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[1.0] INTRODUCTION

Battle of Cassino is a company/platoon scale
simulation of the third Allied attack on the Ger-
man Gustav Line around Cassino which occurred
in March 1944. Each Game-Turn is equal to six
hours of real time, and each hex represents a
distance (across) of some fifty meters.

[2.0] HOW TOSET UP
THE GAME

CASES:

[2.1] INITIAL SET-UP

Cassino Town: Anywhere within the town, the
German Player may deploy two parachute bat-
talions, three engineer companies, and two ar-
mored platoons, all at full strength (the German
Player may deploy infantry units already divided
into platoons).

Railway Station: Within four hexes of the railway
station, the German Player must deploy the
parachute machinegun battalion at full strength.
Abbey Hill: On Abbey Hill, above the 400m con-
tour line, the German Player must deploy one full
parachute battalion and three observation post
units.
[2.2] GAME-TURN RECORD/
REINFORCEMENT TRACK

All of the remaining pieces represent either Infor-
mation markers or reinforcement units which
enter the game later in its course. They should be
placed aside or organized according to the track.

[3.01 GAME EQUIPMENT
CASES:

[3.1] THE GAME MAP

The 22" x 35" mapsheet portrays the area in
which the battle was fought. It includes all the
significant terrain in the battle. It also displays the
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Terrain Key, Terrain Effects Chart, Game-Turn
Record/Reinforcement Track and Headquarters
Supply Status Display.

A hexagonal grid is superimposed over the terrain
features printed on the mapsheet in order to
regularize movement and positioning of the play-
ing pieces. To make the map lie flat, back-fold it
against the creases. Small units of masking tape
may be used at the corners of the map to hold it
taut.

[3.2] GAME CHARTS AND TABLES

Various visual aids are provided for the Players in
order to simplify and illustrate certain game func-
tions. These include the Game-Turn Record/Rein-
forcement Track, Bombardment Results Table,
Opportunity Fire Combat Results Table, Terrain
Effects Chart, Close Assault Results Table, and
Headquarters Supply Status Display,

[3.3] THE PLAYING PIECES

The cardboard pieces represent the actual military
units that took part in the original battle, The
numbers and symbols on the pieces represent the
strength, movement capability, and the type of
unit represented by the piece. These playing pieces
are referred to as units.

[3.31] Sample Units
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[3.4] PARTSINVENTORY
One rules booklet
One sheet of die-cut counters (200 pieces)
One 22" x 35" game map
One plastic die (not included in subscription
edition)
One game box assembly (not included in
subscription edition)

If any of the above parts are damaged or missing,
write:

Customer Service

Simulations Publications, Inc.

44 East 23rd Street

New York, N.Y. 10010

[3.5] RULES QUESTIONS

Questions concerning the rules for Barttle of
Cassino will be answered if phrased in such a way
that a one-word reply will suffice and if the ques-
tions are accompanied by a stamped, self-
addressed envelope. Mark the envelope ‘‘Rules
Questions: Battle of Cassino’

[4.0] SEQUENCE OF PLAY

GENERAL RULE:

Battle of Cassino is played in Game-Turns. There
are 17 Game-Turns in a complete game, and each
Game-Turn is composed of two Player-Turns. The
Player whose Player-Turn is in progress is called
the Phasing Player. Each Game-Turn proceeds
strictly in accordance with the following outline.
No action or function is permitted that is contrary
to the Sequence of Play.

1. ALLIED PLAYER-TURN

A. Preparation Fire Phase

Any pin markers placed on the map during the
Phasing (Allied) Player’s last Player-Turn are
removed, The Phasing Player consults the Game-
Turn Record/Reinforcement Track to ascertain
the number of artillery and Air Points that are
available for use this Game-Turn. Consulting the
artillery and Air Bombardment Chart (5.8), the
Allied Player may utilize these points to bombard
hexes containing German units, The Allied Player
may also use mortar fire from battalion head-
quarters (5.7) on the map for the same purpose.

B. Movement Phase

Al his option, the Allied Player may remove any
Ruin markers in hexes in which one or more of his
engineer companies is deployed, unless the hex is
in an Enemy Zone of Control. The Allied Player
moves any or all of his units in accordance with the
rules governing movement. He also consults the
Game-Turn Record/Reinforcement Track to see if
any reinforcements arrive this Game-Turn and
deploys and moves the new units, if any. Units
which move during the Phase are subject to oppor-
tunity fire from the non-Phasing Player.

C. Combat Phase

Allied units deployed on hexes adjacent to hexes
containing German units /must now attack all adja-
cent German units. The non-Phasing Player may
deploy units stacked with headquarters that are
not under attack to reinforce hexes that are under
attack. Allied units that are not engaged may also
use support fire against either reserves that are on
their way to the front or against units that are
under attack. Combat is then resolved according
to the rules which govern this function.

2. GERMANPLAYER-TURN

The German Player now becomes the Phasing
Player and now takes his Player-Turn. He repeats
the same Sequence of Play of three Phases as his
opponent. The complete Game-Turn is then
finished, and the Game-Turn Record marker is
moved ahead one space on the Game-Turn
Record/Reinforcement Track by the German
Player to signify the passage of one Game-Turn.
Play then proceeds to a new Game-Turn,

[5.0] PREPARATION FIRE

GENERAL RULE:

Preparation fire consists of all artillery, air
bombardment and mortar fire. Such forms of
firepower may be utilized only during the prepara-
tion fire phase of each Player-Turn. Air and ar-
tillery bombardment capacity is measured in Bom-
bardment Points. Mortar capability is dependent
upon the number of battalion headquarters units.
All such fires are resolved against individual target
hexes. Units occupying larget hexes may suffer
losses, be pinned or forced 1o retreat, or remain
unaffected. Any retreats resulting from bombard-
ment are conducted by the owning (non-Phasing)
Player. Collateral damage may result from some
preparation fire.

PROCEDURE:

The Phasing Player consults the Game-Turn
Record/Reinforcement Track which lists the
number of Artillery Points and Air Points avail-
able for the current Player-Turn, For mortar fire,
each battalion headquarters unit has one Mortar
Fire Point. Air and artillery bombardment and
mortar fire are resolved on the Bombardment
Results Table (5.8) with the roll of a single die. A
Player may use both types of fire against the same
hex in a Preparation Fire Phase. No hex may be at-
tacked twice by the same kind of fire in the same
Preparation Fire Phase. Only Enemy-occupied
hexes may be bombarded. When the Phasing
Player cannot trace a Line of Sight to the target
hex (see Case 5.2), the accuracy of fire is affected,
and two is added to the bombardment resolution
die roll, When a Line of Sight cannot be traced and
collateral damage results (see Case 5.5), two is ad-
ded to the separate die roll used to resolve the col-
lateral damage effect.

CASES:

[5.1] ACCUMULATION AND USE OF
ARTILLERY AND AIR POINTS

[5.11] At the beginning of each Preparation Fire
Phase, the Phasing Player consults the Game-
Turn Record/Reinforcement Track. This specifies
the number of Air Points and Artillery Points
available on the current Game-Turn.

[5.12] The Phasing Player makes all decisions as
to how many Artillery and Air Points will be used
in a bombardment. Each bombardment is resolved
separately and the number of each type of Point
used is announced.

[5.13] The Phasing Player may combine Artillery
and Air Points in barraging a single hex. Neither
type of Point may be used in mortar bombardment
(see Case 5.7).

[5.14] Unused Artillery Points may be ac-
cumulated for use on future Game-Turns. At the
end of his Preparation Fire Phase, the: Player
should record on a slip of paper any leftover Ar-
tillery Points.

