Dzerhezinsky Tractor Works

The Battle of STALINGRAD October 14-15 1942

DZERHEZINSKY TRACTOR WORKS The Battle of Stalingrad October 14-15, 1942

depicts the fighting between the elite Soviet 37th Guards and the German 305th

Infantry Division supported by the tanks of the 14th and 24th Panzer Divisions.
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system of choice using the enclosed, a full color historical battle map, all the play aids,
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Dzerhezinsky Tractor Works™

INTRODUCTION: Dzerhezinsky Tractor Works™ depicts the
14-15 October 1942 attack on the Dzerhezinsky Tractor Factory com-
plex by the German 305th Infantry Division, supported by armored
elements of the 14th and 24th Panzer Divisions. New VARIANT
terrain is introduced and players will note the DTW CG utilizes a
multi-scenario per day format. Platoon Leader 2.0 campaign game
rules are used, with CG Special Rules detailed in this rules section.

1. TRACTOR WORKS TERRAIN

L1 DTW introduces new terrain types, including new building varia-
tions, Wooden Fences, Fountains, Gravel Piles and Partially Rubbled
Buildings. Terrain rules presented herein represent new or amended
terrain rules. All other terrain depicted on the DTW map is of the
same types as found on the RB map and all applicable rules sec-
tions apply.
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2. RAIL HEXES

2.1 A Rail Embankment hex (EX: hex B15) has no'effect on move-
ment or LOS. Non-moving infantry units may claima+1 TEM from
direct fire attacks from the same or lower elevation which cross the
embankment depiction. Otherwise, Rail Embankment hexes are
treated as Open Ground, i.e. FFMO does apply for moving units.
The TEM of a Rail Embankment hex is not cumulative with any
other TEM. Note that Rail Embankment combination hexes such as
Embankment-Debris (V32) and Embankment-Shellhole (T30) are
more affected by the non-embankment terrain, while Embankment-
Road (F13) does provide some cover.

2.2 RAILROAD CARS: Any hex containing rail car depictions (EX:
E14) is a Railroad Cars hex. Each rail car depiction is a Level 1
obstacle (EXC: Gutted) and has a TEM of +2. A Railroad Cars hex
is concealment terrain.

2.3 MF/MP COSTS: An infantry unit entering a Railroad Cars hex
expends 2 MF unless entering via Bypass in which case the hex
may only be traversed along hexsides which do not cross railway
car depictions. Vehicles may only enter a Railroad Cars hex via
Bypass.

EX: A unit moving from H17 pays | MF to use Bypass movement along the 118-119
hexside of hex 118, then on to J18, thus avoiding the 119 Debris.

2.4 GUTTED RAILROAD CARS: A Flame may be created in a
Railroad Cars hex. The kindle/spread #s are 9/10. A Railroad Cars
hex becomes gutted at the end of any CG scenario in which a Flame/
Blaze was placed. Place a Gutted counter (05.5) in the hex. Such a
hex may no longer be kindled mor may a Blaze spread into it A Gui-
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ted Railroad Car depiction is a Half-level obstacle. A KIA result
which Rubbles a Railroad Car hex also makes it Gutted, as does Bom-
bardment, against which its morale is 7. All other Railroad Cars rules
apply normally to a Gutted Railroad Cars hex/depiction.

3. MACHINE PARTS YARD

3.1 A Machine Parts Yard (EX: hex G26) is a Half-level LOS ob-
stacle, hasa TEM of +2 and is concealment terrain. A Machine Parts
Yard hex is treated as a building for ambush/street fighting purposes
only. It may not be kindled, nor may a Blaze spread into it.

3.2 MF COSTS: An infantry unit entering a Machine Parts Yard pay
2 MF unless entering via Bypass in which case the Machine Parts
Yard does not affect its movement.

3.3 GUNS: Small Target size guns, AT/INF/AA guns that are nor
large targets, and all mortars are the only 5/8" guns allowed to setup/
enter a Machine Parts Yard hex.

3.4 VEHICLES: Vehicles may only setup in/enter a Machine Parts
Yard hex via Bypass.

3.5 FORTIFICATIONS: Minefields are the only fortification which
may be set up in a Machine Parts Yard hex.

4. FOUNTAINS

4.1 A Fountain depiction (EX: hex E36) is a Half-level LOS hin-
drance and has a TEM of +1 (EXC: The TEM is 0 vs. Indirect Fire or
if the unit is Encircled). A Fountain hex is not concealment terrain.

4.2 MF/MP COSTS: An infantry unit enters a Fountain hex by ex-
pending 1 MF. Fully tracked vehicles must expend 1/2 of their MP
allotment and risk Bog with a+3 DRM. All other vehicles may only
enter via Bypass. For all units which enter via Bypass the Fountains
do not affect movement (i.e. No Bog roll is made for vehicles).

4.3 GUNS: All guns may be set up in/pushed into a Fountain hex.
Guns which set up in a Fountain hex may not be emplaced (i.e. they
may not set up using HIP and do not receive the +2 DRM for emplaced
guns).

4.4 FORTIFICATIONS: The only fortifications allowed in a Fountain
hex are non-hidden A-T mines (B28.53), wire and pillboxes. A Foun-
tain hex may not be kindled, nor may a Blaze spread into one.



5. WOODEN FENCES

5.1 Wooden fences are hexside terrain (EX: hexside A33-A34) treated
like a Hedge for all purposes (EXC: Trail break T5.2)

5.2 TRAIL BREAK: Any fully-tracked vehicle may create a TB
across the wooden fence hexside by paying an additional 1/4 (FRU)
of its MP. The only result of such a TB is to negate the MF/MP
expenditure necessary for infantry and vehicles to cross that Wooden
Fence hexside (i.e. wheeled vehicles may cross the TB and Half-
tracked vehicles may cross with no Bog check).

6. TRACTOR WORKS FACTORIES

6.1 Each building on the DTW map that has > 1 Rail Embankment
or Road symbol entering it is a Factory. Normal Factory rules apply
to DTW Factories except as amended below.

EX: Building Q22 is a Factory due to having Railroad Embankments entering it in
hexes Q29 and T28. Building M35 is a Factory due to having roads entering it in
hexes M34 and 039,

6.2 VEHICULAR-SIZED ENTRANCES: A non-rubbled DTW Fac-
tory Location that has a Railroad Embankment or road entering it is
considered a Vehicular-Sized Entrance (B23.742; see also 0.4-4C).

6.3 EXISTING FACTORY RULES SECTIONS: Rules sections
05.3-5.6 apply normally to DTW Factories.

6.4 FANATIC RESISTANCE NESTS: During any CG scenario (or
by FSR) the Russian may designate any building which has all of its
ground level locations fortified and a Commissar set up within as a
Fanatic Strongpoint. Each Good Order Russian infantry unit in any
non-sewer (including rubble of the original building hexes, but not in-
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cluding units in Bypass) Location of such a strongpoint is Fanatic.
This benefit ceases immediately if there is no Commissar in any Lo-
cation of the strongpoint (i.e., 2 broken/wounded/DM Commissar
within does not remove the Fanatic benefit).

7. PARTIALLY RUBBLED BUILDINGS

7.1 Certain buildings are depicted in a partially rubbled condition (EX:
Building 026, consisting of hexes 025-027). All building and rubble
rules apply normally except as amended below.

7.2 TEM: The TEM for units located on Level 1 and higher in the
remaining upper level locations of a Partially Rubbled Building is re-
duced by -1 if the LOS is traced across the rubbled hex.

EX: There is no upper level in hex HIS. Any fire traced across hex H15 directed at a
unit in Level 1 of hex H14 receives only a +2 DRM.

Note: Depictions of partially-destroyed buildings such as H28 and F9
always represent rubble. With the exception of hexes such as D7 and
EE16 where artistic detail is present, any building hex with "junk’ in
the open ground is rubble.

8. DEBRIS

8.1 Debris (EX: hex G28) is Inherent Terrain and [EXC:ifinaFac-
tory (05.41) RB rules (O1) apply normally for DTW Debris.

9. OPEN ROOFED BUILDING HEXES

9.1 Some building depictions are depicted with no roof, or openings in
their roofs (EX: C17). Treat the highest level of all Open Roofed
Building Hexes as a Roofless Factory Location forall purposes.



10. SQUARE

10.1 Any hex that contains a paved vertex is a square hex. All Bou-
levard rules (B7) apply normally. Only Square hexes that contain a
sewer symbol contain a manhole location.

EX: The only Square hexes on the DTW map are D19-20-21-22; E20-21-22; F19-20;
G20-21; H20.

11. GRAVEL PILES

11.1 Certain hexsides depict gravel piles left on the battlefield. A
Gravel Pile (EX: hexside Y3 1-Z31) is treated as a Rail Embankment

for all purposes.

. 12. STORAGE TANKS

12.1 The round structures depicted on the map represent Storage
Tanks (EX: hex Z26). Rules section RB9 applies normally to all Stor-
age Tank hexes.

13. DTW CELLARS

13.1 All multi-hex, non-Factory buildings found on the DTW map
contain a Cellar beneath their ground-level Location (i.e. at building
level -1). All RB Cellar rules sections (O6) apply normally to DTW
Cellars.

