulfill any one 
of the following three conditions: 

1. Eliminate all Soviet units f r om t he map for 
two consecutive German-Player-Turns. T his 
condition is considered t o be fulfi lled i f at the 
end of the Second Movement Phase of two 
consecutive Axis-Player-Turns, there are no 
Soviet units on the map. 

2. Allow no Soviet unit t o operate or penetrate 
west of the Campaign Game Victory line 
(printed on the map) for twelve consecutive 
Game-T urns. T his Victory condit ion is con
sidered to be fulfilled if there are no Soviet 
units west of the line at the end of each Axis 
Second Movement Phase, for twelve consecu
tive Asix-Piayer-Turns. 

3. Control , and maintain control of all cities in 
the Soviet Union for six consecutive Game
Turns (without interruption) and be able to 
trace a line of supply from the West edge of 
the map to all of the controlled cities. 

The Campaign Game ends as soon as one of 
t he Players achieves any one of his Victory 
Conditions. If neither Player can achieve a 
Victory Condition , then the game is a Draw. 

Designer's Notes 

Most Russians will tell you that it was the Red 
Army which won the Second World War. 
There is a lot of evidence to 'support their case. 
It is a fact that fo'r most of the war over 80% 
of the German army was fighting desperately 
in Russia and that the Russians did produce 
most of their own weapons and equipment. 
Whether or not the Russians could have 
even tually won out against the German invader 
without t he aid and support of the western 
A llies is a moot question. 

The Germans invaded Russia (Game 1) with 
3.4 mil lion men (including their all ies). The 
Russians had available in european Russia only 
some 2.3 million men although another half 
mill ion were available in the eastern parts o f 
Russia. By the end of the year the Russians 
had lost o ver four million men. But their 
highly effective reserve system saved them. In 
July 1941 alone, the Russians cal led up some 
two million trained reservists. By the end of 
the year they had called up over two million 
more. The Russian winter caught the Germans 
over -extended and the Russians pushed them 
back somewhat . In Game 2 (Stalingrad) the 
Germans had built their army back up to 3.5 
million men after having lost some 1.5 mi ll ion 
during Game 1 (although only about one third 
of these were permanently lost) . The Russians 
were better prepared this time and the Ger· 
mans were tak ing more chances. Th is battle 
ended in the crushing German defeat at Stalin
grad. By the end of t he campaign the Germans 
had lost some 2.2 mill ion men. And the 
Russians were getting stronger every month. A t 
the start of Game 3 (Zitadelle). the Germans 
have only a sl im chance of launching an 
offensive. In the original campaign they did. 
and lost considerably as a resul t. What · they 
should have done was save their supplies and 
cut the Russians off as they attacked. Game 4 
(Berlin) doesn't even offer the Germans much 
chance for attacking. T he best they can hope 
for is to wage a successful defense, something 
they have a good chance of doing. In the 
original campaign Hitler insisted that German 
units defend in place while they should have 
been exploi t ing their superior mobility and 
firing power by moving around the slower 
Russians. This, of course, is where the game 
comes in. 

In the game, the advantages of the Russian and 
German armies are reflected in the. ru les and 
components. The German units were better 
trained and equipped for mobile warfare. The 
Russians, as the war went on, became more 
numerous and better able to attack and 
destroy the German units. If the Germans are 
to win. they must w in early . As the game goes 
on, their chances become less. But when the 
Russians go over to the offensive the Russian 
Player, who presumably was good enough at 
the defense to have lasted that long, may prove 
unable to exploit his offensive capabilities. The 
Russians can lose the war while attacking, 
particularly in Games 2 and 3. Even in Game 4 
they can be severely cut up. 

The game is an abstraction, obviously, and 
some of the more abstract elements should be 
explained. For example, there is the question 
of German casualties. Although it doesn't 
show up that much in t he game the Germans 
are tak ing casualties. But we assume that 
German replacements wi ll be "self-regulating". 
that is, the German high command wil l only ' 

send enough to replace current losses. A 
function of the supply units is to supply 
" replacements" who are, in a very real sense, 
used ("expended") somewhat like ammunition 
and gasoline during offensive operations. In 
the defensive, the Germans make up for 
replacements by taking advantage of the Rus· 
sian ineptness in conducting offensive 
operations. 

Thus, throughout most of the game only. the 
Russian army really changes. Wh'ltever the 
further technical details of this system (it can 
be explained mathematically , but how many 
wou ld care to understand it?) it works. 

A nother abstraction in the game is Finland, 
and the military activity in northern Finland. 
This has been left as a constant. Russian units 
have been deducted from the Russian replace
ment rate to account for the activity in that 
area. 

