


1. INTRODUCTlON-
These rules are presented in a Pro~ 1nsuuction format so that players need 

not read the entire rulebook to begin play. At various points ln the rule book you will be 
told to stop read ina and play a specific scenario which uses the rule$ you've read up to 
that paint. After havina played that scenario surflciently to feel comfortable with the 
mechanics of play thus far presented, you should read further to learn moreofthepme 
system. Feel free to double back to the original scenarios and play them with the more 
advanced rules. Even the first scenario becomes a uniquely different experience when 
played under the full effects of the entire gamc system. In the course ofreadin& these 

rules for the fii'Sitime you will find frequent pannthetical refermces to IIWDbcnd,.. 
sections or terms which have not yet been defined. For the most pan, tbac .a
should be ignored during the initial reading unless the reader bas a tpecifc ...._ 
about the statement made in that sentence. They wiD often refer to ru.lcs OI' _ _... 
have not yet been deflllcd for the reader. A quick glance at tbe g~<naryrllldcs will 
an.swer most questions, but they will make their appearance lat~ anyway Mil 1ft
necessary to p.lay the game at your current level. Only after reading the mtirc ......_. 
should you be fully versed in the meaning of every rule. 
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Acquisition, Weapan .... . ................... 14 
Acquisition, Target ..... . .................... 27 
Action Capability ...................... . .... 42 
Action Cards ....................... . ....... 2.2 
Action Deck . . ........................... . 16.1 
Adjacent ................................. 5.61 
Advance .................................. 5.4 
AFV (Armored F'~ghting Vehicle) ............... 211 
Ambush ....... ....... ........... ......... 37.5 
ArtifiCial Terrain Cards ...... . ............ 3.6,13 
Artillery ................................... 40 
ASL (Assistant Squad Leader) ............... I 5.1 
Assault Guns ....................... . ...... 211.2 
Assistant Crewman ................... 11.4, 18.22 
ATMM (Anti·TankMaaneticMine) ............ 31 
A TR. (Anti· Tank Rifle) ... .. .............. . . 30.6 

8 
Bazooka ..... . ........................... 30.2 
Berserk .... .. ................ .. .. 20.9, 211.81·82 
BlockinaPosition .................... . .... .. 5.7 
Boa ..... " " " ......... ". " " " " .. 28.52-.53 
Booby Trap ............. .. ................ 37.6 
Breeze .......... .... ............ ....... 13.243 
Broken Squad ............................. 16.5 
Brush ........ " ............. " ......... ... 8.8 
Buildinas ........................ . ......... 8.6 
BU (Bunon Up) .......................... 211.43 

c 
Campaign Game ...... .. .................... 42 
Capture (ofTerrain) ....................... . 20.8 
Capture(ofWeapans) .......... . .......... 20.74 
Cards ....................................... 2 
Casualty (KIA, Wound,Rout,Prisoner) 
CC(OoseCombat) ........................ 20.1 
CC Entry ................................ 20.52 
CC Vs AFV .............. .. ............... 211.8 
CCV (Oose Combat Value) ..... ........ ..... 20.6 
CE(CrewExpased) ..... ... ............. . 211.431 
COM (Commissar) ...............•........ . 15.5 
Command Control .............. . ........... 15 
Commander Killed ....................... 211.431 
Concealment ................................ 9 
Conscripts ................................ 39. I 
Cower Card ................. . ............. 2.22 
Crew Served Weapans ........................ II 
Critical Hit .................... . .......... 26.5 

D 
Deck ...•.••...•..........•..............• 16.2 
Demolition Charge ... . .................... . 21.2 
Directly Opposite ........................ .. 5.61 
Discard Capability .......................... 4.3 
Discard Pile ............. ... ............ .... 3.5 
Draw Pile .................................. 3.5 
DYO(Design Your Own) ....... , ............. 43 

E 
EL (Eliminate) 
E~ated Fire ........................... . .. 8.31 
Endrcled ................•................. 8.9 
Encirclement .............................. 17.6 
Entrenchments ........... ..... ........ 16.42, 36 
EX (Example) 
EXC (E~ccption) 
Execution ............................... 15.53 

F 
FF (Flanking Fire) ....................... 17. 22.6 
Fire Attack .... . .............. .. ........... 6. I 
Fire Combat Resolution ...................... 6.5 
Fire Mission ..... .. . .. ............. .. ...... 40.2 
Fire Strength ............... . ............ ... 6.4 
Firepower(FP) .........•.•................. 6.2 

.. -

INDEX & GLOSSARY 
Flamethrower ............................... 22 
Flank Sbot. .............................. 211.46 
Fordina .................................. 8.53 

G 
Greater Than ( > ) 
Greater Than or Equal To ( 2 ) 
Green .................•.............• . ... 39.3 
Group Creation ............ . .............. 17.9 
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Guard .. ... .. . ............... . ............ 32.2 
Guards ...........•....•.................. 39.2 
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Hand Capacity .. ......... .................. 3.5 
Hand Refill ............. . .................. 4.S 
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Hill ................ . ...... .. ........ 8.3, 16.42 
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Hull Down ................................ 211.9 
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NA (Not Allowed or Not Applicable) 
Natural Flanking fire ....................... 17.3 
Night ........................ .. ............ 38 
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Ordnance .................................. 2S 
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Play Balance .......... ....... ........ ..... -43.1 
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Prisoner ................................... 32 
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SW (Secondary Weapon) .................... 21.1 
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Terrain Placement .......................... 5.1 
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u 
Unarmed ........... .......... ....... .. . .. 19.4 
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v 
Victory Condition Fulfillment ......... ..... 16.42 
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Vs(V~sus) 
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d (Malfunction on red To Hit or initial resolution 
RNCequalto#) ........ ....... ....... ..... 19.5 
XJ Malfunction on any red resolution RNC equal to 
#) . ...................................... 19.5 



2. THE CARDS-
2.1 There are two types of cards in the aame. The reaulation-siud playing 
cards which create the flow of play are called Action cards. The other cards 
are a representative sample of the actual men and Armored Fighting 
Vehicles which engqed in WWII combat and are called Personality cards. 
A player's forces are composed of certain Personality cards which enaage 
in combat and maneuver throuah the medium of the Action cards. 

2.2 Each Action card contains an iUustration and the name of its function, 
a quantitative modifier or strenath, and, brief notes reprding its main 
uses. In addition, each Action card contains a large black or red number 
rangina from ~ in its upper riJbt hand corner. This is the Random 
Num~r used to resolve chance situations whenever one occurs, and has 
nothing to do with the actual play of an Action card. In addition, each card 
has a row of 10 black or red numbers printed along its bonom which ran
domly indicate a certain numbered position (called Random Position 
Num~rs) within a group to receive a particular action. The blue numbers 
printed directly above the Random Position Numbers are used only to 
assist in readily identifying the Random Position Numbers in relation to 
each other. Both the Random Number and Random Position Numbers are 
ignored except when drawing a card from the Draw Pile solely for the 
pUTpOse of generat.ina a Random Number or Random Position (S« U.6). 
Lastly, each Action card has a small blue number called an Inventory 
Number in the upper left hand corner which is used solely to give each 
Action card an individual identity should the owner need to check for a 
missing card. Each type of Action card is illustrated in the specific rule sec· 
tion which defmes its use. 

[NOTE: Rep~Kl<mentcardund och<r pmepuuare~vailablc rocpurctwedirtct from A ..ton HW, 
4~ 17 HarlO<d Rd, Baltimore, MD 21214. Send a od(-llddrm<d, stamped envelopewitl! your request 
roc a rurrent Replacement Pans Ust. When rc:placiD.S Action cards, the minimum O<der is the~ eard 
deck in wtliclltl!ecardappean.J 

~ RALLYl 0 

----··-... -___ ., __ _ 
·----·-~-llb)~ So61~ S 90. 
1 1 32 167Hl 

Raoclorn Number 

2.21 SPLIT AC770NS:Someactioncardsaredivided 
by a diagonal black line separating two different 
actions by nationality. A player may use this card only 
for the action listed on his side of the card's diagonal. 
line as indicated by the nationality symbol(s) printed 
on that sideoftbe card. If the same nationality is listed 
on both sides of the diagonal line, the card may be 
used for either action, but not both. 

Random Position Number 

[EX: Action card 1162 can be used u a 
Concealed -t card by all three 
natiooalities, but u a Movement card 
by tllellussians only. Action card 142 
hal no diqonal tioe so it can be wed 
u a Rally 2 card by all three 
natiooalillcs, bur it can be used u a 
Radio card only t>y tl!e U.S. or Ru .. 
sian player. Aalon card "2 can be 
used u a Rally l or Radio card by lhe 
u.s. and German player only, and u 
a Concealed - 2 card by the Ru11ian 
pia yer only .1 

2.22 COWER CARD: Any card defined by a 
scenario as unusable by one or both players is con
sidered a Cower card for that player. A Cower card 
has no value to its owner (other rhon invened use as 
an OfNn Ground Te"ain card; S«8.1). It nonetheless 
must be counted as part of the owner's hand until it 
can be legally discarded {1/.3) per that player's discard 
capability. 
(EX: Action card IUO is always a c...,, card ror the RUSlian player. 

"::7.~:::::.=:-:: but can be wed u a Smote card by the Oerrnan and U.S. players. I 

: f l ~ ~ ~ ~~ ~ ~; 2.3 There are numerous types of Personality cards, 
but in the Basic Game we will limit ourselves to those 

representing single men. An example is illustrated below. 

..__;.;.;;.;..;.._,__...__.;.;.;~-.,1..-- DefmseValues: 

2.4 SCENARIOS: All scenarios are composed of seven basic component 
parts: Type, Forces, Action Deck Composition, Special Rules, Victory 
Conditions, Time Limit, and a declaration of the player who must form his 
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groups, place terrain, and play first. Players should remember that 
although most scenarios list forces for each of the three nationalities in the 
game, each scenario is usually played by only two nationalities at a time-a 
German player against either a Russian or American player. In addition, all 
scenarios which do not depict some type of meeting engagement will list 
two forces for each player; one to be used if that player takes the offensive 
role, and the other to be used if he plays the defensive role. Defensive forces 
are listed inside a barbed wire entangled rectangle. A player never uses both 
forces in the same scenario. Scenarios with assigned offensive and defen
sive forces actually have four different variations of the same theme; 
meeting engagement scenarios only two. Adjustments to the Action card 

deck are listed after the ( ....... ) symbol. The player who must form his 
groups, place terrain, and play first is shown after the "1st" symbol. A 
bayonet ( ......,__ ) after the" 1st" symbol indicates that the side with the 
offensive role must play first; a barbed wire entanglement symbolizes the 
defensive side. The number following the sand timer symbol ( 8 ) 
indicates the number of complete plays through the Action ( \.... ) 
Deck which comprise the scenario Time Limit. 

3. PREPARE TO PLAY-
3.1 Players begin play by selecting a 
scenario from among those provided or 
creating one themselves as per rule sec· 
tion 43. Sides are chosen with each player 
taking the indicated Personality cards 
and setting the remainder aside. The 

Time chit is placed (with the "Deck I" side face up) on the Discard tray. 

[A) XXXX (8] XXX XXX 

[A) XXXXX [8) XXX (C]XXXX 

3.2 The player indicated by the scenario as having the first play now sits 
opposite his opponent and places his Personality cards face up in front of 
himself in two to four groups of two to ten cards each (£XC: AFV's and 
IG 's, see 28.1 1). Groups should be separated somewhat to make it easy to 
distinguish one from another. Each group is identified from the player's 
left to right as Group A, 8, C, and D. The opposing player now sets up his 
groups, attempting to place them directly opposite his opponent's groups 
as much as is possible. A player may not leave gaps in his setup; his first 
group must be Group A, his second must be Group B, etc. For example, if 
the German player chooses to have two groups and the American player 
three, American Groups A and 8 would be set up directly opposite the like 
designated German Groups, with the American Group C set up adjacent to 
his Group B and directly opposite no German group. Once play begins, 
these groups may be altered only by losses due to combat and individual 
transfers from one group to another (17.8, 20.8), although the identity of a 
group can change (see 17. 7). Each group will act independently of any 
other group during the course of play and any Action cards placed on a 
group will affect only the Personality cards actually in that group. With 
this and the scenario Victory Conditions in mind, players should choose the 
composition of each group and the total number and size of groups care
fully at the outset. 
3.3 Each man within a group likewise assumes a posi tion within that group 
relative to the others. The leftmost Personality in each group occupies the 
"I" position. The Personality card to his right occupies the "2" position, 
and so on up to "10" for a ten man group. This position within the group 
changes every time a man occupying a lower numbered position within the 
group is eliminated . For example, if the second man in a five man group is 
eliminated, the third man assumes position 2, the fourth man position 3, 
and the fifth man position 4. Men may switch positions within a group dur
ing thei r player turn but must do so as the sole action of that group for that 
turn. Such a position switch is included as part of any successful weapon 
acquisition (18.2) or assistant crew assignment (11.12). 

3.4 Place a range 0 chit at the head of each group to identify its starting 
Relative Range to opposing groups. 

3.5 The Action deck is shuffled and each player is dealt a full hand face 
down. The German player receives five cards. His opponent receives six 
cards if he commands an American force, or four cards if he commands a 
Russian force. Place the remainder of the Action deck face down in the 
card tray to serve as a Draw Pile. As Action cards are used and/or dis
carded, they are plac.ed facedown in the Discard Pi/eofthecard tray. Each 
player's cards are kept concealed from his opponent until played. (To 
avoid possible confusion, a labelled tape should be used to identify that sec
tion of the tray used for discards.) 

3.6 INITIAL TERRAIN: The player specified by the scenario as having 
the first play now has the option of placing one Terrain card in his posse,s
sion on one of his or his opponent's groups. Note: an opponent cannot re
ject a Terrain card (7.32) during Prepare for Play. The opposing player 
then has the option of playing one Terrain card he has in a similar manner 



I 

except that he may not place his Terrain card on a group which already has 
one in play. The first player may now play another Terrain card (if he has 
one) on any of his or his opponent's groups not already containing one. 
Players continue to alternate placement of terrain in this manner, one card 
at a time, until neither player has further Terrain cards or the inclination to 
use them. All remaining groups without Terrain cards begin play in Open 
Ground. Then each player, in turn, draws as many cards as he just played 
so as to once again have a full hand (up to his nationality limit). Artificial 
Terrain cards (Wire, Smoke), and/or inverted cards used as Open Ground 
cards, and scenario defined Cower cards cannot be placed prior to play. 
The game is now ready to begin. 

4. SEQUENCE OF PLAY-
4. 1 The game begins with the player specified by the scenario taking his 
play first. [In Design Your Own (henceforth referred to as D YO} scenarios 
the player having spent less points on the construction of his force gets to 
move first with ties resolved by RNC draw.] When he is finished, the 
opposing player takes his turn. Player turns are then alternated until one of 
the participants achieves his Victory Conditions as required by the scenario 
in play or the Time Limit expires. 

4.2 ACTION CAPABILITY: A player turn consists of a player perform
ing a maximum of one action in each group of Personality cards he con· 
trois. He need not predesignate those actions; i.e. he may observe the 
results of one group's auack before deciding what action, if any, to take 
with another group. There are five types of possible actions. 

4.21 Perform movement by playing a Terrain or Movement card on a 
group (5./). Only one card may be played on each group (EXC: 35.4). 

4.22 Make a fire attack by playing one or more Fire cards, and selecting the 
group which is firing and its target group (6.1}. 

4.23 Reverse the status of pinned men by playing a Rally card on their 
group ( 10.2}. Only one such card can be played as a single action per group 
per turn. 

4.24 Attempt to infiltrate an enemy position or enter Close Combat (20). 

4.25 Alter the composition of the group by performing one of the follow
ing actions: weapon repair attempt (19.3), weapon acquisition attempt 
(18.2), change crew assignments (1/.13), place smoke (13.2), attempt to 
entrench (36.1), attempt individual transfer (17.8), remove wire (13.33) or 
remove mines (24.5). 

4.3 DISCARD CAPABILITY: Following the performance of all actions, 
the player must discard all used cards as well as any placed cards of an 
eliminated group. In addition, depending on his nationality and whether or 
not he performed any action during that tum, he may discard one or more 
unused cards from his hand as well. 

4.31 A German player may always discard one (but never more than one) 
unused card from his hand, regardless of the number of actions he per
formed during his turn. 

4.32 An American player may discard up to two unused cards from his 
hand, but only if he performed no other action during his player turn. 

4.33 A Russian player may discard any number of unused cards from his 
hand, but only if he performed no other action during his player turn 
(EXC: 36.5). 

4.4 All cards used to perform an action other than movement are revealed 
and placed in the Discard tray face down. Movement and Terrain cards re· 
main face up on the table in front of their respective groups. Cards which 
are discarded from a player's hand without being played need not be re
vealed before being placed face down in the Discard tray. Card(s) discarded 
on an opposing group(s) are revealed and remain on top of the opposing 
group or placed in the Discard tray as required. 

4.5 HAND REFILL: The player may now draw at his option as many 
cards from the Draw pile as is necessary to bring the total number of cards 
in his hand up to his full allotment {EXC: 15.2). It is now the opposing 
player's turn. 

4.6 Repeat steps 4.2-4.5 until a player achieves his Victory Conditions or 
the scenario time limit expires. Note that a player does not have to take an 
action or discard in his turn unless his opponent has likewise passed in the 
immediately preceding player turn. 
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5. MOVEMENT & RANGE DETERMINATION-
5.1 Movement is accomplished by playing Move
ment cards and, to a lesser extent, Terrain cards. Any 
group may place a Movement card provided it does 
not currently contain a pinned Personality card. A 
Terrain card may be placed on any group (even one 
containing pinned Personality cards) provided it 
already has a Movement card of some type in place 
which is not already covered by another Terrain or 
Wire card. 

::.=:=;..:::::.~.:~;::..::: 5.2 Each group is assumed to occupy the terrain 
' 2o}"' jo 6 '• * •"' shown on the last Terrain card placed on that group 
1 1 3 1 

• 
3 1 1 'V unless it has two Movement cards in play (in which 

case they are in Open Ground). If no Terrain card is present (an occurrence 
only at game start or upon the entrance of reinforcements), the terrain 
occupied is assumed to be Open Ground. The terrain a group currently 
occupies is a factor in resolving any fir.e attacks made against that group 
(6.42), and can occasionally affect attacks (6.4/) and movement (8.42, 
8.53) by that group as well. See also 7.4. 

5.3 Changing the current Terrain card that a group occupies (including 
placement of a Terrain card on a group without one) first requires the 
presence of a placed Movement card above the last occupied Terrain card. 
Since only one Movement or Terrain card may be played in a single group 
per player turn (EXC: 35.4), it will take at least two turns for a player to 
change the terrain of a group once play begins (assuming the availability of 
the necessary Terrain and Movement cards, and non-intervention by the 
opponent). 

5.4 Movement cards are also used to change the relative distance between 
opposing groups. Each Movement card can be placed with the circled"+" 
at the top of the illustration to represent an Advance (forward movement), 
or turned upside down to show the circled"-" at the top of the inverted 
illustration to represent a Retreat (reverse movement), or sideways to rep
resent lateral movement. By playing a Movement card in the forward mode 
('' + ") the group is moving in a relative direction toward the opposing 
player, and increasing its range chit while often decreasing the actual 
distance between it and the opponent's groups. Playing a Movement card 
in the reverse mode("-") simulates the group moving in a direction away 
from the opposing player, thus decreasing its range chit while usually 
increasing the actual distance between it and opposing groups. Placing the 
card sideways signifies that the group is moving laterally to the opposing 
player without actually changing its range chit. Note that moving laterally 
in this manner does not change the position of any group relative to another 
or their Relative Ranges except possibly in the case of Lateral Group 
Transfer (Sff 5.61 & 17. 7}. 

5.41 Once a Terrain card is played and accepted on a group, it removes all 
cards beneath it from further consideration until redrawn and played again 
later in the game (16.2}. Even if a group uses a Movement card to retreat, 
the terrain he retreats to will be determined by the next Terrain card played 
on top of that Movement card. All cards beneath an accepted, played 
Terrain card are removed and placed in the Discard pile. 

5.5 All groups start at Relative Range 0 from all opposing groups. This is 
signified by placing a range 0 chit on the group before the start of play. 
Each time a group plays a Movement card in the Advance mode, it is 
increasing its range chit by one (a 0 range chit is flipped over to become a I 
range chit, a I range chit is exchanged for a 2 range chit, etc). Should a 
group play a Movement card in the Retreat mode, the range chit is similarly 
decreased by one. 

5.51 RETROGRADE: A group may not retreat if, in so doing, it will 
decrease the Relative Range between it and the closest enemy group 
to < 0. However, even if an enemy group is close enough to allow a 
Retreat, a group already at range chit 0 (or less) may play a Movement card 
in the Retreat mode only if that Movement card is also a red RNC. By doing 
so, its Range chit is replaced by a red Range -I chit. Thereafter, any further 
retreat (again accompli'shed by a red RNC Movement card) would 
accomplish a change of the red Range chit to -2. then -3, etc. All red Range 
chits are read as negative numbers. Therefore, if two opposing groups have 
respective range chits of 3 and -2, they are at Relative Range I (3 + -2 = 1), 
not 5. A Relative Range less than 0 is treated as 0 for firepower and To Hit 
purposes. 

)EX: A group at rangechitOcan be fired on by a group at range chit -I with all the firqx>wer it can 
muster at Relative Rangt 0.) 

5.6 RELATIVE RANGE: The actual distance between any two opposing 
groups is determined by adding their respective range chits together. If the 
sum of their range chits is > S, that sum is subtracted from 10 to achieve 
the true Relative Range between the groups. The range 5 chit can be exceeded 
when desired by placing additional Range chits alongside the Range 5 chit. 
For players who have trouble grasping the Relative Range concept, the 
following chart is provided. 



RELATrvE RANGE CHART 
Group X at (5 + 1) 
~ O.t: -5 -4 -3 -2 - 1 0 2 3 4 5 6 

Group Y at: - 1 c~n ... n, ·o , 'I .. ~1:, 

0 0 0 0 0 0 0 I 2 3 4 5 4 
1 .. ;&. ~'I .... . ...ae!! - .... 
2 0 0 0 0 I 2 3 4 5 4 3 2 
3 ·•- : ~'~~ 
4 0 0 1 i 3 4 5 4 3 2 I 0 
5 •., 

(5+ I) 6 I 2 3 4 5 4 3 2 I 0 0 0 

5.61 LATERAL DISTANCE: The Relative Range is funher decreased by 
one (to a minimum of 0) if the groups in question are neither directly 
opposite (same lettered groups) or adjacent (B is adjacent to A and C; A is 
not adjacent to C, D, or E). 

5.62 When dealing with range chits > S or < 0, players by mutual con
sent could readjust the range chits of every group at the end of each deck 
during the resulting shuffle. Readjust by reducing positive range chits and 
increasing negative range chits by an equal amount so as to maintain the 
same Relative Range between groups. 

[EX: Bluk Group A is at range chit 6. Blact Group B;. at ranse chit 3, and Black Group cis II 
raoge chlt 0. Red Group A is at ranae chit -2. and Red Group B is at range chit -3. The range chits 
shollld be adjusted by two to: (BI3ck) A:4, 8 :1, C:- 2; (Red) A:O, B:-1.] 

5.7 BLOCKING POSinONS: A group may not move forward if, in so 
doing, the Relative Range between it and its like-named (directly opposite) 
opposing group would exceed 5 (EXC: AFV, 29.5). In order to move fur
ther forward, the opposite group whose Range chit blocks a funher 
advance would have to retreat or be eliminated. 

(A) (I) 
(B) [SJ [I I 
(C) [2) 

(A) (- 1] 

(C) (3) 

[EX: Black Group A end Red Group A are at Relacive Range 0, aod Red Group 8 bas been 
d!minated. Black Group 8 had reacbed range chit S, bat was still noc at Relative Ranac S with Red 
Group A so it moved toransc:chit6 by placinaa range chic I alongside itsrangecbit S, Tbey are now 
at Rclacivc RangeS (6 + -I • S). Note that Black Group 8 has moved past Red Group e (i.e. Red 
Group C is bel ween Bluk Group& Band C), Neither Group C may move fon~ard until tilt other 
retreats or is oliminated. The Relative Rance bctYo'ffn Black Group A and Red Group C is actually 3, 
nor 4, durto the two P'OUPI not beiog opposite or dirccrty adjacent. The Relative Ranae betwern 
Black Group 8 and Red Group C is I (6 + 3 = 9; 10 • 9 = 1).) 

6. FIRE A Tf ACKS-
FireSueogrh..._ 6.1 A player must have at least one Fire card in his 
/'¥' FIRE 2 2 hand to perform a fire attack. In addition, the group 

performing the attack must have a combined total of at 
] ~. least the minimum number of firepower factors re-
~ · , '· quired to use that card. Each Fire card has a circled 
"; -:--:- number in the upper left-hand comer of the iUustration 
~ · · ·. · which is the minimum number of fuepower factors 
"- · . • · ,. . needed to use that Fire card. Separate groups may not 
~ · •. ·• · . -...;-::.. , · combine their firepower factors in order to qualify to 
& -:.:::::::::::::::~"'!'.:." use a Fire card . A group may fire at any opposing 
~ ;"'2.};-;;"i,'~::-;7".. group provided it has sufficient firepower at its current 

1 I J 1 3 3 ' 1 9 ]I Relative Range to that group to use its Fire card. 

6.2 FIREPOWER: The number of firepower factors a group has available 
is determined by adding the firepower factors of each unpinned man with 
an operating weapon in the firing group. Note that each man has a 
firepower factor for each of six different Relative Ranges. Only the 
firepower rating for the cunent Relative Range between the firing and 
target groups is used. 

6.3 More than one Fire card may be used by a single group in one fire 
attack action as long as the firing group has at least the sum of all required 
fuepower factors for all Fire cards used. However, the Fire Strength of all 
Fire cards used by that group during that turn would have to be added 
together to form a combined attack. 

FIRE 1 3 FIRE3 4 (EX: To use both of rhese Fire cards in 
the ...- fire auack. ei&ht firepower 
factors would be required in tht firing 
group, Thc unmodified Fire Strength 
of 1 he auack would then be 4.1 

6.4 FIRE STRENGTH: Once it has been determined that the Fire card(s) 
can be used, determine the final Fire Strength of the attack. If the attacking 
group is cunently moving (has played a Movement card with no Terrain 
card yet placed over it), the Fire Strength of its Fire card(s) is halved (12.1). 

6.41 Modify the Fire Strength by adding any modifiers due to the 
attacker's position (see Wire 13.32, Stream 8.52, Marsh 8.41, Smoke 
/3.22, and Elevated Fire 8.31 for examples of Fire Strength modifications 
due to the attacker's position). 
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6.42 Modify the resulting Fire Strength by adding any modifiers due to the 
terrain occupied by 1he defender, including any applicable Smoke and/or 
Wire cards. 

6.43 Modify the resulting Fire Strength by adding any modifiers caused by 
the movement status of the defending group . 

6.44 At this point, the defender may opt to play any Concealed card in his 
hand to further modify the Fire Strength of the attack. If he does so, the 
negative modifiers of 1he Concealed card are added to the Fire Strength to 
derive the final Fire Strength of the attack. 

6.5 FIRE COMBAT RESOLUTION: After seeing the final modified Fire 
Strength of any attack, it is the attacker's option whether or not he wishes 
to resolve that attack or just discard his played Fire card(s) (which still con
stitutes an Action taken). To resolve an attack repeat the following pro
cedure for each man in the target group in sequence. Draw the top card 
from the Draw pile and add the final Fire Strength of the attack to the 
RNC. If the RNC is black, add it to the modified attack strength to obtain 
the Final Combat Resolution Number. If the RNC is red, subtract it from 
the modified attack strength to obtain the Final Combat Resolution 
Number. Compare this Final Combat Resolution Number with the defense 
values of the Personality card under attack. The Final Combat Resolution 
Number is only compared to the defense value(s) currently exposed on the 
card, i.e. face up. 

6.51 KIA: If the Personality card has an exposed KIA value ~ the Final 
Combat Resolution Number, the Personality card is eliminated and removed 
from play (see also 18.1). 

6.52 PINNED: If the Personality card has an exposed Morale 
value ~ the Final Combat Resolution Number, the Personality card is 
pinned unless eliminated by 6.51. A pinned Personality card is turned over 
to its non-colored side so that only its back side Panic, KIA, and Close 
Combat Values are exposed to view. 

6.53 PANIC: If the Personality card has an exposed Panic value ~ the 
Final Combat Resolution Number, the Personalily card is removed from 
play due to Panic, but is considered KIA for Victory Point (16.4), Weapon 
Acquisition (18.1), and Campaign Game (41.4) purposes only if the 
Random Position Number (ignoring I he color) under column "Or" of the 
RNC which caused him to panic is ~ his Panic value as defined on the 
Pinned side of his card. 

6.531 ROUT: If the Random Position Number in the Or column of the 
RNC which caused a man to Panic is > the man's Panic defense, the man 
is not killed but is removed from play due to Rout with applicable con
sequences to weapons and Victory Points. 

6.54 If all the exposed defense values of the Personality under attack 
are > the Final Combat Resolution Number there is no effect. 

6.6 A defending group can be attacked more than once per tum. II is pos
sible for a Personality Card to be pinned by fire from one attacking group, 
and then panic due to fire from another attacking group. The only restric
tion is that each group may attack only once per turn, and each group 
which attacks mus1 do so with its own Fire card(s) which it has sufficient 
firepower to use. 1st Draw BRUSH 1 

2nd Draw · I 
.--------, 

~ ~: 

l !f W AuJM Wf"' tt •MII'fllll """" M .. 
~ ... ........._._ .. 
~- ' .... 
..... . - ..... ' -0 

(EX : The U.S. aroup depicttd above is beine auacktd with a final mOdified Fire Slrenarh of~ . The 
Actioo card facsimiles pictured are tht RNC's drawn 10 resolve rom bat apinSilhc rhrtt deftnders. 
SgtAIItnisno<affecred(S + · I= 4 < ~).Pv1Myersistliminated(5 • 4 ~ 9 ~ 8).Pv1Degi 
panics and is rernovtd (S + 0 = S ~ J). However. Pvt Oqi is noc f( lA because the Random 
Position Number under column "Or" o f thelhird KNC is > J which means he routed safely out 
of the firefisht .] 

7. TERRAIN & MOVEMENT FI RE ATTACK MODIFJERS-
7. 1 Every Terrain and Movement card contains a Fire Strength modifier 
beneath the name of the card. If the"+" or"-" sign of the modifier is 
circled, it pertains to attacks made from that terrain. If not circled, the 
modifier pertains to attacks made against groups defending in that terrain. 



7.2 The Fire Strength modifier of the last Terrain or Movement card placed 
on a defending group is used when resolving any fire attacks against that 
group. If the last Terrain or Movement card played on a defending group is 
a Movement card, then the last played Terrain or Movement card placed 
prior to it in that group is also used (as well as any modifiers for 
Smoke/ Wire cards above it). 

A) B) C) 
Brush Movement Movement Movement Movement Woods Movement 

- I +I + I +I + I -2 + I 
(- 1) + (+ I) = 0 ( + 1) + ( + 1)% + 2 (-2) + (+I) = -I 

0) E) 
Hill Smoke Movement Brush Movement Smoke Movement 
- 1 -I +I -I +I - I +I 
( - 1) + (-1) + (+I) - - I (+I)+ (- 1) +(+I)= +I 

J£xomp/n of T~"oin ond Mo~~nt modlfw c-omblltlltiolts: In example C. tbe first Movement 
card is not consid<:red becaust it is cancelled by the placement or a Tarain card above it (in fKt, it 
should bt immediately rttumed to tbe Oioc.trd pile before tbe other Movm~ent card is even played. 
In tlUIJ11ple E, the Brush card " n01 coruidered becaUst pla)ina tbe su:ood Mo~• card caned• 
any trrocr it mi&bt have~rr<ctivoly ltavina the croup io Open Grouod.l 

7.3 OPPPONENT'S TERRAIN PLACEMENT: Any Terrain card other 
than Open Ground can be placed on an opposing group in lieu of a discard 
(note nationality restrictions on discards; 4.3). In order to place a Terrain 
card on an opposing group, that group must be currently eligible to receive 
a Terrain card (i.e. it must have a Movement card in play which is not 
covered by a Terrain card and does not require placement of a second 
Movement card before it can leave its present terrain). The player who has 
just had the Terrain card played against him must then decide to either 
accept or reject the Terrain card placement (EXC: Stream or Minefield 
cards can never be rejected) before starting his own tum. 

7.31 If he accepts the Terrain card placement on his group by his oppo· 
nen t, play continues as normal and he may take an action with that group in 
his corning tum. 

7.32 REJECTING TERRAIN: However, if he rejects the Terrain card 
placement on his group by his opponent, he must immediately change the 
Advance/ Retreat mode of the Movement card it was played on to a 
Sideways move. This changes back the range chit of the voup, but does not 
qualify it for any Flanking fire bonus or Lateral Group Transfer that 
might otherwise apply. If the Terrain card played on his group by his oppo
nent was already played on a Sideways mode Movement card , the Move
ment card must be placed in the Discard pi le (thereby for feiting any Flank· 
ing Fire bonus or group identity change it may have earned). Whenever a 
Terrain card placement is rejected in either manner, the Terrain card is 
placed in the Discard pile before the player takes his tum. 

7.33 A player must reject the Terrain card played on his group by his 
opponent if the group it is placed on contains a Personality card which is 
not allowed in that terrain type. 

7.34 Whenever a Terrain card is played (and accepted) on a group, all 
Action cards beneath that Terrain card are placed in the Discard pi le. 

7.4 Note that a group on a single Movement card on top of a Terrain card 
is still affected by that Terrain card and therefore is restricted by its 
requirements as well as protected by its benefits. 

8. TERRAIN EFFECfS-

8.1 OPEN GROUND: The back of every Action 
card depicts Open Ground. All groups starting a 
scenario without benefit of a placed Terrain card are 
considered in Open Ground until a Terrain card is 
played on them. A player wishing to move into Open 
G round may do so by playing any card face down on 
top of an already placed Movement card. (EXC: An 
Open Ground card cannot be placed on top of the 
first Movement card played on lop of any group re· 
quiring the play of two Movement cards to leave its 
present terrain; i.e. Marsh, Minefield, or 34.3). 