14. SINGLE HEX TWO-STORY HOUSES

14.1 Any building with a number "1" surrounded by a large white
center dot (EX: hex C35) is treated as a Single Hex Two-Story House.
Note: Any building with a "2" surrounded by a white square is a two Level
building on the DTW map.

15. TRACTOR WORKS CAMPAIGN GAMES:

15.1 STRATEGIC LOCATIONS: Emplaced Guns and Cliffs are
Strategic Locations in alf DTW CG.

15.2 PLATOON LEADER 2.0 CG RULES:

15.3 The Platoon Leader 2.0 CG rules system is used in the play of
Dzerhezinsky Tractor Works™ with the following OPT. rules avail-
able.

15.4 VARIANT RULES FOR USAGE OF SW TEAMS AND MG
CREWS: The following OPT. amendments may be applied to the
listed rules section during the play of any DTW scenario or CG.

A1.124 MACHINE GUN CREWS: MG Crews (represented by a
2-2-8/2-2-7) are the only MMC than can fire a HMG/MMG nor-
mally. Any other MMC firing a HMG/MMG results in a decrease of
1 being applied to the MG’s B# and ROF. A +1 DRM is applied to
any TH attempt made by a MG manned by such units. The Inherent
FP of any squad is halved when firing a HMG/MMG. Any SMC may
fire HMG/MMG normally (i.e., as per A9.12).

A1.1241 FIRE DIRECTION: MG crews do not require a leader to
direct any fire attack beyond range of 16 hexes. MG crews are
immune to the effects of Cowering (A7.9).

1.1125 SUPPORT WEAPON TEAMS: SW teams (represented by
a 1-2-8/1-2-7) are the only MMC that may fire a Friendly LtMtr/
ATR/MOL Projector normally. Any other MMC usage results in a
decrease of 1 being applied to the MG’s B# and ROF. A +1 DRM is
applied to any TH attempt made by a MG manned by such units. Any
SMC fire LtMir/ATR/MOL Projector normally (i.e., as per A9.12).
A22.3 USAGE: Only designated Assault Engineer/Pioneer MMC
and designated SMCs (EXC: Heroes) (i.e., SMC received as part of
apurchased RGs) may use FT normally. Thereisa+1 DRM toall FT
attacks and the B# is decreased by 1 for every level of decrease in
squad quality (EX: non-Assault Engineer/Pioneer elite add +1 to any
FT attack and decrease the B# by 1; Ist Line infantry add +2, etc.).
16. RULES REFERENCES:

16.1 AIIRB SSR are in effect (i.e., RB1-RB18 on the back of RB5).
16.2 CHAPTER DIVIDER: The PL 2.0 Chapter Divider provides
for the placement of Eliminated Units and other record-keeping func-
tions ancillary to the play of Tractor Works.

16.3 CG CARD: The graphic depiction of units on a CG Card is
superseded in all cases by the text description of the OB for that
particular RGs (for all Platoon Leader 2.0 CGs).

DEDICATION
Dedicated to the memory of my departed grandparents, especially my
grandmother Vienna Stephens, who passed from this world on Octo-
ber 25, 1997. Even in retirement she enjoyed her beloved games. I
inherited that same passion from her and for that | will always be truly
thankful. Peter Mudge, December 7, 1997

THE TRACTOR WORKS SQUAD

Bootless Joe Waldron, Peter Mudge, Robbie Weissbard, Nick Kabir,
Ray Tapio, Kurt Martin, Dave Lamb, Oliver Giancola, Steve Pleva,
Rich Pucci, Charlie Kibler, the unkrown German, Don Petros, Vic Pro-
vost, Tom Morin and their Spirit of Stalingrad which emanates from a
basement in Holyoke, Sarah Ann Julia Gallo, Scott and Glenn - the
Houseman Brothers (and their card!), Mike Klautky, Brian Laetham,
Darrell Andersen, Rick Rodgers, Mark Porterfield, Kevin Maldonado
(found at litigator-crossing) and Mike Gribbroek
Dzerhezinsky Tractor Works™ is the trademarked name for Criti-
cal Hit's tactical level game of The Battle of Stalingrad. Copyright
1997, All Rights Reserved. See our ongoing coverage of this and our
other titles in the pages of Crimcar Hit magazine. No one person or
group can snuff out the creative fire. Thanks Kevin! Let us hear from
you with your game idea today and thanks for your support!




Dzerhezinsky Tractor Works CGs Roster Chart

(Permission to photo-copy this form for personal use is hereby granted by Critical Hit!. Inc.)

Nationality: Record Sheet # |:|

CG cP CcP
Scenario DRM Start Repl.Total ELR EC RGsPurchased: RGsID and CP cost SAN Spent Left Initiative Win/Loss Notes:

' HIP Locations Minefields Fortifications Note CVP
Unit(s) Hex Strength Type Location Totals Here
OAPOAT
QAPQAT
QOAPQAT

QAPQOAT

OAPQAT

OAPQAT

QAPJAT
OAPDOAT
OAPQAT
QOAPQAT

QAPQAT

QAPQAT

QAPQOAT

QAPQOAT




| INITTAL RUSSIAN OB: |
| Elements of the 37th Guards Rifle Division [ELR:3] set up on/east of |
| hexrow B (Russian FBE is south edge for AFV, east edge for non-AFV): |
L [SAN4) o AIN FIGUR/
- | I1: Gds. Rifle Coy. x 3 Fortified Building Locations x 6 | INITIAL GERMAN OB:
| G1: AT Bty. x 2 wce | Elements of the 305th Infantry Division and support elements from
| T-70 x 4 (see CGSR 14) 40 FP the 14th and 24th Panzer Divisions [ELR:4] enter on/after Turn | along
the west edge (west edge is the German FBE): {SAN:3}

.| Fortifications Available for purchase: * | Al: StGIIB Plin. x 2 O1: Btln. MTR OBA

M | Ad:PzIIH Pltn. x 2 04: Offb'd Observer
Pillboxes® AP Mines®! | I1:Rifle Coy.x2 B1: Bombardment
: ; I2: Pz2GrPltn. x 5 17CP

| WireS . Set DCS &
Booby Traps® Dummy Minefield® |
o R Russian only and only for Initial CG Scenario. TGt g
& Germans may not purchase for Initial CG Scenario. . CP Replenishment

T Max 60 FP on mines per side for Initial CG Scenario; 30 FP for all _ :
other CG Scenarios. & e e e e S

AM  14/10/42  German Clear _Moist
Dusk 14/10/42 Dual  Clear ois_
Davn 15/10/82 Getoian: Claar M

PM_ 15/10/42  German Clear

Night 15/10/42 German Clear




g.hu Pltn ) - : | SStuGIIIB'
eichte Er PItn. B ! ‘ 4xPzIIF

ner In. - . Al 3xPzllIL |
alf.:.l.n. Y, |2 : __ 4xSPW 251/1 HT

Panzergrn. Pltn. CAT (1 LA 4x4-6-8 MMC

Pionier Pltn. 3x8-3-8 MMC

ttalqn ortas - 81mm OBA
rilery \ | 50mm OBA
| Spotter Plane

AT Gun Sect. | : J |& ~ 3x50mm aK 38

Inf. Gun Sect. % | o Y | 3x7.5cm INF, 1x150mm INF




INITIAL GERMAN OB:
Elements of the 305th Infantry Division and support elements from
the 14th and 24th Panzer Divisions [ELR:4] set up = 2 hexes south of
Russian setup line (west edge is the German FBE): {SAN:3} ; . "
Al: SGITIB Pltn x 2 14: Pionier Pltn x 1 INITIAL RUSSIAN OB: S
Ad: PzIITH Pltn x 2 0O1: Battalion MTR OBA _mL Elements of the 37th Guards Rifle Division [ELR:3] set up on/north of |
A9: Half-Track Pltn. x 1 04: Offb’d Observer | theline G1-G27-R32-KK23 (south is the FBE for AFV's, east for non-AFVs):
= | I1: Rifle Coyx 2 B1: Bombardment | . {SAN:4} _ .
| 12: PzGrPitnx 3 15CP, 40 FP | A2: Medium Tank Plinx 1 G1: ATBty.x 1
| — S N I1: Gds. Rifle Coy. x 2 G2: ART Bty.x 1
Fortifications Available for purchase: & | I2: Guards SMG Coy. x 1 12CP
i 14: Storm Pltn. x 2 50 FP

Sl el Locsimac I

Wi  sapcs [ cGDRM: GERMAN __RUSSIAN

Booby Traps® Dummy Minefield® Battle Hardening 0 . =l

R Russian only and only for Initial OG Scenario. s CP Replenishment 41
G Germans may not purchase for Initial CG Scenario. :

T Max 60 FP on mines per side for Initial CG Scenario; 30 FP for all
__other CG Scenarios.

