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- 0340 June 22, 1941

Despite considerable German activity
on the border, Operation Barbarossa

the German invasion caught the Soviel
_ Union by surprise. Within weeks most

of the RKKA, the Workers and Peasants
Red Army, had been destroyed in
gl gantic encirclement battles. Another
llghtmng victory for the German Army,
the Welrmacht, seemed certain.

+ Hitler;- ’thei-Gcrman eader, had,not _
- 'vengeance in the Ru551an people. From
~ Soviet people. Stalin, ‘the Soviet. leader

counted on the stubbornness 4]

immediately rebuilt the RXKA,

" throwing divisions of reservists into

battle as fast.as they could muster.

. Despite losing 4.5 million soldiers,
~ 20,000 tanks, and three-quarters of their
industrial production in six months, the

RKKA held the Wehrmacht a’c the gates
,of Moscow

[ 196-ya

General Winter

As the German Army approached
Moscow, they faced a new enemy they
nicknamed ‘General Winter’. The

. weather deteriorated into the coldest

62-.

;?\..,-J:f-\- (’?'P“vcim 3

winter in 50 years, It vas so cold that

engine oil froze soli;d and weapons
jammed, unable to fire. In these hellish
conditions fresh Soviét divisions from
Siberia counterattacked, pushing the
Germans back over 100 miles (150 km)
in the first three months of 1942.

The Summer Offensive

The humiliating defeats of 1941 and
stories of German atrocmes awakened
a fierce sense of l1::3.tr1o‘clsr1:| and

factories n Stalm‘._.rad on the Volga and
hastily set up factories beyond the Urals
the Red Army was Yebuilt with new
tanks and guns. In May 1942 the Soviet
leader, Stalin, ordered Soviet forces to
take the offensive from the Crimea in

thesouth to Leningrad in the north.

The Germans had rebuilt their forces
as well. When the Soviets attacked, the
German army was ready and waiting.
They inflicted terrible defeats on the
inexperienced Red Army. The German
belief in the military genius of Hitler
was confirmed.

Meanwhile, Hitler had been planning
Fall Blau, Plan Blue, his master strategy
to win the war. His armies would strike

_south to encircle and destroy Soviet

armies, and seize the Caucasus oilfields.

Fall Blau

After defeating the Soviet Summer
offensive, the Wehrmacht launched its
own attack in June 1942, Spearheaded
by two Panzer armies and the famed
6. Armee, the German 6® Army of
some 300,000 men under General
Paulus, they swept through the Ukraine
and southem Russia. Believing victory
was at hand, Hitler ordered part of his
forces south to subjugate the Caucasus,
while the other half was to take the city
of Stalingrad on the Volga river.

Not A Step Back!

The Soviet defeats seemed about to
turn into a rout when Stalin issued his
famous Order 227—Not One Step Back
of 28 July 1942. This threatened drastic
action against troops who retreated.
This had little immediate effeet as
6. Armee tore apart the Soviet defences

Ger?er;al -"VI Chuikov

1

-Divistons

Strelkovaya Diviziva
Strclkovaya Diviziya
Sh*elkomya lezlya
Strelkovaya Diviziya_
Strelkovaya Diviziya
Strellcovgya Diviziya
Strelkovaya Diviziya
_308-ya Strelkovaya Diviziya

_ 10-ya Strelkovaya Diviziya NKVD
" 92-ya Brigada Morskoi Pekhoty”
42-ya Brigada Opolcheniya

| 138-ya
193-ya

244-ya
284-ya

" 113-ya Brigada Opoicheniya

. 124-ya Brigada Opolcheniya

. 149-ya Brigada Opolcheniya
160-ya Brigada Opolcheniya
. 84-va Tankovy Brigada ’
) 189 -ya Tankovy Brigada

:13;ya Gvardeyskaya Stre]kovaya Diviziya
Gvardeyskaya Strelkovaya Diviziya
Gvardeyskaya Strclkovaya Dwmya

N Regiments_ S
34,39, &42 _
109,174, & 118 -7
Nz, 117, & 120
10,61,&3253 .
90, 161, & 241

385,416,& 524~ c

344,650, & 768
604, 683, & 685
863, 884, & 893
907, 911, & 913
1043, 1045, & 1047
339,347, &3517° 0.
| 269,270,271,272, 282 .
En . o :} .

L

200 & 202 Tk bus, 84 MR bn
135 & 178 Tk bs, 189 MR bn

_“"Podpotkovnik V P Sokolov

' General-mayor F N Smekhotvoroy:

- Eollovnik Tarasov |

Commander .
cncral-mayorA 1 Rodimisev
Feneral-mayor ¥V G Zholudev -
__General-mayor S S Guriev

_ General-mayor VA Gorlshny o
_ Unknown
Gencral—mayorl I Lyudnikov

~ Polkovnik 8 P Ivanov
PoIk.ovnlk G A Afanasiev

Polkovnik LN Gurtiev
Diviziya Komissar Rogatin |

Polkovnik M S Batrakov )

" Polkovnik K M Andryusenko

Polkovnik 8 F Gorokov

" Mayor LD Durney
__Unknown

" Polkovnik D N Bely

Podpolkovnik X 8 Udowchcuko

C Armiya = Arny, Gvardeysqua Srreikova}a Drv:zzya Guarcls Rifle Division, Strellovava Diviziva = Rifle Dms:on, Strelkovaya:
" Diyizipa NKVD = NKVD Rifle Division, Brigada Marskoi: Pefchory Nava Infantry Brigade, Bmgada Opolcherzzya = Militia -
) Brigade, Tankovy Brigada = Tark Brigade, 62-ya = o

gond i

. The RK[C4 the Workers,and Peasants Red Army, expanded from 177 rifle divisions at thé start of the war to some 407 by 1943,
o . Inthe meanwhile it had lost 191 rifie divisions in the encu'clement baitles of 1941 and 1942. As a result it is almost 1mp0551ble
i ta list cvery nﬂe d1v1510n Iet alone: then‘ lustm ics. Instead hgre is a list.of the d1v1510ns fighting i in Stalingrad in November 1942




on'the Don River, and advanced on ~

' Stalingrad. For Hitler, taking Stalin’s
~city would signal to the world the
mevitability of German victory.

“In early September 1942 6. Armee
spearbeads pushed into the outskirts of

- Stalingrad. Stalin appointed a tough
talented general, V T Chuikov, to take
command of 62-ya Armiva, the Soviet
62nd Army, of little more than 100,000
men defending the city. “We shall either
hold the city or die here,” Chuikov
 stated in response to Stalin’s Order 227.

The Battle for the City Lent

ept:e-mbér, Von Paulus -ord_'é ed | -
his'troops to clear the southern suburbs . °

and the city céntre. Dés’ij'{te "bittér
résistance from city militia and NKVD,
the Germans advanced, supported by
- wave after wave of Stuka divebombers,

Atthe Jast minute, the elite {38 Guards
Rifle Division ‘ariived, férried'__ai::i'dSS' h

the Volga under fire. Throwing them-

‘selves straight into battle, the Guards:

“slowed the German advance. More Red
-Army divisions arrived and ferocious

battles raged for the railway station;-

“the grain elevator, and other buildings
that 62-ya Armiya tumed into fortresses.

To the north, _on'Mamaygv Kurgan hill,
which overlooked Stalingrad, a
desperate struggle raged. Control of
the summit changed hands as the two

.armies atfacked and counter-attacked,
. fighting for control of the small hill.

After ten days of continuous bitter
fighting, 6. Armee cleated most of the
city centre. 13™ Guards Division,
14,000-strong before the battle, was
teduced to no more than, 3000 men (by.
the end of the battle, only 300 would

remain). But the surviving Guards in
the southern suburbs clung desperately -
to a sliver of land on the banks of the:
Volga and could not be shifted: “For us-
there is no land beyond the Volgal® was
their cry. :

Rattenkrieg : .
The ferociouns street fighting i
Stalingrad carned the grim title .
‘Rattenkrieg’—War of thé Rats. The -
German strengths of excellent
command and control and-




_—Germanzﬁrmy, Sta' mgmdf N@uember 1942

General der Panz er;‘mppen Friedrich Paulus

Xt
) '334

' '.)76
it
C 113,
76,
X
- 3.
60.
94,
LI
71.
79.
205
305.
389,
24.
100.

9.
14,
1.

Division
Armcel\{)rps
‘Tnfanteriedivision
Infantericdivision
Infantcnedwislon
Armeekorps
[nfamerledlwsmn
Infanterredwlsmn
Panzerkorpb .
. Panzerdivision

Infantcncdlwswn (mot).
Infantcriedivision (mot)

Infanteriedivision,
Armeekorps )
Infanterfedivision
Infanteriedivision

Infanteriedivision . .

Infantericdivision
Infanteriedivision
Panzerdivision
Jigerdivision

Armcctruppen i
Flakdivision (mm)
Panzerdwlsmn

4 : : I’
Regiments :  Commander

Gencral der Infantcrie Karl Streckcr )
' 534,535, & 5362 7 Generallcutnant Freiherr Eccard von Gablenz
131,132, & 134 Generalmajor Heinrich Deboi
672,673, & 767 ° Generalmajor Edler von Dangels
) General der Artillerie Walter Heits
260,261, & 268 ;  Generalleumant Hang-Heinrich Sixt von Armin
178, 203, & 230 Generalmajor Carl Rodenburg
_ General der Panzertruppen Hans Hube
2Pz 64, & 79 Generalmajor Gllnther Angern
&29 ' Gencralmajor Helmuth Schliimer- )
92 & 120 Cberst i.G. Hans-Adolf von Arenstorff-Oyle
267,274, & 276 Generalleutnant Georg Pfeiffer Y
. Genceral der Artilleric Walther von Scydlitz-Kurzbach ?% _
191,194, & 217 ¥ Generalleutnant Alexander von Hartmann - .. %E&¢
208,212, & 226 Generalmajor Richard von Schwerin '
516,517, & 518 , Oberst Otto Korfes
576, 577, & 578 Oberst Bernard Steinmetz
544, 345, 8 546 | .- Generalmajor Erich Magnus
‘_ﬁ?._l} P;, 21, & 26 Generalmajor Amo von Lenski
-~ 54 &227 ~ Generalleutnant Werner Sanne
369. Croatian _  Oberst Viktor Pavicic
L _ Gencralm*gor Wolfgang Pickert
36 Pz, 103, & 108, Gencralmajor Johannes Bagssler
Generalmajor Constantin Bratescu

r.mee = Army, Armncko:ps =
) chgerd;wszonm Light Infantry DIVlSan, Armc.etmppen = Army Troops, Flakdivision = Anti- aircraﬂ D1v1s1on, mof = motorlsc

orps, Infante; iedivision = Infantry Division, Panz erdivision = Armoured Dlwswn

Mirs River.

\t‘s‘é’%

-Novoswavskaya7 -

I
il
i
k
K




oldlers bemcf femed across'the Volga '

durmc' the day. At dight Soviet
‘Shturmovye Gruppy, Storm Groups
fatmed with kn‘ives, grenades'aod’ sub-

he Battle for the Factorles

aving reached the Volga i, t‘ne centre

f the’ city, 6. Armee set its sights on
the factory district in the northem part
-of Stalmgrad dominated by three
glgantic factories and workers’ housing,
‘On 27 September the two armies

lash d head-on in the:factory: sector. ~:-

ks, Aard fighting the
Germaus managed to gain a foothold
in the Stalingrad tractor factory but the
Barrikady armaments factory and the
Red October steel factory still held out.

There was a lull of a few days, and
then 4. Armee, spurred on by Hitler’s
obsessive demands that the city be
taken, launched another offensive on
14 Qctober, The attack was of
unprecedented ferocity, Masgive air
attacks and artillery bombardments
turned the factories into a horrific mass
of smoke, explosions, rubble and

i Ineta.l Soviét artillery on the

éast ank of: the Volga responded in'"

kind. Amidst this hell, groups of

K workshops ‘of the Bamk dy

urldmgs and

4R,

October factoties, with én

being- reduced to a few hundred

SUrVIVOrS. By 29 October 62- -ya Armiya

had been dnven back int to a bridgehead
/o ga only 500. meters deep

The' _mperature was dxoppmg and the
firgt’ snow had fallen.-Hitler had

promised the German people victory

before winter, so on:11 November
another all-out oﬂ"enswe was launched

by nine-German divisions against the .
factory bridgehead and Mamayev

Kurgan. 62-ya Arrmya resisted as

tenacieuskyas ever aa:lé-d Armee was... -
4 “thETHIF WasTa crmegl

worn out by sixty days of fighting in
the c1ty making prog‘ress slow.

Uperaf ion Uranus _

As the battle for Stalingrad raged, Stalin
planned & counter-offensive codenamed
Uranus. Hitler’s manjacal obsession
with taking the city had left the flanks
of 6. Armee badly exposed, held only
by pootly-equipped Hungarian, Italian
and Romanian alties. On 19 November
1942, Imillion men with 894 tanks
launched a surprise attack, overrunning
the Rumanians to the: north and south
of Stalingrad. On 23 November the
pincers of the__Sowet mechanised armies

‘met at'Kalach, trapping 6. Armee in.

Stalingrad. Hltler refused Von Paulus’

encuc]ement Thstead Hitler pron:use
relief and supplies delivered by ai

“Hitler’s ordered a counterattack: to’

relicve Stalingrad, Operation Winte
Storm. This almost breke through
the trapped army, but Stalin had a plan:
of his own——Operation Saturn, Sovi¢
tank armies launched further attacks
By January 1943, despite deep snow.
the RKKA was advancing on Rostoy
Further north, Soviet forces b
through the stretched -German def

at Voronezhi and advanced to- K

6. Armee was still trapped and now
without adequate focd, ammunition, or’
fuel. Hitler's promise of supply from
starving and half-frozén, fough

62-ya Armiva attacked in turn. Finall;
on 2 February 1943, 90,000 pitifu
survivors surrendered. Only 5 000.
would ever see Germany again.’

Stalingrad - The Turning Point . _
In September 1942 Germany seemed,
invincible and the Soviet Union on the
verge of defeat. Stalingrad, one of the

largest and most horrific battles in

human history, was also perhaps the
most decisive. For the Russian peopT
it was the first moment of triumph, ai '
brought a cormotron that victory woul
cventually come. Hitler’s reputation ds
- & m111tary aemus was in tatters




The following sections describe the organisation and equipment of a Soviet Strelkovy Batalon and a German
Grenadierkompanie, Schnellschwadron, or Pionierkompanie in the mid-war period. They give you all the information
yvou need to lead the any of these units in your Flames Of War battles,

The first step in building your army is to decide which army you wish to fight for. The Soviet Army gives you the choice
of a Strelkovy Batalon and its Guards and Militia variants, while the German Army gives you the cheice of a

Grenadierkompanie, a Schnellschwadron, or a Pionierkompanie.

e

g2

Strelkovy Batalon
The basic building block of the Red Army is the Strelkovy
Batalon, the Rifle Battalion. The essence of this type of
force is masses of infantry, far more infantry than any
other army will ever field. The infantry are well supported
by a complete range of support weapons: machine-guns,
mortars, anti-tank guns, tanks, artillery, anti-aircraft guns,
and pioneers.

Gvardeyskiy Strelkovy Batalon

If the poor quality of the average Soviet soldier isn™ to
your liking, you can field a Gvardeyskiy Strelkovy Batalon,
a Guards Rifle Battalion, instead.

Batalon Opolcheniya

If on the other hand, you want to field a battalion of
worker’s militia straight from the factories, a Batalon
Opolcheniva, a Militia Battalion, is the thing for you.

Grenadierkempanie

Few units excel at infantry combat like the
Grenadierkompanie, or Grenadier Company. Its troops
are well-trained veterans of many victorious campaigns.
They operate with unparalleled flexibility as their long
experience allows them to anticipate the commander’s
orders, often before they are even issued.

