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TACTiCAL GAME 103: 
REGIMENT - BATTALION COMBAT, RUSSIA 1942-44 

GENERAL COURSE OF PLAY 
The IS" by IS" map sheet shows a typical 
area of western Russia. with terrain which 
affects movemenl and combat (see Terrain 
Effects Chari) An he~agonal grid has been 
superimposed oVllr the map 10 enable the 
Players to determine movement, position, and 
firing ranges of their units_ One Player is the 
Soy;., Player , who controls the Russian Units, 
while the o ther is Ihe Garman Player , who 
con lrols the German units. Each player maneu­
Yl!fS his units and fires their weapons ("at­
tacks") a t the units of the Enemy Player, in an 
eUort to destroy as many enemy units as 
possible (see Combat Resul ts Table). and gain 
certain 98<>Qraphic objectives, while minimizing 
Friendly losses, and denYing the Enemy his 
IJE'OQraphic objectives. The game is won by 
accumulating Victory Points. with final victory 
(of various types) being awarded 10 the side 
with more Victory Points. 

THE PLAYING PIECES 
The square. die..cut cardboard pieces (hereafter 
called units) represent brigade. regiment and 
battalion 5i~e military organi~ations of S8...eral 
different types Ie g, artillery, infantrY,armor, 
el al). The numbers represent Ihal unit's 
capabililies wilh respect to combat and move­
ment. 

Movement Allowance 

Road Movement Space (RMS) 

\ 
Combat Strength ----_1,--;--.... ' 
(against non"ij rmor unil5) 3 ~ 10 
Attack Strength (against armorl 3 I I 

Defanse Strength -----1-c3 I:8l 
(against armor! 

ranged~nUlery uni t 
Movement Allowance 

Road Movement Space IRMS) 

Fire Strength 

Ranged.artillery units hllve \ 
an understood Defen5e r.'.. __ ~t---o, 
Strength of "'" when 10 6 d 
attacked by any type of ,..L.., ;:;J 

unIt ~n 

Range Anowance 3 

TYPES OF UNITS 

§ Tank 

[CD[ Assault Gun 

§ Reconnaissance 
armor units 

~ Armored Infan try 

~ Headquarters 

[",[ Enllineer 

"- Artillery Supply 

~ Anli-aircraft artillery 1direct firef 

[!] Direct fire Artillery 

IS:ZI Anti-tanK Anillery (direct fire) 

IZI Infantry 

[!] Ranged Artillery 

~@] 

ARMOREO UNITS 
The rules contain many references to armor or 
armored units_ These are defined as: tank , 
assault gun, reconnaissance, and, at the owning 
Player's option, armored infant ry. 

These are the functionally different types of 
uni ts: 

Ous I - Ground AltltCk All ground allack 
units share certain characteristics, such as the 
need to be adjacent to Enemy units in order to 
attack them, Funct ionally, ground combat 
units are divisible into two sub..classes: em~r 
(liS defined above) and non-ermor (i.e. all other 
Ground Attack units). See the SeQuence of 
Play for greater detail. 

Cl;ns II _ Ranged-Artillery , which haYe a Fire 
1Allad:) Suength, effective against all units 
over the number of hexes indicated by its 
range allowllflCe (see Supply), and has a De­
fense Strength against all attacks of "one." 
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DEFINITION OF TERMS 
Combat Strength is the basic offensive and 
defensive power of 11 unit in computing odds 
comparisons hee Combatl. and is used solely 
in the RangOO-Art ilierv Combat Segment and 
Final Ground Combat Segment lsee Sequence 
of Play). 

Attack Strength (against armor) Is the basic 
offensive power of iI unit used in computing 
odds compari$Ons with the Defense Strength in 
the Initial Armored Combat Segment, 

The Mow.menl Allowance number is the basic, 
maximum number of hexes which a unit may 
move in one Movement Phase. This capability 
can be influenCed by terrain (see Terrain 
Effects Chart). closeness of enemy units (see 
ZOr16$ of Control). and the closaness of 
Friendly headquarters units (see Supply 
Command Control), 

The RI,. Allowance number is the maximum 
number of hexes which iI ranged·artillery uni t 
may direct its Fire (Attack I Strength 39<1inst 
Enemy units. 

GAME CHARTS AND TABLES 
Various visual aids are provided to simplify 
and illustrate certain game fuoctions. These are 
the Comb.t Results T.ble (CRTl. the Terr.in 
Effects Ch.n (TEC). and the Scenerio Chens. 
Each of these charts are fully e~plained where 
they are presented . 

THE SEQUENCE OF PLAY 
Lost Bettles is played in turns. Each G ...... · 
Turn is composed of two PlotV,r·Turn •. Each 
Player·Turn is composed of th ree Ph_ 
(Note the Combat Phase is further broken 
down in 10 Segmental. 

OUTLINE OF 
THE SEQUENCE OF PLAY FOR 
ONE COMPLETE GAME·TURN: 

1. Fi .. , PI.ver Turn. 

a) Fi .. t Mowment Ph.1II - Player may move 
all of his uni ts in any direction, up to their full 
MoYemenl Aliowan.ce, wi th restrictions as 
stated in the Mo...ement rules. 

b) COmbat Phase - Player attacks those 
Enemy units he wishes, and is able to, in the 
following sequence (All Bnacks must be allo· 
cated and announced before any resolution. 
units may not thereafTer be shifted from one 
attack 10 another. Units Btadlng units which 
have been el1mlnated or retreated In resolution 
of a prior Combat Segment. anack nothing.) 

I. Renged Artillery COmb., s.gm'nt - ali 
FriendlY artillery units may lire at Enemy 
unll1 within their Range Allowance, with 
restrictions !IS outl1ned In the Combat and 
Artillery rules. This Is only done with artillery 
units which haw a Range Allowance. 

II. Initiel Armored Combat s.gment (Note· 
For those combats In which nOM of the 
attacking units are armor , or none of the 
defending uni ts are armor or anti·tank guns. 
proceed to Segment 11 1.1 All attacking •• mored 
units compare their Attack Strength (against 
armor) til the DefenS6 Strengths (against 
armor) of adjacent, defending e.mored and 
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inti·tink gun uni ts. and resol...e combat . Ignore 
all units not spocified. even if stacked with 
either t he attack ing or defending units. All 
attacks of this tvpe must be resolved before 
proceeding to any Segment III attacks. 

III. Finel Ground Combat Segment - all units, 
including surviving units of Segment II. are 
in1lOIved in combat . Compare the Combat 
Strengths (against non·armor units) of the 
attacking uni ts to the Combat Streng ths of all 
the surviving defending units (plus defensive 
artil16fy fire. if any). and resolve combat. Units 
must be adjacem to engage in combat (e~cept 
defending artillery). 

IV. Air ·Strike Comb~t Seglllllnt - Player TIl· 

solves anacks caused by air-strikes. in accor· 
dance with those ru les. 

All of these Combat Segments must be fol· 
lowed In strict o rder, each segment being 
fought. and the results of its combat being 
applled to the combatant units. bilfore pro· 
gressing to the next segment. Thus It is 
possible for a unit to be attacked fou r times: 
bv Ranged Artillery. by both types of Ground 
Combat, and bV Ai r Strike. 

d Second Mowment Phn' - First Plaver 
mows any of his units he wishes up to thejr 
full Mowment A!1owance , wi th Te$trlctions as 
stated in the MoYement rules. This mOll!!ment 
is in addition to the First Movement Phase. 

2 . Second PI~yer Turn (as stated on the 
Scenario Order of Banle Chart ) Second Player 
e~ecu tes Phases A through C, using his own 
units. 

3. Players indicate the passage of one Game· 
Turn on the Turn Record Chart. Each Game· 
Turn represents one day of real time. The 
various scenarios dictate how many Game· 
Turns that particular game endures. At the end 
of the game, after the Second Player's Second 
Mo...ement Phase, each Player's performance is 
evaluated in terms of the particular scenario·s 
victory condi t ions. 