Time/Date Attacker Weather EC

AM  14/10/42 German Clear  Moist
Dusk 14/10/42 M
Dawn 15/10/42  German Clear

PM  15/10/42 German_Clear

Night 15/10/42 Grm lcar




Medium Tank Pitn. & ; 3xT-34 M41

Guards SMG Coy. 6x6-2-8 MMC

Storm Pin. | i : g _ ae2e MMC
Battalion Mortars . 82mm BA

| diu.m rtil!ery | | 120mm bB

i Ktyshas . 20mm Rocket OBA

AT Gun Battery | |k ot ~ 3xa5mm PTP obr. 42
Inf. Gun Sect. : D | | 3x76mm PP or. 27

Foiificatios )

MOL Capability
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§ Battle TW-A

STALINGRAD, 78 October 1942 The early davs of October saw
both sides trying to find a weak spot in the other’s lines. Following

the bloodlettmo" in the Owrashnaya Woods on 27 September, the
389Ih Illfdﬂfly Division was thrown back into the fight, this time

aimed at the Dzerhezinsky Tractor Works. In the meantime, Stavka,
in early October ordered a Special Defense Command be set up op-

posite the city. The primary result of this moye was the creation of
an artillery division on the east banI\ of the Volga; some troops were
sent to the west bank. Among those replacements for 62nd Army

 was the 37th Guards Diyision of General Zholudey. Using the new
strength added to the defenders, a heavy foll was exacted on the

Germans as the Guards slowlv fell back into the factories.

GAME LENGTH: 11 turns; Russians se}: up first, the Gcrmans move SET UP RESTRIC’I‘IONS Setup on/east of ForrowE

ELR:3— SAN6

flI‘%[
1?2|3 4|5/|6]
7 859 1011

EC: Moderate with no wind.

MAP CONFIGURATION: :
The entire Tractor Works map is used for thlb firefight.

OBJECTIVES:

The Germans win immediately if they control all ground level hexes
of six of the nine numbered buildings listed on the game map turn
record chart (i.e., 1-9). The Russians win by avoiding the German
VCs or immediately upon eliminating/immobilizing/Recalling all
German AFVs,

HANDICAPS: _

@ Replace the 9-1 leader in the Russian OB with a9-2,

= Add'one additional StG HIG to the German OB

ﬁ Any mutually aﬂr:eed upon alte.rat"{on td either side’s OB.

FIREFIGHT SPECIAL RULES (FSR):

FSR1. All German 8-3-8 and 5-4-8 squads (and anv re%ultmg HS)
are Assault Engineers (H1.22). The Germans are Elite (C8.2).
FSR2. The Russians may not enter a sewer after turn nine. Units still
in a sewer Location at the end of turn ten are eliminated. The Rus-
sians may torufy six Locations (tunnels are NA) and have Booby
Trap Level C (exchanging mine factors to increase this lwcl before
the start of play is NA).

ESR2. The Russian T-34 fanks have Inuxperlemcd Crcws

FSR3. All DTW rules apply (i.e.. including 15.3 OPT. MG Crews

and Support Weapon Teams) [EXC: only one sniper is used for each
side. ignore RB 8 but appiy RB 17.1.e.. allow two self—raﬂy attemptq
_per side].

IF-% 1 |%ﬁ - . i
M 0 i
ROF 1 oET {

G TR
RUSSIAN ORDER OF BATTLE:
Elements of the 37th Guards Rifle Division:
ittt an 8,08, (8

|,lﬁ;1 S8 | F e | B8t | B0 e mes| et

L lald
e 32
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fa58 | 228 | M [ | R |BRY olEN we| W
R =3 o i
: L : T
N Phare : 5
G| B | 82mm Battalion Mortar (HE & S)
L i . ' :

%

Tractor Workers Militia and assembly hne tanks:
'Eé-'ﬁ‘f-|d F{% :.._,.__,..\_ T4 a1 ‘

% 3 0 g |ings
26 | 1 B MMG (Ber MG

P
N
] M
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SET UP RESTRICTIONS Setup in (my hcx of Assamblv Hall -

One (#2 on the on-map turn record chart) and/or Assembly Hall -
Two (3).

GERMANORDER OF BATTLE:
Elements of the 389th Infantry Division:
s | | s | TR | st |
&Qé g\&g %f& ﬁn g | B |§’.—’%3-0 o i " po ‘
Iza«sa |n15'r' | 228 | JU i oo MY G Q’a‘é;‘ MG WES L
A28 8 PR R
e e o FT S _

-' )‘L.ﬁv ﬁr}g‘l I.=F:s ep:an \ﬁ:ﬁr I i _| L

it R e all 3 = [

4 2 3 a2
SET UP RESTRICTIONS 389th elements set upon/west of
hexrow C.

.ELR- 4—SAN:3
: GERMAN REINFORCEMENTS:
: Elemenls of the 16th Panzer Artlllery Reglment

Sk St NG |

1 & 1mm Battalion Mortar (HE & S)

Py h

ENTRY: Enter along the west edge on {urn one.

- OFF BOARD ARTILLERY: The Germans receive one 8 {mm Bat-
 talion Mortar (HE & S) with Plentiful Ammo directed by an offboard

observer at Level 2 along the west edge; secretly choose this hex
before all setup The Russwns FECELVe one 82mm Battalion Mortar

 (HE & s;



} Solitaire Campaign xTW-1:

Knight's Cross
INTELLIGENCE BRIEFING: Following the October 14 attack
on the Dzerhezinsky Tractor Factory complex., a corridor was punched

through to the Volga by dusk. At dawn on the 15th, a narrow corri- '
dor had been secured to the river and the German infantry fanned

out to attack Soviet positions from the rear. Your mission 1s to lead
your seldiers into the heart of'lhis_ vital complex and eliminate en-
emy resistance to free up friendly forces to strike south and seize the
next objective of 6th Army, the Barrikady.

STARTING ATTITUDE (3.2): Hold {A2a}

SOLITAIRE CAMPAIGN TABLES (12.32):

ENEMY SAN FRIENDLY SAN
6 4

ENEMY AC¥ RE NUMBERS
4 5/6 ENEMY RE#

3/4 FRIENDLY RE#

MAP CONFIGURATION (13.):
The Tractor Works map is used for this campaign. No other mapboards
may be activated during this campaign. The Russian must set up on/

within the area on map defined by G6-G35-R40-V38-V13-G6. The

German may set up anywhere outside this area. The German FBE is
the west edge and the north and south edges west of hexrow P.

VICTORY POINT OBJ ECTIVE LOCATIONS (14.):
Al MULTI-LOCATION (S14.3) stone buildings and Factories within
the initial Russian set up area are VPO Locations (14.)

SUSPECT PLACEMENT & ENTRY (4.):

Use Table xA%e to place S? Location of a multi-hex building or the
Rooftop of a Factory. In all non-building hexes with a +1 TEM or
greater, a drof 1-2 will place a S? in the hex. After FRIENDLY set
“up, during the RPh of turn one of eqch new CG scenario, re-roll for
new S? in each hex/Location that is not FRIENDLY controlled at
CG scenario start.

PLAY SET UP ORDER:

S? are set up first on the mapboard within the area defined by G10-
G35-R-40-FF33-FF13-P5-G10 or wuhm the current MLR.
ERIENDLY units are then set up anywhere on the map outside of
this original set up area (or ther current ENEMY MLR) and may
enter anywhere along the FBE on/after turn one/Initial Scenario. The
FRIENDLY side moves first.

SOLITAIRE CAMPAIGN END (see also 12.5):
The campaign begins on Dawn of October 15, 1942 and ends after
the conclusion of the Dawn scenario on October 16, 1942 (six CG
scenarios) or immediately upon the German controlling all ground
level Locations of all nine buildings listed on the game turn track at
the end of any CG scenario. Each scenario has a variable game length:

at the end of the Russian CCPh of turns 5-8. a dr is made. If adr <to
‘the circled turn number on the game turn track (on map) is made.
prior to turn eight, the scenario immediately ends. The following

victory levels apply at campaign end (deduct Enemy VP from any

ing to be a VPO for 9.25-.251.

'Friendly VP earned): < 80— Von Paulus surrenders, total defeat!;

81 - 100—marginal victory. death and destruction continue and Hitler
brags about the expected fall of Stalingrad to his cronies in the
Burgerbraukeller, = 101—Chuikoy calls on 62nd Army to lay down
their arms and cross the Volga on rafts and flotsam.

SCHEDULE OF VICTORY POTNTS (12.6; 9.41; 17.1321):

* The ENEMY gains VP for Casualty VP earned.

# The FRIENDLY side earns 1 VP for eqch ground level Factory
(TW6.) Location within the original Russian set up are devoid of all
Good Order MMC at the end of any CG scenario. An additional 1
VP is earned for each ground level hex in any fully controlled num-
bered building within the original Russian set up area.

% The ENEMY gains one VP for each FRIENDLY CP spent.

SOLITAIRE CAMPAIGN RULES (SCR):

SSCRI1. This campaign is set in EF ( Platoon Leader CG6a) and
Stalingrad. Solitaire rules section XSSCR apply to all solitaire cam-
paigns set in Stalingrad. This CG is MID intensity for the German.
SSCR2. The FRIENDLY at start OB is listed below:

RGs: Rifle Coy x 2 RGs: Oftb'd Obseryer

RGs: PzGr Pltn x 4 RGs: Battalion MTR OBA
RGs: StuGHIB Plin x 3 RGs: Bombardment

RGs: PzIITH Pltn x 2 15CP

All RGs are eligible for purchase for the Initial €G Scenario.