Schnellschwadron

The Schnellischwadron, or Fast Squadron, is the mobile
element of the division, grouping the recon companies
and the motorised anti-tank battalion. Every gun in the
squadron is motorised. Nothing is horse-drawn. This 1s
your force if you like your infantry fast and light.

Pionierkompanie N

The Pionierkompanie, or Pioneer Company, is part of the
division’s specialist assault pioneer battalion. These highly
-trained troops have flame-throwers and demolition charges
making them ideal for streef-fighting,

Choosing Your Force

Before fighting a battle, you need to choose your force.
To make sure that you and your opponent choose forces
that will give a fair fight and an interesting game, every
unit has a points value. Agree with your opponent on the
maximum points value that you may spend on your anmies.
The Hmit for a typical game is 1500 points. Now look
through the Intelligence Briefing for the type of company
that you have chosen. Select the platoons you want in your
force and subtract their points value from your total.
Continue until you have no more points left. Your force
is now complete and ready for battle. Onward to victory!

The organisation charts describe each platoon in the
following parts:

Unit Name: The title of the platoon and the number you
can have in each company. If no number is given, there is
no limit to the number of this type of platoon available.

Organisation Diagram: Showing the composition and
internal organisation of the platoon,

Platoon: A list of the basic platoon choices available and
the points cost of each.

Options: Some platoons are shown with part of the diagram
in grey. These are not part of the basic price for the platoo
but must be paid for separately. :

Restrietions: In some cases there are additional restrictions

on the availability of weapons and how many platoons of
the same type your force may have.

Both the Soviet and German armies numbered their battalions from I to IIIl in each regiment (¢.g. II/200 Infantry Regiment).
However, they numbered their companies differently. Whereas Soviet practice was to number each type of company in its
own sequence, German practice numbered every company in the regiment in the same sequence. To illustrate this, both
armies have 15t 284, and 314 Rifle Companies in I battalion, but the Soviets have a 15 Machine-gun and a 15t Mortar Company,
while the Germans have a 4t Heavy Company. A Soviet II battalion has 4%, 5%, and 6% Rifle Companies and 224 Machine-
gun and Mortar Companies, while the German equivalent has 5%, 6%, and 7% Rifle Companies and an 8% Heavy Company.

In both cases this allowed the battalion to be omitted and the 6% Rifle Company of the second batFalion tq be referred to
as 6./200 Infantry Regiment. It was equally commeon to name a company for its commander, leaving out its designation
altogether. In this way a company commanded by Kapitan I V Pavlov might be simply called Company Pavlov,
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In the 19307, Germany only had 35 infantry divisions.
As war approached each division provided a cadre to form
one or more divisions in a series of waves. As part of the
81 wave of this expansion in February 1940, 295.
Infanteriedivision (the 295™ Infantry Division) formed in
Magdeburg, Hanover, under command of Generalmajor
Herbert Geitner. Its components came from parts of the
Hanoverian 79., 31., and 71. Infanteriedivisionen filled
out with many new recruits. Later that year, while training
in France, it was split itself to provide a cadre for
321. Infamteriedivision as the army grew
to its full strength of more than 200
divisions for its biggest undertaking, the
invasion of the Soviet Union.

The division was part of /¥ drmeekorps
(42 Corps) of 77. Armee (17™ Army) in
Heeresgruppe Stid { Army Group South)
during the opening months of the invasion.
It reached the Dmiepr River in September and
Poltava in October after marching over 300 miles
{500 km}) on foot. November saw the capture
of Ivanovskoye in the Don Basin, just as the
first snows of the worst winter in 50 years
set in.

The division fought throughout the bitter
winter of 1941 under a new general, Generalmajor Karl
Giimbel after Geitner was severely wounded. In order to
hold the town of Artemovsk where the division was
stationed, it took command of 204. Infanterieregiment
(204™ Infantry Regiment) from 93. leichte Division (9314
Light Division}. Together, they held the line against heavy
Soviet counter-attacks, and finally in April 1942, the

division began rebuilding in preparation for the summer

offensive, Fall Blau (Case Blue) which would take them
to the Volga River.

For Fall Blau, the division joined LI Armeekorps
(515t Corps) of von Paulus’ ill-fated 6. Armee (60 Army),
once again under a new general, Generalmajor Rolf
Wuthmann. The division reached Stalingrad in August
after marching more than 200 miles (320 km), once again
all on foot.

On 14 September, the division launched its first major
attack, capturing the Mamayev Kurgan, a burial mound
dominating the city, breaking through to the Volga and
splitting the Red Army in two. By 3 pm 295. Infanterie-
division was the first to break through to the Volga in the
centre of Stalingrad. The Red Army launched desperate
counterattacks, regaining a foothold on the Kurgan. The
battle raged on for two more months as the German Army
slowly captured the factory areas.

When the Soviet offensive cut off 6. Armee on
23 November, 293. Infanteriedivision
(now under Generalmajor Dr Otto
Korfes) was helding the river bank south
of the Factory area. By 28 December,
heavy casualties, the harsh winter and

starvation rations had reduced the combat

strength of the division to the point where
it could no longer carry out offensive
operations. It only had one weak battalion, and
five worn-out battalions left, along with 36 artillery
pieces, seven anti-tank guns, a weak pioneer
battalion and no transport. Of the 21 divisions -
in the pocket, the only one still capable of
attacking was 29. Infanteriedivision (mot),
and even it only had one strong battalion,
five moderate-strength battalions, and three weak battalions,

30 artillery pieces, and three anti-tank guns!

During the assault on Stalingrad, four members of the

division won the Ritterkrenuz, the Knight’s Cross, Gerrmany’s

highest decoration. They were: Hauptmann Wilhelm Herb

(U517 L.R.), Hauptmann Ernst Werner (JII7516. LR.),

Major Richard Henze (11/518 I.R.) and Oberfeldwebel

Hermann Fleischer (2./517. LR.).

By the time the division surrendered on 31 January 1943,
five more members had won the Ritterkreuz, incloding
the division’s commander. 295. Infanteriedivision was
immediately reformed in Germany and spent the rest of
the war garrisoning Norway.

295. Infanteriedivision
Infantérieregi_rgept 51 6 ' '(I.rifan_try R_:g_i@em) 3250 men
Infanfeﬁeregiment 517  (Infantry Regiment) 3230 men .
Infanterieregiment 518 (Infantry Regiment) 3250 men

~ Antillericregiment 295 (Antillery Regiment) 2500 men

__Panzgrjﬁgerabtcilung 295 (Tank-hunter Bn) 550 men
Pionierbataillon 2595 {Pioneer Battaijon)_ 843 men
Schnellbataillon (mot) 295 (Fast Battalion) 625 men




The original 284-ya Strelkovaya Diviziva (284t Rifle
Division) formed in Kharkov in July 1941, three weeks
after the Germans c¢rossed the border. A month later the
division was at the front defending Kiev. Six weeks later
in September, the division was destroyed in the massive
encirclement of the entire Yugozapadnyy Front (South-
western Front) around Kiev.

The rapid creation and destruction of 284-ya Strelkovaya
Diviziva was not unusual in the disastrous days of 1941.
"Nor was its resurrection in Tomsk, Siberia, three months
later, This time the division was given three months to
gather its personmel and equipment, train them, and forge
them into a unit, a ridiculously short amount of time in
nommal circumstances. However, with the Germans at the
gates of Moscow and most of the army destroyed, these
were not normal times.

In April the division moved closer to the front as reserves.,
*The divisional commanders Podpolkovnik (Lieutenant
Colonel} N F Batyuk and Brigadiy Komissar (Brigade
Commissar) KT Zubkov continued receiving troops and
equipment and training their division. In May they occupied
a sector of the front lines near Kastornoye near Voronezh
as part of 40-ya Armiya (401 Army) of the Bryansk Front.

Its first battle began on 1 July 1942 when the German
Army began Fall Blau, the advance to Stalingrad and the
oilfiglds with an attack on Voronezh. After six days of
hard fighting, the division finally withdrew to avoid being
surrounded.

The division suffered heavy losses, and was withdrawn to
Sverdlosk in the Urals to rebuild once more. A month later,
on 17 September 1942, 284-ya Strelkovaya Diviziya, now
part of Chuikov’s 62-ya Armiva (6204 Army), was ferried
across the Volga to defend the critical Mamayev Kurgan
hill, which dominated Stalingrad. German forces had
seized the summit of Mamayev Kurgan hill and were
preparing for further offensives.

The situation was desperate. As soon as Batyuk’s men
arrived they were ordered to make a counterattack.

Batynk, on receiving his orders, said ‘Comrade
Commander, [ have come to fight the Nazis, not to parade.
1 have Siberians in my regiments.’

For two days fighting raged for Mamayev Kurgan.
Casualties were horrific, and the division was reduced to
the gize of a battalion. The Germans were able to hold on
to the summit, but its eastern slopes remained stubbomly
in the hands of the Siberians. Despite further fighting,
including a big attack by the Germans on 11 November,
the Siberians were to stay on Mamayev Kurgan until the
end of the battle.

A week later, on 8 February, 1943, 284-va Strelkovaya
Diviziya was rewarded for its heroic defence and stubborn
counterattacks with the Order of the Red Banner, and on
1 March it became the 79-va Gvardeyvskiy Strelkovaya
Diviziya, the 79" Guards Rifle Division, The division
remained with Chuikov’s Army (now the 8t Guards Army)
for the remainder of the war.

Later in 1943 it received the honorific ‘Zaporozhye’for
liberating the city of Zaporozhe. Then, in 1944 it was at
the forefront of the offensives into Poland. The Siberians
ended their path to victory in Berlin. By May 1945, the
division had received the Order of Lenin, the Order of the
Red Banner, and the Crders of Suvorov and Bogdan
Khmelnitskiy. Fourteen orders honoured the banners of
its parts. Nineteen of its soldiers were honoured with the
title of Hero of the Scoviet Union.

Its final title was 79-ya Tomsk-Zaporozhskaya Gvardeyskiy
ordena Lenina, Krasnognamyonnoy, ordena Suvorova i
Bogdana Khmelnitskaya strelkovaya diviziya.
284-ya Strelkovaya Diviziya
1043-ya Strelkovy Polk  (Riflc Regiment) 2537 men
1045-ya Btrelkovy Polk {Riflc Regiment) 2537 men
1047-ya Strelkovy Polk  (Rifle Rogiment) 2537 men
820-5(& Actilleriyskiy Polke (Artillery Regiment)1 079 men
234-yé. B.atal.o_ﬁ .}.’ulc.mcts _ (MG Ba_ttﬁ.ﬁo.n) _25_.1 men
284-ya Batalon Privotankovyy (Anti-tank Bn) 221 men
© o 284-va Batalon Sapemy (Pioneer Battalion) 180 men
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Our Motherland is experiencing hard days. We must stop, and then to throw back and smash the enemy regardless of cost.
The Germans are not so strong, as it seems to the panic-mongers. They strain their last forces. To withstand their impact
now, means to ensure our victory in some months. Can we withstand the impact, and then throw back the enemy to the
west? Yes we can, because our factories and plants in the rear are fine and our arimy receives ever more and more airplanes,
tanks, artillery and mortars.

It is time to finish retreating. Not one step back! Such should now be our main slogan. It is necessary 10 defend each
position, each meter of our territory, up to the last drop of blood, taking each plot of Soviet land and defending it as long
as possible, '

—National Commissar for Defence losif Stalin, Order 227, 28 July 1942.

One year ago the grasping Fascists stabbed Mother Russia in the back. Aided by traitors and cowards they have
penetrated deep into the Soviet Union. By throwing new forces to the front without regard to heavy losses, the
encmy has seized new regions, plundering and destroying. Only by winning this Great Patriotic War can the Soviet
Union survive. There can be no defeatist talk of retreat. Every man, woman, and child must work for the defeat
of the Nazi horde. Forward to victory socialist workers! ’

The Russians have a saying that ‘quantity has a quality
all of its own’ and quantity is certainly the appeal of the
Red Army.

it’s just a subtlety of a special kind—big guns and even
bigger guns!

Your massed riflemen have the backing of whole battalions

of artillery, as many mortars and heavy machine-guns as
you could hope for, and companies of some of the world’s
best tanks, the fast T-34 and the heavy KV-1!

There is truly nothing like leading an army so large that
your opponent siroply cannot comprehend stopping your
steamroller advance. That is the true joy of fielding a
Strelkovy Batalon.

The Red Army is by far the biggest in the world. Its core
is its 400 rifle divisions. These formationis may have been
rushed into battle with little training, but they make up for
it in sheer numbers. While other armies field companies,
the Red Army fields entire battalions.

As aRed Army commander, you will never be outnumbered
by your foes. You will swamp the enemy in an unstoppable
human tide. Not that this means you can’t use subtlety,




The following rules reflect the unigue nature of the Red Army during the critical years of 1942 and 1943. At this time
the Red Army was desperately rebuilding its army after the disasters of 1941, and guantity was much more importart than
guatlity with trained and experienced officers being in extremely short supply.

Centralised Control
The Soviet economy and social system emphasises centralised
planning and confrol by the government. This applies to the
army as well. Soviet generals prefer their troops to strietly
obey orders, rather than think for themselves.

To reflect this, the forces in this Intelligence Briefing are
organised differently from other armies. For game purposes,
2 Soviet company is treated as a single platoen and a whole
battalion operates like most armies’ companies.

Wherever the rules talk about a platoon, read that as a
Soviet company. Where the rules talk about a compary,
read that as a,Soviet battalion.

A Soviet company is led by a Platoon Command team
and operates like a large platoon. A Soviet battalion is
led by a Company Command team assisted by a 2iC
Command team, and operates as a large company.

For example, whereas a German platoon must remain
in command e move freely, an entire Soviet company
must be in command. Similarly, while the enemy shoots
at a German platoon, they shoot at a Soviet company.

Battalion Komissar
As well as the Komissars assigned to specific companies,
your battalion has a senior Komissar responsible for the
entire battalion.

The Battalion Komissar team in the Battalion HQ deploys
at the same time as the battalion’s Command team. The
Battalion Komissar team can be deploved with any
company in the battalion, or with the Company
Command team.

Like the Company Command team, the Battalion
Komissar team can join any company within 6”/15cm
at the start of the Movement step taking over the duties
of the company’s Komissar team. The company
Komissar team has no effect as long as the Battalion
Kornissar team is attached to the company.

Komissar
A Komissar is a Communist Party official who supervises
the soldiers during combat to make sure they display the
proper lével of enthusiasm in battle. A lack of heroism in
driving the Hitlerites from Mother Russia is not acceptable
and the Komissar will not hesitate to shoot soldiers whe
show fear during battle. As Comrade Stalin said, ‘It takes
a brave man not to be a hero in the Red Army.’

If a Soviet company containing a Komissar team that
is In Command fails its Motivation test to rally from
being Pinned Down, to counterattack in an Assault, or
to pass a Platoon Morale Check (but not to lavnch an
assault against tanks or any other Motivation test), you
may immediately destroy any other Infantry or Gun
team from the company within 27/5¢m of the Komissar
team and re-roll the Motivation test.

If youroll a 1 for the new Motivation test, the soldiers
revolt against the Komissar and shoot him in turn! The
Komissar team is destroyed as well.

If the unit’s Platoon Command team is within 67/15cm
of the battalion’s Company Command team, re-roll the
Motivation test for the commanders influence first. If
the unit fails the re-roll, then destroy a team and re-roll
again for the Komissar’s attempt to motivate them. This
is an exception to the rule preventing a test from being
re-rolled more than once.

As with any unit, a2 Soviet company Pinned Down by
Defensive Fire fails to assault its target. It must wait
until its next tum to rally as normal.

The Quality Of Quantity
The Russians have a saying that ‘quantity has a quality all
of its own.” The big formations used by the Red Army take
a lot of shooting to stop.