The determination of which Plaver is con· 
sidered the ··First Player·· and which the 
"Second Player"· is provided in each scenario. 

STACKING !more than one uni t per he~) 

General Rule: 

As many as three units (of any type I)r 
combinat ion of types) may occupv the same 
hex at the same time. with the exception of 
uni ts moving on the roael. 

(A) Stacking li mitations apply at all times. 
even during the Mowment Phase of a Player· 
Turn. Therefore a uni t may not move th rough 
a he~ already containing three Friendly units. 

(B) Stacking and moving in stacks is not 
permitted when the un its are moving at the 
Road Movement TIIte. See the Mowmem fules. 
Case I for greater detail. 

(C) All un its count fOf stacking, there is no 
e~OIlPtion Of differentiation. 



MOVEMENT PHASES 

During the Moverrent Phases of II Player's 
turn, the PlayeT may mo~ 8$ many or 85 few 
of his units as he wishes. Each unit may be 
moved lIS mEl"", hexes as desi red within the 
limits of Its Movement Allowance. the Terrain 
Effects Chan, lind the Zone of Control Rules. 

Move each unll individually. tracing the path 
of its movement through the hexagonal grid. 

(AI Movemerll is calculated in terms of hella 
gons. Basicatlv each unil expends one Mov.­
ment Point of Its 10lal Movement Ipolnll 
Allowen ... for each hill< entered. T o e/'ller 
$OITl6 tyoes of hailes, more (or In :wme 
inrtanc8s, lessl than one MOllllml'!nt Point is 
BlIpended. See the Movement ~lion of the 
TlII'ralo Effects Chart for 11 lull lisl of these 
different "entry costs," 

(8) In any given Movement Phase of II Plaver 
Turn, the Player may move all, some Of none 
of his un!ls. Movemerll is never required, It is 
voluntary. 

Ie) Units are moved individo.sally, in IIny 
direction or cOmbination 01 directions. A unlt 
may be mo>I8CI 8$ many or as law hexes a$ the 
owning-Playef desires as long as its Movement 
Allowance Is not exceeded In \I slngla Move· 
ment Phase, Unused MOlleman! Points, how 
_, may not be accumula ted from Phase to· 
Phase or transferred from unit to·unit 

(0) No Enemy movement is permitted during 
a Player's Movement Phase. 

IE) No comb!1I (Enemy or Friendly) may take 
place during a Movement Phase. 

IF) Friendly units may pass through or onto 
other Friendly units as long lIS there are never 
more than three Frillndty units In the same hex 
at the same time. In other words, II unit rnay 
not enter or paS5 through a hex containing three 
olher Friendly uniu.ISIle Stacking Rule.) 

(0) Units may neW!" enter or pass Ihrou~ a 
hex containing Enemy units 

(HI Units may move over different types of 
terrain hexes in the 5amI! Movement Phase as 
long as they have enough Movement Points to 
expend as they 8fltllr each hex. 

(I) Ro.d T,.v_l When units choose to 1.1$8 the 
rCNld movement rate (see Terrain Effects 
CharI), their "rood march" order causes them, 
in ellect, to occupy a certain number of hexes, 
into which no other unit, either Enemy o r 
Friendly. may appear during its movement. or 
else the unil moving on lhe rood loses lIS 
ability to move at tl\8 road mOllement rate. As 
soon as a unil moving do.vn or onlO a road 
enters a hex which is within the number of 
hexes, given by the Road Movemenl Sptc_ 
number (Pflnled on the unit), of anolher unlt 
(Enemy or Friendlyl. il may no longer move al 
the road movemen l rllte, and must pay move 
ment COS!! 8$ dicta ted by Ihe other terrain in 
the road hex. 

The Road Movement Space number dictates 
the number of hexes which muSt be vacant at 
all limes (both in Iront and back, along the 
roacH while the unit is moying at lhe rood 
movement rale, A "0" Road Moverrent Space 
(RMS) number iOOlCllte:s that the unll oa:upies 
only its own hex (however, wch a unit could 
nOI move directly in to an EnllimY Zone at 
Control on the road). a"'" AMS number 
would indicate that one hex on the road bolh 
in tront and in back must be vacant , a "2," 
two hexes in fr ont and bock, etc 

~ 
3 10 

Obviously, units moving on the road may not 
be Slacked and must be moved individually. I I 
is also perfecl ly possible Ihal several uni lS may 
use the same section of road during II single 
MO\I6ment Phase, as long as the Road Move 
ment Space nurrt>er is not violated 

jJ) Movement COS tS (I.e. the number of 
Movement Points it "costs" to enter a hex) are 
00 twO levels. First, the cost to enter a 
particular type of terrain, e.9 , swamp. road, 
etc. Second. there is the cost to enter or leave 
an Enemy Zone of Control. which is an 
additional three and two movemenl paints, 
respectively. To both enler and leave an 
Enemy controlled hex would therefore cost 
five Mo~ment Points, even II it were a 
Question of Ihe same Enemy unlt, in addition 
to the basic lerrain cost. (See Zones 01 
Control.) 

(K) UnQeploy.o AUkk A player may ayoid 
the additional cost of entering an Enemy 
controlled hex, and simply move into the hex. 
paying ooly the lerr,in cost However. Ihis 
may only be done when the unit IS attacking at 
least one hex containing Enemy units it moves 
adJllCllnt to. and, when the allack lakes place, 
its Combat (or Allack) Strength is h.lyed. 

III There are certain additional restrictions 
and modifica tions to Movement, for which see 
Artillary, and Supply and Command Control. 

1M) Non·motorbed unl" (ie .• units wilh iI 

Movement Allowance 01 1955 than seven). 
except lor .11 types at artillery, may always 
move a minimun of one hel< If In supply. even 
if the movement COSt exceeds that unit's 
Movement Allowaroca 

COMBAT 

a_ne,,1 Rule; 
Combat occurs between adjacent opposing 
units and arttlJery fire may be directed at 
Eroemy units within the Range Allowance of 
ranged·artillery at the dIscretion of the Player 
whose Combat Phase II IS, Th,S Player is 
consldered to be the Anacker. white the other 
Player is the Defender (regardless of the overall 
strategic posture of the respect ive Players) 

Procedure: 

Total up the Attack or Combat StrengthS o f 
the \WQ d ifferen t classes of attacking unils 
(Class II. ranged·art illery, and Class I, groond 
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Allack forces) teparltafy , and compare each of 
the two classes separately to the appropriate 
Combat or Qefenw Strengths of the units in 
the he>; uoder attack, plus any artillery dafan· 
Il". fire State the comparison of Allacker's 
total Strength to Defender's total Strength 
(a9.M, each class being 3PPlied separately) as a 
probability ratiO, Simplified downward to the 
nearest whole nurnl)er on the Combat Results 
Table (CRT), E>;ample 29 to 10 (or 2,9 to 1) 
would be simpliitect to 2,1 odds on the CRT 
Roll the die. and read the result under the 
appropriate line, under computed odds, Apply 
eoch result Immediately, before going on to 
resolw any funher' combat 10 the Combilt 
Phase. Notf! especially thaI lhe Combat SIIg 
men lS must be followed In order 

Co_ : 

(A) During the Combat Phaw of his Player· 
turn, a Player may only make Class I (ground 
combatl assaull$ against Enemy unin to which 
friendly units are adjacent, a Class II (ranged 
artillery) allack may only be made against 
Enemy units within the number of he>;os 
dictated by the Range Allowance of the 
anill8fV unit 

te) Friendly unilS adJaotnt 10 Eroemy units are 
not compelled to allack. nor does the attack 
109 Player haw to utilize !!Wry acliaceflt unit if 
he dOllS allack AlIlICking is completely 
volun tary 

IC) Only Friendly armored 1..,1115 may allllCk 
more than once per Combat Phase, howeyer, 
any Enemy unil may be lorced to defend 
against more than one attack (ranged artillery 
and two ground COfl"lbBIS and an Air Strike) in 
one Combat Phaw, in which case It defands 
with its full appropriate Combilt or Oefense 
Slrenglh to all attacks (assuming It survill6S 
each successive alll,ck), E>;ample, an assaoult 
gun Unll may be allacke<! by rangodarliltery, 
and defend with its Combat Strength, and. in 
the SlIme Combat Phase, defend against an 
armor allack lorce, and cle lend with its De 
fense Slfength (aoainsl ermor). 