[5.15] Unused Air Points may never be ac-
cumulated from Game-Turn to Game-Turn,

[5.2] LINE OF SIGHT
AND ELEVATIONS

The map is a two-dimensional representation of a
three-dimensional surface. Different colors are us-
ed to code the hexes at various elevations. Hexes
increase in elevation in 50 meter increments, from
zero elevation up to 500 meters. In addition to the
color coding, the Players will find that the various
elevations are identified with a label situated along
the contour lines. A “‘contour line' is defined as
the edge formed by the meeting of two different
fields of elevation color.

A Line of Sight is a perfectly straight line exten-
ding from the center of one hex (containing the
observing unit) to the cenfer of another hex (con-
taining the target). The existence of a Line of Sight
means that the observing unit can see the Enemy
unit for bombardment and other purposes.

A Line of Sight can be obstructed by intervening
elevations and/or by buildings.

[5.21] Describing the Line of Sight

Place a straight edge (a transparent ruler is ideal)
so that it connects the center of the observing hex
with the center of the target hex. If the line so
described passes through any elevation which
could conceivably block the Line of Sight, the
Player must resort to one of the methods detailed
in Case 5.9 in order to determine whether or not
the Line of Sight is obstructed.



[5.22] Effect of Buildings

Buildings are considered to be 10 meters higher
than the elevation on which they stand. So, for ex-
ample, a building on 100 meter terrain represents a
potential obstruction 110 meters high, When trac-
ing the Line of Sight on the map, a building should
be taken into account only if the line actually
touches or passes through any part of the building
symbol itself (not simply the hex that the building
occupies).

Note that units in buildings are considered (o be at
the elevation of the terrain on which ‘the building
stands (nof ten meters higher). Line of Sight may
pass into and from buildings, but not rhrough
them.

[5.23] Effects of Crest Hexes

Crest hexes are any of the hexes enclosed by a ring
of Crest hexsides. Crest hexes are considered to be
10 meters higher than the color code indicates. So,
for example, a group of crest hexes on 150 meter
terrain are actually at 160 meters. Note that the
Hilltop elevation given in the center of each group
of crest hexes is for identification purposes only
and should not be construed as the operative
height of any of the hexes,

[5.24] Length of Line of Sight

The Line of Sight from an Observation Point may
be infinitely long; the Line of Sight from any other
unit may be no longer than 20 hexes. Sec also Case
13:1;

[5.3] UNOBSERVED FIRE

[5.31] All artillery and air bombardment and all
mortar fire are considered to be unobserved unless
a Line of Sight can be traced from a battalion
headquarters or from an observation post to the
hex targeted by such fires.

[5.32] Whenever a Player utilizes unobserved fire,
he must add 2 to any die roll on the Bombardment
Results Table (5.8), Unobserved fire affects die
rolls used to resolve a collateral damage effect; 2 is
added to each such die roll.

[5.33] The Line of Sight must be separately traced
to each hex bombarded.

[5.34] No hex 50 meters or more in elevation may
be targeted by unobserved artillery or mortar bom-
bardment.

[5.4] OBSERVATION POSTS

[5.41] Unlike other types of units, observation
posts are nol restricted 1o a limited Line of Sight

(see Case 5.24), A Player may trace a Line of Sight
CUYTOMER obserVaudiiTpiost any aistante (however,” "

see Case 5.2).

[5.42] Observation post units cannot be moved
except when “‘carried’’ by other units that do have
independent movement capability.

[5.43] Observation posts cannot attack in close
assaull (see Case 12.1). They have no Zone of Con-
trol (see Section 7.0), but they can defend with a
strength of 1. An observation post that is stacked
with other units involved in combat takes no losses
unless the stack is eliminated. The observation
post may advance after combat with its stack, or it
may be forced to retreat. Observation posts have
only one Step of strength and are eliminated if
forced to lose a Step. Observation posts cannot be
recreated or replaced.

[5.5] COLLATERAL DAMAGE

At certain concentrations of firepower with cer-
tain die roll results, the Bombardment Results
Table may specify a collateral damage result
(parenthesized results on the table). This has the
immediate effects.described in the following Cases.

[5.51] If the target hex of the bombardment was a

building or road hex and collateral damage is in-
dicated, then the target hex and all adjacent
building and road hexes are devastated by
bombardment and converted into Ruins. All such
hexes are marked with Ruin markers and remain
Ruins, with movement and combat effects given
on the Terrain Effects Chart (6.4), until the end of
the game unless cleared by engineers (see Case
5.62). If an armored unit is in a hex on which a
Ruin marker is placed, it cannot be moved from
that hex unless freed by engineers.

[5.52] The Phasing Player now chooses any one
stack of Enemy units located within six hexes of an
air attack or within three hexes of a pure artillery
attack to undergo damage as a collateral effect of
the original bombardment. The Phasing Player
then rolls one die on the Bombardment Results
Table (5.8), using the column he used originally.
All parenthesized results are ignored. The col-
lateral damage result is applied to the target hex.
The hex chosen for this collateral damage effect
cannot be the original bombardment target hex. If
collateral damage is the result of a mixed
bombardment by Artillery and Air Points, the
damage range is six hexes.

[5.53] The non-Phasing Player repeats this iden-
tical procedure, choosing a stack belonging to the
Player who made the original bombardment.

[5.54] There are no further effects from collateral
damage. No more than one additional hex may be
attacked by each Player as its result.

[5.55] Nosingle hex may be the target of collateral
damage more than once in any single Player-Turn.

[5.6] RUINS

Ruins are a collateral damage effect of artillery
and air bombardment above a certain con-
centration. The effect of such bombardment in
built-up areas is to converl building and road
hexes into rubble, thus preventing the movement
of tank units through a hex and actually
strengthening the defense of that hex. Combat and
movement effects of Ruins are stated on the Ter-
rain Effects Chart. Ruins are marked on the map
with Ruin markers. Ruins may be removed by
engineer units. All building and road hexes adja-
cent to a target hex that suffers collateral damage
(5.5)are converted into Ruins.

[5.61] Ruins cannot be cleared if they are in an
Enemy-controlled hex.

[5.62] Unpinned engineer companies may clear
Ruins at the rate of one hex per Game-Turn. Any
Ruins hex containing an engineer unit may be con-
Sidered cleared at the start ol the owning Player’s
Movement Phase, before any units are moved (ex-
ccptioﬁ': see Case 5.61).

[5.63] An engineer company cannot expend more
than 10 Movement Points on the Game-Turn it
clears a Ruins hex.

[5.7] MORTAR BOMBARDMENT

[5.71] Mortar fire is handled differently from ar-
tillery and air bombardment. Each battalion head-
quarters on the map may fire mortars with a
strength of 1. The columns on the Bombardment
Results Table correspond to the number of head-
quarters units engaging in one fire mission.

[5.72] A battalion headquarters may fire mortars
al a target more than two hexes from the location
of the headguarters unit.

[5.73] Different battalion headquarters may com-
bine their mortar fires to target the same hex.

[5.74] Mortar fire may be used against a target
hex that is also being bombarded by Artillery or
Air Points in the same Preparation Fire Phase.

[5.75] Mortar fire requires the expenditure of sup-
ply (see Section 10.0).
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[5.8] BOMBARDMENT RESULTS
TABLE (see Chart and Table Sheet)

[5.9] THE LINE OF SIGHT ALGORITHM
AND THE LINE OF SIGHT GAUGE

Players may determine the Line of Sight in two
ways: they may use the basic algorithm (mathe-
matical expression of the Line of Sight) or they
may use the analog device which is a physical ex-
pression of the algorithm. This analog device is
called the Line of Sight Gauge. Usually, Players
will find themselves using the algorithm only to
check the occasional *‘close call” on the Gauge.

ALGORITHM PROCEDURE:
The basic algorithm is as follows:

A clear Line of Sight exists only if . . .

