The game of Winter War is basically, a
two-player simulation comprising all of the
essential elements of the actual campaign. In
addition, an option has been included to
present Players with outside influences which
might have seriously affected the course of
events.

The game then consists of two parts : the
Standard Game rules and procedures, and the
Scenario/Special Event Optional rule which
Players may “plug in” to the Standard Game
to introduce variation and an element of
surprise and suspense.

General Course of Play

Winter War is played in sequenced turns
(called Game-Turns) during which Players
move their units on the map, have combat and
attempt to achieve certain objectives. Basi-
cally, the Soviet Army is attempting to invade
and occupy territorial/political objectives in
Finland and, of course, the Finnish army is
attempting to stop them. Given cities and
areas on the map are worth a certain amount
of Victory Points to the Soviet Player and it is
by accumulating enough or too few of these
points that the Soviet Player wins or loses.

HOW TO READ THE RULES

The rules have been organized into major
categories of activity or effect. Each category
usually has its basic meaning expressed in
terms of a General Rule. This General Rule will
often be modified and expanded by short,
specific game rules called Cases. Players
should skim over the General Rule sections
first and then return to read the detailing cases.
Players should note that much of the informa-
tion in the game is to be found printed directly
on the map.

GAME EQUIPMENT

The Game Map: the 22x34" map sheet
portrays the area of Finland and vicinity in
which the actual campaign took place. A hex-
agonal grid is superimposed upon the map
sheet in order to regulate the movement and
position of the playing pieces. In order to make
the map lie flat, back-fold it against the
direction it is creased. Small pieces of masking
tape on the four corners may also be used.

Game Charts and Tables: various visual aids
are provided for the Player to simplify and
illustrate certain game functions. These are the
Combat Results Table, the Turn Record/Rein-
forcement Chart, the Terrain Effects Chart, the
Set-Up Chart, and the Victory Points Chart.

The Playing Pieces: two differently colored
sets of playing pieces (henceforth known as
units) as supplied. They represent the oppos-
ing armies in the campaign that did, or could
have fought in the actual war. The playing
pieces are distinguished by type, strength and
mobility, as represented by the various num-
bers and symbols printed on their faces.
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DEFINITION OF TERMS:

Attack Strength — the basic offensive power
of a unit quantified in terms of Attack Strength
Points.

Defense Strength — the basic defensive
power of a unit quantified in terms of Defense
Strength Points.

Movement Allowance — the basic movement
ability of a unit quantified in terms of
Movement Points. In most cases a unit
expends one Movement Point of its total
Movement (point) Allowance in order to move
on hex.

UNIT TYPES UNIT SIZES
g infantry corps: XXX
cavalry division: XX
@ armor brigade: X
[Z] artillery regiment: 1l
ski battalion: I
gD border guards patrol:  ee
B headquarters
NATIONALITIES:

The Finnish Army: White counters

The French/British Allies: Pale green counters,
marked “A"’.

The Soviet Army: Dark Green counters, white
markings.

GAME EQUIPMENT INVENTORY

A complete game of Winter War shouid
include the following parts:

one Game Map

one set of Game Rules

one set of die-cut counters {120 pieces)

NECESSARY EQUIPMENT NOT SUPPLIED
WITH THE GAME:

In order to play Winter War, Players will need a
single die. Dice can be purchased in most
"variety’’ stores or can be scavenged from old
games. Alternatively, dice can be purchased
from SPI at a cost of $1.00 for twenty.

GAME SCALE

Each Game-Turn represents ten days real time.
Each hex is equivilent to 20 kilometers (12.5
miles) in real distance.

SEQUENCE OF PLAY

Winter War is played in sequenced turns,
called Game Turns. Each Game-Turn is com-
posed of two Player-Turns. Each Player-Turn is
composed of three Phases. in addition, when
the Optional Scenario/Special Event rule is
employed, there is a Scenario Interphase at the
end of every Game-Turn (except the last).

Players must strictly follow the Sequence of
Play. Any play-action executed out of se-
guence constitutes a violation of the rules.

SEQUENCE OUTLINE:
A. First Player-Turn {Soviet Player)

1. Reinforcement Phase: The player refers to
the Turn Record/Reinforcement chart and
places the newly arriving units on the
map. Units must be placed on the map in
a supplied state.

2. Movement Phase: the Player may now
move his units in accordance with the
Movement, Terrain, Zone of Control, and
Supply rules.

3. Combat Phase: the Player conducts at-
tacks against the opposing Player’s units
in accordance with the rules of Combat.
The Combat Phase is composed of three
Segments:

a. Retreat-Before-Combat Segment: the
non-phasing Player may retreat certain
of his units which are adjacent to the
phasing Player’s units. Units retreating
before combat may not contribute their
Defense Strength to any combat ac-
tion directed against a hex which they
may have retreated into.

b.Advance -Before-Combat Segment:
the phasing Player may now advance
into the hexes vacated by units retreat-
ing before combat. Only those units
originally adjacent to the retreating
units, may advance. Units which ad-
vance before combat may not partici-
pate in the ensuing Attack Segment.
c. Attack Segment: the Player now exe-
cutes attacks against adjacent Enemy
units. Only those units which did not
advance before combat may partici-
pate. Each separate combat action is
resolved totally before going on to the
next. The phasing Player may resolve
his attacks in any order he chooses,
consistent with the rules of combat and

supply.

B. Second Player-Turn: (Finnish Player)
The Second Player follows the exact same
sequence as the First Player, but of course,
using his own units and considering himself
""the phasing Player.”

C. Scenario Interphase: (Optional Rule)

The Players now roll the die to determine if

any of the Scenarios will come into force,

and if any of the Special events will occur.

1. The Finnish Player rolis the die once and
consults the Scenario chart (see map).
Note that once a Scenario comes into
force the Finnish Player no longer partici-
pates in this Interphase.

2. The Soviet Player roiis the die once to
determine if a Special Event will occur.
The Soviet Player always rolis the die in
Interphase, regardiess how many times a
Special Event is triggered.

D. Game Turn Indication:
The Players advance their Game-Turn indi-
cators one step on the Turn Record Track. It
is suggested that coins be used as indi-
cators.

Repeat the above sequence until all ten

Game-Turns have been played
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MOVEMENT

GENERAL RULE:

During the Movement Phases of a Player’s
turn, the Player may move as many or as few
of his units as he wishes. Each unit may be
moved as many hexes as desired within the
limits of its Movement Allowance, the Terrain
Effects Chart, and the Zone of Control Rules.

PROCEDURE:

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

CASES:

{A) Movement is calculated in terms of hexa-
gons. Basically, each unit expends one Move-
ment Point of its total Movement (poirit)
Allowance for each hex entered. To enter
some types of hexes, more than one-
Movement point is expended. See the Move-
ment section of the Terrain Effects Chart for a
full list of these different "entry costs.”

