








Across the Volldov 1
VOLKHOV RIVER, RUSSIA 19 October 1941: After the failure to
secure a bridgehead across the Volkhov the previous day, Colonel
Jose Martinez Esparza, Commander of the 269th Regiment, 25oth
Infantry Division, ordered another crossing at O8O0 hours on the 19th
of October. The rubber boats however turned up late' A break in the
frost combined with heavy rain turned the single road from the rear
area supply depot at Miasnoi Bor into a quagmire and the entire area
into slush and swamp. The dejected Colonel was even forced to aban-
don his beloved Studebaker that he had brought with him from Spain.
Only the regiment's seven-horsepower Ford was light enough to slide
forward. Boats and skiffs were manhandled through ttre trees to the
riverbank. At 15OO hours, Lt. Jose Escobedo pushed offwith 2 pla-
toons and no artillery preparation. Across the river, the Ukrainians
and Tartars of the 848th Regiment, 276th Rifle Division sat low in
their slit trenches unaware of the coming attack.

Elements of 2nd Battallon, 269th Regiment, 250th Infantry Divlsion set up in hexes numbered A1-
46. No more than TWO squads, and ONE SMC may set up per hex. Boats may begin play Beached on
west bank hexsides, with units alreadv loaded into ttrem:
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Elements of the 848th Reglment, 276th Rifle Dtvtston set up onlbetween hex row K-Q on/north of

her<row 7, no more than ONE squad and ONE leader per hex:
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nussr.lx sets up First

SPANISH Moves First

OBJECTMS: The Spanish win if they Control more lrvel
2 Hill hexes on/between he<rows M-O than the Soviets by
Game End.

SCENARIO RULES:
f . Al SFSR are in play. EC are Wet, with no wind at start.
2. The Spanish IO-2 leader represents Lt. Escobedo. He starts
plav marked with a Heroic counter (AI5.2). Any Spanish
irnit, as long as it is stacked with and/or in adjacent hexes
to this Good Order leader, is considered Fanatic (AlO.8).
3. The Soviet player must place the following AP mine
counters in a cup (or face down): 3 x'6' strength; I x'8'
strength; 3 x dummy counters. Draw FIVE randomly with-
out looking at the strength of each and place them in ground
level hexes on/between he>cows G-J.
4. Mark all Soviet MMC under No Move counters. The So-
viet player may only'activate'units (Fire or Move) if they

@@@@@@
start a MPh stacked with a leader, or they are Pinned/Bro-
ken by enemy fire. Soviet units that are not stacked with a
leader may only conduct Defensive Fire.*rey may however
Advance normally. Once a unit is 'activated', it may fire/
move normally for the remainder of the scenario.

MAP CONFIGURATION: TheVOLKHOVmap is used forthis
scenario. Only hexes numbered S 8 are in play.

IIANDICAF:

Spanish: Remove one 4-2-6 squad from the Russian OB.

Russian: Add an LMG to the Russian OB'
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Revenge of the Ukranfans
VOLKHOV RIVER, RUSSIA, 2O October 1941: After clearing Soviet resis-
tance on the knoll, Lt. Jose Escobedo emplaced his 2 machine guns in readi-
ness for the expected counterattack. He ordered his men to dig in. Ammuni-
tion and supplies were quickly ferried across the 25O-yard wide river. The
wounded were evacuated and limited reinforcements were brought over. The
Soviet POWs were quickly put to work assisting in this re-supply effort. The
2nd Battalion of the 848th Regiment launched its first attack at I 9OO hours,
but was quickly driven back into the darkness. Reinforcements from the 3rd
Battalion of the B48th were quickly rushed into the fray within an hour.
This time they managed to break into the Spanish lines but after a savage
counterattack, which saw hand-to-hand fighting, the Ukrainians were driven
back again. The Soviets rested for a while and tried another attack at 23OO
hours, which was again repulsed. At midnight the Ukrainians rushed for-
ward again, this time supported by artillery. While chanting the battle cry of

"Urrah! Urrah!" they stormed towards the Spanish lines.

@ sru,xrsn sets up First

fr nussl,l,iv Moves First @@@@@@@
fire these units normally.
5. Night Rules (E1) are ih effect. The Base NVRis 3, with a
half moon and scattered clouds. Both sides are normal
(E1.6).

MAP CONFIGURATION: The VOLKHOV map is used for
this scenario. Only hexes numbered < 8 are in play.