H h-1.5

s is equal to
D or greater than d

H = Height (in meter) of higher position minus
height of lower position.

D = Distance (in meters) from higher position to
lower position.

h = Height (in meters) of potential obstacle minus
height of lower position.

d = distance (in meters) from potential obstacle
to lower position.

Note that this algorithm is valid for any game, not
only Cassino. Many games (both by SPI and other
publishers) used either a faulty version of this
algorithm as the basis for their Line of Sight rules
or they employed a system based upon some other
conception or misconception of terrain geometry.
Players may wish to substitute this simpler and
more accurate system in such games,

LINE OF SIGHT GAUGE PROCEDURE:

Note that heights are expressed in increments of 50
meters which are subdivided into ten meter frac-
tions. Horizontally, distance is measured in un-
divided 50 meter increments (corresponding to
hexes in Cassino. On the zero distance line, locate
the height of the higher position. Measuring from
this point (horizontally, in meters) locate the range
to the lower position, and then on that line locate
the height of the lower position. Connect these two
points with a straight edge (a transparent plastic
ruler is ideal). Now locate the height and distance
of any suspected obstacle. Remember that in
Cassino, a building adds ten meters to the height
of any obstacle and a crest hex adds ten meters to
the haisht of anv ohstacle or position !f the
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obstacle is higher than the Line of Sight al the
point of intersection, then the Line of Sight is
blocked. 1f the Line of Sight exactly intersects the
obstacle, or passes over it, then the Line of sight is
not blocked. If there is any doubt, Players should
resort to the Algorithm. Note that, technically
speaking, the Line of Sight could pass as much as
one and one half meters below the obstacle and
still not be blocked (this accounts for the average
height of the firing point and the target above the
terrain on which they stand).

[6.0] MOVEMENT

GENERAL RULE:

During a Movement Phase, the Phasing Player
may move as many or as few of his units as he
wishes. The movement capability of each unit is
measured in Movement Points; each unit has a
Movement Point Allowance. Movement of a unit
into a hex requires the expenditure of a certain
number of Movement Points depending on the ter-
rain in the hex (see the Terrain Effects Chart, 6.4).
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Each unit can be moved each Game-Turn up to the
limit of its Movement Point Allowance. No unit
need be moved up to its full capability in any
Game-Turn. Movement is entirely at the discretion
of the Phasing Player. Units being moved may be
fired upon by Enemy units utilizing opportunity
fire. Opportunity fire may result in losses to a
moving unit or in a unit's being pinned (see Case
8.25).

PROCEDURE:

Move each unit individually, tracing the path of its
movement through a hexagonal grid printed on the
map. Each hex has a Movement Point cost as
specified by the Terrain Effects Chart (see Case
6.4). These costs are added in calculating the
movement of a particular unit. Basically, one
Movement Point is expended for each hex into
which a unit is moved following a road; other ter-
rain requires the expenditure of more than one
Movement ‘Point. When the Player finishes mov-
ing a particular unit, he removes his hand from the
unit. Movement is then considered completed, and
that counter cannot be moved again in that Player-
Turn. Note: At any point during a unit’s move-
ment, the non-Phasing Player may interrupt the
movement with opportunity fire.

CASES:

[6.1] HOW TO MOVE UNITS

[6.11] During a Movement Phase all, some, or
none of a Player’s units may be moved. Any unit
that is moved may be subjected to Enemy oppor-
tunity fire (see Section 8.0).

[6.12] Unused Movement Points cannot be ac-
cumulated from Game-Turn to Game-Turn, nor
may they be transferred from one unit to another.

[6.13] Movement Points are expended as a unit is
moved into a hex. A unit cannot be moved to a hex
if it has insufficient Movement Points remaining
to expend the appropriate terrain cost.

[6.2] MOYEMENT INHIBITIONS
AND PROHIBITIONS

[6.21] Units cannot be moved into Enemy-
occupied hexes.

[6.22] Battalion headquarters units and observa-
tion post units have no movement capability of
their own and must be carried by other pieces. Por-
tage of such units is an exception to the stricture
that units must be moved individually. Observa-
tion posts and battalion headquarters units suffer
from any pinned effects incurred by the unit
transporting them (only).

[6.23] Armored units cannot be moved into hexes
containing Ruins resulting from collateral damage
(see Case 5.5).

[6.24] Once a unit has been moved into an Enemy-
controlled hex, or when a unit receives a Pin result
from opportunity fire, the unit may be moved no
further in that Game-Turn (exception: Case
13.31).

[6.25] No German unit may be moved or advanc-
ed after combat into any hex within two hexes of
an Allied Entry Zone (see Case 17.1).

[6.26] Certain terrain effects movement. For ex-
ample, movement of a unit from one elevation to
another across a contour line (a hexside between
two colors of terrain) requires the expenditure of
two additional movement points for every 50
meters difference between elevations. See the Ter-
rain Effects Chart (Case 6.4) for a complete list of
terrain effects on movement,

[6.3] MOVEMENT ONTO ABBEY HILL

[6.31] The counters represent units that are con-
ventionally disposed for infantry operations.

There are differences between this kind of disposi-
tion and what is necessary to fight and march on
the slopes of Abbey Hill. To reflect this, a unit that
is moved into a 50 meter elevation hex from a clear
or town hex must stop in that first slope hex and be
moved no further that Game-Turn. On the follow-
ing Game-Turn, the unit may be moved normally.

[6.32] A unit may be moved or retreated freely
from the slope of Abbey Hill onto clear terrain or
into the town. In that event, however, it is again
subject to the movement constraint when being
moved back onto Abbey Hill.

[6.33] Any units beginning a Movement Phase on
Abbey Hill are not subject to the movement con-
straint of Case 6.32 and may be moved nprmally.

[6.4] TERRAIN EFFECTS CHART
(see Chart and Table Sheet)

[7.0] ZONES OF CONTROL
GENERAL RULE:

The six hexagons immediately surrounding a hex
constitute the Zone of Control of any unit occupy-
ing that hex. Hexes upon which a unit exerts a
Zone of Control, called controlled hexes, inhibit
the movement of Enemy units. Movement of a
unit must stop immediately upon entering an
Enemy-controlled hex. A Player cannot move his
units directly from one Enemy-controlled hex to
an adjacent Enemy-controlled hex.

CASES:

(7.11 WHICH UNITS EXERT
ZONES OF CONTROL

Combat units exert a Zone of Control at all times
during all Phases of the Game-Turn. Combat units
include all units except battalion headquarters
units and observation post units.

[7.2] EFFECTS OF
ZONES OF CONTROL

[7.21] Moving a unit into an Enemy-controlled
hex requires no extra Movement Point expen-
diture,

[7.22] Friendly Zones of Control affect only the
Enemy unit movement, not Friendly movement.

[7.23] Zones of Control block Enemy supply and
retreat paths and the arrival of Enemy reserves (ex-
ception: see Case 7.25).

[7.24] There is no additional effect of having
more than one unit exert its Zone of Control onto
a given hex.

[7.25] Friendly Zones of Control do not extend in-
to Enemy-occupied hexes for supply and retreat
purposes.

[8.0] OPPORTUNITY FIRE

GENERAL RULE:

The non-Phasing Player may use his own com-
panies to attempt to interdict the movements of
Enemy units by using opportunity fire during the
Enemy Movement Phase. As the Phasing Player
moves each unit, it is subject to opportunity fire in
any hex along the path of movement, depending
on the non-Phasing Player’s ability to trace Lines
of Sight to the target unit from any non-Phasing
units used for opportunity fire against the target
unit, Opportunity fire is resolved using the Oppor-
tunity Fire Results Table (8.3) and may resull in
the target unit being Pinned or incurring a Step
loss.