SSCR3. Russian Counter-Attack Option: For each CG Scenario af-
rer Scenario two, on a 0 dr (made prior to all set up) change ENEMYY
(i.e., Russian) Attitude to Advanee and give the Russians two Hu-
manWa\-'es.(use R10) during that CG Scenario [as per SASL. 4.3]. A
DRM modifier applies to this dr as follows: CG Scenario three -1;
four -2: five -3. To determine the two hexes for 4.3, use ENEMY
Map edges in lieu of Enemy Board Edge. The Human Waves enter
on Russian turns one and two on the same board edge [EXC:Letter
chits draw for Human Wave: draw two letter chits to choose be-
tween O1-GGl (north edge is used on a dr of 1-3) and M40-Y40
(south edge is used on a dr of 4-6).] Make the dr to determine map
edge after all set up and make a chit draw for each Human Wave.
SSCR4. A +2 DRM to any DR made on Table A1, Use xAS5 (found
on Russian Generation Tables card) to replace A5. Any final even .
DR made on Table Al resultsin a possible Trench or _Fortafled Loca-

‘tion; make a subsequent dr on XA5.
SSCR5. An ENEMY RE can occur even if no unit has been acti-

ated Consider the nearest FRIENDLY conlrolied numbered build-
_ A +1 drm to the colored dr (2.3)
applies to the RE Table for both sides (see_xAll}.

SSCR6. Substitute DTW map for “city mapboard” in 5.1.
SSCR7. At start ELR for the Germans is “4" and the Russians At



Solitaire Campaign xTW-1a:

Knight's Cross

INTELLIGENCE BRIEFING: Following the October 14 attack
on the Dzerhezinsky Tractor Factory complex, a corridor was
punched through to the Volga by dusk. At dawn on the 15th, a nar-
row corridor had been secured to the river and the German infantry
fanned out to attack Soviet positions from the rear. Your mission is
to lead your soldiers into the heart of this vital complex and elimi-
nate enemy resistance to free up friendly forces to strike south and
seize the next objective of 6th Army, the Barrikady.

STARTING ATTITUDE (3.2): Hold {A2a}

SOLITAIRE CAMPAIGN TABLES (12.32):
ENEMY SAN FRIENDLY SAN
6 4
ENEMY AC# RENUMBERS
4 5/6 ENEMY RE#
3/4 FRIENDLY RE#

MAP CONFIGURATION (13.):

The Tractor Works map is used for this campaign. No other
mapboards may be activated during this campaign. The Russian must
set up on/within the area on map defined by G6-G35-R40-V38-V13-
G6. The German may set up anywhere outside this area. The Ger-
man FBE is the west edge and the north and south edges west of
hexrow P.

VICTORY POINT OBJECTIVE LOCATIONS (14.):
All MULTI-LOCATION (S14.3) stone buildings and Factories
within the initial Russian set up area are VPO Locations (14.)

SUSPECT PLACEMENT & ENTRY (4.):
Use Table xA9¢ to place S? Location of a multi-hex building or the
Rooftop of a Factory. In all non-building hexes with a +1 TEM or
greater, a dr of 1-2 will place a S? in the hex.

PLAY SET UP ORDER:

S? are set up first on the mapboard within the area defined by G6-
G35-R40-V38-V13-G6 or within the current MLR. FRIENDLY units
are then set up anywhere on the map outside of this original set up
area (or ther current ENEMY MLR) and may enter anywhere along
the FBE on/after turn one/Initial Scenario. The FRIENDLY side
moves first.

SOLITAIRE CAMPAIGN END (see also 12.5):

The campaign begins on Dawn of October 15, 1942 and ends after
the conclusion of the Dawn scenario on October 16, 1942 (six CG
scenarios) or immediately upon the German controlling all ground
level Locations of all nine buildings listed on the game tumn track at
the end of any CG scenario. Each scenario has a variable game length;
at the end of the Russian CCPh of turns 5-8, a dr is made. Ifadr <
to the circled turn number on the game turn track (on map) is made
prior to turn eight, the scenario immediately ends. The following
victory levels apply at campaign end (deduct Enemy VP from any
Friendly VP earned): < 80— Von Paulus surrenders, total defeat!;
81 - 100—marginal viclory, death and destruction continue and Hitler
brags about the expected fall of Stalingrad to his cronies in the
Burgerbraukeller; 2 101—Chuikov calls on 62nd Army to lay down
their arms and cross the Volga on rafis and flotsam.

s
SCHEDULE OF VICTORY POINTS (12.6; 9.41; 17.1321):
* The ENEMY gains VP for Casualty VP earned.

* The FRIENDLY side earns 1 VP for each ground level Factory
(TW6.) Location within the original Russian set up are devoid of all
Good Order MMC at the end of any CG scenario. An additional 1
VP is earned for each ground level hex in any fully controlled num-
bered building within the original Russian set up area.

* The ENEMY gains one VP for each FRIENDLY CP spent.
SOLITAIRE CAMPAIGN RULES (SCR):

SSCR1. This campaign is set in EF ( Platoon Leader CG6a) and
Stalingrad. Solitaire rules section xXSSCR apply to all solitaire cam-
paigns set in Stalingrad. This CG is HIGH intensity for the German.
SSCR2. The FRIENDLY at start OB is listed below:

RGs: Rifle Coy x 2 RGs: Offb’d Observer

RGs: PzGrPlin x 4 RGs: Battalion MTR OBA
RGs: StuGIIB Pltn x 3 RGs: Bombardment

RGs: PzIITH Plin x 2 15CP

All RGs are eligible for purchase for the Initial CG Scenario.
SSCR3. Russian Counter-Atiack Option: For each CG Scenario af-
ter Scenario two, on a 0 dr (made prior to all set up) change EN-
EMY (i.e., Russian) Attitude to Advance and give the Russians two
Human Waves (use R10) during that CG Scenario [as per SASL
4.3]. A DRM modifier applies to this dr as follows: CG Scenario
three -1; four -2; five -3. To determine the two hexes for 4.3, use
ENEMY Map edges in lieu of Enemy Board Edge. The Human
Waves enter on Russian turns one and two on the same board edge
[EXC:Letter chits draw for Human Wave: draw two letter chits to
choose between O1-GGI (north edge is used on a dr of 1-3) and
M40-Y40 (south edge is used on a dr of 4-6).] Make the dr to deter-
mine map edge afier all set up and make a chit draw for each Hu-
man Wave.

SSCR4. A +2 DRM to any DR made on Table Al. Use xAS (found
on Russian Generation Tables card) to replace A5. Any final even
DR made on Table A1 results in a possible Trench or Fortified Lo-
cation; make a subsequent dr on xAS.

SSCRS. An ENEMY RE can occur even if no unit has been acti-
vated. Consider the nearest FRIENDLY controlled numbered build-
ing to be a VPO for 9.25-.251.

SSCR6. A +1 drm to the colored dr (2.3) applies to the RE Table for
both sides (see xAll).



== German Generation Tables

G1: ACTIVATION CHECK (AC) (5.1) ' G2: SQUAD/HS (5.72)
<3 4-6-8
Unchanged 15 5.4.8
| 69 467
= 10-11 4-4-7
G3: LEADERS (5.72) 19 8.3.8%
Uncl d *Assault Engineers (H1.22)
nchange '=.
; — G5a: AT-GUNS &
G4: SW (5.75) | INF GUNS (5.76)
Unchanged < 6500 AT
7-9 37L AT
G6: STANDARD AFV & G6a e D
SPG & G6c TD (5.71)
<4 StuGIIB G6b: RECON VEHICLE (5.71)
5-6 StuG IIG
7.8 Pz IIIH Unchanged
9-10 Pz IVE2
11-12 Pz IVF1
z G7: TRANSPORT

<4 SPW 251/1
5 Captured*®
6-7 Opel Blitz

G7a: ESCORT VEHICLES

Unchanged “ 8 Sdkfz 7
9  Sdkiz 11
10-12 Buessing-NAG
G8: OBA
Unchanged

Stalingrad Design Contest: The battlefield around
Dzerhezinsky Tractor Works awaits your scenario designs.
Submit your design for a new Firefight, Battle or Campaign
based on the DTW map. The winning entries will be pub-
lished. with photo and gaming mini-bio of the winners and
one of those hot new Stalingrad Framed Neon-Light posters
from Neonetics will be awarded one winner!