IIANDICAP:
Spanish: Add a 1-4-9 Hero to the Spanish OB.

Russian: Replace the TOmm OBAwith 8omm {MTR) OBA.

Elements of 2nd Battalion, 269th Regiment, 250th Infantry Division: Set up on/between hex rows
K-Q, in any hexes numbered < 8:

Elements of 6 Company, 2rl.dl
Battalion, 269th Regiment,
250th Infantry Division enter
on turn two from the west map
edge on/between hexes num-
bered 1-6. Boats may begin play
Beached on west bank hexsides:
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Elements of 6 Company, 2ndBat-
talion, 269th Regflment, 25oth
Infantry Division set up in hex G4
(see SR #4):
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Elements of the 848th Regiment, 276ith Rtfle Division enter on turn one along the east edge:
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Relnforcements: At the beginning of tum two and each turn there-
after the Soviet player rolls one die and consults the Reinforce-
mentTable (at right). All reinforcements enter along the east edge
that turn and each result may be received ONCE. Duplicate rolls
result in no reinforcements for that turn.

3x 4-2-6 + 7-0

2x4-2-6 + LM G

3x4-4-7 + 9-1

2x4-4-7+MMG

2x44-7 + LM G

OBJECTMS: The Soviet plaver wins if he Controls more
lrevel 2 hilltop hexes onlbet'iiteen hocrows M-O than the
Spanish player at Game End. The Soviets win Immediately
upon Controlling hex G4.

SCENARIO RULES:
1. All SFSR are in play. EC are Wet, with no wind at start.
2. The Soanish 1O-2 leader represents Lt. Escobedo. He
starts play marked with a Heroic-counter (AI 5.2). Any- Span-
ish unit, as long as it is stacked with and/or in adjacent
hexes to this Grood Order leader, is considered Fanatic
(Alo.8).
3. The Soviets receive 7o+mm OBA (HE on$ [EXC: the
Russians receive a -2 DRM to Radio Maintenance DRI. Due
to a lack of training tJle Soviet player suffers a +1 on his
Accuracv dr.
4. Hex G4 is the Spanish'landing and supply,point'. The
starting units plac-ed there mav not exit this hex until a
Soviet irnit firei upon them. Ttie Spanish player may still
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lnto the Forest
VOLKHOV RfVER, RUSSIA 2O October 1941:After surviving a night of
several furious counterattacks from the 848th Infantry Regiment, the Span-
iards had secured their foothold on ttre east side of t]'e Volkhov River. Con-
scious that time was of the utmost importance, Col. Esparza rapidly began
shuffling more reinforcements across tlee river. The last two companies of
the 2nd Battalion were quickly put across the river under heavy but highly
inaccurate Russian artillery fire. Their first order of business was to expand
the bridgehead to ttre east and the south. Follow up reinforcements from
the regimental reserve-the I lth Bicycle Company-would soon be ferried across
and were directed to drive north and later that day hook up with a mounted
reconnaissance unit of the l26th Division. 2nd Battalion formed up to push
into the dense woods to the east, but the surviving soldiers of the 848th had
other ideas.

Elements of 2nd Battallon, 269th Reglnent, 250th Infantry Dlvlslon set up onlwest of hex row O,
on/ between hexes numbered 1-7:
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Elements of 6 Company, 2nd
Battal lon,  269th Regiment,
25oth Infantry Division set up in
hex G4 (see SR #2):
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Elements of the 848th Regiment, 276,tla Rifle Dtvtston set up in any hex onleast of hex row Q, in any
hexnumbered < 8:

W
'4-4-7

W
.4-2-G ft"'ft'"FPt2 \

Rng:6

l9.Fil LMG"^,sl3fil, urn
7

I

7 motah

Foxhole
rdeF-

1S
5 I 2 2 8

*
r
tF l

RUSSIAN Sets Up First

SPANISH Moves First @@@@@
this scenario. Only hexes numbered < 8 are in play.

IIANDICAP:

Spanish: In Objectives, change'unbroken' to'Good Order'.

Russian: Replace on LMG with an MMG.

MAP LAYOUT:

OBJECTMS: The Spanish playerwins if he can clear one
of the two trails (T2-U2-V1 or T6-U7-U8-V8) and their adja-
cent hexes of any unbroken Soviet units at Game End. The
Soviets win Immediately upon Controlling hex G4.