101 A Friendly uni l (or units) in one he>;, in 
Class I (wound combat) attacks OOly, may 
attack unils in more than one he>;, if adjacent 
to all Enemy units to be 81lacked, similarly . 
more than one Friendly unit in different he>;es 
may attack one Enemy held he>;, 'his aoP!ies 
to both Cless I (ground combat! and CI8$S II 
!ranged.anilleryl atlaCks 

(E) Enemy units in one he>;, 101' purpo&e$ 01 
both Chm t (ground cornbat) and CI_ II 
(ranged.anilleryl attacks, may no, be broken 
down 01' in any way divided when attacked, 
except 101' the Initial Armored Combat Seg. 
ment. the 3PPliC8ble Combat or Defense 
Strengths 01 unilS in the same he>; must be 
totalled when under attack. The Delender 
must defend with all units In the he>; under 
attack, 

(F) Not ellllfy unit in a stack, some units of 
which are atlltCking, need attack, 

(G) Thers are certain additional restric tions to 
combat, 'lor which see Artillery. and Supply 
and Command Control 

ZONES OF CONTROL (ZOG) 

Gena,.' Rule: 

The six he>;agons immediately surrounding a 
giwn unit (or stack of units) constitute that 
units Zone of Control. These are $E!mi·actiVl 
Zones of ConlJol whIch have an inhibit ing 
effect on Enemy movement, but do not affect 
Enemy combat He>;es upon which a unit is 
s>;ertlllg its Sl!mi·acliVl'l Zone of Control are 
called contro lled hues 

IA) All units must e>;pend three additional 
Movement Points, abo\18 and beyond the ordl 
nary movement cost. to entef an Enemy 
con trolled he~ ffom another, uncontrolled 
he>;, They may nOI enler an Enemy Zone of 
Control (and thus be able to attack) unless 
they haw the three s>;tra Movemenl Points to 
e>;pend. 

(6) It costs two additional MOVI'lment Points to 
leave an Enemy controlled hex, above and 
beyond the ordinary movement cost 

ICI If you move directly from one controlled 
he>; of an Enemy unit to another controlled 
he~ 01 the same or any Othel' Enemy unil, it 
costs five additional Mowment PoinlS Ithree 
plus twO, as oullined in Cases A and 6). 
Example: II a German a rmored unit were to 
enler a RUSSian Zone 01 Control in the rough 
terrain, it would expend si~ Mo...emenl Points 
in mOiling one he~ three for entering a Zone 
of Control. and three lor entering a rough 
terrain he>;. If the SlIme unit were to leave one 
cont rolled hex for another controlled hex, in 
the rough terrain. i' would e>;pend eight 
Movement Points (th ree plus three plus two!. 

to) For movement purposes. Enemy Zones of 
Control e>; tend into he~ 1l$ occupied by 
Friendly units. For purposes of tracing supply 
lines, Enemy Zones of ContrOl do no t e~tend 
into ha>;es occupied by Friendly units, See 
Supply rules. 

IE) Zones of Control do nOt utend into 
Swamp or Forest he>;ss. Thus unilS mOIling In 
these type of he>;es adjacent to Enemy unlls 
need not pay the additional mowment costs 
lor entering or leaving Enemy Zones of Con 
trol. Zones of Control of units in Swamp or 
Forest he>;1IS do e>;tend into other types of 
terrain.and do affecl Enemy mol/On'lent. 

(F) Artillery supply Units. Headquarters units, 
and raoged.artil1ery uflits In the limbered 
movement position lsee Artillery rules) e>;er 
cise no Zone of Control. Enemy units lTIiIy 
fr!lllly pass iJdj8cent to them, although not 
through them. 

(G) I f a he. is controlled by more than ons 
unit. it slill costs only three additional Move 
ment Points to enter, This is true lor all 
movement costs, e,g .. en tering a he>; with more 
than one Zone of Contro l nell(!f costs more 
addit ional Mo~ment POints than entering a 
he>; with one Zone of Control. 
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TERRAIN EFFECTS CHART 

Movement Cost 

for units with a 

Movement Allowance of 

Addition to Attacker 's 

Die·Roll Rn ult when 

Delender is in given Terrain 

7 or less B Of more 

Clear 2 

R~d " " 
Town 

Rough 2 3 

Forest 3 5 

Swamp 3 • 
Ri ve r (see Engineer Rules) 

Fortification: 

Move into 3 3 

(Entrench) 

-- ------- - - - - -- -
Move out 2 2 

(re·assemble ) 

- -- -- -- - - -- ----- - - - - -
Move onl0 (depends ~ terrain) 

Enemv Zone of J:2b J :2 b 

Control 

a- see Movement rules, Case I. 

b- thi , cost is in addition to the cost of other terrain costs. See 
Movement rules, Case J . 

c- do not applv AB or DB results in cross· river attacks unless 
attacking across a bridged-hu side. The die roll IKIdition is 
applied in combination with any other die-roll additions due to 
the terrain being defended. 

d · all armored units have their Combat, Defense and Attack 
Strengths cut in hall when they are in Fores t or Swamp hexes. 

0 

0 

2 

,d 

,d 

" 

2 

0 

0 

I I I I I The Railroad hasnoeffect upon mQvement or combat 

ENGINEERS 
AND RIVERS [I]dO ~0 10 

3 r!SJ 2 d'o 
3 2 

(6) On the following Friendlv Movement 
Phase after the bridge is built, units may 
proceed lICross it with no additional movement 
penaltv. On'y Friendlv units may cross the 
bridge. Engineer units must remain in pOSI t ion. 
al though they no longer count for stacking 

General Rule; 

Units may onlv cross rivers wtlen Engineer 
units form 8 bridge. 

c .... 
tAl Engineers form 8 bridge bV remaining 
adjacent to 8 river he~·side for one full 
Friendlv Movement Phase withOUT moving. the 
owning Plbver muSI specify which he~·sidl! the 
bridge is across 

IC) Engineer units may move off at any time, 
without movement penalty. however. no units 
may cross the bridge in the Movement Phase 
that the Engineer unit moves. The bridging 
effect of the Engineer un i t disappears when 
the Engineer unit mo~ off the river 



A RTILLERY (ranged only!) 

[X]3 Ran\l8d artillery units have 
o an under$tood Defense 

EJ- Strength of .",. when 
4 IlltaCl<.ed by any type UOl!. 

RengMI-Art,Uery IS lunctionaUy QY.le dil/erent 
trom grouod Coml»l uno II. Special rules govern 
both its movement end combat Ranged­
IniUerv assumes a dillerent stllIU$ according \0 
whether ,IS 11 In " lurbered mobile news or 
dug-in firing position. 

c-, 
(A) ArtlUery UO,\ Mo.. • ..,.nt Before ntrlged 
artillery un its may be moved, they must be 
flipped over so that the blank side of the 
unids) show Up. This "l1mb(!ring-up" for Inwel 
Costs three Movement Points. Allngud-artillerv 
uniU may not use the,f Fire Strength In this 
position. exe.-t no Zone 01 Control. but are 
st ill able to use their Defense Strangth, which 
is "one" lor ,II ranged"'lnillerv units. In order 
to regain an "unllrnberad" fi ring position. face 
UP. the un it must expend anotrler three Move­
ment Points. 