There were numerous other rules and elements · 
which could have been added to the game, but 
we wanted as clean a game as possible which 
would accurately · recreate the largest mili tary 
campaign ever conducted. We think we have 
succeeded. Let us know how you feel about it. 
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Barbarossa Game 
ORDER OF BATTLE 

Standard 
Games: 
Starting 
Units & 
Victory 
Conditions 

German - four 11-8-8, seven 5-7-3, three 
{2) -1-2, and four supply units. 
Finland - two 2-4-2 
Rumania - two 2-4-2 

Soviet - fifteen 2-4-2, eleven 2-1-5, three 
1-2-5, and two supply units. 
The Soviets deploy f irst and move second. 
The German player 'deploys second and moves 
first. 

Special Rules : 
( 1 l From the Order of Battle forces, the 
Soviet Player must deploy the following forces 
at the designated cities: 
two 2-4-2, one 2-1-5, one 1-2-5: Moscow 
one 2-4-2, one 2-1-5, one 1-2-5: Kubishev 
one 2-4-2, one 2-1-5, one 1-2-5: Maikop 
(2) Neither player may move uni ts into or 
through Hungary t il l August 1941. 
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(3) The two Rumanian armies must be 
deployed in Rumania. 
Victo ry Cond-itions: 

The. w inner of the Barbarossa Game is deter
mined on the basis of V ictory Points , which 
are awa rded fo r e liminat ing enemy units, and 
for capturing and holding certain geographic 
objecti ves (cities) at the completion of t he 
eis:~hth Game-Turn . 
There are th ree levels of victory: Marginal , 
Tactica l, and Strategic. Each level of victory 
assumes progressively greater sign i f icance and 
importance on the battlefield . thus one should 
attempt to achieve the greatest possible level 
of victory . 
Marginal : Greater number of Victory Points, 
but not twice as great. 
Tactical : Twice as many Victory Points, but 
not three t imes as many. 
Strategi~: Three times as many Victory Points 
or more. 
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In the Barbarossa Game, the Axis Player starts 
the game with 26 Victory Points (this derives 
from the Victory Po int value of the ci t ies on 
the Axis side of the front line). The Soviet 
Player begins the game with 77 Victory Points 
worth of cities on his side of the front. 

Victory Points for Destroyed Units: 

Stalingrad Game 

ORDER OF BATTLE 
German - fou r 11-8-8, eight 5-7-3, two 
(2)-1-2, and three supply un i ts 
Finland - three 2-4-2 
Rumania - one 2-4-2 

In the Stalingrad Game, the Axis Player begins 
the game with 53 Victory Points worth of 
ci t ies on his side of the front line; the Soviet 
Player has 50 Victory Points worth of cities on 
his side of the line. 

Victory Conditions: 

The Germans win the Zitadel le Game by 
crippling the Soviet's A ttack Strength. The 
Soviets win by liberat ing c i ties west of the 
starting line and destroying Enemy units. At 
the end of the game, the German player 
records the total Attack Strength of all the 
Soviet units he has destroyed. The Soviet 
player then checks wh ich cities he has libera
ted during the colJI"se of the game (the 
Germans have nothing to gain by capturing 
cit ies in this Game) and subtracts their V ictory 
Point value from the number of German 
V ic tory Points. Then using the points system 
for destroyed units as in the Barbarossa Game, 
he checks the number of Victory Points he has 
rece ived , and again subtracts these from the 
German total. T hiS f inal number determines 
the victor, and the level o f vic tory he has 
attained. 

German -All ied points 
for de5troyed 

Soviet points 
for dest royed 
German-Alli ed units; 

Hungary - one 2-4 -2 

Soviet - thirty-seven 2-4-2, six 2-1-5, one 
1-2-5. and two supply units 

Zitadelle Game 

Soviet units; 
Victory 
Points unit 

one 2-4-2 

two 1-2-5 

three 

four 

f ive 
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2-1-5 

5-9-3 

6-5-5 

ORDER OF BATTLE 
Victory 
Points unit 

one 1-2-3 or 1-2-2 The Soviets deploy f irst and move second. 
The Germans dep loy second and move fi rst. 

German - four 11--8-8, eight 5-7-3, one 
(2)·1-2, and three s~pply units 
Finland - four 2-4-2 

two 2-4-2 Ruman ia -one 2-4-2 

three 3-2-8 Vk:tory Conditions: Hungary - one 2-4-2 

three 

nine 

ten 

5-7-3 

1 1-8 ·8 

12)-1-2 

The winner of the Stalingrad Game is deter
mined in the same manner as in the Barbarossa 
Game, (see the Barbarossa V ic tory Cor~ditions) 
as this campaign was merely a con tinuati on of 
the earlier one. 

Soviet - fo rty-three 2-4-2, five 6-5-5 , one 
5-9-3, one 2-1-5, and two supply units 
The Soviets deploy second and move second. 
The Germans deploy fi rst and move fi rst. 