SCENARIO RULES:
1. All SFSR are in play. EC are Wet, with no wind at start.
2. Hex G4 is the Spanish 'landing and supply point'. The
starting units placed ttrere may not exit tJlis hex until a
Soviet unit fires upon them. The Spanish player may still
fire these units normally.
3. The Soviet player may HIP two squads (plus any SMC/
SW stacked with them).

MAP CONFIGURATION: The VOLKHOV map is used for
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N

/T\*wt
s



South to Glory
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VOLf,IIOV RII9ER, RUSSIA 20 Octobcr l94l: Spanish troops soon
found themselves mired down in a savage counterattack that the So-
viets threw up as the Spaniards started to move tnto the woods to the
east of the beachhead. Not wishing to lose any of the hard won initia-
tive, Colonel Jose Martinez Esparza decided to abandon his plan to
widen his toehold and ordered that the main thnrst be focused south
to drive towards Novgorod. 9th and loth Companies of 3rd Battalion
of his 263rd Regiiment were put across the river, as well as 2nd Com-
pany of DivisionalAT. The gun teams of the PaI(|6's looked forward to
pitting their guns against the tanks of the SovietArmy. South of them
lay tlle hamlet of Zmetsko, and beyond that, ,the villages of Russa and
Sitno. But ffrst tJrey would have to 'convlnce'the soldiers of the 848th
to let them by.

* RUSSIAN Sets Up First

SPANISII Moves First @@@@@
eftts of a normal btrnker. Units in a bunker receive only a +2
TEM through its CA rather than the normal +3 TEM. All
other rules for Pillboxes apply normally.

MAP CONFIGT RATION: The VOLKHOV map is used for this
scenario. Only hex rows A-P are in play.

IIANDICAP:

Spanish: Delete on Russian 4-4-7 squad.

Russian: Delete the 3rd Battalion OB's MMG.

O&IECTMS: The Spanish playerwins if he Exits > 1OVP
of units offthe south map edge while amassing more CVPs
tllan the Soviet player at Game End. Botll players earn CVP's
normally. Additionally the Soviet player ezuns I VP for eaeh
Good Order Soviet unit left on the map at Game End. The
Soviets win Immediately upon Controlling hex G4.

SCENARIO RIILES:
1. All SFSR are in play. EC are WeL with no wind at start.
2. H;ex G4 is tlle Spanish 'landing and supply point" The
stardng units placed there may not edt this hex until a
Soviet unit ffres upon them. The Spanish player may still
fire these trnits normally.
3. The Spanish player may only exit units off the south
map edge on/between hexrowsA-O.
4. The two Ptllboxes that the Soviet player has are hastily
constructed log bunkers and thus do not glve the full ben-

Elenents of 8rd Battallon, 263rd Reglncnt, 25oth Infantry Dlvlslon and ctemcnts of 2nd Co.
Iltvlslonal At set up on/west of horow B tn hexes numbered 3 7:
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Elements of 6 Conpany, 2nd
Battallon, 269th Reglment,
25oth Infantry lXvlston set up in
hex G4 (see SR #2):
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Elements of the 848th Reglnent, 276,th Rtfle Dtvlslon set up on,/between hercrows A-P, in hexes num-
bered 9-12:
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Expandlng the Brldgehead
Ifamlet of RUSSA, RUSSIA 21 October 1941: St5rmied from pushing into the

woods to the east, Colonel Esparza decided to shift ttre main attention of the 269th

to expanding the bridgehead to the north and to the south. Pushing southward
from the Captain Navarro heights, the Spaniards forced their way through a series

of minefields and, after lighting off several very weak counterattacks from the So-

viet 848th Regiment, occupied the village of Zmiesko. At lO3O on the morning of 21

October Spanish forces attempted to push into the hamlet of Russa. Elements of

the 3o5ttr Soviet Rifle Division controlled the hamlet. After a ferocious firefight

Spanish units occupied the hamlet, but were thrown out after the Soviets managed

to rally and counterattack. Russa would not fall on this day. Another attempt

would have to be made the next daY.

ft nussnN Sets up First

E SPANISIT Moves First

OBJECTWBS: The Spanish player must Control > lO of
the 14 building hexes that make up the village of Russa at
Gaine End.

SCENARIO RULES:
1. All SFSR are in play. EC are Wet, with a mild breeze from
the north at start.
2. Soviet reinforcerrlents enter along tJre south edge the turn
after the Spanish player controls five or more building hexes
OR automatically on turn four.