A Soviet company currently containing at least fifteen
Infantry or Gun teams (including the Komissar team
and any attached teams) must take at leastten hits in a
single Shooting step before they become pinned down.
A single hit from an Artillery bombardment still ping
them however.
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Scouts—Infiltration Tanks—Tankodesantniki : !
Soviet soldiers have a reputation for being long-suffering  Tanks are extremely vulnerable to infantry tank-tunter teams
and tough-minded. They often surprise defences by launching ~ at close guarters. The Tankodesantniki (pronounced
attacks from terrain that scems impassable to other troops.  tank-o-dye-sant-nik-i), or tank riders, protect the tanks.

L2

Soviet infantry may swim freezing rivers or wade through
trackless swamps in the pitch darkness to reach positions
close to or even behind the enemy before the battle begins.

If the Russians are attacking in 2 game, their scout
platoon may attempt to infiltrate the enemy position
instead of making a Reconnaissance Deployment move.
A Strelkovy or Submachine-gun Company or a Storm
Group may infiltrate with the Scout Platoon if desired,
in which case the company or group must deploy in
command distance of the Scout’s command team (1.e.
base-to-base contact for z Strelkovy Company).

After deployment but before the game begins, the Soviets
may move the infiltrating troops up to 16™/40cm. If they
end this movement within 8”/20cm of an enemy team,
or are not in concealing terrain and are within 16”/40cm
of an enemy team, they are automatically detected.

If the infiltrating troops are not automatically detected,
roll a die:

. On a roll of 2+, they have infiltrated undetected.
. On a roil of 1, they are detected.

If the infiltrators are detected, the enemy has the first turn.

You may not infiltrate in the Free-For-All mission.

Anti-tank Rifles—Tank Killers
The Anti-tank Rifle Company is responsible for protecting

Tankodesantniki never go far from their tank. Represent
them with submachine-gun-armed minjatures mounted
on the back of the tank. Tankodesantniki are part of the
tank team. They canmot move, be shot at, or be assaulted
separately from the tank. The only way to destroy
Tankodesantniki is to destroy their tank.
Tankodesantniki can shoot at any platoon separately
from their tank. They have a range of 4”/10¢m, ROF 1
whether the tank moves or not, Anti-fank 1, and
Firepower 6.

In assaults, Tankodesantniki fight at the same time as
their tank, giving the tank two attacks in assanlt combat,

If a tank is Bailed Qut, the Tankodesantniki fight and
shoot normally to defend the tank. If all of the tanks in
an assanlting company are Bailed Out or destroyed they
lose the assaunlt, (see page 75 of the Flames Of War
rulebook) regardiess of whether or not there are any
Tankodesantniki still in agsault.

Tanks still move and assault normally if the Tankovy
Company is Pinned Down. However, while Pinned
Down, the Tankodesantniki need -+1 to hit their targets
when shooting and take no part in assaults.

A tank carrying Tankodesantniki cannot carry other
passengers.

the entire Strelkovaya Polk, or Rifle Regiment, from enemy  Flame-throwers—Chemical Troops
tanks. To do this it is often broken up into detachments.

The Red Army concentrated all of its flame-throwers into

Before deployment, an Anti-tank Rifle Company may
detach any or all Anti-tank Rifle Platoons to protect
specific companies.

Each detached Anti-tank Platoon is no longer part of
the Anti-tank Company. The detached Anti-tank Rifle
Platoon becomes part of the company it is attached to.
The exception is that they do not count towards the
number of teams that are capable of fighting when
working out whether the company is below half strength,
If they are destroyed, they do count towards the number
of destroyed teams in their adopted company.

If all of the Anti-tank Rifle Platoons are detached from
the Anti-tank Rifle Company, the Anti-tank Rifle
Company ceases to exist and the Command Rifle team
is removed (even though you have paid the points for it).

specialist chemical weapons battalions. Almost everyone
in the battalion is armed with a flame-thrower! The battalion
is assigned to an army making a major attack, and split up
amongst the front-line battalions.

Before deployment all Flame-thrower Sections must be
attached to Strelkovy or Submachine-gun Companies.

The detached Flame-thrower Section becomes part of
the company it is attached to. The exception is that they
do not count towards the number of teams that are
capable of fighting when working out whether the
company is below half strength_ If they are destroyed,
they do count towards the number of destroyed teams
in their adopted company.

Once the sections are attached to other unifs, the Flame-
thrower Platoon ceases to exist,
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The Russians often refer to artillery as the God of War. They
have long been famous for their aggressive use of massed
artillery. Long experience has taught them that direct fire is
far more efficient at destroying the ememy than
bombardments. When they do need to use bombardments,
they always use massed guns to guarantee a result.

Mixed Battalions
Soviet artillery battalions generally mixed 76mm guns and
122mm howitzers. A typical battalion had ene or two batteries
of four horse-drawn 76mm guns and a batiery of four tractor-
towed 122mm howitzers.

A Soviet Artillery Battalion operates like a battery of
any other army’s artillery. Wherever the rules talk of

artﬂlery batteries or platoons, read it as artillery battalions.
If an Artillery Battalion fires an artillery

bombardment with six or more 76mm guns, the
template is doubled in size to 12"/30cm wide by
67/15cm. The fire is spread over the whole area, so
it is equivalent to three or four guns firing on a
normal template and doesn’t give re-rolls for failed
to hit rolls.

» If an Artillery Battalion fires an artillery
bombardment inclnding both 76mm guns and at
least three 122mm howitzers, the bombardment has
an Anti-tanlk rating of 3 and Firepower 2+,

-« If an Artillery Battalion fires an artillery
bombardment with six or more guns including at
least three 122mm howitzers, the bombardment is
intense enough to give a re-roll on failed to hitrolls.

All of the above effects are cunmulative, so a full Artillery
Battalion has all three effects combined.

Seli-defence Machine-guns
The infantry need every machine-gun they can get. There
are none available to equip the artillery.

Soviet Gun teams count as Rifle teams rather than |
Rifle/MG teams when firing in self-defence (see page 68
of the Flames Of War rulebook).

Senior Arm Of Service
The artillery is the senior arm of service. Their traditions
date back to Peter the Great. Although the current war has
meant a huge influx of untrained conscripts, they retain their
high standards.

Soviet Gun teams may fire a bombardment while Out
of Command, provided that neither they nor their
Command team moved since they were last In
Command. This allows them to continue 2 bombardment
in the face of heavy casualties.

Any team under & Soviet bombardment is always hit
on aroll of 6, even if a 7 or 8 would normally be needed.

‘Because of the small amount of radio equipment, command
within the company is by flag signals (yellow flag—follow
me; red flag—enemy tanks, spread out). Therefore the other
tanks follow the command tank in battle like a mother hen
and her chicks’

—German Contbat Report, 1942.

Hen And Chicks
Soviet tank losses were incredible. In 1942 they built 10,000
light tanks, 12,000 medium tanks, and 2,000 heavy tanks,
and received 4,500 more from Britain, Canada, and America.
They lost 16,000 of them, far more tanks than any other
army even possessed!

The only way the Red Army could keep up with such losses
was to rush tank crews Into battle with minimal training.
Combined with a lack of radios and a preference for going
into battle with all hatches closed, this resulted in Soviet
tanks biindly following their company commander.

When the company moves at speed, the tank
commanders are so focused on keeping in formation
that they cannot locate targets at the same time, A Soviet
Tank team {any team in the Tank Teams table in the
Arsenal on page 48 including assault guns) that moved
more than 6”/15¢m in the Movement step cannot shoot
any weapons in the Shooting step.

The lack of communications also makes it difficult to
order part of the company to remain in place while the
rest manoeuvre. If the Command team of a Tankovy
Company moved more than 6”/15cm in the Movement
step, none of the Tank teams in the company can shoot
in the Shooting step .

Tankodesantniki are practiced at fighting from the back
of moving tanks and may shoot even if their tank moves
more than 6*/15cm.

Flying Tank
The I1-2 Shturmovik is 2 heavily-armoured ground-attack
aircraft. The crew and engine are protected by an armoured
bathtub weighing 1540 pounds (700kg), making this rugged
aircraft difficult to bring down, and earning it the nickname
the “Flying Tank’.

When attempting to shoot down an II-2 Shivrmovik you

must re-roll successful Firepower rolls.

= A successful re-roll shoots the aircraft down.

« A failed re-roll means that the aircraft’s heavy armour
protected it, allowing it to press home its attack on
aroll of 3+ as normal.
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A force based axound a Srrelkow Batalon
must contam s
. aBattahonHQ, and

* 'twoor three Stre]kovy Compamcs

Weapons Compames avaﬂablo to a Strelkovy
\Batalon are:

. a-Scout PIatoon o

* two Machine-gun Compames

« 2 Submachine-gun Company, -

¢ an Anti: “tank Rifle Company,

= an Anti-tank Company, -

« ‘2 Mortar Company, '
g Remmenml Gun Company,
avy: Motar Company, and
. 'a Storm Group.:

_ Support Compamos fof a Strelkovy Batalon
cin be any D1v1510na1 Support Compa.ny

-Soviet-troops are poorly- tramed but
determined: A Strelkovy Bawlon is Fearless
Conscnpt

A Soviet Strelkovy Batalon (Rifle Battalion) is
armed to the teeth. It has many specialist
weapons to support its heroic riflemen. If
Hitlerite tanks attack, the anti-tank guns destroy
them, If Hitlerite aircraft attacl, the anti-aircraft
guns destroy them, If the Hitlerites attempt to
hide in their holes behind barbed wire and
minefields, the fearless sappers dig them out.




The soldiers of the Workers and Peasants Red Army are heroes defending the people agains
Jascist vipers. The riflemen of the Strelkovy Batalon fight with socialist vigour, destroying the Hitlé
invaders and freeing our beloved Mother Russia from their tyranny.’

-Kapitan P. Kalishnikov

The Red Army soldier knows how highly victory
is prized in the Red Ammy, and that nothing can
be allowed to interfere with this exalted goal.
Neither the futile resistance of the fascist enenty
or any selfish thoughts of personal survival can
be allowed to hinder the socialist victory. The
individual is meaningless when compared to
the survival of International Communism.

There are many Hitlerites infesting our state,
and many workers have died hercic deaths
eradicating them, but Russia is a vast conntry,
and one thing it is not short of is people that
are willing to fight to the last breath in defence
of the Motherland.
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Command Komissarteam
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Scouttzam Scout team
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.
Soo

latooris are reconnaissance platoons

e the Recosnaissence siles 0n
‘page 62 of the Flames Of War rilebook, or |
“page’20 ‘of Old Ironsides (also available on
our website) to avoid enemy fire.

Red Army scouts probe enemy defences and
prepare the way for the valiant Strelkovy Batalon
to hound the fascist dogs all the way back to
their kennel.

Scout Platoons are an exception to the
Centralised Control special rule. They operate
as a normal platoon.
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thelr brave comrades who snatch victory from
the teeth of the fascist monster. Our machine-
guns strike fear into the beast’s very heart.

Once the fascist beast has been driven out of
its stronghold, the valiant Soviet machine-
gunners dig in and scythe down the German
chaff as they attempt to retake our prized soil,
defending it to the last drop of blood.




0 to 1 Submachine-gun Company
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The Red Army soldier knows no fear, bravely

taking the battle to the cruel Hitlerite invaders.
Armed with superior PPSh-41 Avtomat guns,
the Slavs of the Fustler Submachine-gun
Companies throw Fritz back and cut him down
as wheat before the Soviet Sickle.

The Submachine-gun Company attaclks the front
line of the capitalist army. They take back the
land and bread that has been stolen from us,
liberating our socialist brothers and sisters from
fascist tyranny.
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- rulle on page 2 :
The Hitlerites underestimate out strength, they

see no tanks and think we are defenseless. We
are never defenseless.

While just one of our PTRD-41 anti-tank rifles
may not be fearsome, a dozen or more wiglded
by brave socialist workers will tear apart light
tanks and make heavier ones think twice. We
shall ture them into our trap and destroy their
tanks and they will fear us.
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Out brilliant engineers have defeated the Fascist
menster again. With the opening of 1943, they
have made our already formidable anti-tank
guns even more effective.

Let the fascist army come. Let them bring their
armoured tanks, we will be waiting with our
suns and destroy them as easily as we have
always done.

Komissar team  Ohserver team

82BM-41 mortar  1- horse cart

Every Red Army rifle battalion has a company
of mortars. The battalion commander uses these
to fire devastating bombardments at the fascist
invaders neutralising the enemy before our
attacks and wiping out their counterattacks.

A wise officer deploys his Mortar Company
where it can see its target. Socialist workers do
not instinctively know the complexities of firing
artillery bombardments at targets out of sight,
however, brave soviet soldiers can hit anything
they can see. Of course more fortunate units
have telephones, allowing them to nentralise a
wider range of targets.




Dto1 Heglmental Gun Company

The Hitlerites think we are cowards, hiding
behind cur big guns. We are not cowards, we
do not hide behind hills throwing shells at them.
They will then know who the cowards are when
they see us nimn our guns forward. They will see
us aiming at thermn down the barrel of our guns,
before they run from our socialist fury.
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0to 1 Heavy Mortar Company

Heavy Mortar Companies provide the Red Army
with mobile artillery, applying pressure to the
capitalist lines through unrelenting bormbardment.
They keep the fascist cowards hiding in their
holes and divert their attention from the brave
socialist soldiers sent to purzge them from the -
Soviet Union.

Unlike the lighter battalion mortars, the big
120-PM-38 heavy mortar has the explosive
power in its shells to destroy the fascists in their
defences rather than merely neutralising them.
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_ the ‘Street-fighting Academy of Stalingrad’, One
they have Iearned well is the use of Shmrmovye Gmppy or Storm Groups to capture

: key_buﬂdmgs Storm. Groups are formed Spemﬁcally for the task at hand, Although each one is
2. unique, they have much in commion :

5 dmg lm.medxa ly aﬂer the Assault Group Armed thh
hme & guns 'antl-tank nfles and tiortars; and reinforced: by sappers; théir role 18 to protect the
ssa 1t Group and preven the enemy ﬁrom counterattaclong the: bmldma : '
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Starm Storm Storm
team team team

Pioneer pibg Pl PRI
SMG team I@I MK @
% . Storm Storm Storm

45mim obr: 19_3_7 gun or four Storm ‘ceams with
“two 45mm obr 193_ guns at né extra cost
'_You_must chigse the composition of your
“Storm -'Group for each game ‘before
_ deployment begms
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Divisional Supporf Companies
Any Stre]kovy Batalon may have the follomng

Support

You may request Sporachc a1r support ata cost

5 g2 orround-attaé _'mrcraft and ﬁghtcrs onia roll of-
. 6. Youmay upgrade YOou ground-attack a.lrcraﬁ:

. : _mlted a.n- support at a cost
of 100 pomts lelted:zur support wzll provlde_

:LEYTENRNT:

Soviet engineers use captured Fascist tanks
against them. The SU-761 (isostrannyy or
foreign) mounts a powerful Soviet 76mm gun
on German Panzer Il chasses captured after
Stalingrad. When T-70 production ceased in
1943, the modernised all-Soviet SU-76M
teplaced them in the factories.

Oto 1 Heavy Assault Gun Company

Assault gun

The arrival of the Zvyerboi or Anfmal Hunter
signals the final destruction of the capitalist
invaders. The fascist Tigers, Panthers and
Elephants quiver in fear of the might of this
powerfully-armed assault gun.




The tanks of the Soviet Union are the best in
A the weorld. Their armour is thick, their guns are
powerful, and their speed and mobility are
unmatched. Enthusiastic Soviet workers now
turn out these impressive tanks in huge numbers.
This is reflected in the game by a discount to
the points costs for larger units.

Tankovy Companies are the sledgehammer of
the Red Army, smashing the Hitlerite army
against the anvil of Mother Russia.

Officially Tankovy Companies had between five
and ten tanks depending on the type of tank and ;
the various reorganisations. In practice casualties
(which were not replaced until the unit was
wiped out and rebuilt) and supply problems
meant that many companies are drastically under
strength.