PROCEDURE:

The Phasing Player moves his units one by one.
Each time he completes a unit’s movement, the
non-Phasing Player may announce that he will
engage in opportunity fire against that unit, The
non-Phasing Player may then require that the
moving piece be placed in any hex along its path of
movement to undergo opportunity fire. The non-
Phasing Player then announces the number of
company-equivalents engaging in opportunity fire
and demonstrates a Line of Sight (5.2) from all fir-
ing units to the target unit. The non-Phasing
Player then rolls the die and consults the column
on the Opportunity Fire Results Table (8.3) cor-
responding to the number of companies firing.
Any results are applied immediately.

CASES:

[8.1] WHICH UNITS MAY FIRE

[8.11] Observation posts, battalion headquarters
units, and platoon sized units cannot use oppor-
tunity fire. All other types may.

[8.12] No Friendly unit may engage in opportuni-
ty fire more than once per Enemy Player-Turn.

[8.13] Opportunity fire requires the expenditure
of supply (see Section 10.0), and units cannot
engage in opportunity fire unless the requisite sup-
ply can be furnished by a battalion headquarters
unit.

[8.2] USING OPPORTUNITY FIRE

[8.21] A unit may use opportunity fire only
against hexes to which a Line of Sight can be trac-
ed from the firing unit's own location.

[8.22] Targets for opportunity fire are units, not
hexes. An opportunity fire result against one unit
crossing a hex has no effect on any other unit
which may already occupy that hex.

[8.23] A single moving unit may be engaged
repeatedly by opportunity fire along its path of
movement provided that no unit is fired upon
more than once in the same hex and that no firing
unit opportunity fires more than once per Game-
Turn.

[8.24] Results of opportunity fire are im-
plemented immediately, at which time the non-
Phasing Player also expends supply (see Section
10.0) for the opportunity fire he has made.

[8.25] A Pinresult against a moving unit stops the
unit's movement for that Game-Turn in the hex in
which the unit was hit by opportunity fire. No
other result affects unit movement.

[8.3] OPPORTUNITY FIRE
RESULTS TABLE
(see Chart and Table Sheet)

[9.0] STACKING

GENERAL RULE:

The Allied Player may have up to two companies
and one headquarters unit in the same hex. The
German Player may stack two companies, one pla-
toon, and one headquarters unit in a single hex.
Stacking limitations have no effect on observation
posts.

PROCEDURE:

Players move units to the same hex and stack them
on each other. In cases of units having Reduced
Strength markers, it is important regardless of the
order of stacking, to keep the unit affected joined
toits Reduced Strength marker.

[continued on page R9]



[6.4] TERRAIN EFFECTS CHART
Terrain Type Movement Point Cost Combat Effect

Road 1 Other terrain in hex

CH AR I S & Trail 2 Other terrain in hex
: . ;

Ravine Defender tripled

I AB I ES Crest hexside Depends on elevation Defender tripled if attacked
' (see Case 5.23) _ ““uphill” through all .

Crest hexsides

Building 3 Defender doubled
Contour hexside +2 to cross each 50 None

meters
Ruins Infantry: twice normal Defender doubled

terrain cost
Armor; Prohibited

~ Roadblock (same as Ruins) . None
[8.3] OPPORTUNITY FIRE - Stream hexside +10 cross None
COMBAT RESULTS TABLE River hexside ~ Prohibited, except at Combat across River

e 1 2 3 4 5+ . _ _ ‘bridges hexside prohibited
] = . . - P _ Clear terrain at an elevation of:
2 2 & . P P 0 to 199 meters 2 None
3 . _ P P P 200 to 299 meters 3 None
4 = P P P P ; 300 to 399 meters 4 Defender doubled
PT TS 400 to 449 meters S Defender doubled
6 P P P 1 I 450 meters or more 5 Defender tripled
Opportunity: fire by more: than 'S  companies is \ .-Ten‘am Movement Point costs are cumulative, Terraln Combat Effects are cumulative;

L : . however, the defender may never be more than tripled. Terrain bonuses are applied prior ta .
EERGYe ot e 5:t- SOMHIR, o Pineffmts madeféndmgunn’s De{enseSrrength.

[5.8] BOMBARDMENT RESULTS TABLE
Number of Air and/or Artillery Points or
Number of Firing HQ Units (Mortar Bombardment)
pie 1 2 3 4 5 6 7 8 9 10+
1 P P P 1 1 Pl PI 2 2 3
2 (rl) P P P 1 1 Pl Pl (2 (2
SEEIR TN e ey o EXPLANATION
4 - - @ P P P () (1) (P (P) OF RESULTS
5 i . . @) P ' (P) (P) (I) (1) (PD For All Combat
6 - - - - WH® @ @ 0 O Results Tables
Bombardments by more than 10 Air/Artillery Points or HQ units (in mortar = Eng
bombardment) are resolved on the 10+ column. 1,2,3 = Affected unit must lose the in-
dicated number of Steps;
rl, r2, r3 = Affected unit must be
[12.8] CLOSE ASSAULT COMBAT RESULTS TABLE retreated the indicated number of hexes
Combat Ratio (Attacker Strength to Defender Strength) away from its initial hex;
o 13 12 11 32 21 31 41 5 =N "
s 1/- 1/ 1/ e W= e A Eou’mZrarﬁﬂizﬁsiiiinfﬁ :lf: i\:"]l] i(|i ll:f;j
2 2/~ 1r2/- Irl/- 1/- -/1 1/1rl ~/1rl -/1rl Air Bombardment die rolls only; ignor-
A At g e an | e ed for Mortar and Secondary damage
4 I/~ - 1 -1 o -ad 22 /2 PRI
5 1/- 171 -/ i o=/ 2720 /21 /22
6 1/1 -/1 1/1rl =/1rl 2/2rl -/2rl /212 -/213
Results to left of slash refer to Attacker; those to right of slash apply to Defender. Combat at a ratio
of less than 1-3 is resolved on the 1-3 column; combat at a ratio of greater than 5-1 is resolved on the
5-1 column.
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[6.4] TERRAIN EFFECTS CHART

Terrain Type ‘Movement Point Cost Combat Effect
Road 1 Other terrain in hex
CH AR I S & Trail 2 Other terrain in hex
Ravine 8 Defender tripled
’IAB I ES Crest hexside Depends on elevation Defender tripled if attacked
(see Case 5.23) “uphill’” through all
_ Crest hexsides
Building 3 Defender doubled
Contour hexside + 2 to cross each 50 None
' meters
Ruins Infantry: twice normal Defender doubled
terrain cost
Armor: Prohibited
Roadblock (same as Ruins) None
[8.3] OPPORTUNITY FIRE Stream hexside +to cross None

COMBAT RESULTS TABLE

River hexside

Prohibited, except at

Combat across River
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pie 1 2 3 4 Ky bridges hexside prohibited
I E E o . P Clear terrain at an elevation of:

2 g . . P P 0 to 199 meters 2 None

3 - . P P P 200 to 299 meters 3 None

4 - P P P P 300 to 399 meters 4 Defender doubled
¥ B P P P 1 _ 400 to 449 meters 5§ Defender doubled
6 P P P I 1 450 meters or more 5 Defender tripled

Terrain Movement Point costs are cumulative. Terrain Combat Effects are cumulative:
however, the defender may never be more than tripled. Terrain bonuses are applied prior to
Pin effects to a defending unit’s Defense Strength.

Opportunity fire by more than 5 companies is
resolved on the 5+ column.