8.11 A group occupying Open Ground receives no 
modifications to the strength of attacks made by it or against it due to being 
in that terrain. 

8.12 A man attempt ing to infiltrate from Open Ground terrain suffers a 
two column shift to the right when checking for Infiltration status (20.37). 
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1.1 GULL Y: A group occupying Gully terrain can-
GULLY not a ttack or be attacked except by Sniper, monar 
NAI· l · 3 fire, a group on a H ill, Close Combat (Mreqfter re· 

ferred to as CC), or at Relative Range 5. 

1.21 A defending group in a Gully may deduct two 
from the Fire Strength of any group which is attack
ing it. 

1.21 A group in a Gully is still considered in that 
----·- · Gully even after placink a Movement card on top of 

1 1"~"=;--=~~..;:,-=; ·, 
01 

the G uUy card. Only by placing yet another Move .. 
1 1 1 1 J 4 ' ' ' 1 ment card or a Terrain card on top of the first Move· 

ment card does the group leave the Gully and become 
eligible to receive and make Fire a ttacks other than those listed in 8.2. Note 
that when leaving a Gully by placing two Movement cards, only the + I 
Fir e Strength modifier o f the second Movement card would apply to any 
attacks vs that group unless the attack was one of those listed in 8.2. 
However, each Movement card played in an Advance or Retreat mode does 
affect the group's range chit, and lateral movement in a GuUy can result in 
Flanking Fire and/ or Group Transfer possibilities. 

(l!X: tn tbe examples below wutM r .... is oriainatina rrom a source 01ber than thole listed"' a .2.1 

Movement Gully Movement Gully Movement 
+I NA/-2 +I NA/- 2 +I 

No Fire is Allowed No Fire is Allowed 

Movement Gully Movement Brush Gully Movement Movement 
+ I NA/-2 +I -1 NA/-2 +I +I 

Fire Allowed; -I for terrain Fire Allowed; +I for movement 

8.23 An A FV entering a Gully must check for Bog (28.53). 

-·---·---..... ---·--""""·· 

1.3 HILL: A group occupying a HiU may fire on a 
group in a Gully at a Relative Range other than S with 
any weapon. 

8.31 A group occupying a Hill may use Elevated Fire 
(6.41) to add one to the Fire Strength of any attack 
they make against any target group not occupying 
another Hill or a Pillbox (including boxed fire vs an 
AFV as weU as the effect of a bit against non-armored 
targets; 25.4). 

; ~· ~ ~ ~ ~ ~- ~ ~ ~ 8.31 A group occupying a H ill is entitled to a -I 
modifier to the Fire Strength of any attack made 

against it which originates from any terra in other than another Hill. 

8.33 A defending AFV / IG on a Hill is considered Hull Do wn (28.9) to the 
firing group unless the firing group is also on a Hill . 

1.4 MARSH: Any defending group occupying 
- ~ MARSJt 

1 
0 Marsh terrain may deduct one from the Fire Strength 

""' of the group attacking it. 

8.41 A group attacking from Marsh must deduct one 
from its overall Fire Strength. A medium machine 
gun or mortar may not fire from Marsh. A light 
machine gun, bazooka , or paruerschreck must be fully 
crewed and non-moving and even then may use only 
its bracketed fi repower or To H it frequency when fir. 

:_=:~==-== ina from a Marsh. A patlUrfaust rtriog from a Marsh 
; f' ~ ~ f ~ ~· ~; ~ must deduct one from its To H it frequency (25.33). 

1.42 A new Terrain card cannot be placed on top of a 
Marsh card until two Movement cards (one per turn) have already been 
placed on top of it. The frrst Movement card placed on top of a Marsh card 
must be played in the sideways mode and does not qualify for any Flanking 
Fi re bonus (although a Flank Movement card played s ideways as the 
second Movement on top of a Marsh card does). The direction of m ove
ment (advance, retreat, lateral), and consequently the range, is determined 
solely by the manner in which the s«<OId Movement card is placed. Similarly, 
a man in Marsh terrain may not infiltrate (20.24) unless two Movement 
cards currently cover that Marsh card. 

1.43 Neither an AFV nor an Infantry Gun may ever enter Marsh terrain. 

1.44 A man in Marsh may not a ttempt to repair a malfunctioned weapon. 

A . Marsh Movement • 
-I + I 

)EX: A aroup in tbe taraio oituation .ttown above in A is 1101 yet diaible to recriw a Terrain card 
(8.41). If fired upon, the aroup woulciiiOIIIIOdify tbe Fire Slreoalh or tbe auaek beta,.... the Tarain 
and Movement modifttnnullifyeachOiher(J-11 +[+II • 0). Tber&ll&"cltitoftbepoupdoanot 
clt.tna<yet.l 

B. Marsh Movement .,... Movement .,... 
- 1 +I + I 

[E.X: A group in the terrain lituation shown above in 8 can now receive a Terrain card in future 
player tum.s. If fired upon, th< aroup would modify the screnath or the attack by + 2 (I + I) + I+ II 
• + 2). The ranae chit of the aroup rloc:s not clt.tnae becau1< it moved sideways-neither toward..l 
nor away rrom the enemy. Had the S«<ttd Movement card been placed in an Advance or Rer""'t 
mode, tbe Ran1e chit would have elwl&ed accordinaJy.J 



8.5 STREAM: Unlike most other Terrain cards, a 
Stream is usually placed on an opposing group. The 
group on which it is discarded must accept the 
Stream; it cannot move around the Stream or forfeit 
its Movement card as can be done with most other 
Terrain card rejections (7.32). 

8.51 A Stream does not modify an opponent's Fire 
Strength attack into that Stream. 

8.52 A medium machine gun, mortar, or Infantry 

1 
,. , ... ,. , , . , , .. Gun may not fire from a Stream, although an AFV's 

1 1 1 J • 1 • J • 9 weapons may fire from a Stream with no detriment at 
all. Other crewed weapons may frre from a Stream 

only if they are fully crewed and non-moving, and even then must use their 
bracketed Firepower or To Hit frequency. The Fire Strength of any other 
group au.acking from a Stream using non-ordnance weapons is reduced by 
one. A panzerfaust fired from a Stream must reduce its To Hit frequency 
by one. 

8.53 FORDING: A Stream can be left only by fording. Fording is the sole 
action of a group for that player turn and consists of playing a Movement 
card sideways. Fording is automaticaiJy successful only if it is 
accomplished by playing a Ford Movement card. If fording is attempted 
with any other Movement card, it is successful only by drawing a black 
RNC as it is played. If successful, the Ford Movement card is left in play in 
a Sideways mode on top of the Stream card. The group is considered mov
ing in the Stream and is eligible to play either another Movement card or a 
Terrain card in a subsequent turn. If the attempt is unsuccessful, the Move
ment card must be placed in the Discard tray instead, although it still 
counts as an action taken by that group for that turn. An Infantry Gun 
attempting to leave a Stream must play two sideways Movement cards (one 
per turn), but only the second Movement card must chance a RNC draw (or 
be a Ford Movement card), and is lost if it fails. 

8.531 A potential Flanking bonus could accrue if a Flank Movement card 
fords successfully. 

8.532 Fording can never be combined with a Lateral Group Transfer using 
the same Movement card. 

8.54 A man in a Stream may not attempt to repair a malfunctioned 
weapon. 

BUU.SINGS 1 8.6 BUILDINGS: Any defending group on a 
Buildings card may subtract 3 (or 2 if so indicated on 
that Buildings card) from the Fire Strength of the 
group attacking it. 

-·----·--

8.61 A group in Buildings terrain may not fire a 
Mortar (26.2). 

8.62 An AFV attempting to Overrun a group in 
Buildings terrain is subject to adverse effects (29.4). 

8. 7 WOODS: Any defending group on a Woods card 
may subtract two from the Fire Strength of the group 
attacking it. EXC: Woods do not detract from the 
Fire Strength of a Mortar or artillery attock. 

8.71 An AFV must check for Bog when entering 
Woods. 

8.71 An AFV attempting to overrun a target in 
Woods terrain is subject to adverse effects (29.4). 

· ·:::::..-;::.:"'...:.·.:- 8.73 AFV EXIT: An AFV must exit Woods terrain 
~ ~ ~ ~ ~ ~ ;· ~; : by playing a Movement card in the Sideways mode; 

this requirement does not prevent a Flanking Fire ad
vantage from resulting from the same move. 

8.74 A man attempting to infiltrate from Woods terrain shifts one column 
to the left on the RPC when checking Infiltration status (20.34). 

BRUSH 
-I 

0 1.1 BRUSH: Brush terrain is considered hedges in an 
urban scenario. Any defending group on a Brush card 
may subtract one from the Fire Strength of the group 
attacking it. 

8.81 An AFV attempting to Overrun a group occu
pying Brush terrain is subject to adverse effects 
(29.4). 

·· · ··.::·:. :.:.:.::.-·~ 8.82 A man in Brush terrain attempting to infiltrate 
1 ,. , .., lo • , . , •.. receives a two column shift to the left on the RPC 
1 1 J 1 4 3 3 1 3 9 when checking Infiltration status (20.33). 
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8.9 WALLS: Any defending group on a Walls card 
may subt ract two from the Fire Strength of the 
opposing group directly opposite it with the same 
group 10 which is attacking it. Exc: A defending 
group on a Wall card may subtract only one from the 
Fire Strength of a mortar or artillery attack. A defend
ing group on a Wall card attacked by any group other 
than the directly opposing group may subtract one 
from the Fire Strength of the group attacking it. 
Neither defensive modification is applicable if the 
defending group is encircled (17.6). 

8.91 A defending AFV on a Walls card is considered 
H ull Down to the firing group when determining if the AFV is hit, unless 
the firing group is entitled to Flanking Fire. 

8.92 An AFV attempting to Overrun a group in Walls terrain is subject to 
adverse effects (29.4). 

A 8 
A B c 

[EX: Assume all aroups are 11 ranae chil 0 in Walls Terrain . lr Black Group A is an acked by Red 
Group A. il may deduct tv.o from 1~ Fire Slrenath of Red Group A. How.-er, if Black Group A is 
anacked by Red Group 8 or C, it may deducl only one from the Fire S1rength of the firing group. 
Now assume that Red Group C has manaaed to reach range chit 6. 1hus putting it behind Black 
aroups A and 8 al ranae chll 0 and plays a Sideways move creating an Encirdement of Black Group 
B r- 17.6). All defensive advantoacs of the Walls of Black Group Bare now los t as Ions as lhe 
encirclement continues. ! 

9. CONCEALMENT-
9.1 After seeing the modified strength of any attack 
(6.44) against him, the defending player has the final 
option of lessening the attacker's Fire Strength by 
playing any one Concealed card he currently has in 
his hand before any part of that attack is resolved. 
The card played lessens the Fire Strength of the 
opposing group by one, two, or three corresponding 
to the negative number printed on the card. Con
cealed cards are used to reduce the To Hit frequency 
of ordnance a ttacks (25.34)-oot the effect of any 
hits achieved. 

9.2 After resolving all combat for the attack against 
that group, the played Concealed card is discarded with the just spent 
RNC's and Fire cards. If he has an additional Concealed card remaining in 
his hand, the defender still has the option of using it that tum should his op
ponent conduct another attack against the same or a different defending 
group. 

9.3 The defender may not replace any Concealed card played during his 
opponent's turn until the end of his own turn (4.5), and therefore must start 
his turn with a depleted hand. 

•nMc.ns --
..... 
: . : 
' _,, 

U.tll .,.~..... c:t\0 41• 
" .,._......,.. IIUI " 

-. . . 
J 

" ....... 

2lld Draw 

------· - -----------·--llbJ .a.. 'a•~- - .. ctr 
I I I 4 I 4 5 I 9 

JrdDraw 

(EX: A aroup has 111ac:ked with 1 Fire Stronath of7 aplmt <he Am<tic:an &roup illustrated above1n 
Woods 1m-aon. Rat~r th1n concede a S fire Scr~nath attack (7 - 2 (Woods! • S). lhe American 
ployer uJ«<ltis Concnled -2 card to redutt tht Fire Strm&th of <he auack to 3. In resotvina t~ at· 
tack, only Privott Coetes ,. .. p;nned {l + 0 JRNCI ~ 3 !Morale Value!). Howtvtt, had t~ 
Amttican play<'< not played his Conculed card lhe results would bavc.becn far different. Nixon 
wouldlbohavebecnp;nned(S + - IIRNC) ~ •IMoraleValucl), andtheprniouslypinnedSct 
Allon would ha•t been removed dut 10 pank (S + 2 IRNC) ~ 71Pank Value!).) 

9.4 One Concealed card can be played prior to the resolution of each in
filtration attempt to aid one man in that infiltration attempt (20.3). One 
Concealed card can a lso be played by each player to aid one man per CC 
before the initial CC resolution card draw of that CC. 

9.5 A Concealed card cannot be played on a defending Infantry Gun 
which has moved or fired during the scenario (34.5), a defending AFV 
(28.61), a man undergoing Minefield or Sniper attack, or a Pillbox. 



10. PINNED MEN & RALLY-
10.1 PINNED MEN: When the sum of the final Fire Strength and the 
RNC is ~ the fired-on man's Morale value, but < his KIA value that 
Personality card is considered pinned and his card is flipped over to reveal a 
PANIC value and an increased KIA value. While pinned, his only game 
function is to serve as a target. He may perform no other voluntary action 
until rallied. 

10.1 t Pinned men may not use their firepower to add to their group's total 
firepower. 

10.12 A group containing any pinned man may not place a Movement card 
(even to remove Wire), although it may usually play a Terrain card over an 
already placed Movement card. However, individual men within a group 
containing a pinned man may play Movement cards directly into the 
Discard tray for movement of single Personnel cards in the form of 
Individual Transfer (17.8). infiltration attempts, o r CC entry. 

10.13 Pinned men have no Morale value and can only be affected by Fire 
attacks if the final result is ~ their Panic or KIA values resulting in their 
removal from play. 

10.14 The presence of a pinned man in a defending group increases the 
chance of successful infiltration of that group by opponents attempting to 
infiltrate (20.38). 

JO.l RALLY: Pinned men regain their normal status 
RALLY 4 3 only if the owner plays a Rally card on their group 

(4.23) as his sole action for that group in that player 
.•• ~ ~ turn. The player may play only one Rally card per 

t' ~~ , . group per game turn, and that card is immediately 
7 placed in the Discard pile. 

~. ·: .~ .. ·./ 10.21 Up to the number of men indicated on the Rally 
card may be returned to normal status. The player has 

" 7.:.::: :-..::::-.:..~::- the choice of which of his Personality cards will re-
' ;:-;-;·~.;:;:;;·'" main pinned if his Rally card is insufficient to return 
1 1 1 J 1 s s 1 2 1 all the pinned men in a group to normal. If his played 

Rally card is sufficient to rally a ll the men in tha t 
group, they must all be rallied; a player cannot choose to use less Rally 
capacity than he has played so as to intentionally leave a man pinned. 

10.22 Any surplus capacity of a Rally card is lost; it may not be used to rally 
pinned men of a different group, nor saved for later use. See 28.42 for play 
of Rally cards as partial credit for reviving a stunned or pinned AFV. 

10.23 RALL Y ALL: There is one exception to the above rules. The " Rally 
All" card can be used to rally all pinned men of two adjacent groups at the 
same range provided either group has a non-pinned SL, ASL, or Com
missar (not an AFV or IG commander), or all the pinned men of two non
adjacent groups provided each group has a non-pinned leader. Whenever a 
Rally All card is used to rally men in more than one group it counts as an 
action taken by each group. Failing this, the "Rally All" card can be used 
to rally all the pinned men (including an AFV or IG) of one group 
regardless of the presence or absence of a leader in that group. 

10.3 VOLUNTARY PANIC: A player may choose to remove any of his 
pinned men (except a Commissar) anytime during his own player turn 
without counting as an Action taken. Men voluntarily lost in this manner 
count in determining applicable scenario Victory Conditions and must 
undergo the Panic/ Rout determination procedure (6.53) by drawing a 
RNC. 

j .. j_ .·~ 
-~ - --~ 

~ .. ~ ~ ·-·-............. __ .. . -·-· .. ~-- ... . ...... - ..... ... __ ..... . 
I Jtl l.a.. ,U.~"' II YVf 

10.4 HERO: A Hero card can be played anytime 
(even during the opponent's turn or immediately 
upon drawing a Hero card from the Draw pile thus 
enti tling the player to yet another draw) to rally one 
pinned man without counting as an Action. If played 
during the opponent's turn , the card cannot be 
replaced until the end of the owner's player turn (9.3). 

10.41 A Hero card cannot be played on an AFV or 
Infantry Gun except as a partial credit tOwards rally
ing a pinned or stunned AFV (EXC: 28.421). 

1 1 1 J 1 
• • 

7 7 1 10.42 The Hero card cannot be played on an already 
pinned man which has just been removed by Panic. It 

must be played before the attack on the pinned man is actually resolved. 

10.43 A Hero card could be played on a man who was pinned while 
attempting to infiltrate or enter CC (20.21) , thus enabling him to try again 
in the same turn. The Hero card can be used to both rally a man and to 
simultaneously bestow special heroic powers on him for that turn 
(10.44-.45. 28.81, 33.9). 

10.44 VsAFVOVERRUN: Regardless of whether or not it is used to rally 
a pinned man, a Hero card played prior to an opponent's Overrun attack 
resolution will reduce the RNC for that particular Overrun resolution vs 
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that one man by one. Note that reducin& a red RNC ~ that you 
actually increase the number by one to decrea5e its "11lw; i.e. ~a red J 
(-3) to a red 4 (-4). 

10.45 FIREPOWER: A Hero card can be used to clout* tile f~ of 
any one man for one player tum. If the man is already Clllidcd 10 .,_bk 
firepower, triple it instead. The fi repower fact Of of • ..,. hi a .tsich 
is doubled (or tripled) is his bracketed firepower~ if tile.- il fully 
crewed. Mortars, AFV's, and lG's arc not elilible. A - ..U a Liaht 
Anti-Tank Weapon may improve his To Hit frcqueocy b)-o. ~ fulty 
crewed or not- but only at those range$ wh.ch the weapoe OCIIIIId .wmaDy 
fire at. 

11. CREW SERVED WEAPONS-
I 1.1 If a Personality card lis ts two sets of fir~ ~ « To Hit 
numbers, one of which is in brackets, he is considered tot.~ a 
crew-served weapon which can function either wilh a~cw t-o-a-e-. 
To use the non-bracketed firepower or To Hit numbers, a!IIClCCllld .,_ wd 
man in the same group must be assigned to the weapoa 111 u _...._ 
Otherwise, only the bracketed firepower value (or To Hil ~~ an 
used. 

Coob 1 - must be so designated by placina mr two 
10 cards next to each O«her withia tbar 

CnowllloocNw group and placin& 1 "cttw" COWMer so § 
11.11 The man chosen as lbe lll$lSUIIt 

that it overlaps boeh ards. A Sl, ASL, 
or Commissar may be designated crewmen and still maintain their SIICrial 
function. 

11.11 The player may start the game with an assisWtl Uready dcsil:uated 
as crew, or he may designate one during his tum as the so6e aaion or th<lt 
group for that turn (4.25). 

11.13 Once a man is designated as crew, he remains Cft'llr Ulllil he (or the 
weapon; 18. I) is eliminated, attempts to infihrate, or is ck:sipaled as non
crew during his turn as the sole action of that sroup for that tum. 

11.2 A man assigned as an assistant crewman rorfeits his OMJ frrepower as 
long as he remains in that capacity. although he docs t«p ~or his 
own weapon for possible subsequent use (18.l/ doe tt01 #pp/y}. 

11.3 A pinned man cannot be assigned to , nor rei~ from, crew duues. 

11 .4 The assistant crewman cannot fi re the weapon tioae. A Cft'llr-sen<ed 
weapon cannot be fired as long as the principal cuwma11 wbo J10S$CSSCS the 
weapon is pinned. 

12. MOVING FIRE-
12.1 The Fire Strength of any Fire card played by a currmtly moving 
group is halved prior to any other modification (fractions rounded down). 
EXC: Fire cards used solely in conjunction witb ordnanee. or a 
flamethrower in which that flamethrower is providing all the ~ry 
firepower , is not halved . 

12.11 Halve the firepower of a moving man with a bolt-action rille; each 
fraction is rounded down (I + 2 = 112 which yields 0). 

12.12 A medium machine gun, mortar, Light Anti-Tank Weapon, or 
Infantry Gun may never be fired while moving. 

12.13 A moving man with a light machine gun must use the bracketed 
firepower value even if the weapon is fully crewed. If the weapon is not fuUy 
crewed, it may not be fired while moving. Any designated crewman still 
forfeits his own inherent firepower as long as he remains a designated 
crewman. 

+ + 
•U f'H~····· ~\,'1.& lfl'\t•mtAt. Ct\1J 
··~ ,,,... , . ... ~ ...... ,. 

-
+ 

... , 
~:~ .,. . .. . ... 

......... , .. , .... 

...... -- u 

..... 
' 

·-

1 ·• .t-"1--~ ·-

•.....-

+ 

.. s-"'l-·-I • 

- ·-

+ 
'f~ rt ....... It I I 0 • .t ~'t "4_,._ \t 

,., 

-

MOV~NT2 

# _ ____ _ ... 

----- ---..... ___ -·----
!it' ...... & .. . .. 

tJJ 4 )1111 1 



[EX: The IJ'OUP clepocted abovt is at Rdati~ Rante land movina. The Gtrman player -nts to ux 
his "Fore 4'' c:ard to auack. In this nampk, ht cannot auad: b<ause ht lacb tht necasary oaht 
firepowtr factors in hblfouptouxthis Firttard(Griasand hisdtsicnatedcrewman havt4, HCSKI 
I, Worrr I. and lkrnhoff I for a total of 7). If, howtvor, tht tntmy aroup should dose tht Rtlatovt 
Ranae to 4, Htsstl's Machine Pistol will be worth l firepowtr factors: thus aivina the croup nine 
firepower factors, more than enouah to use their ''fire 4'' card even thouah the fire Strensth of the 
" Firt 4" card will bt reduced to 2 due to the moviJ18 status of the croup. 

Now assume the croup depicted abo~ is retreat ina to Rclativt Rana• 2. The group now has only 
thrtt firepowtr facsorsto ""'to play a f1~ c:ard and aD of those cornt from Griess's fully crewed 
LMG. HtSSd has no firq>owtr at ranat 2, and Wolff and Jkmhoff hk~ut ha~ no FP (b<aux 
tach oftbtir 1n fir<PO"tr factors for mo.,nc fir• at Rango 2 is rounded off ro 0 btforrtotallinc tht 
flrepowtr of the croup).) 

13. ARTIFICIAL 1'ERRAIN CARDS-
13.1 There are two types of Artificial Terrain cards: Smoke and Wire. 
These are not Terrain cards. Playing an Artificial Terrain card does not 
change the terrain that a group occupies; rather, it modifies the terrain last 
occupied. Therefore, unlike a Terrain card, it need not be placed on a 
Movement card; it can be played directly on top of a Terrain card. An 
Artificial Terrain card placed on a group by an opposing player cannot be 
rejected (7.31). 

13.1 SMOKE: A player may play a Smoke card only 
•• SMOKE 3 on one of his groups containing an unpinned SL, 
*- El ~~~ ~ ~ ASL, or AFV as his sole action for that group during 

that player turn (4.25). Smoke cannot be placed in 
Marsh terrain, and cannot be placed during a player 
turn in which a Breeze RNC/ RPC has been drawn. 

J 13.11 A defending group in Smoke receives a - 1 
modification to the Fire Strength of the group which 
is attacking it in addition to the terrain effects of the 

····-·-.. - ..... _ I T . d I ed :.."':~·.':"::-.·:.-:- ast erra1n car pay . 
12bJ4t So 6 1oal 901 
1 1 1 4 3 11 a 11 13.11 An allacking group in Smoke receives a - I 

modification to the Fire Strength of any attack it 
makes. 

13.13 Smoke does not prevent a Terrain card from being played on a 
previously placed Movement card, it merely adds to the defensive value of 
the last played Terrain card beneath it in that group. 

13.14 Smoke cards remain in effect until one of the following events occur, 
at which point they are immediately placed in the Discard pile. 

13.141 A Terrain card is played abOve any Smoke card(s) on that group, 
even if subsequently rejected. 

13.141 Two Movement cards are played in any mode and remain on top of 
the Smoke card at the end of that player turn. (A second Movement card 
placed only momentarily so as to remove a Wire card would not remove 
Smoke, nor would any Movement card played directly into the Discard tray 
for movement by individuals within the group.) 

13.143 BREEZE: An effective Breeze card instantly removes all Smoke 
cards currently in play. A Breeze card is effective only if drawn during any 
RNC/ RPC check. A Breeze card is noted by the word " Breeze" on the left 
side ofa Rally card. Any attack being resolved when a Breeze card is drawn 
is affected by that smoke, but all subsequent attacks are not (including any 
using the same Fire card(s) in the current attack). 

13.15 The effect of Smoke cards is cumulative. Two or more Smoke cards 
could be added to the defensive value of the last played Terrain card 
beneath them, or subtracted from the Fire Strength of any group attacking 
from them. 

(EX: ln aampk C, rht Smott card;. rCIIIO'ed as $001> as tht stCOnd Movtmtnt card is pla~ed .) 

A) 
Brush Smoke Movement 

- t -1 + I 
Total Modifier • - I 

C) 
Smoke Movement Movement 

-1 +I + I 
To«aa Modifier • +2 

B) 
Movement Smoke Movement 

+I -1 +I 
Total Modifier "' +I 

D) 
Brush Smoke Smoke Movement 
-I - 1 - 1 +I 

Toea! Modifltl' ~ -2 

13.16 Smoke has no effect in night scenarios and should be treated as a 
Cower card instead. 

13.17 A man attempting to infiltrate from and/or into a Smoke card must 
make a two column shift to the left on the RPC for each Smoke card when 
checking for Infiltration. 

13.11 An AFV making an Overrun attack against a group in Smoke is sub
ject to adverse effects (19.4). 

13.19 See 25.7-.8 for effect of smoke on ordnance and placement ofsmoke 
by an AFV. 
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Ellw•~~ 2 13.3 WIRE: A Wire card can be placed on an oppos
ing group only in lieu of a discard (s« 4.3). A Wire 
card cannot be played on a group in Marsh or PillbOx 
terrain. Wire can be placed on Stream terrain only 
after the group has successfully forded that Stream 
(see 13.5). ~ (NOTE: PLlym may find it dtfroc:ultto piclur• Wirt bdnc placed on a 

,::.::-..:::...~:= nM·movinc lfOUp. It may h<lp tht credibili•Y of tht 111uatoon if you 
;::::. =:::.= look upon tht Wirtc:ard as an abotracl<d form ofa Fattcard r<p<exnt-

1 
211 

;-:;::-:.·~ 
9 

• inc any dcvdopmenr •h~ c:oukt da~omfort the enany in hJJ current 
1 1 3 • s , 1 a 3 o position. If pcraivinat~ Wir• card as random shtllinc which damagts 

the de-render's terrain and causes him to shift slig.hlly wilhin his position 
thus disturbina his aim tnhancts your pcrctption of the card, by all means think of it in thoset<rms .) 

13.31 Any defending group on a Wire card must add one to the Fire 
Strength of the group attacking it, in addition to any applicable 
terrain/ movement modifiers. 

13.31 Any attacking group on a Wire card must deduct one from its own 
Fire Strength. Crew·served weapons can fire only with their bracketed 
values and only if fully crewed and non·moving. Ordnance weapons (25) 
on a Wire card must deduct one from their To Hit frequency. 

13.33 REMOVAL· A Wire card is removed and placed in the Discard P ile 
as soon as a Movement card is played. However, that Movement card is 
also removed and does not serve to ford, nank, change Relative Range or 
group identity, or add to any attac-ker's Fire Strength against that group. 

13.34 Neither Terrain nor Movement cards can be placed on top of a Wire 
card by either player; the Wire card must first be removed by play of a tem
porary Movement card. Note tha t a group on Wire may not play a Move
ment card to remove the Wire as long as that group contains a pinned man. 

13.35 Vs AFV: If a Wire card is discarded on an AFV (whether moving or 
not), the AFV must immediately check for Bog (18.53). Regardless of the 
outcome, the Wire card is removed to the Discard pile and therefore does 
not affect fire from an AFV. 

13.36 CLOSE COMBAT: A man in Wire may not attempt to infiltrate. 
However, the existance of Wire on a group does not protect it from being 
infiltrated. An infiltrator who subsequently has Wire placed on his group 
may still engage in CC. 

13.4 As it takes two Movement cards to move out of Marsh, neither Wire 
nor Smoke can be played over Marsh terrain until the group has first played 
two Movement cards on the Marsh. 

13.5 Open Ground may be placed beneath a Wire or Smoke card and 
above a Movement card by the moving player so as to eliminate his group's 
Moving status, yet leave the Wire and/or Smoke in play. 

13.6 The effects of Wire and Smoke are cumulative. It would require two 
Movement cards (played on different turns) to remove two Wire cards 
from the same group. 

A) B) 
Stream Wire Stream Movement Wire 

Not Allowed 0 + I +I 

C) D) 
Marsh Movement Movement Wire Brush Movement Wire Wire 

- 1 +I +I +I - 1 + I +I +I 
Toea! Modifier ~ + 3 Toea! Modifltl' = + 2 

[EX: The Wrrt pla«mmt in Eumpk A 15 not allowed (IJ.J). In Example 8 , tht lfOUP on Wirt 
should probably play Open Ground beneath tht Wirt card if it doesn't have a Mo•emcn.t <ard to 
canctltht Wire card. In Examplt 0, placina Open Ground beneath the Wire would not chana• the 
total Ttrrain Effect Mndfifier (whieh would rtmain at + 2), bur it would allow rht &roup to flrt 
without btin& penalized for Movlna Hrt.) 

14. SNIPERS-
14.1 Unless a Scenario Special Rule designates .. .~~!r.~. 0 Sniper cards as being playable only by a particular 

><I 

side in that scenario, any player with a Sniper card 
may play it provided be does so as a discard. Thus, an 
American o r Russian player may take no other action 
during a turn in which they make a Sniper attack; a 
German player may make no other discards during a 
turn in which he makes a Sniper attack. 

-------··· 14.1 Playing a Sniper card allows the player to attack 
, -;·;=:-:;;;::t"T;·.. one opposing card in a group of his choice regardless 
1 z J • 1 • 1 • 3 • of the terrain occupied by that group. If the target 

group is a multi-Personnel card group, the card to be 
attacked in that group is determined by a RPC draw (see 14.6). A Sniper 
may attack an AFV (18. 43 1) only if its CE value side is face up. 

14.3 RESOLUTION: A Sniper attack is resolved by drawing a RNC and 
comparing the number to the KIA & PIN values printed on the Sniper card. 
There is no significance to the color of the RNC drawn, nor are there any 



modifications. A " KIA" result removes the defender's Personality card 
from the game. A "Pinned" result flips his card to the Pinned side. If the 
defender is already pinned, the Personality Panics and must check for Rout 
(6.53/). Any other result is a Miss and l:as no effect. The Sniper card is 
placed in the Discard pile after resolution. 

14.31 Vs AFV: A Sniper which scores a Pinned result on an AFV forces 
that AFV to Bull on Up (28.43) (or flip to its Pinned side in the case of an 
Open Topped AFV). A sniper which scores a KIA result on an AFV not 
only forces that AFV to button up or flip to its Pinned side, but also places 
a Commander Killed chi t on the AFV (28.431). 

14.32 Vs IG: A Sniper which scores a Pinned result vs an Infantry Gun 
flips that card to its Pinned side; if already pinned the card is removed. A 
KIA result on an Infantry Gun by a Sniper flips the card to its Pinned side, 
and also places a "Commander Killed" chh on the Infantry Gun. A Sniper 
cannot attack a Pinned or Buttoned Up AFV. 

14.4 SNIPER CHECK: The defending player, as the first and sole action 
of the group fired on by the Sniper in the immediately following player 
turn, may attempt to locate and remove the Sniper with a Sniper Check 
provided it has an armed (not secondary weapons), unpinned man in that 
group. (A CE AFV or unpinned Infantry Gun will also suffice). A Sniper 
Check is attempted by drawing a RNC, and is successful only if that RNCis 
both black and > the RNC (ignoring color) drawn by the Sniper when 
resolving his attack. If the Sniper Check is successful , all Sniper cards 
henceforth held by the opponent are treated as Cower cards. This is the 
only way a Sniper can be attacked and does not requi re the use of a Fire 
card, but does count as an Action taken by that group. Elimination of a 
Sniper is never considered in determining Victory Points or Scenario 
Victory Conditions. 

14.41 In DYO scenarios (43), players have the option to purchase a second 
Sniper which merely allows them to continue playing Sniper cards until 
they have lost two Sniper checks. 

14.5 H, in the course of a multi-card discard, two or more Sniper and/or 
Minefield attacks are played on the same group resulting in the elimination 
of the only target in that group, the discarding player may alternate his 
selection of a target group for any discards yet to be resolved. 

14.6 RPC DRAW: A Random Position Card (hereafter refe"ed to as 
RPC) is the drawing of any Action card from the deck to randomly deter
mine which position within a group will receive a particular action. Near 
the bottom o f every Action card is a line of ten blue numbers ranging from 
" I" on the left to " Or" (IORout) on the righ t. Each blue number represents 
the number of men in a group. If, for example, the target group of a Sniper 
attack contains six men, the number beneath the blue "6" is consulted to 
determine the position within the six man group which is the target of the 
Sniper attack. RPC's are also drawn to resolve Infiltration attempts, CC 
pairings, Bog, Rout , and other occurrences which are explained elsewhere. 

15. COMMAND CONTROL-
15.1 Each player usually starts the game with one Squad Leader (indicated 
on his Personality card by the designation SL qfter his name), and one 
Assistant Squad Leader (ASL). 

15.2 Should a player's SL be pinned at the end of his turn , or have just 
been removed by a KIA or PANIC result during that game turn, that player 
may only draw enough cards to restore the number of cards in his hand 
(4.5) to one less than the number he is usually allotted. 

15.3 lf the SL is removed, the squad's hand capacity would return to 
normal for subsequent turns, but rule 15.2 would then apply to the ASL for 
all future turns. The ASL (or Commissar) is now considered to be the SL. 
There is no penalty for the ASL being pinned or removed while the SL is 
still in play. 