MAP CONFIGURATION: The RUSSA/SITNO map is used
for this scenario. Onlv hexes numbered 15 or less are in
play.

IIAITDICAP:

Spanish: Add one LMG to the Spanish OB.

Russian: Replace the Spanish 9-2 leader with a 9-1.

IAAP TAYOUT:
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Elements of 2nd Battallon, 269th Regiment, 25oth Infantry Dlvislon enter along the norttr edge on

turn one:
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Elements of the 3o5th RiIIe Dtvtston set up inladjacent to any building hex in the village of Russa:
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Elements of the 848th Reglment, 2761h
Rifle Dtvtslon enter along tJ:e south edge
according to SR #2:
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Flre on the Volkhov
Hamlets of RUSSA AIVD SITNO, RUSSIA, 22 October 1941: Rested and
reinforced by theAssaultTroop of the 25Oth Infantry Division, the 2nd Battalion
of the 269th Regiment made another attempt to capture Russa and Sitno.
The attack jumped offat noon. Soviet machine guns were dug into prepared
positions and had clear fields of fire as the Spaniards advanced against them.
Spanish artillery was less than effective in digging out the well-concealed and
entrenched Soviets. It would be a long day for the attacking Spaniards.

Elements of 2nil Battalion, 269th Reglnent enter on turn one along the norttr edge:
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Elements of Assault Ttoop
25O enter along the east
edge according to SR #2: fw
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Elements of the 3o5th Rifle Dtviston set up in Elements of the loo2nd Regiment, 276th Rtfle
hexesnumbered 5-15: Dlvlslon set up in hexes numbered > 26; these units
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Elerrents of the 848th Reglment, 276tlr Rlfle Dlvision set up in hexes numbered
16-25: these units may not be activated until turn four (see SR #3):
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may not be activated until turn six (see SR #3):
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fr nussnN sets up First

tr SPAIIISH ilIoves First

OBJECTMS: The Spanish player must Control 2 lO build-
ing hexes in the village of Russa by the end of turn six AND
C<jhtrot > IO Russa Suildings plu-s > 3 multi-hex buildings
in Sitno at Game End.
SCENARIO RULES:
l. All SFSR are in play. EC are Wet, with a mild breeze from
the north at start.
2. Prior to play the Spanish player decides on which turn
his reinforCements arrive as- follows: turn two enter on/
between hexes Ol-OlO; turn four: enter on/between hexes
Ol l-O20; turn six enter onlbetween hexes 02l-O3O.
3. Mark all of these Soviet units under No Move counters.
The Soviet player may only'activate' units (Fire or Move) if
the following conditions apply: a Spanish unit moves within
four hexes AND is within LOS of a non-activated Soviet
unit OR a Spanish unit fires on a non-activated Soviet unit.
This does nbt apply to sniper attacks/artillery fire.
4. The Spanish player receiveslo5mm OBA (HE on$. The
Spanish 5-4-8 squads are Assault Engineers (HL.22).

@@@@@@@@@@
5. The two Pillboxes that the Soviet player has are hastily
constructed log bunkers and thus do not give the full ben-
efits of a normal bunker. Units in a bunker receive only a +2
TEM through its CA rather than the normal +3 TEM. All
other rules for Pillboxes apply normally.
6. The loo2nd and 848th portions of the Russian OB may
each HIP one squad (plus any SMC/SW stacked with them).
MAP CONFIGURATION: The RUSSA/SITNO map is used for
this scenario.
I{AI{DICAP:
Spanish: Game kngth is lO & I/2 turns.
Russian: Delete one Spanish 5-4-8 squad.
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tlquldate the Brldgehead?
Hamlets of RUSSA AND SITNO, RUSSIA, 23 October 1941: At O5OO on
October 23rd, Col Esparza was woken up by heavy artillery firing at the pontoon
bridge. The sounds of grenades exploding and the rattling of machine $un fire
could be heard from Sitno. Col Esparza attempted to radio Major Roman, CO
of the 2nd Battalion, but was unable to reach him; he was told that the Major
was out in the thick of combat directing the defense of Sitno. Two Soviet
battalions had infiltrated from the woods to the east and slipped into the
gullies between Sitno and Russa. Another battalion moved up fiom the direction
of Tigoda They then sprang upon the surprised Spaniafds who were soon in a
desperate fight to try and hold onto both hamlets.

