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1.0 INTRODUCTION

Tank vou for purchasing WORLD AT WAR: Stalingrad
Please ak

e o moment o fill put and send 1n the game’'s

KK "_"_.'i SIrALLOT
cand. This will ensure that ¥

i recelve timely updates and prodoct
nformation. If vou have any problems or guestions concerning this
or any other Avalon Hill compurer
QG008

Quick Start: If you are ready [
swept Russian sieppes. we suggest you turn o

product, contact us at 4 10-426-

) jump right and face the sSnow
] the Quick Start
nstructions [sec the separate Quick Start Instructions). Again, thank
vou for choosing STALINGRAD

HFEEEEREN:
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2,0 INITIAL OPTIONS SCREEN

This screen displays the information chplces available fo
pl ._-,Iur-; 1 game '-:I.l".t-I.f.'\t-H.-'.H starts at the Initial k.lr;'lii-:n:.
Sereen. This is when

torcal and realism options the tvpe of oppinent, and game Var-

you choose sides and select scenarnos, his-

ants. When anvthing from the center column is selected, its

choices™ appear for selection in the upper night of the screen. The
hottom portion of this screen displays the situation briefing for the
currently selected scenario and side. and an inset map shows the

yperational area covered by the scenario. A number of different

oplions are available.

LR ER LA
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2.1 SCENARIOS: This allows you to select one of seven available

scenarios (also see 29.0)

12 VARIANTS:

# ALLIED AND AXIS VARIANTS: These "what if”" options
gllow you to explore possible historical alternatives (also see
30.0).

« RANDOM VARIANTS: STALINGRAD randomly selects a
variant from the available list without revealing which vanant
was selected. Also, there is o 10% chance that an additional van
ant from the list will also be randomly selected and implemented
AIR SUPERIORITY: Five Air Superionty options are possible,
but only one can be in effect at any given time (also see 17.0)

& WEATHER: There are two weather options, historical and realis-
tic. The historical option recreates the aciwal weather that occurred
over the batilefield. The realistic option offers random weather
which is similar 1o what was really expenenced, but without the
predictability of using the historical weather (also see 24.0)

The
Map Screen

2.1 REALISM OPTIONS: These options influence the amount and

the type of information you receive abput enemy and friendly forces

during the game. NOTE: With these options in effect, data in the

Unit Borrom Boxes (see 9.0) may be as much as +/— 50% incorrect,

# LIMITED INTELLIGENCE: You may view your own dnits,
but limited information 15 available regarding epemy unals (also
see B.5)

« FOG OF WAR: The level and accuracy of mformation available
on friendly units decreases a5 the umils become fatigued or fall
out of supply (also see 8.52)

2.4 OPPONENT: You can select a computér opponent, a buman

opponent in the same room (also see 32.0) or 2 human opponent

through electronic mail (see the sepamate PBEM instructions).

2.5 VP ADJUSTMENT: Select a number of pre-game viclory

points to be awarded to either side for play balance (also see 27.11)

2.6 SIDE: Select whether to play as the Soviet or the Axis side

2.7 GAME: Select to begin 2 new game, resume a saved game or 1o

exit the program
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3.0 THE MENU BAR

The menu bar is composed of varjous pull-down menus
described below, Menu items are marked with & diamond. If the dia-
mond 15 solid. the aption 1 sctive If the diamond is empty, the
option is inactive

A1 FILE MENL:

& New: Retumns you to the Initial Options Sereen to begin s new game

# Resume: Allows you to locate and return 1o a previously saved gamie

® Save: Suves the game in progress. IF “Save” is selected for o
game that has not been previvusly saved. a didlog box prompls
you for a name and file path where the game will be saved, Afier
o game has been named, the program automatically saves the
game in the same focation without interrogating you,

* Save As: Allows you to specily or change the name and file path
where the current game is saved “Suve As™ thén functions as a
normal “Save,”

* Restore PHEM Backup: Allows vou 1o restore a PBEM game
frism a previous tum

# Quit: Ends the game without saving it

3.2 OPTIONS MENU: You may turn these options on or off dur-
ing play. STALINGRAL keeps track of these settings from game to
game and from side 1o side. Therefore, sach plaver can have a dif-
terent configuration enabled for his screen. For Example: One
plaver can choose to display hexsides, while his oppontent can opt to
leove this serting off.
Close View: When selected, you se¢ a tactical level map display
When not selected, the map displays an operational or “zoomed
out” map view. This map offers less detail, but can be useful for
gering the “big picture™ of what's happening on the battlefield.
Hoth maps can be navigaled by using the directional arrow buttons
on the Seroll Pad at the bottom right hiand comer of the screen
Isee £.21), or the “Jump Map” in the upper nght (see 2.11)

* Show Supply Lines: A colored supply line trucing buck to a
unit’s HOQ) is brieflly shown whenever o umit is selected during a
Planning Phase if this pplion is active.

Show Hex Ownership: Friendly-controlled temitory appears in a
normutl color scheme and enemy-controlled territory is shaded.

* Show Hex Borders: Displays a hex grid over the battleficld. This
is wseful when plotting movement or planning attacks.

# Show Troops: When selected, units are disployed normally,
When not selected or clicked off, alf units disappear, allowing the
easy inspection of the map’s terrain features.

* Military Symbaols: Toggles unit designations between pictorial

iepns and stundard NATO military unit symbaols (sec 8.3,

Center Map on Battles: The map automatically centers over

each bartle a5 it occurs during the Execution Phase.

Sound Effects: When selected. there are sound effects 1o punctu-

ale the on-screen action. When not selected, blissful silence.

* Show Help Messages: The game's “Executive Dfficer” provides
additional information during the course of the game.

© Arrival Notification: Announces the armival of friendly rein-
forcements.

# After Action Battle Reports: Displays detaded information
abour each battle which oceurred In the previous Execulion
Phase. When this option 15 “off”, there is no Afier Action Phase,
and the game aulomatically proceeds 1o the next Planning Phase.

# Real Time Battle Reporis: Displays o bnef battle report as each
battle is resolved,

L

® Autosave: Soves the game at the end of esch Execution Phase 1o
a file named “Autosave”. At this time. the previous turn's
Autnsave file is overwritten.
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3.3 5TAFF DUTIES MENU - THE EXECUTIVE OFFICER:

The following options delegate selected game functions to the

game's “Executive Officer”, which assumes many “staff” functions.

This makes for a much faster game and allows you to “delegate™

less critical details at the cost of some personal control,

# HANDLE ALL OPERATIONS: Delegates pll game functions
to the Executive Officer. The Executive Officer commands all
umits as the computer’'s programming seces fit, ond proceeds to the
nexl phase when appropriate, If this option i= not selected or
clicked off duning the game, control is retumed to you, although
sometimes not immediately. If “After Action Battle Reports”™ is
enabled, the Executive Officer waits until you have finished
reviewing the after action battle reports and entered the Planning
Phase before continuing play

* ALLOCATE SUPPLY (EACH DAY): Instructs the Executive
Officer 1o allocate supply 1o each Headquarters at the stant of the
first moming (daylight) turn. If this option is not selected, each HQs
will mamntain the same Supply Level it had the previous day, unless
it does not have enough supply on hand, in which case its levels will
be lowered to the best possible Supply Level (also see 19.0).