(8) Units may "lImber·up" 8!0 often as they 
wish, thev may also gain firing posItion, 8!0 

long lIS they haYe remaining the additional 
Movement Polnu., with the following excep­
tion Russian ral'lgEld·arlilierv units attempting 
to reach a firing position, at the end 01 that 
Movement Pha., roll a die to determine 
whether they lire successful. if 8 "'" or "2" is 
rolled, they achi4MI the IIrlng position, and 
may h3Ye combat normallV. II not they may 
rusurTOe moving in the ."ut Friendly Movement 
Phase. and contlnU4:1 the attempt. 

(C) Artill~ ComtNIt Rangocl-arlillerv units 
may en9i198 In three types of 'Hock. all 01 
which requi re that the enemy unit must be 
within the number of hexes of the Range 
Allowance 

I. Suppliad, Spottad Fir, Arti llery unids) 
fire!l with full Fire Strength at an El1emy 
I.IOil(s) which 15 In II Friendly Zone 01 Conlrol 
(see Case F for definition of supplied), 

II. Supptiad, Urupo"1td Fire - Artil lcfv unlt(s) 
fires with one-third of full Fire Strength at 
Enemy unll'l NOT in 8 Frlendlv Zone of 
Control. Ihe.,. 8fe further penal1~ed by being 
reQuinld to raise their dle·roll rewl t number bV 
two {e.g .. a result of "5" would be raised to 
'·7"1. 

Ill. Uosupptiad Fire _ Artillery unit flllI!I with 
II Fire Strength of ONE, thi1 mav only be 
IIClPIIed against Enemv unll'l in a Friendly 
Zone of Control. Thl, type of a"act. rna.,. be 
used In conjuction with SuPOlied. Spotted 
Fire. 

The Fire Streogth 01 rangedllftillerv {Class 111 
rna.,. never be combined with Class I units. 
Artillerv units may also engage In defensive 
fire. 

IV. O,fensive Fire this may be either 
suPOlied, for the full Fire Strength , o r uosup· 
plied, for one paint, The Friendlv defending 
uni" must be within tha RangEl Allowance, 
This defensive fire Is IIOded to the defendin" 
hel( In the resolution of the Fh,al Ground 
Combat Segment. Arlillery units ma.,. not 
engage In Qefenslvtl Fire if any attack has been 
announced against those (artillery) units in the 
beginnin" of the Combat Phase, 

(D) There is no limit to the number of artUierv 
units which may fire into a singia heK, All 
units in the target hex mU${ be attaCked in 
total, i.e., you may not single outunilS in ahel( 
to be attocked. One anillery unit may not flre 
at more than one heK, Only those results (on 
the Combat AesullS TIOIeI affDCIing solelv the 
Defender are IIPPIIed in attacks by renged 
artillery, 

tEl Units defending &galnst an anillery attack 
defend with the same Combat or Defen_ 
Strength as if they were defending aoalnst a 
non-armor attack. (Note,lOIIin, that a ll ranged 
artillery units defend against al l allacb with II 

Defense Strength of "1, "I 

IF) Artillery Supply Whenever artillery em­
ploys supplied Fire (see Case C), the fi ring unit 
must be adjacent to an Anillery Supply unit at 
lhll beginning of the Combat Phase. Following 
completion of the a<:lUal allack, the supply 
unit is remoYed. Each supply unit may suppl.,. 
only 0011 artillery unit and then the "",pply 
unit is removed. I t Is PO$Sible lor $Uppi1ed and 
unsupplied arti llery unit$ to corrobine In an 
attack. 115 long 115 both are employing SOQlled 
fire. Artillery units have no Attack Strength, 
and no Zone of Control. 

SUPPLY AND 
COMMAND CONTROL 

All units (inc:luding ranged-artillerv units) 
trac:e supply lines to their respective Head 
quartllf"s units UOII$ not considered In supply 
are penalized ,n mol/emllflt and combat In 
effect. this is both logistics and communica 
tions working. 

~' 3 
3 "" 3 

Procltdur" 
Units ara considered to be In supplV tor 
movemant purpogeS at the beginning of the 
Movement Phase; they are not affected if they 
move out of supply during that Phase, Units 
lire determined to be in suppl.,. for combat at 
the 'nltant of combat resolu tion, and not 
sllnoly at tM beginning of tM COmbat Phase. 

,,-, 
(A) Units must be able to trace an unblocked 
(see Case B) line 01 hexli!$, no more than len 
Motorized MovemIInt Points in length, horn 
their position to the prOlliding Headquarters 
unit in order to be considered supplied. 

(6) Supply lines are blocked in the following 

~Y' 

I The intervention of an Enemv unit (or units) 

II. The intervention of an Enem.,. ZOI1e of 
Control, however, a Friendly unit flIl9iI les the 
111111<;1 of Enemy Zones of Contro l on supply 
lines (a lthough not on Ihe movement of units) 

111. Unbridged river hexes (RIll Engineer rules) 



45xs 

(C) Units may remain out of supply indefi · 
nitely. Le. , units are never last solely due to 
lack of supply. 

(0) Units out of supply have thei r Movemen t 
Allowance. and applicable Combat. Attack and 
Defense Strengths, halved. All units are indio 
vidually reduced. before any other effects are 
accoumed for. Fractions are lo~, but a unit's 
Defense Strength may never be reduced below 
~. 

(E) For a Headquaners unit to be used iSS a 
source 01 supply, it must be eble to trace a 
clear line of unblocked hexes. no matter how 
long 01'" devious, to !'he Source of Supply 
specified in the scenario. 

(F) Any number of units may be supplied 
from one Headqu1lrters unIt. for combat and 
moyement purposes. 

FORTIFICATIONS 

In certain sceoarios. Fortifications counters are 
provided. Units in Ihe FonifiClltion should be 
placed under the counter to distinguish il from 
units merely stopping in the same hew as Ihe 
counler Both units in the Fonification and 
those passing through it are counted for the 
one heK stacking limitation. Only one Fortifi· 
(lIuion counter rnay be placed on each hex , 

Fortifica tiOns by themselves have no intrinsic 
value, and may nOt be moved from thei r initial 
placement. When units defending in Fortifi · 
cations are attacked, the a ttacker must add 
two to his die·roll result (e.g., a d ie ·rOIl of "5" 
is rasied 10 ''1'' ). This effect Is in addition to 
any other die·roli ·raising due to other consider· 
ations. See the Terrain Ellects Chart 

Units in (as oppcl5ed to an I Fortifications may 
not attack . Moving," 01 aut of a Fort ificallon 
(as opposed to through or stopping on) entailS 
a moYElment cast. each way, of tWO MOYElmerl1 
Points, this is termed entrenching and reo 
assembling. 

AIR STRIKE 

Gel"llmll Rufe: 

Some scenarios specify tha t some Player 
receives Air Combllt Points. These are used in 
Air Strikes, and the combat is resolved in Ihe 
Ai r Str ike Combat Segment, although the 
attack must be announced at the beginning of 
the Combat Phase. These missions attack 
individual units (never whole stacks), and Iha 
unit's Defense Strength (against air) is com· 
pletely dependent on t~ lerrain Ihat the 
Defander is located on, 

Proc;adur.: 

Air Strike Combat Is resolved in a similar 
fashion to ather cOmbats. T he attacking Player 
Bllocates his Air Combat Paints among his 
tlIrget units, and compares this to the uni ts 
terra in Defense Strength, computing an odds 
resu lt , and roi ling the die for the Combat 
Results Tabla. 

(AI The following are the Defense Strengths 
for each typa of terrain 

Clear 1 

Rough 2 

Swamp 4 

Town 5 

Forest 10 

Forts FIVE' llmeS the 
o lhe!" lerrain In heX 

(B) Uni ts stacked tagelher must be attacked 
separately by A,r Strikes, and all the un its in 
the $Quare would have the same Defense 
Strength. 