(B} in any given Movement Phase of a Player-
Turn, the Player may move all, some or none of
his units. Movement is never required; it is
voluntary.

(C) Units are moved individually, in any direc-
tion or combination of directions. A unit may
be moved as many or as few hexes as the
owning-Player desires, as long as its Move-
ment Allowance is not exceeded in a single
Movement Phase. Unused Movement points
however, may not be accumulated from Phase
to Phase, or transferred from unit to unit.

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

(E) No combat (Enemy or Friendly) may take
place during a Movement Phase.

{F) Units may never enter or pass through a
hex containing Enemy units.

{G) In a given Movement Phase, once a unit
has been moved and the Player's hand with-
drawn from the piece it may not be moved
again nor may it re-trace and change its move.

{H) Units may move over different types of
terrain-hexes in the same Movement Phase as
long as they have enough Movement points to
expend as they enter each hex.

{I} A unit may, unless otherwise indicated,
always move one hex, even without being able
to expend sufficient Movement Points, unless
it is moving directly from one Enemy Zone of
Control to another Enemy Zone of Control.
Moving directly from one Enemy Controlled
hex to another is forbidden.

(J) Rail Movement

Units may move by rail only within their home
country. If a unit begins its Movement Phase
on a non-rail hex {or a foreign rail hex) it may
move overland to a home country hex and
then entrain at a cost of one additional
Movement Point. It may then travel by rail to
any connected rail hex in its home country.
The rail movement is performed at no Move-
ment-Point cost to the moving unit. There is
no Movement Point cost to detrain. Units may
detrain at will, in the same Movement Phase. If
the unit begins its Movement Phase in a home
country rail hex, it may be considered automa-
tically entrained, without having to pay any
Movement Point cost.

If they have sufficient Movement Points to ac-
complish it, units may move by rail, detrain and
move overland, and entrain and move by rail
again, all in the same Movement Phase. Units
may, in fact, perform any combination of rail
and non-rail movement in the same Movement
Phase as long as they have sufficient Move-
ment Points. Units may not entrain in an
Enemy Zone of Control. They may, however,

move out of the Enemy Zone of Control and
then entrain {in the same Movement Phase).

When moving by rail the unit must move along
continuously connected rail hexes, free of
Enemy units or Enemy Zones of control. Units
moving by rail must detrain upon coming
adjacent to an Enemy unit with a Zone of
Control. All units are considered to. be auto-
matically detrained at the end of the Move-
ment Phase.

NOTE: Isolated units may not use rail move-
ment. Additionally, in order for a particular
Soviet rail line to be used, it must be
connected to Leningrad by a continuous line of
rail hexes, free of Finnish units (although not
necessarily free of Finnish Zones of Control).
Similarly, in order for the Finns to use a
particular rail line, it must be connected to a
Finnish city (in Finnish hands) by a continuous
line of rail hexes, free of Soviet units (although
not necessarily free of Soviet Zones of
Control).

(K} MOVEMENT PROHIBITIONS
{see also the Terrain Effects Chart)

No unit may move off the edge of the map
{units which are forced off the edge of the map
by combat are considered to be eliminated).

TERRAIN NOTES

There are two basic categories of bodies of
water represented on the map:

1. Minor Lakes and Rivers
2. Major Lakes and Seas.

Major Lakes and Seas are distinguished by
being edged with a fine, black ""coastline.”
Minor lakes and Rivers have no such coastline.
(It may also be noted that all Major bodies of
water are named: Lake Ladoga, Lake Onega,
Gulf of Finland, Guif of Bothnia, White Sea,
and the Arctic Ocean.)

Units may never cross hexsides which are
totally covered by Major Lakes or Sea.
Hexsides which are partially covered by such
bodies of water may be traversed. Units may
enter certain Gulf of Finland hexes when ice
forms in the indicated hexes (this condition
exists throughout the last three Game-Turns).

Units may cross Minor Lake and River hexsides
at a cost of one additional Movement Point.
Units may not, however, enter hexes which are
totally covered by minor lakes.

Units may enter hexes which are partly land
and partly water. Units may never enter hexes
with Mountains in them.

Special Prohibitions:
1. No units may enter Norway or Sweden in
the Standard Game.

2.NKVD units may never leave the USSR.
3. Finnish 8-6-2 units and Soviet 20-12-2 units
may never enter any of the hexes north of Row
A.

4. Units which are forced (by combat} to
violate any of the above prohibitions are
eliminated.

(L} Movement during the Combat Phase is not
considered as part of normal movement and
does not require the expenditure of Movement
Points.

(M) It is suggested that the moving Player
rotate his units 60° as he moves them in order
to keep track of which units have been moved
and which may yet move.

(N) Ice: Throughout Game-Turns Eight, Nine
and Ten, part of the Gulf of Finland is frozen
and may be traversed at a cost of two Move-
ment Points per ice hex.

Zones
of Control

GENERAL RULE:

The six hexes immediately surrounding a unit
constitute that unit’s Zone of Control. Friendly
units must stop their movement upon entering
an Enemy controlled hex; they may move no
further in that Movement Phase.

CASES:

(A) Friendly Zones of Control have no effect
upon Friendly units.

{B) For the purposes of Movement, Enemy
Zones of Control do extend into hexes
occupied by Friendly units.

(C) For the purposes of tracing Supply Lines,
Enemy Zones of Control do not extend into
hexes occupied by Friendly units.

(D) In the case of retreats mandated by the
Combat Results Table, Enemy Zones of
Control do not extend into hexes occupied by
Friendly units (which means that a Friendly
unit may retreat onto another, adjacent friend-
ly uniteven if that hex is adjacent to an Enemy
unit), Similarly, when retreating before combat,
Enemy Zones of Control do not extend into
hexes occupied by Friendly units. Note that
units may retreat onto other Friendly units only
within the limitations of the Stacking Rule.
(E) Zones of Control do extend across lake and
river hexsides, but not across major lake or sea
hexsides.

{F) Units which begin their Movement Phase
adjacent to Enemy units, may leave the Enemy
controlled hex in which they started. They may
not, however, move directly into another
Enemy controlled hex — they must first enter a
non-controlled hex and then they may enter
the Enemy controlled hex.

{(G) Finnish 1-1-3 units and 0-0-3 Ski units do
not have a Zone of Control when operating in
the USSR. Soviet HQ units never exert a Zone
of Control regardiess of which country they are
in. The Zone of Control of NKVD units does
not extend across the border into Finland. The
Zones ot Control of Soviet units do not extend
into Finnish Fortification hexes where are
occupied by Finnish units or which Finnish
units were the last to occupy. The Zones of
Control of Finnish units, however, are never
affected by Fortification hexes no matter who
occupies them.