& PLAN FIRE SUPPORT (EACH TURN): Artillery units that
did not receive orders from you are targeted by the Executive
Officer. Once “Execute” is se¢lected from the Phase menu, the
Executive Officer analyzes your planned attacks and assigns
artillery as deemed necessary, then allocales any remaining
snordered artillery units to fire interdiction missions and general

harassment barrages. You do nof have an opportumity (0 review
or change these orders (also see 16.0)
OK TO USE AIR FORCE: Selecting this option authorizes the
Executive Officer o allocate air assets in s fashion similar 1o
planning fire support {also see 17.0).

¢ FLOT GROUND UNITS (EACH TURN): Ground units (other
than artillery units) that have not already received orders from
you will receive orders from the Executive Officer. Once
“Execute” iz selected from the Phaze menu, the Executive
Officer analyzes your planned stiacks and assigns orders o any
unordered units as decmed necessary

# PLAN FIRE SUPPORT NOW: Works the same way as “Flan

Fire Support Each Turn”, but the Executive Officer plans target
assignments and support requests immediarely, allowing you a
chance to review and revise the Executive Officer’'s orders

@ PLOT GROUND UNITS NOW: Works the same way as “Plot

Ground Units Each Turn”, but the Executive Officer assigns orders
immediarely, allowing you a chance to review and revise the
Executive Officer’s orders. This choice also automarically invokes
“Plan Fire Support Now"™ for unordered artillery units,

Plesse pote that for large scenarios on 5 [ o w e r machines. the “Plun
Fire Support Now™ and “Plot Ground Units Now™ functions may take 30
seconds or more 10 complete.

3.4 PLANNING MENL:
¢# REVIEW SCENARIO OPTIONS: Displays the Initial Options

Screen for a review of the scenario briefing and active game sei-
lings. These options cannet be changed during play

SHOW PLANNED MOVES: Shows the planned destinations
for each unit, draws a line from each firing artillery unit to its war
get, and displays arrows to indicate ground attacks. Note that this
action shows what is planned, and nol necessarily what will actu-
ally eccur. Traffic jams, enemy interdiction, and other factors can
significantly alter your umits” intended course of action, Click
anywhere on the screen to return to the normal map screen

1.5 PHASE MENL:

PHASES: This menu shows the three phases (Planning,
Execution and Afier Action) of each game turn, and 15 wsed w0
proceed from one phase 1o the next. A solid diamond appears
next to the currenr phase
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SWITCH SIDES: Below "After-
Action” on this menu is "Switch
Sides”™ This is not & phase, bul turns
the game over 10 vour opponent when
playing o \wo-plaver, same-machine
game (also see 32.00)

PBEM STATUS: This selection is
available during PBEM games, and
displays the game nome and current
status for both players.

4.0 THE TOOL BAR

Actoss the top of the screen, beneath the Menu Bar, there is a
hurizonial row of buttons. This is the “Tool Bar”, which provides
easy access to the game's functions, Tool Bar buttons open win-
dows which display detailed game informaton. Chek on the button
again 1w remoeve that buon’s display. Windows at the bortom of the
screen are called "Bottom Boxes™ and those to the right of the
screen are called “Side Boxes™ or “Side Bars™

4.1 THE VICTORY BUTTON: Opens
the Victory Botom Box, which displays
victory conditions for the current sce
nario (also see 27.00

4.2 THE CALENDAR BUTTON: Opens the
Calendar Window, which displays the current date,
and the days when you are scheduled to receive rein
forcements (also see 25.0). A five-day weather fore-
cust is shown in the “date™ squares for the current day,
us well as the next four days (also see 24.0). The curment day in the
scenurio s high-lighted with a red frame

4.3 THE OVERYIEW BUTTOMN: Opens the map
Overview Box, which displays the curment scenaria’s
entire playing area on the screen, allowing you to get
the “big” picture. Use the butions in the Bottom Box
to get an overall view of fnendly and enemy troop locabons. You
may also choose o have hex ownership and major victory locations
displayed (see 6,3 for more information)

4.4 THE AIR POWER BUTTON:
Opens the Alr Support Bottom Box,
which allows you to assign missions (o
your air units (see 17.0)

E 4.5 THE HQ BUTTON: This opens the HQ Side

Box, which displays supply and organizational infor-
mation on your HQ units. Selecting the left and right
agrrows next o the HQ unit in the HQ Side Box will
scroll through the HQ) units in play. Current supply information is
also displaved for the HQ unit shown in the Side Box, The Side Box
feamres
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#* Locate: Selecting this bulton centers the map on the HO) uni
shown in the HQ Side Box.

# Attach: Selecting this button allows units to be attached to an
HQ onit during these two turms (see 12.0).

« Supply: Displays the current HQ's supply state.

#* (n Hand: Displays the HQ's current supply tonnage.

#* Used: Displays the supply tonmage used by umits attached to the
HQ so far that day

* More: Select this button 1w open the HQ Bottom Box: this dis
plays all available HQ) units and their current Supply Levels (by
colors: see 4.6].

= L
—Ar

4.6 THE LEADERS BUTTON: When
depressed. this button opens the Leader
Side Box, which displays information on
your leaders {also see 13.0). The Leader
Side Box has a”Locate™ button which, when pressed, will center the
map on the hex that leader 1s in. Additionally, each leader’s combat
modifiers are displayed

4.7 THE FRAMES BUTTON: Using different vol-
ored frames, you can view vour units in several dif-
ferent ways. If the Frames button 15 selected when vou
are in the “Close Yiew" scréen (only), the color of
the unit frames provides variable information, depending on the
option chosen. When not in the Close View mode, all frames are
black, regardless. Unit frames can be used o show the following
information:
* HQ: This shows the units attached o each HQ by having the
units” frame colors match those of their HQs. NOTE: if there arc
maore than |7 HQs in play, the colors will nepeat

Unit Types

Frame Colors

ArmorMech. Recon Red

InGamiry Mlachinegun Black

* Unit Type: The frame color shows units by unit type.
HO) Supply: The frame color shows unit Supply Levels hased on
their parent HQ) s supply state (see chart below).

# HQ Dist.: The frame color is a graphic display of the distance of
the unit from its superior HO) (see chart below).

#* Fatigue: The frame color shows units according Lo their fatigue
levels (see chart below ).

= Disorganization: The [rame color shows units according L their
disorganization levels (see following chart).

e S bl i

Attack Gepernl  Defensive Mimimal No S

Disorganization -2 il

» Orders: Each unit which has been given an order for the current
twm hias @ green frame, as opposed to the black frame on each
unit that has por yet had an order assigned.