(C) In th is SpeCific version of the game, the 
Russians haw no enti·aircraft ani llery, and 
only the Germans have Air Combat Points. 
Thus, the fo llowing rule is nOl uStld in this 
IIlIme, bUl is given anyway. For all defending 
UnilS In a heK, add to the Defense Strenglh for 
the tenain the Combat S trength of any enti · 
aircraft artillery also in lhe same hew. 

(D) Only a "OX" result affects the defending 
units in Air Strike combat , 

VICTORY CONDITIONS 
V,ctory conditions vary greatly from scenario 
to scenario; consul t these for mare detail . In 
referring to un its aither ecc:omplishing a task, 
or belflg destroyed, the units are measured by 
lheir "poin t' · value. Th,s point value is the 
same number as the uni t 's Combat Strenglh. 

SCENARIO NOTE : 
Ob ject ives a nd opt ions are chosen secretly. 

DESIGN NOTES 

The scale of LIKt Banlas is two kilometers to a 
he)O;egon. Each Game Turn represents one 
day's operations. Certain units in the game I in 
parlicufaf the "miwoo" mobile Aussian arti l· 
~ry brigade in the tank and mechanized corps) 
have been built up from numerous smaller 
units, Below is a char t showing lhe coumers 
necessary to build division size uni ts in the 
game. The game itself r!lfely contains a full 
strength unit , masl d ivision size units were no t 
at fu ll sl rength for any graallength of time, In 
addition, Russian units, particular!y mobile 
ones, often had numerous addi t ional units 
added to them for major operations. 
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1944 GERMAN IN FANTRY DIVISION .. 
C8J (12352 men) 
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Q 
(1 500) 

1943-44 GERMAN ARMORED DIVISION .. 
[CII (13,700 men) 

". " . 
@lI § 0 
(2294) (166 1) (1 649) 
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NOTES ON THE SCENARIOS 
In Englim speaking col.Jrltries military opera­
tion, are normally divided into "stnltegic" and 
"tactical" categories In most other nations. 
Germany in particul;,lr, a third level is used 
TtIis is the "operational" level. This is the level 
of the game Lost Banles. 

Strllt'W IS the highest (that is.lar\j!!st) level of 
military operations It raraly adheres 10 rigid 
rulas and is planned to cover operations over a 
relatively long period of time Failure to 
formulate a proper strategy will usually doom 
all lower level activity. no matter how suC«!Ss­
ful. to ultimate failure. This was what hap· 
pened to the Germans and the Japanese in 
World War II. A more recent example is the 
American military/political operations in Indo 
China and Russian political/military operations 
in Eastern Europe The lowest level is tKtic:s 
ThiS level is surfeit ..... ,th "standard operating 
procedures" and carefully (if it is to be 
successful! thought out "solutions" lor most 
Problems to be encountered ThiS is necessary. 
a5 at the tactical level the participants really 
have 110 knowledge of ....... hat' s coming next." 
In the middle we have the operat ional level 
Whereas strategy is concerned with armies and 
army groups. and tactics with companies. 
battalions and platoons. the operational level 
deals ..... Ith regiments. divisions and battalions. 
At the operational level strategy (making up 
the rules as you go along) and tactiCS (fol 
lo ..... ing the rules) tend 10 run together. In the 
German army it was at this lavel that offiwn; 
of the General Staff ..... ere first found (on 
regimental and di~isional staffsl 

Much has 81readv been said about what Rus­
sians and Germans did fight. and wrong. at tha 
strategic and tactical levels. The game Bar­
bMoIA mows ..... hat strategic OPtions were 
available to both Sides. and what the results 
were PanZltrbl iu is a game that shows the 
~me for the tactical level. 

LOll Blttlllli simulates actions at the opera 
lional level where str81egv and tactics merge 
into something quite different. It was at the 
operational level that moSt of the "observable" 
&ction took place. In a tactical situation you 
did not Just ob5efve the action but both 
wi t~ and lell ~Ictim to II. 01"1 the strategic 
level you could do nothing until the smoka 
had cleilred. But at the operalional level you 
were right in the midst of the smoke. Divi· 
sional and regimental commanders. more th8n 
anyone else. changed the course of battles on 
the eastern front. Below their level no one 
reilily knew what was going on. nor could they 
do mUCh about anything beyond the immedi· 
ate situation. Above the Openltional level the 
time lag was too great for any docislve action 
to be taken. 

Strategy. however. ohen dictated how opera· 
tional situations would begIn. Tactics deter · 
mined how alleet iye the operational leyel units 
would be. The scenarios for Lost Bani" depict 
generalized situations which appeared again 
and again in Russia from 1943 on. These 
actions were. fa the most part . truly "Lost 
Battles." The Germans still retained the edge 
in skill. experience. training. organization and 
doctrine wi th which thay began the ..... ar. But 
Russians always possessed superiority in num_ 
bers. and Wftfl! always gaining on the Germans 
in Other areas also. From 1943 on the Russians 
won mosi of the battles. but at such cost that 
one could say both sides had lost thBSe battles. 

SCENARIO 1: Russ ian Tank Offensiva. All of 
the decisive Russian offensives (both large and 
small) utili~ed the tank offensive. Simple in 
CO!)(;ept and execution. the Germans were 
usually stretched too thin to stop these attacks 
on or in front of the German line. 11"1 almost 
every instance the RUSSians had to be stopped 
by GenTl8n mobile UnilS. In many cases. in all 
but the massive "seasonal" {Spring. Summerl 
offensives. Russian attacks were for limited 
oblectives a critical road Junction. a Gannan 
supply base or a critical terrain fealYra close 
behind the German front. Russian mobile units 
had learned. the haFd way. not to take on 
German mobile forces at one to one. or even 
two to one odds. The Russians smashed the 
Garman line. grabbed thair objective and held 
fast. 

SCENARtO 2: Russian Defensiye Position. 
German limited offensives were usually more 
successful them similar Russian efforts. The 
Russians acknowledged this in their method of 
defending their front . Their rnain line ..... as. 
compared 10 the German {or what the Gar 
mans would ..... ant to havel. lightly held. Divl· 
sions holding the line lacked depth. or enough 
depth to really contain a German attack. The 
Russians had given up on trying to save 
divisions hit hard bv a German mobile assault. 
Their divisions were trained to delay. while 
closelv held Russian reserves formed the really 
effective defense line. A further German ad­
vantage was their abilitv to reinforce success. 
If the initial penetration failed. Russian rein· 
forcements were usually sent in regardless. and 
often chewed up as a consequence. 

SCENARIO 3 : Meeting Enga.gement. Through­
out the war this was a typical action. During a 
major oflensiva the defending side was usually 
{from 1942 onl able to disenga9l.l the bulk of 
his forces. The advancing attacker. using a road 
bound march order for lIfeater speed. would 
ohen run into defending mobile forces adyanc­
ing to meet them. When the Germans were thl! 
attacker thev almost always got the best of the 
engagement . Open. mobile actions like this 
were the German specialty. After 1943 the 
Germans ..... ere usually on tha defense in these 
actions. But even then they often got the 
upper hand. 

SCENARIO 4 : German Mobile Defense. Even 
with a "hed9l.lhog" defense. the Russian offen 
sive was usually halted by a more conventional 
(for the Germans) mobi le defense. This de­
fense often pi~oted. if possible. on fortified 
mobile or non·moblle unilS. Towards the end 
of the war the Germans were not even capable 
of a successful mobile defense. At that point 
all that stopped the Russians ..... as the inade· 
quacy of their o ..... n supply $Vstem and the 
exhaustion of their troops and equipment. 

