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may never retreat into or through an Enemy unit or an Enemy 
Zone of Control, unless the hex is in an Enemy ZOC and 
occupied by a Friendly unit. Units may not retreat through 
impassable Lake hexsides. 

9.72 Retreats of Friendly units are conducted by the Enemy 
Player, even in the case of split results; i.e., the Path of Retreat 
is always determined by the opposing Player, within the 
guidelines of Case 9. 73. Units in a stack may be retreated in dif­
ferent directions. (Given the opportunity, the Soviet Player 
should retreat the elements of German divisions to separate 
hexes to minimize their Overrun abilities in the next Movement 
Phase.) 

9.73 A retreating unit must, if possible, retreat into a vacant 
hex. If no vacant hex is available, it may retreat into or through 
a hex that is occupied by a Friendly unit. Units may not retreat 
into a hex in violation of stacking restrictions; units that are 
forced to do so are eliminated instead. Thus, if two German 
units are forced to retreat into or through a hex occupied by two 
other German units, only one of the retreating units may suc­
cessfully retreat; the other is eliminated because it is in violation 
of stacking restrictions. 

9.74 Units may retreat through other Friendly units, within the 
bounds of Case 9. 73, without disturbing the non-retreating 
units. The non-retreating units are not affected by the retreating 
units; they do not have to move out of the way of the retreating 
units. 

9.75 If a unit is forced to retreat into a Friendly occupied hex 
and that hex then undergoes an attack (regular or Overrun), the 
retreated unit does not add its Strength to the units in the hex. 
However, if that new hex suffers any combat result (loss or 
retreat), the previously retreated unit is automatically 
eliminated, regardless of whether the Player decides to retreat 
or not. An "Engaged" result is not considered a "Loss or 
Retreat" for purposes of this rule. 

9.8 ADVANCE AFTER COMBAT 

9.81 Whenever an Enemy unit is forced to retreat (or is 
eliminated) leaving its hex vacant as a result of combat, it will 
leave a path of vacant hexes behind it called the Path of Retreat. 
Any or all Friendly victorious units which participated in the 
combat are allowed to advance along the Enemy Path of 
Retreat. 
9.82 The advancing victorious units may cease advancing in 
any hex along the Path of Retreat. 

9.83 Advancing victorious units may ignore Enemy Zones of 
Control. 
9.84 An advancing unit may not stray from the Path of Retreat 
(however, see Case 9.86). 

9.85 The option to advance must be exercised immediately, 
before any other combat resolution. Units are never forced to 
advance after combat (but see Cases 6.51 and 6.58). After 
advancing, units may neither attack (nor be attacked if they are 
advancing defending units) in that Phase (see Case 9.14), even if 
their advance places them adjacent to Enemy units whose bat­
tles are yet to be resolved or who were not involved in combat. 
However, advances are useful in cutting off the retreat of 
Enemy units whose combat has not yet been resolved. 

9.86 If all units in a hex are eliminated, the victorious units may 
advance a maximum of two hexes after combat. The first hex 
must be the hex formerly occupied by the destroyed unit(s); the 
second hex may be any empty hex. If the defending unit(s) 
proves to be a unit with no defense Strength (0-0-6 or 0-10), the 
attacking units may advance the two hexes after the defenders 
are removed . 
9.87 Any victorious unit may advance after combat , regardless 
of whether it was the attacker or the defender in the battle 
fought (however, see Case 9.86). 

9.88 Advance after combat does not apply to Overrun, which is 
part of movement. 
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10.0 SOVIET LEADERS 
GENERAL RULE: 

The Soviet Leader counters represent organizations of logistical 
and support troops, at the army level, headed by the general 
named on the counter. Soviet Leaders have a dual existence: 
they are treated as regular combat units-although they have no 
attack capabilities-and they coordinate and aid Soviet Supply 
and combat. 

CASES: 

10.1 THE LEADERSHIP RATING 

The rating of each individual Leader represents three different 
capabilities: a) the Radius, is the number of hexes, within which 
Soviet combat units must be to be considered in Supply for both 
movement and combat (see Case 11.2) and within which a 
Soviet unit must be to initiate an attack; b) the maximum 
number of Combat Points that the Leader may possibly add to 
units with which it is directly stacked; and c) the Defensive Com­
bat Strength of the Leader. 

10.2 CHARACTERISTICS OF SOVIET LEADERS 

10.21 Leaders have a Movement Allowance of ten. However, 
although they move like Motorized units on the roads, they 
move like Infantry in the Forests. Soviet Leaders may move on 
Railroads and do not count against the eight-unit limit; they 
may move on Railroads by themselves . They do not need to be 
stacked with a regular combat unit at any time. 

10.22 Soviet Leaders exert a Zone of Control. They are treated 
in all ways like normal combat units, except that they have no 
Attack Strength. 

10.23 Soviet Leaders may only enter into an Enemy Zone of 
Control if accompanied by at least one regular combat unit that 
has an attack capability. If a Leader advances into an Enemy 
ZOC with an Untried unit, and that unit is revealed to be a 0-0-6, 
0-10, or 0-1-6, then the Leader must immediately retreat to the 
hex from which it entered the Enemy ZOC. The Enemy unit 
may not move after this "retreat". If the Leader cannot, for any 
reason , retreat, it is eliminated . 

10.24 Each Soviet Leader is considered to be one full step for 
purposes of combat losses . If a Soviet Leader is in a stack of 
units suffering a combat loss, the Soviet Leader may be 
eliminated to satisfy the step loss, if so desired . 

10.25 Leaders may stack with other units (see Section 7 .0). 
Soviet Leaders are not required to stack with regular combat 
units. 