15.4 Should both the SL and the ASL be removed, the reduced card hand 
becomes a liability for the duration of the scenario. 

15.5 COMMISSAR: Occasionally the Russian player's forces will include 
a man with a rank of Commissar instead of either a SL or ASL. The 
Commissar is the equal of the SL o r ASL (whichever role he fills) in all the 
respects listed above. In addition, special rules pertain to play with a 
Commissar. 

15.51 The Commissar must start play in the largest group of his side. 

15.52 All men in the same group with an unpinned Commissar have their 
MORALE and PANIC values increased by one. 

15.53 EXECUTION: Any group containing both an unpinned Commissar 
and a pinned man at the end of the Russian player 's turn must draw a RPC 
to determine if the Commissar eJtecutes his p inned comrade (or cowardice. 

If the RPC dra~n indicates a position occupied by a pinned man, that man 
is eliminated. This process does not constitute an action taken by the 
group. 

15.54 A Commissar can never be voluntarily eliminated (10.3). 

15.6 UNBALANCED POSmON: Should a player be reduced to one 
group, the opposing playa at the: end of his own turn may draw one addi 
tional card beyond that whicb be would otherwise be entitled to during each 
turn in which this condition persists. 

16. THE ACTION DECX o\ VICI'ORY DETERMINATION-
16.1 ACTION DECK: A scenario often lisu alterations to the Action 
deck. Players should remove the: specified cards durint the course of play 
by setting them aside as they are placed in the Discard pile. Such cards are 
still used to resolve RNC and RPC draws when first drawn. If drawn by a 
player for indusion in his hand, the card is treated as a Cowerina card until 
discarded. Such cards must be removed from the Action deck as they are 
discarded from the player's hand or drawn to resolve RNCIRPC draws. A 
player may not discard an outlawed card from his hand face down in an 
attempt to keep it in play. However, such a card could be played face down 
as an Open Ground card and thereby avoid being removed. 

(EX: Sc:enatio A calb for the removal of nw: or the d&ht Buiklinas cards. The lint live Buiklinp 
cards discarded direccly from a player'sltand or used u a RNC/ RPC are removed from the pm<:. 
The<efore, a Buildinp card could never be pla<>ed (or cliooarcled) durioa Prq>are For Play Initial 
Terrain Placement (J.6). However, the instant the fifth Bttl&cllnp card is removed from pi&J, the 
th,... rtmainin& BuildiiiP cards becom< vatid T<rrain cards. ln this instanc:e, pla)'<n may want to 
hold a Buikllnp card in their hand in anridpatioa of iu ~tual value u a Ttrrain card.J 

16.2 DECK: When the Draw pile is empty, the Discard pile is shuffled and 
becomes the new Draw pile. This process is referred to as one Deck for 
Time Limit purposes. Flip or change the Time chit on the Discard tray 
accordingly. 

16.21 If a card in the Draw pile is inadvertently exposed to view to either 
player, it should be reshuffled back into the Draw pile (or, at the other 
player's option, the Discard pile). Players are never allowed to actually 
count the number of cards remaining in the Draw pile. 

16.22 The general rule of card players t.hat "a card laid is a card played" 
holds true here also unless the play of that card is illeaal. However, 
ignorance of the rules of play is not an acceptable eJtcuse for altering the 
course of play once a different player has beaun his turn. Therefore, any 
inadvertent violation of the rules (such as the incorrect or unapplied ap
plication of a modifier) is accepted as a valid play once another player 
begins his turn. 

16.3 TIME LIMITS: Most scenarios have a time limit defmed in terms of 
playing to the bottom of the Draw pile a particular number of times. 
Whenever the Draw pile has been emptied that number of times, the game 
ends and victory is determined by the criteria established in the scenario. 
However, if the Draw pile is emptied in the process of resolving an attack of 
any kind, the Discard pile is reshuffled so that any remaining portion of the 
attack in question can be resolved fully. The aame then ends at that point. 
It may not cont inue further even if players could otherwise play from the 
cards in their hand without drawing to replenish those hands. 

16.31 REAL TIME: To simulate the snap decisions required in combat at 
this level and to keep the game from being bogged down by a slow, 
calculating opponent, players are urged to play within the constraints of 
one minute turns. To facilitate this rule, a chess clock should be set at one 
minute after each playa ends his turn by drawin& all necessary cards to fill 
his hand. His opponent then has a total of one minute in which to declare 
all his actions and/ or discards he will make in his tum. He may resolve one 
or more actions before declarinl the: remainder of his tum if be wishes , but 
once his minute has expired he may not declare any further actions or 
discards. Resolution of declared actions and discards may tate place after 
time has elapsed. This rule should be implemented only by experienced 
players and with their mutual consent. For those lacking a chess clock, 
inexpensive sand timers are available in most Department stores or by mail 
from Avalon Hill in one, two, and three minute varieties. 

16.4 VICTORY POINTS: Should a scenario end due to time limit and the 
Victory Conditions for that scenario do not include the condition that one 
player wins by denying the opponent's Victory Conditions, the winner is 
decided by the side having the most Victory Points. At the end of the 
scenario, unless specified otherwise, each player multiplies the number of 
unpinned, non-moving men (or unpinned AFV / Infantry Guns, or mobile 
AFV's) in each group by the present range chit of its lf"OUP (rep.rdless of 
the terrain occupied). The result is the number of Victory Points awarded 
for aggressive action. Note that occupation of a neptive ranae chit would 
yield negative Victory Points. Add to this total two Victory Points for every 
opposing man removed due to KIA or Commuder (or Crew) Killed 
results, six Victory Points for every opposina Infantry Gun, and ten 
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Victory Points for every opposing AFV eliminated. In addition, each 
eliminated AFV is worth an additional number of Victory Points equal to 
its basic anti-armor attack strength. One Victory Point is awarded for each 
opposing wounded man or Rout removal. Five Victory Points are awarded 
for each prisoner (32} taken. A card does not have to possess functioning 
armament to be worth Victory Points or satisfy most victory conditions. As 
an aid in calculating Victory Points, all removed Personnel cards should be 
given to the opponent for accounting purposes. KlA's should be stacked 
face up, and Rout removals should be stacked face down. 

16.41 Pinned men, and immobilized, bogged, or pinned AFV's are not 
eligible for Victory Points for either side. 

16.42 VICTORY CONDITION FULFILLMENT: Some scenarios 
require as part of their Victory Conditions that a certain number of unpinned 
men must reach a certain range chit or Relative Range position and occupy 
terrain "which will reduce the Fire Strength of an attack against them" . 
Under most circumstances any terrain other than Open Ground, 
Minefield, or Stream would suffice to fill this requirement. However, the 
existance of a Wire card on top of a Terrain card reduces the defensive 
modification due to terrain which that terrain would normally be entitled 
to and may serve to void it as fulfillment oflbe Victory Conditions. On the 
other hand, entrenchments can be used to improve Open Ground so as to 
fulfill Victory Conditions. 

16.421 Smoke, which is not permanent, cannot be used to fulfill Victory 
Conditions. 

16.422 A unit in the act of movement cannot fulfill Victory Conditions. 

16.423 A Gully suffices as "terrain which will reduce the Fire Strength of 
an attack" even if no enemy group is capable of fire into that Gully. 
(EX: In Sc>tnario A. a g oup or four unpinned men is at "'n~ cllit 4 in Brush t<mlin, but do not 

fulfill the Victory Condit ionJ bcca..w they abo an pn~alized by a Wire card which reduca the 
.,. .. au t<mlin modiTI<f or the Brush card to 0 . They must rom.,... the Wiro card to satisfy thoir 
Victory Cooditions. Note tha t had their Torrain card boon a Woods. Buildinp, or Gully card they 
would have fulfilled their Victory Condit ions anyway because one Wir< card is not onough to reduce 
the ttrrain modifiers or thoso t<rrain typos to O.J 

16.5 BROKEN SQUAD: A scenario always ends whenever a player bas 
lost more than half of his Personality cards due to KIA and/ or Rout. Rein
forcements are not considered part of the force until they actually enter 
play. 

(EX: Jf a Russianplayor hu 14 men andanAFV, helosesimmediatdy upOn loss o f his8th card . lfa 
player has sevtn men and an I G . plus five men wbich will eventually enter as reinfor~ts (JJJ, he 
loses immediately upon loss of his Jth Personnel card prior to the entry o f the reinforcemtniJ. A fler 
their arrival he losos only afttr havlna lost seven Personntl cards. ) 

(STOP! You have read all that is necessary to begin play of Scenario A. Before proceedina fun her, 
wo suascst you play ~nario A which you'll rind on Page 36 and become familiar with the rules or 
play you ' ve learned thus far.) 

17. FLANIUNG J'IREA ENCIRCLEMENT-

MOV~S 

~ 
_-::;--_::._':,.";:-:!= .... .. .... _ .. ___ _ 
I :.J 4t So 6 7Wi t0r 
~131166666 

17.1 LATERAL FLANKING FIRE: Aanldng Fire 
can originate at any Relative Range from a group 
whose last placed "Flank" Movement card was 
played sideways and remains in play at the end of the 
turn in which it was played (including play in a 
Marsh, Gully, or successful fording of a Stream). 
When playing a Flank Movement card in this 
manner, the player must specify an adjacent oppos
ing enemy group which it is flanking by placing a 
Flank Fire chit on the opposing group with the arrow 
of the chit coming from the direction of the group 
which is flanking it. 

17.2 A group can flank only an adjacent enemy group whose ID letter 
directly precedes or follows its own 10 letter in the alphabet. A group can
not laterally flank a group which currently enjoys a Flanking Fire advan
tqe over it (EXC: J 7.3}, but may flank another &rOup if not already flanked 
by that group. Flanking Fire is valid only if the group being flanked is also 
currently opposed by a directly opposite enemy group with the same group 
10 chit. 

(EX: Given the groups i!!ustrated below at left, the followina Flank in& Fire options are pOSsible. A 
could flank a. 8 could flank A. C could flank 8 . D cannot flank in the current aroup conriauratlon. 
Ira wore to movelatorally to become C,then D could flank Cos could 8 . If C weroto cease to oxist , 
D could movela,...ally to becomt C and could then flank 8 . A could flank 8 . 8 could flank A.) 

A 

A 
8 
8 

c D 

17.21 A Flanking group may choose only one opposing group to Flank 
with its current Flank Movement card, and having made that choice, may 
not later substitute another opposing group ID chit for that same Flank 
Movement card. This remains true even if the original group chosen bas 
been subsequently eliminated. Flanking an enemy group in no way detracts 
from a group's ability to fire at other enemy groups. 

17.3 NATURAL FLANKING FIRE: Flanking Fire occurs naturally 
without use of a Flank Movement card whenever a group moves f orward to 
Relative Range 4from Relative RangeS thus placing it behind an adjacent 
enemy group which also bas an opposing group directly in front of it (with 
the same group ID letter). Note that in this case a group could also be mov
ing into the receiving end of a Flanking Fire situation from the very group it 
is flanking, if it too bas a group directly in front of it. This is the only 
instance in which two groups may simultaneously flank each other, and in 
which one group may simultaneously flank two adjacent groups, and may 
occur only at these Relative Ranges. 
[EX: It is Red'stum. lfRed Oroup e m.,.... toran~ chit 211 will flank Black Group A, but ,.•llabo 
be subject 10 flantina fire from both A aod C. I fit were Black 's tum, he could movo his Group A 
aod/orCto~ehh $to flank RedGroup &, and only Black Group A would be subject to Flank
ina rorc (from al. 

A [4) 8 [3) C (4) 

A [OJ 8 [I) 

17.4 A group entitled to Flanking Fire doubles its firepower (EXC: 
flamethrowers) for all subsequent fire a.gainst the flanked defending group 
until one of the following actions occurs. 

17.41 Flanking Fire is lost whenever another Movement card or a Wire 
card (not a Terrain card) is played on top of the flanking group. 

17.42 Flanking Fire is lost whenever a Terrain card is played on the flanked 
group-even if subsequently rejected. 

17.43 Flanking Fire is lost whenever the defending group plays a Move
ment card (even to remove Wire or unsuccessfully ford a Stream). Move
ment cards played by individuals within the flanked group directly into the 
Discard pile have no effect on Flanking Fire. 

17.44 Flanking Fire is lost if either group is eliminated, or the group directly 
opposite the flanked group is eliminated or changes its group I D. 

17.5 When Flanking Fire is lost, remove the Flank Fire chit. The Flank 
card itself need not be removed if still in place, although it cannot be used 
again for Flanking Fire until redrawn from the Draw Pile and replayed. 

ENCIRCLED 

l'llllc:: -1 

17.6 ENCIRCLEMENT: A group 
which is behind an adjacent enemy group 
(i .e. has reached Relative Range S with 
an adjacent group and then advanced 
past that group to Relative Range4 again 
may encircle it in a subsequent turn by 

playing a sideways Movement card (even if currently being flanked by that 
group) while slill at Relative Range 4, and placing an Encircled chit on the 
opponent's group .. Note that the group does not change identity, or any 
Relative Range by placement of this sideways Movement card- it merely is 
entitled to place an Encircled chit on the enemy group. No group can take 
part in tbe Encirclement or flanking of more than one opposing group at a 
time. To be eligible for Encirclement , the adjacent enemy group must have 
an opposing group directly in front of it. These two encircling groups do 
not have to be capable of fire; they merely have to ex.ist. An AFV is not sub
ject to Encirclement. 

17.61 The effects of Encirclement are threefold: 

17.611 An encircled group may not make a Lateral Group Transfer, or 
send or receive an Individual Transfer. 

17.612 All fire against an encircled group is entitled to the Flanking Fire 
bonus regardless of the source of that fire. A group already entitled to a 
Flanking Fire bonus against the encircled group receives no additional 
bonus. Furthermore, the Flanking Fire bonus is not lost until the encircle· 
mentis broken . 

17.613 The Panic values of all pinned Personality cards in an encircled 
group are reduced by one as long as they remain encircled . 
17.62 An encircled group remains encircled until either opposing group 
which comprises the encirclement is eliminated, or infiltrated by the en
circled group, or changes its group ID chit (1 7. 7) , or is at Relative Range I 
or less from the encircled group, or both encircling groups find themselves 
"in front of" the encircled group. 
17.63 An encircling group is always at Relative Range 4 orless when it first 
encircles an opposing group. It may then "retreat" towards the encircled 
group in a subsequent turn to reach Relative Range S and still maintain its 
encircling status. 

17.7 LATERAL GROUP TRANSFER: A group capable of movement 
can change its group identity and thereby it~ position directly opposite an 
opposing group by announcing a Lateral Group Transfer and playing a 
Movement card in the sideways mode (including a Ford or Flank card 
thereby possibly fulfilling double purposes). In doing so, it attempts to 
assume the identity of an adjacent, previously non-existant group. Such a 
group LD transfer can occur only if there is no other friendly group in that 
position at the start of the turn. The Group identity change does not occur 
until a Terrain card is played on the sideways Movement card (and ac
cepted). However, adjacent groups which are both capable of movement 
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may each play a sideways Movement card simultaneously so as to exchange 
posit ions on the table and group ID's. However, they cannot move into 
each other's previous Terrain card-even if at the same range chit. Note 
that a group on a Stream is not capable of unhindered movement, and 
therefore may be incapable of a simultaneous Lateral Group Transfer. 
Should either group be subsequently incapable of movement (due to re
jected terrain placement or a failed fQ.rd attempt), neither group receives its 
new 1D chit and change of position unless its Lateral Group Transfer did 
not depend on the success of the other group vacating the area it is moving 
to. A group in Marsh may change identity by playing only one Movement 
card, but still requires two Movement cards to exit that Marsh. Group ID 
transfers are limited to A through D (except when reinfon-ements enter 
play as GroupE or Z; 3.5. 1). A group which is infiltrating an enemy group 
may not malce a Lateral Group Transfer. 

A [3) 8 [2) 
A [I) B [2) C [4) 

[EX: R<d Group C has just gollen behind Black Group 8 by movina to range chil 4to qualify for 
Flanking Fire(Relacive Range4; 2 + 4 • 6: 10 - 6: 4), and may encircle 81ackGroup8onasubse· 
quent turn by playina a Movement card sideways. Blaclt Group 8 may avoid that unpleasanc 
pouibility by retreat ina to ranee chit I (Rdative Range$ with R<d Croup C). Assumin& R<d Group 
C doanoudvanceagainin the interim, Blad: GrQUPBcould then act 10 block R<dGroupC from a 
fu1ure encirc~e~Mot alltmpl by playina a Movement card >ideways and becomiQJ Black Group C.( 

f5 +2 & 

~It~ z • 
~ E 
.... ~ 

Flrl81 
.... llnlllp 
Colts Ac1loft 
to.....,. 

17.8 INDIVIDUAL TRANSFER: An 
unpinned man in a group which is neither 
encircled, nor on Wire/Minefield, may 
transfer from one group to an adjacent 
friendly group with the same range chit 
by placing a Movement card in the 

discard tray for each man he wishes to transfer as the sole action of the 
sending group for that turn. The transfer cannot be an infiltrator. To 
transfer, either the receiving or sending group must contain an unpinned 
leader. The man being transferred is moved between the sending and 
receiving group, and is marked with a Transfer chit. Both groups must have 
started their turn at the same range chit and may not move from that range 
chit until a turn after the Transfer chit is removed. The transferred man is 
subject to a + 2 modifier to the Fire Strength of all attacks against both 
groups as long as he bears the Transfer chit. Removal of a Transfer chit(s) 
places the Personnel card(s) in the Group receiving it, but counts as the sole 
action allowed by that group in that turn, and cannot occur in the same turn 
in which the transfer was initiated. 
17.81 If the transferring man starts in an unforded Stream, his transfer is 
conditional on his successful fording of that Stream. If the transferred man 
starts in Marsh, he cannot transfer unless his group already has a Move
ment card in play (in which case he need play only one). 

17.82 Individual transfers can be used to reduce a group to less than two 
men or even remove it altogether, but may not be used to increase a group 
to II or more Personnel cards. 

17.13 In addition to the + 2 modifier for his Transfer chit, an individual 
transfer receives the terrain effects modifiers of the group being attacked 
(EXC: a transfer is moving and therefore not eligible for Entrenchment 
modifiers). 

17.84 A man who is pinned during transfer loses his Transfer chit and is 
returned to his original group. 

17.9 GROUP CREA TJON: Once play begins, a new group can be created 
only by the arrival of reinforcements (3.5) or splitt ing an existing group by 
individual transfer. 

17.91 Individual transfer can be used to create a new group only if one of 
the positions next to the creating group (A through D) is not already 
occupied by a friendly group. To create a new group in that position, the 
creating group must qualify for Individual Transfer and simultaneously 
attempt to transfer at least two men to the new group. 

11.92 The Group Creation is completed when the new group plays a Ter
rain card. If any transferring man is pinned prior to the play of a Terrain 
card on its group-the transfer fails and the entire group is returned to the 
creating group. Otherwise, all rules for Individual Transfer apply. 

18. WEAPON ACQUISITION-
18.1 WEAPON LOSS: The weapon of a man eliminated by a KIA result 
(including non-survivable Panic) need not necessarily leave the game with 
him. If the man was occupying or moving in Marsh or Stream terrain, his 
weapon is assumed to have been lost and is removed with the man's card. 
Otherwise, his weapon remains in play in the form of a weapon chit next to 
the Group's lD chit. Exc: An infiltrator who is eliminated leaves his 
weapon in the infiltrated group. A man removed from play due to Rout 
(6 . .531) takes his weapon out of the game with him unless he is the principal 
operator of a crew-served weapon. 

--~~~~ 18.2 A weapon counter may be acquired by any unpinned 
Madlilll Pistil infantryman in the same group, provided he docs so as the 

1'-4\ sole action of that group for that turn (4.2.5). To suc
R3: tFP cess fully acquire the weapon he must draw a black RNC. 
M: 3FP X& The weapon chit is then placed on his card and replaces all 

~o;R;;;5;.;: 5;;.F.;..P __ _, weapon characteristics printed on his card. However, if he 
draws a red RNC, there is no result even though that group is considered to 
have expended an Action in the attempt. 

18.21 WEAPON EXCHANGE: A man may not keep possession of, nor 
fire, more than one weapon. In acquiring a weapon, he automatically 

•exchanges his previous weapon (EXC: 20. 74, SW;2 1.1) for the weapon chit 
just gained by leaving a proper weapon chit in its place. Primary weapons 
of pinned and unwounded men cannot be voluntarily exchanged. 
However, a secondary weapon of an unpinned or wounded man may be 
given to another unpinned man in the same group automatically as the sole 
action of that group for that turn. 

18.22 ASSISTANT CREWMEN: A crew-served weapon cannot be 
acquired by any man other than the assistant crewman unless the assistant 
is pinned. An assistant crewman's acquisition attempt of the weapon he 
was crewing is automatically successful, although that acquisition still 
counts as an Action taken by that group. Once the assistant crewman ac
quires sole possession of the crew-served weapon, he must abandon his 
own weapon and ceases to be the assistant crewman. 

18.3 The weapon of a pinned man cannot be acquired as long as he remains 
in the game. 

18.4 An unacquired weapon counter (not placed on a man's card) is 
removed from play permanently if the group it belongs to has a Terrain or 
Movement card played on it (even if subsequently rejected and discarded). 
Play of a Movement card directly into the Discard pile by a single man of 
that group does not remove the unacquired weapons of that group from 
play. 

19. MALFUNCTION-
19.1 A weapon may possibly jam or run out of ammunition if its group 
fires and, in the process of resolving that fire against any target in the 
defending group, a red 6 RNC is drawn. 

19.11 If the firing group contains only one firing weapon with usable 
firepower factors, and a red 6 RNC is drawn to resolve its attack that 
weapon automatically malfunctions, and any remaining defenders which 
have not yet had the attack against ·them resolved need not do so. 

19.12 ORDNANCE: An ordnance weapon (2.5 . .5) malfunctions 
automatically if, in resolving its To Hit possibility, a red 5 or red 6 RNC 
(EXC: ATR) is drawn. A redS or red 6 RNC drawn during the resolution of 
an already attained hit does not create a malfunction. 

19.13 If the fi ring group contains more than one weapon with usable 
firepower factors, a RPC is immediately drawn to determine which weapon 
in the group actually malfunctions. All weapons in an attacking group 
(even those with a firepower of 0) are considered to be firing when the 
group attacks (EXC: flamethrowers, secondary weapons, ordnance, non
firing infiltrators, and the weapons of designated assistant crewmen). If the 
RPC indicates a non-firing weapon bas malfunctioned, there is no effect. If 
the RPC indicates a position occupied by a pinned man, there is no effect to 
the attack, but the pinned man's weapon does malfunction. If the RPC in
dicates a position occupied by a designated assistant crewman of a firing 
MG or a man whose weapon has no firepower at its current range, the 
malfunction is considered only momentary, and fire against any remaining 
defenders in the defending group yet to be attacked is resolved with one less 
Fire Strength, but no weapon malfunctions. If the RPC indicates a position 
occupied by a firing weapon, that weapon malfunctions and combat vs any 
remaining defenders not yet fired upon is resolved with one less Fire 
Strength for every two Firepower factors (or fraction thereof) previously 
contributed by the malfunctioned weapon. This reduction to the Fire 
Strength is made after any halving effects for Moving or Night Fire, and is 
made even if the firing group did not require that weapon's firepower in 
order to play the Fire card(s) used in the attack. 

19.14 Although pinned men and those with already malfunctioned 
weapons are not considered to be firing, their weapons are always subject 
to malfunction (including flamethrower, ordnance, and the principal 
weapon of a designated crewman). A player cannot specify men as not fi r· 
ing solely to avoid the possibility of their weapons malfunctioning. 

19.15 CREWED WEAPONS: Any weapon using a bracketed firepower 
or To Hit Frequency rating is also subject to malfunction on a red RNC one 
less than that which would otherwise result in a malfunction. 
!EX: A MG beina fir<d without a desisnat<d crewman would malfunction automatkally when any 
redS RNC is drawn to resolve an a11ack in whkh itta~es pan . Should two such weapOns paniclpace 
In lhe same anaek, resolve the mallet of which malfunctions with a RNC draw. Should a r<d 6 be 
drawn, tbe question of whicll weapOn may malfunction is resolv<d nO<mally.f 
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19.2 A malfunctioned weapon is symbolized by placing a 

MAI.IUNCTION "malfunction" chit on the Personality card (or if he 
llejlair: 1-6 already has a weapon chit, flipping it over to its Malfunc-
llei!IM: 4-ii tion side). An already malfunctioning weapon which 

MOll/PAN: _1 malfunctions again is removed from play. A malfunctioned 
weapon has no fuepower and therefore cannot be used 

in qualifying its group to use a specific Fire Strength card. 

19.3 REPAIR: An unpinned mao may attempt to repair his malfunctioned 
weapon provided he does so as the sole action of that group for that player 
tum (4.25) and he is not currently occupying a Stream or Marsh, or in the 
act of movement. A RNC is drawn to resolve a repair attempt. The 
malfunction chit contains a listing of the RNC's that wiU result in repair or 
elimination of the weapon. If the RNC drawn does not match any of the 
numbers listed under either the Repair or Elimination categories, there is 
no effect and the weapon remains in the malfunction state subject to 
another repair attempt in a subsequent tum. The weapon may continue to 
be carried until removed by another malfunction result or a Removal result 
occurs during a Repair attempt. An AFV may attempt repairs regardless of 
terrain or movement status. 

UNARMED 

~ l · , r 

·~. ; ~1-
~ 

19.4 UNARMED: An unarmed man, or 
a man with a malfunctioned weapon, has 
his Morale and Panic values reduced by 
one as long as the condition persists (ex
cept in CC; 20.6). He may assist in crew
ing a weapon, but his defense values re

main reduced until he actually acquires possession of his own weapon. 

19.5 All weapons which malfunction only on their To Hit RNC or the rust 
result RNC drawn are identified by a red, lower case "x" on their Per
sonality card and prior to the red numbers which result in a malfunction for 
that weapon. Weapons that can possibly malfunction during every Fire 
Strength resolution are signified by a red capital "X" before that weapon's 
malfunction number(s). 
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(The American group depicled above is firina at !he initial German group at Relative Ran&e 2 witb 
six firepower fa<:ttm aUowina it to play the 3 Fire Strenath Fire card yield ins a !ina! attack Slrenath 
of 2 arter deduct inS one for tbe defender's terrain. The first RNC drawn 1$ a blade 1 which has no 
effect on Bemboff. The next RNC drawn 1$ a red 6. Posner is unaffected, but a pOssible weapon 
brealcdown tw occurred. A RPC 1$ drawn bearing a "3" for a four-man group, and thereby in
dicatina that PVT Myer's rine hu malfunctioned. The F'tre Strensth of the American attack is 
reduced by one (19.1 J) to I for resolution vs PFC Orie$s. Neverthclen. the nCJCt RNC drawn is a 
bloo:k S wltlcll pins Grieu. Grics&'s card is turned over, and a "Malfunction" U.S. riOe counter is 
placed on Myers. 

In tbe German player turn, hU group can only muster one firepower factor (from Bernhoro sinco 
Posner can lire neither hiJ own rifle (l/.1)due to beins an 8$$istantaewman oft he LMG nor assist 
the pinned Griess (11.4). With neither a Fire card requirins only one firepower factor, nor a RaUy 
card. the Oerman player Opt$ to have Posner abandon his crew sl&lus(/1./J)so that he wiD heeliai
ble to use his rifle next tum. 

In his next tum, the American player decides to attempt to repair Myers' rifle. A red "6" RNC is 
drawn whicb permanently disable$ tbe weapon. Place an "Unarmed" cbit on Myer'scard . lfoub$e
quently fired on. Mym will defend with a Morale or 4 until he acquires another weapon.J 

20. INFILTRATION & CWSE COMBAT-
20.1 When an infantry group starts its player tum at Relative Range S to 
any directly opposite or adjacent group, the possibility of entering into 
hand-to-hand combat exists. Close Combat (hereafter referred to as CC) is 
entered into and resolved differently from Fire attacks. The opposing 
group must be inftltrated before any CC attacks can be attempted. 

IIIFIL TRATOR 

~ 

-
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+ 2 Right 
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20.2 INFILTRATION: Unpinned men 
which start their player tum at Relative 
Range S to an enemy group(s) may at
tempt to individually infiltrate one or 

·more of those groups with or without 
playing a Movement card; but how many 

men and how they will attempt to infiltrate must be designated before the 
first attempt is resolved. Any number of unpinned men in the group may 
attempt to irUiJ(rate, but only as the sole action of that group for that turn. 

20.21 MORALE CHECK: In order to succeed in his attempt to infiltrate 
without playing a Movement card, each mao must pass a Morale Check by 
drawing a RNC < his current MORALE value (ignoring color). If he 
draws a RNC which is ~ his current Morale value he is pinned without in
filtrating, and the group is still considered to have expended its one allowed 
action for that turn, although other pre-designated men in that group may 
stiU attempt to individually infiltrate during that turn. 

20.22 An unpinned man may attempt to infiltrate without having to pass a 
Morale Check by playing a Movement card directly into the Discard pile 
(does not count as a Discard). The Movement card does not alter the range 
of the group, transform moving status onto that individual, nor have any 
other effect on the remainder of the group, and can be played even though 
other members of the same group may be pfrmed. The player may play as 
many Movement cards as he has unpinned men with which to attempt 
infiltration. 

20.23 A crewman may abandon his crew status (J 1. 13) and attempt to 
infiltrate as part of the same action. Likewise, a man whose weapon is a 
flamethrower or a Secondary Weapon may wish to abandon it as a 
hindrance when he attempts to infiltrate. Any mao whose listed weapon is a 
MMG or mortar and wishes to attempt to infiltrate must abandon that 
weapon as part of the same action. In all three cases, the weapon/crew 
status is not automatically regained upon failure to infi ltrate or their return 
from infiltration; it must be reacquired as a separate action. 

20.24 A man in a group currently occupying a Minefield, or terrain con
taining a Wire card may not attempt to in filtrate. A man in a group currently 
occupying an unforded stream may attempt to infiltrate only with the aid 
of a Movement card. Unless the Movement card is a Ford card, that mao 
would have to draw a RNC to determine if the Ford attempt was successful. 
Only if he succeeds in foniing the Stream, may he then check for infiltra
tion using that same RNC as the infiltration attempt RPC. Similarly, a 
group in Marsh terrain may not attempt to infiltrate until the Marsh card 
has been covered by placement of two Movement cards . 

20.25 A man may not attempt to infiltrate against a group on a Minefield 
card, but may attempt infiltration against men in Stream, Marsh, or Wire
covered terrain. 

20.3 INFILTRATION RESOLUTION: When checking for infiltration, 
the attacker draws a RPC and uses the column equalling the number of 
Personnel cards in the defending group as his starting point, but may have 
to shift right or left one or more columns due to a wide assortment of cir
cumstances. Having determined the proper column to check for infiltra
tion status, the attacker then determines whether he has drawn a red or 
black random position number. If the number is red, the attacking man has 
infiltrated the enemy position. Place an Infiltrator's chit on the attacking 
mao's card. If the number is black the man was unable to infiltrate the 
enemy position. However, he suffers no penalty for the failed attempt and 
may attempt to infiltrate again in a future turn. The player attempting to 
infiltrate may play a Concealed card for each man attempting infiltration. 
The Concealed card provides a leftward shift equal to its negative modifier 
to the infiltration attempt of the man it was played for. 

20.31 NIGHT: If the attacker is attempting to infiltrate during a Night 
scenario (38.6}, a shift of three columns to the left on the RPC is made to 
determine infiltration status (EXC: 38.6). 

20.32 SMOKE: If the attacker is attempting to infiltrate and either his 
and/or the defender's group is in smoke, a shi ft of two columns to the left 
on the RPC (for every smoke card in effect) is made to determine infiltra
tion status. 

20.33 BRUSH: If the attacker is attempting to infiltrate from Brush 
terrain, a shift of two columns to the left on the RPC is made to determine 
infi ltration status. 

10.34 WOODS: If the attacker is attempting to infiltrate from Woods 
terrain, a shift of one column to the left on the RPC is made to determine 
inflltration status. 

20.35 HILL: I fthe attacker is attempting to infiltrate from a Hill, there is a 
one column shift to the right to determine infiltnition status. 

20.~ PILLBOX: If the attacker is attempting to infiltrate against a 
Pillbox, there is a one column shift to the right to determine infiltration 
status. 
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20.37 OPEN GROUND: If the auacker is attempting to inf"lltrate from 
Open Ground terrain, a shift of two columns to the right on the RPC is 
made to determine infiltration status. 

20.31 PINNED DEFENDERS: There is a one column shift to the left on 
the RPC for each pinned man in the defending group when determining 
infiltration status. 

20.39 MOVING & INFILTRATION: If the attacker is attempting to 
infiltrate from a Moving group, there is a two column shift to the riaht to 
determine infiltration status. If the defending group is currently moving, 
there is a two column shift to the right to determine infiltration status. The 
number of Movement cards in play by each side do not funber alter tbis 
shift. If tbe attacker is attempting to infiltrate from a group which bas 
already been infiltrated, there is a two column shift to the right to deter
mine infiltration status. NOTE: This Movement penalty is not applied to a 
man attempting infiltration whose group is not moving, but who has 
played a Movement card into the Discard pile to avoid the need to malre a 
Morale Check. 

20.4 All Infiltration column shifts are cumulative, except for tbose of 
Night and Smoke which can never be taken together, but are cumulative 
with all other shifts. Column shifts below I or higher than 10 are treated as 
1 or 10 respectively. 

[EX: A man attnnplina to infiltratt apinst a cldtndina poup of li~ 
men draws tM RPC shown atlefr. In chectin& for inlilrration, MSians 
wilh the ··so .. column because 1he &roup he is auemptin& 10 Infiltrate 
contains li~ Personality cards. He iJ int~tratina from Brush terrain, 
but tM cltfondinaaroup contains a pinned man so he cheeks column 2 

, ___ --·- - - for •nlihration status (5 lnum~r of cards in cltfendinacroupl -2 [shift 
._-::;:...-..::::=::-: -:.._ to lefl for Brushl-1 lsltift 10 left for pinned manl = 2). Because the 
1
1:; ~ i 'j ~ ~ ... ~ ~ : number in column .. 2b'' is red, ht has succtedtd in infiltr1tina the 
._ ____ _, enemy aroup.l 

20.5 INFILTRATION EFFECTS: A man who has infiltrated the 
defender's position is still part of his group, in his group's terrain, able to 
fire with that group, and subject to fire vs that group. However, he also has 
several special capabilities. 