(H) Isolated units do not exert a Zone of
Control. They regain their Zone of Control the
instant their isolated condition is relieved.

{J) There is no additional Movement cost te
enter or leave Enemy or Friendly Zones of
Control.

STACKING

{more than one unit per hex)

GENERAL RULE:

In any hex that is on, or south of, Row A, as
many as two Friendly units may be placed in a
single hex. On any hex north of Row A, only
one Friendly unit may be placed in a single hex.

CASES:

(A} Stacking limitations apply at the end of the
Movement Phase and all during the Combat
Phase.

{B) There is no additional movement cost to
stack or ‘‘unstack’’ units.

(C) Finnish Ski Patrol units (0-0-3) never count
against stacking limits, and may be stacked
freely with other Finnish units anywhere on the
map. All five Ski Patrol units may be placed in
the same hex if desired.



COMBAT

GENERAL RULE:

Combat takes place during the Combat Phase
of a Player's Turn. The phasing-Player is
considered to be the Attacker and the non-
phasing-Player is considered to be the Defen-
der (regardless of their overall strategic pos-
ture). A Combat Phase is composed of three
Segments:

PROCEDURE:

(A) Retreat-Before-Combat Segment: The De-
fender, at his option, may retreat certain unit
types which are adjacent to the Attacker’s
units.

(B) Advance-Before-Combat Segment: the At-
tacker, at his option, may advance any one of
his units which were adjacent to Defending
units which exercised their option to retreat
before combat. Flip the advancing unit face-
down as it advances into the vacated hex.

(C) Combat Resolution Segment:

Total-up the Attack Strengths of all the
attacking units involved in a specific attack and
compare it to the total Defense Strengths of
the unit(s) in the hex under attack. State the
comparison as a probability ratio: Attacker's
Strength - to - Defender’s Strength. Round-off
the ratio downward to conform to the simpli-
fied odds found on the Combat Results Table:
roll the die and read the result on the
appropriate line under the odds. Apply the
result /mmediately, before going on to resolve
any other attacks being made during the
Combat Phase.

CASES:

(A) Retreat Before Combat:

The Finnish Player may exercise the retreat-
before-combat option if the units in question
are 0-0-3's or 1-1-3's. No other Finnish unit
may retreat before combat. The Finnish Player
may retreat before combat only if the retreat-
ing units begin the retreat within Finland and
are north of Row A. If the Soviet Player has
captured all four hexes of the Mannerheim
Line (see definition of “capture’” in Victory
section of the rules) the Finnish Player entirely
loses the option to retreat units before combat.
If the Finns retake any or all of the Mannerheim
hexes, they regain the ability to retreat before
combat.

The Soviet Player may retreat before combat if
the unit in question is a Headquarters unit.
HQ's may retreat before combat regardiess of
their location. No other Soviet unit may retreat
before combat.

Limitations on Retreat

Before {and After) Combat

1. A unit may retreat a distance of one hex,
maximum.

2. The hex to which the unit retreats may not
be in Enemy Zones of Control, nor impassable
terrain, nor may the retreat violate stacking
limitations. Note that Finnish 0-0-3's do not
count against Stacking limitations.

3. Units may retreat onto Friendly units {within
Stacking limits) even if that Friendly unit is in
Enemy Zones of Control. Units which retreat
onto Friendly units may not participate in the
Defense of that hex during the Combat
Resolution Segment. They do, however, suffer
the effects of any attacks made upon the
"host"" unit.

(B} Advance Before Combat:

Any unit, except HQ units, may participate in -

an advance-before-combat. In an advance-
before-combat, the Attacker may move any
one unit which was adjacent to the defending
unit that exercised its option to retreat before

combat. The advance consists of moving one
hex to occupy the position vacated by the
retreating unit. Units may advance even if they
are in Enemy Zones of Control at the start of
the advance. Units which advance before
combat may not participate in an attack during
the Combat Resolution Segment. Flip the
advancing unit face-down to indicate this.
Turn such units face-up when the Combat
Resolution Segment is completed.

(C) During the Combat Resolution Segment of
his Combat Phase, a Player may only attack
those Enemy units to which Friendly units are
adjacent. Only those Friendly units directly
adjacent to a given Enemy unit may participate
in an attack upon that Enemy unit.

(D) FINNISH ATTACKING: The Finnish Player
is not obligated to attack any or all of the
Soviet units to which he has units adjacent. He
may execute attacks against some Soviet
occupied hexes while ignoring other Soviet
occupied hexes. Attacking is strictly voluntary
for the Finnish.

(E) SOVIET ATTACKING: The Soviet Player /s
obligated to attack all Finnish (or Allied) units
to which he has unit adjacent. Ail Soviet units
which are adjacent to Finnish units must
participate in an attack. Modification: Isolated
Soviet units, Soviet units which participated in
an advance-before-combat, and Soviet HQ
units may never participate in an attack.

(F) No unit may participate in more than one
attack per Combat Resolution segment. No
unit may be the object of more than one attack
per Combat Resolution Segment.

(G) Friendly units in different hexes, adjacent
to the same defending hex, may participate in
a combined attack against that hex. In such a
case, combine all the Attack Strength Points
of the attacking units into one total Strength
value. An Enemy occupied hex may be
attacked by as many units as can be brought to
bear. Conceivably, as many as six stacks of
units could participate in an attack upon a
single Enemy occupied hex.

(H) Friendly units stacked in the same hex
must be treated as one combined Defense
Strength value when subjected to an attack.

{J) Notevery unit in a stack need participate in
the same attack upon the same defending hex.

(K} A unit {or units) in a single hex may
execute an attack against Enemy units located
in two or more adjacent hexes. In such a case,
the Enemy units must be treated as one
combined Defense Strength.

(L) Units may never split their Attack Strength
and use it in two or more attacks in the same
Combat Resolution Segment. The Defense
Strength of a unit may never be spiit or
attacked in piecemeal fashion. All Combat
Strengths must be used as integral quantities.
{M) Attacks may be resolved in any order that
the Attacker desires. The resuit of each attack
must be applied immediately, as the attack is
executed. Advances after combat must be
executed immediately, as the opportunity is
presented.

(N) Combat Odds are rounded off in favor of
the defender to conform to the ratios given on
the Combat Resuits Table. For example, an
attack of 26 Attack Points against 9 Defense
Points would be rounded off toa "2 to 1" odds
situation.

(P) Isolated units may not participate in
attacks.

{Q) NKVD Units may not attack Finnish units
in Finland (i.e., they may not launch attacks
across the border).

(R} Finnish Ski Patrols which cannot or will not
execute a retreat before combat, must be

attacked just as any other Finnish unit to which
the Soviet Player has combat units adjacent.
The result of such an attack is always
""Defender Eliminated.”