10.26 If a leader is in a stack of units that suffers a combat 
result, the Leader undergoes all retreats undertaken or may be 
used to absorb step losses, if so desired . It may also advance 
after combat with regular combat units . If the combat units in 
the stack divide their attack (9.23), the Leader must be assigned 
to one of the attacks, suffering any results that that attack 
incurs. 

10.3 CAP ABILITIES OF SOVIET LEADERS 

10.31 Soviet Leaders coordinate Supply for all Soviet combat 
units. Combat units must be able to trace a Line of Communica­
tions, in hexes equal to the Radius rating of a Leader who, in 
turn, must be able to trace a Line of Supply to the eastern edge 
of the game map, in order for those units to be in Supply (see 
Case 11 .2) . Soviet combat units are not in Supply unless they 
can first trace a Line of Communications to a Leader, even if 
they are adjacent to the eastern edge of the game map! 

10.32 Soviet Leaders may coordinate Supply for any number of 
combat units. There is no limit to the number of units that may 
be supplied through any one Leader. "Army" designations 
have no effect on Leadership. 

10.33 Combat units may use the Railroad Movement Bonus 
without the presence of a Leader to coordinate Supply; i.e., 
units may move thirty hexes on a Railroad without a Leader or 
Supply. 

10.34 Soviet Leaders , themselves, are in Supply simply by trac-



ing a Line of Supply of any length to the eastern edge of the 
game map (see Section 11 .0). 

10.35 Soviet combat units may not attack unless they are within 
the Leadership Radius of a Soviet Leader. Thus , a unit may be 
out of Supply because the Leader may not be able to trace a Line 
of Supply to the eastern edge, yet still be able to attack-albeit 
at half-strength- if it can trace a Line of Communications to a 
Leader (see Case 11 .21) . Combat units may defend at half 
Strength without the presence of a Leader; they do not need a 
Leader to defend . 

10.36 Soviet combat units stacked directly with a Leader may 
add the Leadership Value of the Leader to an attack, not to a 
defense, but the value added to the combat units' total Strength 
may never be more than equal to its given Strength (after any 
deductions for being out of Supply) . Soviet Leader Points may 
not be split for these purposes . Example: a 6-8-6 unit is stacked 
with a Leader with a value of "four" and in Supply; ifit attacks, 
it attacks with a total Strength of" 10" (6 + 4 [for the Leader) 
= 10). If it was out of Supply, it would attack with a Strength of 
"six" (3+3=6). If a 1-2-6 is stacked, in Supply, with a "4" 
Leader, its total Attack Strength is "2", as it may never add 
more than its own total value (1 + l =2). If a 1-2-6 and a 3-3-6 
are stacked with a "4" Leader the total Attack Strength for the 
stack would be "eight" (I+ 3 + 4 = 8) . 

10.4 EVACUATING SOVIET LEADERS (Optional Rule) 

The Soviet Player may evacuate a maximum of one Soviet 
Leader per Game-Turn, if necessary. He may do this only twice 
in the game. If, at the beginning of the Soviet Movement Phase, 
there is a Soviet Leader who is completely surrounded by Enemy 
units and/ or Enemy ZOC's (ZOC's are not considered negated 
by Friendly units for this purpose) he may be "evacuated". To 
do this , the Soviet Player simply removes him from the hex and 
takes him off the game map. The evacuated Leader may return 
to the game the following Turn , or later, through Entrance Hex 
"X". Only one Soviet Leader may be evacuated per Game­
Turn, and only two per game, and it must be done at the begin­
ning of the Soviet Movement Phase. This is an Optional Rule, 
its use will tend to tip the balance of the game in the direction (if 
not the favor) of the Soviets a bit. 

11.0 SUPPLY 
GENERAL RULE: 

Units must be in Supply to use their full Combat Strength and 
Movement Allowance. If they are not in Supply, they are 
penalized with respect to Movement and Combat capabilities . 
Units judged to be out of Supply can be marked with an Out of 
Supply Marker for reference. 

PROCEDURE: 

Supply determination for movement purposes is made at the 
beginning of each Movement Phase. (Remember, the Germans 
have two Movement Phases.) Thus, a unit in Supply at the 
beginning of a Movement Phase may use its full Movement 
Allowance. If a unit starts a Movement Phase unsupplied and 
then moves into Supply during that Phase, it is still out of Supply 
for that Phase. Units are determined to be in Supply, for com­
bat purposes, at the instant of combat; i.e., if an attacking unit 
had been in Supply at the beginning of the Combat Phase, but 
another, preceding combat had resulted in the Supply being cut, 
the attacking unit would not be Supplied for its own combat. To 
be in Supply, a unit must be able to trace a Supply Line to a Supply 
Source. 

CASES: 

11.l GERMAN SUPPLY 

11.11 To be in Supply, a German unit must be within twenty 
hexes of a Road that eventually leads to the Road hex (0120) on 
the western map edge. Neither the path to the Road nor the 
Road itself may be interrupted by Enemy units, Enemy­
controlled hexes, or unpassable terrain . For purposes of tracing 
Supply, Friendly units do negate Enemy Zones of Control. 

11.12 German Units are also considered to be in Supply if they 
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can trace a Line of Supply that is twenty Movement Points (not 
hexes) in length directly to any hex on the western edge of the 
game map. These Movement Points are counted as per the type 
of unit (Infantry, Armor, etc.) seeking to be Supplied. 

11.13 Although Roads do not cross Rivers for movement pur­
poses (only Railroads do), they are considered to cross the 
Rivers for purposes of tracing Supply Lines as per Case 11.11 
(only) . 

Note: The placing of the Soviet Interdiction Marker in hex 0120 
(see Case 13 .4) blocks the use of that hex for German Supply. In 
this instance, German units must trace Supply according to 
Case 11.12. 