4.8 THE ORDER OF BATTLE BUTTON: Opens
the OB box. and imtially displays all of your HQs
which are drawing supply directly from a supply
source. Subordinate HQs and altached units may be
viewed by clicking on any displaved HQ. In addition, the OB box
displays strength data about your wnits, detailed supply data for
each HE), and the number of replacements you have available
(also see 28.0)

4.9 THE WEATHER BUTTON:
Opens the Weather Botiom box, which
displays detailed imformation abour the
current weather and ground conditions

{also see 24.0)

4.10 THE WORLD MAP BUTTON: Allows you 1o
gain an overall view of the East Front Theater of Oper-
ations. The strategic map can be zoomed in to show the
operitional ares of STALINGRAD (also see 6.0).

' 4.11 THE JUMP MAP: This shows o much-reduced
version of each scenario’s game map. The red dot on
this small map indicates where the game's on-screen
mip Is currently centered. Clicking in 4 different
position on the jump map changes the portion dis-
plaved on the Map Screen
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5.0 THE PHASES

In STALINGRAD there dre three scales that are used in the

seven different scenarios. "Operation Uranus
Solution™ and et

", “Manstein’s
Flows the Don™ have three turns per day (two

davlight and one might) that comprise a game day; in the other sce-
narios (“To the Volga™, "Rattenkrieg”, "Wintergewitter” and “A
River Too Far™) there are six tarns per day [three daylight and three
night]. Three Phases {Planning, Execution and Afier Action) make
Ip o0e turn

A splid digmond appears next (o the current phase on the
Phase pull-down menu. Be sure vou have completely hnished the
current phase before proceeding to the oext one. Once the next
phase in the sequence hos been selected, you cannot return to the

previnus phise

5.1 PLANNING PHASE: During the Plannming Phase friendly
units are assigned movement and combat orders. fire support mis
1oms; 0of other types of activities. Orders can be given to anits in
any desired sequence, and prders can be modified or cancelled as
long as the Execution Phase has not been activated. You can alter
HQ Supply Levels only during the n

TOTTIN |
Flanning Phase (see 19,0). Exch scenano begins with these parame-

first daylight

tems sl s their histoneal values

5.2 EXECUTION PHASE: To begin the Execution Phase, select

the Phase pull-down mena and click on Execution Phase, The game

will then simultaneously carmyv out each side’s movement and com

bat orders

* When combatl occurs, heres containing anackers are ghlighted,
iwir markers are displaved, and explosions are shown over the hex
m which the combat ocoury

A Bottom Box appears with information on where the pame is

and the overall success rites of the game’s attacks so far

The winner of ench battle has its nanonality flag displayed in the

combat hex (except ul night). Full-scale battles, artillery barrages

and air attacks are highlighted by red hex borders, hexes that sof

& - W= stalingrad %

fered imterdiction attacks have violet hexsides, and hexes in
which multiple battles occurred appear outlined in dark green

# If the “Real Time Battle Reports™ option is on, a Battle Report
window will appear briefly displaying the result of each battle as
il ocenrs, I the “After Action Battle Reports”™ option is selected,
the turn moves o the Aftér Action Phase at the conclosion of the
Execution Phase, when hattles can be checked at leisure

S3 AFTER ACTION PHASE: This phase is skipped if there wene

i combats, If “Afrer Action Battle Reports™ is on, you can examine

the results of cach battle and interdiction attack that ocourred during

the preceding Execution Phase. Selecting the highlighted combat

hexes displays the cormesponding Barrle Report Window,

# Non-interdiction, non-ambush Baule Reports have two parts: a
general briefing, and a detailed sccount of the combat odds with
modifications for that battle. You may switch between these two
di-‘r'h}.'\. h} -L';:;_'\I,i":!_‘ the buttons on the lelt side of the Battle

Report Window
Each successive chlick on o hex highlighted in dark green (multi-
ple battles in o hex) cvcles through the differént combal reports
After viewing the turn's combat results, the After Action Phase
and current tum are over. To start the next tum, select Planning
Phase from Phase pull down menu. and the game advances to the
next turm
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6.0 VIEWING THE MAP

A paper copy of each of the game maps is included for quick
and easy reference during play. Other views of the map must be
obtained from the Map Screen or the Overview Map. The size of
the map used in each scenanio varies, but in general, you will only
see a portion of the map at any one time (unless you're looking at
the Overview Map; 6.3).

6.1 YIEW METHODS: There are three different ways of looking
at a STALINGRAD map: Close View, Far View and Overview

# Close View, as the name implies, shows the smallest portion of
the map, with the most detail on units and stacking. You'll gener-
ally want 1o issue orders, etc, in Close View,

# Far View shows a much larger area and can be a great help with
scenarios (such as "Operation Uranus”™, or “Wintergewitter™) which
have large playing areas. You may still issue orders in Far View,
Unlike the first two methods, you cannot issue orders when view-
ing the Overview Map, but its numerous display options and s
coverage of the entire battlefield make i a very useful 100l

6.2 GETTING AROUND ON THE MAP IN CLOSE VIEW OR
FAR VIEW:

6.21 THE SCROLL PAD: The easiest way to
move dround on the map is use the directional
arrows buttons of the Scroll Pad (found at the bom-
tom right of the Map Screen).

riaN

IR
NEF

# Clicking on a directional arrow button shifts the map one hex in
the desired direction. Contnuous scrolling is scaled proportion-
ally, This means that the map first scrolls one hex in the desired
direction, then two hexes at a time, three hexes at a time, etc.,
allowing for fast and smooth scrolling in any direction on the
gime map.

# Holding down the directional arrow button causes the map to
scroll continuously ontl the bution is released.

The keyboard's number pad can also be used in the same fashion
and mirrors the arrows on the Scroll Pad (i.e.. press “8” for north,
“9" for northeast, etc.).

* Holding down the Shift key while scrolling with either the pad or

keyboard accelerates the scroll speed.

6.22 CENTERING ON A UNIT: The map can be centered on a
specific unit. Select any onit or stack, then select the center bution
on the Scroll Pad {or press the *57 key) to center the unit or stack on
the map. This festure works i both the Close and the Far view
SCTEEns.
i Eay .23 THE JUMP MAP: The Jump Map window
¥ next to the Tool Bar shows the ares encompassed hy
the scenario, and can also be used to navigate the
map. The red dot on the Jomp Map window indi-
cates the point where the map is currently centered.

To guickly jump to another location, click anywhere in the Jump
Map window, and the screen will center on that location, The red
don jumps to indicale the new position on the map.

wi' 6.24 THE CENTERING CURSOR: Holding down the
AR, Option (Mac) or Control (PC) keys while the cursor is over
the map will bring up the Centering Cursor. While it 15 active, the
game will center the map on any hex you click on.




6.3 THE OVERVIEW MAP: The Overview Map provides you
with a panoramic view of the entire field of play for each scenario
In addition o the map itself. there are nomerous display options

which graphically portray 8 wealth of information aboul you

forces, known enemy units and the overall strategic sifuation.