(S) Finnish units have their Defense Strength
doubled when defending in Finnish Cities, or
Finnish Fortification hexes. (see Fortification
Rules and Terrain Effects Chart). Soviet units
have their Defense Strength doubled when
defending in Soviet cities. Units of either army
have their Defense Strength doubled if a// the
attacking units are attacking through lake or
river hex-sides. A unit's Defense Strength can
never be more than doubled (see the Terrain
Effects Chart).

Supply and Isolation

GENERAL RULE:

The five cities shown in the U.S.S.R. each
have a given Supply Capacity (the number in
the circle). This capacity is the number of
Soviet units,in terms of Attack Strength Points,
which may be supplied by the city. Soviet units
which cannot establish a proper supply line to
such a city are considered to be /solated.
Isolated units suffer restrictions on movement
and combat.

Finnish units are only subject to supply consi-
derations when operating outside Finland.
Finnish units in Finland can never be isolated.

CASES:

{A) Units which are isolated may move only
one hex per Friendly Movement Phase. Except
for moving directly from one Enemy controlied
hex to another, isolated units may a/ways
move one hex regardiess of normal Terrain
Movement costs.

{B) Units which are isolated have their Defense
Strength cut in half (do not round-off any
resulting fractions).

(C) Units which are isolated may not attack,
even in circumstances in which they would
normally be required to attack. Isolated units
do not exert a Zone of Control (they regain
their Zone of Control the instant their isolation
is relieved).

(D) Determine whether a unit is “'in supply’’ for
Movement purposes at the very beginning of
the Movement Phase. Units may deliberately
move out of supply.

(E) Determine whether a unit is in supply for
combat purposes at the instant of combat, i.e.,
it is possible that a unit could become isolated
as a result of advances and retreats by other
units in other combat actions taking place prior
to the resolution of the combat action in which
it is itself involved.

(F) Soviet Supply

Soviet units must fulfill all of the following
conditions in order to be considered as being
supplied.

1. The Soviet unit must be directly in a Supply
City or within five hexes of a Soviet Headquar-
ters unit. This five-hex distance must be traced
through passable terrain, free of Finnish units
or their Zones of Control. If more than one
Headquarters unit is within five Hexes, the
Soviet Player may choose which units will be
"administered’’ by which Headquarters.

2. That Headquarters unit must itself be able to
trace a line of passable hexes no more than ten
hexes in length, to a Soviet Supply City. This
line must also be free of Finnish units or their
Zones of Control. The Supply City to be used
(if more than one is within ten hexes of the
Headguarters unit) is always the one closest to
the Headquarters unit. This restriction holids
true even if the Supply Capacity of that city is
being exceeded. If the Supply Capacity of the
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city is exceeded, the excess Attack Strength
Points (in terms of whole units) are isolated.
Such units may not draw supply from a more
distant city. The units to be designated as
isolated are chosen by the Soviet Player.

3. That Supply City must be connected to
Leningrad by a continuous line of rail hexes,
free of Finnish units (but not necessarily free of
Finnish Zones of Control).

All Soviet units require supply except the
following: NKVD units and Headquarters units;
such units can never be isolated. Note that the
Supply Capacity of Leningrad exceeds the
requirements of the entire Soviet Army. When
Leningrad itse!f is the closest Supply City, the
Soviet Player need not worry about exceeding
Supply Capacity.

(G) Finnish Supply

Finnish units operating in Finland never need
supply and can not be isolated. Finnish units
operating outside of Finland can become
isolated if they cannot trace a continuous line
of hexes, through passable terrain, back to any
point within Finland which is free of Soviet
units or their Zones of Control. This line of
hexes may be as long and as devious as
necessary in order to avoid Soviet units or their
Zones of Control.

{H) Units are never destroyed simply by being
isolated. They may exist in an isolated state
indefinitely.

{J) Soviet units may not start the game in an
isolated condition.

{K) When tracing Supply lines, the presence of
Friendly units negates the effect of Enemy
Zones of Control in the hex occupied by the
Friendly unit. Remember, isolated units do not
exert a Zone of Control.

(L) Isolated units may not use Rail Movement.

MURMANSK DEFENSE

To provide defense against a possible Anglo-
French amphibious attack, the Soviet Player
must keep at least seven combat units (not
including Headquarters) within a five hex
radius of Murmansk for the duration of the
game after the conclusion of Game-Turn 3.
This condition must be met: the Soviet Player
loses a significant amount of Victory Points for
each Soviet Player-Turn in which this condi-
tion is not fulfilled.

NOTE: Do not use this rule when employing
the Optional Scenario/Special Event rule.

FORTIFICATIONS

The four hexes which constitute the Manner-
heim Line and the four hexes which constitute
the Ladoga Defense Line are Fortification
hexes. These hexes double the Defense
Strength of any Finnish units in them.

CASES:

(A) Only Finnish units may benefit from the
doubling effect of Fortification hexes. Soviet
units never enjoy any advantage when in
Fortifications.

(B) When Fortification hexes containing Fin-
nish units are attacked, the Finnish units
defend at double their printed defense strength
Additionally, if a combat result in parentheses
is shown on the Combat Results Table, that
combat result takes precedence over the
normal combat resuit.

(C) Soviet Zones of Control do not extend into
Fortification hexes which are occupied by
Finnish units or which were last occupied by
Finnish units.

(D) Unoccupied Fortification hexes may be
entered by Soviet units. Fortification hexes in
themselves have no combat strength or
abilities.

(E) Fortification hexes are never destroyed. If
the Soviets occupy a Fortification hex and
then the Finns retake it, the Finns may once
again enjoy the full benefit of that Fortification.
(F) If at any time prior to a given Combat
Phase the Soviet Player occupies (or was the
last to occupy or pass through) all four hexes
of the Mannerheim Line, then the Finnish
Player may no longer exercise the option to
retreat before combat with his Ski units or his
1-1-3 infantary units (see Combat). As soon as
the Finnish Player relieves this condition by
re-occupying one or more of the Mannerheim
Line hexes, he may once more exercise his
retreat-before-combat option.

INITIAL DEPLOYMENT

Setting Up for Play:

The Finnish Player sits on the west, the Soviet
Player on the east. Both Players refer to their
Initial Forces Charts on the map and sort out
the units with which they begin the game.
The Finnish Player Deploys First:

The Finnish Player deploys his units face-down
on the map, anywhere within Finland with the
following restriction: the Finnish 6-6-2 units
must be placed on the Fortification hexes. The
Finnish Player may deploy five blank counters
in order to confuse the Soviet Player.