11.2 SOVIET SUPPLY 

11.21 To be in Supply, a Soviet combat unit must first trace a 
Line of Communications to any Leader (see Case 10.31). This 
Leader must then be able to trace a Line of Supply of any length 
to the eastern edge of the game map. The Leader unit thus co­
ordinates Supply. Neither the Line of Communications nor the 
Line of Supply may be interrupted by (pass through hexes con­
taining) Enemy units, Enemy Zones of Control, or unpassable 
terrain . For purposes of tracing Supply, Friendly units negate 
Enemy Zones of Control. 

11.22 The length of the Line of Communications traced from 
the combat units to the Leader may be no more hexes than the 
rating of the Leader. Example: A Soviet division is four hexes 
from General Lukin; it is out of Supply because Lukin's rating 
is three, and the maximum length of the Line of Communica­
tions from the combat unit to Lukin would have to be three. The 
unit may, of course, attempt to trace a Line of Communications 
to a different Leader. 

11.23 Soviet Leaders may coordinate Supply for any number of 
Soviet combat units, but Soviet combat units must trace Supply 
through a Leader; they may not, in any case, trace a Line of 
Communications (or Supply) directly to the eastern edge of the 
game map. 

11.24 Soviet Leaders are not automatically in Supply. They 
must trace a Line of Supply to the eastern edge of the game map 
to be considered in Supply. They do not need to trace a Line to 
another Leader . 

11.3 EFFECTS OF SUPPLY 

11.31 All units that are not in Supply have their Movement 
Allowance and Combat Strengths halved. All fractions are 
rounded down. Thus, an out-of-Supply 9-7 German Infantry 
Division is worth four Combat Strength Points and has Move­
ment Allowance of three. Out of Supply penalties take effect 
before any terrain effects are considered. For example: a 3-3-6 
Soviet infantry unit that is out of Supply is reduced to l defen­
sive Strength Point. In a tripled defensive position, the 3-3-6 
would be worth 3 defensive Strength Points 

11.32 A unit's Strength or Movement Allowance may never be 
reduced below one. 

11.33 All units are considered to be in Supply during the first 
Movement Phase of their entrance into the game. After that 
Phase, they must establish a regular Line of Supply. 

11.34 Units may remain out of Supply indefinitely; they are 
never lost through lack of Supply alone. 

11.35 Supply never affects Zones of Control. 

11.36 Supply for Overrun is judged at the instant of Overrun 
Uust as for combat) . Thus, it is possible for a unit to be in Supply 
when conducting an Overrun, even if it began the Movement 
Phase out of Supply. 

12.0 UNTRIED UNITS 
GENERAL RULE: 

The Combat Strengths of Soviet units that have not yet 
participated in combat are unknown to both the Soviet and 
German Players. All Soviet units are initially placed with their 
Untried side face-up. This does not apply to Leaders. As the 



game progresses and opposing units have combat with one 
another, the Strengths of the Soviet units will be revealed by 
inverting the counter. 

CASES: 

12.1 PLACEMENT OF UNTRIED UNITS 

All Soviet combat units, whether they start the game on the 
game map or enter as reinforcements, are placed on the game 
map in their Untried state. Units are picked by type (Rifle or 
Tank/Mech Division) from the pool of provided counters. 
Neither the Soviet nor the German Player should be aware of 
the actual Strengths of the units until they are revealed. 

12.2 HOW UNITS ARE REVEALED 

Once the units are placed and play begins, units remain in their 
Untried state until they are involved in combat. Once a unit has 
been committed to combat, the true Strength of the unit is 
revealed; however, the moment of revelation comes only at the 
instant of combat; i.e. , neither Player may see what the actual 
Strengths of the Soviet units are until it is time to throw the die 
for that particular combat. Once Soviet units have been com­
mitted to combat, they may not be withdrawn or re-allocated, 
even if the odds are unfavorable (however, see Case 12.3). 

12.3 "NO-STRENGTH UNITS" 

Certain Soviet combat units have no Attack or Defense 
Strengths. These units are removed from the game at the instant 
of revelation, as they can neither attack nor defend. However, 
as long as they remain in an Untried state , they have a Zone of 
Control and block Supply and retreat lines, etc. There are two 
Soviet Rifle Divisions with a Combat Strength of 0-1-6. These 
units are not removed upon revelation; however, they may 
never attack, only defend . If committed to an attack prior to 
revelation, they must retreat in a fashion similar to a Leader unit 
(see Case 10.23). 

12.4 ELIMINATED UNTRIED UNITS 

All Soviet units that are eliminated in combat or removed from 
the game because they have no Combat Strength (0-0-6) are 
placed in a separate pile in an inverted, Untried state . When the 
Soviet Player has run out of reinforcements from the counters 
provided, he may pick reinforcements from this "dead pile" 
until he has used all counters available to him and there are no 
other counters to use . The Soviet Player is limited to the number 
of counters he actually receives by the number of counters 
provided. 

13.0 INTERDICTION 
COMMENTARY: 

Control of the skies by the Luftwaffe (the German air force) 
enabled the Germans to restrict , to some extent, troop 
movements by the Soviets along major transportation arteries . 
The Soviets, in return, had at this time a feeble air force and a 
minimal rear-guard partisan effort. 

CASES: 

13.1 GERMAN AIR INTERDICTION MARKERS 

The German Player receives three Air Interdiction Markers . 
These represent the effects of tactical bombing raids on various 
communications points in the Soviet Union. They are only 
Markers and they have no Zone of Control, combat capabilities 
or any other charactersitics of combat units . They do not affect 
stacking. 