'R1: ACTIVATION CHECK (AC) (5.1) |

Unchanged

R3: LEADERS (5.72)

Unchanged

R4: SW (5.75)

Replace and add the following:
dr 11 MOL Projector

*each HMG/MMG/ATR/LtMtr is

manned by a 1-2-7 crew (i.e., received

in addition to any squad)

R6:
SPG (5.71)

<3 0T-34
4-7 T-34 m41
8-9 T-70

10 T-60 m40
11 T-60 m42
| 12 OT-34

STANDARD AFV & R6a

R7a: ESCORT VEHICLE &
R6b RECON YEHICLE

Unchanged

Russian Generation Tables

R2: SQUADS (5.72)

No drm for dates apply

<3 6-2-8

4-7  4-5-8

8-9 447
91252

R5: STANDARD GUNS
& R5a AT GUNS (5.76)

<R
3.4 76L ART
58 4SLAT
| 9100 4SLL AT
150 SIEE AT

12 76*INF

| R7: Transport

|
1

| <4 7IS-5

5-8 GAZ-MM

9-12 IAG-6
R8: OBA
Unchanged

R10: HUMAN WAVE (4.34)

Unchanged [EXC: use SSCR3 to
determine map edge]

<2
3-4
5
6-7
8-9
10
11

hex

| xA9e: Stalingrad Map S? Place-
ment (4.12)

Cellar

Ground level & Cellar*
First Level*

Ground Level

none or rooftop**

Each Level*

Second level*

2> 12 Ground & Second level™®
* Ground level only in NA
“* §? placed at rooftop if available in this

<4
5-6

xAS: Fortifications Table 5.74

Trench®
Trench or Fortified Location if
applicable*

*if rolled for a tank, replace with a Dug-In tank
(EXC: OT-34) unless NA.

Cumulative drm:

-1 MMC is elite

+1 All MMC are Conscripts

+x as per RE




QL

* German Random Events Tabie Changes:

All references to “any mapboard” refer to the DTW map. German units oth-
erwise specified as entering along the north or south map edge enter along
the west o north o7 south edge west of hexrow P (make a Random dr}). Note
the combined tables for Tanks/SPG/TD, etc. All guns are towed onboard
(i.e.. not manhandled). Any RE which call for an effect that lasts for “the
duration of the Mission™ actually lasts for one Mission Scenario. Any RE
that calls for a Random dr to determine the affected unit (E'\ RE 42, "Deter-
mine the AFV affected by a Random dr”) uses the RE Marker, chm}smw the
nearest applicable unit (make a dr for ties).

2a. Random Events Marker: Some RE reguire the determination of the
-nearest unit or other random choices. At the start of each mission. place a RE
Marker (use a sniper counter of a nationali ity not in _play) in the same hex as
~ one of a side’s sniper. This is the RE Marker start hex. Once play begins. the
RE Marker is moved using in the same manner as a sniper and is placed in a
new hex as ca]led tor in applicable RE. :

11. Patrol infiltrates Enemy lines! Make a dr on R2 to detel mine squad, R4
for SW. (re-roll for SW NA for Patrolling) and R3 for leader. On a dr 1-2 one
squadis assigned; 3-4 two squads; 5-6 three squads. Choose patrol type (3.171)
normally Conduét the rest of the Patrol (3:174) normally (i.e., all Friendly
Returned Patrol units are placed in any friendly MLR).

15. Replace DR in this RE with dr.

21. Russian marksman Vassili Zaitsey has moved into the sector! Conduct a
SAN check in the three nearest hexes following a RE Marker, applying the
effects immediately, If any of the SAN checks results in a dr of 17, Zaitsev
is further considered to have slain his counter-part. German super-sniper
Konings; German SAN is reduced to "2 for the the remainder of the cam-
paign and may not be'increased in any fashion (i.e., CPexpenditure).

51: Mistaken air attack! Make a RE Marker DR and attack the nearest units
witha "42 Stuka w/bombs as follows: dr 1-2 atlack nearest hex: dr3-4 attack
nearest two hexes: dr 5-6 attack nearest 3 hexes, =

52: Russian Katyushas devastate friendly.'battali(m! Make a RE Marker DR
and use the resulting hex as the center of a 200mm Rocket FFE:1 which
lands immediately. This FFE is removed at the end of the player turn landed.

53: Friendly mortars fall short! Make a RE Marker DR and use the resuting
hex as the center of an 8 lmm mortar FFE:1 which lands immediately. This

EFE is removed at the end of the player turn landed.

T ENEMY (xA11) Random Events Table Changes:

All references to “any mapboard” refer to the DTW map. Russian units oth-
erwise specified as entering along the north or south map edge enter along
the south edge (make a Random dr). Note the combined tables for Tanks/
SPG/TD, etc. All guns are towed onboard (i.e., not manhandled). Any RE
which call for an effect that lasts for “the duration of the Mission” actually
lasts for one Mission Scenario. Any RE that calls for a Random dr to deter-
~ mine the affected unit (EX: RE 45, “Determine the affected leader by a Ran-
‘dom dr...”) uses the RE Marker, choosing the nearest applicable unit (make a
dr for ties). Any RE calling for reinforcements along the EBE allows units to
enter on the north edge east of hexrow. P on a subsequent dr of 1-3; the south
edge east of hexrow P on a dr of 4-6.

2a. Random Events Marker: Some RE require the determination of the

nearest unit or other random choices. At the start of each mission, place aRE

Marker (use a smper counter of a mtmnahty not in play) in the same hex as
one of a side’s sniper. This is the RE Marker start hex. Once play begins, the
RE Marker is moved using in the same manner as a sniper and is placed in a
new hex as called for in appln.able RE. If in doubt, whenever a RE calls for
the detenmna_non_(}f a unit “on a mapboard™ or randoml ¥ determmed ina
_manner which is NA on a Stalingrad map use the RE Marker procedure,

‘making a RE DR and choosing the affected unit(s) as a factor of range to or

from the RE Marker. Units noted as “closest to the EBE” are resolved nor-
mally, noting the EBE is “the east ed ge (EXC: as defined on the CG Card).

05: Reword the following, *...within five hexes of the RE Marker follow-
ing a RE Marker DR immediately assumes Advance Attitude.”

06: Replace the entire section with the following, "ENEMY infiltration
detected! Make 2 RE Marker DR and place one S? in each building Loca-
tion not adjacent to or occupied by FRIENDLY unit which does not cur-
rently contain any ENEMY units or 57, Each such Location immediately
becomes ENEMY Controlled and the new units therein assume’a Hold
attitude on a subs‘;'equenl'd‘r of 1-4; an Advance attitude on a drof 5-6. Use
xA9e for levels normally. ' :

11: Make a RE Marker DR to determine the unit: use the unit closest to the
RE Marker followme the RE DR

12: Make a RE Marker DR to determine the unit; use the unit closest to the
RE Marker following the RE DR.

15-16: Replace these REs in their entirety wnh the foliowmo “*Patrol
infiltrates Friendly lines! Make a dr on R2 to determine squad. R4 for SW
{re-roll for SW.NA for Patrolling) and R3 for leader. Onadr 1-2 one squad
is assigned: 3-4 two squads: 5-6 three squads. Make a dr to choose patrol
type (3.171) with adr 1-2 Ambush: dr 3-4 Raid; dr 5-6 Anti-yehicle. De-
termine the location for the Mission Hex (3.173) normally using the Rus-
sian RE Mi;rkcr and choosing the nearest location containing Enemy units
for Ambush/Raid missions or vehicles if Anti-vehicle. Conduct the rest of

‘the Patrol (3.174) normally but all Enemy Returned Patrol units are re-

moved from pIav {but not counted as eliminated).”
22: Make a RE Marker DR to determine the unit: use the AFV Liusc:bt to

the RE Marker following the RE DR.

24: Onlv the OT-34 tank detachment may arrive on a DR of 2]
35: SPG are replaced by STANDARD AEV (R6).

52: Replace the RE with the following: Russians attack out of the sewers!
A number (as per DR) of squads (roll on R2) are placed under “ in the
nvo nearest (Random dr for ties) manhole hexes (the RE Marker is placed
in the nearest hex) to a hex determined by the Russian RE Marker. Any
hex containing Enemy units is immediately marked with a Melee counter
and the units therein are treated as if they already conducted one round of
CC at the end of the previous player turmn.

41: Muke a RE Marker DR to determine the unit: use the AFV closest o
the RE Matker following the RE DR.

43: Replace the RE in its entirety with the following: Combat raises Dust
on the battlefield! Light Dust s in effect for the remainder of the CG Sce-
nario, :

51: ENEMY RE#s are increased for this CG Scenario only.

34: Replace the listed RE with following: Fanatic Resistance Nest! One
Russian leader in a- bmldm{r containing no Enemy units, determined by
nearest (Random dr for ties) hex to a hex determined by the Russian RE
Marker. is replaced by a Commissar (dr of 1-3 for 9-0: 4-6 for 10-0). All
units in the building are weated as if in a Fanatic Resistance Nest (DTW

6.4) and all of its ground level locations are marked with fortified counters.

55: German super-sniper Konings strikes! Make a wound severity dr on
the ranking unconcealed ENEMY leader (made a random dr for ties) ap-

plying all effects immediately. If no ENEMY leader is unconcealed, make

a RE Marker DR and make a SAN Lhc&.k against the nearest ENEMY
7V[MC

36: Replace the listed RE with followmu Russian marksman Vassili Zaitsev
has moved into the sector! Conduct a SAN check in the three nearest hexes

~ following a RE Marker, applying the effects immediately.