The Soviet Player Deploys Second:

The Soviet Player deploys his units face-up
anywhere within the U.S.S.R. with the follow-
ing restrictions:

(a) The three 20-12-2 units must be deployed
within three hexes of Leningrad.

{b) No Soviet unit may be deployed in such a
way that it would begin the game in an isolated
state. See Supply and Isolation rules.

Both Player's units must be deployed in
conformance with the Stacking rules.

After the Soviet Player has finished deploying
units, the Finnish units are turned face-up, the
five blank counters removed from the map,
and play begins (the game starts with the
Soviet Player-Turn).

Victory Conditions
(How the Game is Won)

The game is won by scoring Victory Points.
Only the Soviet Player can score points (by
fulfitling certain conditions or capturing certain
objectives). The goal of the Finnish Player is to
limit the number of Victory Points scored by
the Soviet Player. Additionally, the Finnish
Player can force the Soviet Player to subtract
Victory Points from his score by capturing
cities in the USSR. Most of the Victory Points
in the game can be found printed on the map
— those with a plus sign (+) in front of them
are "‘positive’’ Victory Points which the Soviet
Player can achieve; those with a minussign (-)
are "‘negative’’ Victory Points which the Finns
can cause the Soviet Player to subtract from
his total.(see Victory Point Schedule on map)

SCORING THE GAME

At the end of the tenth game-Turn, both
Players should simultaneously remove any of
their units which are in an isolated state. After
all such units have been removed, the Victory
Points for the various objectives are counted
up (see "‘capture’ definition). Calculate all of
the positive Victory Points first, and then

subtract from that figure any negative Victory
Points. The final Victory Point score is
compared to the score ratings on the Victory
Level table.

VICTORY LEVELS

Soviet Victory Level of Victory
Point Total:

101 (or more). . .Decisive Soviet Victory
81 through 100 . Substantive Soviet Victory
61 through 80 .. Marginal Soviet Victory
31 through 60 . . Draw (Finnish Moral Victory)
30orless...... Finnish Decisive Victory

DEFINITION OF "CAPTURE”

For a city or objective to be considered
captured by the Soviets, the Soviets must
occupy, or have been the last to pass through,
the objective. They must also be able to trace a
“line of communication” from the objective to
Leningrad. This line of communication is
traced in the same manner as a Supply line:
five hexes to a Headquarters unit, ten hexes
from the HQ to Leningrad, or a Supply City
which itself is connected to Leningrad by rail.

For a city or objective to be captured by the
Finns, the Finns must occupy or have been the
last to pass through the objective. They must
also be able to trace a line of communication
from the objective back to Finland (in the same
manner that Finnish units trace a Supply line).

OPTIONAL RULE
SCENARIO/SPECIAL EVENTS

This optional rule is designed to allow for some
of the “what-if"" possibilities that bore upon
the actual campaign. The occurance of given
Scenarios and Special Events is triggered by
die-rolls performed during the Interphase (see
Sequence of Play).

At the end of each Game-turn (except the
tenth) the Finnish Player rolls the die once and
consults the Scenario Table (which is built into
his Time Record track), cross-indexing the die
result with the appropriate Game-Turn. If the
outcome is a Scenario Code Letter, the Finnish
Player follows the instructions given in the
matching Scenario-paragraph found on the
map. Once a Scenario Letter is the result, the
Finnish Player no longer rolls the die for the
rest of the game. If, however, the result is "'no
Scenario” (indicated by a dot on the table) the
Finnish Player rolls once again in the next
Interphase until a Scenario is triggered or the
game ends.

Regardless of whether the Finnish Player
triggers a Scenario with his die-roll, the Soviet
Player also rolls the die once each Interphase
and reads the result from one of the three
Special Event Tables built into his Time Record
track. (The first table is to be used for each of
the first four Game-Turns, the second table for
the next three Game-Turns, and the third table
for Game-Turns Eight and Nine.) If the result is
a Special Event Code Letter, the Soviet Player
reads the matching Special Event description
found on the map. Regardless of whether a
Special Event is triggered, the Soviet Player
always rolls the die once each Interphase.

IMPORTANT: When employing this optional
rule, do not use the Murmansk Defense Rule,
nor the associated Victory Point penalties.

WINTER WAR DESIGN CREDITS: Basic Game Design:
James F. Goff. Physical Systems Design, Graphics and
Rules Construction: Redmond A. Simonsen. Game
Development: Philip Orbanes and Steve Bettum. Pro-
duction: Manfred Mitkuhn and George Bouse. Typo-
graphy: Arnold Hendrick.



FINNS

Winter War
pyrigh 972, Simulations Publications Ine, Printed in

Ry

R

7 [%11 %4 @5 ggs l%lm %n %12
6-6-2 |6-6-2 | 6-6-2 5-3-215'5'2 6-6-2| 6-6-2
B | o6 | o | xn| o<B| oas | oo
6-6-2 (4-4-2|4-4-2|4-4-2| 3-3-3| 2-2-3|2-2-3
o | oo | oo | Em| = | om | o
2-2-3(2-2-3(2-2-3 2-2—3] 2-2-311-1-3|1-1-3
Dan | oan | can ] oo ] oos | oam | oan
1-1-3 [1-1-3{1-1-3 [ 1-1-3|1-1-3(1-1-3| 1-1-3
< | oam | san| sam| cae| oo
1-1-3 |1-1-3 |1-1-3 | 1-1-3 {1-1-3| 1-1-3| 0-0-3
2| =E| ooF
0-0-3 {0-0-3 |0-0-3 | 0-0-3 | 2-2-2|2-2-2| 2-2-2
2F | E | o [ e | i [ s
2-2-2\22-2(2-2-21322|3-2-2 32-2|3-22
5 | s i o | |

jr3-2~2 3-22

WRR R

X [Em 15
20122 20422 2012-2
S S S

6-4-2 6-4-2 6-4-2

@ias Clw w

6-4-2 533 222

I_ﬁS l o 53

012 042 042 04

'212212212

: =

213 213 213 1-

=1

SOVIETS

Iélm” EI?.; [2.134: I§§I5n - =]
20122 20122 20122 20-12-2 ]282

E}?ﬁ [2135 1219 -m L‘ersa

6-4-2 542 6-4-2 6-4-2 B4~2_

31-

1332332223012_

“212212212

-34 = 11

S8T33 330"