Tankodesantniki
Heroic Tankodesantniki, or Tank Descent

s

Soldiers, are armed with submachine-guns and ;
assigned to defend their tanks from the 2
underhand attacks of the capitalist enemy. They
bravely aid their tanks in assaults against the
fascist intruders.
specialrulos onpage28. - o
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Tank Destruction Company

Wise Red Army commanders assign Tank
Destrustion Comparnies to the rifle divisions
tasked with halting marauding faseist tanks.The
corpanies’ powerful guns srnash any tank attack.

AT

Command Rifle team

Komissar taam

Anti-tank Rifle team

45mm obr 1937 gun

Truck

TEAAIN

45mm obr 1937 gun

45mm obr 1937 gun

Truck

TERRAR,

45mm obr 1937 gun

0to 1 Anti-aircraft Campany

3 Ant-aircraft Platoons
nti-airoraft Pl

The Hitlerite terror bombers destroy our cities,
killing our people and striking our soldiers. The
VVS, the Military Air Force shoot many fascist
aircraft down, but the fascist hordes are never
ending. The brave Anti-aircraft Companies
protect the Red Army from the terror bombers.
Their fire drives the fascist aircraft from the
skies of Mother Russia.

Command
Rifle team

Koemissar team

37mm obr 1333 gun

Truck

37mm obr 1932 gun

37mm obr 1939 gun

~: ¥
37mm obr 1939 gun

3 L e
37mm obr 1939 qun

Truck

ANTIAIRCHAPT: PLATSEN:

37mm abr 1939 gun




MY A aks ak-ak

Command Komissar Ohserver Horse-drawn  Staffteam
Rifle team tpam team wagon

As the heroic army of the Soviet state advances,
their artillery, the Red God Of War, neutralises
the capitalist enemy ahead of them. The artillery
arm opens holes for the spearhead of Socialism
to reclaim despoiled land and 1ift the yoke of
capitalist oppression.

Our guns are built light so the gunners ¢an roli
them forward, blasting the Hitlerites from their
positions.

Socialist artillery disdains the imprecise,
uneconomical bombardments of the enemy that
saturate an area with shells. Instead, Soviet
artillery prefers to fire over open sights, with
well-placed shots, destroying the fascist enemy.
Qur Artillery Battalions are exceptionally well
equipped. The 76mm ZIS-3 divisional gun that
equips four platoons outranges most enemy
artillery. These guns shell any target in view.

: : LB4TENANT:
The remaining two platoons are armed with
%‘hhh AN 122mm obr 1938 divisional howitzers. These
122mm obr 1338 gun 122mm obr 1338 gun fire a heavy shell, adding destructive force to
masscd artﬂlery bombardments

_'attahons use the specml

Stalinets tractor Stahnets tractar

éﬂect thelr massed tacmcs
iy SEYER i STYEEY
122mm obr 1938 gun 122mm ohr 1938 qun

Stalinets tractor Stalinets tractor

THR A R
TR =R,

Anti-tank Rifle team Anti-tank Rifle team
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DIVISIONAL SUPPORT COME

Oto1 Guard

‘Loading Crevis -
5. of manpower to keep a Katyusha

Rocket Murtar Battery

battefy operational due to the vast amounts
. of ammunition: that 1s. ﬁ:ed wnh each salvo.

A BM—l.a Katyusha rocket launcher Wlt]l a
Loadmg Crew. adjacent to it counts. as two
Weapons ﬁnng in abombardment. A Loading
Crew: cannot ﬁre as part of a bombardment

in its own right. -

Loading Crews are Gun teams, but have no
weapons aside from their rifles. They can fire
as a Rifle team if they have to.

Like little Katy, the Katyusha of the popular
song, our rockets wail as they scream their way
to the enemy. While Katyusha longs for her
beloved to return, our rocket launchers long for
the destruction of the hated fascist invaders.

The Hitlerites call our rockets ‘Stalin Organs’
ag their terrifying music demoralizes the fascist
enemy with salvos of high explosive rockets.

0to 1 Flame-thrower Platoon

The courageous flame-thrower operators bravely
run forward to bathe the capitalist enemy in
sheets of fire. They will burn the stench of the
fascist invaders from the beloved Motherland
with solid socialist vigour.

Command QOhserver team
Rifle team

AF

Komissar team

BM-13 Katyusha

Loading crew

FEitiit

BM-13 Katyusha

Ry

Luading cigw

BM-13 Katyusha

Loading crew

i

BM-13 Katyusha

il

Logding crew

:JALKET MIATAR PLATSEN:

SUNADS: AGCKET: HEATAR: kATTER

' Flame-thrower Platoons are specialist troops
that operate in support of regular companies.
To represent this, they follow the Chemical
Troops~—Flame-throwers rules on page 28.

LEYTENNE:

KRR

Flame-thrower team

KRR

Flame-thrower team

BYTEIANT:

- PLAYE-THROHER: SECTIGM:

 SEAZHANT:

RRARA

Flameg-thrower team

AR

Flame-thrower team

:: SERZHANT::

KRR

Flame-thrower team

RRRAR

Flame-thrower team

- PLAHE-THAOHER: SECTIGM:
; FLANE=THA%H

 SEAZHANT::

AR

Flame-thrower team

R

Flame-thrower team

,&

AHE-THASHER: SECTIEN:

T 1?
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DIVISIONAL SUPPORT COMPANIES

0to 1 Flame-tank Company

Flame tank

Flame tank

Command
Rifle team

Komissar
team

Flme tank

Flame tank

Flame tank

Flame tank

Flame-throwing tanks are specialists at
destroying the bunkers and trenches where the
capitalist butchers cower. They are crewed by
brave sccialist soldiers who valiantly take their
fire-spewing tanks toward the fascist lines,
destroying the Hitlerites with their flames,

Pioneer Suppw
horse-drawn wagan

AR || teE Ry
(EF FEEE || e e

L

Pioneer the enemy’s works and then lay our own

Rifle team minefields and barbed wire to keep them out.

ﬁ/a’ﬁ,ﬁ/t ﬂ’ﬂ/ﬂ’ﬁ’ ﬁ(ﬁ(ﬁ(ﬂlﬁf ﬁ’ﬁ’i’ﬁ( By order of Stalin, the sappers will also eradicate
R figr'tii'm R rfllgch:?n Ploneer nﬁﬁ’ﬁi% all evidence of the Hitlerites from the soil of

Rifle team

Red Army sappers are specialists in removing
fascists traps before the socialist advance. QOnce
our beloved Motherland is free from the filthy
Hitlerite infestation the brave sappers destroy

Mother Russia. It will be as if they were never
here.




With the horrendous losses of 1941 and early 1942, the
Soviet high command, STAVKA, needed to reward and
distinguish those units that acquitted themselves well in
combat. They introduced the title “Guards’ to mark these
exceptional units. A Gvardeyskiy Strelkovy Batalon or Guards
Rifle Battalion was issued the best equipment available,
then rewarded with the most difficult assignments.

You may upgrade your Strelkovy Batalon to Guards status
making the Training rating of the entire battalion and its
supporting troops Trained rather than Conscript. If you do
this the number of points you have available to spend on
your force decreases as follows:

Guards Force

Normal Force
1000 points 775 points
1500 points 1165 points
2000 points 1550 points

{Guard Infantry Battalion,

A Gvardeyskiy Strelkovy Batalon has the following

differences from a normal Strelkovy Batalon.

» A Guards Battalion HQ may have up to two Anti-tank
Rifle Platoons.

» A Guards Strelkovy Company may have up to two HMG
teams.

» A Guards Scout Platoon remains rated as Veteran but
decreases in cost by -3 points for the HQ Section and -
15 points for each Scout Squad in the platoon.

+  A-Guards Machine-gun Company has four rather than
three HMG teams in each platoon at a cost of +20 points
per platoon.

* A Guards force may have up to two Submachine-gun
Companies as Weapons Platoon cheices.

» A Guards Heavy Mortar Company may add a fourth
platoon for +80 points.

« A Guards Storm Group remains rated as trained, but
decreases in cost by -90 points for each Assault,
Reinforced, and Reserve Group in the Storm Group.

Throughout the war the Red Army had the world’s largest

{Airborne Infantrv Battalion}

You may make your Strelkovy Batalon into a Gvardeyskiy

parachute force. Unfortunately they lacked the transport  Vozdushno-Desantniy Batalon or Guards Air-landing

aircraft to use it and sent them into battle as clite infantry
with the standard Guards Rifle Baftalion organisation instead.

Battalion using the changes above in the same way you
would make it a Guards Rifle Battalion.

When Stalin issued his Not One Step Back order, it applied
to civilians as well as scldiers. The workers of Stalingrad
were not evacuated as the German Army approached. Instead,
each part of a factory formed a Batalon Opolcheniya or
Militia Battalion. These hastily raised formations held the
line long enough for better froops to arrive, then held on
through the bitter siege until the city was finally freed.

You may downgrade your Strelkovy Batalon to Militia
reducing their Motivation rating and that of all supporting
troops {except as noted below) to Confident rather than
Fearless. If you do this the number of points you have
available to spend on your force increases as follows:

Militia Force

Normal Force
1000 points 1200 points
1500 points 1800 points
2000 points 2400 points

{Militia lnfantr\,ir Battalion)

As aresult of their limited equipment, a Batalon Opolcheniya

has the following restrictions,

+ A Militia Battalion HQ may not have any Anti-tank
Rifle, Anti-tank Gun, Anti-aircraft, or Sapper Platoons.

» A Militia Strelkovy Company may not have any upgrades
aside from a Komissar.

»  Your force cannot contain Scout Platoons, Submachine-
gun Companies, Heavy Mortar Companies, Storm
Groups, Assault Guns, or Tank Destruction Companies.

= A Militia force may not upgrade anti-tank guns. They
are all 45mm obr 1937 models.

= A Militia force may only have one Machine-gun
Company, but may have up te two Anti-aircraft
Companies (often manned by women) from the city’s
defences.

Any Shitraf or Tankovy Companies, Guards Rocket Mortar
Batteries, or Flame-tank Companies cost an additional
+10 points for every 50 points or part thereof you spend on
them. These troops remain Fearless when supporting a
Batalon Opolcheniyva.

:&




““the outcome of battles by their strength of will
5, and personal courage.

i b Plames Of War recognises these heroes and
eir contribution by representing them as
arrior teams with their own special rules. A
arrior team can be included as part of an
priate force. Of course, Warriors are unique

our force can enly have one of any Warrior.

ey do not count as a platcon and must usually
bé attached to a platoon at the start of the game
nd'remain with it for the game’s duration.

mpany Command Teams

A Warrior team that is a Company Command
& team must be assigned to a company at the start
2..0f the game, replacing the normal Company
mmand team. Warrior teams that are
npany Command or 2iC Command teams
move between platoons and use the Take
Command rules on page 44 of the Flames
ar rulebook.

Higher Command Teams

Some Warrior teams are described as Higher
Command teams. These represent senior
commanders, such as battalion or regimental
commanders, taking personal control of a critical
part of the battle.

If the Higher Command team is not Pinned
Down, any platoon whose cornmand team is
within 6”/15cm re-rolls failed Platoon
Motivation checks. The Higher Command team
does not re-roll failed Company Morale Checks.

A Higher Command team can move about and
take over command of any platoon like 2
Company Command team, except that they can
take over any platoon in the entire force, not
just from their own company. If a company in
the foree has to take a Company Morale Check,
the Higher Command team may take the
Motivation test, whether or not the Company
Command team is present.

Higher Command teams deploy at the same

time as Company Command teams. They may
deploy with any platoon or on their own.




WARRIORS INELA

o

Order 227—Not One Ste
The Supreme General Headquarters of the Red
Army commands:

Military councils of armies and first of all army
commanders should:

1. Unconditicnally remove commanders and
commissars who have accepted troop with-
drawals from occupied positions without the
order of the army command, take from them
their orders and medals, and send them to the
military councils for court martial.

2. Form within each army 3 to 5 well-armed
blocking detachments, put them directly behind
unstable divisions, and require them to shoot
panic-mongers and cowards on the spot in the
case of panic and scattered withdrawals and
thus help the honest soldiers of the division
execute their duty to the Motherland;

3. Form within each Front from one to th
(depending on the situation) penal battali
where commanders and high commander
appropriate commissars of all service arms
have been guilty of a breach of discipling’d
to cowardice or bewilderment will be ser
Form within each Army up to ten (depending-*
on the situation} penal companies whéie
ordinary soldiers and low rarking commanders
who have been guilty of a breach of discipline

crimes against the Motherland.
This order is to be read in all companies, cavals
squadrons, artillery batteries, commands am
headquarters. o

The National Commissar for Defence: 7. Qfﬁ:ﬁu




Flame-throwers
Flame-throwers are offensive weapons. They take time to
prepare and cannot react fast when surprised.

Flame-throwers cannot fire in defensive fire.

Light Guns
Soviet guns are built light as they rely on direct fire and
horses for mobility. This makes them easier to man-handle,
a task which Soviet gun crews get plenty of practice at.

Soviet 45mmt obr 1937 and 1942 guns, 76mm obr
1927guns, 57inm ZIS-2 guns, and 76mm ZI3-3 guns
are light and can be man-handled at a speed of 47/10cm
per turn on Read or Cross-country.

No HE
Lend-lease British tank guns lacked high explosive (HE)
ammunition making them less effective against soft targets.

Weapons with no HE ammunition fire with Firepower 6
against unarmoured targets.

One Use
Flame-thrower tanks have a very limited fuel supply, so they
can only attack one target. Once their fuel is used up they
usually retire from the battle. Being full of volatile gases,
empty fuel tanks are even more explosive than full ones and
these vehicles are too valuable to waste.

Flame-thrower tanks only carry enough fuel for one

tam of shooting with their flame-throwers.

Flame-thrower tanks with no foel left take an immediate

Motivation test when any flame-thrower tank in the

platoon is destroyed.

» Ifthey pass the test, they fight on as normal.

» Ifthey fail the test, the crew retire. Remove the tank

from the game, counting it as destroyed.

You can send any empty flame-thrower tank to the rear

at the start of your Movement step. Remove the tank

from the game, but do not count it as destroyed.

Pioneer
Pioneers are equipped with explosives and mines making
them effective at fighting tanks.

Pioneer teams have an Anti-tank rating of 4 in assaults
against tanks,

Poor HE

The 85mm tank gun was originally designed as an anti-
aircraft gun. While it had a fragmentation round, it lacked
a powerful high explosive round.

Reduce the Firepower rating of 85mm tank guns to 4+
against unarmoured targets.

Scout Teams -
Most Scouts are armed with PPSh-41 submachine-guns,
however, each squad has a couple of marksmen with rifles.

A Scout team fires as an SMG team at ranges up to
4”/10cm and as a Rifle team at longer ranges.

Small Guns
Small anti-tank guns have a low profile and are easily
concealed, even in open terrain.

Small guns that are Entrenched (see page 47 of the
Flames Gf War rulebook) and neither moved nor shot
in their turn count as being Concealed and Gone to
Ground, even if they are in the open..

Tripod Mount
DShK anti-aircraft machine-guns are extremely versatile.
Their tripods are normally set up for anti-aircraft fire on the
back of their truck. For static operations the tripods are
dismounted and the trucks taken to concealed positions in
the rear. If there are no enemy aircraft about, the tripod can
be folded down to a traditional Russian wheeled machine-
gun mount t6 support the infantry.

A DShK anti-aircraft gun mounted on the back of 2
truck cannot move and shoot in the same turn.

‘You may dismount the DShK machine-gun by removing
the truck-mounted gun and replacing it with a ground-
mounted DShK AA gun or 2 folded-down DShK MG
taking an entire turn (the team cannot move, shoot, or
assault this turn). The Gun team is ready to shoot next
turn: and the truck is sent to the rear,

You may also change a DShK AA gun into a DShK
MG, or vice versa, taking an entire turn to do so.