¢ All Units: All known (sighted) units, including those whose type
is unidentified, will he displaved. This selection woggles all of the
phove buttons 1o their “selected”™ positions.
Friendly Units: Units of your side will be displayed in red
(unless Use Frame Color is also selected)
Enemy Units: Opposing units will be displayed in blue (unless
L'-\.l_‘ F'r.j.l'-h_' |:|_||||r is wlso 'h_'lu_'LI,L'an II' FII_._" af 1'|1'r'.!r.'| |r|.|1:*|E
Intelligence are in use, only known enemy units will appear

w Infantry: All Infantry units will be displayed
* Armor: All Armor units will be displayed

* Engioeer: All Engineer units will be displayed
« Antitank: All Antitank units will be displayed.
* Artillery: All Artillery units will be displayed

w Anti-Adrcrafi: All Anti-aireraft umits will be displayed
Headguarters: All Headguarters units will be displayed
Unknown Units: All units which can be seen, but abowt which
there 18 as vel no information about tvpe, will be displayed.

Map Only: All units are removed from the Overview Map. This
selection toggles all other selected Overview Map buttons off

Use Frame Color: If this opoon 1s selected. sl onits displaved in
the Overview will be displayed as tiny squares with the color cor-
responding to its curment Unit Frame color: This 15 instead of the
default blue and red.

i Hex Ownership: This selection will overlay the Chverview Map with
i pattern outfining the extent of the enemy s currently-held 1emuin

* Victory Locations: Each VP hex is marked with an ‘¥ on the
Owverview Map

For Example: Let's say you"ve f

ished your movement plols for a tarn

vorle war! 5 recheck angd make sure that vou haven '] forgoiien dnviomn

T oy s, first click on lect the Orders

Frame. Then select the Overview Tpol Bar button, Turm “Enemy Linets ™ off

Frames Tool Bar button, ani

Overview map
of the “Rattenkrieg” scenario

Liae Frame Color”

ton prkpect ol of vour units and determi

If viru "ve beer moying vour froaps ground guite o bit, if's very helpful to
Emerit i gy of vowre amits have been inadvertentiv left behing, or ptherwise
have lengthy supply paths. There are rwo easy means of going about rhis
Thé Fiar 't o)

v the Xtepr in the previol

example, b select the HQ

e (Irders Frame, Thiy disp

Frame, mstead v all urits corresponding

i i given HQ o raf veu hgve mmore than sev-
HOr a

repent the initial steps, i subsritute the Distance Frame., Eocl

1 eiven colnr ""'"‘!'n"' im mindd

Eriles IVE, Mg frime

s wfl repedd | Another woy Wl

il wirh @

feng path no s HQ will clearly stond ol
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7.0 TERRAIN IDENTIFICATION

A brief explanation of each terrain type foand in STAL-
INGRAD follows, along with o discussion of the terruin's
effect on play. Note that it 1% possible for the effects of
more than one terrain type to apply in

piven hex

Linlike many western European cities, large porhions of
Stalingrad was built of wood. Much of the city consisted
of large "Houosing Estates” —rows of wooden buildings
on the western outskurts of the city—home 1o the many
factory workers and their families. There were alse *

sub-
urb™ hexes in and aroond the city, representing butldings
with lesser density than the tightly-packed worker’s set-
tements. Town hexes provide two shifts for the defender,
and armor shifts are applied as per oity termain

Cities are arban environments, with narrow streets and
densely packed stone buildings, Cities offer very pood
defensive terraimn. Arillery fire into city bexes is halved,
diefender’s antitank strength 15 doubled, and units attack
ing a city hex have their final combat odds reduced by
three. In the 400m'hex scenarios (“Rauenknes™ and “To
the Yolga™}, attacking or defending armor units may add
al most one shift to an atmck to reflect the difficulty of
operating in this terrain
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RUBBLE

If enough firepower is applied to an urban area, the col-
Inpsed huildings will create a new type of “terruin,”
which is easy to defend, and which severely hampers
movement of motorzed/mechanized units. If 35 or
more points of modified barrage strength-(totalling all
atnckingfdefending air and artillery ) is cxpended on an
urban hex in one turn, the hex will be fumed into
Rubhle. Rubble hexes have all the defensive

pdvantages of 4 city hex

FACTORY

Sirmilar to city terrain, but with more massive buildings of
especially sturdy masonry construction. Factories make
iddeal defensive lemain
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This 15 open and relatively flat, wiath long gragses, a few
scrub trees and bushes, Clear terrain is ideal tank country,
providing an sitacker, especially an armored one, plenty
of room to maneuver. In addition, the open ficlds of fire
and refative lack of cover combine to make these areas
poor places to create a defensive line, Units defending in
clear terraun receive no favorable combat modifiers, and
units e not penalized for attacking into of

oul of clear terrain hexes.

This is treated the same as & clear hex, but also contains
an airfield {see 17.13).
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Unless frozen, a marsh is very wet with extremely soft sml
that will literally swallow any vehicles entering it Infantry
fhrough (with difficulty), but vehicles can only enter

or exit) a marsh along a road or railroad. Artillery fire into o

marsh 15 halved (since the soft soul absorbs much of the
hlastl: armor and motorzed units attacking into o marsh hove

e, all units

thetr attack and armor -.I!._'II:_'I}'-'- halved. Funtherm
attacking into a marsh have their final combat odds reduced
by one, und all omts attacking from a marsh have thewr attack
and swrmor streneths halved, For infantry, this is due o the

difficulties of moving, setting up, and operitmg the heavy
weanons which form the core of their firepower, Motonized
units are so penalized due to their restricted maneaver oo
heses are treated as clear terrain

Frofen marsh

Large stretches of trees thal hinder vehicular movement,
but provide cover and concealment 1o units

in & forest nex
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A large waler obstacle, Since water can freeze and thaw,
these can be ysed like cledr hexes while frozen, but fer-
ries are required 1o cross o water hex when 1t"s oot frozen

A ferry hex s a water hex (see above) marked with a senes
of red dots denoting the ferry crossing route, and are found
only on the 400mthex map. In order 10 ransport roops
and supplies across the Volga, the Soviets used an exten
sive series of femmies. For the purposes of movement and
supply, ferry hexes are considered to be “land™ terrain for
Soviel ground units only, and movement across them may
be plotted as for other hexes, (EXCEPTION: A unit may
ot “hegin” ferry movement during a daylight torm. ) Units
omn ferries may attack with strengths reduced to nearky mil.
and are at extreme risk from air and artillery attack
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Dark blue “wiiter” hexside (on the 3km/hex map, only)
A bridge to cross at any point until frozen. In the
“Crperation Uranus” scenario, there are two inon-Volga)
“river” hexsides adjacent to the ity of Stalingrad (see
River, below), which allow troops to cross. These repre-
sent the Soviet ferry crossings. Once frozen., the