Lost Banl8$ does not at tempt to portray all of 
the different tactical situations Ihat occurred 
during the war. The game scenarios given do 
portray the maJOI"ity of tha "types" that 
occurred. If you would like to carry the 
e~perimenl even fUrther you can construct 
your own scenarios. Practically any possible 
combination of forces appeared on the eastern 
front during the war. Practically anyth ing YOU 
could conjure up probably did occur. Give it a 
trv· 

James F. Dunnigan 



SCENARIO NO, 1: RUSSIAN TANK OFFENSIVE Game Length - 10GameTurns 

Russians deploy on or behind their Front Line, all of the Front Line hexes must be occupied 
by IntanHY units or their Zones of Control Germans have the same reQuirements as the 
Russians, only Wi th their own Front Line. Germans deploy first. RUSSians move forst 

SOURCE OF SUPPLY : Russian - 0 sKi\! 01 mapsheet German - B side of mapsheet 

, <0,." onnong. mor eth theeheesfo th F tL ,,, , • , m • ,"" ,~ 

7 , 9 2 , 9 4 , 8 3 , 10 10,9 6 , 10 14 110 
ORDERS OF BATTL E: 

7 '"' 
2 '" 4 '" 3 '" 10 ", 6 If;; 5 ~ '" ~ '" 14 5 .. 6 3 .. 10 6 9 • 

., .3 .3 .3 .3 .2 03 

Russian at begonning, within three hexes of FrOflt 

5 , 3 2 , 3 1 , 3 1 3 1 • 3 
5 i8J 2 cb 1 • 1 r$ 1 III '" 5 3 '" 2 " 1 1 

• s .2 •• .2 

20 . 8 13 . 6 36 ' 9 40,66 2 , 10 3 , 10 
cl:J. tiJ. @. 0," 2 6 3 ~ 4 6 2 5 2 3 
.2 .2 .3 .J .2 .3 

Gllfman 
at beginnong anywhere on map at Golas at Kropotkin at least ten hexes from the Fron t Line 

2..3 2 •• 5.3 7.3 3 .3 2.3 8.3 3.3 III •• 
2 ill! 2 lIB I!Jo< I!Jo< 

3 • ~ 
3 !!!J 3 Ii Atbeginning-~'8 3 iIIl 

8 ~ .. I!Jo< I Ii T 2 8 4 5 3 3 4 ... .s .2 .2 .2 

Reinforc~menl$ Group 1 - Group 2 Group 3· 
Before units are deployed, Germans choose 
their reinforcement option, using this sys· 
tem. units enter at various times and loca· 
tions, as follows 

entrance group no. -
side J 2 3 

Opllon I : A 3 • 
Option II : B 3 , 6 

Option III : C , 2 6 

SCENARIO NO.2: RUSSIAN OEFENSIVE POSITION 
Game Length - 10 Game-Turns 

ORDERS OF BATTLE: 
Ruzi.n 

5 , 3 5 , 2 
5 i8J 5 ~ 5 5 

.s .2 

Reinlorcemants 

o Side of map-

at beginning. anywhere on map 

2 , 3 1 , 3 
2 cb 1 • 
3 ". 2 I? 

.2 •• 
Turn 2 

6 • 3 2 , 3 
6 i8J 2 cb 
6 • 3 ". 

• 3 . J 

1 
1 
2 

20 . 8 
cl:J. 
4 

•• 
• 3 

cb 
" 

.2 

. J 

2 3 
2 ~ 
2 • 

.J 

(1).10 1 
1 
1 

•• 
(1) t 1O 
...."., 

0 
. J 

Gllfman at beginning, anywhere on map' 

2.3 2 •• 
2 db 2 lIB 
2 8 
., .J 

5.3 
I!Jo< 
4 
.3 

7.3 
I!Jo< 
I 

.J 

Reinforcements 

.J .J . J 

These rein forcements enter on side A the 
turn after the Germans enter either Bakunin. 
Golas, Ogarev. Of Makhno. ., 

.J .J .2 .J 

3 •• 
I i!!I :-

3 • 
. J . J .2 

RUSSians deploy on or behind their Front Line. all of the Front L ine hexes must boil t 
by infantry units or their Zones of Con trol Germans have the same requirements. on 
their own Front Line. Russians deploy first. Germans move first 

• 3 
0lJ 

.J 
Turn 3 

I(~~I -, 
0 

•• 

. J •• 

. J 

at beginning within three hexes of Bakunin 

5 , 2 7 , 9 6 , 10 
5 ~ 7 i!l;] 6 If;; 5 14 6 

.2 . 3 . J 
Turn 4 Turn 6 

15610 36 ' 9 7 , 9 2 , 9 
0'· @.. 7 ~ 2 '" @) 
2 2 14 5 .. 
.J .J .2 . J 

.2 . J .J ." 

VICTORY CON 
&!Iore ei ther P 
options given hi 

German 

option A 

option B 

option C 

Russian 
t.1I options) 

---



onong, within three he~es o f Front line V ICTO RY CONOITIONS !see seetion in r ules! SCENARIO NO.3, M 
Before either side dcploy~ its units, the A USSians must ehoose one 0' 

3 1 0 3 1 3 1 
Neither side cktploys on the , 3 @ 

the followong objectives, These choices dic tate the Victory ConditiOns of both sides 

• 1 1 r$ 1 ~ A - occupy Kropotkon, out o f Enemy Zones of Conuol, and in supply ORDERS OF BATTLE : 0 '" 2 1 1 , 
" Run i",n 

B - move unitS off he~es marked "B", and keep at least one o f these he~es ,n supply enter on Turn 1, on roodtJex ., .2 .2 ." C - same as 8, onlv using those he~es ,n."ked "C" 

(1)' 10 9 40,66 2 010 3 . 10 0 - occupy I lyieh , out of Enemy Zones of Control. and in supply 

• [!] •• 2 

"" 3 ~ ...... , 
5 2 .3 0 Marginal Tactical 

•• .2 .3 ., 
Ger man 
AOD desuoy 200 destroy 300 

I hexes from the Froni line al Bakunin Russian points Russian poin ts 

3.3 111,10 
~ [L!] .BC cut Russian supply same as Mgl ., 

3 ~ "T 2 dii 10 object ive for at tor 3 lurns 

4 3 2 least 2 turns litter 
lhey achieve;1 

RUSsian 
Group 3 - Aor D IIchieve on turn SiIIl'\£! as M<]1. 

4 , • 8, lind hold un in but from tum 5 

~ 
4 , • 1.10 terrupled 10 end of game 

4 til 4 [Do 
4 • • 4 • move 100poll11s same liS Mgl .. 

1 •• •• • • off mllp by turn 5, bul 200 points 
lind keep one of the 

: I!;I he~es in supply 
until end of game 

C SlIme as "8" Mg'-, S<lme as MgL 
I .2 bUI 150 points bUI 250 pOlnlS 

of the Front Line he~es must be covered Russian - A. C. and D sides 
InS have the SlIme requirements, Only wi th SOUR CE OF SUPP L Y : of the rnapsheet 
,"s move f irst German - 8 side of mapshcet 

unm 

V ICTORY COND IT IONS 
8elorc eilher Player deploys his units, the German Player must choose from the Victory 
ODliorlS given him. as below 

German Marginal Tact ical Decisi~e 

06 

2 9 
opt ion A oo;upy each hex of same liS Mgt. same as Mgt.. 

0 Bllkunin out of lor two conr.ec:- for three conse<;;-
2 'Of 

'" Enemy Zone:;. of Con- utive Game-Turns utive Game·Turns 
5 .. 