INITIAL GERMAN OB: INITIAL RUSSIAN OB: . ) . _

Elements of the 267th Infantry Regiment and support elements from | Elements of the 92nd Marine Rifle Brigade, 133rd Tank Brigade and
Kampfgruppe Hellerman [ELR:4] enter along the west edge. The west 271 NKVD Beglment [ELR=3}_ set up anywhere on map. North, south |
edge is the German FBE: {SAN:3} - | and east and is the FBE: {SAN:5}

Al: StuGIIB Pltn x | 11: Rifle Plin. x 2 AZ: NKVD Militia Plin. x 4 0O1: Medium Mortars OBA
04: Offb'd Observer O1: Battalion MTR OBA 11: Marine Rifle Pltn. x 1* G2: ART Bty. x 1

19 CP 15: Storm Pltn. x | 15 FP
- Fortified Building Locations x 4 1zCp
*must set up in The Grain Elevator (116-17-18)

Forti caons Awailable for purchase:

s = 13157 Bl G'l = i
CG DRM: GERMAN __ RUSSI |

_wr‘ G G eade j
! g - e 22 D Battle Hardening 0 -1
Booby Traps® Dummy MinefieldS e

R Russian only and onfy for Initial CG Scenario. : i

CP Replenishment +2 +3
& Germans may nor purchase for Initial CG Scenario. . : &
! Max 20 FP per side for all CG Scenarios.

Attacker Weather EC Wind __Moon _ Hist DRM

German Clear Moderate None

AM. 15/9/42 German Clear Moderte




Siurmgeschutz Phn.

Panzer Pltn.

Panzergrn. Pitn.

Pionier Pltn.

Battalion Mortars

AT Gun Sect. |

Fortifications

Attack Option

3xStuGliB

3xPzIVF2

4x4-6-8 MMC

3x8-3-8 MMC

81mm OBA

3x50mm PaK 38




INITIAL RUSSIAN OB:
Elements of the 92nd Marine Rifle Brigade, 133rd Tank Brigade and
271 NKVD Regiment [ELR:3] set up anywhere on map. North, south

INITIAL GERMAN OB: and east is the FBE: {SAN:3)

Elements of the 267th Infantry Regiment and support elements from

A2: NKVD Militia Pltn. x 4 0O1: Medium Mortars OBA
Kampfgruppe Hellerman [ELR:4] enter along the west edge. The west ;&1, Masine Rjt;el Pz;m « 1}: G2 A;Tu;?:?y Xolr s
edge is the German FBE: {SAN:3] ) ’ 3 o

Al StuGIIIB Plta x 1 I1: Rifle Pitn, x 2 151 Sl Pl 4.1 INEE *

o : 2 AT . . Fortified Building Locations x 4 12Cp
04: Offb'd Observer O1: Battalion MTR OBA . *must set up in The Grain Elevator (II6-I7-I8)

T8r

| CGDRM: GERMAN  RUSSIAN =

Battle Hardening .

Booby Traps®© Dummy Minefield®
R Russian only and ealy for Initia] CG Scenario,

& Germans may act purchase for Initial CG Scenario.
! Max 20 FP per side for all CG Scenarios.

Time/Date Attacke Weather EC
Py, 14/9/42 German lear Moderate

aM. 15/9/42  German Clear Moderate




3xKV-1 M40
3x5-2-7 MMC
3xMOL-P

HW Pltn. 2x82mm MTR, .50 cal., HMG, 2xMMG 6

Light Artillery @ 76mm OBA

Fortifications

MOL Capability




Stalingrad News

ver. 1.1

Dzerhezinsky Tractor Works Errata:

Q. Can the Russian just enter onto shoreline hex, as if they have boat
capability?

A. No.

Q. Ifthey are allowed to move onto shoreline, how many movement points

do they have left when do move onto shoreline hex. Perhaps only the
edge edge hexes that are not shoreline are available for off board entry.
A. See above. No boats.

Q. As regards 3.11-.12 Leader determination. “For a company or larger
unit the CG card will instruct you to make additional leader DR” While
the German | notes points this out, the Russian | note does not. It is true
Russian companies (I1, 12) get only one lcader this way? I understand a
7-0 is supplied as a SW.

A. No. The additional leader is supplied in this case in licu of the extra
DR. The 7-0 is supplied as an “addl. SMC”. Note z reads “...the follow-
ing SW/addl. SMC” and continues, “Guards Rifle Coy - 1 X HMG; 1 x
MMG: 2 x LMG; 1 x ATR; 1 x Lt Mtr; 1 x 7-0. Thus, the note provides
a second SMC, the 7-0 to I1. A second leader is then obtained as per
1.12. The Guards SMG Coy, 12, receives one leader as per 3.12. The
Storm Pltn also receives one leader as per 3.12, and note 14 also receives
a -1 DRM to their roll.

Q. CGII 12 states that purchase restrictions may be ignored for the initial
scenario. But what exactly gets ignored? Does this mean the purchased
units are available immediately? Or that more sections may be purchased,
even in excess of the Scenario and CG maximum, but only if purchased
for the initial

scenario?

A. It’s a comparison with CG-TW1, CG SCENARIO RULE 12 (in CG-
TWI1) to 12 (in CG-TW2), i.e., the German may purchase the previously
restricted M2, G1-3 not allowed by 12 in CG 1. Our attempt to clarify has
apparently confused but that’s all it means.

Q. For the Russians in CG 11, set up is an area defined on one side along
hex row G. The German setup area is “south” of the Russians although
the German FBE is West. I am trying to confirm that you actually mean
no Germans may setup west of row G but reinforcements may still enter
along there?

A. The Russian set up is delincated as G1-G27-R32-KK23. Replace
“south™ with “southwest” or “outside of”” to avoid confusion.

Q. My understanding of the historical situation is that the Russians were
surrounded on three sides, only the river provided a link. So it makes no
sense the Germans would not be able to set up although ironically the
west is the FBE.

A. Russian armored and infantry reinforcements need to enter along a
non-water hex in game terms (and an FBE in PL terms) and this is the
south edge FBE provided. Historical data also backs up this choice and
your supposition would seem to indicate the Germans held all of Stalingrad
south of the Tractor Works. Remember also where the Germans headed
off to after their victory at the Tractor Works. Even if you own no books
on the subject, read the first line in the historical introduction to RB CG
I: INTO THE FACTORY, “Following the fall of the Dzerhezinsky Tractor
Works (author’s italics), the Germans turned southwards against the Red
Barricades Ordnance Factory.”

Q. German RG note A is interesting. It states units as “available for on-
map set up on CG day of purchase [EXC: German Initial scenario].”
Additionally CGI2 for both CGs states neither side has purchase restric-
tions for the initial scenario. Do these two rules not contradict each other?
A. No. See above and below as regards your 12 question and OBA. Your
question missed the point that this reference simply negated CG SCE-
NARIO RULE I2 from CG-TWI.

Q. Strictly interpreted, the German may not purchase OBA since note a

applies to several groups including the ‘O’ type. If CGI2 is used, then the
EXC clause is completely unneeded since both CG use the [2 rule. What
is correct?

A. The Germans may purchase OBA. Bring a radio in from off-board, do
not add a phone for the Initial Scenario (i.e., on board as Germans enter
from off board). No restriction on purchasing an Offboard Observer (O4)
for Initial Scenario. Note a reads, *“Available for on-map setup on CG day
of purchase (EXC: German Intial Scenario).” The EXC simply reminds
you this note does not apply for the listed RGs for the Initial Scenario.

Q. As far as setting up Set DC, the PL rules state they may begin HIP.
Without additional notation, this implies it is discovered by the first en-
emy unit in that location. However, the Red Barricades rule does make
this explicit inclusion.

A. Noted. Use 011.6073.

Q. Does DTW use Red Barricades-style Set DCs, that is, they are HIP
until the location is searched?

A. Yes, as per O11.6073.

Q. Does mere occupation of the location discover it?

A. No. See above.

Q. Storage Tanks reference “RB9” but I assume this should be 09.

A. Correct.

Q. The debris example art in the rules uses a bad example. It shows hex
H28 but the text refers to G28.

A. Both contain debris (a building with debris in the case of H28.)

Q. Does the game turn track art work exclude the area it covers from
play?

A. Yes. FF35-40 are in play; GG36, HH36, 1136, 1J 36 and KK36 are in
play.

The Grain Elevator

Q. In the German OB, it lists, “O4: Offb’d Observer”. There is no O4.
Does it mean 027

A. Yes.

Q. In the Russian OB, it lists, “A2: NKVD Militia Pltn. X 47, “A2” is the
Medium Tank Pltn; an NKVD Pltn. Is 13. Does the OB mean 4 x NKVD
Militia?

A. Yes. Same goes for “G2: Arty Bty.”, there is no G2, use Gl instead.
Q. I assume Russian Note ¢ also includes INF guns as regards being
accompanied by a 2-2-8 crew.

A. Yes.

Q. In the CG E1 Objectives, can draws occur? Should it read, “The Ger-
mans win...all stone buildings...” instead of Locations?

A. Yes. No.

Q. I notice in some hexes on the GE map building depictions cross over
hexsides? Does this make these new hexes Building hexes?