OO ATOIDIA ITHAOS DAY
GUIOM ST DDLU DO DOy 1) rchip o
PSOA AO LB U DO 1O G XU DRI 10 ] STAIDDD
DU SO Ao1aIA - G agl danxo) soonden
g DARDIIGO aAamsod qoen Jo Gojea g o)
S0 AIOIIA (9] ppe poe ‘otesiog Butides
10} )G 01 sinod  AWIDIAL S AR IBIAOG
O DEUS Iy L SEE PO[DDURs S poune
OO Tl o't "otesing sordnana o
POIAGS B DAL 7870 "OtRs ] e bropuogy
J1OSTIY O TOADAMOL] rondo s Sosn o
DAL ) GRIUILL DE] g (SO0 g OHRUDIS MO0 )
PGPS i paien-] ol ssonce Arca Aty
10 (Bropuep oy sopie vy oneanag ojgeonddi oy
AMOJ[O] DR DRED LAY () OLHREN ] T2 PO
SO 0QHD ALLE ADUL CpIe S DU OF 577 ¢
DO PGS SOl [y Ot s Bropsxa s Booe:
tro et dup wm g stnod plhiteng ey
Al DADTIETE 0w s O ooy g s
UL DU SPUDLADH O[S S 00 OUp S 7] 0
OO DHOU SHAIDID T DAL IDIANGS B |
LLAODE YRBICE ALY UL LSS0 C0DTUA D
SUONVER] LV ML NVIVYHD S I YN DS,

@
c

=
Q
K

m

2.
Q
=

»

Pofen
SCOUH DS DL UDHA SISO 10 UGN §U)
HO PASRG SO Y ATOIDIA DUILHSIOC] KU jeaiy)
I GOUL Tanty o noisomuon o e aueeh
DU LD UG ORIDD 2 () Avti AL | i
DU jONUOD) o DUy S TALL] IDIAGS D))
LD HaIgam o Do “(rhiaa Aae jo) o)
O PODENL T QD SOXIT] (O SUI T 0]a O i
ONUON O D07 S JDIAOS 811 L0 10T Ui o
XOUALUE 0 UL P D | SUASY 1O D o )
SHIDTUDO O S 8001 Apipotar AL g
SIRU] B TSRy ooy Bk
S L g PUIL SO DY Lo T T s 0001
DDIGHUD [ SOAIION U AL WIAOS D A/
VZEIEOW LAIANQS AL L8 (Q O VNADS

ORI
S SIO0 . POI[y OSOH O (O 0] AR 1THAOS
CUAG DOAIDDDT L STUIO o[ ATOLDIA DAL S
1 pul wopims Cstanbiiaaon o baigebing
POEOOG B 01 pampuns o Aoy anios
AOJIG] SHLHE PO [LUDIIPPE ON 3] 0N S
0 PUIOY S sijue ataus o0 Booso puoegan
D wony Brorg pois aseds o0 no S g

OMI BHL| puet-y o1 Siun 1o oy ddaae oe
UL SO0 D DRoY) SFIRALL S8y O | At
HOYL S80I spun poly jo obessed pand
HDPDMSG 1O AUAMION I0UUON STV S AL
NOISYANI NVINVNVONVIS D OIYVYNAIS

ARYUIOIE UL SDIRHIOG D
HUTUREH]I FD0D 10 51000 ATOTSIA DALY SOAINDNO L
AU 1TA0S Ty |y S S o Bronedo sy
HEIUTH] S 50 SO0 D NES0 T At a1 o) 100lgos
DU AR puae copomG o Buneddo s
PO B SO 1A T ARMION 3R HDDOME
T AR SIOAU G (O] PURinL] O SD880.0)
HUTE |y g gl 101y S0010) singy
UL ol S ADUL TIOTeo o L XOu s
LI ST Pl Ol e SHene 18Ia0g
MO AT AR (OUE SHUD DSEUL DRI 161
ACHI IOAR | 1UAOS GG | DU T [CATHE 1)
LD ODLIELU PO SHU D) 12UY DION QUL g
AL ADUL DM I DR T ADUL 10D [t Ag
CATILEE JOULIRD SHULE DDy T OAAD TSI D] S0 o
TAGLLE [ COPOMS T XU b STty S
PRI THOU O | 00 DO 85| Jaasn oy
T DAL ] CEI000 | D01 T G0 T ALY

st

s

0l
EAUR

S pi
sIu
e
DU
ol
S
auy g
ROIRE
D10N
ot
oyl
by
UGl
(BraT

BRI

[0 (3
SHUOL




INSUD G UEDAUI AUEAD 4y, U
LD LIAAG UL XL DH) LD ST gegef
AIpouiil AVMYON ONYV NAC
DHD S LIND ATV G OIMYNADS

B ALOIDIA TAIALG DAL HIDM
HEE UL DIy DR L AL
LU P AL AT STIUT PO Y

A DI i SN polyy
{ LD JOIANG DL O DR

S QORI Do D neipre
R T T Y e N LA I R A P R S TTAVR IS
UL DL D jon foseqdinig
SIS ST 1 DU Oy pe)

PO O ARUTARMIION DU TS

L B0 SEXOH e U o Bunyais
[ ASEIL P S0 JE UG ST |

Pb S0 PNy DL X
LOIOUIED ADHL T PO S e

D S -Dneety Juh

S G PDIO] OISO H S0

DIUES]O G DY
GO X L e Denne e
HEIILHLD DY) e a0 g o

)
il

TN

S1OHNSOL DU T, 0N, VRS2 PDIED DI NS0
TN UL IO Yty Cpojgnup ibBudas aAISHH N
HOUY FALRL (S)HUN 1AIADS DU BIHIpUD ap 10A1]
IHABSG BUL DU DY DU S IDAR ] [SIULL
DHL YUA DL UL OAJDSDE DU QUL | SHHSOY
JUHUTOD) DU D 05 TEDS 12 OLUESIA 0 Do
MARIS U SN oauryy or) snoejd ay oS L
VLSO 12 BOISEALE U Jchua e Ao
URD O (Z) 10 IS IHDD0, A0 [HUN SUED |- DUH20)
DINTHY U0 OLIIUADG [ 10) JJo1 UL DNLHOD AL
D CPATNDOO | LIEUANS DU, TR DWUNSse pu
HNSDE (DO OLIEUSDG DY [DDOURD VED D1y {()
SSULNAO DAY S AR YSIHUL] B ONUEs0 |
O S/ L JAIADS R Couoyl o A eyl
VU LSIUULf A ju dog uo ‘ouies1ag o 3oms o
L pantd 8o ARWE ST DDA} DU DRSS
HUN IAIABS OU | oruesiag 2 Bupe) e ydumnge
S.Chce P Qalgy COWYSLId LY ANV
SHITTY  HSLUME/HINIYA g OIIVNIDS

[40pp1y saipng 08|

SOIdVYN3OS

Ch

el

o OL

UHY
(Y

11 6

A\ (SRS
@ IR 3

LI |
ChsigOL

S

€L
oy 3!