13.2 USE OF GERMAN AIR INTERDICTION 

The German Player places his Air Interdiction Markers on the 
game map during his Air Interdiction Phase. However, before 
the game begins (and after the Soviet Player has placed his initial 
units on the game map) the German Player places down his Air 
Interdiction Markers for the First Soviet Player-Turn (see Sec­
tion 5.0) . Air Interdiction Markers may be placed no further 
east than the 4000 hexrow (inclusive) unless the German Player 
controls both hexes of Smolensk. One Turn after he takes 
Smolensk, and if a Line of Communications (see 15 .1) of any 
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length connects it to the western map edge, he may place his Air 
Interdiction Markers anywhere on the game map. If Smolensk 
is recaptured by the Soviets, the German Player reverts to the 
original retrictions . 

13.3 EFFECTS OF GERMAN AIR INTERDICTION 

13.31 If an Air Interdiction Marker is placed on a Railroad hex, 
it costs each unit four of the Railroad Bonus Movement Points 
to move through that hex, if they are using Rail Movement. 
Otherwise, it adds one Movement Point to the cost of other 
terrain in the hex. 

13.32 If an Air Interdiction Marker is placed on any other hex 
on the game map, it adds one Movement Point to the cost for 
Soviet units entering that hex. 

13.33 No more than one Air Interdiction Marker may be placed 
in any one hex. All Markers are removed at the end of the Soviet 
Movement Phase. Air Interdiction Markers have no effect on 
the tracing of Soviet Supply. Soviet Supply may be traced 
through terrain with Air Interdiction Markers . 

13.34 German Interdiction Markers may be placed in Soviet­
occupied hexes. 

13.4 SOVIET INTERDICTION 

The Soviet Player has sporadic ability to interfere with German 
movement and supply. This minimal ability rises from small 
partisan groups and remnants of the Soviet Air Force. 

13.41 On any three Game-Turns in the game, excluding the last 
Turn (Game-Turn Twelve), and only on three Turns, the Soviet 
Player may use a Soviet Interdiction Marker. 

13.42 The Interdiction Marker is placed on the game map at the 
end of the Soviet Player-Turn. It may be placed anywhere on the 
game map and is not counted against stacking. It has no Zone of 
Control or any effect other than that listed below. 

13.43 The Soviet Interdiction Marker has the same effect on 
German units as the German Air Interdiction Marker has on 
Soviet units as per Cases 13 .31 and 13.32. This effect lasts 
through both German Movement Phases. 

13.44 In addition, the German Player may not trace Supply 
through the hex occupied by the Soviet Interdiction Marker. 
The Soviet Interdiction Marker interrupts any German Supply 
Lines. 

13.45 The Soviet Interdiction Marker may not be placed in a 
hex occupied by a German unit. 

13.46 The Soviet Interdiction Marker is removed at the end of 
the German Player-Turn. 

14.0 REINFORCEMENTS 
GENERAL RULE: 

Both sides receive reinforcements according to the Reinforce­
ment Schedules for each side (see Section 16.0 and the 
individual Player cards). In addition, the Soviet Player receives 
Provisional Reinforcements each Turn, and he may, if he 
chooses, bring in reinforcements from his South-Western Front 
Armies. Reinforcements pay the necessary Movement Point 
costs to enter the first hex on the game map, and all rein­
forcements are considered to be in Supply for the First Player­
Turn of their entrance. All Soviet reinforcements arrive in an 
Untried state. 

CASES: 

14. 1 SOVIET PROVISIONAL REINFORCEMENTS 

14.11 On each Turn, starting with Game-Turn One, the Soviet 
Player throws a die. The number thrown corresponds to one of 
the six Soviet Provisional Reinforcement Entrance Hexes or 
Areas on the game map . These hexes/ areas are numbered one 
through six . The Soviet Player receives one Rifle Division (Un­
tried) in that Turn, arriving on the hex or in the area correspond­
ing to the number he has rolled on the die. Thus, if the Soviet 
Player rolls a ''three'' he receives one Rifle Division at Entrance 
Hex Three in addition to his normal reinforcements (16.1) . 

14.12 If the Entrance Hex or Area is completely occupied by 



German units, or in German Zones of Control, the Soviet Pro­
visional Reinforcement may enter the game map at the map hex 
nearest to that hex which is unoccupied in the direction of the 
eastern edge of the board. 

14.13 The Soviet Player must take the Provisional Reinforce­
ment in the Turn in which they are to appear; they may not be 
saved or accumulated. 

14.14 The counter limitation is absolute; the Soviet Player may 
never have more units in play than there are counters provided. 
He may, however, make use of units that had been previously 
destroyed (see Case 12.4). These units must still be brought back 
in an Untried state . 

14.2 SOVIET SOUTH-WESTERN FRONT REINFORCE­
MENTS 

The Soviet Player may choose to divert units from the ( off-map) 
South-Western Front to aid in his defense of Moscow. In doing 
so, he will add to the German Victory Point Total; the Soviet 
Player will have to weigh the pros and cons of such a decision. 

14.21 Beginning with Game-Turn Two, the Soviet Player may 
bring on as many as five Rifle Divisions per Game-Turn , up to a 
maximum of ten divisions for the entire game, as South­
Western Front Reinforcements . These reinforcements are in 
addition to any regularly scheduled reinforcements as well as the 
Provisional Reinforcements . The Soviet Player is never re­
quired to bring on any of these divisions; but the maximum may 
be no more than five per Turn and ten per Game. 

14.22 South-Western Front Reinforcements may enter the 
game map through any Railroad hex on the southern edge of the 
map east of, and including , Entrance Hex "Z" . 

14.23 For each of the first five divisions that the Soviet Player 
chooses to bring in, the German Player receives one Victory 
Point each . For each of the next five divisions the Soviet Player 
may choose to use, the German Player receives two Victory 
Points each . If the Soviet Player were to bring in all ten divi­
sions, the German Player would receive 15 Victory Points. 