Turret-rear Machine-gun
Soviet heavy tanks have an extra machine-gun mounted in
the rear of the turret to protect them from infantry attempting
to assault the tank.

Turret-rear machine~-guns have a field of fire to the rear

between lines through the diagonal ¢orners of the turret.

In an assault re<roll any successful Skill tests to hit a

tank with a turret-rear machine-gun,

» If you pass the re-roll, the assaulting team get past
the machine-gun to hit the tank and the tank must
make an Armour Save as normal.

» If you fail the re-roll, the assaulting team fails to
score a hit. The machine-gunner managed to keep
the infantry at bay and protect the tank.

Unarmed

Some Sapper companies were not issued with weapons as

their main focus was pioneering tasks such as digging

fortifications, and laying and clearing minefields.
Unarmed troops cannot shoot and re-roll successful rolls
to hit in assaults.

Very Long Gun
The 37mm ZIS-2 anti-tank gun is unusually large for its
calibre. The barrel is 13°8"/4.2m long and the carriage was
designed for the 76mm ZIS-3. _
The ZIS-2 is not a Small Gun, even though it is only
57mm in calibre.

Q




2-man Turret
Many of the lend lease British tanks shipped to the Soviet
Union have only two men in the turret crew. This limits
their rate of fire as the tank commander has to fire the gun.

“Tanks that have the two-man turret rule reduce their
rate of fire to 2.

Cupola
From the middle of 1943 new T-34 tanks were fitted with
a commander’s cupola improving their vision.
‘Tanks fitted with a commander’s cupola do not suffer
the effects of the Lm:uted Vision rule.

Extra Armour :
When the Red Army encountered heavy German anti-tank
guns, their fears were realised—their previously invulnerable
T-34 began taking heavy losses. They reacted by welding
extra armour on tanks. However, the weight reduced their
performance unacceptably, so they soon stopped the pracuce

Extra armour gives a T-34 a Front armour ratmﬂr of 7
and a Side armour rating of 6. Tanks with extra armour
are not rated asa Past tank or W1de-tracked

Fast Tank

The powerfill engine and flexible Christie suspension of the

T-34 allowed it to travel at high speeds for long distances.
T-34 tanks can march up to 32”/80cim when moving At
the Double.

Heaw Tank
Lend-lease British Churchill heavy tanks may be slow, but
they can grind their way across any terrain.
Heavy tanks only move 8”/20cm on Road and Cross-
country terrain.
If a heavy tank becomes Bogged Down while attempting
to cross Rough Terrain, roll again. On a roll of 4+ the
tank lmmechately frees itself a.nd contmues moving.

nght Tank
M3L Stuart lend-lease light tanks have powerful Continental
radial aircraft engines giving them excellent performance.

M3L Stuart light tanks move 16”/40cm when moving |
 on Roads or Cross-country.

Limited Vision
Soviet tank designers produced small, heavily armed and
armoured tanks. In order to pack so much into such small
tanks, they reduced the crew to 4 minimum. The tanks
require the commander to operate as the gnnner as well, at

the same time providing little in the way of vision devices.
 Tarks with limited vision add +1 to the score required -

~ to hit when shooting any weapon at targets that are
- outside the field of fire of its hull-mounted weapons.

Limited Vision
+1 to hit

Mo penalty +1 1o hit

+1 1o hit

No Loader

The OT-34 flame-thrower tank sacrifices its loader and some

of its ammunition to fit the flame-thrower and its fuel.
Reduce the ROF of the OT-34 tank’s 76mm gun to 1 to
reflect the difficulty of operating the gun.

Pioneer Supply Wagons
Soviet sappers don’t have much equipment, just a wagon
full of shovels, but they use them well.

A company with a Plonger Supply Wagon adjacent to
the command team may re-roll failed rolls to Dig In.

If a Pioneer Supply Wagon and at least four Pioneer
teams start the Shooting step adjacent to a2 Bogged down
vehicle, they may take a Skill test to free the vehicle
instead of shooting. If the Skill test succeeds, the vehicle
is freed after the shooting step is complete.

Slow Tank
Infantry support tanks are heavily armoured. They grind
their way slowly forward with the infantry.
" Slow tanks only move '§”/20cm on Road and Cross-
country tcrram

Unreliable
The early KV tanks have problems with weak transmissions.
As a result they tend to break down when driven hard.

If an unreliable tank attempts to move At the Double,
roll a die. On a result of a 1, the tank falls victim to a
serious mechanical breakdown and does not move at
all. A broken down tank counts as Bogged Down for
the rest of the game.
Wide Tracks
Many Soviet tanks have extremely wide tracks allowing
them to cross almost any terrain with ease.
If a tank with wide tracks becomes Bogged Down while
attempting to cross Rough Terrain, roli again. On a roll
of 4+ the tank immediately frees itself and continues
moving.




Team
Rifle team
Rifle/MG team

' SMG team
. Light Mortar team

" Anti-tank Rifle ream
H_MG team .

Scout team-as SMG team

¥ _asRifle team
Flame-thrower team
Komissar team
‘Observer team

Staff team

. Addltmnal Tralnmg and Eqmpment_ :

Ploneeriea.ms o
Una.rmed teams

ROF  Anti-tank Firepower

‘Weapons and Notes -

Mobility

 Range
167/40cm 1 2 1 Mosin-Nagant 193 OG rifles.
167/40em 2 2 6 Mosin-Nagant 1930G rifles and DP 1928 machine-guns.
47/10cm 3 1 6 PPSh-41 Submachme -guns.
167/40cm 1 1 5+ Scm PM-41 light mortar.
16"/40cm 2 5 & PTRD anti-tank nﬂe
24760em 4 2 6 Maksim PM-1910 machine-guns. |
© 47/10cm 3 1 6 PPSh-41 submachine- -gun and M1930G rifle
167/40ecm 1 2 6 S
4710em 4 - 6 ROKS-2 flame-throwers.
47/10cm 1 1 6 TT-33 pistol.
- - - - Moves 2s 2 Gun team.
-as infantry toam Pioneer. © .
- - - - Unarmed.

Armour.-
-Fronit Side Top

Eiluip_t_neht and Notes -

__L:ght Tanks '

. DShK AAHMG on truck

Wheeled

T-60 obr 1942 Half-tracked 3 1 1 20mm tank gun, co-ax MG,
T-70 obr 1942 Fully-tracked 4 2 1 45mm tank gun, co-ax MG, Limited vision.
T-70 obr 1943 Fully-tracked 4 2 1 45mm tark gun, co-ax MG, Limited vision, Wlde tracks
Mark IH (Valentine 1) - Fully-tracked 6 5 1 2 pdrtank gun, co-ax MG, 2-man turret, Slow tank.
Mark 111 (Valentme VIII) Fully-tracked 6 4 1 6 pdr tank gun, 2-man turret, Slow tank
‘M3L(M3A1 Stwart) -~ Fully-tracked 3 2 1 "37mmtankgun,co ax MG, hullMG Lighttank o
 Medium Tanks - : - :
 T-34 obr 1941 or 1942 Fullytracked 6 5 1  76mm tank gun, co-ax MG, hull MG, Limited vision,
S Wide tracks, Fast tank.
M3M (M3 Lee)  Fully-wacked 5 3 1 37mm tank gun, co-ax MG, turret MG, short 75mm tank gun.
M4 (M4A2 Sherman) Fully-tracked 6 4 1 Long 75mm tank gun, co-ax MG, hull MG.
_:-'.Heavy Tanks e e
COKV-le Fully-tracked -~ 9 '8 2 76mnitank gun, co-ax MG, turret-rear MG hull MG,
S I _ Limited visibility, Slow tank ‘Unreligble,
Kv-2 Fully-tracked 8 7 2  152mm tank howitzer, turret-rear MG, hull MG, Slowtank,
: Unreliable.
UKRV-s Fully-tracked 8 6 2. 76mm tank gun, co-ax MG, turret-rear MG, hull MG, Wide-tracks.
KV-85 Fully-tracked g 6 2  85mm tank gun, co-ax MG, turret-rear MG, hull MG
- Mark fl (Matilda Tl . - - Fully-ttacked  7:° 6 2 2pdr tank gun, co-ax MG, Slow tank. -
" Mark I 76mm (Mat]lda I CS) Fully-tracked 7 6 2 3" tank howi co-ax MG Slow tank.
" Mark IV(Churchill TII or IV) Fu_ny'-&ﬁaked T8 7772 6pdrtank guny co-ax MG, hull MG, Heavy tank.
Assault Guns - - S -
- 8SU-76i Fully-tracked 3 2 1 76mm tank gun.
CSUTeM L Feliytracked 3 10 00, 76mmtenkigun, Widetacks.
T 8U.122 Fully-tracked 5 5 1  122mm assault gun.
- SU-152: - o Fullytracked 7. 6 2 152mm assauhgun, Slow tank.
Chemical Tanks — ‘.o -
" OT-34 Fully-tracked 6 5 1 ’?Gmm tank gun co-ax MG, hu]] nght ﬂame-ihrower No Ioader
Limited v1510n Wldc tracks, Fast tank, Fuel tanks.
KV-§ FLﬂ}yQtfééléed 8 " 2 45pim fank gun, co-ax Heavy flame~thrower, turrét-rear MG, hu]l
Co R "M, Limited.vision; Slow tank, Unreliable, ‘Fuel tanks. .
KV-8s Fully-tracked 8 6 2 45mm tank gun, co-ax Heavy ﬂamc-throwcr, turret-rear MG hull
_ MG, Wide-tracks, Fuel tanks.
._-.3'Rocket Launchers _ e LR '
BM-13 Katyusha * - Wheeled - =7 .. Katyusharocket latncher -
Anti-aircraft Machine-guns = . %" L : L
- - DShK AA MG, Tripod mount




MG . 16°/40cm 3
DShK AAMG 287/60cm

20mm tank gun 167/40cm
37mmtankgun . 24”/60cm

2 pdr tank gun 247/60em
45mm tank gun © 247/60cm
* § pdr tank gun 247/60cm

Short 75mm tank gun 3'2"’,5"80r:n_1
Long 75mm tank gun 327/80cm

: .:-'_3” tank howitzer = . 24”f60cm
_76mm tank gun 327/80cm
85mm tank gun ~ 32”/80cm
_122mm assault gun 327/80cm
o 152mm tankhowitzer  32780cm
_152mm assault gun 40"/100cm
Katyusha rocket launcher 72°/180cm . -
nght Fla.me-thrower 4°f10em

gioem

. DShK MG 247/60cm 4
. §2-BM-41 mortarfeam _-40"/100cri1 '

.

'—‘HNMIQN'NNMNMNFM&

- 120-PM-38 mortar team 567/140cm -
" 76mmobr1927gin  16740cm 2
DShK AA gun 247/60cm 4
3mmobr1939gun 32780 4
45mm obr 1937 gun 247/60cm 3
‘45mm oobr 1942 gun © 247/60cm -3 -
57mm Z18-2 gun 327/80cm 3
76mm ZIS-3 guri 32%/80cm, -~ 2
122mm obr 1938 how1tzer 4”#’600m 1

‘Name . . Range ROF __Ah’ti-_t:ink_]?‘irepowe'l"":

6
3]
5+
5+
5+
4
4+

3+
3+
3+

2+

| 1 “
1+

“Poor HE:

Weapens and Notes
ROF 1 if other weapons ﬁrc
Anu-aucraft o

No HE.

No HE.

Salvo rocket artillery
Flame-thrower, One use,
Flame-thrower One use

4

~ 'ROF’ Anfi-tank Firepower

6

3

24+

6

. 5+

4+

"Weapons and No_ _
~ Man-packed, Small guz, nghtgun
' Morta: \Jan—packed, Smiall gun, L1ght gun

_ Gun shield, Artillery, Small gun, Light gun

Gun shleld, Small g, Light gun.

. Gun shield, Artillery; Light gun:*

Mortar

Man-packed, Turntable, Anti- alrcraft Light Gun
Turntable, Antl-mrcraﬁ Immobllc :
Gun shield, Small gun, L1ghl gun.

Gun shwld, nght gun, Very long gun. :

Glm shi_eld_, Artlll_ery, Immgblle.__

85 3-ton truck
| ZI5-6 4-ton fruck 7 'Wheeled
Dodge */4-ton truck Wheeled

' Supply wagon
“Gun Tractors

Wagon '

%eemd P—

. . Studebekke.r 21;’-a-t0n tl'Llck L ':'Wheeled_‘;- s

1 passenger Horse drawn

 Stalinets * Fuffy-iracked .

| Camon” T $200m

.mwagon | T

A:rcraft Weapon Range
N -2 Shmrmowk Bombs 47/10cm
_ Rodkets 78" A
) £/20cm
ST Bombs  #7tbem
P 39 All'CObI’il o Bombs 47/10cm

ROF

1 passenger, Sow tack,
1 passenger, Horse-drawn

-Anti-tank’ Firepower,
4

9
4
3

54

Notes -
I+ Flymg tank

5+

+

1+
5+




Troops on foot have 11ttle dlfﬁculty movmg in and around
~ buildings.

Infantiy-teams may only enter or exit a room at the start of
their movement. They may only enter or exit a room through
an opening. A team must be adjacent to the opening .or
ad_| acent to a team that is adjacent to the opening to enter
or exit the room,

' Because most rooms are less than 6/ 1501:1 4cross, mfantry

1] 4
: Opemngs up or down by up to two ﬂoors at the start of their
moverent. They must start their movement in the building,
so.thiey cannot enter or exit a building in the same movement'
as they move up or down ﬂoors :

move. At the Double m or through buﬂdmgs

“Cavalry
Cavalry and other mounted mfaniry cannot enter a bmldmg
They-_ must dismount first, leaving their horses outside.

Sto rmtroopers And Avanti
Germau teams makmg a Stormtrooper move and Italian

i g their Stormtrooper or Avanti movement adjacent
i opening, just like normal movement.  °

While most vehicles can only enter buildings through large
-~ doors and other openings, tanks are quite capable of smashing
' their way through walls.

Only fully-tracked enclosed armoured vehicles.can drive
through normal buildings. External and interior walls are
 rated as Very Difficult Going obstacles. The vehicle must

take a Skﬂl test to avmd Bogging Dowh as it passes through ,_'

each wall. _ .
j?he interior of a building is just as much of a hazard to a -
tank. Any vehicle moving entirely within a building, treats
the building as Very Difficult Going and must take a Skill
test to avoid Bogging Down at thc-: gtart of its movement.
Solidly-built industrial buildings are sufficiently tough to
be impassable to all vehicles, except at large enouah openings,

;Q\/IanQHaﬁdling small guns into a building is fairly easy, but
-t takes a huge amount of work to get a bigger gun inside.

Gun feams may Aot enter houses and other small buildings.
ey may only enter factories and other large buildings with

—loadmg bay doors and other openings big enough to fit them.
- Even then rubble and debris make it troublesome, with the

door or opening counting as Difficult Going for Gun teams.
“Wheeled Gun teams may not be taken up stairs. They mast ©

_remain on the ground floor.

:Man-packed Gun teams (machine-guns, mortars of Firepower
"3+ or more, and other weapons carried on the backs of their
_crews) can freely enter or ex1t bull‘dm gs and be taken up
stairs. B .

'Deploying Guns In Upper Floors -

Although guns cannot move up stairs, they can be laboriously

"+ hauled up using block and tackle before the game begins.
vAvantimove can énter or eXif buildings™

Tf & Guil teais Siarts the g i gathe above-the.ground-floor-ofa
building, roll a dice after deployment for zach two floors.
(or part thereof) it has been raised. Add the weapon’s -
Firepower rating to each dice.

_+ If any modified die roll is less than 7, the gun proves

too heavy. The rope breaks and the gun smashes to the
ground, wrecking it. The Gun team is not available for
this ganie, but does not count as destroyed.