20.51 An infiltrator may double his firepower (EXC: flamethroWf!rs) for 
any Fire attack by his group vs the group he has infiltrated, and has the 
option of not part~~ting in any a~a~~bL_~is group (19.13). 

20.52 CC ENTRY: During future turns in which an infiltrator's group 
opts to engage in CC as its sole action, the infiltrator checks morale (20.21) 
or plays a Movement card for each infiltrator he intends to enter CC. All 
such CC enrry attempts by the same group must be predesignated before 
any are attempted. However, if he passes his Morale Check (or plays a 
Movement card) his entry into CC is automatic. He merely draws a RPC 
and consults the column equalling the number of men in tbe defending 
group. The number in that column is the position he attacks in CC. Place 
his Personnel card on top of the defending Personnel card and continue to 
resolve any other CC entry attempts from his group before resolving that 
CC. Note that CCand Infiltration attempts are two distinct types of action. 
A group cannot do both in the same turn. 

20.53 An infiltrator loses his infiltrator status only if he is pinned, or takes 
a prisoner (32.11), or if his group plays a Movement card (except to 
Remove Wire), or if he fires, or iftbe infiltrated group plays a Terrain card 
at Relative Range 4 to the inrlltrator (or plays two consecutive Movement 
cards thereby moving to Relative Range 3 in lieu of placing a Terrain card). 

20.531 An infiltrator has the option of whether or not to participate (by 
adding his firepower) in any fire attack by his group. If he does fire, 
regardless of whether that firepower is doubled or not, the infiltrator loses 
his infiltrator status after resolving that attack. If his group can muster 
enough firepower to use a Fire card without adding the infiltrator's 
firepower, he may keep his infiltrator status. 

20.532 If there is more than one infiltrator in a group, some may elect to 
fire (thus losing their infiltrator status) while others do not (thus maintain
ing theirs). 

20.54 An infiltrator may not be attacked by ordnance from the group it 
has infiltrated. However, other members of his group may be attacked by 
ordnance from· that group. 

20.55 An infiltrated group may still move, but if such a move increases the 
Relative Range to less than 5, further CC is not allowed until opposing 
groups can once again close to Relative RangeS. However, previous in
filtrators of the moving group retain their doubled firepower advantage 
(even at Relative Range 4) until their infiltrator status is lost as per 20.S3. 

20.56 A group may not make a Lateral Group Transfer if it is currently in
filtrated or if any of its men have infiltrator status. A man may voluntarily 
drop his infiltrator status, but only at the cost of his sole action for that 
group. 

20.57 An infiltrator may attempt to acquire any unpossessed weapon of 
the infiltrated group as if it were his own group (l8.2), unless that weapon 
still has a designated assistant crewman. 

•-' CLOSE CDMBA T VALUE: Each man has a specif'IC Clole Comber 
Value(CC'VJ.ttidlttprinted on his Personality card. TherearetwoCCV's 
printed on each.-of thoe card; the values on the front pertain to the man 
in an unpumed stat~. aad the values on the back penain to the man while 
pinned. The f'lr1l nlur JS always his armed strength; the value following the 
slash is Ius unarmed sareaath. However, if the man has changed weapons, is 
perfonnina assislant arwmaa duties, or is carrying a Secondary Weapon, 
the priniCd CCV is ipcnd aad IDUSl be calculated separately. An unpinned 
man's CCV equals the sum of his Morale and his Weapon values. An 
unarmed man has no Weapon value, but neither is his Morale rating re
duced by OM (19.JI) duriJII CC. A piDDed man's CCV is always four less 
than his unpinned CCV. A wapon'sCCV is reduced by one if it iscurrent.Jy 
malfunctioning. Weapon values are as follows: ' 

Carbine It Assault Rifles: 4 BAR: 2 
All other Riftes: 5 LMG: I 
Machine Pistol: 3 flamethrower: -I 
Encumbered with Secondary Weapon: - t• MMG, ATR: 0 
•if only weapon treat as 0 instead 

20.61 An assistant crewman always has a weapon value of 0 regardless of 
what the other primary weapon in his possession miaht be. Note that a 
crewman never enters CC as the attacker; if he tries to infiltrate he 
automatically sheds his "crew" status. 

20.62 Every CCV in man-to-man CC is subject to modification as follows: 
20.621 After ail CC pairs for one infiltrating group have been determined, 
the defending player in CC may play a Concealed card to decrease the CCV 
of one auacker of bis choice prior to the resolution of that particular com
bat. If he has another Concealed card, he may play it also in defense of 
another of his men about to be attacked by a different attacker. Similarly, 
the attacking player in CC may play a Concealed card to decrease the CCV 
of the defender of his choice. Neither player may use more than one Con
cealed card on any single CC resolution-regardless of the number of men 
in that single CC. 

20.622 The primary attacker/defender may modify his CCV by + 3 for 
each additional unpinned man attacking/defending with him (20. 71) in 
that specific CC regardless of the weapon status of the additional man. 

20.7 CC RESOLUTION: CC is resolved by adding tbe attacker's CCV 
value and a RNC draw (treating red RNC's as negative values) and com
paring the total of that to the sum of the defender's CCV and a RNC draw. 
The man with the lowertotal is KIA. If the totals are equal, both men are 
KIA. There are no Terrain Effect Modif'ters to CC resolution. 

20.71 If the defender in any CC is part of a multi-man crew, the other 
member(s) of that crew is also involved in that CC unless his position is also 
being directly attacked in CC. Although there is more than one defender, 
the attacker stiU draws only one RNC to resolve his attack; the sum of that 
RNC and his CCV is compared only to the total of the RNC and CCV of the 
particular defender whose position he is attacking. If he kills that man, he 
must attack again that turn against another crew member; each mao draw
ing a new RNC to resolve their combat. This continues until the attacker is 
beaten, or has eliminated all the defenders in that position. 
20. 7l If two or more men attack the same defender in CC, only one man 
(attacker's choice) attacks, although with the + 3 modification to his CCV 
for each additional man. If he is eliminated, a second attacker must im· 
mediately attack in a new combat resolution, but without the + 3 modifica
tion to his CCV for the now eliminated extra man. 
20.73 A man who has successfully rmished CC is still a member of bis 
group, occupying the terrain of that group, subject to fire against that 
group, and pan of the firepower basis of that group. However, if he 
already has inrlltrator status he may keep it to use in any subsequent CC or 
normal Fire attack apiostthe infiltrated group only if he has defeated his 
last CC opponent by 3 or more in the resolution of their CC. 
20.74 WEAPON CAPTURE: The victor in CC always has the option of 
taking the weapon of any man he has just eliminated (except ordnance) in 
CC or removing it from play. Platt the proper weapon chit of the 
eliminated man's nationality on its new owner. The man's previous 
weapon remains with him only if it is printed on his Personnel card, but 
cannot be used as long as the man has possession of the captured weapon. 
The captor's own (i.e. printed) weapon becomes a Secondary Weapon 
(21.1) until he loses the captured weapon. The man may later voluntarily 
abandon or destroy his captured weapon only as his group's sole action for 
the tum. 

20.741 A captured weapon automatically malfunctions whenever a redS 
or red 6 RNC is drawn to resolve any Fire attack in which it takes part 
unless a flamethrower (22.1) is also participatinJ in which case the 
flamethrower malfunctions instead. No RPC need be drawn to determine 
whicb weapon malfunctions, unless there is more than one sucb weapon 
(Including non-fully crewed weapons; I 9. IS) involved in which case a RNC 
draw can usually be substituted for the RPC draw (black: this one, red: that 
one). A captured weapon which malfunctions is rtmO\'ed. 
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20.742 If two JIICIIl eliminate each other in CC their weapons remain in the 
infiltrated group for possible acquisition-including acquisition by any in
filtrator of the group. 

20.1 TERRAIN CAPTURE: Whenever the last man in a group is 
eliminated while his group is inftltrated, the Terrain card his group 
occupied (including entrenchments) is subject to capture by any group cur
rently infiltrating that group regardless of the movement status of either 
group. The captor has the choice of replacing his own Terrain card with 
that of the eliminated defender's, or simply removing the eliminated 
group's cards to the Discard pile. Note that if two different groups can 
claim capture of the defender's Terrain card, it cannot be given to both 
groups, but that player can choose which of his groups to give it to. He 
could also transfer any man currently infiltrating that group during that 
turn into the group which receives the captured Terrain card . Any Move
ment cards in play on either the captor or the eliminated group are removed 
when the Terrain card is placed on its new group. 

r--~=:;-r==:...--., 20.9 BERSERK: Any pinned Russian 
M: ~ • ~ infantryman at Relative Range 5 to an 
f5 ~·, i~ enemy group who Panics is not auto-
~ • : ·~ ~<'&. ... ~ maticaUy removed from play. If the Ran-
I - "'·. '"~ dom Position Number under the "Or" 

column of the RNC which caused him 
to panic is ~ his Panic value the man is not killed (6.53), but is considered 
berserk. Place a berserk counter on his Personnel card which remains Pinn
ed side up. If an already berserk man panics again due to subsequent fire he 
is considered KIA. A berserk man is not subject to execution by a Com
missar (15.53). 

20.91 A berserk man automaticaUy enters CC without infiltration at the 
very start of his turn against any group at Relative RangeS even if his group 
would be otherwise barred from entering CC. He does not take a Morale 
Check or attempt to infiltrate. After drawing a RPC to determine the 
defender(s) in a multi -man group, he attacks with his Pinned CCV. If 
victorious he is automatically rallied and no longer berserk. The charge of a 
berserk man into CC does not count as an action taken by his group. A 
berserk man who is the principal operator o f a crewed weapon leaves that 
weapon behind and enters CC unarmed. If victorious in CC he remains 
unarmed until he reacquires his weapon normally by drawing a black RNC 
(using an Action in the attempt). Infantry Gun crews are not eligible for 
Berserk status. 

20.92 In the rare instance in which a berserk man may not enter CC 
because the only opposing group at Relative Range 5 has moved away in the 
interim, he is rallied and no longer berserk. 

11. DEMOLITION CHARGF.S-
21.1 SECONDARY WEAPONS: There are four types of secondary 
weapons: ~molition Charges (21.2), Panzer jousts (30.3), radios (~0), and 
Anti-Tonk Magnetic Mines (31). Secondary weapons are represented by 
chits. OnJy unarmed men or those armed with a rifle, assault rifle, carbine, 
BAR, or machine pistol may carry a secondary weapon. No man may carry 
more than one secondary weapon. 

21. 11 SQUAD CAPACITY: The possession of Anti-Tank type secondary 
weapons is limited by scenario definition. In DYO scenarios, these are 
limited to a maximum of one/ squad for the U.S., two per squad for the 
German, and three per squad for the Russian. No squad, regardless of 
nationality, may have more than one Demolition Charge per squad. 
Squads are defined as 10 or less men for the Germans, 12 or Jess for the 
U.S., and IS or less for the Russians. Infantry Guns and AFV's are not 
counted in squad totals. 

o..a.,. 

Xti ~ Bllci.1IJ .... 
Oily • 

No 
Fire Card 

Required 

21.2 DEMOLITION CHARGE: A man 
armed with a Demolition Charge may 
attack with that weapon only once and 
only on the turn he has. infiltrated the 
enemy position. If he wishes to infiltrate 
without placing his Demolition Charge, 

he must so state before attempting infiltration in which case he will be 
unable to use the Demolition Charge until he once again infiltrates an 
enemy position. 

11.3 DETONATION: A Demolition Charge attacks the infiluated group 
with a Fire Strength of8 (prior to any modification for concealment and/ or 
defender's terrain) and does not require the play of a Fire card. No Terrain 
Effects Modifiers for the attacker's terrain apply. A Demolition Charge 
attack must be the only attack made by its group against the target group 
during that turn. Any friendly men other than the man carrying the 
Demolition Charge currently infiltrating the target group are also attacked 
by the Demolition Charge, although they use their own group's terrain and 
therefore their terrain effects modifiers may vary. · 
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21.4 MALFUNCTION: A Demolition Charge malfunctions only if a red 6 
RNC is drawn as the first RNC used to resolve combat in an attack in which 
the Demolition Charge is used. A Demolition Charge which malfunctions 
is worthless. It may not be repaired. 

[STOP! You hav<read a ll that is ne<:essary to play Scena rio 8 . Bdoro proce<din& fun her, .. uuuest 
you play Scenario 8 until you feel comfortable with the &a me rules presented thus far .) 

22. FLAMETHROWERS-
,...---~-=:::::;~=::.....-.---. 22.1 The Fire Strength of any altack 

.... - which includes a firing flamethrower 

· ·1;_--
··. / #".. _ ,_y_ . 
' ' . 
' 

ft. 
is not subject to negative modifica-

_. tion for the defender's terrain, but is 
subject to modification for the at 

- - · tacker's terrain. Cooc:ealed cards, 
~!..-:b::· Smoke, and Wire can be used to 
. ... ~...__.._~ reduce the Fire Strength of most 
----- flamethrower attacks. Moving s tatus 

(12.1) halves the strength of a flamethrower attack only if the flamethrower 
is not providing all the necessary firepower for use of the Fire card used in 
that attack. 

21.1 A flamethrower does not have to participate in any attack by its group 
(19.14) if the owner states in advance that he will not use it, although a 
flamethrower carried by a pinned man is always subject to malfunction. 

22.3 MALFUNCTION: A flamethrower malfunctions automatically if a 
redS or red 6 RNC is drawn while resolving combat against any defender in 
an attack in which the flamethrower is used. No RPC need be drawn to 
determine which participating weapon in the attacking group malfunctions 
(19.13); if a flamethrower is participating it automatically becomes the 
malfunctioning weapon. A flamethrower malfunctions only if it is being 
used in an attack, or if its position is drawn on a Malfunction RPC while 
the operator is pinned. Even if the flamethrower malfunctions, the re
mainder of the attack for any other participating weapons may be carried 
out, and without any negative modifiers to the Fire Strength for the 
defender's terrain. 

22.4 The KIA defense value of any man who acquires a flamethrower not 
listed on his card is reduced by one as long as he keeps that flamethrower. 
Similarly, a man whose card lists a flamethrower as his principal weapon 
has his KIA value increased by one if he discards the weapon. 

22.5 Vs AFV: A flamethrower can be used against the armored defense 
value of an AFV, but the Fi re card(s) employed in the attack cannot require 
more firepower factors than that provided by the flamethrower alone, 
regardless of the number of firepower factors supplied by other weapons 
participating in the same attack (unless those other weapons also have anti
armor capability; see 28.7). 

11.6 A flamethrower does not have its firepower doubled due to infiltra
tion or Flanking Fire. 

13. PILLBOX-

, __ ... ,_, __ 
H••-l'"'-'"''"' .. ' ' '"H __ .. , .. ._ .,, •• ,, __ 

12bl .. ~o6h ... YOI 
1 21444111 4 

Pillbox card. 

13.1 Whenever the Pillbox card is used in a scenario, 
a Scenario Special Rule states the player who is to 
receive it. II is removed from the Action deck and 
given to him prior to setup. 

13.2 The player receives the Pillbox card in addition 
to his normal allotment of cards and must place it 
first on his Group B prior to Preparation for Play 
Terrain Placement (3.6). 

13.3 The maximum number of men in a group with a 
Pillbox card is three. No mortar, secondary weapon, 
bazooka, panzerschreck, I. G., or AFV may occupy a 

23.4 The defending group occupying a Pillbox receives a -4 modification 
to the Fire Strength of the group attacking it, but may never use a Con
cealed card. Ordnance must use its non-boxed Effecl Number rather than 
its boxed (anti -armor) Effect number when attacking a Pillbox. 

13.5 The defending group in a Pillbox is not subject to CC attacks, nor can 
they attempt to in filtrate from a Pillbox. However, opponents may attempt 
to infiltrate a group in a Pillbox so as to double their firepower or make a 
Demolition Charge attack. 

13.6 A Pillbox cannot be attacked by Overrun (29), nor does the + J 
modification for Elevated Fire apply to attacks made against a group 
defending in a Pillbox. 

23.7 The occupants of a Pillbox cannot fire at (or be fi red on by) a group 
behind it (i.e. occupying range chit 6). However, once behind a Pillbox, an 
adjacent group could "retreat" back to range chit 5 and still be considered 



"behind" the Pillbox. An adjacent group behind a Pillbo-c arrange chitS 
attacks the Pillbox with Flanking Fire. The occupants of the Pillbox can 
attack an adjacent group behind them at range chitS only after halving the 
Fire Strength (fractions rounded down) of any Fire card(s) they play. 

23.8 Normal Flanking Fire is ineffective against a Pillbox. 

24. MINEFIELD-

24.1 Minefield cards are a specialized form of 
Terrain card used in only a few scenarios. In most 
games they are treated as Cower cards for one or both 
nationalities (1.22). 

24.2 A Minefield is a specialized form of Open 
Ground terrain with no modifiers to either offense or 
defense. 

24.3 A Minefield card can be placed on an opposing 
-:;:_::_=;.:;._-:-.=..:;:: group in lieu of a discard (4.3). In order to place a 

' ,. • ~ .., • ,.. • •"' Minefield card on an opposing group, that group 
1 1 3 1 3 6 5 1 3 8 must be currently eligible to receive a Terrain card 

(i.e. it must have a Movement card in place, 
uncovered by another Terrain or Wire card, or two Movement cards in the 
case of movement out of a Marsh. Unlike most other Terrain cards, a 
Minefield card cannot be rejected by the recipient. 

24.31 When a Minefield card is placed, it results in an immediate attack on 
one of the positions in that group. A RPC is drawn to determine the posi
tion within the group which is attacked, and then a RNC is drawn and added 
(color has no effect) to the attack strength of the Minefield card to deter
mine the effect on that defender. 

24.32 Wire is the only card which may modify a Minefield attack. 

24.33 Vs AFV's: Minefields have a boxed Fire strength of I when attack
ing an AFV, but may attack only the Flank Armor defense value of the 
AFV. If the combination of the Fire Strength and RNC draw (treating a red 
RNC as a negative number) 2 the Flank Armor defense value, the 
armored target is immobilized (28.44). 

24.4 EXIT: All Movement cards placed on top of a Minefield card must be 
played in a sideways mode (with no Flanking Fire advantages) so as not to 
change the range chit of that group. If a player places a Terrain card on top 
of a Minefield card which has been played against his own group which is 
covered by only one Movement card, he leaves the minefield but the 
Minefield immediately attacks again. However, this time every position in 
the group undergoes a separate attack with a separate RNC although the 
colors of the RNC's are observed as negative or positive modifiers to the 
attack strength. However, if the opponent places a Terrain card on the 
group, the group escapes the current Minefield card without further attack. 
If a player places two sideways Movement cards (one per turn) on top of a 
Minefield card, he leaves the minefield and may then play a Terrain or 
Movement card on his group in a subsequent turn without being attacked 
by the Minefield. Whenever a Movement card is played on a Minefield for 
any reason (including removal of Wire), a RNC must be drawn. If that 
RNC is red and > the number specified on the second line of the 
Minefield card's notes, another man in the group must undergo Minefield 
attack as per 24.31. 

14.5 REMOVAL: If the group in the Minefield contains any unpinned 
man, he may attempt to clear a path through the Minefield without playing 
a Movement card and thereby remove the Minefield card by drawing a 
black RNC 2. the Fire Strength of the Minefield. The attempt to remove 
the Minefield card counts as that group's only allowed action for the turn. 
If successful, the Minefield card is flipped over to represent Open Ground. 
However, if a red S or red 6 RNC is drawn, that man must undergo 
Minefield attack as per 24.3 1. 

24.6 Minefield cards are never returned to the Action deck once played on 
an opposing group. They are removed from the game instead. 

24.7 CLOSE COMBAT: A man in a Minefield cannot attempt to 
inftltrate, or be attacked in CC. If a man goes berserk in a Minefield he is 
eliminated. 

(STOP! You have read all1ha1 is necusary 10 play Scenario C. Before proceedlna fur1her, we sua· 
gcsl you play Scenario C until you feel comfortable wilh 1he rule$ presenled lhus far.) 

25 . ORDNA.NCE-
25.1 Any Personality card containing a To Hit column instead of, or in 
addition to, a firepower column is an ordnance weapon. Ordnance 
weapons require a hit to be scored against a target before resolving the 
actual Fire Strength of the attack. The different types of ordnance in the 
game include: mortars, Infantry Guns (IG), AFV's, and a variety of light 
anti-tank weapons (Panzerfausts, Panzerschrecks, Anti-Tank Rifles, & 
Bazookas). 
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15.1 A lfOOP ma. DOC eu arduott auacltn addmon to a normal 
fircpo.,er attack, nor ma ,,..., or more ordnance .. eapons combine to 
make a sin&luuact. Tben{or~. uAFV which would otherwise be capable 
of both a normal (&re-po..-et I1UCt lllld an ordnance attack may use only 
one type of auack per ram H~. t'AO different pieces of o rdnance in 
the same group could cadt [&r~ ln &he same rurn at the same target as one 
Action, but ea.ch would requJn pia) of its own Fire card and would resolve 
•ts ov."D To Hit attempt (and me dTett of any bit obtained) separately. 

25.3 TO HIT: Ordnance anacu are resol\ed in tv.o steps. Before affecting 
the defending group, the firing ordnan«- must obtain a hit on the target. To 
obtain a hit, the firing player must play a Fue card of any value. This 
entitles the firer to draw a RNC. If tbe llNC dra~~rn is one of the numbers 
liSled for that ordnance at its current Relative Range from the target group, 
a hit has been obtained and is resolved as per2S.4. The color of the RNC is 
immaterial except as specified by 25.31-.33. If a hit is not obtained, play 
ends for that group for that player turn. 

25.31 I fthe defending group is moving, or Hull Down (28.9), any red RNC 
is co~idered a Miss. 

25.32 If the firing o rdnance is moving, any red RNC is considered a Miss. 
Note that only certain AFV types may fire ordnance while moving. 

25.33 If both the target and the firing ordnance are moving, or if the target 
is Hull Down and the flfer is moving, any red RNC is considered a miss and 
the To Hit frequency of the firing ordnance is reduced by one. 

25.34 If an infant.ry defender has a Concealed card, he may play it prior to 
the resolution of the To Hit process to reduce the To Hit frequency of the 
firing ordnance for that attack by the amount listed on the Concealed card 
(see 25.6). 

25.35 Except as used to define Hull Down or to prevent fire into/out of a 
Gully, Terrain cards do not affect the To Hit process. 

25.4 HIT STRENGTH: Once a hit has been obtained, the strength of that 
hit is determined by adding the To Hit Random Number on the RNC just 
drawn to the Effect Number listed on the o rdnance card. (£XC: IG/ AFV 
ordnance firing at an AFV target does not add the To Hit Random Number 
just drawn; instead it adds a number equal to the Relative Range between 
the firer and the target.) The color of the RNC has no effect; all numbers 
are added. Having now determined the total strength of the attack (after 
any modification for terrain and/or movement), it is resolved separately 
for each target in the defending group by drawing a new RNC and adding 
any black number or subtracting any red number drawn as per a normal 
fire attack (6.5). 
25.41 The movement status of the defender alters the Fire Strength of a hit 
against non-AFV targets only. 

25.42 Most ordnance weapons have two ordnance Effect Numbers; the 
boxed value is used against the armored defense values of an AFV; the 
unboxed value is used against all other targets. 

25.43 The Random Number on the To Hit RNC is never added to the 
Effect Number of a hit if a black 0 RNC would not also have resulted in that 
hit. 

25.5 MALFUNCTION: Ordnance weapons malfunction (19.12) only if 
they draw a red S (EXC: A TR) or red 6 RNC when attempting To Hit-not 
during the resolution of a hit. Some ordnance weapons which are more prone 
to a malfunction do so when drawing a red 4, red S, or red 6 when 
attempting to bit. These malfunction numbers are listed in red after a red 
"x" on their respective Personnel cards. 
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lEX: PFC Towle is 11 Relative Ran1e 4 10 lhe movma tar~tt JIOIIP and bccaus. he laeks a 
crewman lo load hJS bazooka (J0.1) he muJI U5e the braekctedTO HIT numb<niOI&lll a hi1. The 
f.rll RNC drawn tu black 0 resulting in a hil. Ncxc that had it boon a red 0. the shot wwld ha.., missed 
hecau!<' the larJel 1roup is moving. The Fire sueng1h ot I he hi I is 2 (Err eel Number (2) • To Hll 
Number dra,.n (0) • 2), which, dC$pile modi fica lions romoins a 2 (2( Ftre Stren&lh)- I (Brush) • 1 
(Movomen!J • 2). The S«<nd RNC dra.,.n b a black 6 ,.tuch kilb Wolrr (2 • 6 > 1). The 1hird 
RNC drawn IS a red I .,.hK'h leaves Schuhz uwfecled (2 - I = I < 1) ) -



25.6 TO HIT FREQUENCY: A To Hit frequency of "0·1" is reduced by 
one by treating it as a "0", a To Hit frequency of "0" is reduced by one by 
treating it as a "I'', a To Hit frequency of''l'' is reduced by one by treating 
it as a "2", etc. Similarly, a To Hit frequency of"3" is increased by one by 
treating it as a "2", a To Hit frequency of "I" is increased by one by 
treating it as a "0", and a To Hit frequency of "0" is increased by one by 
treating it as a "0.1'', etc. 

25.7 SMOKE: Smoke does not affect the Fire Strength of an ordnance hit, 
but does modify the To Hit frequency of ordnance firing into and/or from 
it accordingly. 

25.8 SMOKE PLACEMENT: An IG may not place Smoke. U.S. and 
German AFV's with an anti-armor Effect Number of 4 or more may place 
Smoke on any single group, friendly or enemy, not in Marsh terrain and 
within their LOS as their sole action for that player turn provided the AFV 
player has a usable Smoke card to play. Firing Smoke in this manner does 
not require use of a Fire card. 

U. MORTARS-
* 26.1 A Mortar is an indirect fire ordnance weapon. The 

;~.'.!:,"":" ..... ~:~ To Hit frequency of a mortar varies depending on 

-.(\ whether the weapon is fully crewed or not. If the weapon 
is fired only by its principal Personality, the bracketed To 

,,,..._ Hit frequency numbers must be used. 
~;:~ 26.2 A mortar may not fire while moving, or in Pillbox, 
:,::-.;• Marsh, Stream, or Buildings terrain. However, a mortar 

.. ..... , ........ may fire into or out of GuiJy terrain regardless of the 
L-------1 elevation of the target, and is never subject to Hull Down 
To Hit penalties. 

26.3 MINIMUM RANGE: Unlike other ordnance weapons, a mortar can
not fire beneath a minimum range. However, the principal operator of a 
mortar has a small arms firepower value at those ranges. 

26.4 Woods terrain does not modify the Fire Strength of a mortar attack. 

U.S CRITICAL HITS: A mortar can attack only the non-armored 
defense values of an AFV because it is not a boxed (i.e. anti-armor) 
weapon. However, if a mortar scores a hit on an AFV with any black RNC 
and then draws a black 6 RNC to resolve that attack (a black 5 or 6 RNC for 
an OT AFV) it has scored a Critical Hit on that AFV instead of affecting 
the non-armored defense values of the AFV. A Critical Hit achieved with a 
black 6 RNC immobilizes the target AFV. A Critical Hit achieved with a 
black 5 RNC destroys an Open-Topped AFV. 

27. TARGET ACQUISITION-
r-----, 27.1 Only a mortar, IG, or AFV ordnance weapon may 

A 
+1 

TO HIT 
Frequency 

qualify for Target Acquisition. Acquisition allows an 
ordnance weapon which has fired at its present target 
previously to increase the To Hit frequency by one under 
certain conditions. Regardless of whether a hit is obtained, 

.._ ___ _, whenever one of these ordnance weapons fires at a target, 
that target's group ID chit is nipped over to show that it has been acquired 
unless either the firing or defending group is moving (EXC: 27.3). If that 
weapon had previously acquired another group, that group's Acquired chjt 
is flipped back to the normal side. An ordnance weapon may never acquire 
more than one target at a time, nor increase its To Hit frequency by more 
than one. If the side has more than one ordnance weapon capable of 
acquisition, place a half inch Group ID chit on the group to indicate the 
acquiring weapon if necessary. 

27.JJ Ordnance cannot acquire a target if either the firing weatx>n or the 
target is in Smoke. 

27. tl If a target is already acquired when subsequently covered by Smoke, 
the Smoke -I and Acquisition + I modifiers both apply. 

27.2 If an ordnance Personnel card malfunctions, fires at another target, 
is pinned, Buttoned Up, engaged in CC, or loses observation during a Night 
scenario (38.2), it loses Acquisition. The Acquisition chit is also flipped back 
to the front side if either the firing ordnance or the target group plays a 
Movement card which remains in play on the table and is not immediately 
removed to the Discard pile. (Playing a Movement card to remove Wire, or 
unsuccessfully ford a Stream, does not suffice to remove Acquisition.) 

27.3 An AFV cannot retain acquisition of one group while firing any 
armament at another. However, it may retain acquisition while firing its 
MG at the presently acquired target group. 

(EX : On I urn 1. a fully crrwtd Oerman morlar fires a1 a Slalionaryaroup al Rclalivc Ranae 0. II 
netds 10 draw a 0 RNC 10 ae1 a hi I. Reaardless of I he ou1come, ils 1arge1 &roup nips i1s I D chi I 10 
show its Acquired scatus. Jr, on sub5equent turns, the AcQuisition is still in efrect I he mortar will 
need a RNC d raw of 0 or I 10 8<1 a hh on tllallara<L) 

(STOP! You have read all1ha1 ls neceuary 10 play Scenario D. Before procetdina furlher, we sua· 
gesl you play Scenario 0 unlil you f~l comforlable wilh I he rules pres.enltd thus far.) 

211. ARMORED FIGHTING VEHICLES (AFV's)-
211.1 An AFV card represents not only the depicted Armored Fighting 
Vehicle, but all of the men which man that AFV as well. AFV cards are 
treated the same as Personality cards except as otherwise specified below. 

211.lt An AFV may never form a group with any other card of any type. 
An AFV is, in essence, its own group. 
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211.2 ASSAULT GUNS: An Assault Gun is a turretless form of AFV. The 
lack of a turret made it cheaper to produce, but less effective against mobile 
targets because the traverse of its main armament was restricted. Assault 
Guns are identifiable in the game by the underscore of their name on their 
Personnel card. An Assaull Gun is treated as an AFV except as modified 
below. 

211.21 The To Hit frequency of Assault Guns is reduced by one against 
moving targets . 

28.22 An Assault Gun may not fire its ordnance while moving. 

211.23 An Assault Gun which is Bogged or immobilized must deduct two 
from its To Hit frequency. 
211.3 AFV DEFENSE VALUES: An AFV card has two Armor defense 
values printed on each side of the card plus a Morale and CE Defense value 
on the front of the card. The Armor and Flank defense values represent the 
armored defense strength and is listed on both sides of the card; only 
auacks using solely boxed firepower or boxed "Effect Numbers" apply to 
this value. The MORALE and CE values are affected only by unboxed 
auack values. Ordnance firing on an AFV must decide in advance of the 
RNC draw whether it will auack the AFV's Armor defense value with its 
boxed Effect Number or the AFV's Morale and CE defense values with its 
unboxed Effect Number. Ordnance cannot attack both the boxed and 
unboxed defense values of an AFV with the same attack. 

28.31 If there are insufficient boxed firepower factors in a group to use a 
particular Fire card (22.5 & 18. 7), the boxed defense values are not affected 
by an attack using thai card. 
211.32 The TEM of an AFV's current terrain does not affect fire vs the 
Morale and CE defense values of that AFV. The TEM of an AFV's current 
terrain does affect the fire strength of a hit against the Armor and Flank 
defense values of that AFV (EXC: Hull Down ; 28.92). The movement 
status of the defender does not alter the Fire Strength of a hit against AFV 
targets. 
28.4 ORDNANCE ATTACK Vs AN AFV: If the AFV's Armor defense 
value following the "k" is ~ the final result number of a qualifying anti· 
armor (i.e. boxed firepower or Effect Number) attack, the AFV is 
eliminated. lfthe AFV's Armor defense value following the "i" is = to the 
final result number of a qualifying anti-armor attack, the AFV is 
immobiliud (28.44). If the AFV's Armor defense value following the "s" 
is = to the final resull number of a qualifying anti-armor attack, the AFV 
is stunned (28.45). Some AFV's have the same defense values for both 
immobilization and stun results as noted on their Personnel cards by the 
form "i;s#" rather than "i#/s#". An AFV target hit by that final result 
number of a qualifying anti-armor attack must draw another RNC to 
determine whether the AFV is immobilized (red) or stunned (black). 
If the firing ordnance announces it will attack the unarmored defense 
values of the AFV instead of the Armor defense values, and the AFV's 
MORALE defense value is face up and < the final attack result number, 
the AFV is nipped over to its "Pinned"/"Button Up" side. If that same 
final attack result number 2 the CE Defense value, the AFV also suffers 
a Commander Killed result. Otherwise, there is no effect. Note that AFV 
cards with " PINNED" printed on the reverse are Open Topped vehicles 
and cannot be "Buttoned Up", only "Pinned". 

28.41 Should an attack qualify for both a Kill and a Pinned/Button Up 
result, the Kill result takes precedence. 

211.42 PINNED: A Pinned result applies only to an Open Topped AFV (or 
IG). While Pinned, it may neither fire nor move. A Pinned card may be 
unpinned (nipped back over) by playing a Rally card of strength 3 or more 
on that group. A stunned AFV or a Pinned OT AFV lacking a Rally 3 card 
may still play a Rally I or Rally 2 card on the AFV as its sole action for that 
group for that turn; in which case the AFV remains pinned, but in future 
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turns could be rallied by play of another Rally card(s) bringing the total 
Rally capability of the group to 3 or more. The Rally card remains in play 
on the group until the AFV is rallied, stunned, o r el iminated. 