[5.8] BOMBARDMENT RESULTS TABLE

Number of Air and/or Artillery Points or
Number of Firing HQ Units (Mortar Bombardment)

o1 2 3 4 5 6 7 8 9 10+
I P _®P P 1 1 PL P2 2 O
2 ¢ P P P 1 1 Pl PlL 2 @
R IR S e R e EXPLANATION
4 - - @ P P P (1) (I (P (P) OF RESULTS
6 - - - - @ @ @ O O e
P = Pin;

Bombardments by more than 10 Air/Artillery Points or HQ units (in mortar . )
bombardment) are resolved on the 10 + column. 1, 2,3 = Affected unit must lose the in-

dicated number of Steps;

rl, r2, r3 = Affected unit must be
retreated the indicated number of hexes
away from its initial hex;

[12.8] CLOSE ASSAULT COMBAT RESULTS TABLE
Combat Ratio (Attacker Strength to Defender Strength)

pE 13 12 11 32 21 31 41 51 =Nl N
R il e oy 1
2 2/-  1r2/- 1rl/- 1/- -/1 11l /1l /11l Air Bombardment die rolls only; ignor-
3 LA i i 11 tha’ i i 2/2r1 eq for Mortar and Secondary damage
4 Irl/- 1/- 1/1 -/1 -irl /il 27200 -/2r SR,

5 1/- 1/1 /1 M <t . S

6 1/1 -/1 /10 /1l 2720 -2 /212 /213

Results to left of slash refer to Attacker; those to right of slash apply to Defender. Combat at a ratio
of less than 1-3 is resolved on the 1-3 column; combat at a ratio of greater than 5-1 is resolved on the
5-1 column,
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feontinued from page R4]

CASES:

[9.1] PLATOONS

All platoons (symbol: ®e#) count as one-third of a
company for stacking purposes.

[9.2] OVERSTACKING

[9.21] In some cases units may be forced into an
overstacked situation as a result of combat, Each
unit forced into a hex already stacked to capacity is
termed an overstacked unit and must lose an addi-
tional Step of combat strength immediately.

[9.22] A Player must attempt to end his over-
stacked situation by moving away from the hex all
overstacked units. At the end of the Player's
Movement Phase of each Game-Turn subsequent
to the creation of an overstacked situation, all
overstacked units must lose one Step.

[9.23] A Player may not deliberately move his
units into an overstacked situation.

[9.24] Overstacked units may not take part in
close assault, support fire, or opportunity fire, nor
do they add to the defense of a hex under close
assault. They do not take Step losses from a close
assault unless there are no other units remaining in
the hex to absorb losses. Overstacked units must
retreat if the units with which they are stacked are
forced to do so.

[10.0] SUPPLY

GENERAL RULE:

A unit must be in supply in order to use opportuni-
ty fire, support fire, attack at full effectiveness, or
be moved at its full rate. Any headquarters unit
with one or more supply increments may in turn be
used to supply any units within the Supply Radius
of that HQ unit.

PROCEDURE:

Each headquarters unit has a Supply Radius of
five hexes. Provided that a company is within this
distance of a headquarters, and provided that the
headquarters has unexpended supply available,
the unit may be considered to be in supply (excep-
tion: Case 10.2), The owning Player checks the
supply status of a unit during his Movement Phase
to see if the unit’s Movement Point Allowance is
halved), during the Enemy Movement Phase (for
opportunity fire), and during the Friendly Combat
Phase (if the unit is involved in close assault or
support fire).

CASES:

[10.1] SUPPLY INCREMENTS AND
HOW TO RE-DEPLOY HQ UNITS

[10.11] Supply is measured in increments. An in-
crement is the amount of supply consumed each
time the Player engages in mortar fire, opportuni-
ty fire, or close assault. A battalion headquarters
is considered to have, intrinsic to it, three in-
crements of supply. Each time an increment is con-
sumed, all units within the Supply Radius of that
headquarters may engage in the function for which
that supply was consumed.

[10.12] A utility marker is placed on the Head-
quarters Supply Status Display to indicate the
number of supply increments each headquarters
unit has at any instant (see Case 10.3). When three
increments are used up, the headquarters is remov-
ed from the map.

[10.13] Headquarters units are not eliminated
from the game when expended for supply. Rather,
they are re-deployed on the following Friendly
Player-Turn in the owning Player’s Movement
Phase. Allied headquarters are re-deployed in any

map edge hex of their original Entry Zone. Ger-
man headquarters are re-deployed in hex 5912.
Headquarters units have no Movement Point
Allowance and therefore must be ‘“‘carried’’ by
other units. Headquarters units that are eliminated
in combat are removed from the game and are
never re-deployed.

[10.2] SUPPLY LINES

[10.21] To receive supply from a headquarters, a
unit must meet certain criteria. The unit must be
within the Supply Radius of the headquarters. In
addition, the Player must be able to trace a supply
line to the headquarters. The supply line is a path
of hexes, no more than seven hexes long,
unobstructed by the Enemy units or their Zones of
Control, connecting the headquarters unit with the
unit being supplied. Friendly units negate Enemy
Zones of Control for supply purposes.

[10.22] A unit for which a line of supply to a head-
quarters cannot be traced is considered Out of
Supply, even if the headquarters is dispensing sup-
ply and the affected unit is within its Supply
Radius.

[10.3] HEADQUARTERS SUPPLY
STATUS DISPLAY

[10.31] The Headquarters Supply Status Display
is printed on the map and indicates the current
supply status of each HQ unit.

[10.32] The Display is arranged so that when the
HQ unit has three supply increments (the max-
imum), its box on the Supply Status Display is
empty. The first time a supply increment is ex-
pended, a | Reduction marker is placed in that box
on the Display. This is turned over to a 2 when
another supply increment is expended. At the third
expenditure, the Reduction marker is removed
from the Headquarters Supply Status Display and
the headquarters unit is removed from the map.

[10.33] All supply expenditure, whether for mor-
tar fire (5.7), opportunity fire (8.0), close assault
(12.1), or support fire (12.3), must be recorded on
the Headquarters Supply Status Display at the ins-
tant of expenditure.

[10.4] EFFECTS OF SUPPLY
ON COMBAT AND MOVEMENT

[10.41] The expenditure of one supply increment
by any one battalion headquarters unit is necessary
to enable all Friendly HQs to engage in a round of
mortar bombardment in the Preparation Fire
Phase.

[10.42] The expenditure of a supply increment by
a battalion headquarters during an Enemy Move-
ment Phase is necessary to enable all units which
can draw supply from that HQ unit to engage in
opportunity fire,

[10.43] The expenditure of a supply increment by
a HQ during the Player’s Combat Phase is
necessary to enable all units which can draw sup-
ply from that headquarters to engage in close
assault at full strength. A unit may engage in close
assault at one quarter of its strength if not in sup-
ply .

[10.44] The expenditure of an HQ's supply incre-
ment during a Player’s Combat Phase is necessary
to enable all unengaged units which can draw sup-
ply from that HQ unit to engage in support fire,
Note: The same supply increment cannot be used
for both close assault and support fire.

[10.45] Supply is expended at the instant that a
particular function is performed. Supply lines for
those functions are judged as of that point in time.

[10.46] A unit must begin a Movement Phase
within the Supply Radius of a Friendly HQ unit in
order to be moved its full Movement Point
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Allowance. Otherwise, its Movement Point

Allowance is halved for that Game-Turn.

[10.47] Supply status has no effect on a unit's
defensive strength.

[11.0] STEP LOSSES
AND UNIT
REORGANIZATION

GENERAL RULE:

Each unit in the game has a certain number of
strength levels called Steps. A unit’s current
strength is equal to its printed face value minus the
value of any Reduction marker that may be pre-
sent with the unit. A unit’s value may be changed
either by combat or by reorganization during the
Player's Movement Phase.

PROCEDURE:

During the Preparation Fire Phase, the Movement
Phase, and the Combat Phase the Player may suf-
fer losses and be required to adjust the combat
value of his units. During his own Movement
Phase the Player may voluntarily adjust the
strengths of his units to redistribute losses, subject
to the restrictions detailed below.