Otherwise, the crew haul the gun into position. The Gun -
team can fire from its position, but cannot move during
the game.

Immobile guns cannot be deployed on upper floors.




Heavy artillery and aerial bombing quickly turn a well
“ordered city into a shambles. Buildings coltapse, street lamps
and tram lipes.are bowled down, and the parks trees are
réduced to burnt skeletons. "

Streets
. Although roads normally prowde quick and easy routes, in

‘abembed out city fallen debris make passage slow, even'in..

the best areas, and almost impossible in the worst.

In a street-fighting game roads are classified as Difficult
Going w1th1n 4”/10cm of damaged buildings and Cross

NTR
Ne Entrenching In Streets

' Sfrefets are built to withstand heavy waffic and it takes more
than an entrenching tool to dig them up.
Troops cannot Entrench on streets, however, it’s possible
1o place trench lines on streets in a Big Push mission. Troops
can still Entrench in parfks and other open spaces.

) Loepholes

As in the Flames Of War rulebook, troops can make loopholes'

o shodt throg_,h walls lacking openings by Digging In. As
" with entrenchments, they cease to exist if the teams end
their turn away from them.

Mouseholing

Troops taking part in street fighting are equipped with pick
axes, crowbars, and explosives. They can break ‘mouséholes’
through walls allowing them to enter rooms without using

doors and windows. These small holes allow them to work
. their way from reom to room without expoesing themselves -

to enemy fire, and to launch surprise assanlts into enemy
held rooms.

In Flames Of War, mouseholes are assumed to be of a
temporary nature, only allowing a squad to move through

:them. This is done for two reasons. Firstly, it avoids the

twm, v - -

Country terrain within 12”)’ SOCm of a damaﬂed buildin
The'debns on the roads is enough to ruake movement tricky,
but’ ;not encugh to provide any cover or coa:lcealment ’

If tHe city has not been bombed and there are no damaged -
buildings about, roads count as normal..

Rubble
Piles of rubble are impassable to trucks and present even
hea.vy tanks w1th difficulties.

need to mark the exact position of every mousehole. Secondly,
following troops may be unaware of the presence of a':
meusehole in an adjacent room, or it may have been blocked
by enemy troops or falling rubble, requiring them to make
a new opening.

An Infantry team starting the turn adjacent to a wall, an
that does not move or shoot, can take a Skill test at the start
of the Assault step to make a n_:lousehble in the wall.

If the team fails its Skill test, it cannot do anything else this
If it succeeds, it creates a temporary opcnmg Even 1f more

than one team succeeds in its Skill test, they only make one
opening throuah the wall, '

- The successful team can use this opening to:

+  Move through into the next room (even if it could not |
normally move in the Assault step). If the team does
this, any adjacent teams may move through the opening
as well. At this point, the mousehole is removed.
Launch an assault into the next room (see Launching
An Assault on page 56). Fight the assault as normal.
Once the assault is finished, the mousehole is removed. -

.':Pione_er teams re-roll failed Skill tests When mousle]::l‘qlin"g.'
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" ‘Command
(Inthe same

In
Command
{Inan
adjacent

Qut 0f Command
(No gpening to
adjacent room)

®

In Command
{Within 2"/5cm and
in ling of sight of
team gt opening)

Keeping control of a platoon inside a building is .

difficult. Even troops in the next room are hard

- to keep under command. .

Once inside a building command and ccmtrol
breaks down. Inside a building the normal Platoon
Command Distance is 1rrelevant -

Teams inside a bu11dmg are In Command if they

are.
-in the same room as the Platoon Command

'.team or a team that ig In Comrnand,
- inan adjacent'room connected byan openmcr
to a room that contains teams of the platoon
that are In Command, or
.adjacent to an opening that has line of sight
to a team from the platoon-that is outside the
building, within Command Distance and In
Command. :
Teams outside a building.containing their -
Command team are In Command if they are:
» in line of sight and within Command Distance

of an opening to a room that contains teams.

In Command

(Within 2°/5em) of the platoon that are In Command, or -

within Command Distance ofa team 0utsxde-
the building that is ln Com:mand '

HiSi]

Team at
window can
see and be

seen by
every team
in the room.

Tank can see
and be seen
by the infantry
teamin the
window

see or be seen by

infantry teams in the

building and not at
an apening.

N,

Shooting At Troops In Buildings .
Line of sight stops at the edge of a building or wall. Troops on the other
. side of the wall are out of line of sight uniess either team is adjacent to
‘an opening in the wall.

Shooting In A Reom

Teams in-a room always count as Concealed. They also count as being
in bulletproof cover unless the shooting team is in the same room or is
adjacent to an opening into the room. '

Any team that is in a room or adjacent to an opemng into the roomcan
. see and shoot at any team in the room
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Workmg out which téams are under artrllery bombardment
_templates can’be tricky when buildings are involved. To
simplify ma.tters, the bombardment is assumed to land e1ther
‘outside or 1n51de a building -

. Ifa template placed on troops outside a building, also

includes part of a. building, only troops adjacent to wall
openings ms1de the template can be hit.

Rather than usmg a template agamst troops ina butldmor

assume that the artillery bombardment hits one room of the

butlchncr Al] troops in that Toom are under the template

only has one room, place a doubl sized template over the
t;uﬂdmg so that all tearps in 1he ‘building and any under the
t‘emplate outside the building can be hit. - '

Mu]tlple Storey Buildings

An artillery bombardment firing at a multlple storey building
will hit the room eonta:mmg the target team and any room’
directly above or below 1t. Ifnecessary, the gunners will use
delayed—actl on fuses to hit targets deep in the building, but
s difficult.to-get right. Troops in the cellars are almost

“Completely safe: from all but the heaviest amllery

L f: troops being bombarded. are in a, room that is 'not rithe
L iop floor, add +1 to the score fiéeded on the Aftillery

;’r‘ u'epower table for each floor the rounds must penetrate 0

- Instreet ﬁghtmg situations, aircraft mistake the target identity -

"and attack their own troops on a roll of 1 or 2, rather than

s the normal 1.

>Recognrs1ng this risk, a player can ‘elect to cancel their -
' ground-attack air support for the rest of the ga.me at the start
.of any tum before any dlee are rolled L

omes down to submachme -guns, hand crenades bayonets
and sharpened entrenching tools in close hand to-hand

“In, order 0 launch an assault into a room a platoon must

have at least one team in an adjacent room connected by an

opening to the room being assaulted, or outside the building .
..and within 4”/10cm of an opening into the room.

-Charge Into Contact
defenders havea team adjacent to an opening, the :

ulting teams cannot enter the room, but must fight.
through the opemng

": Tfan opening is undefendea then the assaultmg teams enter
“the room occupying empty spaces in the room. The assaulting

eams may not pass through enemy teams to occupy space

“behind them, they may only occupy spaces they can reach
- from thé opening.

" Defensive Fire
Defensive fire will usually be very hmlted by the lack of

openings for more than one or two teams to shoot, Unless

“an operning is wider that one base, only one team can ﬁre

through the € opemng

. If the defensive fire kills an attacking team, the assaultmg
' player can immediately move adjacent teams up.to oceupy:
i thelr posmon :

“fire (and only one team ean ﬁﬂht throﬁ_"li'the.__

~Wheo Fights

. Every team in a room can ﬁfrht any enemy teams in the

-~ same room in an assault.

Only one team may fight through an opening unless it is
wider than a stand width. Teams must break into a room to
gain the space for more teams to fight, Once a team has
broken into a room, another team may take its place at the

opening and join in the fight.

Breaking Into A Room
"Whén fighting in buildings, it is vital to break into a room
if you want to clear it. The usual technique is a grenade
through the opening, then follow up with a submachine-
gUIl. T — . -.9...... -~

Any team destroymg an enemy tcam in an assault 1ns1de a

Bt TS

team’s posmon

Assaulting Up Floors

It is very difficult to fight your way up a stairwell into the .
room above. The enemy merely need to drop grenades,
while you risk your own bouncing back down on you and

_ are likely to be shot the instant you poke your head up.

Teams assaulting up through an opening between floors
must re-roll successful rolls to hit. This makes it very tricky
gam a foothold inan upsta]rs ﬂoor




Troops in buildings often have nowhere to run to, and even
if they do, staying where they are is often safer.

Fleeing In Buildings -

When 4 platoon fails 2 Motivation test to conterattack in an
assauit, its teams must flee or surrender. Teams in a room
with enemy teams, where the enemy hold all of the exits,

- surrender if their platoon flees. However, teams in a room |

: that does not contain any enemy teams do not need to flee,
and will not surrender, even if the enemy hold all of the
_ exits,

dr wipe the defendefs out.

Launching A Counterattack

Counterattacking teams.in a buﬂdmg move from one Toom

to the next each time they counterattack. Troops moving to

counterattack can enter or exit the building through' an
~adjacent opening before moving as for normal movement,

The assanlt ends when there are no defending teams in any
- of the rooins occupied by the atiacking platoon, itf any Tooms
connected by openings to the attacking platoon; or outside
the building and within 47/10cm of a ground-floor opening
occupied by the attacking platoon, o

Consolidating :
Consolidating teams may stay in the same room, move into
an adjacent room (on' the same or a different floor), or exit
the room through an opening and move 4”/10cm.

Tearns outside 2 building, may enter it as. part of their
consolodation movement if they ae adjacent to an opening
or a team adjacent to0 an opening in the same manner as
normal movement.

A tank may not fire Defensive Fire ifitisin contact with
;an assaulting _team that started its assault movement in a
'bmldmg The infantry sneak up and blind it with smoke
grenades, mud, or fiour bombs before it is aware that it is
under attack.

[ R U







Stalingrad... was in flames and suddenly, like a silver ribbon, I saw the Voiga. We all knew we had to get there—thats

our goal, maybe the goal of the whole war... It was a very impressive thing to be standing on the border of Asia and being
able to say—we're at the Volga! In spite of all the casualties, all the havdships, we had managed to attain this goal, this

victory. The Volga! It was within our grasp!
—Lewtnant Joachim Stempel

The German Wehrmacht has defeated the Bolshevist horde in every battle, and will continue to do so. Only the
endless masses they throw inte every new battle have enabled them to continue the struggle for so long.

Our greatest enemy isn’t Marshal Stalin or General Chuikov, it is General Winter with his bottomless mud and
freezing snows. If we survive the winter, we will finally destroy them come summer. They cannot withstand us much

longer. Victory will be ours.

A Grenadierkompanie is the finest infantry force you can
command. The troops are all experienced veterans and
their equipment is as good as it gets. Man for man they
can outmanoeuvre and outfight any other army. Of course,
you’ll always be outnumbered, but there’s nothing like
the satisfaction of facing an overwhelming horde... and
winning!

Your Grenadiers may be some of the best infantry available,
but their supporting weapons are outstanding, They.have

“the‘backing of some:of the:nidst powerfil tagks in existence. .

of destroying any tank on earth. Less extreme are the StuG
and Stupa assault guns. Armoured as well as any tank,
these will wipe out anything holding up the Grenadiers’
advance.

The Grenadiers have plenty of towed guns, and aside from
the ubiquitous 3.7¢m PaK36 ‘doorknocker’ which is
showing its age, these are all very deadly weapons. The
5cm PaK38 is an outstanding light anti-tank gun, while
the 7.5cm PaK40 is one of the greatest anti-tank guns ever
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The following rules reflect the doctrine and training that
give the German Grenadiers their edge in battle.

; _ Mission Tactics

, Before battle, the whole unit is briefed on their mission
: and how it relates to the overall battle plan. Far from
| compromising security, this trust allows any soldier to
J ; take over when their superior is killed.

If the Command team of a German platoon is
destroyed, another team may take over immediately.

Ifthe Comumand team is a Tank team, nominate another
Tank team in the platoon as the new command team.

Ifthe conmmand team is an Infantry team, either remove
a surviving Infantry or Gun team from the platoon

[ —

Stormtroopers

German soldiers have inherited the Stormtrooper ethos
and bring the command team back into play to replace from their fathers in the First World War. While other
it, or nominate a Tank team a3 the new Command armies wait for orders, the Stormtroopers are racing ahead
team. to take their objective.

Kampfgruppe

The Kampfgruppe or battle group is an important part of

German military operations. Leaders at every level form

mission-specific task forces from any available forces.

[

Any German platcon with a command team may
attempt a Stormirooper move in its Assault step instead
of launching an assault.

Roil a Skill test for each platoon.
At the start of the game, take up to half the teams + If the test is passed, the platoon may move

from any Combat or Weapons platoon in the company

~ and attach them to the Company HQ platoon led by

the 2iC Command team. Teams attached in this way
canngt be detached to other platoons in the company.
The attached teams count as part of the HQ platoon
for all purposes including platoon and company morale,
Any casualties sustained by the new Company HQ

platoon do not affect the original platoons that the
teams belonged to.

anether 47/10cm.
+ If the test is failed, the platoon cannot move
any further this turn. :

All of the normal Movement rules apply.

Platoons cannot make Stormtrooper moves if they
moved at the double or are pinned down. Bogged
down or bailed out vehicles cannot make Stormtrooper
moves. Gun teams that shot earlier in the turn cannot
make a Storm Trooper move.




Grenadaerkompame

{Infantry Company}

) foot—sloggmcr Grenadierkomparnie are tough, self-reliant warriors. German Grenadiers have
ht and gained great victories for the Fatherland, bringing more land under the rule of the Third

& The Gcrman'A'rmy is well trained and has many
- victorious campaigs behmd it, The soldiers
:'are conﬁdcnt that wctory hes in the near fumrc

Company Command 2iC Command SMG
SMG team tgam

- Grenadier: Plaloon:

Qberfeldwebel:
- Grepadicr. Platoon:

. Armed with the experience of successive
@ h % victories over the Bolshevist hordes, the frontline
fem GW34 One-horse cart commander leads his Grenadierkompanie to

mortar even greater feats, Tt is only a matter of time
/@ B befor‘e the Soviet resistance is cru_shed and the
Bom GWat One-horse cart East is added to the German Empire.




Command
Rifle/MG team

LLLLLS it

Grenadiers are the core components of the
German war rmachine, performing brave and
heroic deeds for the Fatherland. Underoffizier:

German Grenadiers.are bettler Iraim::d than any ﬁ’ﬂ’ ﬂ’ﬁ'ﬂ' ﬂ’ﬂ’ﬁ’ﬂ’#

oth‘er‘ army’s so‘ldlers. Wu‘l_a their superior Rifle/MG team Rifle/M team
training, self-reliant Grenadiers perform the
real work of the German Army, assaulting and i’ﬁ’ﬁ’*’ﬁ( ﬂ’ﬂ’ﬂ'ﬂ’ﬂ’

capturing enemy positions, and holding these Rifle/MG team Rifle/MG team
against counterattacks. ' %

1000p0ins 1300,
1500 pomts:'. ;
1200 points




Command
SMEG team

HMG team

ZFARS.

HMG team

Command
SMG team

B

¢CTION;

* {feroffizier:

HMEG team

RS,

HMG team

e

The Machine-gun Platoons provide a Schwerpumia,
a concentration of intense firepower, to support
the Grenadiers advance. Their devastating fire
keeps the enemy’s heads down as the infantry
attack.

The Machine-gun Platoons also provide the
main defensive fire against enemy counter-
attacks. As soon as an impertant objective is
taken they dig in to hold them against all comers.

8cm GW34 Ona-horse cart
mortar

Axy =

Bem BW34  One-horse cart
mortar

gcm GW34
ﬁ& crrnnc:pr‘t'a.nr
Observer team
Rad

Som GW34

%%,

Observer team

8cm GYW34 One-horse cart
mortar

A2

8ocm GW34 One-horss cart

One-horse cart

One-horse cart

Mortar Platoons provide the Grenadierkempanie
with their own artillery to bombard the enemy
lines prior to an attack. While the enemy is
looking heavenward the Grenadierkompanie
will crush them from the front.