Nea

a

@
c

=
®)

¢
93]
o
=

eiu

silllig

AN

Y

(patabbluy st oueuang e |




zx zx Zx Gx
E-1-1 || €CC | €11} €00
=] - 2 =
1 X B3
TATA ¢-9-9 SLNIWIDHOINITH
C< C<
(11 B
10w & »
S | e, B € 4 Pt it
HE 6L Ovbl UeE 6 5 18D D] 6L thilg] (§
Q1 Jil 08 SICOE 201 Ot 6L ADN OF
g v g a o S
2 : s 2 . €L
aseydialu] yoes 8aduo 8Ip 3yl ||04) 3jqe] OURUBDS oy 91

SOSEUJ TUDLUDAD A DU JO

PUD DY AG ST BUNDRES D41 O WO 15101
ADUL D poorid Ajenianr udgm stnun busoes
D1 PaRIXs AW ST DB 10 LAY SIUIO ]
JUSLUBADIA Aur puadxo ou soopn dear o
U0 SHUILOYL Buioeid jo 101 0L | 011s PO nud
o ur owirb o dyr 10 SN ysiuug - ssed
01 1SR DY DIDAM SHIUD YSIUTI Lol ybno g
10 SHUIL ysiung-l Ago pardnono { UvAe)g
HSIUULE @1 AL DOOIIUDD SELODIAY AL TSI
AUR 12 BSEU ] 1DIUODI0 DY UsIuUl] Ayl
Bt enuet 01 101110 SJUDWUHOIG UL YR
g -y unalb

12U DAIDDOL DL 0012 ADUY YOIYAA SHULTOLL [ 412 10
alos o aourapadde s Avgpp Apieiagiop A
SI0AR|4 Hun o 0dAL 1 jo poaasal Alunnd
UYL SOIRDIBUL QIO I 010 10pUTE IOUIUI
o ary . uo ybiosg ag py suon jo sodAy
DL ORI L e uaAlb 2 oopuie shun
Ayl o saand sy poaArid Buag s [ auniey
LOIUAL S12DIDUL O DRI 12 S Wa) 12 98 U0
1YBHoOIg a1 01 910 S1UDUIDNIO JLIDT 341 YDH[M LI
1L 18U DY) SOIRDIDUL YOI 12110 ZI01] U |

S1INIWIDHOLINIFH HSINNIL

St
/i

Ay
Yo
Aol
st
IVIRIRITY
(YRIE?
L)

il

£l
=

[

[
LI
PA0)
aqg A

S304




10110201110 110
Oyt o 1S

299
i

7

‘1e(LU0D
9104(] 1834101 0} UASOYD SEY JBPU4D( 241 §1 10 1 NSII 3T 10 X3
ue AQ PBIBUILID $I JBPUBID(] BYI UBUYM SI 1EQLUOD O 1|IIsal 12
$B 3OUBRAPE ABWU 13XDEIY 341 YDIYM LI dDURISUI AJUO B 124
10N SIUIOd JUBLUBAON AuR puddxd J1ou 0P PUE LU0
1enBas sk PAIOPISUOD  1oU DI $1BANDL  pue  SIOUBRAPY
‘uienay paugiyosd 1o ajqesseduul ojul a4l 1ou Agw
SHUM TJOAUO0D) JO AUOZ AWBUT UB Ul I UBAD |\ MOJ,, MO|9( 10

3yl sk s1uod Wbusng yoeny Aurw Se 1SeEd) 12 $9A0Wal
Jaoelly (S)hun jje $3A0Wal 18pudsq FONYVHIXT = xJF
' '|0JIU0Y 40 dU0Z

s 1uN Buipuayag 18ayioue ul si xay ayl jl udnd ‘nun buipuajag
paleuwiwnad ayr Ag paledeA xay ayl ojul suun bunjoriy
SIy jJ0 BuO 3dueApe Aew JoXoeny “dew oyl woiy pareul
wia spun Buipuayaq 11 ‘gILYNIWIIT YIONIFI0 = 33
‘aouBRApE

U0 NUN A[PUBLIH 1BYI0UR JO dO} U0 120413J UED 1IUN 12 JOADMOH
PRAISUI pARUIWND  BJe Wl Bunoels ol j0 uoneola
Ul 10 [0JIL0D JO SBUOZ AWIBUJ 01Ul 183J13) O} PO2I0} Shun

X
ONILYIHLIY
A
Iy

10U ABw J9ORIY TX3Y 1831104 JO 92104 $,19pudyag ‘Xoy auo
1eand) syun Buipuagag ik 'SLYIYLIY HIANIHIA — 10
‘aie Aayy

aioym ulewal spun ‘susddey Buiyiou Yy 03443 ON AN
X9y 1B2J131 JO 9210YD S,19¥IRIlYy X3y dU0 1e3.1134

[03U0D
J0 8uoZz s un Buipuaja Jayioue ul ji udna ‘Jiun Buipuagaq

il 3yl Aq paledeAa xay a8y} ojul 8uo saueaApe Aew ay ‘Buiuniusg 1snwe syun Buppeny (i@ SSLYIHLIY HINOVLILY = 1V
(2% spun Bunjoelly Aue sey saxoeny i C(syibuans pajgnop

Z_V_V‘ 10U ‘2ISB( 8SN) S1UI0d Y16U8I1S 9SuU8a Ul PBAOWaL 19pUdaQg
]

‘9ouRAPE JOU AW JBpuaya@ dew ayr woly pajeu
SR suun Bunoeny |ie ‘gILYNINITT HINOVLILY = oy

(‘sasayuased u patuid S 3nsas 12 §1) SAXBY PAIJILIOL Ul SHUD ysiuu4 Jsuiebe syoene Buiajosas uoym soisapudied Ul s1nsas asn

LR GX 2d g | (x3)aqa | (x3)2q | (x3)20A | (3N) 4 SN 2N |y

1VILINI aa | (xajaa | (xa)ea | (x3)2a | (x3)2a | (an)1a aN 1y ay
HSINNI4

(x3)2@ | (x3)aqa | (x3)8aa | (x3}2q | (dN)4q X3 Y v ay

{(x3)2a | (x3)aqa | (x3}8A | (8N} 1A X3 SN v sy 3y

{(x3}aq | (x3)2a | (8N} 4Q 3N 2N Y sy |y sy

(8N)2a | (aN)1a SN SN A" sy av sy |y

alp

L-9 LS LV L-E L-C L-1 cl &l vl
[(pbuang asuaysqg — 01 — YIBUBRS YIENY ) SPPO 18qUIOD
‘L-9 se paiead) ale | -g uey sareall sppo gy = 3Nsas ‘a|qeploarun i paniwad tou asiomio - JIEVL SLTNSIH LvgINOD

TERRAIN EFFECTS CHART

TERRAIN EFFECT ON MOVEMENT EFFECT ON COMBAT
{cost to anter) (Defender on given terrain)

@ No Effect, apply effect of

other terrain in hex.
D Finnish City

Soviet Supply Apply cost of other
City terrain in hex.