CASES:

[11.1] INFANTRY COMPANY
ORGANIZATION

[11.11] Infantry company counters are
backprinted with a lower combat strength of the
same unit on the back, All infantry companies are
considered to have a strength of six Steps and
losses on the various Combat Results Tables are
given in numbers of Steps. Aninfantry company is
inverted to its reduced strength status if and when
it loses a third Step of combat strength.

[11.12] Intermediate numbers of steps are
designated by a Reduction mavrker with a 1 on one
side and a 2 on the other. When a company takes
its first loss, a | marker is placed beneath the unit;
this is flipped 1o a 3 if a second loss is taken, and
the unit is inverted upon taking a third loss.
Similarly, an infantry company at reduced
strength status still has three Steps left, with losses
designated in the same manner. An inverted com-
pany which takes a third Step loss is removed from
play.

[11.13] In all cases where a unit takes a loss, the
face value Combat Strength of the unit is
modified. The amount shown on the Reduction
marker is subtracted from the face-value strength
when the unit is either defending or attacking in
close assault (12.4).

[11.2] GERMAN INFANTRY PLATOONS

[11.21] German infantry companies may be
broken down into infantry platoons. Each platoon
has two Steps. Each company may be broken
down into three platoons. Three platoons stacked
in the same hex at the beginning of the Movement
Phase may also be rebuilt into a company. Both
breakdown and rebuilding are accomplished at a
cost of 10 Movement Points.

[11.22] Platoon losses are designated simply by
inverting the platoon counter to its reduced
strength. A platoon which takes a second Step loss
is eliminated.

[11.23] The number of companies which may
break down into platoons is limited by the number
of platoon counters included in the countermix.

[11.24] An infantry company may detach single
platoons. It need not break down completely into
platoons. Rather, the infantry company is simply
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marked as if it had taken a two Step loss (see Cases
11.12 and 11.13). Pinned units may not break
down or rebuild into companies.

[11.25] Newly created German infantry platoons
are placed on the same hex as the parent unit.

[11.3] REORGANIZATION

[11.31] Infantry companies of the same nationali-
ty that are stacked in the same hex at the start of a
Player's Movement Phase may redistribute the
Step losses that they have taken. This is considered
reorganization.

[11.32] German infantry companies which detach
platoons also are considered to be reorganizing,

[11.33] Reorganization may occur only during the
Movement Phase of the owning Player’s Player-
Turn. -All units involved in a reorganization must
expend 10 Movement Points to dp so.

[11.34] Indian units of the Gurkha-type and of the
Rajputana rifle-type are not of the same nationali-
ty and cannot reorganize into each other.

[11.35] German infantry companies may re-
absorb platoons at a 10 Movement Point Cosl.
Platoons reorganizing into a company must begin
the Movement Phase stacked in the same hex.

[11.4] ENGINEER COMPANIES,
TANK PLATOONS, AND
BATTALION HEADQUARTERS
STEPS

[11.41] Engineer companies have only three Steps
and have no reduced strength status. Losses are
recorded as specified in Cases 11.12and 11.13.

[11.42] Tank companies have six Steps, with a
reduced strength backprinted side. Losses to them
are recorded as specified in Cases 11.12and 11.13.

[11.43] Tank platoons have only two Steps, of
which one Step is the reduced strength rear face of
the counter. Losses to these units are recorded as
specified in Case 11.22.

[11.44] Battalion headquarters units have only
one Step. They are eliminated if forced to take a
loss.

[12.0] COMBAT
GENERAL RULE:

Combat occurs between adjacent opposing units
in the Combat Phase. Combat is mandatory be-
tween any adjacent opposing units. Such units are
considered to be engaged units. Unengaged units
may participate in support fire for the attacker or
as reserves for the defender. Combat may result in
Step losses or in retreats; combalt requires the ex-
penditure of supply by the attacker. In the rules
following, the Phasing Player is referred to as the
attacker and the non-Phasing Player as the
defender.

PROCEDURE:

The attacker may launch his attacks in any se-
quence desired 5o long as every attacking unit that
is in a Zone of Control participates in a close
assault and so long as every defending unit that is
in the attacker’s Zone of Control is subjected to a
close assault. The attacker totals the combined
strength of all attacking units and announces the
attack, The defender’s non-engaged units which
are stacked with headquarters may be used as
reserves under certain conditions., When the
defender has committed or withheld reserves, the
attacker may use his unengaged, non-pinned units
for support fire. Such support fire (see Case 12.3)
is resolved by first using the Opportunity Fire
Results Table (8.3). The attacker then compares
his total strength to that of the defender and

resolves the attack using the Close Assault Results
Table (12.8) and a die roll. Results specified by the
Close Assault Results Table and the Opportunity
Fire Results Table are implemented immediately.
The attacker then adjusts his headquarters supply
level to reflect supply increments expended in the
close assault attacks.

CASES:

[12.1] CLOSE ASSAULT

[12.11] Each attacking unit must be adjacent to
the hex it attacks. The attacker totals the combat
strengths of all units attacking a hex and an-
nounces his attack. At this time, the defender may
commit reserves (see Case 12.2), but the attacker
can also intervene with support fire (see Case 12.3)
either against reserves in motion or against the
hexes attacked.

[12.12] Separate close assaults cannot be made
agains! units defending in the same hex. Unitsina
single hex must be assaulted as a single combined
defense strength. No hex may be close assaulted
more than once in any Combat Phase.

[12.13] Once it has been ascertained whether the
defender will commit reserves to a hex, the total
value of the defending units is computed, noting
any effects specified by the Terrain Effects Chart
for the hex occupied by the defender. Terrain ef-
fects are cumulative until tripled. No unit is ever
more than tripled. When adjustment of combat
strength is necessary due to the presence of pinned
units, the terrain-adjusted strength of all units in
the hex is totaled first and strength reductions are
then applied (fractions dropped) to derive the total
strengthin a hex.

[12.2] RESERVES

[12.21] The defender may intervene in the close
assault on a hex by committing unengaged units
stacked with a battalion headquarters as reserves.

[12.22] The decision to commit reserves is made
by the defender as soon as the attacker announces
his attack on a particular hex,

[12.23] To reinforce a hex with reserves, the
defender must have a headquarters within five
hexes of the hex under close assault. Stacked with
the headquarters must be a combat unit that can be
sent as a reserve. 1f available, reserve units can be
committed up to the full stacking capacity of the
hex.

[12.24] Headquarters units themselves are not
reserves and cannot be dispatched to aid defending
units.

[12.25] Reserve units may be moved up to seven
hexes to reinforce a hex under close assault. They
may not enter hexes covered by the attacker's
Zones of Control unless those hexes are occupied
by the defender’s units. All movement rules apply
except that units dispatched as reserves do not ex-
pend Movement Points for the terrain hexes they
enter.

[12.26] Reserve units en route to the front are sub-
ject to the attacker’s support fire (see Case 12.3).

[12.27] Reserve units receive no defensive terrain
bonuses on the hexes they reinforce, even if other
defending units do receive such benefits.

[12.28] Armored units cannot be used as reserves.

[12.3] SUPPORT FIRE

[12.31] Support fire can be considered opportuni-
ty fire emanating from the attacker rather than his
opponent. All the restrictions listed in Section 8.0
apply to support fire except that it is executed in
the Combat Phase and by the Phasing Player
(rather than in the Movement Phase by the non-
Phasing Player). The attacker must be able tr

trace a Line of Sight (5.2) to the target hex from
the support units.

[12.32] Only units that are under close assault and
reserves being sent to them may be subjected to
support fire from the artacker.