The Mortar Platoon is equally useful screening
enemy strong points with smoke to neutralise
them while the Grenadiers attack.




Infantry Gun Platoons provide the Grenadier-
kompanie with close-support artillery, taking
out targets such as gun positions, bunkers and
machine-gun nests with direct fire.

The 7.5cm 1eIG18 guns are also effective at
destroying enemy tanks should any stray towards
the German lines.

(bserverteam

Command

nteroffizic

b AN

7.5cm lelG18 gun

Horse-drawn limber

Command
Rifle team

s Unileroffiziet:
Ky
Rifle team Rifle team
111 Frry
Rifle team Rifle team

The Scout Platoons are the eyes of the German
army, reconnoitering in front of the Grenadiers’
advance, protecting the army from unpleasant
surprises. The scouts can also operate as an
advance force, taking impoertant objectives by
stealth and holding the enemy back until
reinforcements arrive.




Command
Ploneer SMG team

=-£:Un1
FRey M’W
Pioneer SMG team Pioneer SMG team
VY Rl
Pioneer SMG team Pioneer SME team

German infantry battalions often formed a
Stosstrupp or Assault troop for specific tasks

 Unteroffizier:

JAL : -~
o L when assaulting fortllﬁed positions. -
Assaultteam Assault team An Assault Troop is formed for a specific

|, mission. Its composition changes from game

+ to game. The Assault Squads are the core of
Assault team Assaultteam the Assault Group. The Heavy Squads are
tailored from the regiment’s assets specifically
for the task at hand.

You may_ remove (_)ne Assault tgam per Heavy
Squa' to eqmp ne Picnieer team with 'Flame-

You must choos _the composmon of your
Assault Troop for each ga.me before deployment
beﬂms j

The Assault Troop is speclﬁcally formcd for a
partlcular task. You may not take teams from
the Assault Troop to form your Kampferuppe.
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- {Reconnaissance Infantry Company}
wvisional reconnaissance battalion was the only mobile reserve available to the divisional
smmander. It was often grouped with the anti-tank battelion to form a Schnellbataillon or Fast
lion. This tough force acted as an advance guard and a last-dirch reserve.

Command
Rifle/M& team

HO: Section

“{Interoffizier;

: {nteroffizier:

LI

Rifle/MG team Rifle/MG team

LA

Rifle/MG team Rifle/MG team

The fast-moving Schnellschwadron seizes
objectives before the enemy can react.

LI

Rifle/MG team Rifle/MG team

The division’s three armoured cars operated
with the Schnellbataillon.




ARK

Pioneer Rifle
team

Wil
Command Pioneer Supply horse-
drawn wagon

= {nteroffizier:

FEREY FERRY

Pioneer Pignear
Rifle tzam Rifle team

Pioneer B ron truck
aneer stontus

Pioneer Pioneer
Rifle team Rifle team

‘Black’ picneers perform all the specialist tasks:
that are required to get the army to the from

strong points.

- Uneroffizier:

ﬁﬁﬁ#ﬁ' FEARE KA

FEREY RARAY

Pioneer Pioneer
Rifle team Rifle team

Pianeer
Rifle team

o
Pioneer 3-ton truck
Rifle team
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Command Assault Tank

 {Imferoffizier:

520 points

S

Assault Tank
- Assault: Tank': Section:

heavy 15cm guns. Known as Stupa (short for
Sturmpanzer), they demolish the strongest
Bolshevist fortifications with ease.

B afo

i S,

7 Sd Kifz

Command Sd Kfz 263 half-track
or Assault Gun

Assault guns spearhead infantry attacks. their
effective guns smash Soviet tanks while their
thick armour protects them from harm.

o

"0 to 1 Looted Panzer Plataon

AT

: {nteroffizier:

-

Command Tank

Beutepanzer, booty or looted tanks, are tanks
captured from the enemy and pressed into
service against their original owners.
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0 to 1 Tank-hunter Platoon

Kfz 15
field car

Command
SMG team

O
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-tank Platoons
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e

Kfz 15

Command !
field car

SMG team

SN T T
;m‘ﬁ%‘w}%&@?g%
CEPOSCATICE

25cm?P

i

PaK36 anti-tank guns, which must rely:e
surprise at short range to kill tanks. NMo:
regiments also have a handful of heavier i
capable of tackling any Soviet tank.




Kfz 15
field car

Gommand
SME team

: (Mderoifizie

TRl haN

2em Flak38 gun

" (Iieroffizier:

e AN

2cm FlaK38 gun

3-ton truck

The Grenadiers have very little in the way of

anti-aircraft guns, just one company in the anti-
tank battalion. Fortunately, as infantry they can
hide from aircraft much better than the tanks
and halfetracks of the armoured divisions.

‘If the Red Air Force gets teoo troublesome

though, the Light Anti-aircraft Platoon will
soon see them off with its quick-firing gums.

Command
SMG team

Horse-drawm wagon

RED.

Observer team

X2

Observer team

Gun Sections

Every Grenadierdivision has nine batteries of
10.5cm artillery. These pound the enemy line
ahead of the Grenadiers’ attacks, smashing the
Bolshevists” positions and keeping them pinned
down. Once the objective is taken, the howitzers
pound enemy counterattacks, smashing them
before they begin. In a crisis, the howitzers
make worthwhile anti-tank guns teo.




0 to 1 Heavy Anti-aircraft Platoon

e 5 R

Command
SMG team

Kz 15
field car

kompanie. Their 8.8cm FlaK36, or Achr-Achi;
the same gun as in the Tiger heavy tank. No Sovig

un

In German Nebelwerfer means Fog Launcher
as it was intended for chemical warfare.
However they are equally good firing high-
explosive shells.

Rocket Launcher Batteries demoralize the
enemy with smashing rocket salvoes, and lay
covering smoke screens. Their only drawback
is that rockets leave long smeke trails in the
sky, making the battery easy to locate.

Command Kiz 15

SME team

Observerteam Kibelwvagen

Tihaan

15cm NW41 rocket launcher

Sd Kfz 11 half-track

Titaan

15cm NW41 rocket launcher

Sd Kfz 11 halftrack

itaan

15cm NW41 rocket launcher

Sd Kfz 11 half-track

Observerteam Kibelwagen

Fhias

15em NW41 rocket launcher

Sd Kfz 11 half-track

15¢m NW41 racket [auncher

Sd Kfz 11 half-track




Assault Rifles
* Grenadier scouts and a few other lucky platoons were often
equipped with experimental MEb42 assault rifles. The scouts
were ideal troops to test the guns capabilities in the field
before they were put into mass production.

Assault Rifle teams have range 87/20cm, ROF 3,
Firepower 6, and Anti-tank 1. The team fires at its full
ROF when movmg

Flame-throwers
Flame-throwers are offensive weapons. They take time to
prepare and cannot react fast when surprised.

F lame-throwers cannot fire m defenswe ﬁre

Heawr Antl alrcraft Guns
Heavy anti-aircraft guns like the 8.8cm Flak gun have large
crews and fast reloading systems to allow them to keep up
extraordmary rate of fire.

An 8 8cm anti-aircraft ¢ gun can ‘have ROF 3 for +10
_points if it is modeled with 8 or more crew.

Light Guns
The 8.8cm RW43 anti-tank launcher (nicknamed the
Piippchen or dolly) fires a powerful rocket, capable of
penetrating the toughest of tanks. This early German rocket
launcher works on the same principle as the American
Bazooka, but has a wheeled ca.mage

8.8cm RW43 (Puppchen) anti-tank launchers are hght
guns, They can be man-handled at a speed of 4”/10cm
per turn on Road or Cross -country.

Panzerknackers
The German infantry has found that their anti-tank rifles
are all but useless against many enemy tanks, The soldiers
have had to think up other ways to knock out tanks,
Panzerknackers use heavy anti-tank mines and petrol bornbs
to knock out tanks at close quarters.

A Panzerknacker team has an anh—tank l'a‘cu:ml of 5 in
assaults against tanks, but otherwise operates as a normal
SMG infantry team.

Pioneers
Pioneers don’t have the skills of specialist tank-hunters, but
they do have lots of demolition charges and other explosives.

Pioneer teams have an Anti-tank rating of 4 in assaults
against tanks.

Self-defence Antl alrcraft Guns
Some vehicles carry machine-guns or a cannen that can fire
at aircraft for their own defence. However these vehicles
are too busy with their primary tasks to protect other platoons
from a1rcraft

Self—defence anti- mrcmft guns can only shoot at aircraft
that are attackmg the1r own platoon.

Small Guns
Small anti-tank guns have a low profile and are easily
concea]cd even in open terrain.

Small guns that are Entrenched (see page 47 of the
Flames Of War rulebook) and neither moved nor shot
in their turn, count as being Concealed and Gone To
Ground, even if they are in the open.

7.5¢cme PaK38/97 and 7.5¢cm PaK 40 anti-tank guns are
both rated as small guns despite their calibre. These
guns are based on the chassis of the 5cm PaK38 and
are almost as low~slung and easy to conceal. =

Stielgranate
The little 3.7¢m PaK. gun earned the nickname ‘the Army’s
Doorknocker’ because it just made an ineffective banging
noise on the outside of well-armoured tanks. The answer
lies in the new Stielgranate (pronounced shteel gra-nah-ter)
ammunition. It is a clumsy and short-ranged grenade placed
over the muzzle like a rifle grenade, but it allows the 3.7cm
PaK36 gun to knock out any tank in existence.

A 3_.7cm anti- tank gun with Stlelgranate ammumnon
may either fire normal ammunition or Sticlgranate
ammunition. Each time it shoots you must announce
which type of ammunition the gun will be firing before
rolling to hit.




Heavy Tank
Tiger heavy tanks may be slow, but they have the power
and weight to grind their way across any terrain.

Tiger tanks only move 8”/20¢cm across road and cross-
country terrain.

If a Tiger tank becomes bogged down while attempting
to eross Rough Terrain, roll again. On a roll of 4+, the
tank immediately frees itself and continues moving.

Overloaded
The heavy armour and large guns of self-propelled guns like
the Ferdinand and StulG33B seriously overload their chassis
making them less manoeuvrable.

Overloaded vehicles only move 8%/20cm across Road
and Cross-country terrain,

When required to make a bogging roll, an overloaded
vehicle becomes Bogged Down onaroll of 1 or 2, rather
than the usual 1.

Schiirzen
Schiirzen are the thin armoured plates that are welded to the
sides of some German tanks. Schiirzen protects the vehicle
from infanfry anti-tank weapons, like anti-tank rifles and
bazockas.

When a tank that is protected by Schiirzen is hit on the
side armour by an Infaniry team’s shooeting and fails its
Armour Save, roll a special 4+ Schiirzen save:

= Ifthe save is successful the Schiirzen protects
the tank from the side shot.

+  [fthe save is not successful the shot penetrated
the side armour as normal.

Unreliabie
The new heavy Tiger tanks and Ferdinand agsault gung have
been rushed into service without sufficient tirme to iron out
the problems. As a result they tend to break down when
driven hard.

If an unreliable tank atternpts to move at the double, roli
a die. On aroll of 1, the tenk falls victim to a serious
mechanical breakdown and does not move at all. A
broken down tank counts as Bogged Down for the rest
of the game.

Weapons Carrier
German anti-tank gunners often used their gun tractor as a
Waffentrdger, or weapons carrier, by mounting the weapon
on the vehicle for greater mobility and a quicker response
time.

A weapons carrier counts as a Tank team with the same
characteristics as the Transport vehicle,

A weapons carrier may be removed and replaced with
the towed version of the gun taking an entire turn (the
team cannot move, shoot, or agsault this turn), and
becomes a Gun team in the process. The Gun team is
ready to shoot next turn, and the transport is sent to the

rean.

n-.‘

Flying Tank
Like the Soviet Shturmovik, the Hs129B is a heavily-
armoured ground-attack aireraft. The armoured cockpit is
5o cramped that many of the flight instruments are mounted
on the engine nacelles!

‘When attempting to shoot down a Hs129B you must re-

roll successtul Firepower rolls.

» A successful re-roll shoots the aireraft down.

» A failed re-roll means that the aircraft’s heavy ammour
protected it, allowing it to press home its attack on
a roll of 3+ as normal.




ROF . Anti-tank Firepower

Weapons and Notes - '

 4n0em 2

“Team .
Rifle team 167/40cm 1 2 6 Kar28k rifles.
Rifle/MG team 16"40cm 2 2 5 Kar98k rifles and MG34 or MG42 machine-guns.
" MG teams 16™/40cm 3 2 6 MG 34 or MG 42 machine-guns.
- SMGiteam 4”/10cm 3 1 6 M:P40 submachme-gu.ns
- Assault Rifle team 87/20em 3 1 6 MKb42 assault rifles.
Light Mortar téam C16740cm 1 i 5+ 5cm leGW36 light mortar.
: ~ Anti-tank RJ_ﬂe team 167/40cm 2 4 6 7.92mm PzB39 anti-tank rifles.
o HMGiteam © U 247/60cm 4 2 6 'sMG34 or sMGA2 heavy machine-gun.
‘Observer | team cannot shoot
Staff team o A cannot shoot > Moves as a Gun team, .
- Additional Trammg and Equlpment - -
" Pioneer team —a3s mfantry team- Pxoncers
" Parizerknacker team - as jnfantry team-  Panzerknackers.
Flame-thrower -

__Fl_ame-t]:u'_owcr.

Mobility -

Equipmenf and Notes

Name
Gohath

 Mobility
4%f1 Ocm

. Armour

Front Side Top

0 0 0

_":;.'Name Front Side Top:
Panzer IIl L or M Fully-tracked 6 3 1 Long SCm tank ﬁun, co~ax MG hull MG.
Panzer [N - ' Fully-tracked 5 3 1 7.5curassault gun, co-ax MG, hull MG.
Tiger I E Fully-tracked 9 2 8.8cm tank gun, co-ax MG, bull MG, Heavy tank Unrehable
Assantt Gz o K : : N .
. SmGDoE - Fullytracked 5 3 1 7.5¢m assault gun, AAMG.
. BdKfz253 (StuG) Halftracked 1 0 1  AAMG,
StwGF Fully-tracked 5 -3 1  7.5omtank gun, AAMG.
SmG FfS orG Fully-tracked 7 3 1 7.5cm tank gun, hull MG.
StH42 - . Fuilytracked 7 3 1. 10.5cm assault howitzer, hull MG.
Assault tanks — — —
 SlG33B Fully-tracked 7 15em assanlt gun, hull MG, Overloaded.
Brumambir Fully-tracked -9 1 15cm assault gun, AA MG, Overloaded.
‘Tank-Hunters = _— — -—
- Panzerjager I Half-racked 0 0 0 4.7cm anti-tank gun, AA MG,
. MarderT Fully-tracked 0" 0 0  7.Scm anti-tank gun, AA MG, Overloaded.
Marder IT Fully-tracked 1 0 0 7.5cm anti-tank gun, AA MG.
" MaiderTI {762cm) -~ Follytracked..' 1 -0 0 76cmantitemkgun hullMG. .,
- .. -Marder ITH Fully-tracked 1 0 0  7.5cm anti-tank gun, hull MG.
 Marder M CFulywcksd 0 0 00 7.5om sniionk gun AAMG.
. Hornisse Fully-tracked 1 1 0 Long 8.8cm anti-tank gun, AA MG.
" Ferdinand _ " Fully-racked 16 8 2 - Long$. SGm ant1-tank gun; AA MG, Overloaded, Un:ehéﬁié
1 Artillery —_—
Panzemerfcr 4‘? (Maultler) Half~tracked ¢ 0 0 1:'>cm rocket launcher, AAMG.
. SEKE R G, ?cm).;: Z7 7 Halftracked - - - . 3.7cmanti-direraft gun.
. Armored Cars = - — —_—
; Sd Kfz 221 (MG) or Wheeled 0 0 1 AAMG.
¥ 8d Kfz 223 (Radio)
N Captured Armoured Car ————rer - . — : s
o  Wheeled: T . Soviet4.5¢m tank gun, co-ax MG, ull MG, Usreliable. -

Aﬁﬁr_t_aﬂk _Firepower

5/1 244

L The first anti-tank rahng and: ﬁrepower ra’nnbs are used agamst targets adjacent to the demohtlon carTier whcn it explodes the second
S used agamst all other teams wn‘hm 2”f5cm s . . .