18.421 HERO: There are two occasions in which a Hero card can be 
played on an AFV as other than a partial Rally credit. Immediately follow
ing any attack which pins an AFV (before the AFV is nipped over to its 
Pinned/ Buttoned Up side) a Hero card can be played to nega te that pin 
result provided the AFV has not suffered a Commander Killed result in the 
same attack. A Hero card can also be played on any Butloned Up AFV 
which is neither stunned nor subject to Commander Killed penalties to flip 
that AFV card back to its CE side. A Hero card played on a stunned AFV 
counts as the equal of a Rally card. Neither usage counts as an action. A 
Hero card can never be played to increase the firepower or To Hit frequency 
of an AFV. 

18.43 BUTTONED UP: Any o ther AFV whose Morale defense value is 
equalled or exceeded by any attack becomes Buttoned Up when it is nipped 
over. An AFV which Buttons Up remains Buttoned Up for the duration of 
the scenario (barring play of a Hero card) whether it Buttons Up voluntarily 
or due to enemy fire. A Buttoned Up AFV functions normally in aU 
respects, but tends to have poorer accuracy, Firepower, and mobility 
qualities as a consequence. An AFV starts CE. Should it wish to Button Up 
voluntarily, it must expend an Action doing so. 

------. 28.431 COMMA NDER KILLED: lf the AFV's 
COMMANDER MO RALE defense value is ~ the final attack result 

IULUD number, the AFV merely Buttons Up or is Pinned as s tated 
_1 Tli/MIFS in 28.4. If, however, the final attack result number is 
ws INf: tleft also £ the Crew Exposed (CE) value (or a Sniper KIA has 

------' occurred), the AFV commander has been killed and the 
AFV suffers other penalties in addition to being Pinned/ Buttoned Up. 
Place a Commander Killed chit on the AFV card. Henceforth, that 
ordnance will have its To Hit frequency and O verrun strength reduced by 
one, and any non-ordnance attack it makes will suffer a reduction of one to 
its Fire Strength. 

----., 18.4311 An OT AFV may conceivably suffer a Com
mander Killed result more than once because when it is 

t crew ltiiM rallied it is again CE. Should such an AFV suffer a second 
;,2::'':".!. Commander Killed result, nip the Commander Killed chit 

over to the "2 Crew Killed " side. Its To Hit frequency is 
'----~ reduced by two, and any non-ordnance attack it makes will 

suffer a reduction of two to its Fire Strength. If an OT AFV suffers a third 
Commander Killed result it is eliminated. 

18.4312 Each Commander Killed result on an AFV also serves as a one 
column shift to the left when checking for infiltration against an AFV. 

Alllult Gun: 
-2 To• 

2nd 1M:-

28.44 IMMOBIL IZATION: An im
mobilized AFV is marked with an Im
mobilized chit and may not move (nor 
make an Overrun attack) for the rest of 
the scenario. An immobilized vehicle 
which is immobilized a second time is 

stunned instead. An immobilized (or Bogged) AFV is not considered a 
moving target or a moving firer. An immobilized AFV always defends 
against anti-armor attacks with its Flank defense values. 

18.441 Any Movement card currently in place when an AFV becomes 
immobilized, bogged, or stunned is removed. The range chit of the AFV 
does not change. If the AFV has two Movement cards in place when it 
becomes immobilized or stunned, the top one is placed in the Discard pile 
and the other is flipped over to represent the Open Ground the AFV is in. 
Otherwise, the AFV is considered stationary on its last played Terrain card 
(EXC: A moving AFV on a Wall or Hill Terrain card which becomes 
immobilized, bogged, or stunned must flip that Terrain card over to Open 
Ground. 

____ .,.18.45 STUN: Place a "Stun 3'' chit on an AFV which has 
f'-{/) been stunned. A n AFV may not move nor fire while under 
~'\ a Stun chit. A stun result flips any CE AFV card over to its 

STUN 3 Pinned/ Button Up side, and removes any accumulated 
PIM/ IU Rally credits an already pinned/stunned AFV may have in 

Ia Moft/ An play. A Stun 3 chit can be removed only after play of a Rally 
card(s) of strength 3 or more on that group in the same manner that a pinned 
AFV is rallied (28.42). Note that removal of a Stun 3 chit by itself is not suf
ficient to also rally a pinned AFV with the same action, although that is 
possible with play of a Rally 6 or Rally All card (or even a Rally 4 or Rally S 
card in combination with prior accumulated Rally credits). 

____ ..., 18.451 If an already stunned AFV is stunned again, the 
Stun 3 chit is flipped over to the "Stun 6" side. It takes a 
Rally card(s) of s trength 6 or more to remove a " Stun 6" 
chi t, or of strength 3 or more to reduce it back to "Stun 3" 
status. A Rally All card is necessary to remove both a Stun 

._1111_110ft/ __ Rn_,. 6 chit and unpin a pinned AFV in the same action. If an 
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AFV with a "Stun 6" chit is stunned again, it is elimmated. Any excessive 
Rally capacity beyond that needed to reduce a Stun 6chitroa Stun 3 chit is 
lost; it cannot be used as a partial credit towards removal of the Slun 3 chit. 

18.46 FLANK SHOT: Anytime an AFV is the LarJe! of ordnance fire 
which enjoys a Flanking Fire advantage, that AFV defmds with its 
FLANK defense values instead of its oormal ARMOR defense values. In 
addition to normal Flanking ru-e opportunities, an AFV is subject to a 
Flank Shot whenever it has a Movemmt card in play in the sideways mode. 
In addition, should an AFV become boged (or immobitiz.ed) it must use its 
Flank defense value vs anti-armor ordnance attacks until it becomes mobile 
(not necessarily moving) again. 

18.5 MOVEMENT RESTRICTIONS: An AFV may never enter Marsh. 
Placement of Marsh on an AFV during Prepare for Play (3.6) is not allowed. 
However, an opponent may play a Marsh card on a moving AFV so that the 
AFV will be fo rced to change its forward o r reverse move to a s ideways 
move, or remove its sideways move altogether (7.32). 

18.51 An AFV in Woods can leave that Terrain card only by playing a 
Movement card in the sideways mode. 

18.52 An AFV which enters a Gully, Woods, Wire, o r Stream must check 
for Bog (28.53) when the Terrain card is played (even during Prepare for 
Play), unless that Terrain card is rejected. 

.......... ....... ..: 
AlleultO.: 

-2 To lilt 

18.53 BOG: An AFV checks for Bog by 
drawing a RPC. It a lways checks for Bog 
under the group column specified on its 
card for Bog. The first number in the 
Bog rating is the group column used to 
check for Bog in Gully, Woods, or 

Stream terrain. The second number (following the "w") is the group 
column used to check for Bog in Wire. If it draws a red position number, 
the AFV is Bogged and marked with a "Bog" chit. The AFV may not move 
as long as it is Bogged, but its Fire capability is not affected (EXC: Assault 
Guns; 28.23). T he Bog chit can be removed as a separate action in a subse
quent turn by playing a Movement card into the Discard pile and drawing a 
black RNC. If successful, the Bog chit is removed. Ridding o r attempting 
to rid itself of a Bog chit does not qualify the AFV as a moving target. 

18.6 Movement cards never modify the Fire Strength Result Number of 
attacks against on AFV or its crew. Against armored targets, Movement 
cards only affect the To Hit process of ordnance (25.31-.32). 

18.61 Concealed cards cannot be played to aid the defense of an AFV or its 
crew. 

18.62 A Hull Down AFV does not receive any terrain modifier to the effect 
of a hit on it. 

18.7 INFANTRY Vs OPEN TOPPED AFV: All Personality cards have an 
inherent boxed firepower of I at Relat ive Range 5 which can be used 
against an Open Topped AFV's boxed defense value in addition to using 
their normal firepower at that range against the AFV's unboxed defense 
value using a second RNC for the combat resolution. 

lEX: lfthr« rinom.n are at Relat ive RangeS to aCE German halflrack.they would have at01al of9 
unboxed fire-po"er factors to use in pla)'ins a Fire card(s) vs the exposed crew of that half1rack. 
Allhoush theyeould Pin the halflrack. and perhaps kllltherommander,this would not immedoatrly 
destroy the AFV. Ho,.ever, they also ha,·e an inherent boxed 6 firepo....,. of 3 ·~an Open Topped 
AFV at Relative Ransr S, so if the Fire card they play does n01 require more than thrr< fire-po,.er 
factors. the $3me Fire Streng1h card can be used to attack the halftrack a second timr with another 
RNC, but this time againsr its armor defense. Therdort, if I he thr~ rinnnen play a "'fire 2'' card 
requirins 3 or l<s< rirepower factors apinstthe hal(lrack and draw a black RNC of 2 or less, they 
hl\t no cff«t vs the ere~. Hcw.e~tr. rq.ardless or rhe firs! RNC dr~-.n. rhty may draY.: anoch" 
RNC to use a&ainst the AFV otself: if they draw a Oor any black RNC they ,.;11 d<>trO) thehalftrad: 
a red I RNC would >tun it. or immobilize it (dopendona on th..:olorofthe ne>t RNC drawn). Thi< o< 
the only "'8Y a Pinned AFV can be affected by infantry attacks without boxed firepower weapons 
outsid< CC. N01ethat had the infantry played a hiaher strenath Fire card, no second atoack against 
the AFV itsdf could have b«tt made by that group durin& that tum because they "ould have lacked 
the nccossary boxed firrpo"'er factor>.) 

18.71 If an AFV is adjacent to a friendly infantry group which has the 
same range chit number as the AFV, the owning player may deduct one 
from the strength of any inherent boxed firepower infantry attack (28. 7) 
against that AFV. 

18.72 Similarly , friendly infant ry in an adjacent group with the same range 
chit number as an AFV, may deduct one from the Fire Strength of all 
attacks against them (EXC: Snipers, Minefields) in addition to its normal 
terrain modifications. 

18.8 CLOSE COMBAT Vs AN AFV: An AFV may not attempt to 
infiltrate, but may be attacked in CC by any armed man (includ ing 
Secondary Weapons) which has infiltrated the AFV group during that 
turn. The "group" column of the AFV used to determine the RPC draw is 
not I . The group column checked is " 2b" for a Buttoned Up or Pinned 
AFV, "4c" for a CE AFV, and "So" for a CE Open Topped AFV. 
Column shifts to the left or right on the RPC due to vision or terrain 
(20.3 1-.39) are handled normally. In addition, there is a one column shift to 
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the left on the RPC for each Commander Killed result previously suffered 
by the AFV. The actual resolution of CC against an AFV is much different 
from that against infantry. The defender (i.e. the AFV) does not draw a 
RNC. The attack is resolved solely on the basis of the infiltrating attacker's 
RNC and modifications to the attacker's strength. 

18.81 The CCV of a man has no effect in CC vs an AFV. The attacker's 
strength is the sum of a RNC draw (subtracting red numbers; adding black 
numbers) and the following cumulative modifications: 

CLOSECOMBATMOD~ERSVsAFV __________ ~~ 

FGriiii:lt~CCidii:ll•lllrAFVtlullblnl . ....................... . ... +I 
AttStr_la"'"-11 .. .. . .. . .. . . . . .. .. .. .. • .. . • ... , ~) 
Attacker is wounded . . . . . . • . . . . • . . . . . . . . . . . . . . . . . . . . . . . . . . . • . . .. . . . . . . . . -2 
Altackeris heroic .. . .... . .. .. .......... . ...... • . ... • ..... . .... .. ........ + 1 
Aali:l«a..uli-TIIIk ....-,orDialo~ ................ , .. +4 
Af!Y~81g't:riJiofll!!l!ll!!llll'lrriiD .. .. .. • • .. ...... ·~. .. ... + 1. 
AFVisinWoods, Wall, or Gully Terrain . . . .... ......... . ... . .......... ... . + 2 
AFV is in Brush Terrain or Smoke (per each case) ... . .. . . . . . .................. + I 
AJ:VIICE .. . .. . ... .. ........ . ..................... , ............... , ... - I 
AFVMifriiDdly,~~--~-~·· ·· .-2 
AFVisButtonedUp . .. .... .... ..... .. .. ... ... .. , .. . . ...... ... ...... . ... + I 
AFV Commander is killed (per crewman lose) .. .... .......................... + 2 
AFV"iilnuiUiiiiiiGiWiiiiiid ... " ................. .. ................. .. . + 
AP'l TCifllllll . .. .............. • . . .... +l 
'If the modif~r is u>ed. the Secondary Weapon is r<mov<d. 

Attack« Eliminated ~ 0 No Result : 1 -~ lmmobilize: 6 AFVELIMINATED: L 7 

18.82 The attacker's modified strength must total 6 to Immobilize title 
AFV, or 7 or more to eliminate it. If the attacker's modified strength is 0 or 
less, the attacker is eliminated. Any modified strength between I and Sin· 
elusive is treated as No Result. Whatever the outcome, the attacker loses his 
infiltrator or berserk status. 

18.83 If there are multiple CC attackers vs the AFV, each man's attack is 
resolved separately, one at a time (attacker's choice as to which is resolved 
first), until each attacker has resolved his attack or the AFV is destroyed. 

18.84 Play of Concealed cards is of no assistance in CC vs an AFV other 
than their possible use during infiltration attempts enabling them to make 
the attack in the first place. 

18.9 HULL DOWN: Only an AFVor IGcan be Hull Down. An AFV/IG 
is Hull Down if it is on a Wall card, or on a Hill card being fired on by 
ordnance which is not also on a Hill card. Placing a Movemenl card on 
either terrain type eliminates Hull Down status even though the group is 
still considered in partial cover of that Hill/ Wall . 

18.91 Hull Down status does not impede the To Hit frequency of a mortar. 

28.92 A Hull Down AFV or IG does not receive any terrain modification 
to the Fire Strength of a hit against it. 

18.93 A Hull Down AFV cannot be immobilized; an immobilization result 
is treated as a stun result instead. 

18.94 An AFV is never considered Hull Down to Flanking Fire. 

[NOTE: The tffectiveness of infantry aaainst armor has b«n overstated here for aamcsmansbip 
purposes. If playc:rs desire a more realistic treatment of unsupported infantry vs armor they sho11ld 
aaree beforehand to reduct by one the Morale and Panic values or all infantry opposina an AFV 
without friendly armor support.( 

29. OVERRUN A TI ACIC-
29.1 An AFV may perform aspecialtypeofattack called an Overrun if it is 
neither Pinned, Immobilized, Stunned, or Bogged. An Overrun attack can 
be made vs any adjacent or directly opposite non-AFV group at Relative 
RangeS provided the defending group is not occupying Marsh, Minefield, 
or Pillbox terrain. 

29.11 If any of the weapon systems of an AFV is inoperable or currently 
malfunctioning its OVR value is halved (quartered if a flamethrower) with 
all fractions rounded down. An AFV may never Overrun if it doesn't have 
currently functioning MG or FT armament. 

29.2 An Overrun attack does not require play of a Fire card. Instead, a 
Movement card is played in the sideways mode (and may also qualify the 
AFV for a subsequent Flanking Fire bonus agains t any adjacent group if 
the card played was a Flank card). The strength of the Overrun attack is the 
total of the OVR value and a RNC (ignoring the color of the RNC; all 
numbers are added). This Overrun Strength is then modified by any of the 
defender's Terrain, Movement, or Concealed cards in play. Finally, this 
modified Overrun strength attack is resolved separately for each defender 
in the attacked group by adding a RNC draw (subtracting any red numbers) 
for each defender. 

29.3 All the modifiers that would apply to a normal Fire attack (6.4) apply 
equally to an Overrun attack with the exc.eption of any Terrain cards in the 
attacker's group. For example, an Overrunning AFV would not receive a 
+ I modification to its Overrun strength for occupying a Hill. 

29.4 An AFV making an Overrun attack against a group defending in 
Brush, Buildings, Walls, or Woods terrain o r Smoke is susceptible to 
immobilization or elimination as a result. 

29.41 An Open Topped AFV attacking an unpinned man would be 
immediately eliminated if it drew a red S as its Overrun attack resolution 
RNC, and immobilized if it drew a red 6. 

29.42 Any other AFV attacking an unpinned man would be immediately 
immobilized if it drew a re36 as its Overrun attack resolution RNC. Note 
that a Hero card could be played immediately prior to an Overrun attack to 
rally a pinned man and also qualify a red 4 (10.44), redS, or red 6 RNC for 
immobilization or elimination of an OT AFV (or a red S or red 6 for 
immobilization of other AFV's) during its attack on that man. 

29.43 An AFV making an Overrun attack against a group in a Gully, 
Woods, Stream, or on Wire is subject to Bog as per 28.53 and must check 
for Bog before resolving any Overrun attack. 

29.44 An AFV which is immobilized, Bogged, or eliminated during its 
Overrun attack may not resolve attacks against any remaining defenders 
during that turn. 

29.45 An Overrunning AFV which is immobilized or Bogged during an 
Overrun attack is not necessarily considered in the defender's terrain. It is 
considered in the last terrain occupied by its own group. (Note that if its last 
two Terrain/ Movement cards played were both Movement cards, it would 
be considered in Open Ground.) Even though an AFV may be Bogged due 
to making an Overrun attack against defenders in a Gully, Woods, or 
Stream and has to free itself from Bog normally (28.53), it is not necessarily 
in that terrain and therefore is not affected by it. 

29.46 Even if a group is in the act of movement, it is still considered at least 
partially in the terrain of the last played Terrain card unless it has since 
played two Movement cards (in which case it is in Open Ground). For 
example, an AFV making an Overrun attack against a moving group which 
has played a Movement card over a Woods card would be susceptible to the 
adverse results of 29.41·.43. 

29.5 An AFV which has made an Overrun attack (barring immobilization 
or Bog) remains in the act of movement after the attack resolution until a 
Terrain card is played on it in a subsequent turn. To make another Overrun 
attack, it must play another sideways Movement card, even if it is already 
"moving". However, in a subsequent turn after having made an Overrun 
attack, it may play another Movement card in the Advance or Retreat 
mode instead and change its range chit accordingly-even to the extent of 
moving through a blocking, directly opposite group it has just Overrun. 
Note that even though an AFV may have just overrun an adjacent group, it 
may play a Movement card to advance through the blocking group directly 
opposite it only if it has already overrun that directly opposite group. It 
may never move through an adjacent enemy group; i.e. the AFV 
automatically returns to the relative position on the table marked by its 
group ID chit. 

29.6 An overrunning AFV must attack all of the targets in the defending 
group if it remains capable of doing so. 

(STOP! You have read all that Is necessary to play S<:enario E. Before proceed ina further. we suuest 
you play Scenario E until you feel comfortable wirh the rules presented thus far.) 

30. LIGHT ANTI-TANK WEAPONS-
• 30.1 Bazookas, Panz.erschrecks, Ami-Tank Rifles, and 

.:::::-on _;v~ Panzerfausts are infantry ordnance weapons with anti· 
armor capabilities. The Bazooka, Anti-Tank Rifle, and 

' •· . .r ·, · • Panz.erschreck weapons are listed as the primary weapons 
- "* · - of certain Personality cards. The Panzer faust is a Second-

! ary Weapon (21./) which must be carried in the form of a 
l Panzer faust chit on the Personality card of the man carry· 

~- , .... -. ing it. They cannot be fired together with other weapons in 
_,, " " .... their group, nor can they be f~red while moving. 

30.2 CREWED WEAPONS: Bazookas and Panzerschrecks are crew· 
served weapons. If an assigned, unpinned assistant crewman is not present 
the weapon must use the bracketed To Hit frequency (I/ . /) when it fires 
and is more subject to malfunction (19. 15). Bazookas and Panzerschrecks 
may be used against any kind of target-using respective basic Effect 
Numbers for armored and non-armored targets. 

-1 Elttct:[i] 
R3: 0 
R4: 0-1 
RS: 0.2 

May Fire 

Only Once 

30.3 PANZERFAUST: A Panz.erfaust 
can only be f1red against an AFV target 
and only against the Armor defense value. 
It can be fired only once. Regardless of the 
outcome, the Panz.erfaust chit is removed 
from play after its first To Hit attempt. 
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30.4 MALFUNCTION: Like all ordnance weapons, a Bazooka or 
Panzerschreck malfunctions only as a result of its To Hit RNC draw (25.5); 
not during the separate resolution of a hit against individual targets. 
However, unlike other ordnance weapons, a Bazooka or Panzerschreck 
malfunctions on a red 4, red 5, or red 6 To Hit RNC. A Panzerfaust does 
not malfunction. 

30.5 Note that only the Anti-Tank Rifle uses AP ammunition, and con
sequently, the Hit Strength of the other weapons is determined by adding 
the To Hit Random Number on the RNC just drawn to the Effect Number 
listed on the ordnance. Unlike IG/ AFV ordnance, range is not a factor in 
determining the Hit Strength (25.4) of these weapons. 

30.6ANTI-TANK RIFLE: An Anti-Tank Rifle (ATR) may be used against 
either armored or infantry targets. If used against an AFV, it is fired as an 
ordnance weapon. If used against infantry it need not gain a hit; it merely 
adds one firepower factor to the attacking group's total fi repower. An 
ATR has limited penetration capabilities. To be effective vs armor, it must 
not only hit the AFV, but must hit it in a vulnerable area as well to even be 
considered a "hit". Therefore, the To Hit Numbers of an ATR reflect the 
difficulty of obtaining effective hits vs an AFV. Once an ATR obtains a hit 
vs an AFV, the effect of that AFV is equal to the Relative Range at which it 
is obtained plus the draw of a RNC (adding black numbers, subtracting red 
numbers). Unlike all other ordnance weapons, an A TR improves its To Hit 
Frequency by one whenever it is entitled to Flanking Fire. 

31. ANTI-TANK MAGNETIC MINES-

ATMM 
CC: +4 

0¥11: KRNC 

A~ 

Delendllr IIIC 
.- AEY: IIRPC 
or: 1-611. 

5-G Is R 

31.1 An Anti-Tank Magnetic Mine 
(hereafter referred to as A TMM) is a 
Secondary Weapon which is usable only 
against an AFV. It was used primarily by 
the Russians from 1944 on to compen
sate for their lack of an effective light 

anti-tank weapon (such as the Bazooka). Germans may use ATMM's, but 
U.S. forces cannot. See DYO values (43) for purchase price. 

31.2 An ATMM is usable only in CC against an AFV or by an unpinned 
defender being overrun. 

31.21 CLOSE COMBAT: A man with an A TMM which is attacking an 
AFV in CC may add 4 to his CCV (28.81). Regardless of the outcome of the 
attack, the attacker loses his ATMM. 

31.22 Vs OVERRUN: An unpinned defender with an ATMM may 
possibly destroy or immobilize its attacker if that AFV draws a red RNC 
and fails to pin or eliminate the defender during the Overrun. Note that a 
Hero card could be played to unpin a defender (even one pinned by the 
Overrun attack), and thus make him eligible to attack with his A TMM. The 
unpinned defender with an ATMM then immediately draws another RNC. 
If that RNC is black, the defender checks the proper RPC column of that 
RNC for the Overruning AFV ("2b" for a Buttoned Up AFV. "4c" for a 
CE AFV, or "So" for an OT AFV). If that RPC is red the vehicle has been 
eliminated or immobilized. The "Or" column of the same RNC is then 
checked; if the "Or" RPC is 1-5 the AFV is immobilized, if 6..() the AFV is 
eliminated. An A TMM is not considered used during an Overrun attack 
unless the AFV is immobilized or eliminated. 

(STOP! You have read all that is necessary to play Scenario F. Befo"' proeeeding further. we suggest 
you play Scenario F until you are rarnmar with the rules presented thus far.) 

32. PRISONERS-
32.1 Prisoners are worth five Victory Points and can be taken in one of two 
ways. 

32.11 CLOSE COMBAT: A player may capture a prisoner by willingly 
deducting two from his CCV prior to the resolution of any CC attack. If he 
wins the CC, the defeated man is taken prisoner by his captor. A man who 
has taken a prisoner automatically loses his infiltration status. 

32.12 ROUT: Any man at Relative Range 5 to an infantry group who 
Panics and is to be removed by Rout ("Or" of the RPC > Panic Value; 
6.531) surrenders instead to an enemy group at Relative Range 5 (captor's 
choice if more than one such group is available}. Prisoners can be declined 
by the captor prior to their capture in favor of a Rout result, but not after
wards. 

'hFP or 
-1 To Hit 

No INF 

32.2 GUARD: Prisoners, once taken, 
are placed beneath the card of any one 
man in the capturing group of the cap
turing player's choice. That man may be 
pinned, wounded, or even unarmed but 
he may not be the designated assistant 

crewman for any weapon. If the designated assistant crewman is the only 
possible choice, he is relieved of his assistant crewman duties automatically. 
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If the man chosen as the guard is subsequently eliminated, the prisoner(s) is 
merely placed beneath another man in the same group without counting as 
an· Action. One man may guard any number of prisoners. A player may 
change guards automatically as the sole Action of a group for that turn pro· 
vided the new guard is not currently pinned. 

32.21 A guard has his firepower and CCV halved (fractions rounded 
down) for the duration of the scenario and cannot attempt to infiltrate. If 
the guard has an ordnance weapon, he must reduce its To Hit frequency by 
one. 
32.22 Prisoners are not freed unless every man in the capturing group is 
eliminated. Freed prisoners take no further part in the game and are re
moved from play, but do deprive thei r prior captor of any Victory Points 
for their capture, rout, or elimination. Prisoners automatically accompany 
their guard in any individual transfer he makes. Prisoners do not check for 
combat results and therefore cannot become pinned, wounded, or killed. 

32.3 AFV's and IG's can neither take nor become prisoners. 

33. WOUNDS-
(As may well bt imagined, the majority of wounds inflicted in combat are exlensiveenough lO effec
tively remove the recipient from further consideration for game purposes. Such injuries are seneraUy 
lumped into the KIA or Rout category and serve to remove the man from play. Ho~er. a small 
percentage of wounds innicted in combat are not totally incapacitating and allow a man to continue 
foghtina. a lbeit at reduced effectiveness. The sules of many a lirefoght have been tipped by the con· 
rributions of a wounded soldier who refused to quit.) 

WOUNDED 

TH ~r 
11o tnt 

.......... flrtl ...-•c 
IIIIC IMr!Grtl R Dolly·--· 

33.1 OCCURRENCE: Wounds lacking 
in the severity required to be considered 
an outright KIA may possibly occur 
anytime an infantryman Routs; or would 
otherwise be eliminated by a KIA result 
which occurred as a result of a RNC 

generat ing a final attack strength exactly equal to the lowest number re
quired for a KIA. That result is treated as a Wound instead, if the Random 
Position Number of that RNC under the "7w" column is equal to the 
man's printed Morale value. Place a Wound chit on the man, but leave him 
in the same mode he was in prior to the in niction of the Wound (pinned or 
normal). Wounds do not occur in CC. 

)EX: Cpl Jones has a Morale value of 4 and a Panic Value of 6. An atta<:k sen<:rating a KIA apinst 
him could possibly be commuted to a Wound result instead only if the final ana<:k result was an 8 
while he was in good order, or a 6, 7, 8, or 9 while he was pinned. Assuming this was thecase. a 4 
Random Position Number un<kr the 7w column or the RNC used to determine the final attack result 
would cause a Wound instead of a KIA .) 

33.11 CE AFV and IG crews are not eligible for Wound results. 

33.2 FIREPOWER EFFECTS: The firepower of a wounded man is halved 
(fractions rounded down) individually. If the man's primary we1.pon is 
ordnance, he must deduct one from the To Hit frequency of that weapon 
instead. A wounded man may never engage in Moving Fire, although his 
weapon is subject to malfunction during Moving Fire from his group 
(19.14). 

33.3 CREW ED WEAPONS: A wounded man may be a designated assist
ant crewman to a crewed weapon with no detrimental effects to that 
weapon's performance. An unpinned, wounded man who is the principal 
operator of a crewed weapon may exchange weapons with his unpinned 
assistant crewman as the sole action of that group for that turn (11.13). 

33.4 REPAIR: A wounded man must draw a black RNC before attempt
ing to repair a malfunctioning weapon. If he draws a red RNC, he may not 
attempt repai rs that turn but has still used his sole action for that group for 
that turn. 

33.5 CCV: A wounded man may not attempt to infiltrate, but if already an 
infiltrator he may a !tempt to enter CC. A wounded man's CCV is equal to 
his Pinned CCV while in good order, or equal to his Pinned & Unarmed 
CCV while pinned. If a wounded man is both pinned and unarmed, he is 
automatical ly defeated in any CC in which he is defending alone. A wounded 
man does not add the + 3 CCV modifier for additional men to any man he 
defends or attacks with in CC. 

33.6 PORTAGE: A wounded man may not carry both a primary and 
secondary weapon; he must abandon one or the other. The abandoned 
weapon is subject to normal acquisition rules. 

33.7 ENDURANCE: The debilitating effects of even a relatively minor 
unattended wound will increase with the passage of time. Therefore, dur
ing his first turn at the start of each new deck a RNC must be drawn for 
each wounded man. If the RNC is red, that man is no longer capable of . 
game actions and is removed from play as a KIA. The player may play a 
Hero card immediately prior to the RNC draw to exempt a man from this 
draw requirement for that deck. A wounded man who is wounded again is 
considered KIA unless a Hero card is played immediately. 



• 
I 

I 
D..l VICTORY POINTS: A wounded man who survives the scenario 
~ if he routs) is worth one Victory Point to the opposing player; two 

'\ictory Points if subsequently removed as a KIA. 

ll-' HERO: All of the above effects can be suspended for one player turn 
play or a Hero card. Note that play of one Hero card could temporarily 

Qacd W011nd effects (33.2-. 7) for one turn, while simultaneous play of the 
Giber Hero card could also give that man additional heroic capabilities 
fll-44-.45, 28.81). 

Tooo have tUd oil thor It necessSiry to pily Scelllrio 0. Befort proceedina fun her, we sua
..,.,_~ Scel\lrio G until you fed cornfonoblt with the rules presented tbut for.) 
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34. INfANTRY GUNs-
34.1 An Infantry Gun (hereqfter ~/erred to as /G) is a form of Personality 
ard representing an ordnance weapon and its entire multi-man crew. The 
inherent crew of an IG is inseparable from the weapon and shares its fate. 
Other personalities may not man an IG, nor may its crew acquire and use 
Olber weapons. 

M.l An IG may form its own group or combine with other Personality 
cards to form a group. In either case, the IG always occupies just one posi
tion within that group despite the multi-man nature of its inherent crew. 

34.3 MOVEMENT: A group containing an IG which is presently occupy
in& any terrain other than Open Ground must play two Movement cards 
(one per turn), the first of which must be played in a sideways mode, before 
11 is eligible to move into new terrain of its own choosing and/ or change its 
l'a.Qie chit. A player may always discard a Terrain card on an opposing IG 
~ though it has only one Movement card currently in play . 

.34::31 A group containing an lG which is presently occupying Open 
Ground may move to new terrain after playing one Movement card, unless 
&he terrain moved into is a Hill. Moving an IG onto a HiU always requires at: 
least two Movement cards (the first being played in a sideways mode) 
rqa.rdless of the Terrain card last occupied. 

34.31 A group containing an IG may never enter (or start in) Marsh. 

M.J3 An IG may not fire while moving. 

Jot.A An JG is equipped with an armored gunshield and therefore has two 
KIA and Morale defense values. The boxed KIA defense values are used 
0Q1y 1tben the IG is attacked solely by ordnance using its unboxed Effect 
Number, or by Flanking Fire of any kind, or by infant ry at Relative Range 
S u:sinJ its inherent boxed firepower, or by an ATR firing as ordnance. The 
un.boxed value is used to defend against an other attacks. 

lEX; An unpinned German 10 beina ottac:ked ot Relotive Ringe 4 by thr .. riflemen would ~uire a 
..,.l.eslllr Nllmber or 9 or mort to diminote the 10, or s or more to Pin the crew. However. ir those 
- ritlemtn were attac:kina ot Rd&live Ronac S with • Fare card requirina) or less firepower, they 
...-! use then inherent Inti-armor firepower for • free second attock with onother ltNC (28. 7J 
,...a the 10 in whicll a fino! result of 7 or more would eliminott the 10, and a final rauh of 3 or 
~would pin it.) 

34.5 CONCEALMENT: A Concealed card does not modify any attack 
[lllcludina CC) against an IG unless the IG has neither fired nor moved dur
in& the game. Otherwise, an attack on an IG is resolved normally with 
sandard modifications to the attack Fire Strength (6.4). A Concealed card 
can be played for a group containing both infantry and an IG which has 
rired or moved, but it will lower the Fire Strength of an attack vs the infan
try only; it will not lower the Fire Strength of the a ttack resolution vs the 
IG. A Concealed card can never be played for a group containing an IG 
qainst an ordnance To Hit attempt unless that IG has neither fired nor 
moved during the game. 

34.6 PINNED: A Pinned lG may neither move nor fire. A Pinned IG re
quires a "Rally 3" (or better) card to return the IG to its unpinned status 
(even if the IG is no longer fully manned; 34. 71). Hero, Rally I and Rally 2 
ards can be played as a partial credit towards eventual Rally. 

34.7 CLOSE COMBAT: An IG cannot infiltrate or go berserk. If attacked 
in CC, it defends with a three man crew as per 20.71. [NOTE: Although 
aun crews often consisted of more than three men, we will use three as the 
sundard number for allaame effects.) The CCV of each crewman, in turn. 
is equal to the IG's Morale value if unpinned, and 4 less than its Morale 
...me if pinned. All three crewmen are considered equal operators of the 

J11D-

J4.11 Should one crew member of an IG be killed in CC (or by a Sniper). 
tbe JG card is marked with a Commander Killed (28.431) chit and suffers 
che To Hit penalties for that status. If a second crew member is killed, the 
Commander Killed chit is nipped to the 2 Crew Killed side and its future To 
Hit 'Attempts will suffer a reduction of 2 in its To Hit frequency. The lG is 
dim.inated entirely only if all three inherent crew members are killed or 
p&Qic. 
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35. REINFORCEME.NTS-
35.1 Reinforcements are available only when so specified by the scenario 
and must enter play as GroupE (EXC: see Ttam Game; 41.5). The scenario 
will specify both the forces which compose the reinforcements and the time 
period which must elapse before they are available. The time elapsed is 
always expressed in terms of the number of times the Draw pile has been 
emptied and reshuffled. Jn DYO scenarios, reinforcements are available 
for a discounted purchase price depending on the time elapsed before their 
availability. 

35.1 Once the Draw pile has been emptied and reformed enough times to 
make reinforcements available, they may enter the game as one separate 
group anytime during their player tum by playing a Movement card. 