Volga is treated as a regular fver hexside

Light bloe “water™ hexside, Generally namower and eas-
ier 1o cross than the Volga. Reguires a bndge to cross
unless frozen. Once frozen, Rivers do not impede move-
ment, but do udd an antitank bonos for umits

defending behind them
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Long depressions, often with sieep banks. These are
essentilly dried stream and river beds, and have the same
effecrs on movement us i river hexside, except there 15 no
effect on non-motonzed units

HILLSIDE

Hills represent shight elevation changes, which have mili-
tary stgnificance due 1o the flat, clear errain around
them, The “straght™ side of the hill graphic is the
“uphill” side. Units attncking uphill have their strength
redoced by 25%. while units attacking downhill have
their attack strengih rinsed by 25%
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In the Soviet Umon, these are guite primitive, offering Jit-
tle more than directional Tandmarks in the steppe. Units
ciin move along roads more mpidly than in the open
because toads provide o general sense of direction,

along with a nominal road benefit, Road movement
benefits are neguted by mud

Similar to a road except that units move atl a rate of one-
third movement point per hex when following & rail line
Railroad movement {5 not affected by mud
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8.0 UNIT IDENTIFICATION

8.1 UNIT S1ZES; Units in STALINGRAD can be Brigades,
Regiments, Battalions or Companies, with each scenario having a
different mix, depending on the scale. The 3km/hex scenarios
{“Operation Uranus”, “Manstein's Solution”, and “Quiet Flows
the Don™), have Brigades/Regiments and Banalions. Banalion
sized units are indicated by n diagonal stripe acrass the lower
right-hand corner of the connter, The other scenarios have
Banalions and Companies, Company-sized onits being denoted by
the diagonul stripe.

A full strength imfantry regiment normally comprises three hat-
talions. plus an antitank company and an infantry-gun company of
regimental suppori weapons. Full strength infantry battalions con-
tain 600 to 1,000 men. companies contain [0 1o 200 men. Armor
battalions (brigades, for Soviets) conotain 40 1o 60 wnks, companies
10 to 15 tanks. Antitank. anti-aircraft, and artillery battalions con-
tain B to 24 guns. compames (battenes) have 4 to 6 guns. Each HQ
unit represents several battalions of non-combat support troops (sig-
nals, medical, supply, maintenance, etc.). Each point of an HQ
omit's defense strength represents approximately 1.000 troops.

8.2 UNIT COLORS: Nationality/tvpe 15 delineated by the colors of
the units

* SOVIET:

. Soviet Guard: Dark red wiath white umit symbals
. Soviet Army: Brown with white & hlack umit symbaols

- Soviet Marine: Purple with white unit symbals

L

; Ski Troops: White with red unit symbols
. Soviet NKYD: Brown with red unit symbaols

. Factory Militia: Dark red with white unit symbols

PYW 2 240), (Terman erefif-w lealed gomiored cu
= W
German Army: Gray with white & black unil symbals
E German Luftwaffe: Bioe with white & black umit symbols

German Wallen S5: Black with white unit symbaols

German Brandenborg Commando: Gray with tan and
bleck omit symbols

Itatian: Gold with white & black unit symbols

. Italian Blackshirt: Black with gold unit symbnls
a Romanian: Green with white & hlack unit symhbaols
. Croatian: Gray with black & red unit symbaols
. Cossacks: Gray with pink & black unit symbals
. Turkoman: Gray with blue & black unit symbaols
. Turkistani; Gray with green & hlack unil symbals

. Abwehr Cavalry: Gray with orange & black umit symbaols
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£.3 UNIT SYMBOLS: There are two sets of unit symbols avail-
able. The defaull is & set of pictorial icons and the other style uses
standard NATO military symbaols like those used on organizational
charts and situation maps. To oggle between the two sets of sym-
bols, select “Military Symbals™ from the Options menu

Symbol leon!  Undl Type Svmbaol leon!  Lnid Ty
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8.4 UNIT DESIGNATIONS: Each unit has a historical unit desig-
nation, typically a number. This number may be d divisional,
brigade. regimental. or battalion number, depending on the sce-
naro's mup scale and anit s1ze

» HQ onits display their division, brigade, or regiment numbers,

« If & unit’s lower left cormer containg one or more dots, the onit's.
number is its regimental number. The number of dots indicates
the unit’s battalion (or company) number within the regiment.

If 0 non-HOQ unit has no dots in s lower left comner, the number
15 the unmit's own banalion or company number., which s some-
times the same as jits divisional number.

$.5 INFORMATION GATHERING: If “Limited Intelligence” is

selected (rom the Initinl Options Screen, the first time an enemy

unit is sighted, the game displays o marker which only shows
whether the umit is #n Axis or Sovier unit. “Dummy” units may also
show up, and sppear o be normal onits.

8.51 INCREASING INTELLIGENCE: As more intelligence

becomes available about an enemy umit, the game displays the umt's

type (ie. infamry, artillery, armor, etc.). When enough contact has
been made with the enemy unit. its actual designation will appear.

Information aboul enemy wnits appears in the Unit Bottom Box

when an enemy umil is selected.

8.52 DECREASING INTELLIGENCE: During night turns,

andfor 1f comtact is lost with an enemy unit (or both), inelhigence

becomes less reliable, and you may begin to lose accuracy n infor-
mation gained about the composition and status of enemy units. The
sequence for increasing imlelligence reverses, until the umit disap-

pears from view. If the “Fog of War™ option 1s being used (see 2.3}

information about heavily fatigued andfor out of supply friendly

units may be off by as muoch as +/- 25%. or not éven available

8.53 FACTORS INFLUENCING INFORMATION GATHERING:

The following factors influence the information available about an

Enemy nmit:

# AIR POWER: In most scenarios you will have one or more Air
Recon squadrons available (this may vary due to changing air
levels). You can use these umits o discover more about enemy
units in a given area.

« CONTACT/ATTACK ORDER/FIRING: Probimg or assanitng
an enemy umit will reveal some information. More information
about an encmy unit becomes availdhle s more friendly units
move adjacent to the enemy onit, and the longer friendly units
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remain in contact with the enemy wimt, Amillery amd anti-dircraft & UNIT SIZE AND TYPE: I is harder to gather information on
pnits reveal mformation ahowt themselves to the encmy when units of small size or high troop guakity. Tt s easier o gathe
they fire. infarmation on large units or stacks of units, bnits with low
FATIGUE AND DISORGANIZATION: A o with & high toop guality, armor and artillery units and HOQ units. Recon

nce units and units with high troop quality wsually gain

a

fatigoe andior disorganization level reveals more about asell W na

the enemy. more information aboutl an enemy, and reveal less information
TERRAIN: It's harder to gather intelligence about units in urbar about themselves
terrain hexes than it 5 about units that are m mere open vpes ol

terrain., so less informotion will be available on enemy umis m

urban terrain. Units that are dug-in or fortified meveal even les

mformation about themsalves

TIME AND WEATHER: When the night sky 1

no moon ) and/or

the weather is bad, less information will he

thered abhout enemy units (see 24.0) Wi
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9.0 THE UNIT BOTTOM BOX

To open s Umit Bottorm Box, select o unit or stack of unitz with miovement capabilities (“Attack™ supply is the best, down 1o “No
the mouse and click on the mouse button. The Unit Bottom Box Supply.” the worst), The Supply Line distance color mdicates
opens At the botiom of the screen, and displays intormation abow how much of a unit’s supply request will actually be delivered.
all the units in the selected hex I'his ranges from Green (if the Superior HQ) has the amount on

R e : N Nar all of the request will be hanore o sk (t it
9.1 STACKED UNITS: If more thai ode umit i “stacked™ in the hand, all he regue Il be hanored) to Black (the unit is

unable (o trace any line, and thus cannot receive supply tonnage

same location, a depiction of each will appear in the Unit Display . 3
P PP : from its Supenor HQ).