Elements of lst Battalion, 269th Reglment set up in
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Elements of lst and 2nd Battalions of the 1OO2nd Regiment set up in any Gully hex in hexes numbered
tE-27:
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Elements of lst Battallon, a48th Reglment
enter on turn one along tJle east map edge on/
between hexes O3O-O41:

Sovlet Arttllery Support
set up as per SR #3:
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@ sra,NIsn Sets up First

fr nussuN Moves First
OBJECTfVES: Before setting up the game the Soviet player
must decide what Victorv Cohdition he wants to Ao for' The
Soviet player keeps his decision secret until the End of the
game.
eut off and neutrallze: Control hexes J5, I7, F6, 129/l3O
and two other buildinA hexes in the village of Russa
The Little Push: Con-trol hexes 136,129130,E,35/836,17
and four other building hexes in the village of Sitno
Liquldate the Bridgeh-"ead: Control hexes F6, 17,H3I /13L,
E35/E36, and six other building hexes.
tf thb Soviet plaver fails to occup-*y the hexes of their chosen
plan at game erid, the Spanish-player wins.

SCENARIO RULDS:
l. All SFSR are in play. EC are Wet, witl a mild breeze from
the north at start.
2. The Spanish 1O-2 leader represents Maj. Roman. He

/'-\ /-], /-\ /-\(Dla€rry@rev)
starts play marked with a Heroic counter (A f 5 . 2) ' Any Sp-anish
unit, ds lbng as it is stacked with and/or in adjacent hexes
to this Good-Order leader, is considered Fanatic (A1O.8).
3. The Soviet player receives 7O+mm OBA (HE only)[E_XC:
the Russians rtec6ive a -2 DRM to Radio Maintenance DRI.
This SMC and radio may set up with units of either the lOo2nd
Regiment or the 848th Regiment.

MAP CONFIGURATION: The RUSSA/SITNO map is used for
this scenario.
IIANDICAP:
Spanish: Replace any MMG with an HMG.

Russian: Replace any MMG with an HMG. N
,/'T.\
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Llteblood of an Army
Hamlets of RUSSA AllD SITNO, RUSSIA, November 1941: No
army c€rn survive without adequate supplies and munitions. As
the temperatures dropped and the snow began to pile up, moving
supplies across ttre river arrd getting them diskibuted to the various
units of the 269th Regiment began to become problematic. Almost
no vehicles could be ferried across the Volkhov River, even with the
pontoon bridge in place. Wagons, pulled by small ponies, were able
to go where a Mercedes or Panzer dared not to tread. These primitive
transports becarne the most common form of moving supplies. Even
though the Spaniards controlled the roads during the day, as
Colonel Esparza was often fond of commenting, "At night, only
Providence and the stupidity of the Soviets keeps us safe". Soviet
units frequently infiltrated through the woods at night and

6. Contrary toE,3.724, Wagons need only expend I/2MF
hexside crossed/bypassed when moving between plowed
hexes.

MAP CONFIGURATION: The RUSSA/SITNO map is used
this scenario.

I{ANDICAP:

Spanish: Game Lengttr is 1O & 1/2 turns.

Russian: Add one Hero and DC to the
Russian OB.

IAAP LAYOUT:

conducted hit and run raids. Slow moving supply trains were a favorite target.

Russa Garrlson set up in village of Russa on/
adjacent to building hexes:

250th Supply Company set up on any road
hexes on/between Gl and GlO, and/or enter
on turn one in hex Gl:

Sitno Garrison set up in
vil lage of Sitno building
hexes:
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umbered 13-25 (see SR #5):
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p SPANISH Sets Up and
\5/ Moves First @@@@@@@@@@

OBJTCTMS: To win the Spanish player must Exit > 6
wagons from hex O37 and/or hex G41.

SCENARIO RULES:
f. All SFSR are in play. EC are Wet, with a Mild Breeze
(and Gusty) from the north at start.. Ground Snow and
Exlreme Winter are in effect. All roads are plowed.
2. Before setup, take 8 Rubble counters (four per player)
and, starting with the Soviet player, each player alternates
placing a Rubble marker on any building hex [EXC: hex
G6I.
3. None of the Spanish Garrison units may move further
than lO hexes away from a building hex of the village they
are garrisoning.
5. All Russian units are considered to be wearing Winter
Camouflage. The Russians may HtrP one squad (plus any
SMC/SW stacked with them).
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