Irol. and in supply 

•• lor one complete 
GameTurn 

W 
option B destroy 80 Russian destroy 150 Aus destroy 200 Rus-

points sian points sian pomts 

opt ion C occupy Golas out of S<lme as Mg! , but same as Mgl . but 

,- Enemy Zones o f Con Golosand el lher al! three ci lies 
lrol, and in supply Ogarev or Makhno simultaneously 
for Ihree complete. simultaneously r:; consecutive Game-Turns 

Russian destroy 60 Gerffi3n dest roy 120 Ger. destroy 180Ger· 
(I II option$! pOints man pOints man points 

.3 

- - - - - .-

units must enter using road 
The units proceed on the r 
POlkin Golos·Ogarev, Ao, 
Ogarev may move off the r 

Decisivo hexes from the IOwn. If all 
enler on Game·Turn 1 due to 
~, enter on Game-Turn , 

destroy 400 move tw ice be fore the Ger 

Russian points 

German 
same as Mgl., The Germans have a va,iable , 
for 5 lurns end of the -.... Soviet Pt 

German rolls a die 10 delCfm 
Imce, as follOWS 

same as Mgl., Die result map side 
but from turn 1\ 1.2 • 

3.4 C 

same as Mgl.. 5.6 D (both roads! 

bUI 300 pOin ts 

TO, Germans must enter 
similar fashion to the Russian 
for one Player-Turn only, 

same as Mgl., units may move off the r 

but 350 points three hexes at any Russia" un< 

SCENARI O NO.4 : Game length 20 Game-

GERMAN MOBILE DEFENSE - DEL 

ORDERS O F BATTLE : 
Russian enter on Turn I, from side C anywhere 

5 6 3 0 3 0 5 0 2 2 0 3 1 0 3 
5 '" 6 '" 5 &, 2 '" 1 cP. 5 6 - 5 3 Of ' 2 

•• .3 •• •• ., 
German 

" beginning, anywhere 10 IIrea D. A,8. 

A 

~ 
~ 
~ 

German Fronl lme 
to ~ Germans also receive ~ All COmbll! Points 

on the f irst Game Tu,n 

V ICTORY COND IT I ONS 
AI the end of each Movement Phase, Ihe Russian Piav 
or controlled hexes from side 0 10 side B . or he forflll 

There are two sets of V ictory Conditions. The first 
'he first Russian Unil enlers , railway emban~ 

Game·Turn during which the first Russian unit le~ 

Award one point for each Marginal victory, two for 1 
set o f Victory Condilions, and compare point totals 8 



-., 
SCE NAR IO NO.3: MEETING ENGAG EMENT Gnmn length - 7 Gif"'e To"', SOURCE OF SUPPL V: 

Ne,ther side deploys on the map, but they move onto It, as specif ied. Russians move firs\. Russian sIdes A ,md 8 of m~p~hcci 
~ German sidll'S B, C. and D 01 mapshc:e! 

OADERSOF BATTLE : 
Russian 

ply enter on Turn I, on roadhex from s,de A. 
units must enter using road movement space 
The unils proceed on the road IIxis A-Kro- 7 , 9 7 , 9 2 , 9 4 , 8 3 0 10 6 , 10 15 610 36 ' 9 3 . 10 (1) 110 
pOI k i n·Gol os-Ogarev. Aoy units reaching 7 ~ 9 ~ 2 @ 4 '" 3 '" 6 ~ ", .• ~'" 3 1M ...... ~ '" Ogarev may move oH Ihe road up 10 two 14 18 5 .. 6 '" 3 .. 6 2 2 3 0 
hexes from the lown, If all units do not 
enter on Game-Turn 1 due to the RMS. they .3 .3 .2 .2 .2 .2 .1 .1 .2 .6 
may enter on Game-Turn 2. The Russians 
move twice be fore the Germans enter , 
German 
The Germans have 11 variable enlfance; ill Ihe 
end of the .--. Soviet Player Turn, the 5 ~ II 4 , I 5 , 12 4 , II 3,10 II I I 5 , 10 '0' 3 10 (11 110 
German rolls a die 10 determine his appear- I &!. 4 I!I!I 5 II! 4 III 3 II!!! II &!! m- ~ 3 I!!I "'r anee, as follows • . , 5 4 3 10 4 4 3 

- . 1 .1 ., . 1 .3 .1 . 1 • 1 ., •• 
Die result map side 

,4 1.2 8 VICTORY 
COND IT IONS Marginal Tactical Decisive 

3.4 C 

5.6 o (both roads) German occupy Og;lre~ al occupy Golas and occupy Golas. , end o f g;lme in Ogarev at end of lIyich and Ogarev 
supply game in supply at end 01 game 

Th, Germans must enler "0 roads ,0 , in supply 
similar fashion 10 the Russian en lry. except 
for one Player Turn only. and the German Rupian occupy Kropoti:in occupy Golos and occupy Kropotkin. 
units may move off the road once wilhin al end of game in Kropoti:in at end Golos.and Ogare~ 

, th ree hexes o f any Russian unils. supply o f game in supply at end 01 g;:Jme 

~ 
In supply 

.10 NO. 4 : Game Length - 20 Game·Turns AI the end of every Russian Movement p~a ... 7r:RuSSian motorized unil ' (ie_. unIts with a 

~ MOBI LE DEFENSE - DELAYING ACTION Movement Allowance of 8 or grealer) 1\ staci:ed with or adjacent to a Friendly 
non-motorized unil (i.e_. a unit wi t h a Movement Allowaoce o f less IhaI"\8~, Germans deploy 
r R - f' ,J ..-' ..... ;,j 

F BATTLE : orsl. usslans move IfSI ' . ... IIfI - IlIjIflU-

er on Turn 1.lram side C anywhefe SOURCE OF SUPPLY : a..- - sides A. B and 0 o f the map &.o.M - side C of the map 

6 0 3 5 , 2 2 , 3 1 , 3 2 3 1 , 3 2 , 5 7 , 9 2 0 9 3 , 10 10 . 10 20 . 8 10 ' 9 36 ' 9 2 010 N) , 1O 
6 .. 5 ~ 2 '" 1 • 2 il!J 1 tllJ 2 ~ 7 ~ 2 '" 3 '" 10 r;l;, ~ ",. <3" 2 ISJ ...... <;.J ~ '" 6 - 5 3 '" 2 2 - 1 2 14 5 .. 3 ." 16 , 4 3 2 2 0 

.3 •• •• .s .1 .2 .3 .3 ., .2 .2 . 1 .2 .1 • 2 • • 
g. anywhere ; .. area D. A. B. 5 I , 5 I. 4 , I 4 1 I 3 , 10 II , I 5010 '0' 3 , 10 3 10 (11.10 e nt Une: 7 • • 4 .. 4 III 3 d!I II &!! m- ~ 3 Ii!! 3 !!II ..,. u 14 • , 4 3 10 4 4 3 3 o receive~ Aor Combat Points • 
Game-Turn . 1 .1 .2 . 1 .2 .1 .2 .1 .1 ., .8 .3 

Marginal Ta(:li(:al Deeis;v. 
:OND IT IONS 
,f each Movement Phase. the Russian Player must have a continuous line o f units RA ILWAY 

I hexes from side 0 to side B . or he forfeits the game German Turn 9 Turn 10 Turn 11 Of a fter 

iO sets of Victory Conditions, The first measures the GameTurn during which Russian Turn 8 Turn 7 Turn 6 or before 
ussian unit enters , railway embani:men t ""'. "" second measures ,", 

juring which the first Russian unit leaves the A side 01 the map. SIDE A 

>oint for each Marginal victory. two for Tactical . and three lor Decisive. in each 
Garman Turn 18 Turn 19 Turn 20. or nOI at all 

'Y Conditions, and compare point totals at the end of the game. Russian Turn 17 Turn 16 Turn 15 or before 

---- --.- - ----- ~ 
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-+ ~2-0-3~r2-0~3 
Lost Battles 

2 " 2 II 

2 C8:I 2 C8'J 

-Z 0 -3 2 0 3 
2 II 2 II 

2 C8I 2 C8J 

2 II 2 II 
2031203 
2 !ZJ 2 ~ 

2 03 2 0 3 
2 II 2 II 

2 C8J 2 C8:I 

203203203 
2 II 2 " 2 II 

2 C8:I 2 C8J 2 C8J 

203203203 
2 II 2 II 2 II 

2 C8:I 2 C8:I 2 C8:I 

1

2 0 31 2 0 3 '1 2 0 31 2 0 312 0 3 r 2 0 3 2 0 3 ' 2 II 2 " 2 II 2 II 2 " 2 " 2 II ' 

2!8l 2 C8J 2 ~2 (gI2 t8l 2 C8J 2 ~ 

323323209209323323323 
3 -#; 3 II 2 ~ 2 II 3 )(;( 3 ~ 3 XlI " 
3 ~3 6 6 UL.I 6 !S!2l 3 §J 3 ~3 §J ~ 

~--~~~~~~----~~--'.--~~---- ~ 
~~ ______ ~~~----~~~.=-~~~~ 3 
3 I 10 3 I 10"' 3 I 10 13 I 10 3 1 10 13 1 10 3 1 10 Q):::s 
3 II 3 II 3 II 3 II 3 II 3 /I 3 II 

3 ~3 C8J 3 C8J 3 ~3 C8J 3 C8J 3 C8J 

3 1 10 3 1 10 3 1 10 3 1 10 3 1 10 3 1 10 5 1 8 
3 /I 3 II 3 II 3 " 3 II 3 II 7 § 
3 ~3 C8J 3 C8J 3 ~3 C8J 3 C8J 14 .. 