35.3 A reinforcement group must appear at range chit 0 unless it enters by 
playing a Flank Movement card. If a Flank Movement card is played, the 
reinforcing group may appear at any range chit up to and including the 
highest r~.nge chit in play by that player at the start of the current turn. This 
might entitle the group to Flanking Fire status if the other requisites of 
Flanking Fire are met. 

35.4 Reinforcements always enter play in Open Ground unless the owner 
simultaneously plays a Movement, Concealed, and Terrain card. The 
Terrl.in card is placed on the group, and the Movement and Concealed 
cards are placed in the Discard tray (regardless of nationality discard 
limits). This is the only instance in which a player can play both a Terrain 
and Movement card on the same group in the same turn. When using this 
option, a player may take no other action or discard any other card during 
his player turn. 

!STOP I You have reod oil thor is neca.ury to ploySctnorio H . Before proceed ina further. we sua
aesr you play it until you reel comronabk with the rules presented thus for.) 

36. ENTRENCHMENTS-

ro- o -1 ........ 
••Wire: # '• '"' .......... ,_..,.,..._'-.. ,. 

MINing ..,,~ 

36.1 An infantry group may attempt to 
entrench as its sole action for that player 
turn provided it is not moving and con
tains no pinned men, Wire, or friendly in· 
filtrators. An entrenchment attempt is 
successfully resolved by drawing a "0" 

RNC of any color, and placing an Entrenchment chit on the group's 
Terrain card. Any other RNC is treated as no result although the attempt 
still counts as that group's sole action for that turn. No group may have 
more than one entrenchment at any one time. 

36.1 An entrenchment entitles its group to deduct one from the Fire 
Strength of attacks against it in addition to the terrl.in effects of the Terrain 
card it currently occupies. Entrenchments are immediately removed 
whenever their group plays a Movement card for any purpose other than 
removing Wire. Movement cards played for Transfer or Infiltration 
attempts by individual men do not remove entrenchments from their 
group, but neither infiltrators nor individual transfers receive the -I TEM 
benefit of that entrenchment when their group is attacked. 

36.3 Entrenchments can be placed only in Open Ground, Hill, Woods, or 
Brush. 

36.4 An AFV or IG cannot occupy an entrenchment. However, a group 
with both an IG and infantry may stiU entrench, but the -1 TEM applies 
only to the infantry in the group, not the I G. 

36.5 RUSSIAN USAGE: Although it is an action, a Russian entrenchment 
attempt does not prohibit the Russian from discarding during that turn, 
althouah it does reduce his maximum discard capability for that turn by 
one for each group which makes an entrenchment attempt. 

37. PARTISANS-
37.1 Partisans are available only to the Russian player and only at special 
cost in DYO scenarios (43) or when specified by the scenario in play. 
Partisans may never take as many actions per turn as they have groups in 
the aame (down to a minimum of one) and may never be equipped with an 
IG or AFV. All partisans have their Panic value (but not their Rout value) 
reduced by one. A partisan force ca.n never include more than one leader in 
any scenario. Otherwise, partisans have all the capabilities of regular 
Russian troops as well as some special capabilities. 

37.2 CONCEALMENT: Partisans may add one to the strength of any 
Concealed card they play solely for Concealment or CC purposes; a - 1 
becomes a -2, a -2 becomes a -3, etc. 



37.3 MOVEMENT: All Movement cards played sideways by the partisan 
player are assumed to have automatic Ford capability. Partisans may also 
exit a Marsh card after playing only one sideways Movement card. 

37.4 SNIPERS: A partisan player does not lose his ability to play Sniper 
cards until after the German has made two successful Sniper checks; each 
after different Sniper attacks. 

37.5 AMBUSH: Provided both the target and firing groups contain no 
already pinned men and the firing group is stationary in Woods or Brush 
terrain, the partisan player may add the strength of any Concealed card he 
plays to his attack. Note: 1 his is the actual printed strength; not the increased 
strength of 37 .2. In this case the negative status of the Concealed card is 
ignored. Note that playina a Hero card to rally the only pinned man in a 
group after the declaration of an attack but prior to its resolution does not 
make that attack subject to ambush rules, although a subsequent attack 
may be. 

(EX : An Ambush attack usinca Fire )card and aConcealed - 1 card would b<equaltoafire4card.) 

37.6 BOOBY TRAPS: A partisan player may play a Minefield card in the 
conventional manner except that it only attacks one man and only when it is 
discarded on a moving group(24.31). Immediately after resolving its 
attack, the Minefield card is removed from play-it does not count as a 
Terrain card. 

(STOP! You have read au thlt is neeenary to play Scenario I. 8ef0<e pr~na (unhtr. wesugnt 
you play Scenario I until you feel eomfO<tablt with the rults prnented thus far.( 

38. NIGHT-
38.1 Smoke has no effect during a Night scenario even for those groups 
illuminated by a starshell. 

38.1 OBSER VAT/ON: In order for a group to attack or infiltrate at night, 
it must first "detect" the target group. Each group may attempl to detect 
only one specific opposing group. If successful, it may then fi re on that 
group or take any other action it could normally take in a daylight scenario. 
If unsuccessful, it may not take any other action including CC during that 
turn. An observation attempt counts as an Action taken only if it fails to 
detect an enemy group. Note that a group in a Gully could not attempt 
observation unless it were at Relative RangeS, sighting for a mortar, or 
attempting to sight a group on a Hill (and vice versa as regards sighting a 
group in a Gully). 

38.ll Observation attempts are strictly voluntary. A group may wish not 
to auempt observation so that it can be assured of performing some action 
other than attacking. The effects of observation are for that turn only. 

38.U Observation of an opposing group does no good to any group other 
than the observing group (i.e. observation of Red Group A by Black Group 
A does not entitle Black Group 8 to fue at Red Group A). 

38.3 OBSERVATION RESOLUTION: For a group to observe an enemy 
group at night, the player must draw a RNC (ignoring colors) < the 
current Relative Range between the groups. (To observe a group at Relative 
Range 0, a "1" must be drawn (sec 25.6). For purposes of observation 
only, the current Relative Range is modified by + I for each of the follow
ing circumstances: 

I.) Each Movement card of the observed group currently in play; 
2.) The observed group is an AFV; 
3.) The observed group has already been fired on during that player 

turn by another group; 
4.) The observed group fired (not in CC) in its last player tum. 

38.31 For purposes of observation, the current Relative Range is modified 
by - I if the observing group is a Buttoned Up AFV. 

38.4 NIGHT FIRE EFFECTS: The Fire Strength of all Fire cards played 
at night for infantry attacks are halved (fractions rounded down). Note 
that this does not apply to attacks by ordnance, Minefields, Snipers, or 
Demolition Charges. Ordnance attacks at night reduce their To Hit 
frequency by I at all ranges. 

38.41 The Fire Strenath of a Niaht attack using Movina Fire (12. 1) would 
be halved twice, rounding fractions down before the second halving 
occurs. Moving ordnance Night attacks would require black RNC's for a 
hit and would have to deduct one from their To Hit frequency as well. 

31.5 STARSHELLS: An unpinned 
Squad Leader (not an ASL or AFV) 
whose group has just detected a target 
group at night at Relative Range 1-S may 
place a starshell " I " chit on that group 

as his group's for that player turn. At the end of the 
observed player's turn, he must flip the starshell I chit over to the reverse 
side. Following the observed player's next turn, the starshell "2" chit must 

be removed. A starshell cannot be placed on any currently illuminated 
group; placement of a starshell must be preceded by a successful observa
tion attempt. 

38.51 A starshell illuminates all enemy groups at Relative Range S to the 
detected group, and any adjacent friendly groups at the same range chit as 
the detected aroup. 

38.S1 Observation attempts and Night Fire Effects do not apply to groups 
illuminated by a starshel l. 

nm.B · .. 
. . 

(In the t:lWTlplt abovt. Black Group 8 has plaoed a •tarshdl on Red Group B. Black Group 8 and 
Red Groups A 4 8 art all illuminated by the starshtU.) 

38.6 INFILTRATION: if an a/locker allempts to infiltrate during a night 
scenario (20.31), a shift of three columns to the left on the RPC is made to 
check the infi lt ration status, unless the group to be inftltrated is currently 
il luminated by a starshell. 

31.7 Observation is not necessary to make a Sniper or Minefield attack, or 
to place Terrain cards on an opponent's moving group. However, observa
tion of a group at the proper range is necessary for Retrograde. 

(STOP! You have read all that is nec:essai)'toplayScen.arioJ . BefO<tpr~na funher, Wt SIJUtSt 
you play Scenario J umil you feel comfortable with aU tht rults presented thus far.) 

39. TROOP TYPES-
~ rules or tht - pt<'S<11ted thus far have '-" for simulatina small unit lCiions between 
a<<fqe forces of tht m~ powers. T1>eoe "avena<" fO<cc:s are referred tO .. "Line" troops. 
However, evetY nation had both hiaher and lowtr pades of lrCIOI'O which saw ac<ion durina various 
points in the war. Just as Partuans provided an int<fatina chana• or pace from RussO.n r .. vlars, 
you may find it interest ina to s.imulart the-actions or these ''tlite'' or ••seconc~ line' ' units wuh t~r 
varyina capabilities. TM si.., of each nationality's card hand and discard capability is unchanaed 
from the bask &arne "-'«PI as modified b<low.) 

39.1 CONSCRIPTS: Conscripts are Russian second line troops. Con
scripts have a maximum discard capability of two per turn. Conscripts 
could make one entrenchment attempt and still discard one card. 

39.1 GUARDS: Guards are Russian elite troops. Guards may take one 
action and still discard up to two cards. Guards could take one Action, plus 
an entrenchment attempt, and still discard one card. 

39.3 GREEN: Green troops are U.S. second lin<: troops. Green troops 
have a maximum discard capability of one card per turn, and only in those 
turns in which they take no other actions. 

39.4 PARA TROOPS: Paratroops are U.S. elite troops. Paratroops may 
take one action and still discard one card, or take no actions and discard 
two cards. In addition, Paratroops always have an inherent firepower of I 
at Relative Range S even if unarmed, but may use this firepower only in 
conjunction with a Fire card with a black RNC. 

39.5 VOLKSGRENADIERS: Volksgrenadiers are German second Line 
troops. Volksgrenadiers must reveal their discards. A Volksgrenadier can 
discard a Cower card only if he has taken no actions during that turn. 

39.6 SS: SS are German elite troops. An SS player may discard up to two 
cards, but only if he has taken one or less actions during his turn. 

39.7 In DYO scenarios, elite forces must have a minimum Morale value of 
2; second line troops have a maximum Morale value of 4. A side in any 
scenario must be composed entirely of the same type of troops. 

(STOP! You have read all that is necaoary to play Scenario K. Befort prooeedins further, wt $ ... • 

ani you play it until you feel comfortablt with the same rults prnented thus far.) 

40. ARTILLERY-
41.1 Artillery support is available to a side only if it has a functioning radio 
carried by an unpinned man in the same group with an unpinned SL, ASL, 
or Commissar. The leader does not have to carry the radio. 

40.1 FIRE MISSION: In order to use his 
IWIIO~ EJ radio to call in artiUery support, the 

player must play a Radio card as his sole 
x5•6 action for that group for that turn. No 
RNC Fire card is used. The player seeking 
Elllct: 5 artillery support then draws a RNC. lf 

the RNC is black, his Fire Mission is accepted and he may attack the target 
group of his choice (even those out of his LOS) with a basic Attack Strength 
of S prior to modification for defender 's terrain and movement status. If 
the RNC is red, his Fire Mission is either not accepted or inaccurately placed 
and no attack takes place. The defender may play a Concealed card prior to 
the RNC draw to reduce the Fire Mission's chances of effective placement. 
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A Cooceakd -1 card would reduce the frequency of effective placement 
lllNC's to Black I~; a Concealed -2 card would reduce it to a Black 2-6, 
ud a Concealed -3 card would reduce it to a Black 3~. Regardless of the 
outcome, tbe group is charged with an Action taken, and the Radio card is 
placed in the Discard pile. 

•..11 A Fire Mission is resolved in the same way as an ordnance attack 
~ there is no To Hit process (other than the placement RNC described 
in 40.2) and therefore no play of Concealed cards to aid the defender. In 
addition, there is no modification of the attack strength due to Relative 
R.anae or the non-existant To Hit RNC draw. The S Attack Strength is 
modifted only by the defender's terrain (EXC: Woods) and movement 
status, and the individual RNC (subtracting red RNC's, adding black 
RNC's) drawn to resolve the attack on each man in the target group. 

•.n Vs AFV's: Artillery attacks only the non·armored defense values of 
an AFV because artillery is not a boxed weapon. However, if the artillery 
draws a black 6 RNC to resolve its attack on that AFV (blackS or black 6 if 
the AFV is OT), it has scored a Critical Hit on that AFV instead of affecting 
tbc no~ored defense values of that AFV. A Critical Hit achieved with 
a b!Kk 6 RNC immobilizes the target AFV; a Critical Hit achieved with a 
blackS RNC destroys an OT AFV. •.J RADIO: A radio chit is considered a Secondary Weapon for all pur· 
poses. A Radio card cannot be used as a Rally card during any tum in which 
it is used for the Radio. 

•• 4 MALFUNCTION: A radio malfunctions on a redS or red 6 RNC 
when drawing for placement of his Fire Mission or in communication with 
another scenario sector in a Team Game (41. 7). It is repaired or permanently 
eliminated in the same manner as all other weapons. 

•.s In DYO scenarios, players have the option of purchasing larger 
caliber artillery support with a greater attack strength. 

!STOP! You have readallthatlsncccssaryto playSc:>enario L. Bdo.eproc«dina further. wesuaest 
)'001 play Scenario L until you are comfo.tablt with the rules presented thus far.) 

41. TEAM PLAY-
41.1 UP FRONT can be_ played between teams of two or more players, 
although a second game IS required for each two additional players. 

41.1 Team games proceed as if two or more two-player games were being 
played side by side completely independent of each other, except that all 
German players must end their turn before any Allied players may start 
theirs, and vice versa. All German players sit on the same side of the table. 

41.3 LOS DIVIDER: During Prepare 
for Play, an Action card is drawn and 
placed between each game with the ter
rain side face up if it is a Terrain card 
other than a Pillbox, and the Open 
Ground side face up if it is not. This card 

is the Line Of Sight Divider card and determines the terrain between the 
two games and, consequently, if and how forces of each game may interact 
with the adjacent game. Place the LOS Divider chit on the card and use it to 
separate the two games. 

41.4 Fire between groups of different games is always conducted at 
Relative Range 0 regardless of the range chits in play for the respective 
groups. Overrun and infiltration are not allowed between forces of 
different games. Sniper attacks and Flanking Fire are allowed between 
forces of different games. 

41.41 Fire into a different game must be resolved before attacks from that 
same game are resolved against the same target. 

41.41 Before resolving a Fire attack against a group in a different game, 
the attacker must check the LOS Divider card to determine if an attack. is 
possible between the two aames. 

41.411 If the LOS Divider card is a Hill card, there is no Line of Sight 
between the two games and no attacks (except Sniper) may be made 
between the two games (EXC: 41.424). 

4~.422 I~ the LOS Divider card is a Woods or Buildings card, there is no 
Lme of S•aht between the two games unless both the firing and defending 
groups arc on Hill terrain. 

41.413 If the LOS Divider card is a Brush, Wall, or Marsh card there is no 
Line of Sight between the two games unless the defender and/or firer are on 
Hill terrain. 

41.414 Mortars may fire from one adjacent game to another reaardless of 
the LOS Divider or the position of the defending or firing group if the SL's 
in the adjacent games are in Radio Contact(:>« 41. 7), and the firing mortar 
is in the same group as its SL. 

41.5 TRANSFER: A player may transfer all or part of his group which is 
adjacent to the other game (Group A (or Z) for a transfer to the left, Group 
D (or E) for a transfer to the right) into that game as reinforcements if cer· 
tain conditions are met. Note that "Group Z" identity chits are provided 
for use instead of GroupE whenever a Group D (or E) transfers to the right 
into an adjacent scenario so that it may enter the new scenario adjacent to 
that player's Group A. All unique rules pertaining to Group E as rein
forcements also apply to Group Z. 

41.51 The group cannot contain any pinned, bogged or immobilized 
elements-even if those elements were to stay behind. 

41.52 The group cannot be at Relative RangeS with any enemy forces in its 
own game, nor can it be encircled. 

41.53 The group must be capable of unhindered movement (i.e., it cannot 
currently be on a Wire, Marsh, Minefield, or Stream card, nor contain an 
IG requiring two Movement cards to move). 

41.54 The group must play a Movement card in the retreat mode with 
appropriate effects to the group's range chit and Relative Range. On the 
very next turn, those forces being sent to the other game (if still mobile) 
may move off of the Retreat card and out of the game, by playing a 
sideways Movement card on the LOS Divider card dividing the two games. 
At that time, they become Group E (or Z) regardless of the number of 
friendly groups in the adjacent game. Any remaining forces of the group 
which wish to stay in the original game (including now Pinned units) may 
take a separate action of their own as they are now considered an independ· 
ent group. 

41.55 Group E (or Z) on the LOS Divider card is considered perpetually 
moving in the terrain of the LOS card for purposes of receiving and making 
attacks until they enter the other game as reinforcements. Neither player 
may place Terrain or Alternate Terrain cards on the LOS Divider, although 
the transferring player may place Movement and Smoke cards there. The 
Movement card in play on the LOS card does not double as the Movement 
card required for entering play as reinforcements, nor does it count as a + I 
modifier to attacks against the transfer group once the group enters the 
game by playing the required Movement card to leave the LOS Divider card 
and its Movement card(s). 

41.56 The transfer group itself never blocks fire possibilities (41 .4) 
between boards, although the terrain it occupies may. A transfer group on 
the LOS divider card is subject to fire from any group in either adjacent 
game, and may also make such attacks-but always at Relative Range 0. 

41.57 Once on the LOS Divid.er card, control of Group E (or Z) belongs 
solely to the allied player in the game being moved into. It can be rallied 
only by cards from that player's hand, and it can be moved only as arriving 
reinforcements (J5.J) by cards from the new owner's hand. The transfer 
group could return to its original game, but only via the required cards for 
reinforcement entry from the new owner's hand, and only at his option. 
The leadership capabilities of any leader in the transfer group cannot be 
used by the new owner to restore his hand capacity until the leader leaves 
the LOS Divider card-even though he now controls that leader. If, due to 
a transfer between games, two SL's or two acting SL's are present in the 
same scenario, that player's hand capacity is not reduced for the pinning or 
removal of a SL unless both are pinned and/or eliminated. 

41.51 lf the LOS Divider card is a Marsh card, an AFV may not attempt 
transfer. Similarly, if the LOS card is a terrain type requiring a Boa check, 
any transferring AFV must so check. 

41.511 A transfer group may not make its reinforcement entry into the 
new game from a Marsh LOS Divider card unless it has first placed a 
second Movement card on top of that Marsh card. Similarly, if the transfer 
group contains an IG it may have to play another Movement card on the 
LOS Divider before it is eligible to move into the new game. 

41.512 The transfer group may not move onto a Stream LOS Divider card 
until it has first successfully forded the Stream as per 8.53. Should it filii to 
ford the stream it may attempt to do so again in subsequent turns without 
frrst playing another retreat so long as the other requirements (4/.52-.53) 
are still met. 
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SceMriO Won 

lloTI'MSfer 
10 IIIII Game 

41.59 Only one group per side may 
transfer between the same two games. 
Forces transferred to the LOS Divider 
card are considered no longer part of the 
sender's force for Scenario victory con
ditions, and constitu te reinforcements to 

the recipient once they enter his game. Onre a player has won his scenario, 
it remains won even if his force is subsequently eliminated due to action in 
an adjoining scenario. A Transfer cannot be made into a scenario which is 
already won or lost. Note, however, that even though a player has won his 
scenario, his remaining force can • 'break' • if he transfers enough men to an 
adjacent game to reduce his own force to the point where casualties already 
sustained would exceed half of his remaining force. In this case, the 
transferred men would remain in play as reinforcements for the recipient, 
but any remaining men (and their controlling player) wouJd be incapable of 
funher action. 

41.6 Action cards from one game never enter the other game. Action cards 
played on the LOS Divider should be returned to their proper deck's 
Discard pile as soon as they are no longer needed for display on the LOS 
Divider. 

41.7 RADIO CONTACT: Players on the same team may not converse nor 
reveal the contents of their hands to their partners in other games unless 
they are in radio contact. Radio contact is alJowable only between unpinned 
SL's with an unpinned radio in their group. Radio contact is established by 
playing a Radio card and drawing any non-malfunction RNC as the sole 
action of a single SL's group (it cannot be used to rally men also). Radio 
contact is maintained until either SL is pinned, eliminated, or infiltrates. 

41.11 VICTORY CONDITIONS: The team which has won the most in
dividual scenarios is the winner. If the teams win an equal number of 
scenarios, the team having recorded the most casualty Victory Points is the 
winner. Note that a team game can consist of any number of games being 
played side by side using any mixture of scenarios. For play balance pur
poses, the best method is to allow one team to select the scenarios being 
played in each game, and to aJJow the other team to select the side it wishes 
to play. 

41.9 GAME CONTINUATION: In the Team Game, a player's role does 
not usually end when he has accomplished his scenario Victory Conditions 
or broken the opposing squad. As long as any of his teammates continue 
play of their respective scenarios, he may assist them by firing across the 
LOS Divider or sending them reinforcements. 

41.91 Whenever a player is defeated, his forces are removed from the 
game. However, the victorious player may continue to play by himself if 
the Time Limit in that scenario has not yet been reached. The victorious 
player continues to draw cards from his own Draw Pile and play and 
discard cards from his hand during his tum as before except that now only 
the opposing player(s) from the different game(s) may fire on him and he 
wiU be the only player drawing from his Draw pile. However, such players 
cannot discard Terrain or Wire (or place Smoke) on his opponent's groups 
due to 41 .6. 

41.91 What an unopposed player should do to help his teammate(s) is 
dependent on many variables such as the relative time remaining in his and 
adjacent games, the amount of urgency for assistance for a neighboring 
player, current card hand, number of pinned troops, the LOS Divider card, 
present group arrangement and terrain, etc. However, because a player can 
send only one reinforcing group into an adjacent game he must strongly 
consider whether it is wonhwhilc to take the time to increase the size of that 
group through Lateral Group Transfer or Individual Transfer before send
ing those reinforcements. 

41.,3 The Team Game continues until the Time Limit has been reached in 
the last ongoing game between two opponents . Should the Time Limit 
expire first in any of the other games, that player(s) is unable to assist his 
allied player(s) in any way and play in that game section ceases. 

41. CAMPAIGN GAME-
41.1 By keeping records of the fate of individual men from one game to the 
next an interesting study can be made of the long range effects of combat 
experience on a squad and its fighting capability. To engage in a Campaign 
Game, merely select a given number of scenarios to be played and the order 
in which they are to be played. These scenarios may be of the DYO type; 
but they and the number of such games which will compose the series 
should be designated prior to the start of a Campaian Game. The 
individual scenarios of the Campaign Game may have a wide assortment of 
victory conditions, men, and equipment. However, in each case, the actual 
infantrymen of the scenario are taken from a pool of the men that come 
with the game. These men are listed on a roster kept by the owning player 

which denotes their defense values, rank, and expe-rience. The owning 
player must use the men called for by the scenario if they are still available. 
If not, he must choose other men from his roster with the same weapons 
(EXC: leaders may be armed differently) which will fill the infantry 
requirements of the scenario to be played. However, he cannot have more 
than one SL and one ASL. If he has no men available armed as per the 
scenario requirements, he must revive the listed man through the replace
ment procedure (42.4/) except for those who are a SL, ASL, or Com
missar. EXC: A player may replace any listed man armed with a Rine with 
another man armed with a Machine Pistol, but only if no other men armed 
with Rifles are available to replace that man (and vice versa). 

41.1 The player can choose which man from his roster of available men 
will be the SL and/or ASL if he does not have the one(s) specified by the 
scenario. However, a SL must have the rank of SSG, sGT, CPL, JR SGT, 
or Commissar, must have a KIA valueof8, and must be armed with either a 
Machine Pistol, Rifle, or Assault Rine. Note: Carbines, Semi-Automatic 
Rifles, and Bolt Action Rifles ore all interchangeable for purpases of 
choosing a replacement with the some weapon. An ASL must have the rank 
ofCPL, JR SOT, P FC, or Commissar and a KIA value of8. An ASL can
not have a higher rank than the SL. If no men with these qualifications are 

· available, the player must pay for a transfer (42.5). lf an ASL armed with a 
LMG is needed to be the SL for a scenario, he may do so, but must 
exchange weapons (using the proper weapon chits) with another listed man 
prior to the start of play. 

41.3 Once a few scenarios have been played in a Campaign Game, the 
defense values of men will often vary from those printed on their card. 
Therefore, players should place Morale and/ or Panic value chits next to 
those Personality cards with a defense value which has changed to other 
than its printed value. The black numbered chits are new Morale values; the 
red numbered chits are new Panic values. Additional chits bearing the term 
"SSG", "SL" or " ASL" are available for men elevated to that status. In 
addition, a limited number of "blank" Personality cards are provided for 
each weapon type and nationality so that players may pencil in new values 
for play if they prefer. Remember that the CCV of a man whose Morale 
value or weapon has changed must be calculated separately. 

42.4 ROSTER: A player updates the records of each of his men until that 
Personality is lost by CC, a KIA result, capture, or non-survivable Panic. A 
man who is removed from a game due to Rout is considered to have survived 
the scenario in good health and remains on the player's Campaign Game 
roster. A man always enters the next scenario with a functioning weapon of 
the type listed on his card regardless of the state of that weapon at the end 
of the previous scenario or any acquisition of a different weapon during a 
previous scenario. Any AFV and/ or IG called for in a scenario is con
sidered an auxiliary force appearing from outside the Campaign Game 
roster. Such forces are not recorded on the roster nor manned from among 
the men on that roster. A man who survives a scenario with a wound is not 
eligible for usc in the next three scenarios, but remains on the roster for use 
thereafter. Write "Wound" in the KIA column and the letter of the next 
scenario which he is eligible to participate in. 

41.41 REPLACEMENTS: Whenever a man is killed, a check mark is placed 
in his KIA column. That man is unavailable for future use until a scenario 
Force listing of him cannot be satisfied by substitu tion of a like-armed man 
from the roster. At that point, the man must be recreated as a replacement. 
Erase the check mark in the KIA column, place one in the " Replacement" 
column, and subtract one Campaign Game Victory Point from your score. 
The replacement's initial rank is always Private and his Morale and Panic 
Defense values are as depicted on his card, but his initial KIA value is 
always a "7" ("6" if armed with a flamethrower) . The " KIA" value must 
be so noted with a "KIA 7" chit next to his card, when in play a nd by writing 
a "7" in the KIA column. His new rank of PVT must also be recorded in 
the " Rank" column. 

41.41 ROUT: Place a check mark in the ROUT column of a man who 
routs safely from the game. At the conculsion of the scenario any man 
which has left that scenario as a result of Rout (6.53 1) has either his 
MORALE or PANIC Defense value lowered by I (to a minimum ofO). The 
owner may decide which value to decrease, but may never have a PANIC 
value which is < the MORALE value. The new defense value is entered 
on the Roster for that man in his MORALE or PANIC column and is sub
ject to change again depending on how the man does in future scenarios. 
Should his defense values be reduced to 0 for both Panic and Morale, the 
man is considered KIA instead. A man removed due to Rout earns a slash 
mark in the SURVIVAL column, and loses all accumulated ELAN points 
earned to date. After all these alterations to the roster have been made, 
erase the check mark in the Rout column. 

41.43 ELAN: A man may improve his Morale and/ or Panic Defense 
values by gaining Elan points during the course of play. Elan points are 
recorded immediately as they occur in the Elan section of the Personality 
Roster. Elan points can accumulate from one scenario to another and are 
earned for the following events: 
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EVENT REQUIRED 

{•tmmobilization of AFV is worth two less points; a man cannot gain pOims for bolh the 
Immobilization and elimination or the same AFV.) 

41.44 At the end of a scenario in which a man has participated, he may 
trade S Elan points for a one increment improvement in his MORALE or 
PANIC Defense values. MORALE and PANIC Defense values can never 
be increased higher than 7. In choosing which value to increase, keep in 
mind that the PANIC value can never be < the MORALE value. Any 
Elan points exceeding S must be carried over for use after a future scenario in 
which the man takes part. Finally, place a slash mark in his PROMOTION 
column whenever he has improved his MORALE or PANIC Defense 
value. In a Team Game, such purchases of Defense value improvements 
cannot be made until after the end of all scenarios played within that Team 
Game. However, in a Team Game, a man may earn Elan points (or lose 
them by routing) by being unpinned at the end of both his own scenario at 
the point he wins that scenario and any scenario he is transferred into in a 
'Team Game. 

42.45 SURVIVAL: Record a slash(/) in the Survival column of every man 
which participates in a scenario without being killed including those who 
bave routed away safely. After a replacement has accrued S slash marks in 
the Survival column, his KIA value changes from 7 to 8, (or from 6 to 7 in 
the case of a man armed with a Flamethrower) and should be so noted in the 
"KlA" value column of the roster and the slash marks erased from the 
Survival column. KIA values can never be increased higher than 8 (or 7 for a 
man armed with a flamethrower), and apply only to the Personnel card's 
normal side. KIA values are always one higher on the Pinned side. 

42.46 PROMOTION: A man is eligible for promotion whenever the sum 
of the slash marks in his SURVIVAL and PROMOTION columns equals 
10 or more. Erase all slash marks in the SURVIVAL and PROMOTION 
columns of the man's Personality Roster and promote the man to the next 
higher rank. Commissars are not eligible for promotion, nor are they con
.sidered equivalent to or > any military rank. A SSG acting as a SL 
increases the player's nationality hand capacity by one card as long as he 
.remains in play and unpinned. Rule 15.2 remains in effect; the only dif
ference is that the nationality limit on the number of cards which make up a 
player's hand is one greater to start with, and thus when the SSG SL 
becomes pinned or removed, that limit is reduced to two less than that 
nationality's increased hand capacity. 

41.47 RANK: Rank equivalents of the various nationalities are as follows: 

AB8REVIATION: AMERICAN: RUSSIAN: GERMAN: 
SSG Staff Sergeant Starshi Serzhart Feldwebel 
SGT Sergeant Serzhart Unterfeldwebel 

JR SGT Mladshi Serzhart 
CPL Corporal Yefreytor 
PFC Private First Class 
PVT Private Ryadovoi 

Unteroffizier 
Gefreiter 

Obersoldat 

41.5 TRANSFER: A player who finds himself with no man on his rosteT 
capable of being a SL may pick one at random from the previously 
eliminated SL cards which are not available for replacement, and return 
him to the roster. The man is not penalized as a replacement by having his 
KIA value lowered, but he does count as a Transfer which costs seven 
Victory Points (see42.8). A Russian player in need of a SL must shuffle the 
Commissar card amongst the SL cards before randomly drawing one. The 
same process holds true for transfer of an ASL, except that SL's are not 
eligible. Note that players are under no obligation to have an ASL and may 
chance play without one. 

·42.6 WITHDRAWAL: Unlike the basic game, in the Campaign Game a 
player has the option of accepting the better part of valor and leaving the 
fteld (and the scenario) to the enemy so as to save his force from further 
punishment and preserve their fighting strength for future scenarios in 
which the odds might be more in their favor. He may withdraw a group at 
range chit 0 (or less) from play if that group is capable of normal movement 
by playing a red Movement card in the retreat mode on that group. The 
mere act of Retrograde behind range chit 0 does not by itself qualify as a 
withdrawal attempt. The player must state that he is attempting to 
withdraw the group, and in so doing he concedes victory in that scenario. 
The group may never return. To successfully withdraw, the group cannot 

be encircled and cannot be successfully pursued (see 42. 7). Any man who 
successfully withdraws earns the two Elan Points awarded for ending a 
scenario unpinned. 

42.7 PURSUIT: Instead of ending a scenario as soon as the Victory Condi
tions have been met, or the enemy has given up by attempting withdrawal, 
or the enemy squad has been broken, the player who has won the scenario 
has the option of attempting to continue play in hopes of causing further 
casualties if the following conditions are met. 

41.71 To pursue, the current Draw pile must still have cards remaining. 

41.72 To pursue, the winning side must have an unpinned SL (not ASL) or 
Commissar in play who passes a Morale Check by drawing a RNC'(ignor
ing the color) < his current MORALE value. The SL is not pinned if he 
fails this Morale Check; he merely decides not to pursue and the scenario 
ends immediately. Pursuit is limited to those opposing groups which have 
not yet withdrawn and to those which have withdrawn but are still at 
Relative Range S to any pursuing group after the pursuing player's turn. 
Any group which has announced its withdrawal as per 42.6 and is at 
Relative Range 4 (or further) from the closest enemy group at the start of its 
own turn is immediately removed from play. 

42.73 Pursuit continues until the present Draw pile is exhausted, or all 
enemy groups have successfully withdrawn from play. 

42.74 Once a scenario is won, it counts as a win for that player regardless 
of what transpires during the course of the pursuit. However, Elan Points 
and Panic penalties continue to accumulate during the Pursuit and are not 
awarded until the scenario ends. 

41.8 VICTORY CONDITIONS: The winner of the Campaign Game is 
that side having the most Campaign Game Victory Points. Campaign 
Game Victory Points are awarded as follows: 

VICTORY POINTS: EVENT RE UIRED: 

X • Number of Victory Points equal to boxed Erfcct Number or AFV or IG 

41.9 PERSONAL CAMPAIGN: Players may wish to enliven their Cam
paigns by using one of the blank Personnel cards to represent themselves. 
Fill in one of the Rille or Machine Pistol blank Personnel cards with your 
name. Your initial rank on the roster will be Private and your 
Morale/Panic values will be 2/3 if German, 2/4 if American, or 3/4 if 
Russian. Your normal KIA defense will be 8. You will be subject to normal 
Panic, Elan, Promotion, and Survival rules. However, you will appear 
automatically in every scenario as an extra man (who cannot be replaced by 
a similarly armed man) in addition to the specified forces of that scenario 
so it will behoove you to improve your namesake's abilities for purposes of 
winning the Campaign as well as the vicarious joy of surviving yet another 
fire fight in absentia. If killed, you must come back at a cost of one Cam
paign Game Victory Point as a green replacement with a KIA value of 7 and 
the same Defense values you started the Campaign with. If wounded, you 
have the option of coming back as a green replacement which eliminates the 
Wounded man from further consideration, or playing the next three 
scenarios without your namesake (and the corresponding extra man). 