[12.33] Only those of the attacker’s units that are
not participating in a close assault and are not pin-
ned may engage in support fire. No unit may
engage in support fire more than once in any Com-
bat Phase.

[12.34] Support fire requires a supply increment
expenditure separate from that required for the
close assault. Its effectiveness may be affected by
the nationality of the HQ unit providing supply
(see Case 12.5).

[12.35] The attacker announces whether and how
he will use support fire after the defender dispat-
ches or withholds reserves.

[12.4] RESOLUTION OF
CLOSE ASSAULT COMBAT

[12.41] The attacker locates a combat ratio cor-
responding to one of the columns on the Close
Assault Results Table by comparing his strength
with that of the defender. Dividing the defender’s
total strength into that of the attacker will give the
basic combat ratio. Uneven ratios are rounded-
down in favor of the defender to the nearest of the
simplified ratios listed on the Close Assault
Results Table.

[12.42] The attacker then rolls one die and cross
indexes the die result with the proper combat ratio
column on the Close Assault Results Table. The
intersection of row and column gives the combat
result. Combat results are explained on the Table.

[12.43] The column on which a given Close
Assault is resolved may be modified by special
conditions listed in Cases 12.5and 12.6.

[12.44] Whenever a defending unit on a hex is
eliminated or forced to retreat, the surviving at-
tacking units can be advanced into the hex vacated
by the defender.

[12.45] Each Player retreats his opponent’s units,
il this is called for by the Close Assault Results
Table, according to the guidelines in Case 12.7.

[12.46] The results of Close Assault are im-
plemented immediately, before any further com-
bat is resolved.

[12.5] EFFECTS OF NATIONALITIES
ON COMBAT

The Allied effort was hindered somewhat by the
multi-national character of their forces.

[12.51] An Allied Battalion HQ unit may always
be used to supply all Allied units within that unit’s
Supply Radius (see Case 10.2).

[12.52] Whenever a New Zealand infantry unit
which is supplied by a Rajputana or Gurkha HQ
unit is involved in a Close Assault, Support Fire,
or Opportunity Fire, that combat is resolved with
a one-column shift 1o the left (in favor of the Ger-
mans) from the column that would normally be us-
ed to resolve it on the appropriate table. E.g., a
“3.1"" Close Assault involving such a unit would
be resolved using the **2-1"" column,

[12.53] Whenever a Gurkha infantry unit sup-
plied by a non-Gurkha HQ unit is involved in a
Close Assault, Support Fire, or Opportunity Fire,
that combat is resolved with a one-column shift to
the left.

[12.54] Whenever a Rajputana infantry unit sup-
plied by a New Zealand HQ unit is involved in a
Close Assault, Support Fire, or Opportunity Fire,
that combat is resolved with a one-column shift to
the left.



[12.55] All Engineer and Armor units may be sup-
plied for combat by any HQ unit without any
penalty per se (however, see Case 12.56).

[12.56] Whenever units of more than one Allied
nationality participate in a Close Assault, in addi-
tion to any other penalties which may apply, there
is & penalty of a one-column shift to the left on the
Close Assaull Results Table, Exception: British in-
fantry units may participate in an attack with any
other nationality without such penalty; other
penalties still apply.

[12.57] All penalties listed in Case 12.5 are
cumulative, However, there can never be a shift
penalty greater than two columns.

[12.6] GURKHA AND GERMAN
PARATROOP NIGHT CLOSE
ASSAULT BONUS

When one or more Gurkha or German paratroop
infantry units engage in Close Assault on a night
Game-Turn, there is a one-column shift on the
Close Assault Results Table in favor of the Allied
or German player, respectively. Note: this bonus
applies to attacks only; neither the Gurkhas nor
the paratroops have any night advantage on the
defense.

[12.7] RETREAT GUIDELINES

All retreats resulting from close assault are con-
ducted by the victorious (non-owning) Player,

[12.71] Units must be retreated into unoccupied
hexes if possible.

[12.72] Units must be retreated toward their
source of supply if possible.

[12.73] Units may be retreated onto hexes that are
already stacked to capacity (9.0) as a matter of last
resort. Units which retreat into an overstacked
situation must take an additional Step loss.

[12.74] Units cannot be retreated into Enemy-
occupied hexes, Enemy-controlled hexes (except
as noted), or off the map edge. Friendly wnits
negate Enemy Zones of Control for retreat pur-
poses. Armored units must be retreated onto
usable road hexes if at all possible.

[12.75] Units which cannot retreat are eliminated
instead.

[12.8] CLOSE ASSAULT RESULTS
TABLE (see Chart and Table Sheet)

[13.0] NIGHT GAME-TURNS
GENERAL RULE:

Night Game-Turns are all Game-Turns marked
1800 (6 P.M.) or 0000 (Midnight) on the Game-
Turn Record/Reinforcement Track. During night
Game-Turns, a unit’s vision and movement is im-
paired, with certain consequences for game
mechanics.

CASES:
[13.1] EFFECTS OF NIGHT
ON VISIBILITY
[13.11] Opportunity fire and support fire are
allowed only within a three-hex range.

[13.12] Only observed artillery and mortar fire
(5.3) are allowed during night Game-Turns, and
Lines of Sight may be traced to a maximum of
three hexes.
[13.2] EFFECTS OF NIGHT

ON COMBAT
Close assaults made by Gurkha-type infantry units
and by German paratroop units receive a bonus
(see Case 12.6).

[13.3] EFFECTS OF NIGHT
ON MOVEMENT

[13.31] Gurkha companies may be moved
through the Enemy-controlled hexes on night
Game-Turns with the expenditure of three Move-
ment Points in addition to the normal terrain cost
of the hex entered.

[13.32] All Movement Point terrain costs are
doubled during night Game-Turns with the excep-
tions of movement along roads.

[14.0] PINNED UNITS
GENERAL RULE:

Units may be forced to take cover, impending their
movement and combal ability, by a variety of fires
resolved on different results tables. A Pin is a
specific combat result which is the outcome of cer-
tain die rolls on the Bombardment Results Table
and the Opportunity Fire Results Table. Pinned
units cannot move further nor may they attack for
one full Game-Turn,

PIN

PROCEDURE:

When a Pin occurs, the unit affected is marked
with a Pin marker. These markers are colored
vellow on one side and grey on the other. When a
Pin is inflicted during the Allied Player-Turn,
mark the affected units with the yellow side; use
the grey side when the Pin comes on the German
Player-Turn. All yellow Pin markers are removed
at the beginning of the Allied Plaver’s next
Preparation Fire Phase; all grey Pin markers are
removed at the beginning of the German Plaver's
next Preparation Fire Phase.

CASES:

[14.1] EFFECTS OF PINS
ON MOVEMENT

[14.11] A Pinned unit cannot be moved.

[14.12] A Pinned unit which begins a Friendly
Movement Phase in an Enemy-controlled hex may
be moved one hex to withdraw from the Zone of
Control. It is forced to attack if unable to do so
(see Case 14.22).

[14.2] EFFECTS OF PINS ON COMBAT

[14.21] Pinned units cannot engage in opportuni-
ty fire, support fire, or close assault (exception: see
Case 14.22).

[14.22] A Pinned unit adjacent to an Enemy unit
during a Friendly Combat Phase must close
assault — even without supply. Pinned units at-
tack with V4 of their combat strength, fractions
rounded down.

[14.23] Pinned units defend at half strength, frac-

tions rounded down.

[14.3] EFFECTS OF PINS ON
HEADQUARTERS UNITS

Pinned HQ units cannot be moved or used for the
deployment of reserves (see Case 12.2). They can
be used for all supply functions and for mortar
bombardment (see Case 5.7).