A. No. Building depictions that cross over a hexside block LOS and By-
pass movement across those hexsides and have no other effect on play.
Note that A9 is a building hex despite the fact that the building depiction
‘misses’ the hex center-dot.

Q. Can you clarify the status of the Grain Elevator (Building 16) hexes I7-
187

A. Yes. These have a Ground Level and Rooftop Location at Level 2 only.
These rooftops may be reached from Level 2 of hex 16. Treat these Roof-
tops as per 0.4B amd O.5 for entry and all other purposes otherwise.

SPECIAL THANKS:

To Robert Delwood for his assistance with this errata!
To Chuck Hammond for translating a page of German in the original!
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DZERHEZINSKY TRACTOR WORKS RETRO ACTION PACK SCENARIO SET

STALINGRAD, SOVIET UNION, 11 October 1942: While the German Generals pored over their maps, Rus-
sian General Yeremenko stepped in and ordered a counter-attack against the western outskirts of the Tractor
Works, which was launched by the 37th Guards and one regiment of Gorishny’s division on the 11th . T-34 tanks
from the Russian 84th Tank Brigade carried Soviet soldiers into the fray. For their part, the German infantyman
loathed house-to-house fighting. And their generals, often far outside the city, had no idea what they were sending
their men into. Sometimes the enemy was physically unrecognizable, with every man’s uniform impregnated by
the same dun-colored dust. The Russian commanders moved their men as close to enemy lines as possible, to make
it harder to safely bomb and shell the Russian troop concentrations. The battle degraded into countless murderous
confrontations, and visibility was never more than 100 meters during much of the battle. Still skilled in the combat
arts, the German soldier largely lost his tactical advantage in a battle that became more and more to the liking of
his enemy.

A set of 6 action packed scenarios are available for owners of DZERHEZINSKY TRACTOR WORKS RETRO
edition. They are former Stalin's Fury plus new material ported to play on the full-sized map that was ONLY pub-
lished with the original DTW. The scenarios feature the new layout and art shared by all the current ASLComp
releases.

Critical Hit 2012



TOO CLOSE FOR COMFORT

DTW AP #1

#= GERMAN Sets Up First

1

Yr RUSSIAN Moves First

2 3 45|67

)

Elements of the 37th Guards Rifle Division and the 84th Tank Brigade [ELR: 3] set up east of the line K26-K28-J28-J40

{SAN: 5}:
T | g B | o | oo | s 25 |2 e (27| 2| St
E6-28 | gg58 | 127 1 d 4 (36-12 | en(214-10 | en[112-6 1-12 | 7morale
6 6 2 3 8 76L 2/4
6
Choose one OR both of the LMG CH~ 17 | cH 17
following additions to the Rus- %ﬁ@ 92 | e 2, 19 Ze @
C { AND/OR Qs | el
sian OB (see SR #2): E6-2-8 LY 811(1]2-6 A «BF32
76L 2/4 | 76L -4
4 2
2
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Elements of the 389th Infantry Division [ELR: 3] set up northwest of the line H26-H27-F28-C27-C40: {SAN: 4}

HMG MMG LMG CH. w0
ﬁﬁ -&? ﬁ" %.'1 g”"‘ @i.@.g app > 3PP E!"'_L ? Q@
1467 | 228 @716 | @512 | @38 | 7momle | [3) Wy
" 2 2 4 8 |50 5 AT
Choose one OR both of the following KHE w FT “,P'Lc CH o 13 |CHo el
additions to the German OB (see SR #2): £83.8 10-2 g} ;41_'1 3:3:1 AND/OR E%? @ i @
4 2 2 50L 35 | 750 35
2 2
MAP LAYOUT: I ixpeii
N * Decrease game length to 6 %: turns.
DTW
% * Add a FT to the non reinforcement portion of the Russian OB,
- — 1
I
— =

(only hexes numbered 26-40 are playable)

OBJECTIVES: The Russians win at game end if they Control = 6 (see SR
#2) building/rubble hexes in the German setup area. Each building/rubble hex
within the Russian setup area Controlled by the Germans at game end is
deducted from this total.

SPECIAL RULES:

1. All DTWSR are in effect. EC are Moderate, with no wind at start.

2. Prior to all setup, both players secretly select one/both of their optional
groups to add to their respective OBs. If the Russian player has chosen more
optional groups than the German, increase the number of building/rubble
hexes he must Control at game end to = 10; if he has chosen fewer groups,
reduce the Russian objective to 2 4 building/rubble hexes.

STALINGRAD, SOVIET UNION, 11 October 1942: While the German Generals pored over
their maps, Russian General Yeremenko stepped in and ordered a counter-attack against the
western outskirts of the Tractor Works, which was launched by the 37th Guards and one
regiment of Gorishny’s division on the 11th . T-34 tanks from the Russian 84th Tank Brigade
carried Soviet soldiers into the fray. For their part, the German infantyman loathed house-to-
house fighting. And their generals, often far outside the city, had no idea what they were
sending their men into. Sometimes the enemy was physically unrecognizable, with every
man’s uniform impregnated by the same dun-colored dust. The Russian commanders moved i
their men as close to enemy lines as possible, to make it harder to safely bomb and shell the

Russian troop concentrations. The battle degraded into countless murderous
and visibility was never more than 100 meters during much of the battle. Sti

combat arts, the German soldier largely lost his tactical advantage in a battle that became more

and more to the liking of his enemy.

confrontations, §
11 skilled in the §




CUT IN TWO DTW AP #2

== GERMAN Sets Up First

:A' RUSSIAN Moves First 1 2 3 4 5 /A
Elements of the 37th Guards Rifle Division [ELR: 3] set up in hexes numbered <31: {SAN: 4}

MMG LMG

%%Tg % B8 %'9-2 ﬁ&n ﬁ?-ﬂ gﬂuﬂ-‘g—s T ot | 7

E6-2-8 | g458 | 1-27 (316-12 |en[214-10 | en[12-6 | 7morale

F 4 8 2 2 4 8
Choose one of the following 9-2 CH 14 CH 2, 17
additions to the Russian OB |~ D@i OR ﬂ%@
(see SR #2):
451 -2 76L  2/4
6 4
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_1BL Elements of the 389th Infantry Division [ELR: 3] set up in hexes numbered > 32: {SAN: 3}

MMG G
gﬁ g_ ‘ﬁ \ - LMG | e E 9 CH {10 CH_ . 13s m
y &- &‘ A 9-2 8-1 P‘éi 49| < e 1 X10 H i‘b ?’m MPh/RtPh:
Eg3-8 | 1457 2-2-8 @512 | @38 24-1| T7morale | [3] & - dr = MF
2 4
Choose one of the following g_ - fg DC CH o 13 [CH o 14
o4 A 1PP %
additions to the German OB f ﬁ' g%i- &8 EJ & A OR : @% $
(see SR #2): £3-3-8 24-1 30-1
3 2 2 50 3/5 | 75+ 35
2
VARIATIONS:
MAP LAYOUT: s Replace the 9-2 leader in the German OB with a 10-3.
DTW
* Game length is increased to 7 2 turns.
N
r = " %
l l SPECIAL RULES:
i ;- 1. All DTWSR are in effect. EC are Moderate, with no wind at start.

2. Prior to all setup, both players secretly select one of their optional groups
to add to their respective OBs.

3. The Germans receive Random Air Support (E7.; see E7.2 for arrival) in the
form of one "42 Stuka w/bombs.

4. The Germans may utilize HIP for all wire (as if it were night per E1.16) and
OBJECTIVES: The Russians win at game end by controlling building #4 <3 squad-equivalents and any SW/SMC stacked with them. Units/wire using
and > 3 of the following buildings: S33, V34, W32, and R36. HIP must setup in hexes numbered = 34 and west of the Y33-T39 road.

STALINGRAD, SOVIET UNION, 12 October 1942: The Russian attack smashed into the
soldiers of the 389th Infantry and 14th Panzer Divisions along the southwest side of the
factories, and gained but little ground in an immense blood-letting. The attack was quite a
success in Stalingrad terms—Zholudev’s men gained 300 yards and Gorishny’s 200 after §
fighting through the 13th. After this attack, another lull settled over the battlefield as both sides
regrouped. The Soviets frantically grabbed as many tongues (German prisoners) as possible,
and slowly figured out the V'] Armee plan. Von Paulus would launch an attack directly against j!
the Tractor Woraks that would sweep to the Volga and cut Stalingrad in two, threatening Soviet 3
lines of communications.

(only hexes numbered 27-40 on/between
hexrows J-Y are playable)




PROGRESS MEASURED IN... DTW AP#3
o 1/2/3]4!5]6

Elements of the 37th Guards Rifle Division [ELR: 3] set up = 2 hexes from any hex of Building #6 and/or on/east of hexrow Q:

{SAN: 4}

: LMG |, _ FT DC
%ﬁfﬁ % %w-z ﬁ 81 §§+s Tot | fmm | 4”4 ?
E6-28 | 248 | ¢ m2-6 | 241 30-1 | 7morale

8 3 3 3 8

EL Elements of the 389th Infantry Division [ELR: 3] set up in any hexes of Building #6: {SAN: 4}
=+

Tt | [ [
3 4 2

Reinforcements set up adjacent to any hex of Building #6:

LMG | Minefield M
1PP inen e
% 8-0 ! MPH/RtPh:

E838 | 1467

= i

12 A-pL &M
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MAP LAYOUT: VARIATIONS:

o o The Germans receive three Fortified Building Locations.