)SAMPLE CAMPAIGN GAME: Although the most intemtilli Campaian Games will be those you 
design yourselr using rule section 43, the rollowing suggested Campaisn Game rormat is provided as 
a ready made base from which to experience this unique game experience. Players who like statislical 
analyses of sames and • ·ho are not bothered by the paperwork problems associAted with record 
keeping are urged to try a Campaign Gamt. Only by play or sctnarios within the contut of an 
overall formal wherein individual scenario victory conditions are not the sole factors to be con
sidtred, does one begin to uperien<:e the ditriculty of the lire and death decisions mad• on the bat· 
tltrield. Knowing when to admit defeat and save your force to Oeht another day becomes more im
portant than auainina indivldual wins. More importanlly. one pins an appreciation of the value of 
veteran troopers within the framework of a squad when he considers the alternative of goina into his 
next action with gr~n replacements. It makes for a highly rewarding and unique aa:ming experie~. 
which due to the short playing time or UP FRONT, is quite playable in the cour~ or a rew evtnins's 
play.! 

Our sample Campaign Game consists of playing Scenarios A, 8, D, E, 
F, G, H, C, & Lin that order. If the next scenario to be played is not a 
Meeting Engagement, the player with the most Victory Points at the con
clusion of the last played scenario is the attacking force. Should the two 
players be tied in Victory Points, the player who won the last scenario, is 
the attacking force. 

43. DESIGN YOUR OWN-
You can ''Design Your Own" sccnarios for UP FRONT in several different ways. Three tasy 
methods are recommended here. All use a tabulation of the Point Values printed on the rront of each 
Pe:rsonnel card 10 accommodate a purchase of forces equal to or less than a given number of DYO 
points. In addition. special capabilities such as Snipers, Elite rorces, and certain =ondary weapons 
can be purchased to augment a player•s rorces.) 
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43.1 PLAY BALANCE: In this version of DYO, players select a scenario 
from the 12 provided (or others they may have designed themselves) and 
pick the side they wish to play. If both players want the same side, each 
secretly records the number of DYO points he is willing to give hh oppo
nent to allow him to play his preferred side. The player who has written the 
highest number of points gets to play his preferred side, but the other player 
may use the DYO points bid by his opponent to augment his force by pur
chase of additional forces using those DYO points. 

43.2 REPLAY: In tltis version of DYO one player selects a scenario to be 
played from those provided in the game, and the other player chooses his 
side. The year of the scenario is determined by drawing a RPN and con
sulting the TIME FRAME Table. Only those Personnel cards available 
within that time frame may be purchased for that scenario. AU Personnel 
cards without" AVAILABLE" information printed on the reverse of their 
cards may be used in any scenario. Each player then secretly selects his 
force from among the Personality cards provided in the game using a 
number of DYO points not to exceed the number printed in red on the 
Scenario card for their respective side of the scenario being played. DYO 
purchases must include a maximum and minimum of one SL and one ASL 
(a Commissar may be substituted for either). Players should agree 
beforehand whether or not to exclude the use of Infantry Guns and/or 
AFV's in scenarios not originally using them. All other conditions of the 
scenario remajn unchanged, although Sniper capacity can be bought (or 
strengthened) by a player without it. 

43.3 BIDS: In a Bid DYO, a scenario including the defensive force is 
randomly constructed, and then both players secretly bid for the right to at
tack it with a force of their own design. 

43.31 Determine the nationalities to be played and their roles by drawing a 
RPN and consulting the TACTICAL POSITION Table. 

43.32 Determine the year the scenario takes place by drawing a RPN and 
consulting the TIME FRAME Table. 

43.33 Determine the Victory Conditio ns for the scenario by drawing a 
RPN and consulting the VICTORY CONDITION Table, or by mutual 
agreement. 

43.34 Determine the Time Limit for the scenario by drawing a RNC and 
noting the color. All 0 or black RNC's are three deck time limits; all red 
RNC's of 1-6 are four deck time limits. 

43.35 Both players determine the composition of the defending force by 
mutually selecting the defending Personality cards to be used, taking into 
consideration the Victory Conditions, Time Limit, Deck Composition, 
and Cower Card allotments already determined. 

43.36 Both players now secretly record the minimum attacking force they 
feel is necessary to accomplish the Victory Conditions and total the DYO 
point expenditures they have made to arrive at an overall point cost for 
their force. Players simultaneously reveal the composition and point value 
of thei r attack force. The player with the least expensive attack force 
becomes the attacking player with the force be has selected. The remming 
player receives the defending forces selected in 43.35. Point value ties are 
resolved with a RNC draw. The game now begins normally per rule section 
3, and with the attacking player always playing first. 

43.4 REINFORCEMENTS: Players wishing to purchase reinforcements 
may do so at reduced cost, determined by the earliest possible arrival time 
oft he units into the scenario. To determine the adjusted point value of rein
forcements, total the DYO point values of all purchased reinforcements 
which are eligible to enter at the end of each deck and multiply that sum by 
the proper percentage to determine the adjusted Point value of those rein
forcements as a group (aU fractions rounded up). Reinforcements are dis
counted in point value as follows : 

Arrival After One Deck x .8 
Arrival After Two Decks X .5 
Arrival After Three Decks x .2 

43.41 The total number of Reinforcements can never exceed half the 
number of Personality cards in the starting force even if they arrive at two 
different times. 

43.42 If an AFV enters as a Reinforcement, it must arrive at range cltit 0. 

43.5 TROOP TYPES: Players may purchase a troop type other than 
"Line" by increasing their total DYO point expenditures by 15ctfo for Elite 
forces, or decreasing their total DYO point expenditures by 15'1e for 
Second Line troops. Partisans may be purchased by the Russian player at a 
discount of SOlo. 

43.6 SNIPERS: Minefield, and PiUbox cards arc always treated as Cower 
ca rds unless allocated to the defending player at the outset by the scenario 
in play or the Victory Condition Table. Snipers are always allocated to the 
defending player. The attacking player in a DYO scenario may purchase 
usc of the Sniper cards, but he may never use Minefield or Pillbox cards as 
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anything other than a Cower card . Note that a player may also purchase 
"insurance" for his Sniper capability in the form of a second Sniper which 
enables him to continue using Sniper cards until he has suffered two 
successful Sniper Checks. Sniper capability costs 35 points. Double Sniper 
capability costs an additional 15 points. 

43.7 SECONDARY WEAPONS: ln addition to purchase of Personnel 
cards, the following special Secondary Weapons may be purchased in chit 
form to be carried by any designated infantryman in addition to his 
principal weapon. 

ATMM : 7 AVAILABLE: 1944 
Panzerfaust: 25 AVAILABLE: 7/ 43 
Demolition Charge: SO 
Radio, Fire StrengthS: German 42, U.S. 50, Russian 22 
Radio, Fire Strength 6• German 84, U.S. 100, Russian 44 
Radio, Fire Strength 7: German 126, U.S. 150, Russian 66 

TIME FRAME T ABLE 

a • Januar)· throuah June; b • July through l>ecember 

VICTORY CONDITION T ABLE 

RPN* SITUATION 
The attacking player must have twice as many Victory Points as the defend
ing player at the end of the scenario. Territorial Victory P oints are awarded 
only by multiplyi ng the number of unpinned Personality cards in each group 
occupying Buildings terrain at the end of 1 he scenario by its range chit. 
Casualty Victory Points are awarded normally. T~ PiUbox, Marsh , and 
Stream cards are trcaled as Cower cards. Remove the first four Woods 
cards. 

1 Tile Mc.diac pla,er mllll hive twice a -Y Victory PoiniS a !he clcfcnd
illl player .. lhe end of the ICCUrio. The Pillbox cant is traled ... c
canl. Remove t~ fU'Sl four Buildincs cards. 

3 The player with the most Victory Points at the end of the scenario is the 
winner. The Pillbox card is treated as a Cower card . Remove the firsl four 
Buildings cards. 

4 The player with the 01011 Victory Points .. the end of the ICell8l'io is I 

wilmer. HDWe\'CI', .,.._n.e action Victory PoiAts an awarded only to 
thoR ~nd cards occupyiq BuildiiiiS terrain. Victory Points for 
caualties an awarded normally. The Pillbox card is tlftted as a Cower 
card . Remove the fU'Sl four Woods cards. 

5 The attacking player wins byelimjnating all P ersonatity cards in the PiUbox 
or if the Pillbox becomes vacant. The defending player wins by avoiding the 
attacker's Vic1ory Conditions. The defending player receives the Pillbox 
card prior to setup. Remove the first Stream card and 1he first four Buildings 
cards. 

The ftnt player to have four unpinned Penonalitycards in oaeor !110ft-
infiltralcd poups with a .......... c:bit in terrain which will,._ !he Fire 
Strqth of any .. ,act apinsl them is !he winaa'. I f Midlcr player 
accomplishes this by the time limit, the clcfeftcllna player wins. Tile Pillbox 
card Is treated a a Cower card. Remow !he lint four Buildinp cards. 

7 The attacker wins if be can bring a1 least half of his force unpinned to 
Relalive Range 5 of any defending group and in terrajn which will reduce the 
Fire Strength of any attack against them. The defender wins by avoiding the 
attacker's ViCiory Conditions. The Pillbox card is treated as a Cower card . 
Remove the ftrSI lhrce Buildings cards. 

I 11ie .. tldtcr wins by ellmlnatina !110ft than helf of !he clcfender's force 
before his own IQuad is broken. Tlftl the Pillbox card • a c-card. 
Jtcmove the fine nve Buildlna cards. 

•u.., column 8 of the RPN card . 

UNIT TYPE TABLE 

YEAR 194Sa 194411 19448 194311 1943a 1942b 
German S: 1-5 1-4 1-3 1-2 I 

'E; 
6- S-8 ~ "): 2- 1-7 
0 9.{) 9.{) ~ 8-0 8-0 

Russian S: I 1-2 t-3 1-3 
1:. 1-$ 1-6 "2-7 3- .... ..... 

6-0 7-0 s:o 8-0 8-0 ~-0 
u.s. S: I 1-2 1-3 1-4 1-5 1-6 

"2·"7 4=8 S-9 6-9 7-0 
8-0 9-0 9~ 0 0 

u.., 0 RPI'I: s - ~ond UM. l - liM, E • Elit• 

TACTICAL POSmON TABLE 

RPN Allackt r vs DefeiMier 

I Russian vs German 
2 German vs Russian 
3 American vs German 
oC German vs American 

•u.., column • of the RPN card 

l942a 194tb 194Ja 

-7 I 
8-0 9.{) 0 
1-4 1-4 1-3 
s;9 s:o 4-0 
0 

. . 



AMERICAN CAMPAIGN GAME ROSTER 
If NAME/WEAPON I RANK 

2 
KIA ll REPLACED I& MORALE It; PANIC I& ROUT 17 

ELAN It SURVIVAL 
111
PROMOTION 

I. Burnett/MP T 

2. Moores/ MP T 

3. Fox/BAR 

4. McEiroy/ R 

5. Frattali/ R 

6. Smith/R 

7. Anderson/R 

8. Burke/ R . 
9. Myers/ R 

10. Watson/ R 

II. Greenwood/ R 

12. Edwards/ R 

13. Spoulos/ BAZ 

p4. Towle/BAZ 

J5. Nixon/ MMG 

16. Moras/ FT 

17. Ransom/CAR 

18. Allen/CAR T 

19. MacGowan/ BAR 

20. Huii/ R T 

21 . Maly/MP 

22. Cantatore/ MP 

23. Coates/MP 

24. Crain/ MP 

fls. Coggins/ MP 

~- Degi/ MP 

1.1. Martin/ MP 

28. Shelley/ MTR 

Personal/ 

VICTORY POINTS: 

NOTES: 
I. Improves if Survival + Promotion = 10 6. Reduce MORALE or PANIC by one; enter I in Survival column 
2. Cannot be > 8; if wounded miss 3 games; erase aU other columns if checked 7. Five Points required for improvement of one in MORALE or PANIC 
3. Replace KIA check mark with 7; I = I VP; Tl = 7 VP 8. Enter I if in play a t game end; five Survivals improves KIA 7 back to 8 
4. Cannot be > 7 or PANIC; if improved enter I in Promotion column 9 . Enter I if in play at game end; enter I whenever man improves rating 
S. Cannot be > 7 or < MORALE; if 0 treat as KIA; if improved enter I in Promotion column 

REQUENTLY ASKED QUESTIONS A ANSWERS 

lA When a scenario states that a =tain type of 
-.1 mU$t be removed from the deck when dis· 
corded unused or as a RNC/RPC draw. is it con· 
wdcrtd a ••scenario defined Cower card"? 
4.. Ya,; in or her words, a Buildings card can never 
.. placed during Prepare For Play in Scenario A. 

4.3 A 14.5 During a multi<ard discard, can a 
plarer observe the results of one discard before 
~ina whert and/ or if to discard anothtr? 
A. No 

1.31 Can a group with pinned men reject terrain? 
'- Yos 
1~ Can a play<r with a multi-card discard 
apabWty, discard one terrain card on a group, 
-~it rejected, and still discard another terrain 
ca--d on the same aroup in the same turn? Even if 
o-r l•O wee discarded simultaneously? 
4. No. No. 

10.1 Can you playa Rallycardonagroupwith no 
pinned ~ in order to aec it out of your h.af'd? 
A. No! 

16.4 Do you really mean that no VPs are awarded 
for moving men ac the end of a Scenario even if 
they are at rang• chit S? 
A. Yos, that's the risk you take when waitjng for 
tht rdativt artificial safety of the end of tht deck 
to mov<. The rule was created <Specially to dis· 
courage such unrealistic tactics. 

16.42 Would a Wire card on top of a Wall card 
negat< that group for Victory Conditions fulfill 
ment if an opposina &roup e.xists which is not 
directly opposit< it? 
A. No. oven if no opposing group wore directly 
opposit< it to be affected by the TEM; thewallcard 
ls not reduced co total ineffectiveness and there~ 
fore can be used to fulfill Victory Condition.s ... 

unless there are two Wire cards on it. Similarly, an 
occupied Hil.l'~ + I modifitr cannot be used to 
ntgatt th< defendtr's TEM for purposo of ful
filling Victory Conditions. 

17. I A 17.7 Can you play a Flank card sidtways 
mtrtly to allow you to change t.errain or ford a 
stream without gaining citht-r of those benefits? 
A. Yts 

11.613 Are the panic valuts reduced for purpos<s 
of rout resolution? 
A. No. The Panic valut is decroased; not the Rout 
formula on the back of each man's card. 

17.62 If an encircled group rotreats so that b01h 
the tneircling eroups are in front of it. but still 
doser than RR 1 is the encirdement broken? 
A. Yos. 

11.1 When making a Lateral Group Trans for can 
another Movement card be subsequtntly played 
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on one of the involved groups in the forward / 
revers< mod< before compltting the tran.sfer by 
placement of a Terrain card? 
A. No. 

11.1 Can a man being transferred between sta· 
tionary groups be affected by a red To Hit RNC 
draw? 
A. Yes, as per 25.31, th_e transferred man is 
tffected th< sam• as th< dtfendin& target group. 

17 .I May a man make an Individual T ransrer in co 
or form a croup that has a Movement card in play 
from a previous turn? 
A. Yes; .. and may not move from that rang~C'hit 
until a turn after the transfer chit is removed. •• 

17.1 Can men in the processor individual transfer 
fi re? 
A. Yts. and as part of eithtr group. but by in· 
cludina them in an attack th< Fire Strength of that 



I NAME/ WEAPON 1 RANK 

I. Oiettinaer/MP 

2. Hessei/MP 

3. Schussei/LMO 

4. Schumacher/ R 

S. Shultz/R 

6. Bernhoff/R 

7. Beck/R 

8. Wollak/R 

9. Streich/R 

10. Wolff/R 

I I. Oerhart/ PSK 

12. Oriess/LMG 

13. Wittenberg/ MMG 

14. Waaner/ FT 

i S. Volke/AR 

16. Schaeffer/ ATR 

17. Hauptmann/ MP 

18. Posner/MP 

19. Schlaffer/ AR 

20. Frantz/PSK 

21. Hamblen/MP 

22. Loth/MP 

23. Stahler/MP 

24. Steiner IMP 

2S. Bauer/MTR 

26. Kubler/ AR 

27. Klapp/ AR 

Personal/ 

anock must be ttol>ed IS Moving Fire even thoup 
the remainder (and perhaps the m-.jorityofthe fir
ina aroup) was not movina. However, only those 
men engaged in the transfer would be subject 10 

holving of Firepower for their Boll Action rines, 
and the player alwoys hos t~ option of anacking 
without 1~ transferrina lllftl so as to avoid the 
Movina Fire penally. 

19.13 A 19.14 These rules seem contrldiclory on 
the malfunction of o weapon of a desianated As
siscent crtwmen; which is correct? 
A. Both are. 19.14 refers ro already molfunc
tioned weapons and those of pinned men and takes 
ptettdenceover 19. 13 when eithnofthosecondi· 
lions exist. In other words, L~ weapon of ode
sianatcd assiscant cre-wman is safe from malfunc. 
tion unless he is pinned or that weapon has already 
malfunctioned. 

19.15 Does a non-fully crowed LMG (or a cap
tured weapon)autornaticaDy malrunction if firinc 
from a croup containlnc only replar rines on a 
red 6 RNC? 
A. No. The LMG or captured weapon would 
automatically malfunction on a red $ RNC; but 
should a red 6 RNC be drawn, the question of 
whic:h weapOn m1y malfunclion is resolved 
normally. 

··-
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2 KIA 3 REPLACED 4 MORALE 5 PANIC & ROUT 1 ELAN I SURVIVAL 1/'WMOTION 

T 

T 
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19.15 If o fully-crewed LMG is usinc its 
bracktled FP to fire from o Stream, does h mol· 
function on a red $ RNC? 
A. Yes. 

19.3 A 2t.56 Can more than one repair otternpt be 
mode per croup per tum or CIJI more thon one 
mon drop his infiltrator status per croup per tum? 
A. No; "sole action". 
2t.2 Moy a player elect to cancel rernoinina de
sianated infiltration anempts upon seeina the 
results of earlier ones? 
A. No-that's why they have to be pre
dcsi&nated to bqin with. 

:lt.t Is 1~ last pa.yed terrain card of an in· 
fill rated croup which has been eliminated while in 
t~ act of a double move subject to copture? 
A. No- because it is occupyinc Open Ground. 
However, that Open Ground could be captured by 
olaimlnc the first Momnent card and nippinc it 
OYer. 

:lt.l Whenacroupisdlminated inCCand itster· 
rain captured, is 1~ copturina croup also entitled 
to a chana• of ranae or Group 10 chits? 
A. No 

21.1 OoesanillfihratorwhosetsoffaOernolitlon 
O.araelose his infiltration statllS? 

A. Yes as per normal application of20.53. 

1 1.2 How can the Demolition Olarge be used 
with a strenath of 8 aaoinst on AFV? 
A. It cannot. A Demo Charae can be used vs 
armored waets only in CC and only as a + 4 CC 
DRM(21.81). 

21.3 Do Smote or Wire cards modify a Demo 
Choreeottack? 
A. Only those on t~ defender's 1roup-not the 
attackers. 

13.1 Can a pillbox be encireled? 
A. Yes, butl3.8 ovtnides the effects or 17.612; 
i.e. Fa.ntinc rll'tVSa pillboxisobtainabltonlybY 
23.7. 

14.33 How does an AfV exit o minefield? 
A. Minefield attacks vs an AFV are treated 
exactlythesameasiftheywereapinstan infantry 
croupexoept that itauacks with o base anti-armor 
strength of I . 

11.46 Does thb flank sholopply to non-«dnance 
shots when an AFV plays a Sideways movement 
card? 
A. No 

11.61 Can a Concealed card be played to aid the 
defense of an AFV or its crew apinst a non-
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ordnance attack? 
A. No 

1 

. 
·' 1-

. 

lll.l Once a man has infiltrated vs an AFV, does 
he have to play a Movement card or underao a 
Morale Check in order to attack thot AFV? 
A. No. Eithn a Morale Check or Movcmmt card 
was required for the infiltration ottesnpl. bot! once 
infiltrated, theCCiltackoccursimmedialdy•oth 
no further requirements. 

11.9 What effect does beina H ull Down have on 
an lnfontry Gun beinc fired on by non-ordnance 
weapons? 
A. None, other than the nonnal epplication of 
the terrain card's TEM. 

Scearie I has ended with the German hovina 
more Victory Points but not hovin1 at least half 
his force II ranae chit S; did the German win? 
A . No; "The Partisan wins by avoiding the 
German Victory Conditions.'' 

I 



RUSSIAN CAMPAIGN GAME ·ROSTER 
I NAME/WEAPON RANK ~ KIA ~ REPLACED It MORALE Is PANIC 6 ROUT 7 ELAN Ia SURVIVAL ... ROMOTION 

1. Rostov/ R T 

2. Burlak/LMG T 

3. Petrovsky/ R 

4. Yastreboft/ R 

S. Storchillo/R 

6. Soloviev/R 

7. Kristov/ R 

8. Chemenko/R 

9. Nosenko/ R 

10. Kvasnikov/R 

I I . Sokoloff/R 

12. Vakuta/R 

13. Zaharoff/R 

14. Zayakov/R 

IS. Uihailoft/R 

16. Semenov/MMG 

17. Kirilenko/ FT 

18. Mihailoft/ATR 

19. Dottski/ MP T 

20. Knezevicb/ MP 

21. Aliev IMP T 

22. lgorski/MP . 

23. Podgorny/MP 

24. Baibakov/ MP 

25. Korniev/ MP 

26. Zorin/MP T 

27. Symsilov/MTR 

28. Borisoft/LMG 

Personal/ 

VICTORY POINTS: 

NOTES: 
I. Improves if Survival + Promotion ,. 10 
2. Cannot be > 8; if w011nded miss 3 games; erase all 01her columns if checked 
3. Replace KIA check mark with 7; I • I VP; T/ z 1 VP 
4. CannOI be > 1 or PANIC; if improved enter I in Promotion column 
S. Cannot be > 1 or < MORALE; if 0 treat as KIA; if improved enter I in Promotion column 
6. Reduce MORALE or PANIC by one; enter I in Survival column 
7. Five Points required for improvement of one in MORALE or PANIC 
8. Enter I if in play at game end; five Survivals improves KIA 7 back to 8 
9. Enter I if in play at aame end; enter I whenever man impmves rating 

QUESTIONS 
Questions on the rules of play of UP FRONT will be answered only when 

presented in a Yes/No format and accompanied by a self-addressed return envelope 
bearins sufrlcient return ix>stqe. Questions on tactics, history, or design will not be 
answered outside the paaes of our bi-monthly pming mapzine, THE GENERAL. 
Players wishina to learn more about UP FRONT should order the Vol. 21, No. I issue 
of THE GENERAL which featured articles of strategy, contests, design comments, 
and a discussion of the new British and Japanese cards for the same. 

MORE UP FRONT 
P layers who enjoy UP FRONT won't want to miss the companion same in the 

series: BA NZAI. BANZAI is an expansion set for UP FRONT which provides new 
rules, counters, and cards for the Japanese and British. For current prices of BANZAI 
and/or THE GENERAL request a current Parts list. 
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SECOND EDITION 
This is the second edition of UP FRONT. All rules, cards, and counters found 

herein take precedence over all previous components of the game. 

Scenario L Continued from Page 35 

YICYOIIY CONOITlOHS: The attack,klg player wins imnediatety ij he has lour unpinned Personality 
calds in one « more unlnfi~rated groups at range eM 5 In terrain which w~t reduce the Fire • 
Strength ol any attack against them. The defender wins by avoiding the attacker's Victory Condi· 
tions. 

DYD: ATIACKER: 516. DEFENDER: 317 
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HISTORICAL NOTES AND TABLES OF ORGANIZATION 

AMERICAN: Like most armies in WW U, the American organization 
followed the triangle concept all the way down to the squad level. Figure I 
shows a "typical" Rifle company that saw action on the Western Front 
from 1944 to 1945. As can be seen, the American troops were well armed. 
With the M1 semi-automatic rifle, the basic infantryman could deliver a 
larger volume of accurate firepower than any other rifle on the battlefield. 
As also can be seen, the platoon relied heavily on the Browning Automatic 
Rifle (BAR) for support. But in reality the BAR was too light for an 
adequate machine gun base and too heavy for a rifle. This caused American 
squads and platoons to rely heavily on other support elements for addi
tional firepower . Although the official organization of the company varied 
little, the Americans had a tendency to acquire extra equipment. This could 
occur at any level from additional submachine guns or machine guns to 
tanks and artillery. However, one interesting official change did occur in 
1945 which gave the squad a marked increase in firepower by adding an 
additional BAR to the twelve man squad. 

The American standard Parachute Company (see figure 2) looked very 
similar to the infantry company except for the lack of a Heavy Weapons 
platoon. To help make up for this a 60mm mortar section was added to 
each platoon and additional support weapons att.ached to the HQs which 
could be distributed to the squad as the need presented it.self. Note that 
although on paper the parachute squad was mainly to be equipped with M1 
Rifles, most squads substituted .45 calibre Thompson submachine guns for 
some of the rifles as the war progressed. In addition to the weapons shown, 
each paratrooper jumped with a M1911 .45 cal automatic pistol. 

GERMAN: Except for the reorganization of the infantry platoon from 
three to four squads after the Polish Campaign in 1939, the German com
pany organization remained unchanged until Fall of 1943 (see Figure 3). 
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Although most of the men occupying a squad had bolt-action rifles, the 
squad had a fair amount of firepower supplied by their excellent light 
machine gun. The MG 34 which first came into service in early 1939, was an 
extremely versatile weapon and the first machine gun to be designed as a 
multi-purpose weapon. It could be used with a bipod as a light machine 
gun, on a tripod mounting as a medium or heavy machine gun with 
telescopic sights, or even with a special mounting for anti-aircraft defense. 
The MG 42 which replaced the MG 34 was an even better gun and gave the 
German infant ryman the best machine gun of WWIJ. 

At the beginning of 1944 it was realized that the constant drain on man
power meant that many of the Infantry Divisions were hopelessly 
understrengtb and a new organization was established (see figure 4). The 
major change here came in reducing the number of squads perrine platoon 
from four to three and the omission of a platoon as well.ln some cases, the 
number of men per squad was also reduced from ten to nine, though this 
was not uniformly adopted. By 1944 the effectiveness of the SOmm mortar 
was felt to be minimal, and it was officially replaced at the platoon level by 
a shortened version of the 8Jmm mortar. However, as with all "official" 
changes, paper strengths and T, 0, & E's were not universally implemented 
in the field where the hard pressed German Army bad to make use of 
everything it had. 

By September, 1944 the constant drain of manpower was taking a heavy 
toll on Germany, and a completely new type of division was formed from 
low.grade formations or remnants of former infantry units. The 
Volksgrenadier Division was made up of virtually untrained boys and old 
men. They were organized as an infantry division with a reduction in per
sonnel but an increase in small automatic weapons, particularly sub
machine guns (see figure 5). 
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In marked contrast to the Volksgrenadiers were the units of the Waffen 
SS. Organil.ed similarly to the 1944 type infantry units (see figure 6), the SS 
had slighlly stronger components and were always the first units to receive 
replacements. At squad level this meant an additional LMG which made 
the squad a formidable unit indeed. Newer equipment such as the StG44 
Assault Rifle was also issued first to these units. This weapon had the 
massive firepower of a submachine gun for close assaults, yet could fire 
accurately as a semi-automatic rifle at long range. Mainly appearing on the 
Russian front in the summer of 1944, the Americans did encounter units 
thus equipped during the Ardennes Offensive. 

RUSSIANS: The Russian tendency not to closely adhere to their 
official unit tables of organization was even more pronounced. Unlike 
most armies, the Russians allowed their front line commanders the right to 
reorganize their Rifle Divisions. This tended to become extremely common 
late in the war. In addition, it should be noted that it was very seldom that 
the Rifle Companies ever attained their full strength on the battlefield. 

The main- Russian infantry weapon was the 1891130 7.62mm bolt
action rifle. Originally the SVT 1940 semi-automatic rifle was to replace it, 
but because of numerous problems only a select few NCO's received them. 
By 1943, all officers had received machine pistols and the SVT 1940 fell 
almost completely from use. 

The company organization at the outbreak was very similar to that of 
Germany (see figure 7). In July of 1941 a new organization was issued 
reflecting more realistically the true battered condition of the Russian 
Army after the opening batlles of the war (see figure 8). After the summer
autumn rout of 1941, the company was cut to a minimum losing most of its 
support weapons and reducing the number of squads in a platoon from 
four to three(see figure9). In July of 1942 the lost rifle squad was returned, 
but the number of men in each squad fell from 12 to nine (see figure 10). In 
addition, each company received a platoon of three SOmm mortars. By the 
end of 1942 the Rifle company organization stabilized until late 1944-45 
(see figure II). The major change here was in the inclusion of a machine 
gun section and the addition of an extra LMG to two of the four squads. It 
should be noted however that it is extremely doubtful that many Rifle 
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squads had more than one LMG at a time. In addition, by 1943 the SOmm 
mortars had lost most of their favor among the troops and had fallen into 
disuse. 

In late 1944 the final organization change was made which cut the com
pany back to a new low by eliminating one squad and reducing the others 
from nine to seven men each (see figure 12). This mattered little in reality as 
the war was almost over and Germany near collapse. 

Deoember of 1941 brought a rather unique company organization to 
the Russian Army, the Machine Pistol company. These companies were 
armed totally with machine pistols and had no support weapons of any 
kind (see figure 13). Each Rifle Regiment had one such company but after 
1943 many Rifle Regiments disbanded their separate Machine Pistol com
panies and formed a Rifle company with machine pistols rather than rifles. 
Because the LMG's and HMG's of the latter were retained, the company 
became much more effective than the pure Machine Pistol company. 

The Russians fielded another infantry formation from September of 
1941 on. These el ite troops known as Guards units were organi:r.ed only 
slightly different from the normal rifle units on the company level. Guards 
units were not created from scratch as was a Rifle Division but from 
existing units which had distinguished themselves in combat. Generally, 
there were more machine pistols, heavy machine guns and anti-tank rifles 
distributed to justify the "Guards" label. In addition, each Guards Rifle 
Regiment had two Machine Pistol companies instead of the one found in a 
normal Rifle Regiment. 

TACTICS: The basis of all infantry tactics lie in one key element com
monly referred to as "fire and movement". Although this is sometimes 
regarded as two distinctly different elements, in application on the battle
field they cannot be separated. The enemy is defeated by fire which 
disrupts, confuses, and finally displaces him, while movement gains the 
position to effectively continue the fire and continue the displacement. 
Forward movement requires a good base of fire and proper use of the sur
rounding terrain and the concealment and protection it provides. Once 
contact with the enemy is made, a unit must advance by short rushes or 
bounds from cover to cover. The length of the "bounds" depends on the 
type of cover provided by the terrain. As the distance from the enemy 
decreases, the bounds are shortened. 
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The American assault doctrine followed this f~re and movement tactic 
basing it largely on the covering fire technique used in the final phases of 
WW I. Each 12 man squad would divide into three sections. The first sec
tion with the two scouts and squad leader would locate the enemy. The 
squad leader would then evaluate the situation and direct the fire of the 
second section or "fire section". This group usually consisted of four men 
including the squad's major support weapon, the BAR, and would provide 
the covering fire for the third group, the "assault section". The five man 
assault section led by the assistant squad leader would attempt to take the 
enemy position in a final rush under the protection of the covering fire. 
Although this technique employed the proper elements of fire and move
ment, it had certain problems associated with dividing the squad into three 
specialized groups. All too often the squad leader was unable to play an ac
tive part as he usually became pinned down with the scouts resulting in a 
loss of command control. Partly due to the inadequacy of the BAR as a 
support weapon, American infantry tended to rely heavily on artillery or 
armor support for their advances. When faced by the poor quality or 
smaller rear guard German units of 1944-45, the Americans often 
employed a primitive tactic called "March Fire" made possible by their 
semi-automatic rifles. In general, all the infantry advanced in a thick skir
mish line with everyone fiTing at possible enemy positions while heavier 
weapons laid down covering fire. It proved to be effective against light 
resistance, but often resulted in heavier casualties. 

No Army mastered the tactics of WW II better than the Germans. 
Realizing the need for mobility and flexibility in tactics, the Germans built 
their fire and movement tactics around the infiltration lessens of WW I. 
Such techniques emphasized temporarily avoiding the main enemy posi
tions while pushing through the weaker points until the enemy could be hit 
from the flank or rear. Like the Americans, fire and movement sections 
were employed, but with some important differences. The "command sec
tion" of the American squad containing the squad leader· was not 
separated, but integrated into the "fire" and "movement" sections. This 

allowed the Germans to employ far better command control. In addition, 
the combat training of German troops was second to none. Troops can per
form in an organized manner on the battlefield only when, in the course of 
training, they have been forewarned of the kind of disorder they may ex
pect to encounter there. Fear is ever present on the battlefield, but it is un
controlled fear that results in ultimate feat . To counter this, both officers 
and enlisted men received detailed training in the finer points of basic tac
tics. Yet even the best trained troops had to learn many of their lessens on 
the battlefield itself. The presence of even one veteran who had experienced 
the horrors of battle previously strengthened the backbone of a squad more 
than any degree of training. The Germans became more flexible in their 
tactics because they had a head start in forming experienced fighting units. 

The Russians used the same tactical elements, although in their own 
fashion. Much of the tactical training had to be learned on the battlefield 
from tactical instinct gained from first hand experience. This assumed, of 
course, that he would live long enough to use it once learned. Squads 
operated almost invariably as one unit, seldom breaking down into small 
components, but on occasion they would break into fire and movement 
sections. Lacking the sophistication for the more complex maneuvers of 
the Germans, the Russians applied the simple direct approach. Their lack 
of training necessitated the use of larger formations for concentration of 
command. Where other Armies used squads to accomplish a task, the 
Russians used whole platoons. This centralization of command resulted in 
inflexibility on the battlefield and simplicity of action. Russian technique 
in the attack was basically of two types. First, infiltration, similar to the 
German usage, and when that failed or could not be implemented due to 
lack of initiative, massed headlong attacks. The Russian human wave at
tack would start with riflemen advancing in large clusters with a final rush 
occurring from about 150-250 meters away from the enemy position. 
Without massive artillery support, most of these attacks resulted in the 
majority of the attackers being killed, pinned, or routed, but in all cases 
exacted a heavy toll in human life. 