14.24 There is no Leader provided with these reinforcements. 

15.0 VICTORY CONDITIONS 
GENERAL RULE: 

Victory is awarded to the Player according to the Victory Level 
Schedule. At the end of the game, the Players total the Points 
they have earned according to the Victory Point Schedule. This 
will result in a number of Victory Points attained by the 
Germans . Dependent on the total number of Victory Points 
amassed by the Germans, the Level of Victory and the Victor 
may be determined. 

PROCEDURE: 

Each Player keeps track of his Victory Points on a separate 
sheet of paper. These Victory Points are awarded for attaining a 
variety of objectives as detailed in the Victory Point Schedule 
(Case 15.1). At the end of the game, the Points are totaled and 
the victory determined . 

CASES: 

15.1 VICTORY POINT SCHEDULE 

15.11 Points Awarded to the German Player 

The German Player receives Victory Points for occupying 
Soviet cities and certain hexes at the end of the game. Occupa­
tion means that the German Player must have a combat unit in 
all hexes of that city or be the last Player to have a unit pass 
through those hexes . Mark Victory Point hexes and cities cap­
tured by the German Player with German Control Markers. 
Remove the German Control Markers if the Soviet Player 
recaptures them . In order to get credit for occupying a city (not 
hexes 5907 or 5915), the German Player must be able to trace a 
line of hexes that is free of Enemy units or Enemy Zones of Con­
trol from the city to the western edge of the game map . Friendly 
units negate Enemy ZOC's for this purpose. 

German Victory Point Schedule: 

City Points for Occupation 

Vitebsk 10 
Orsha S 
Mogilev S 
Smolensk 25 
Roslavl 10 
Yelnya 10 
Rzhev S 
Gzliatsk S 

15 
20 
20 

e 20 
In addition, the German Player receives Victory Points if the 
Soviet Player uses his South-Western Front Reinforcements; 
see Case 14.23. 

15.12 Points Awarded to the Soviet Player 

1. The Soviet Player receives five Victory Points for each entire 
German division eliminated-with the exception of the German 
Cavalry Division, for which the Soviet Player does not receive 
any Points . He receives no Points for individual regiments. 

2 .. The Soviet Player receives two Victory Points for each city at 
the instant that he recaptures it from the Germans. In order to 
be recaptured, all hexes of the city had to have been held by the 
German Player at the end of the previous German Player-Turn. 
In addition, the German Player must have been able to trace a 
line of hexes as per Case 15 .11 to the western edge of the game 
map. A city is considered recaptured if the Soviet Player then 
occupies all hexes of the city at the end of his Player-Turn. The 
Soviet Player may receive Points for recapturing a city every 
time it is recaptured. 

15.2 LEVELS OF VICTORY 

The Soviet Player subtracts his Victory Point Total from the 
Point Total of the German Player. The total number of German 
Points is then compared with the following schedule and the 
winner, and the Level of Victory, is determined. 

German Victory Points Level of Victory 
(minus Soviet Points) 

0 or fewer 
1 to 25 

26 to 49 
SO to 79 

80 to 124 
125 or more 

Soviet Decisive 
Soviet Strategic 
Soviet Marginal 

German Marginal 
German Strategic 
German Decisive 

16.0 REINFORCEMENT SCHEDULES 
16.1 SOVIET REINFORCEMENTS 

The following are the scheduled Soviet Reinforcements; these 
are in addition to Soviet Provisional Reinforcements (see Case 
14.1) and South-Western Front Reinforcements (see Case 14.2). 
Reinforcement arrival is indicated on the Turn Record Track . 

Enter on Game-Turn One on Entrance Hex X: 
6 Rifle Divisions; General Rokassovski. 
Enter on Hex V: 
22nd Army (5 Rifle Divisions; General Yershakov). 

Enter on Game-Turn Two on Entrance Hex W: 
30th Army (3 Rifle Divisions; I Armored Division; General 
Khomenko) . 
On Entrance Hex X: 
4 Rifle Divisions . 

Enter on Game-Turn Three on Entrance Hex Z: 
21st Army (5 Rifle Divisions; 2 Armored Divisions; General 
Gerisamenko). 
On Entrance Hex X: 
4 Rifle Divisions . 

Enter Game-Turn Four on Entrance Hex X: 
28th Army (5 Rifle Divisions; I Armored Division; General 
Kachalov) . 



Enter Game-Turn Five on Entrance Hex X: 
4 Rifle Divisions; l Armored Division. 

Enter Game-Turn Six on Entrance Hex X: 
4 Rifle Divisions. 

Enter Game-Turn Seven on Entrance Hex X: 
29th Army (4 Rifle Divisions; General Maslennikov). 

Enter Game-Turn Eight on Entrance Hex X: 
31st Army (4 Rifle Divisions; General Dolmatov). 

Enter Game-Turn Nine on Entrance Hex X: 
49th Army (4 Rifle Divisions; General Zakharkin). 

Enter Game-Turn Ten on Entrance Hex X: 
32nd Army (4 Rifle Divisions; General Vishnevsky). 

Enter Game-Turn Eleven on Entrance Hex X: 
33rd Army (4 Rifle Divisions; General Onuprienko). 

Soviet Armored Divisions include both armored and mechanized 
units. 
Players should note that there are more Soviet armored/mech 
units than are called for; this is by design, not accident. 

Note: When taking "armored" reinforcements, the Soviet 
Player should draw them (blindly) from a combined pool of 
untried armor and mechanized units. 

16.2 GERMAN REINFORCEMENTS 

Enter Game-Turn One in Entrance Area C: 
39th Panzer Corps (7th Pz, 12th Pz, 14th Mot Inf, 20th Mot Inf, 
20 Pz Divs.). 

Enter Game-Turn Two in Entrance Area A: 
57th Panzer Corps (18th Mot Inf, 19th Pz Divs, Lehr PzGr 
Rgt). 
In Entrance Area B: 6th and 26th Infantry Divisions. 