~--~--~4~--~----~--~----------~1 
5 1 8 5 1 8" 
7 II 7 II 

[§ [§ 
14 .. 14 IV 

5 1 1215 1 1215 1 12 3 1 10 5 II 5 II 5 II 3 .J.L 
5 ~5 ~5 ~3l!:!J 

3110 
3 dSJ 
3 

J
3110 
3 ~ 
3 

308 
3 II 

6 ~ 
308 3 0 816 1 916 1 9 3 II 3 II 6 II 6 II 

6 ~ 6 ~ 10 @ 10 !S!2l 

619 1, 

6 " 
10 15:21 

~--------------~--------~----~--~ 
1

5 0 3 5 0 3 5 0 3 5 0 3 5 0 3 5 0 3 5 0 3 

,JI 

5 • 5 rn 5 ~ 5 m 5 ~ 5 • 5 ~ 

5 C8:I 5 ::8l 5 !8l 5 C8:I 5 181 5 i8l 5 C8:l 

is 0 3 5 0 3 6 0 3 6 0 3 6 0 3 2 0 3 2 0 3 
5 m 5" 6 "'6'" 6"2" 2" 
S C8:l 5 ::xl 6 ~ 6 ~ 6 ~ 3 ~J 3 ~ 

------~--,~--~~--~--~-----~--~ 

~
09 ~09 14081408140814083010 

III III IA III IA III IA III IA III 3 III 
@l @li: @)~ @)I"+ [§1"9 @1 ~ 

U 15 jQ 1S1 IV 1S2 16 I" 16 1$2 3 .. od 

3 0 10 ~ 0 1R 13 ~ 10 3" 10 3" 10 15 0 2 15 0 2 
3 @:~ =3 8:3 ~3 §j5 ~S ~ 
3 - 3 - 3 3 3 5 5 I 

~----~---~----~--~----~---~----~I 

4 1 9 3 10 3 10 3 10 5 0 3 5 0 3 5 0 3 5 0 3 
4 3 3 3 ""10. "',01 @] §J §J §] L=..J L=..J 

8 3 ) 3 3 4 4' 
-:-...-~..-....~ 

4' 
i 

4 

5 0 3 5 0 3 1 5 0 3 5 0 3 r'-7 0 3 7 0 3 5 0 10 5 0 10 
C!:Joo. [~}os (~}os [!:}o. (!]I~ [!J1l0 C!)QI @I 

444 4 5 544 

5 0 10 7 0 8 7 0 8 7 0 8 7 0 8 7 0 8 6 0 7 8 0 8 
~, [!Juo [!Juo [!Juo mao 0'" [!J 0"'d 
4 5 5 5 5 5 7 4 

----~.--~~--~~--------~--_~I--------~ 
8 0 880812 0 9 r:::\ D D ~ 1:::\ 
~~. $M.d rr- \!J 0 0 \!J \Y 

(1) 110 (1) 1'10 (1) 110 (1) 1 10 (1) 1 10 (1) 1 10 
Supply Supply Supply Supply Supply Supply 

o 0 0 0 0 0 

(1) 1 10 (1) 1 10 (1) 1 10 (1) 1 10 (1) 1 10 (1) 110 (1) 1 10 (1) 1 10 
Supply Supply Supply Supply Supply Supply Supply Supply 

o 0 000 000 

~I----~--_ .~----~--~----~--~--------~I--

J 

10 6 10 10610 2 0 5 2 0 5 2 0 5 2 0 10 2 0 10 2 0 10 
10~10~22 °22 0

2
2 122 ~2 fJ;)2 ~ 

16 76 16 '6 2 2' 2 ~ 

10 6 9 4066 r:::\ D D ~ 1:::\ r:::\ 
[3,n i"O \!J 0 0 \!J \Y \!J 

(1) 1 10 (1)1 10 (1) 1 10 (1) 1 10 (1)1 10 (1) 110 (1) 1 0 (1) 110 
Supply Supply Supply Supply Supply supply Supply Supply 

o 0 0 0 000 0 



eo---- ~ - ~' -
203 203 203 203 203 203 203 
2 rZI 2 II 

~ rZI 2 II 2 " 2 II 
2 t8J 181 2 181 2 181 181 

2 2 2 2 

203 203 203 203 203 203 203 
2 rZI 2 II 2 II 2 rZI 2 .. 2 rZI 2 " 
2 2 

181 
2 

181 2 2 
181 2 2 181 

.- .-
~~ 1 9 419 419 5\ 9 618 619 419 

l: " 4 rMa 4 II 9 Ell 9 ~ ~" 
4 ~ 

4 4 
I!!II 

18· 18 ttlV 8 

4t9 31 1Q, 31 10 31 10 503 503 503 f 5 03 
4 1!8 3 IE2l 3 IE2l 3 IE2l C!::l- m- m... m· .. 
8 a 3 3 ..- 4 4 4 

203 203 2 03 203 203 203 203 
2 rZI 2 rZI 2 rZI 2 rZI 2 II 2 181 lii2 rZI 181 
2 2 2 2 2 2 2 

503 503 503 50a 703 103 5910 &»10 
m- .tE- m ... !Dta 00 ... '~ ~ fDoo 
4 4 4 4: 5 5 .. 4 ; 

323 323 209 209 323 323 323 
3 ~ 3 ~ 2 & 2 & 3 ~ 3 M1 3 f4J 
3 3 6 6 3 3 3 

5010 708 708 708 708 708 607 8'll8 
[!}os (!)so (!)so (!)so (!)so m- ID ~ .... 
4 5 5 5 5 5 7 4 

3110 3110 3110 3110 3110 3110 3110 
3 ~ 3 II 3 II 3 ~ 3 db 3 II 3 ~ 3 3 C8:I 3 C8:I 3 3 .3 C8:I 3 

808 8~8 12 09 e @ e @) @) [tJ.... °1_ ~ 
4 4 2 

3110 3110 3110 3110 3110 3110 518 

13 ~ 3 ~ 3 ~ 3 ~ 3 ~ 3 ~ ~~ 3 3 3 3 3 3 
@ @ @ @ 

'. 

@ @ e ~e 
518 518 5112 6112 5 112 3110 3,10 
7 § 7 § 5 ~ 5 m 5 ~ 3 d5J 3 ~ 14 IV 14 IV 5 5 5 3 3 @ @ (1) 110 (t),'10 (1) 110 tOll) (1)110 ttl 110 

~ SO"" T s.r Supply SUppty 
0 0 

3110 308 308 308 619 619 6t9 
3 d5J 3 II 3 II 3 .. 6 .. 6 II 6 II 

~ ~ ~ 10 IS."2I 10 IS."2I IS."2I 
3 6 6 6 10 

(1) 110 (1) 110 (1) 110 (1),10 (1) 110 (1),10 (I) 110 
Supply Supply Supply T Supply Supply T 0 0 0 0 0 