One Movement
Point (MP) to enter.

One MP to enter if entered
Hoad through Road hexside.

No effect, apply effect of

Railroad other terrain in hex.

See Movement, Case 'J"".

Finnish/Allied units
double their Defense Strength

Apply cost of other
terrain in hex.

Soviet units double
their Defense Strength

Finnish/Allied units
double their Defense Strength.

Finnish

Fortification One MP to enter

Finnish
Swamp

Finns: one MP to enter

Soviets: two MP to enter No Effect.

Finns & Soviets:
Two MP to enter

No Effect.
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SPECIAL EVENTS lIsce rules fof

F sovicr rarapror, Place the Sovie 3-1
Parsroap v e Leningrad. Wy be 5
drappe™ oo Fidlanrl o any fivar:: Gann
T pravided i stnts fiom Leningrad. 1
ouly le an diopped at st canclision of 1
Saviet Player-Tarn. 1 ois picked np fio
Leringrack and placed downr an ay hrex

Finlinnd withinn 6 hexes ot Lemngrart, b

canrot lanchinea Finnish Zorn: of Conrol. Orie
are Hie gqioand, i fights as o reqalar connb,
it snd s snubject to the same rales, inelidi
isalation. 1V cannat tnove or atkack il
next Soviet Player Torn, Note that shis Speci
Event canr acein only once per Ganne,

G FINNISH VOLUNTEERS. Forzignr Volu
teers join the Fumistc Anny. Place a 2-2-2
Helsinki or Onlieinnediately. oy be move
mothe next Firmish Player Torm, The
becornes a part of 1he Firnnish forces.

H ivcreasen sovier LOGISTICS. Saviel
merease the supply capacity of Pewozacdovs
190 Attack Combitt Stiength Poims for i
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rearaindec of the game. However, coasider this
resaltis o special event” 1 o Scenado is 1ot
already i effect.

J INCREASED SOVIET REPLACEMENTS.
The Soviet Player may add ore 2-1-2 1o his
remtoccements daritgg his aext Beittoccement
Phase. The nnit innst come fcom eliminated
aaits, however. s cancelled i nowe are
avaikible, and Yhe resultis oo special event.”
K ceaserare The Finnish Playec may cadb a
cease fire at the conchision of the next
Goe-Tarn (prios to the Scenario die colt) if he
dusires. M so, the ginae crads cad victoey
poiats e totated hased on the  existing
sitaation. :

L SEVERE CLIMATE CONDITIONS. Eliadaate
A Attack StrengthcPoints of the Soviet Player's
forces (o the choice of the Finaish Playee).
They raast corae fronc isolated units if aay
exist. Raibvoad moverocat is impossible: Con-
sider railcoads to be inoperative foc this
upceontng Game o only. Nate thot the il

liak o Leningcrd for Soviet Supply /s nperative.

of Row A jnc

Soviets eliminate
one Alfied 3-2-2

Y POINTS SUBTRACTH

VI SOVIET PLAYER'S SCO

Condition

Finns capture a Soviet
Supply City (other than
Leningrad)

Soviets have less than
Jcombat units within
S hexes of Murmansk
atend of their
Player-Turn, from
Game-Turnd onward

Finns capture Murmansk

Finns capture Leningrad

Poir]

10

20

100

Note: see “capture’ defiaition




Minor Lake hexside
or River hexside

Minor Lake
whole-hexes

Major Lake or Sea
hexsides

Ice hex

Mountains

Norway & Sweden

Any hex north
of Row “A*

Row “A‘ and
southward

One additional
MP to cross

Entry
Prohibited.

Traversing Prohibited

Two MP to enter. Units may
enter only during last three
Game-Turns,

Entry Prohibited

Entry Prohibited
{in Standard Game)

Stackirig prohibited
(except for Ski units).
20-12-2's and 6-6-2's
may not enter

Units may stack two per hex.

weignaIve vueiigin aoubted if
attacked exclusively through
Minor Lake/River hexsides.

No Effect.l

May not attack across. Zones

of Control do not extend across.

No Effect.

No Effect.

Apply effect of other terrain.

Finns may not retreat
before combat

NKVD may not attack across

Soviet NKVD units may not enter
Russo-Finnish border.

Finland

COMBAT RESULTS TABLE 1.4 or worse not permitted, if anavoidable, result = Ae. odds greater than 6-1 are treated as 6-1.
Combat Odds |Attack Strength — to — Defense Strength)
1-2 1-1 2-1 3-1 4-1 5-1

1-4 6-1

Ae Ar Ne Ne Dr (Ne) | De (Ne)

Ae Ne Ne Dr(Ne) | De (Ex) | De (Ex)

Ar Ex Dr(Ne) | De (Ex) | De {(Ex) | De {Ex)

Ar Dr(Ne) | De (Ex) | De (Ex) | De (Ex) | De (Ex)

Ne Dr(Ne) | De (Ex) | De(Ex) | De (Ex) | De (Ex) | De

Ne Dr(Ne) | De(Ex) | De (Ex) | De (Ex) | De De

use results in parenthesies when resolving attacks against Finnish anits in Fortified hexes (if a resultis printed in parenthesies. )

Defender removed in Defense Strength Points {use basie, not
doubled strengths). If Attacker has any Attacking units
remaining, he may advance one into the hex vacated by the
Defending unit, even if in another Defending unit's Zone of
Control.

Ae — ATTACKER ELIMINATED; all Attacking units elim-
inatect from the map. Defender may not advance.
Ar = ATTACKER RETREATS; all Attacking units
retreat one hex, Attacker’'s choice of retreat hex.
Ne = NO EFFECT,; nothing happens, units remain where
they are.

Dr DEFENDER RETREATS; all Defencling units retreat
one hex, Defender’s choice of retreat hex. Attacker may not

must

RETREATING.
Units forced to retreat into Enemy Zones of Control or in
violation of the Stacking limit are eliminatecd insteach

advance.

De — DEFENDER ELIMINATED, all Defending units clim-
inatedt from the map. Attacker may advance one of his
Attacking units into the hex vacated by the eliminated
Defending unit, even if the hex is in another Defending unit’s
Zone of Control.

Ex = EXCHANGE, Defencer removes all unitls), Attacker
removes at least as many Attack Strength Points as the

Hawever, a unit can retreat on top of another Friendly unit on
or below “row A evenif in an Enemy Zone of Control. Units
may not retreat into impassable or prohibited terrain.
Advances and retreats are not considerec as regular
movement and do not expend any Movement Points. Note
that the only instance in which the Attacker may advance as
a result of combat is when the Defender is eliminated by an
Ex or De resultor if he Defender has chosen to retreat before
combat.