Window of the Unit Bottom Box when a umit in that location is

selected. The unit on top of a stack is the left-most unit depicied

The currently selecred unit has the letters or numbers above its unil

depiction shown in white

* All data displayed in the Unit Bortom Box pertains only to the
selected unit, and any orders are assigned only o that unin
(EXCEPTION: the Unit Display Window contiains some infor-
manon for each unit depicted—see helow |

* To select a different unit, click on the desired unit in the Unit
Display Window, or click on the stack on the map to cycle
through the stack. The information on the right and left sides of
the Unit Bottom Box (in the Unit ID and Unit Display Windows)
will ehange to display information abouwt the new unit, and any
orders enterdd will be assigned only to that newly selected unit

Black

Wil L

The Unit Display Window shows all units in the selecred loca-
tion. IF 4 unit is attacking or defending, “ATT™ or “DEF" appears
{respectively) above the unit. If & onit has been plotted to move,
the number of movement points it has remaining instead appesrs
gbove the depiction. A unit eligble to mde will have an infantry
icon displayed below the unit; a unit eligible to transport a nder
will have & tank icon displayed below the unit (see [4.6)

* The Command Window has “buttons” that may be used to give
the selected unit orders. Only a button with an icon currently dis-

9.2 INFORMATION SHOWDN: Each Unit Bottom Box has five played on it may be selected. See 9.3 for a more detailed discos-

distinct “subsections™, as Usted below {from left 1o right) sion of the varous orders available

# The Unit 1D Window lists. from top o bottom, the velecred % The Current Values Window displays the selected unit’s cur-
unit’s name (usually umit [D numbers), type. and parent HC. rent attack, defense, troop quality, armor, antitank, disorganiza-

# The Supply Window has two colored bars which indicate the tion, und fatigwe values. The gray number in parentheses is the
supply statos and supply line distance for the currently selécied selected unit’s unmodified combat value and the other (hrighter)

unit. The sopply statms directly influences o unit's combat and number 15 s current (modified) value. Information for amillery
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omits s different than for other unir twpes, Below is an example
of o Current Values Window for an artillery unit

2.3 THE COMMAND WINDOW appeadrs in the Unit Botiom Box
whenever a friendly unit or stack on the map is selected. To assign
&n action 0 o unil, select the desired action from the butions avail-
able. The unit’s current primary action is displayed at the top left of
the box, and s secondary scrion (if any) 1s displayed at top night

CEGE ENE

HMOVE ATTALE BLFERD RDAiD DUILE  RET. CRAMLCEL

931 PRIMARY ACTIONS (ONE PER TURN):

MOVEMENT ACTIONS: Below is a summary of each movement
action; see 14.0 for more detailed information

' Tactical Movement s the recommended formaton when
contact with the enemy is expected (o fenred). Secunity is
increased, with a corresponding decrease in movement points

Strategic Movement is the recommeanded formation when o
unit peeds o travel a long distance, especially along roads
and trecks; but is more dangerous when traveling in enemy-
controlled termitory, A unit conducting stralegic movement 1s more
Open 1o attack by enemy ar interdiction (see 17.1) and 1o an ambush
(see 14.3])

Automatic {Auto) Movement allows the Execouve Office
to plot a path and choose a formation based on the distances
involved

Passenger Movement allows o non-motorized (Le.. “foot™)
I_ infantry umt 1o become 3 “Rider” on an armored unit and
travel with that armored onit ar the armored unil™s movement
dale. This icon only appears once o unit has become 4 passenger

Halso see 14.6)

ATTACK ORDERS: Below is o summary of cach attack order
See secuion 5.0 for more information on the different artack
types, NOTE: Artillery amd headquarters units may not be given
nitack orders

Frobe is a liow infensity attack designed to gather information
about an enemy s woop strength and readiness, It minimizes
an attacking unit’ s losses, fatigue and disorganization effects
AssaultNo Advance orders a holding anack designed 1o
repulse @n enemy without advancing, A victonous attacke
will nor pdvance after combat

Assanlt |5 o srandard anack designed 10 dislodge an enemy
and take his position. This is o heavy but balanced amack
with reserves kepl back for emergencies.

All-Out Assaunlt is a full-scale atack designed to dislodge
an enemy and fo advance at whatever the cost

DEFEND ORDERS: Below is a summary of each defensive stince
see 13,6 for more detailed information.

Retreat if Attacked vrders the defending unit will anemp
1o retreat before significant losses are incurred

Defend if Attacked orders the defending unit will attenmpt 1o

stund its ground and make o determined defense

Haold st All Costs orders the defending unit o stand fast.
holdmg its territory at all costs, 1t will take losses rather than

retreal, depending on its troop guality



032 SECONDARY ACTIONS: Below are the allowahle Secon-
dary Actions, See section 23.0 for more information on lmproved
Positions. and section 26,0 for information on twking replacements.

Dig-In orders the unit (o use the protection of natural ¢over,
and dig defensive positions [oxholes, trenches, etc. .

Fortily orders the un:t to construct ¢laborate defenses. This
order may be given onlv with the presence of an engineer
anit in the hex. Only enginéer wnlls may fortify 4 hes
although other units may enlarge fortifications

Replacements are available for a umt if this wcon appears in
the Unit Bouom Box, Clicking this icon will order to hold
and take replacements

0.4 ARTILLERY ACTIONS: An arillery umt is always setfing up
or ready (o perform o fire mission {(EXCEPTION: if on a ferry bex;
6.2 See 160 for more information on the different types of fire
missiins available

The Ready Status of an artillery unit is displayed by
I | the appearance of a “wrench” (Le. the hattery is sull

setting up and is not vt able to fireh, or a “crosshmrs”
(Le.. the artillery unit i5 ready to be given a fire mission)

9.5 CANCELLING A MOVEMENT OR ATTACK ORDER:

The Cancel Button is used 1o cancel or alter a umit’s given
I'_ movement or atack order. Click on the unit’s hex and select

the unit (o the Unit Bomom Box. The unit’s current moveman!
or attack orders will be displuyed by arrows (red for an attack; blue o
green for movement). Pressing the Cancel bution wall halt that umit' s
attack. or shorten 1ts movement order by one hex each time the
Cancel button is pressed. Alternatively, 4 unit’s attack or enfire move-
ment order can also be cancelled by pressing the "Escape™ key. or by
giving the unit ooy defensive order, The unit can then be given a new
sel of movement orders by selecting the Move bution, or it can be
ordered o perform another non-movement fcton

9.6 REVIEWING AND REVISING ORDERS: 1§ 4 unit that has
glready been given orders is selected ogain during the Planning
Phase, the unit's assigned orders appear in the Unit Bottom Box, and
its movement andfor attack path is displayed on the map. Once a
plaver s satisfied with & unit’s given orders, the Ut Bottom Box
citn e closed by clicking on the map

& W+ stalingrad %

9.7 THE UNIT SIDEBAR: The Umt Side Bar gives information
about the currentlv-selected unit, and 13 displayed only when the
Limit Bottom Box is also active.