BRINGING UP THE REAR 
DESIGNER'S NOTES FOR UP FRONT 

UP FRONT was designed from the outset with playability uppermost in 
mind. Yet, at the same time, the problems associated with infantry combat 
on the WWII battlefield have been simulated with a great amount of detail. 
It is, I'm sure, quite obvious from the outset that we've approached these 
problems in a unique manner. Although a card game by its very nature con
tains a high luck element, or shall we say many random events, combat at 
this level is nothing if not random. In battle, there is very little order. Fre
quently, events transpire by accident. At first glance, the course of events 
may seem to make little or no sense, but this is not to say that all events 
occur randomly. On the contrary, there are a multitude of sound rules for 
the conduct of troops under fire. I hope, that during the course of playing 
the game, you wiiJ realize that success will come, more often than not, to 
the player who properly applies those rules. Just as a profe.ssional gambler 
will win most (but not all) of his encounters with an occasional card player, 
the veteran UP FRONT player can expect to take the measure of less 
talented opposition in roughly equal proportion to the chances of success 
of his real life veteran counterpart on the battlefield. Remember, however, 
that success is never guaranteed no matter how perfectly one performs his 
tasks. Lady luck, or Fate if you prefer, will always be the fmal judge
albeit one who usually sides with the better tactician. S. L.A. Marshall said 
it as well as anyone: "In battle the unusual is met usually, and the abnormal 
becomes the normal. Soldiers may act like lions and then like scared hares 
within the passage of a few minutes." UP FRONT portrays these vagaries 
of combat with a flair for the dramatic and tenseness unrivalled by more 
traditional wargames. Within this context, it is our contention that UP 
FRONT, despite its obvious playability appeal, is a more accurate simula
tion with much more inherent realism than its larger scale predecessor 
despite its many geomorphic mapboards, counters ad infinitum, and sea of 
complex tables. 

So how does UP FRONT portray these small level actions so well? Most 
wargamers mistakenly assume that men in combat can see their enemy 
most of the time and that they engage in shoot-from-the-hip style firefights 
at every opportunity. They also assume that leaders can create and imple
ment a plan of action to react to every development at a moment's notice, 
and having done so, can make themselves understood over the din and con
fusion of an on-going battle. Lastly, units are assumed to retain their 
cohesion and ability to act according to their training manuals while under 
fire, and to stoutly resist the enemy "to the last man". Needless to say, 
these assumptions are grossly in error because they ignore the two most 
basic elements of combat, "fear" and what is often called the "Fog of 
War". Fear produces most of the irrational behavior one sees in combat, if 
not in Hollywood depictions of same. Compounding this are the problems 

associated with not being able to see the enemy most of the time or, often, 
even members of one's own squad. This occurs largely due to everyone's 
preoccupation with staying out of sight. No one likes to be shot at and 
exposure for any prolonged period of time on the modern-era battlefield 
generally has a fatal result. In game terms, tbese elements manifest 
themselves in the draw and sequence of play of tbe Action cards. 

As your side's vicarious squad leader, wanting to move your men for
ward is not enough. They must be informed of your orders, and just as 
important, convinced to overcome their fear sufficiently to enable them to 
abandon the comparative safety of their present position. In game terms, 
one must simply play a Movement card, but it may take many game turns to 
obtain one. The game, in this case, is simulating that this group needs more 
than a little coaxing to overcome their reluctance to fill someone's sights. 
The same is true of even a seemingly less terrifying activity such as defen
sive fire. Post-battle interviews have clearly demonstrated that only about 
25.,o to 300Jo of the men involved in a firefight might be expected to even 
fire their weapons- let alone fire them accurately and efficiently. In game 
terms, this real life fac.t is factored into the Fire cards and weapon 
firepower values. Unlike games such as SQUAD LEADER, you cannot 
blast away automatically every turn in which a potential enemy is within 
range. To initiate f~re from a group, a player needs not only a Fire card, but 
a Fire card with the appropriate firepower factors. The mere presence of 
comrades who willingly employ their weapons, helps stimulate the others 
through peer pressure or battlefield psychology to use theirs, but since all 
the men may not participate in the attack, the result numbers are factored 
down. 

Firepower factors represent more than the strength. of the weapon at 
various ranges. Just as important as the fire strength (i.e. the rate of fire, 
velocity, etc.) of a weapon is the willingness or ability of its operator to use 
it. AFV MG FP values are effected more by observation limitations than 
the willingness of its operator to fire. A crewman of an enclosed AFV is 
relatively well protected and with no better place to go. Firing his arma
ment represents the best chance of survival for a tanker-thus his will· 
ingness to fire is portrayed by allowing him to use any Fire card to take a 
shot with his ordnance weapon. On the other hand that same AFV, 
although equipped with a MG which is every bit the equal or superior of an 
infantry MG, is often given far less firepower due to its restricted field of 
fire through the gunner's vision slit. Yet, even an AFV wiJI run out of Fire 
cards occasionally and do nothing for one or or more turns. One must keep 
in mind that unlike the two minute turns of SQUAD LEADER, where each 
To Hit attempt actually represents a series of different shots, a turn in UP 
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FRONT may represent a few seconds and each shot is just that-a single 
shell. The inability to fire for lack of a Fire card could be rationalized as 
momentary difficulty in loading the next shell, or more likely, the AFV's 
inability to traverse its turret and adjust elevation sufficiently in the brief 
time span covered by that turn to once again place a moving target under 
fire. This principle applies even to infantry not hampered by the restricted 
field of vision prof erred by an AFV vision slit. Even when infantry are at 
Point Blank range in terms of mere distance they may not be in sight of each 
other. In the bitter street fighting of Stalingrad, combatants coexisted in 
the same buildings with their adversaries for hours, or even days, without 
ever seeing each other. Each side realized its close proximity to an enemy 
bent on their destruction, but was unable or unwilling to take the first step 
that might prompt a swift and fatal reaction. More commonly, in the 
ordinary fire, duck, and reload process of a firefight, adversaries weren't 
always obliging enough to show themselves at the precise instant you raised 
your head to fire. Perhaps now you are beginning to comprehend that the 
Fire cards represent not so much a volume of fire, as they do the opportunity 
to bring a certain amount of firepower to bear on an enemy. A man who 
has infiltrated an enemy position does not suddenly have a weapon that. 
fires twice as many rounds per minute. Rather, he has placed himself in a 
position where he is more likely to be able to use his weapon on a surprised 
and confused enemy (hence the doubled firepower and consequently in
creased number of Fire cards he is able to use). 

When one computes the firepower of a weapon at its various ranges, 
consideration must be made for the willingness of its user to fire it. Crew 
operated weapons instill a greater willingness to fire among their operators 
than do light personal weapons. Men functioning in groups or crews have 
far less tendency to default a fire opportunity than do single riflemen. 
Aside from being hand-picked for their greater reliability, these crews feel 
more responsible for the well-being of their squad and are more inclined to 
act accordingly. This peer pressure reinforcement from a comrade sharing 
responsibility for the fire of a single weapon (and not its greater volume of 
fire) is the main reason the MG values are so proportionally high. Any 
group containing a MG has a much greater chance of playing a Fire card 
and hence inflicting casualties. 

One of the most frequent complaints heard during the testing of the 
game was related to this unwillingness of troops to fire. Players were 
unhappy because they were unable to always fire at enemy troops at will, 
even at relatively close ranges. Let's forget for the moment our just com
pleted discussion of the inability of a man to always see a foe within even 
pistol range. Self-preservation, though a major motivating force, does not 
necessarily always encourage a man to fight. There are many instances in 
combat where men in positions directly under attack did not fire at 
all-even when their position was in the process of being overrun. Fear is a 
strong narcotic and many is the man who died on the end of a bayonet while 
holding a frrearm whose only malfunctioned mechanism was a paralyzed 
finger at the trigger. 

Portraying the different effects of various weapons at varying ranges in 
a game with no map with which to measure distances called for a cenain 
amount of innovation. The concept of "relative ranges" not only provided 
the means for such a division of effects, but also fit nicely within the 
abstract framework of the game as a whole. Keeping in mind that we are 
dealing with small unit actions, the tedious technical specifications of each 
weapon can be factored into an overall formula and printed on the game 
components in easy to use pieces that do not tax the memory or require the 
constant counting of factors and hexes to determine what type of fire is 
possible or advisable. For the most part, players need not concern 
themselves with such mathematical gymnastics. The design has accounted 
for those factors. The player need only be concerned with how best to posi· 
tion his available force and to react to a constantly changing set of cir
cumstances so as to get the most use of his available firepower. He may not 
control their exact actions under fire any more than he could force a private 
to effectively fire his weapon on the battlefield. All the player can do is 
make decisions which deal in probabilities, and hope that the combination 
of the inherent training of his men and the intervention of fate will yield the 
desired result. 

It is important to visualize the concept of "relative range" as more than 
just the equivalent of so many football fields. Besides the concept of pure 
distance, other factors to be considered are visibility, LOS obstructions, 
and the natural curvature of the earth's surface. The ability to see and fire 
at an opponent at a given range in one instant may be gone in the next. The 
simple act of going to ground will often remove a target from 
view-especially at the longer ranges. Relative Range S represents groups 
that are within SO meters, but may still be physically separate. For example, 
it could, at one extreme, represent two or more groups occupying different 
rooms of the same building. Range 4 is Sl to 100 meters, Range 3 is 101 to 
200 meters, Range 2 is 201 to 300, Range I is 301 to 400 meters. The far
thest, Range 0, is in excess of 400 meters. Anything over 400 meters is out· 
side normal rifle range which is the most common weapon in the game and 
therefore the logical place to end our range variations. Those with some 
knowledge of ballistics may wonder why rifle ranges have been cut off at 
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400 meters. To put it simply, the "effective" range of rifle fire is deter
mined not by the guns themselves, but by the sighting capabilities of the 
rifleman. At best, snipers using telescopic sights were limited to 400-600 
meters effective range. Rifles are effective for aimed fire at point targets up 
m 200 meters, and area or pinning fire out to 400 meters. Russian rifle 
values are reduced in comparison to the other nationalities not due to the 
weapon itself, but because of their users'lower standards of marksman
ship. Their training emphasized closing with the enemy as soon as possible 
and making use of the bayonet. 

Close combat, or more aptly "hand-to-hand" combat, can occur once 
you have infiltrated an enemy's position at Relative Range S. Hand-to
hand combat is an iffy proposition at best, and rather rare. It took a great 
deal of courage to close with a man to kill him face-to-face. The enemy at 
this range is no longer a menacing shadow, but a fellow human being. 
Actually, infiltration is the more important goal to achieve on the bat
tlefield. Once among the enemy position, confusion is created and panic is 
likely to spread as a result. Panic is more deadly on the battlefield than any 
weapon. Consequently, hand-to-hand encounters are seldom ends in 
themselves, but rather are often necessary if one is to accomplish his 
ultimate goal of infiltration. Thus the rule which allows a man to keep his 
infiltration status after close combat only if he defeats his adversary by 3 or 
more simulates the need to silence the enemy without betraying your own 
position. Once identified as a wolf among the sheep, the infiltrator loses his 
advantage of surprise and for all intents and purposes is returned to the 
status of just another target within the SO meter radius. 

The Fog of War is presented in a number of different ways all crucial to 
the acceptance of the game as a viable simulation. The most obvious is the 
drawing and pla.cement of Terrain cards. Unlike conventional mapboard 
games, what lies beyond the next hill or building is not always certain. The 
position you think you're moving into (as represented by the Terrain card 
in your hand) may already be occupied or blocked by the enemy, or the 
route you take to get there may be filled with unforeseen detours. Your 
opponent may upset your best made plans. You cannot always avoid these 
uncertainties, so as a squad leader you must expect, if not plan for, the 
unexpected. It is this placement of Terrain cards that the uninitiated often 
dismiss as the most blatant form of luck in the game. ln actuality, it is just 
the opposite. From a realism viewpoint one can appreciate that unlike more 
conventional wargames your cardboard troops don't blindly follow the 
dictates of the player. The Buildings card in your hand which you thought 
would offer you a safe haven may suddenly appear out of reach when the 
enemy reacts to your move and forces you to vary your path or even your 
ultimate destination by discarding a Terrain card on your group. Obviously 
we are not simulating the flinging of a piece of real estate in front of an 
enemy by a tenth level wizard. Instead, the placement of Terrain on an 
enemy represents abstractly and cleanly the Hidden Unit rules of other 
games. What is actually being simulated is the unexpected appearance of an 
enemy force which influences your moving group to alter their path. 
Speaking st.rictly from a gaming viewpoint, the proper play or discarding of 
Terrain cards provides the background for some of the most vital and gut 
wrenching decisions in the game when weighed against the need for obtain
ing other types of cards at a particular time. 

Fog of War is also reflected in the inability of your groups to "see" 
what you can see from your lofty position as player. For example, suppose 
your opponent moves one of his groups forward. You, as the omniscient 
player, see this and wish to blast his exposed troops to their fmal reward. 
But on the battlefield his move may have gone unobserved by the poor 
devils whose task it is to oppose them with their cardboard lives. In game 
terms, it is as simple as you not having the appropriate Fire card present in 
your hand. This example can be repeated for a myriad of uses. The impor
tant thing to remember is that what you are likely to curse as your bad luck 
is simply the game system imposing realistic limits on what your troops can 
do. Your men down there on the battlefield cannot see things as clearly as 
you can from your safe perch at the end of the table. 

Proper tactics of fire and movement, the underlying principles of the 
game, require that a squad leader split his forces to best take advantage of 
the terrain, enemy disposition, and the task at hand. However, such tactics 
are not without their drawbacks. By splitting his forces in this way, the 
squad leader makes communication between the various components of his 
squad very difficult and Command Control becomes a problem second 
only to the enemy. The training and experience of the squad (as reflected in 
the card hand capacity) in reacting to these situations then becomes the 
primary consideration in surmounting the problem. Proper tactics are fur
ther reinforced by the Command Control rules. Even on the squad level, a 
leader must be concerned about his flanks, and it is to the protection of his 
flanks that the "group" concept owes its existance. For without such con
cerns, the player might well be tempted to merely form one large group to 
maximize his firepower. Besides providing an enemy with a concentrated 
target for his fire, such a one group strategy also realistically limits the field 
of fire of his own men. A real enemy would find it easier to seek out con
cealed avenues of approach and will gain increased fire opportunities 



against a static target. The game system recognizes this and awards an extra 
card to the hand capacity of any side whose opposition has been reduced to 
a single group-no matter how large or well positioned. The importance of 
a covering group, even if it fails to fire, cannot be overestimated. Simply by 
existing and showing itself as a force in being, it denies certain access routes 
to the enemy and prevents him from concentrating solely on the main force 
until it has been dealt with. 

The passage of simulated time in the game is not as cut and dried as in 
most wargames. Going through one deck of Action cards represents with 
its varying moments of intense action and quiet lulls about S-10 minutes. 
The playing of one tum is not as easy to define. One card could represent a 
split second or a minute or more. To move a group of men 100 meters could 
be done in a quick dash of two turns or could be prolonged indefinitely into 
a series of short bursts of movement or an agonizing low crawl as the player 
waits for a proper Terrain card or finds it neccessary to rally his troops in 
mid-move. This is something that is best left not well defined. Your oppo
nent may be able to entrench in one attempt while you're still trying ten 
turns later. This is not to suggest that his men are ground hogs and yours 
are digging in with spoons, but rather that his men were better motivated 
and able to make more effective use of the surrounding terrain in a shorter 
time interval. Perhaps your men have been hampered by random incoming 
fire. In any case, entrenching does not entail digging a six foot trench or 
even a foxhole. It could mean scooping a shallow depression into the earth 
or merely taking advantage of a natural crest or existing vegetation which 
offers more in the way of protection or concealment. 

A good leader must be constantly thinking beyond the immediate 
action or objective. In UP FRONTthis is influenced greatly by the player's 
hand capacity. For example, let's first look at the Russian player's hand 
which is the most difficult of the three. The Russians were comparatively 
poor tacticians. Due to inadequate training and inflexible leadership, their 
tactics were among the most primitive of the participants in WW II. In con
trast to the steady stream of propaganda poured out by the political com
missars, the combat orders of lower level leaders had to be kept very sim
ple. This condition lessened as the war progressed and will lessen in the 
game too if your scenario choices realistically reflect the greater instance of 
Russian Guards opposing German Volksgrenadiers as the war approaches 
its inevitable conclusion. In game terms, the Russian player will have dif
ficulty planning most of his actions in advance with only a four card hand. 
Always spotting the next piece of covering terrain (i.e. having a Terrain 
card in your hand before moving) is a good tactic that the Russian will fre
quently be unable to afford. But there are other traits of the Russian soldier 
demonstrated in the game to their advantage in addition to their obvious 
reliance on greater numbers which gives them back the Flanking Fire and 
Encirclement opportunities their limited hand capacity would otherwise 
deny them. Their urtnerving disreaard for human life often allows them to 
discard pinned men rather than slow an advance, and once they've closed 
to Relative RangeS with their plentiful Movement cards they are a deadly 
opponent in Close Combat. The Russian's greater number of Concealment 
cards and their lessened penalty for entrenchment attempts represent their. 
skill in adapting to the terrain with comparative ease. Before leaving the 
Russians, we should make note of the Commissar rules. Obviously, the 
effects of a Commissar have been inflated for the sake of chrome. A com
missar functioning in the field at this level would be rare and although the 
reports of these political leaders shooting their soldiers have been exag
gerated, it does add color to the game. 

The American troops, although they went through more tactical train
ing than the Russians, had not worked on the fmer points of combat as 
much as the Germans. Many American small unit leaders, despite long 
hours of training, did not truly understand their function on the battlefield. 
Reality turned out to be unlike what they had envisioned or trained for. In 
addition, and quite opposite their eastern allies, the Americans placed a 
high value on human life. American troops were more easily pinned during 
combat (as shown by their lower average Morale), but under the proper 
leadership, could recover and advance with great effect (as evidenced by 
their higher Panic Values). While on the subject of Panic, let's clarify that a 
man removed due to Panic bas not necessarily fled the battlefield in 
headlong flight although that is a possibility. More likely, that man bas 
simply reached his terror threshold and will refuse to become a willing par
ticipant in further proceedings regardless of the consequences. The in
dividual will remain frozen in place until the fight ends. The subsequent 
check for Rout/ KIA status merely tidies up the question of the man's even
tual fate while adding variety to the standard by which Victory Points are 
awarded. 

By increasing the American's hand capacity we were able to show the 
increased training of their troops and their greater material advantages, 
while also demonstrating their lower level of experienced leadership by 
allowing them a maximum of two discards only if they perform no actions 
durin& a tum. 
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The German player has, arguably, the best hand in the game and rightly 
so. Their training and combat experience was second to none. Each 
German soldier was better prepared to meet each situation he might be 
faced with, and their NCO's ingrained with the willingness to take the 
initiative. The Germans, moreso than any other power, stressed the need 
for their NCO's to react instantly to changing situations and act 
independently. This flexibility of command allowed them to learn many 
tricks throughout the war, and is reflected in game terms by their ability to 
always discard despite the number of actions taken. 

Most of the remaining mechanics of the game should appear fairly 
obvious in their intent, but a few may benefit by additional explanation. 
The concept of Flanking Fire is more than just fire from a position on the 
flank of an enemy unit. It could also be fire from a position which has 
achieved a more favorable LOS to the enemy group or has moved into a 
new firing position unobserved. The latter becomes especially true at the 
longer ranges. The ability of a moving group containing pinned men to 
place a new Terrain card may also raise questions. One must remember that 
a "pinned" result does not necessarily mean that the individuaJ(s) involved 
goes directly to ground. The man may still move with the group to the ter
rain it was heading for and upon reaching it, take immediate cover. Do not 
confuse a "pinned" result with a total break in morale (i.e. panic). 

Most of my remarks have been directed at the men who fought the bat
tles at the expense of their weapons. Rifles were touched upon earlier, 
though I should perhaps explain the lesser penalty incurred by semi
automatic rifles while moving. A bolt-action rifle is difficult to operate 
while running or even walking. With a semi-automatic rifle, a man can 
maintain a constant, if inaccurate, stream of fire during an advance. The 
biggest advantage of the American squad is found in their M-1 Rifles which 
gave them greater frrepower while on the move. 

The To Hit values of ATR's may also have raised a few eyebrows. After 
all, the target is the same whether you're firing a SOmm PAK or a 14.Smm 
rifle . However, to compensate for the relatively low penetration capability 
of these obsolescent weapons, the ATR To Hit Number represents the 
chance for hitting a vital part of the vehicle, rather than just the vehicle 
itself. This is why ATR's alone enjoy an improved To Hit frequency during 
Flanking Fire opportunities; the target is not any easier to hit, but the 
exposed side armor of the AFV is easier to penetrate and thus the chance 
for hitting the vehicle in a vital area is increased. 

While on the subject of To Hit Numbers, it is probably worth noting 
why the random "To Hit" number is added to the effect number of HE 
shells. The latter number is an indication of how close the "hit" landed. 
Each HE round has a defined "blast radius". How close the center of that 
blast radius is to the center of the target group will indicate the extent of its 
effect. When firing AT rounds the target is an AFV and a "hit" is not ob
tained unless the vehicle is actually struck by the round. To resolve a hit on 
armor, the major variable is whether the round penetrates the protective 
armor. In this case, the range between the gun and target is the more impor
tant element, so we forego adding the random number and add the relative 
range instead. In short, a "hit" against infantry at close range is more likely 
to be placed closer to the target, but a hit vs an AFV at close range is 
guaranteed more penetration capability. 

Hopefully all of this has shed some light on the rationale behind the 
rules and will make the game more enjoyable for you to play. UP FRONT 
is a game frrst and foremost and is meant to be played and enjoyed, but to 
deny it it's place as a realistic simulation just because it is a card game is sell
ing it short. While no game lacking the main ingredients of war (i.e. fear 
and the Fog of War) can ever hope to be a true simulation of armed con
flict, UP FRONT comes far closer than many of its more complicated 
predecessors. 
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G. BLOCK CLEARING-

3-9, 18, 20, 25, & 34. ....,.__ 
• 

~ ReiTolle the first tour Woods Tem1111 cards 1o be discarded unused or as 
__.. RHC/RfC draws. 

SI'ECW. RUlES: 
G. 1 The delendlng player IS gmn a 8UIIdlllQS card With a TEM of - 3 lor placement during 
Preparat1011 lor Play 111 addit1011 to his normal hand . 

G.2 Only the player on delense may use Sniper cards 1o make Sniper attacks. The other player 
must use them as Cowering cards. 
G.3 The Pillbox, Marsh. and Ml!lefield cards are lrealed as Cower cards. 
VICTORY CONDITIONS: The player with arrror support must have twice as many Vic1ory Points as 
the defending player at the end of the scenario. In this scenario, terr~orial VICtory Points are 
awarded only Dy multiplying the number ol unpinned Personal~ cards in each group occupying 
BuHdings terrain at the end of the scenario Dy Its range eM. Casualty Victory Points are awarded 
normally. The delendlng player wins lly avoid1ng the attacker's Victory Cond~ions. 
DYO: ATTACKER: 665. DEFENDER 288 

H. ARMORED ADVANCE-

• 

H. 1 The Reinforcements are eligible to enter anytime alter one deck ol Action cards has been 
used. 
H.2 Treat the Pftlbox and Mlllefietd cards as Cower cards. The attacking player must also treat 
s~ cards as Cower cards. 
H.3 The delending player gets at least one functioning Terrain card to use during Prepare for Play 
Terrain Placement. If he has none In his hand at start, he draws cards until he gets one. All other 
cards drawn In the process are returned to the deck and reshuffled. 
VICTDIIY CONDITIONS: The attacking player wins if at any time he has at least five unpinned Per· 
sonaHty cards in one or more nonlnfmrated groups w~h a '· 5 • · range eM occupying any terrain 
which will reduce the Fire Strength of an attack against them. The defending player wins n these 
conditions are not met lly scenario end. 

""''"""''"'"'~ 
Dr;!il - ~ . ~ ."'"1f0; 

I. PARTISANS- • ~t: + 13 3 
1 1-10. 11 1. 3-10. & 28. 1 

~ ReiTolle the first SIX Buildings cards to be discarded unused or as a 
~ RHC/RfCdraw. 

SI'ECW. RWS: 
1.1 The PMibox card is lreated as a Cower card. 
1.2 The G«man player must treat Sniper and Minefield cards as Cower cards. The Partisan player 
must use Minefield cards as Booby Traps (37 .6). 
VICTORY CONDITIONS: The German player wins automatically if at least half ot his force reaches 
range chil5 and he has more Victory Points than the Partisan. In this scenario, V'ICtory Points are 
awarded only lor casuanles and lor the range chits occupied by the Partisan player at g;me end as 
per rule 16.4. The Partisan wins by avoiding the German Victory Cond~ions. 

DYO: ATTACKER: 239, DEFENDER: 143 

~----~- · 
35 

L. OUTPOST LINE-

• 
1

3-408 .• ~23. & I ~ 
-~ -~ 

L 1 The defender may start 11ft or all o1 his groups entrenched and theretore is not subjed to 1ef • 
rain placement by the at!acklng player during Prepare For Play. 
L.2 Treat the Plilbox and Minefield cards as Cower cards. 

Continued on Page 29 

K. ELITE TROOPS ON THE ATIACK-
1 

t 8 
s : Elite 4 

* • * 

K.1 The PllbOK and Minefield cards •e treated as Cower cards. 
K.2 Play SIDpS ~ as soon as the file Force player can ctain viciJiy againsl the initial 
defense force of the defender. The Action Deck is not SOO!IIed. AI cards amnlly in the players' 
hands or in play on their l.YOU!lS ant mumed to the Oiscard pile. The blr Butldillgscards discanled 
in the first part olthe scenario rerran out of play. The Elite Force player retormsllis groups a1 range 
chd 0 USlllg only those of his original men (included those who IOIMd salely away) not lost by KIA 
restJI!s. The other playef then lolms new~ at m.Je chi 0 using~~ hiS originai!IBl. 81*1 
players ant now deah lull hands and begin Prepare For Play Terrain l'lacenlenl. The scenario 11'«1 
coobnues normaly' 
K.3 Any Sntper capacity or weapons lost in the first part ol the scenario ant regained at the start~ 
the second part even ~carried In the form o1 a weapon chit in place of the normal printed wei11J0111Y 
of a Personnel card. KIA· sin the first segment olthe scenario are not considered In calCUlating 
V'IC1ory Points in the second part. and squad size in the second half is based on the nlll1ber ol men 
which start the second part. Any wounds ol men in the Bite Force carry over to the second part. 
Weapons captured In the first part cannot be used in the second part. 
VICTORY CONDITIONS: The first player to haw at least tour unpinned Personality cards in one or 
more non·lnfinrated groups at range chh 4 occupying any Terrain card which will reduce the Fire 
Strength of an attack aoaJnst them Is the winner of that particular scenario Sl9'*ll. The Elite Force 
must win both scenario segments to win the game. 

DYD: ELITE: 320-, SECOND LINE: 187 (twice) Reinforcements NA 

J~FREE FOR ALL~ ls! : * ·13 4 
.__ _ _ 1._12· _ __.1 ... 1 _ _ 1-_10_· _ __,I I ... 5. I 

~ AllrnM the first lour Buildings cards to be discanled uoosed or as 
~ RfC/ RHCdraws 

SPECIAL RUI.fS: 
J.1 This is a three ptayer game with each peay. playing 3!J3inst the other two. Flankilg Fn. 
Encirclement. and moWig to 11ft range chil other~ 0 through 5 is not allowed. Aayers n.1 not 
se1 up their groupsoppos~~e each other as each player can lire at !he other two. No group can block 
the movement ol another. Walls are - 1 terraW1 modifiers to all inalrning allaclcs. AltheJ .1 Special 
Rules are ignored In fawr o1 normal two player rules as soon as one olthe three players is 
eliminated. 
J.2 The Pillbox card is treated as a Cower card. Night rules are in ellecl. 

VICTORY CDHDITIDHS: The lifst player to have at least tour unpinned Fersonalily cards In one or 
more non-ln!Htrated groups at range chit <4 occupying 11ft Terrain card(s) which wilt reduce the 
Fire Strength ol an attack against them is the winr«. However, players who cause casualties 
should keep the removed Personnel cards of their opponents as a reminder of Victory ~s 
earned (16.4) should the Victory Condhions not be met. 

DYO: AMERICAN: 240, GERMAN: 239. RUSSIAN: 241 



A. MEETING OF PATROLS- 1*st: • 13 3 
* • 
I ,.,2 I ,...I - - 1-.10- ___,l I Hs I 
~ • RemoYe the first live Buildings carets to be discarcled unused or as a 
._.. RPC/RNC draw. 

SP£CIAl RULfS: 
A.1 The Pillbox and Minefield cards are treated as Cower cards. 
VICTORY CONDITIONS: The first player to have at least four unpinned Personality cards In one or 
more non·infitrated groups at range chit 4 occupying any Terrain card which wil reduce the File 
Strengtll of an attack against them is the winnef. 

DYO. 241 

B. CITY FIGHT-

1
1-9. 11. 21 . 22 & one 
Oemolibon Charge. 

• 
1-4, 6. 9. 10, 17. 18. 
22 & one Demo Charge 

~·: • 8a 
2-9, 11, 12. 15. 22·24, 
26 & one Demolition 
Charge. 

~ RemoYe the first four WOOds cards to be discarded unused or as a 
...... RPC/RNCdraw. 

SPECIAL RULfS: 
8.1 The Pillbox, Minefjejd, and Marsh cards are treated as Cower cards. 

VICTORY CONDmONS: The player with the most VICIOty ~nts (16.4) at the end of the !me limit 
is the winner. However aggresslw action VIC!Oiy Foints are awarded only to those 11a1 occupying 
Buildings len'~. Vt;tqry PQnls tor casualties (lllCiud~ 11a1 rtrnoYed due to rout) are awarded 
nonnaly. 

DYO 314 

C. ASSAULTING A FORTIFICATION- 1st: t [] 
3 * • * u 

1. 3·6. 9.t0.14. 17 ~2 4-7 9-11 14 15 
24&one~ , 24. & is. . . . 

19 1216 25 &one ~ 3. 5. 6,9. 11 , 12,16. 
• • . ' ' 17, 19, 20, 22·26, & 

Demolition Charge. ........_... Charge ,...._ one """'""luOO . 
L---~------~ ~ 

~ RemoYe the lirst Stream card and the first lour Buildings cards to be 
...... diScarded unused or as a RPC/ RNC draw. 

SPECIAL RULfS: 
C.1 The delending player receives the Plllbolc card prior to setup (23.2) 11 addition 10 his normal 
a11o1men1 o1 Actm c.Tds and places il on his Group B. Preparabon lor Play leO'ain placemenl thell 
begins nonnaly. 

C.2 M1nefleld and Sniper cards are treated as Cowering cards" held by the oflensive player. 
They can be used only by the player on defense. Treat all Marsh cards as Cower cards. -
VICTORY CONDITIONS: The attacking player wins by eliminating all Personality cards in the 
Pillbox or H the Pillbox iS vacated. The delending player wins by avlliding the attacker's Victory 

Conditions. ~-·· '":" 
DYD: ATTACKER 369. DEFENDER: 200 ~ 

8530001 36 

F. THE INFANTRY'S IRON FIST- 1st: t 8 3 
* ! ~ * 
I 3-9. 1~&32. 1 l ~$.24. & j -

1
-:}--12-.,...._-19-. 26- . 28- . &-40- ... , 

_.. __ 

SP£QALIIUL£S: 
F.1 The Plllbolc and Minefield c.Tds are treated as Cower c.Tds. 
VICTOIIY CONDITIONS: The first player 10 11M lour unpinned c.Tds in one or more non-infiltrated 
~with a '' 4 • • range cnt in terrain which Wil reduce the F're Strenglh ol atPf attack agaN'Ist 
them iS the winner. If neilller player 3CaJnlJishes t111s by the li'ne tmt. the delending player wins. 

DYD ATTACKER 471 , DEFENDER 279 

: ARMORED RE:N PATROL- ~t: t 13 3 

1 1·~. ,~, 1~1 . , 

~1 1 ·~- 1~ 
~ Remove the first lour Buildings cards to be discarded unused or as 
~ RPC/RNC draws. 

SP£CIALIIUL£S: 
E.1 The Pllllx»t and MWielield c.Tds are trealed as Cower c.Tds. 
VICTOIIY CONDITIONS: The first player to 11M lour unpinned c.Tds in one or more non-infillraled 
~ wilh a · · 4 • · range cllil in temin which Wil reduce the F're Slref9h of any atiXIc against 
1hem Is the winner. If neither player acaJI1'lPi$heS t111s by the li'ne limit, the dell!nding player wins 

DYD. ATTACKER 370. DEFENDER 241 

~ 
D. REAR GUARD ACTION

• 
l -----._..- ~n ~ 
: ~7::9. 17. 18. 20. &1 r 2·10.~&25 1 ~ 
...- ~ 

~ Remove the first lour Buildings cards to be discarded unused or as 
.._.... RPC/RNCdraws. 

SP£CIAl RULfS: 
0. 1 The Sniper cards are consilered Coweriog c.TdS tor the attacking player. They may be 
played as Sniper attacks only by the Rear Guard player. 

0.2 The Pllbc»t and Mi1efield cards are treated as c-cards. 
VICTDIIY CONDITIONS; The attackillg player wins irmledtately ~ he has live unpinned Personality 
c.Tds in one or more noniilfittrated groups 111 terrain wllich will reduce the Fire Strength ol an 
attacl< against h, at a RelaiNe Range of 5 to any Rear Guard group. The anacking player also wins if 
he can reduce the detenOOg player to one group willie losing less men than the defend«. It the 
attacking player has not fulfilled either ol his Victory conditions by scenario end, the Rear Guarct 
player wins. 

OYO·ATTACKER- 319, DEFENDER 238 
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