0 
~ 
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a 

Type of Terrain 

Clear 

Rough 

River Hex-side 

City 

Sea or Lake 
hex-sides 

Explanation of Combat Results 

Dr (1, 2 , 3 , 4 ): Defending units are retreated 
the number of hexes indicated. Units are 
retreated by the Defending Player. If Soviet, 
the defending units must be retreated towards 
the East (whenever possible); if Axis, the 
defending units must be retreated towards the 
West (whenever possible). If the appropriate 
direction of retreat cannot be taken, then units 
must retreat by the nearest alternate path. 
Retreating un i ts may not enter the same hex 
twice in the course of a given retreat. Axis 
units may retreat through Soviet Zones of 
Control; Soviet units may not retreat through 
Axis Zones of Control. Units may always 
retreat through or onto Friendly units (stack
ing as high as necessary) if there is no 
alternative. Units may never retreat through or 
onto Enemy units. Units which cannot per
form their mandated retrea t within the above 
restrictions, are eliminated instead (immedi
ately removed from play). Whenever units are 
forced to stack in violat ion of Stacking Limits, 

TERRAIN EFFECTS CHART 
Effect on Movement 

Units 6xpend one Movement Point per hex of 
clear terrain. 

Motorized and Support units expend three 
Movement Po ints per hex , non-motori zed units 
expend two Movement Points per hex. 

Units expend one additional Movement Poin t 
moving through a r iver hex-side, above the 
normal Movement Point cost for entering that 
hex. 

Depends on terrain of hex that the city is 
located in . 

Units may not move th rough unless f ro:zen; if 
lake is frozen, treat as clear terrain hex. 

d ue to a retreat , the units must conform to 
stacking limits in the ir very next Movement 
Phase. Units which end the ir retreat adjacent 
to Enemy units, may not participate in combat 
with those Enemy units in that Combat Phase. 

Ar (1 , 2 , 3) : The attacking units are retreated 
the number of hexes indicated (by the Attack
ing Player). Same restrictions app ly as in "Dr" 
above. 

DE : Defending units are eliminated (al l 
defending units involved in that combat are 
immediately removed from the map). 

AE : Attacking units are eliminated (all attack
ing units involved in tha1 combat are immedi
ately removed from the map). 

Note : Whenever a hex is vacated by a retreat
ing or eliminated attacker, the Defend ing 
Player may immediately advance one of the 
involved defending units into the vacated hex . 

Effect on Combat 

Units attack and defend normally. 

Defense Strength is doubled . 

Defense Strength is doubled if all ground units 
are attacking through river hex-sides. The 
presence of Luftwaffe units does not change 
this condition . 

Defense Strength is doubled. 

If f r ozen, same as clear; if not, no combat 
permitted. 

Only one defending uni t per vacated hex, may 
advance. 
This opt ion to advance must be exercised 
immediately . Such an advance does not con
stitute an expenditure of Movement Po in ts and 
is not considered part of regular movement. 
Attacking uni ts may not exercise this option 
when defending hexes are vacated due to 
combat . 

No attacks may be made i f the odds are worse 
than 1-3 , 
At 9-1 odds, units may be Overrun (duri ng the 
Movement Phase) if the overrunning units have 
sufficient Movement Points remaining in order 
to move onto the overrun Defender (this 
requires an additional expenditu re of three 
Movement Points). See Overrun Rule. If units 
are attacking at 9-1 (or greater) odds, but do 
not have the required Movement Points to 
actually execute the overrun, then no overrun 
takes place and. the attack is treated as a 
normal 8-1 attack. 

Barbarossa 
The Russo-German War, 1941-1945 

Secord Edilton.Cwvroyht 1971/SPl . /pronted in U.SA. 
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Net German Points 

90 or higher - Strategic German Victory 

50 to 89 - Tactical German Victory 

30 to 49 - Marginal German Victory 

20 to 29 - Marginal Soviet Victory 

10 to 19 - Tactical Soviet Victory 

9 or less - Strategic Soviet V ictory 

Berlin Game 

ORDER OF BATTLE 
German - three 11-8-8, seven 5-7 -3, and two 
supply units 
Rumania - two 2-4-2 
Hungary - one 2-4-2 

Soviet - thirty -seven 2-4-2, two 6-5-5, four 
5-9-3, two 2-1 -5, and three suoply units 
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The Soviets deploy second and move second. 
The Germans dep loy first and move first. 

Victory Conditions: 

The Soviets w in a Marginal Victory if they can 
occupy M insk and Riga by the end of the 
game. T hey win a Tactical Victory if they can 
occupy Minsk, Riga, an.d either Bucharest or 
Warsaw. They w in a Strategi~ Victory if they 
can occupy Minsk, A i~a . Bucharest, and 
Warsaw. 

The Germans win if they can prevent the 
Soviets from achieving any level of victory. 
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