# UUnmodified Strength Window: If the unit is attacking, i
unmodified attack and srmor strengths are shown here, otherwise
only its defense and antitank strengths are displayed

w Info Box: This has two r!l,n"lhh: lillipl.'!_'r'k' leader/movement-class
or & modhfiers” tree. To switch between the two displays, simply
click om the info box in the SideBar
Modified Strength Window: As above. only the strengths
shown are after modifications for supply. terrmn. etc.

Wnlifiers

Leader/™ovement-Class Dis-
play: IT & leader is attached o
the umit (a5 above), his counter
will he shown. The unit's
movement class display corme-
sponds (o the rows in the ter
roin cost charts (see 14.12)
NOTE: A unit with a move-
ment class of “Mounted” is o
cavalry unit, and uses the same
terruin cosfs as a “Foot™ anit
Units with the class “Horse
are horse-drawn and wse the
“Horse™ row,

Maodifiers Tree: This display
contains twio sets of '|'|gi'|h for
four of the most important
strength modifiers (Supply
Level, Terrain, Fatigoe and
Disorganization). If one of
these elements 15 raising &
umt’s strength, a green Hght
will appear; if affecting the
unit for the worse, the light
will be red. Otherwise, the
lights remain gray
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10.0 STATUS BAR

The Status Bar allo
furn, and progressz of the

10.1 Victory Level: Displays the current Victory Level (Marginal

Sobstantial. Decisivel
Allies). See also 27.5

1
W YOIl To quickiy

curment twrm for both stdes.

and the side which is winming (Axis, o1

10.2 Victory Bar: Graphically displays the points accumulated Iy

| bath sides as
on the left, and the Axis
the stann of each scenan
ment hus been made; see
and halt red
tive lengths of the white
Example: It iv turn two

lengch of the har

i percenlag

As the game

the Axis have none. The

e, The Allies have 4
have
o, both sides #re even {unless a VP adjust

27.11), so the o

white bar, which starts

i red bar, which starts on the night. Al

prall bar will be hall white
progresses, and VPs are awarded. the rela
and red bars will be adjusted accordingly

oFed TN peints wihle

il i fawd tih A
Allied ) will exrend the entive

scun the victory level,

10.3 Turn Display: Shows the current turn
number of Wrns in the Scenano

104 Time of Day Display: Shows the starting
turn. Depending on the scale of
ble mes dare

| kmi/hes & S00ml

., as well as the total

iour of the currem
p played, the possi-

the scenano bel

b BT | PR AN r..-..'.,! :._'._5'\‘1
Ikmihex scenario: 4AM, 12PM, EPM

2PM. 6PM. 1DPM

10.5 Phase Display: Shows the curment phase for both sides
nning The player is plothing his moves

inkt

The Executive Officer is plotting moves
Committed! The player or Al 15 ready to Execute

10.6 Plaver Phase: This shows the curmrent phase for the current

player. “Thinking” will flash on and off to et you know the AT is

wiwking if the game is waiting for either your Executive Officer or

the opposing Al to complete their plotting for the current turm




11.0 STACKING

Maore than one friendly unit may be locuted o hex at the

same time. Having multiple friendly unils together in 4

hex is known as “stacking” A stuck may only contain
friendly units—Axis and Soviel units may never stack together in
the same hex.

11.1 STACKING POINTS: The number of friendly units
which may stack together in the same hex is limited o mine
“stacking points” per hex, regardlesy of the terrain. Becaose
of the varying scales of the scenanos in STALINGRAD, unit

: si7e varies from regiments to battalions to companies. Linils
. with & stripe in the lower right corner always count as one
L stucking point; all non-siriped units count as three stacking
points. (EXCEPTION: In the two 4i(imfhex scenanos [“To
the Yolga™ and “Rattenkrieg”] non-striped units count s

four stucking points. )

STACKING POINTS CHARTY

Map Scale Regt/Bde

Batialion | Company

t The number indicates the stacking poines of the listed unil If the momber @5 cirched,
that nit type his o stripe b sl seeniros of thit scale

l’ﬁ W+ s talingrad

11.2 STACKING EFFECTS ON MOVEMENT: Stcking limits
are only enforced during the Execution Phase, A unit may be
assigned 1o move into a hex occomed by enemy units, blocked by
enemy Z0C, or stacked to capacity with friendly units. However, a
unit assigned to move in violation of stecking restrictions (see 1 1.0)
will be unable 10 complete its orders during the Execution Phase
until stacking restrictions are no longer violated. For Example; &
friendly unit canmet enter an enemy-occupied hex until the enempy
amit ix dislodged as a resalt af combar, An HQ unit prdered 1 move
it @ citv fex ulreadv occupied by gight stacking pointy of _.frifﬂdfy
wnits will mot move into that ey unless one o the other units moves
our of the hex during rhe Evecution Phise.

113 STACKING EFFECTS ON COMBAT: Normally, only two
non-"striped” (six stacking points) of the stacking points in a hex
can be used to attack or defend ot full strength. For Example: If a
hex has three non-“striped” {nine vacking points), only wo gfs
those battaliony (six $acking points) can use their full anack oFs
defense stremgths to engage in combar. This limilation representss
the fact that only so many men could stieck or defend across the
fromt line of a given hex, Units in a hex which do not fully partici=
pate in combat due to this limitation still exert a normal ZOC inm"
adjacent hexes (they are watching the flanks and guarding the rear),

Units stacked in excess of the two-thirds stacking limatation canmot

participate fully in combat or its aftermath unless,

# The extra unit in & stack is an artillery umit, in which case the
artillery umit can conduct fire missions normally

# The stacked hex is subject o an artiflery or ar attack, m whichs
case the enemy altack affects all of the units in the hex
A combat results in an advance, in which case an ¢ntire stack mags
advance, even a unitis) which did not participate in the anack.

* A combat results in a retredl, in which case the entire stack must
etther retreat and/or suffer losses. Units which did not participate
in the defense of the hex must also retreat, and they may also sul=
fer losses

# If more than two-thirds of a hex's stacking limit is assigned 10
attack, the attack is conducted using the fraction of the totl atnek
strength that corresponds 1o 273 of the stacking limit (usually afl.
3/4, or 23, for 7, 8, and 9 stacking points, réspectively),

# The hex is subject 1o an Overrun attack, in which case the defess
sive values of all units in the hex are totaled, and all units ae:
subject o the effects of the Overrun (1.2, elimination).