Enter Game-Turn Three in Entrance Area D: 
5th, 35th, and 161st Infantry Divisions. 
In Entrance Area E:47th Panzer Corps (29th Mot Inf, 17th PZ, 
18th PZ). 
46th Panzer Corps (10th Pz, SS Das Reich Mot Inf Divs, Gross 
Dtschld PzGr Rgt). 
In Entrance Area H: 
24th Panzer Corps (3rd Pz, 4th Pz, 10th Mot Inf Divs; 1st 
Cavalry Division). 

Enter Game-Turn Five in Entrance Area E: 
263rd, 137th, 23rd Infantry Divisions. 

Enter Game-Turn Six in Entrance Area E: 
258th and 292nd Infantry Divisions. 

Enter Game-Turn Seven in Entrance Area E: 
7th, 15th , 17th, and 268th Infantry Divisions. 

Enter Game-Turn Eight in Entrance Area F: 
78th and 252nd Infantry Divisions. 

Enter Game-Turn Nine in Entrance Area G: 
31st and 34th Infantry Divisions. 
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APPENDIX A: BIBLIOGRAPHY 
Since the first edition of PANZERGRUPPE GUDERIAN was 
published in 1976, a number of good magazine articles have 
appeared concerning play of the game. While preparing this edition 
the following four articles were consulted. 

Bill Dunne, Mike Gunson, and David Parish, "PANZER­
GRUPPE GUDERIAN: A Dissenting Approach", MOVES 
Magazine #33, June/July 1977. 

Larry Lippert and Gregory Mumm, "PANZERGRUPPE 
GUDERIAN: Game Analysis", CAMPAIGN Magazine #79 , 
May/June 1977. 

Redmond A. Simonsen, "PANZERGRUPPE GUDERIAN: 
Assaulting the Mystery", MOVES Magazine #29, 
October/November 1976. 

Ralph Vickers, "PANZERGRUPPE GUDERIAN: Is It a 
Classic?", FIRE AND MOVEMENT Magazine #12, 
July/ August 1978 . 

APPENDIX B: SOVIET UNTRIED UNITS 
The following brief statistical analysis of the Soviet units is 
provided to aid players in their tactics . 

SOVIET INFANTRY UNITS: 78 units with an average defense 
strength of 4. 

#OF UNITS #OF UNITS % OF TOTAL 
WITH THIS WITH THIS WITH THIS 
DEFENSE ATTACK DEFENSE 

STRENGTH STRENGTH STRENGTH STRENGTH 
0 9 8 10.26 
I 11 6 7.69 
2 18 4 5.13 
3 14 13 16.67 
4 10 IS 19.23 
s 7 16 20.51 
6 4 4 5.13 
7 2 4 5.13 
8 2 8 10.26 
9 1 0 0.00 

SOVIET ARMOR UNITS: 10 units with an average strength 
of 3. 

COMBAT 
STRENGTH 

0 
3 
4 
s 
7 

#OF UNITS 
3 
3 
1 
2 
1 

SOVIET MECHANIZED UNITS: 10 units with an average 
strength of 5. 

COMBAT 
STRENGTH # OF UNITS 

I 
2 
4 
s 
6 
8 

1 
1 
3 
1 
I 
3 



COMPONENTS 
22" x 32" Mounted Mapsheet 
Counter Sheet: 260 pieces 
German Player Aid Card 
Russian Player Aid Card 
Rulebook 
I Six-Sided Die 

REPLACEMENT PARTS 
For a current replacement parts list, send one dollar (US) to: 
The Avalon Hill Game Company, 4517 Harford Road, Baltimore, 
Maryland 21214. We will send you our full-color catalog describ­
ing the many exciting games that The Avalon Hill Game Company 
has made available both by mail and in discriminating retail outlets 
where better games are sold (consult current Parts List for price). 

RULES QUESTIONS 
Questions on the play of this game will be gladly answered upon 
receipt, if they are accompanied by a stamped, self-addressed 
envelope. Questions on the actual design or the evolution of the 
game itself cannot be answered. This type of information is 
available only in the pages of our bi-monthly magazine, THE 
GENERAL. Sorry, but absolutely no game related questions 
can be answered by phone. 

©1984 THE AVALON HILL GAME CO. , BALTIMORE, MD. PRINTED IN USA 
Originally published by Simulations Publications. Inc. 
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THE GENERAL 
Now that you know how to play the game, the next 

problem is probably who to play it with and how to win. 
We can help you with that problem, and many others, 
through your subscription to our bi-monthly gaming jour­
nal, The GENERAL. In The GENERAL you'll not only read 
all there is to know about this game, but will also learn 
about our dozens of other exciting simulation games of 
skill. Every full-color, issue is crammed full of the best 
articles on the strategy and tactics of the games from The 
Avalon Hill Game Company. Just look at what The 
GENERAL offers: 

Advertising: Our OPPONENTS WANTED COLUMN allows 
you to advertise, for a minimal fee, for opponents, discon­
tinued games or competition of any sort. Each issue con­
tains dozens of ads which are seen by our many readers 
worldwide. The fastest way to find an opponent for this 
game, whether it is across the street or across the Atlantic 
Ocean, is in the pages of The GENERAL. 

Contests: In every issue, we pose challenging game situ­
ations which you can enter to win free games by utilizing 
your playing skills for this or any of The Avalon Hill Game 
Company's many other simulations. 

Tactics & Strategy: Learn why you lose or how to win. 
The nation's best players and our design staff members 
write many thought-provoking articles on the entire gamut 
of games by The Avalon Hill Game Company. Many issues 
contain a SERIES REPLAY in which an actual move-by­
move game by master players, profusely illustrated and 
with commentary by a recognized expert, is printed. 

History: Curious why one side always seems to win? Each 
issue contains historical material to enhance your enjoy­
ment of the game situation. 