[15.0] ROADBLOCKS
GENERAL RULE:

Roadblocks are barriers or obstacles used to limit
the movement of Enemy vehicles along a road.
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Roadblocks are deliberately created by the use of
infantry or engineer units to construct the block.
They have the same effect on movement as Ruins.

PROCEDURE:

A Player may place roadblocks on road hexes on-
ly. At the end of any Movement Phase, the Phas-
ing Player may announce that any infantry or
engineer companies deployed in road hexes are
building road blocks, Such a unit cannot be moved
in the subsequent Friendly Movement Phase, The
block is placed on the map at the end of the Friend-
ly Player's next Movement Phase. The effect of
roadblocks for infantry is to double the normal
Movement Point cost of the terrain in the hex (or
the road movement cost if the unit is following the
road). Armored units may not enter roadblocked
hexes.

CASES:

[15.1] CONSTRUCTING ROADBLOCKS

[15.11] A roadblock cannot be built in an Enemy-
controlled hex.

[15.12] Only infantry and engineer companies
may build roadblocks, and only on road hexes.
Companies building roadblocks cannot be moved,
engage in opportunity fire, or support fire.

[15.13] If a company is close assaulted or Pinned
while building a roadblock, the construction at-
tempt is considered ineffective,

[15.2] REMOVING ROADBLOCKS

[15.21] A roadblock in an Enemy-controlled hex
cannot be removed.

[15.22] A roadblock can be removed by an
engineer company at a cost of 15 Movement
Points. The engineer company moves to the hex
containing the block during Friendly Movement
Phase. The roadblock is then removed from the
map with the expenditure of the required Move-
ment Points. An engineer unit with unexpended
movement capability remaining may then be mov-
ed away from the unblocked hex.

[16.0] ARMORED UNITS

COMMENTARY:

The Allied attack on Cassino was launched only
after repeated postponements due to rain. Terrain,
along with the long rains, made the Cassino sector
especially difficult for tank units. The slopes of
Abbey Hill were simply impossible for tanks to
negotiate. At the same time, the lowland around
Cassino town was so waterlogged that it could not
support tanks. To reflect this in the game, the
mobility of tanks is restricted.

GENERAL RULE:

Tank units are allowed only on roads.

CASES:

[16.1] EFFECTS ON
ARMORED UNIT MOVEMENT

[16.11] Tank units forced to retreat into non-road
hexes are immobilized and cannot be moved,

[16.12] Tank units located on hexes that are con-
verted into Ruins by artillery and air bombard-
ment also are immobilized on the Ruin hexes.

[16.13] Immobilized tank units may be freed by
engineer units in the same manner as engineer
units clear Ruins. The engineer unit is deployed in
the hex with the tank unit (if the latter is ina ruined
road hex) or in an adjacent road hex (if the tank
has been retreated off the road). In the following
Friendly Movement Phase, the tank unit may be
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moved normally (starting with the hex containing
the engineer unit if the tank was immobilized off
the road).

[16.2] COMBAT EFFECTS
OF IMMOBILIZATION

Immobilized units may engage normally in oppor-
tunity fire, support fire and close assault.

[17.0] REINFORCEMENTS
GENERAL RULE:

Both sides receive reinforcement units during the
game, such units are deployed on the map on
Game-Turns specified by the Game-Turn Record/
Reinforcement Track. Reinforcements enter the
game at full strength during the Movement Phase
of the Friendly Player-Turn. Reinforcements can
be moved normally on their Game-Turn of arrival,

PROCEDURE:

During each Movement Phase, the Phasing Player
consults the Game-Turn Record/Reinforcement
Track, which indicates whether new units are due
to arrive. The Game-Turn each enters the game on
and the Zone of arrival are printed on each
counter. The Player places the new units on the
designated hexes and proceeds to move them,

CASES:

[17.1] ENTRY ZONES

[17.11] The Entry Zones are: A (hexes 1934 and
1833), B (hexes 1734-1233), C (hexes 0934-0134),
D (hexes 1734-0134), E (hexes 0134-0117), F (hexes
5909-5916).

[17.12] All units enter at Entry Zones except for
one New Zealand company on Game-Turn |
which is slated to enter at hex 1833 or 1934,

[17.2] DEPLOYMENT OF
REINFORCEMENTS

[17.21] If the specific Entry Zone for a unit is
Enemy-occupied or Enemy-controlled, listed units
may enter the map on any hex along the same map
edge as the Entry Zone (exception: along the east
edge units can enter only from hexes numbered
013410 1734).

[17.22] The owning Player may voluntarily delay
the arrival of reinforcements so long as he deploys
them in the same Entry Zones as listed when they
are brought onto the map.

[17.23] Reinforcement units may move normally
on the Game-Turn of entry.

[18.0] VICTORY CONDITIONS

GENERAL RULE:

Victory is determined by the situation at the end of
Game-Turn 17. If there is not at least one German
unit in any of the 15 hexes of Cassino Abbey, the
result is an Allied Decisive Victory. If there is at
least -one German unit each in Cassino Abbey and
one of the four hexes of the Continental Hotel, the
result is a German Decisive Victory. If neither of
the above conditions is fulfilled, victory is deter-
mined by Allied casualties. If the Allies have lost a
total of fewer than 72 steps (three battalion
equivalents), the result is an Allied Tactical Vie-
tory. Otherwise, the result is a German Tactical
Victory.

DESIGNER’S NOTES

This game began with a request by Brad Hessel
during the spring of 1978. SPI's idea was to have a
game of this one particular battle in which the New
Zealand Corps reached to within a grenade’s
throw of the Cassino Abbey. This notion guided
both the choice of subject and the tactical level of
the game. Only at a low-level scale could the game
system give an adequate portrayal of the bitter
fighting for Cassino Town and Abbey Hill. Work
thus began by finding a 1:50,000 scale map, and
this projection was blown up several times to
achieve the desirable size. The decision was made
to ignore the disengaged brigade front and abor-
tive tank attack from the right flank of the 4th In-
dian Division because this would not add to the
game, while it would cost considerably in level of
detail, particularly in the town.

The game system is a meld of concepts from tac-
tical and operational games. Some operational-
style rules, such as Zones of Control, would be just
applicable at the company level here, and could
also serve to keep the system from getting loaded
down with tactical detail. Tactical provisions such
as Opportunity Fire and Line of Sight were also
clearly appropriate and have been included as well.
The net result is a tactical game which should pro-
ve to be both interesting to play and different from
most approaches to tactical game design. My ma-

jor regret is that countermix limitations precluded
the use of a company-platoon breakdown system
for both sides in the simulation.

Cassino's most immediately noticeable feature is
the high Movement Point Allowances given to
units., This is certainly a difficulty in any tactical
game which must have turns of any length. To be
at all playable, the game has to have a limited
number of turns, in Cassino they are of six hours
each. But as distance represented by hexagons falls
while turn lengths remain fairly long, movement
rates must increase enormously. Even so,
60 movement points represents a cross-cauntry
move of only 3000 meters, surely less than the
march capability of an infantry company. In the
conditions pertaining at Cassino, however, no unit
moved more than this distance in any one six-hour
period.

The most difficult development problem was en-
suring the Allied Player a chance at victory, In the
original battle the Allies committed a few of their
available troops and timed the entry of those
forces badly, with the result that the New Zealand
Corps was robbed of a potential decisive superiori-
ty at the point of contact. Entry zones, rather than
hexes, proved to be the best answer as they force
the German player to defend a line rather than
concentrating his available troops on a narrow
front. In the long run only strong play can offset
the Allies” higher command errors at Cassino.

Finally a couple of things required by the tactical
level of the game should be noted. These are
minimum mortar ranges and collateral damage.
Minimum ranges are required by ballistics trajec-
tories with the hex sizes used here. Similarly, hex
size requires collateral damage given the blast
radius of shells and bombs. John Prados
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