Name
" Vehicle MG

AAMG .
Zem anti-aircraft gun
3.7cm anti-aircraft gun
Soviet 4, Scm tank gun

Long Sem tank - gun
© 7.5cm assault gun
2T Sem tank gun

'7.5cm anti-tank gun
7.62cm anti-tank gun
. 88mtank gun

10.5cm assauit howitzer
15cm assault gun
__:,j 130m rockct launcher

.o 88emFlaK36gun . 407100om

" "10.5cm 1eFH18 howitzer

i, __I_\Tamé-' '
" Trucks

- HorchKfz 15car

: _I-Iorch or Krupp Kfz '?0 truc
“Steyr Kfz Wtruck

Opel Blitz 3-ton truck

© 32"/80cm
Long 8.8cm ann-ta.uk-gun 40"/100cm

56400

- 15cm NW41 rocket launcher 567/140cm

16"/40cm
16*40cm -
24"/60cm
32"/80cm
24"/60cm
24"{60cm
24"/60cm
24"/60cm
32"/80cm

32'/80 em
40°/200em

3'2""'}'89_ cm
24”f60cm

Range

. 8.8cm RwW43 (Puppchen) 16”/40cm
‘Bem GW34mortar’  407100em -
12cm sGW43 mortar 56”/140cm
D 75emlelGl8gun . 16740cm
15cm s1G33 gun 167/40cm
2cm FlaK38 gun 24"/60cm
3.7¢cm PaK36 gun 247/60cm
 Tiring Shelgramte £7/20cm
© Sem:PaK38 gun - 24"/60cm -
7.5cm PaK38/97 <run 247/60cm
75cmPaK40 gun . 32"/80cm
1 7.62em PaK36(r) gun 32"/80cm

247/60cm

-BMW & Si&ccar or Kubc‘twagen Jeep _
' Jeep

ko "Wheeled

-

SR BTSSR BY BRI B L IO N FPA

e TR R PO W3 — L s N1

. Wheeled

Wheeled

* Opel Blitz Kfz 68 radio truck.. - Wheeled .

\nti-tank Firepower
11

... Armour -
. Front ‘Side Top

~ Range  ROF Antitank Firepower

6
6

5+

5+
4+

4k

4+
3+
3+

34

3+

3+

ot

1+

o

4
3

3

5+
1 3
24
92 3+
12/3 1+
S gy
6 5+
12 5+
9
10 3+
v
11 3+
13
10/3 24
2 '

24 .

1 passcnger

1 passenger.

1 passenger.
2 passengers,
3 passengers.
T passenger. o

: Anti-aircraft.

' Salvo rocket artillery, Smoke.

. Gun shield, Artillery Smioke, Small gun. .- .

' Gun shield, Small gun.
- Gun shield, Small gun. |

- Gun shield, Small gun.

 Salvo. rocket artillery, Smoke.

Saipment sadNotes

Weapons and Notes _
ROF 1 if other weapons fire,
Self-defence anti-aircraft, cannot fire with main gun.
Anti-aircraft.

Smoke,

Weapons and No es
Man-pdcked GLm sh1eld Small gun, nght gl.m

Morta.r Smoke

Gun shield, Artillery Smoke.
_Gun shleld Tumtable Anl:i-aarcraft

Stielgranate.

Gun shield, Small gun,

Guashield. e
Gun shield, Turntable, Heavy anti-aircraft, Immobile.
Gun shxeltL Amllery, Smoke.

* Gun Tractors =
’ RSO P .
SdKfz10 (1t). ..
SdKfz 11 (3t}

o Team | Weapons
Juf7D Stuka Bombs
Jug7G Stuka Guns

- FW190F Bombs
Me109E Bombs
Hs1298 Guns
orBombs

Fully-tracked

 Halftracked

Half-tracked

Ranﬂe

A 0em

 47/10cm -
8%20em
47/10cm -
47/10cm -
87/20cm 4

1 passen_ge_r_
1 passenger. |,
1 passenger.
1 passenger.”




" Cities have many varied types of terrain. As well as the many bulldmgs there are hiils and parks squares, factones and of
course, houses. This chart provides an optional way to decide whét terrain 1o place on the table. Divide the tablg ito 127/30¢m.

. squares. The players take turns to pick two adjacent squares (or any two squares if no adjacent pairs remain) and roll to see what

" terrain they should pla.ce in it. The exact number aud dimensions of the features are up to the player Roll once for each palr of '
squaxes :

Basm Terram

3
l

}Nhere there is Io other terram a city is treated as paved Road 'I]'Je hard surface prevents troops from entrenching on roads.

 thecity around it.’

A steep ‘mian-made burial mound (at least 12”!30cm .

. long) rises above-the surreunding buﬂdmc,s
: The lnrgan is Very Difficult Gomg Itis taller rha?z a

" tank or truck. Troops can dig in on the lupgan as

: no?mai

' Like the steppes. around it, Sta]mgrad is it tbrou,,h
"by deep, steep-sided gullies called Balkas. ~ - -
A steep-sided: ﬂully (at least 12”;’30cm long)- ‘clits across
the city. Connect balkas in ‘adjacent squares. Balkas

should meet the table edge at one or both ends.

The sides of a balka are Impassable to guns ana’
i vehicles. The floor is Difficult Going. A balka must

- have a Very Difficult Going vehicle access on each

: bank per square, plus one that is Difficult Going
somewhere along its length. A balka is deep enough
to hide a vehicle in it. Troops can dig in on the sides
and floor of the balka as novmal,

Sor6 Park
Since industrial cities like Stalingrad are models of
the socialist ideal, they have public spaces where the
proud socialist Workers can gather to enjoy the fruits
of their labour.

The area Is grassed with trees (or at least their rema.ms)
and walkways.

4 park is Easy Going. T roops in the park can dig in

* Roll again:
1 Red Square

Perhaps more important than frivolous luxuries like =

parks, cities need squares where the glories of Soc:lallsm
can be displayed.

A large open paved area provides a suitable place for -
_ rallies and strolling lovers and a great backdrop for
- heroic statues. o

A sguare is rrearea’ as a Iaroe wrea of Road.

Jloor buildings.

2t 3 Boulevard _ e
++ . In the days before plentxful elecmc hghtmgi

buildings were usually wellsspacéd to maximise the
use of sunlight for lighting and warmth,

A boulevard.ds a wide road with trees (or their

“rérnains) lining the sides and possibly the middle

as well, _
A boulevard s treated as a Road with. sParse lines of g

 trees providing Concealment, but posing no obstacle .

to movemenr

4t06 Rubble

An area-of the ¢ity has been reduced to rubb]e by heavy )
bombing. Scatter numerous piles of Tubble throuahout N
the area. . e

" The area as a whole Cowtts as I"E?}j;’ D ﬁcuk Gomcr i

Rubble piles provide some concealment, and count as |
bullet-proof cover to infantry hiding behind them. |

One of the defining features of the fighting at Stalingrad
was the factories. These huge complcxes were fought
over by entire divisions. . -
A large factory or a number of smaller industrial -
buildings covers most of the area. Roads and rubble
cover the remainder of the area.

Factories are large bm!dmcs See t the Sireet- ﬁghtmg :
mules on page 30 fbr more detazl_\.

Large department stores, office or ¢ivic buildings, or
apartment buildings occupy tl:us area. Roads and rubble
surround them.

Commercial bufla’z'ngs are mui’rf—érorey Iarge buﬂdz’ng& e

- See the Street-fighting rules on page 50 for more

details.

”Workcrs’ houses line the narrow streets of this part of

the city. The buildings may be single-storied or mmlti-
storied, but efther way, they will be crowded together. -
Many if not all may be burned-out wrecks after a heavy -
bombing raid, covering the strects with debris in their
coilapse leaving only the chimneys standing. '
Workers' housing will usually be basic one-room-per-




4 single rifle shot snaps out!
_Aﬂmqn fails. .
‘Snipert

: Smpers solitary hunters with telescoplc 51=,hts on their rifles,
re the stuff of legends In the-Red Army the cult of sniperism -
_mado heroes &f men and’ worhen like Natalya Venediktona’
Kovshova (120 kills), Ludmila Mikhailovna Pavlichenko
' (309 lc[I]s) leolay Yakovlewch Oyin (494 kills), and Vasiliy

aso e of the Sowets may mclude ono 0 tb.roo Smpor teams
n their Company HQ platoon for +50 points per: smper
_a.m Ne1ther Mechamsed Infantry nor Tank Compames
‘may include snipers.

-All.snipers have.the. following. charactensucs Smpor.s-are-
Tways: rated as Confident ‘Veteran. They are drmed with

-a sniper’s rifle with Range 16”;’40an ROF 1 Antl-tank 0,

:Firepower 4+. : S

“Sniper's Hide
Snipers sneak out in the darkness before dawn, movmg
stealthily into their chosen hide. There they camouflage
“themselves. Once in position they will not move even a
: musclo as they wait pattently for: thelr prey.

Smpor teams are never deployed at the start of the game.
Instead, at the start of any Movement step, the owning
player may place any of their Sniper teams in any terrain
feature in their own deployment area or No Man’s Land
such that the Sniper team is not within 47/10cm of any
enemy team.

Once positioned, a Sniper team cannot move for any
reason for the remainder of the game. If they have to
: move for any reason, they are removed, but do not count
i as destroyed.
i A Sniper tearn may not fire if there are any friendly teams
within 4”/10cm, as the presence of these troops will give
away their hide.

of Splpel"s and most armies prowded smper nﬂes at ara
of threo per company In many cases these weren’t used to
thexr greatest effect, but when 2 sniping enthusmast gathered
together a few like-minded: soldiers, they could achieve
- devastating rosults The top: Gorman snipers were Matthias
. Hetzenauer (345 kills) and Sepp Allerberg (257 kﬂls) but
theromore many others.

Snij ers usyally work in pairs. One shoots whﬂo lho other
spo‘ts thelr shots;’ tolhng them 1f thoy were ]:ugh low;-le;

Perfectlv Camouﬂaged - :
A'good sniper’s hide is chosen $0 that the smpe:; Wlll.

m\nsrble even when they shoot L :

Smpor teams always count as Concealed and Gono to
! Ground, even when they shoot. They also count as being

4 in Bulletproof Cover

Expert Shot
Snipers are excellent shots. "Ihey shoot anyono that movos-
making it chfficult 1o keep up the momentum of attaoks

Any platoon hitby a Smper -team is automatlcally Pinned

~ Down.
" Sniper shots take time to line up. Sniper teams may not

firein Defenswe Fire.

I.oners
Snipers are ‘loners who oporatc outside normal m;htary
organisation. Even their own side rarely knows where they
are and what they are up to most of the

Although Smper teams are part of the Company HQ
platoon, each Sniper team operates as a platoon in its own

_' right. The team counts as its own Command team.
~ Sniper teams do not count as either present or destroyed

for Platoon and Company Morale Checks, they are
completely ignored. Sniper teams never count as lost when
working out victory points.




The riffe butt kicks against his shoulder. Motionless,

Zaytsev gently exhales as he peers through the scope.:
"Wever move after a shot,' he tells his zaychata, his little |
ares, 'the Fascists will be locking for you. Remain as still

; you were before the shot. Wait, wait, wait.'

TEI_Ough the scope, Zaytsev sees the fascist officer lying

mself. "Hunting me?' he thinks. 'Foolish Fritz. Zaytsev
ans hare in the Mother Tongue, and, like the hare, I

-_ai?]_: off in the wind. No, I am in my little burrow, safe and.

- iwam . e el
< Hig rifle cracks a second time, then sileng:

T a0 e a—;ﬂ .
he weak winter sun dips behind the ruined factory walls.
7 Slowly, Zaytsev stirs in his burrow of fallen bricks. The
ascists have retreated, impotent in their rage and-fear.
ently, he slides backwards, his precious rifle cradled in
s arms, Out and away, _ : ;

ethodically, Zaytsev cleans his rifle, The Kapitan Sféps

. into.the dugout. "Pavlov didn't come back;" he sdys.

aytsev looks up, silent; waiting. "That's three of your
ychata in as many.days,” the Kapitan says with
asperation, "don't you teach your baby hares to hide
operly?" Zaytsev seems to 1ook right through him.

- Suddenly nervous, imagining crosshairs in those pale eves

the Kapitan licks his lips. "The brass says the Fascists
have a sverchsnayper, a super sniper," he says at 1
"sorme Prussian named Koenig, So watch yourself, Zayt:
Dismissed." : ' :

Lot

In a neiv.lair, the second floor of a burnt out building;
Zaytsev waits for a target. He has wriggled deep behing
the Fascist lines, through sewers and drains. The new l:
is more exposed than he likes, but he can see down thr
streets at once, Taking off his helinet and pulling ox hi
pilotha cap, Zaytsev settles down to wait, _
An officer’s peaked cap appears briefly in a window as;
its incautious owner moves into position. Zaytsev smilé
waiting. The cap rises siowly as the officer peers over
sill. Zaytsev’s trigger finger tightens gently on the triggz

th-the . way it’s moving, the a

slowly. There! Sunlight on glass in 2 borabed out building

- Through the scope, he sees a shadow in the shadows at.

window. Waiting. Patiently. For his shot.

Scope to scope, they face each other across the ruin
Zaytsev helds his breath, squeezing his trigger. He se

‘Not today, my friend,” Zayt
e for my zaychara wnd-
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Known as “Vasha’ to his friends, V G Zaytsev was taught
“marksmanship in the taiga (Siberian forest) by his grandfathier.
When twenty-four years old, and a payroll clerk with the

viet avy :Paci__ﬁ_c Fleet, Glavstarshiny (Chief Petty
Officér) Zaytsev insisted:on voluntéering for frontline service
in one of the néw Siberian divisions. .
Zaytsev crossed the Volga with the 284 Siberfan Riﬂe
- Division at the end of September 1942. Soon after landing
at Stalingrad, Zaytsev shot a German machine-gunner several
hu.nd_xed_metéfs away. Impressed by Zaytsév;s accuracy, his
" commander, Colonel Nikolai Batyuk, immediately ordered
ytsev be issued with -a-rifle with- telescopic-sights.
“Before Jong his-sniping was widely known to thé:embattled
defenders of Stalingrad—and to the Germans, w];io became
‘increasingly fearful 6f Soviet snipers. His taily of Germans
. at Stalingrad was 242. It is said that he spent 243 bullets to
“take that score.

Batyuk recognised the importance of sniping, and a school
was set up just behind the front-line to train new snipers
'_ under Zaytsev’s expert instruction. Amongst Zaytsev’s
students were sniper aces such as Anatoli Chekov, Viktor
Medvedev (who would go on to Berlin and kill even more
Germans than Zaytsev), and, Tania Chemova (who became
. his lover). Zaytsev was the star amongst many other snipers
whose exploits became staple fare for Soviet propaganda.
Soviet sources claimed that.a Germiao super-sniper, Major
Koenig, was sent to Stalingrad to kill Zaytsev, but after 2
three-day duel Zaytsev managed to kill Koenig {or Colonel
Thorvald as some sources call him).
In January 1943, Zaytsev was womnded in the eye: 5;/hut once
recovered he was promoted to Mladshi Leyterant (Junior
Lieutenant) and continued to elect and train snipers. He was
- awarded the Soviet Union’s highest decoration—Hero of
 the Soviet Union in February 1943,

 After the war he became 2 professor of engineering at the
University of Kiev and died in 1992.
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