Game Design: Wonder why this game was designed the 
way it was? Read The GENERAL and find outl Our regular 
DESIGN ANALYSIS column features explanatorv treatises 
by our designers and playtesters. 

Variants: Tired of the same old game? Playtested variant 
rules and scenarios by dedicated experts for this game, 
and dozens of others, are printed regularly in The 
GENERAL. These bring many more hours of enjoyment, 
and often serve to highlight the finer points of strategy 
and tactics. 

Questions Answered: In our QUESTION BOX in each 
issue, you 'II find the only official source of rules interpre­
tations and changes for this and our other games. 

Product Reviews: Interested in other titles from The 
Avalon Hill Game Company? Check them out in the 
READER'S BUYERS GUIDE. The RBG is a game review 
compiled by our subscribers at large-the people who play 
the games-not a self-appointed critic . Realism, com­
plexity, components, play-balance and game time are only 
a few of the categories rated in the RBG. 

What's Happening: Most gamers like to know what ' s 
going on in the gaming hobby. Each issue contains an in­
stallment of THE AVALON HILL PHILOSOPHY. where we 
discuss developments in the industry and hobby, and 
generally strive to keep you informed. Full-page ads an­
nounce new titles from The Avalon Hill Game Company. 
In addition, the INFILTRATOR'S REPORT keeps you 
abreast on tournaments, conventions, club news, awards 
and unusual happenings. 

Value: In every issue you'll find a value coupon to be 
applied against the cost of postage when purchasing 
games directly from The Avalon Hill Game Company. 

Since its inception in 1 964, The GENERAL has stood 
the test of time. It remains the oldest and most-respected 
periodical devoted to simulation gaming on the market. 
And its subscription rates remain the best value. Increase 
your enjoyment of this and the entire line of games from 
The Avalon Hill Game Company many-fold with a sub­
scription. If you're convinced, send your check for a two­
year subscription. See the PARTS LIST enclosed with your 
new game for prices. 
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16.2 GERMAN REINFORCEMENTS 

Enter Game-Turn One in Entrance Area C: 
39th Panzer Corps (7th Pz, 12th Pz, 14th Mot 
Inf, 20th Mot Inf, 20 Pz Divs.). 

Enter Game-Turn Two in Entrance Area A: 
57th Panzer Corps (18th Mot Inf, 19th Pz Divs, 
Lehr PzGr Rgt). 
In Entrance Area B: 
6th and 26th Infantry Divisions. 

Enter Game-Turn Three in Entrance Area D: 
5th, 35th, and 161st Infantry Divisions . 
In Entrance Area E: 
47th Panzer Corps (29th Mot Inf, 17th PZ, 
18th PZ). 
46th Panzer Corps (10th Pz, SS Das Reich Mot 
Inf Divs, Gross Dtschld PzGr Rgt). 
In Entrance Area H: 
24th Panzer Corps (3rd Pz, 4th Pz, 10th Mot Inf 
Divs; 1st Cavalry Division). 

Enter Game-Turn Five in Entrance Area E: 
263rd, 137th, 23rd Infantry Divisions . 

Enter Game-Turn Six in Entrance Area E: 
258th and 292nd Infantry Divisions. 

Enter Game-Turn Seven in Entrance Area E: 
7th, 15th, 17th, and 268th Infantry Divisions. 

Enter Game-Turn Eight in Entrance Area F: 
78th and 252nd Infantry Divisions. 

Enter Game-Turn Nine in Entrance Area G: 
31st and 34th Infantry Divisions. 

[9.5] COMBAT RESULTS TABLE 

PANZERGRUPPE GUDERIAN: 
GERMAN PLAYER AID CARD 

[6.7] TERRAIN EFFECTS CHART 

Movement Points (MP) Effect Effect 
Terrain to Enter (or Cross) on Combat on Supply 

Clear Hex IMP No effect No effect 

Forest Hex Inf. (not Mot.): 1 MP Defender No effect 
All others: 2 MP doubled in hex 

River Hexside Germans: add 2 MP to cross Defender No effect 
Soviets: add I MP to cross. doubled if at-

tacked solely 
across River. 

Major City 1 MP Defender No effect 
doubled in hex. 

Minor City 1 MP No effect No effect 

Swamp Hex 2MP No effect May trace into, 
but not through. 

Lake Hexside May not cross Not allowed. May not trace 
through. 

Road Hex (see Case 11.13) Inf. (not Mot.) & Cav:l MP No effect Germans must 
All others: ½ MP. trace on Roads. 

Railroad Hex Depends on other terrain No effect No effect 
(see Case 6.3) 

Die Combat Odds (Attacker's Strength to Defender's Strength) Die 
Roll 1-3 1-2 1-1 2-1 3-1 4-1 5-1 6-1 7-1 8-1 9-1 10-1 Roll 

1 Al Dl/Al Dl D2 D2 D2 D2 De/Al De De De De 

2 Al Eng Dl/Al Dl D2 D2 D2 D2 De/Al De De De 2 

3 Al 

4 A2 Al Eng Dl/Al Dl/Al Dl D2/Al D2 D2 D2 De/Al De 4 

5 Ae A2 Al 

6 Ae Ae A2 

EXPLANATION OF COMBAT RESULTS 

Ae (or De)= All Attacking (or Defending) units are 
eliminated. Opposing Player may advance into 
hex . 

Al, A2 (or DI, D2)= The Attacker (or Defender) 
may choose to lose the number of steps, or retreat 

Al Eng Eng Dl/Al Dl D2/Al D2 D2 D2 6 

the entire stack the number of hexes indicated (one 
or two). Units in a stack may be retreated to 
different hexes. Victorious units may advance 
along the path(s) of retreat. 

Eng= Engaged. Each side must take one step loss 
and remain in place. No retreat or advance after 
combat is possible. 