- — — 9 N * Game length is 7 1/2 turns.
1@
(only hexes numbered 10-24 are playable) SPECIAL RULES:

1. Al DTWSR are in effect. EC are Moderate, with no wind at start.

2. The Germans may use HIP for <2 squad-equivalents and any SMC/SW
OBJECTIVES: The Germans win at game end if they Control 2 10 ground  stacked with them of the portion of their OB that sets up in Building #6.
level hexes of building #6. 3. The Germans may Fortify (B23.9) < building Locations.

STALINGRAD, SOVIET UNION, 2 December 1942: Operation Uranus took the German
High Command completely by surprise. Attacking in great strength far from Stalingrad, the |
Russians managed in just a few days to not only trap the German units in the city itself, butalso |-
most of the German and Axis units on both flanks. The Germans reacted slowly, and those units
in the path of the encircling attack were smashed. Not a narrow breakthrough but a huge link-
up of Russian forces resulted. After another day of fruitless attacks in the city, the German §
command under General von Paulus called off offensive action and went over to the defensive
as the German perimeter was gradually squeezed back. By early December, the Tractor Works
was again in the front lines, this time full of miserable remnants of many German units facing
fresh and confident Russian troops. The Russian 62nd Army, still clinging to life and a thin
thread of land along the Volga, began to push back against the Germans, mostly using small
storm groups. By this point, the Germans had a hard defense line in depth—rows of wire,
pillboxes, earthworks, mines and fortified buildings. German soldiers mostly sat in their under-
ground warrens, trying to stay warm and only firing back when attacked. Fighting was mostly
limited to small areas, but was as vicious as always. Little ground was gained and progress was measured not by yards, but by corpses




STALINGRAD STREET FIGHTERS DTWAP#
Yr RUSSIAN Sets Up First
= GERMAN Moves First 1 2 3 4 5 6 7 ///A

Elements of the 37th Guards Rifle Division [ELR: 3] set up in any hex of Building #2 and/or Building #6 and/or <4 hexes from hex

Q14: {SAN: 4}

%%F HMG mMMG LMG (1]
4 [ E S5PP =p= 1PP 1PP
1 %% % ; w2 | Fr0| Fras| oo | | = | o+ &
ii.rlg%r £4-58 | E2-4-8 2-2-8 ié"z% %’ ﬁ "%’ % [36-12 |n(24-10 | en[02-6 313-21
6 10 3 2 3 2 2 3 2

CH.g, M8
? e
7 morale
6 76+« INF
2

EL Elements of the 389th Infantry Division [ELR: 3] set up on/west of hexrow K and/or in hexes numbered 2 21: {SAN: 5}

HMG MMG LMG | , FT DC
il | [t [ 0 4 e
6 16 2 2 3 5 2 2
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VARIATIONS:
ﬁ,l-lri Replace the 10-3 leader in the Russian OB with a 9-1.

* Replace “immediately” with “game end” in the victory conditions.

(only hexes numbered <24 are playable)

SPECIAL RULES:
1. All DTWSR are in effect. EC are Moderate, with no wind at start.
OBJECTIVES: The Germans win immediately if they Control 2 2 of the 2. On Turn 1 the Russians may move <4 MMC. There is no restriction on
following buildings: #2; #5; and/or #6. SMC and all units may advance normally.

STALINGRAD, SOVIET UNION, 14 October 1942: By dusk on the 14th the Germans had surrounded the
tractor Works on three sides. The victorious Sixth Corps would soon be reporting the destruction of twenty enemy §
tanks and the capture of 1,028 prisoners along with scores of mortars and artillery pieces. Hitler would boast to his i
cronies in the Burgerbraukellar that all Germany controlled all but small pockets of the city. But the fighting raged s

on in the complex on the Volga as small groups of soldiers hunted one another down with flamethrowers facing E&
down Soviet 75mm ‘Stalingrad Street Fighter” howitzers at point-blank range.




KILLING ZONES DTW AP #5
Yr RUSSIAN Sets Up First 1 2 3 4 5 6

== GERMAN Moves First %

Elements of the 37th Guards Rifle Division [ELR: 3] set up east of hexrow M: {SAN: 3}
HMG MMG LMG

Mo |00 M0 |08 | pn | for | oo | frin|=s |2 | 2ot TR | 2

E62-8 | €458 |1447 | 228 | 127 @612 [en[214-10 | n@2-6 20-1| 7 morale

2 2 6 3 2 2 3
CH ‘J,;‘:ﬂ CH, , m9 Mi:aﬂ-ld
L3
SR | pRS
45L AT | 76L ART 12 A-P
2 factors

_IBL Elements of the 14th Panzer Division [ELR: 3] set up west of hexrow K; no Panzer may be setup greater than two hexes from at
least one other Panzer (i.e., half-tracks may set up freely): {SAN: 3}

LMG | FT |CH, 16 |CH . 13 |CH_, 13 | CH o 14
gﬁ- %ﬁ- K -1 %8-1 é%i-‘-s 1PP EJ' xx‘&. %6;. : a '3%© “5’%&] : 4"’[;]

€838 | 1467 038 | o | 1, 0% | @ T m
2 6 > 3 AAMG -/-/3 | 50 a5 | S50L © 35| I5L 35

6 3 3
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MAP LAYOUT: VARIATIONS:
DTW * The Russians may not setup any units using HIP,

The Russians may use HIP for <6 squad-equivalents and any SMC/SW
stacked with them.

= N
| D
I

=

(only hexes numbered 14-36 are playable)

SPECIAL RULES:
OBJECTIVES: The Germans win at game end by having = 2 mobile tanks 1. All DTWSR are in effect. EC are Moderate, with no wind at start.
(i.e., not half-tracks) with functioning MA or = 2 Good Order squad-equiva- 2. The Russians may use HIP for <3 squad-equivalents and any SMC/SW
lents on/east-of hexrow T. stacked with them.

STALINGRAD, SOVIET UNION, 14 October 1942: The attack on the 14th featured more [ -
than 200 German tanks directly assaulting the Tractor Works. As the fighting moved through |:
the factories the Russians showed off their new anti-tank techniques, creating ‘killing zones’ by |.
mining streets and preparing ambushes using camouflaged anti-tank guns and dug-in T-34 [ "
tanks. Channeling the panzers into these zones amongst the shattered buildings slowed the | .
German rush repeatedly as the fighting wore on. &




FOUR MEN AND A BABY ... MG DTW AP #6
== GERMAN Sets Up First 1 2 3 4 5 6
Yr RUSSIAN Moves First

Elements of the 37th Guards Rifle Division [ELR: 3] set up in any hex of Building #1: {SAN: 4}

% - MMG LMG DC | cH o MB
%g PP 1PP

e & E& %‘s-z ﬁr-o &%1-4-9 == | —ot+ 8" %vb
228 | 127 (2410 | o126 01| @

2 2 2 76+ INF
2

4

o | I0r
o

L=
Z

JEL Elements of the 389th Infantry Division [ELR: 3] set up on/west of hexrow O: {SAN: 4}
MMG LMG

"I | U | B || e | B | A0 7 (A | 2

3PP H
£838 | 1467 | €3-38 @512 | m38 24-1| 7morale
5 6 2 4 2 8
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MAP LAYOUT: VARIATIONS:
DTW N f-.',‘é Change the OBJECTIVES to read, “...2 3 squads-equivalents...”.

e % Y The Russians have MOL capability (A22.6).

L — /| (only hexes numbered 18-30 on/between
hexrows M-U are playable)

OBJECTIVES: The Russian win at game end by having = 2 Good Order SPECIAL RULES:
squad-equivalents OR > 1 functioning Gun possessed by a friendly Good 1. Al DTWSR are in effect. EC are Moderate, with no wind at start.
Order MMC in building #1. 2. The Russians suffer from Ammunition Shortage (A19.131).

STALINGRAD, SOVIET UNION, 14 October 1942: Over the course of October 14 and 135, |
the 84th Tank Brigade claimed to have destroyed thirty German medium and heavy tanks ata
cost of eighteen of their own. Lieutenant Gonychar of the 37th Guards was credited with |
dispersing an attack with only four soldiers and a captured machine gun under his command.
Nonetheless, these heroic efforts would not save the Tractor Works. By the end of 15 October,
only small pockets of Russian resistance remained in the complex. These last hold-outs were all
winkled out over the next few days. Once captured, the Dzerhezinsky Tractor Works became
a backwater in the Battle of Stalingrad. But for only a short time. As the fighting for the
factories to the south raged, German units arrayed themselves on the west bank of the Volga to
interdict the movement of Russian supplies and reinforcements on the river. Several headquar-
ters set up shop in the Tractor Works, since they still provided good cover and extensive space
underground.