In a split result (e .g., DJ/ Al), Defender takes 
losses or retreats first, then Attacker must decide 
to retreat or lose one step; is step loss is taken, the 
units may advance after combat. 
All victorious units may advance after combat. 
Retreat paths are determined by the opposing 
Player. Attacks at greater than 10-1 are treated as 
I 0-1; at less than 1-3 are treated as 1-3. 
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16.1 SOVIET REINFORCEMENTS 

The following are the scheduled Soviet 
Reinforcements; these are in addition to Soviet 
Provisional Reinforcements (see Case 14.1) and 
South-Western Front Reinforcements (see Case 
14.2). Reinforcement arrival is indicated on the 
Turn Record Track. 

Enter on Game-Turn One on Entrance Hex X: 
6 Rifle Divisions ; General Rokassovski. 
Enter on Hex V: 
22nd Army (5 Rifle Divisions; General 
Yershakov). 

Enter on Game-Turn Two on Entrance Hex W: 
30th Army (3 Rifle Divisions; I Armored 
Division; General Khomenko). 
On Entrance Hex X: 
4 Rifle Divisions . 

Enter on Game-Turn Three on Entrance Hex Z: 
21st Army (5 Rifle Divisions; 2 Armored 
Divisions; General Gerisamenko). 
On Entrance Hex X: 
4 Ri fie Divisions. 

Enter Game-Turn Four on Entrance Hex X: 
28th Army (5 Rifle Divisions; I Armored 
Division; General Kachalov) . 

Enter Game-Turn Five on Entrance Hex X: 
4 Rifle Divisions; I Armored Division. 

Enter Game-Turn Six on Entrance Hex X: 
4 Rifle Divisions . 

Enter Game-Turn Seven on Entrance Hex X: 
29th Army (4 Rifle Divisions ; General 
Maslennikov). 

Enter Game-Turn Eight on Entrance Hex X: 
31st Army (4 Rifle Divisions; General 
Dolmatov). 

Enter Game-Turn Nine on Entrance Hex X: 
49th Army (4 Rifle Divisions; General 
Zakharkin). 

Enter Game-Turn Ten on Entrance Hex X: 
32nd Army (4 Rifle Divisions; General 
Vishnevsky). 

Enter Game-Turn Eleven on Entrance Hex X: 
33rd Army (4 Rifle Divisions; General 
Onuprienko). 

[9.5] COMBAT RESULTS TABLE 

PANZERGRUPPE GUDERIAN: 
SOVIET PLAYER AID CARD 

Soviet Armored Divisions include both armored 
and mechanized units. Players should note that 
there are more Soviet armored / mech units than 
are called for; thi s is by design, not accident. 

Note: When taking "armored" reinforcements, 
the Soviet Player should draw them (blindly) 
from a combined pool of untried armor and 
mechanized units. 

[6.7] TERRAIN EFFECTS CHART 

Terrain 

Clear Hex 

Forest Hex 

River Hexside 

Major City 

Minor City 

Swamp Hex 

Lake Hexside 

Road Hex h cc Case 11. I J ) 

Railroad Hex 

Movement Points (MP) 
to Enter (or Cross) 

I MP 

Inf. (not Mot.): I MP 
All others: 2 MP 

Germans: add 2 MP to cross 
Soviets: add I MP to cross. 

I MP 

I MP 

2MP 

May not cross 

Inf. (not Mot.) & Cav:l MP 
All others: ½ MP. 

Depends on other terrain 
(see Case 6.J) 

Effect Effect 
on Combat on Supply 

No effect No effect 

Defender No effect 
doubled in hex 

Defender No effect 
doubled if at-
tacked solely 
across River. 

Defender No effect 
doubled in hex. 

No effect No effect 

No effect May trace into, 
but not through. 

Not allowed. May not trace 
through. 

No effect Germans must 
trace on Roads . 

No effect No effect 

Die Combat Odds (Attacker's Strength to Defender's Strength) Die 
Roll Roll 1-3 1-2 1-1 2-1 3-1 4-1 5-1 6-1 7-1 8-1 9-1 10-1 

1 Al Dl/Al 

2 Al Eng 

Dl 

Dl/Al 

D2 De/Al De 

D2 De/Al 

De 

De 

3 Al Al Dl/Al Dl/Al 

D2 

D2 

Dl 

D2 

D2 

D2/Al 

Dl 

D2 

D2 

D2 D2 

D2 

D2/Al 

D2 

D2 

D2 

De/Al 

D2 

D2 

D2 

De 

De 

De 

De 

De 

De 

De 

De 

D2 

1 

2 

3 

4 

5 

6 

4 A2 Al Eng Dl/ Al Dl/ Al D2/Al 

Dl 

De/Al 

D2 

D2 

5 Ae 

6 Ae 

A2 

Ae 

Al 

A2 

EXPLANATION OF COMBAT RESULTS 

Ae (or De)= All Attacking (or Defending) units are 
eliminated. Opposing Player may advance into 
hex. 

Al, A2 (or DI, D2)= The Attacker (or Defender) 
may choose to lose the number of steps. or retreat 

Eng Dl/ Al Dl/ Al 

Al Eng Eng Dl/Al D2/Al 

the entire stack the number of hexes indicated (one 
or two). Units in a stack may be retreated to 
different hexes. Victorious units may advance 
along the path(s) of retreat. 

Eng= Engaged. Each side must take one step loss 
and remain in place. No retreat or advance after 
combat is possible. 

In a split result (e .g .. DI/ Al), Defender takes 
losses or retreats first. then Attacker must decide 
to retreat or lose one step; is step loss is taken, the 
unit s may advance after combat. 
All victorious units may advance after combat. 
Retreat paths are determined by the opposing 
Player. Attacks at greater than 10-1 are treated as 
I 0-1: at less than 1-J are treated as 1-3. 
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