12.0 ATTACHMENT

Unit attachment restrictons enhance the real-
ism of the game by putting players under some
of the same restnctions faced by military lead-

#rs in 4 military command structure. Generals Manstein and
Chuikov never enjoved the level of command flexibility that players
enjoy in the game, This is especially true when it comes (o coping
with sudden changes and vnexpecied events on the banlefield
Coordinating the actions of many different units, and dealing with
the individual wishes and actions of supenors, peers. and subordi-
nates can severely affect o general's ability 1o command effectively.
To illustrate the complexities of command and supply, cach HQ
and combat unit in the game 15 always attached to o headguarters
(HQ) unit, and is part of that HQ's command formation for all pur-
poscs. The only excepuons are Army (German) and Front (Soviet)
HOs, which are the highest-level HQs represented in the game

12.1 ATTACHMENT RESTRICTIONS: There are limits on
pttaching units to headguarters

12.11 HQ COMMAND SPAN: Each HQ in the game has a lumit 10
‘the number of combatl units und subordingte HOQs which it can rea

sonably control and provide supply for. The exact number is depen-
‘dent on the HQ's nationality and type. To aid you in determining
‘the current status of an HQ's Span, there 15 a field in the unit data in
the Order of Battle Box which graphically displays this information

I an HO is already at its attachment limit. the “Ansch™ buton will
“remain blank on the HQ Sidebar.

- & Only other HQs, infantry and armored units count against a HQ's
Command Span.

% HQs may only be attached 1o HQs which are ot a higher level:
1€, a divisional HQ may be attached to a Corps or Front HQ, but
may not he attached to o divisional or brigade HQ. For the pur-
pose of this rule. Soviet mechanizedftank corps, while labeled
corps, are considered o be divisional-level.

1212 TIME AND TYPE LIMITATIONS: There are limitations
0 the flexibility of attachment, depending on the time of day.

Out of Supply units are alweys free to attach

Wiih the exception of the above, units may not be attached in the
morning (4 AM or & AM, depending on the scenario),

On other day turns, units may be artached “down™ one step along
Abe chain of commund. For Example: A unit aitached 1o a Front

zmmgmd W = 29
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HQ could be reattached toan army HQ swhordinate to it,
#* There are no time or type restrictions on ataching al night

1213 ATTACHMENT FLEXIBILITY: A wmit may be antached to
any friendly HO unit, within the above limns, regardless of the
unit’s official name or storical attachment, A brigade HQ may be
attached 1o a different division, corps or army HQ units—il need nol
maintain ity original atiachment. Likewise, a divisional, corps or
(Soviet) Army HQ may be reattached (within the restrictions of
12:11-12)
122 ATTACHMENT PROCEDURES: Anaching does not affect
the Supplv Levels of any of the involved units/tH(s. The supply
path of the unit/HQ being antached will be changed to cormespond 1o
the distance 1o the new Superior HO. I the unit you wish 10 reattach
has met the timeftype restrictions, and the new HOQ has sufficlent
command span, the Attach button in the Side Bar will be selectable.
12.21 ATTACHING COMBAT UNITS: To change o combag
umit's attachment:
= Select the HOQ Tool Bar Button. then
# Seclect the umt's new HEQ, then

Select the unit vou wish to reattach, and
* Select the “Attach”™ burton,

12.22 ATTACHING HEADQUARTERS: To attach & HQ to o dif-

ferent Superior HQ

» Select the HQ Tool Bar bution then

# Select the new Superior HO) using the HQ Arrow Butions then
Hold down the shift key and

* Click on the HQ vou wish 1o reartach
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13.0 LEADERS

In STALINGRAD, "leadership” represents intellect, traming,
motivation, daring, and resource munagement abilities. While the
deeds of many great leaders may never be known, some gain fame
and notoriety due to sgccess on the battlefield. These are the leaders

that are portraved o STALINGRAD
13.1 LEADERSHIP BENEFITS: Each lesder has

heen given an atack bonus and a defense bonus. rang-
ing from D to +3. By assigming o leader to a combat
umit, you also assign his bonuses to that onit. To do
rh|-. I-|r-u! upen I|'|4.‘ l|.|:.'|||.J1'| Box (see 4.5) Th:.'l'l select i
combat unit and ¢lick on the “Assign” button in the
Leader Box. The leader is now assigned to the selected
unit wntll reassigned (using the above procedure), or
until that unit is destroyed. If more than one leader is
assigned o units which are involved in a single com-
bat, the game will use whichever leader it “finds”
first—muluple leader bonuses 1n @ single combat on
the same side are not allowed

NOTE: A leader cannot be assigned to an artiflery unit

13.2 GAME LEADERS: There are twelve leaders in STALIN-
GRAD, Each scenario has & different mix of leaders available,
depending on the units involved

* The Soviet leaders *
CHUIKOV, Vasilii lvanovich (1900-1982)

May only be assigned 1o a unit subordinate to the b2nd Army

Chuikov was a regimental commander during
the Russian Civil War who joined the Soviet
Army in 1918 and gradoated from the Frunze
Military Academy in 1925, Between the wars, he
served as a military advisor in China and from
1939-40 he commanded the %th Army in the
"Winter War” with Finland. Due o his imept
de in this post, Chuoikoy was dgain sent (o
China as & military advisor He was later given o
commuand behind the lines so a% 10 free better
officers for the front It was quite by chance that this command
placed him at Stalingrad. His misston at Stalingrad was to hold the

gﬁww

city at all costs and this order eminently swited his command style
and enabled him Lo salvage his career. From September 1942 untif
the end of the war he commanded the 62nd Army (which was later
redesignated the 8th Guards Army i, Many in the militury do nog
consider bim 4 brlliant strategist, however he compensated for s
lack of intelléct with ambition and determination.He was (wice deg-
orated Hero of the Soviet Union (1944, 1943} and ulimaely rose o
the rank of Marshal of the Soviet Umon (19535

EREMENKQO, Andrei Ivanovich (1892-1970)

May cnly be assigned to a unit subordinate to the Southwest Front

A veteran of World War 1. Eremenko jomed botl
the Soviet Army and the Commumist Party i
1918, Dunng the Russian Civil War, he was chief
of sudT in & cavalry brigade and in 1935 he grados
ated from the Frunze Military Academy. Dunng
WWIL he commanded the Western and Briansk
Front’s 4th Shock Army. At Stalingrad, he wag
communder of the South-Western Front, including
the 5th Tank Army and the 21st Army, and was
successful m smashing the Rumanian 3rd Army,
He was made a Hu.ru of the Soviet Union m 1944 and rose to the rank
of Marshal of the Soviet Union in 1955, Josef Stalin had great foith in
Eremenko, and often accepled s ideas without question

RODIN, Alexei Grigorivich (1902-1955)

May anly be assigned 1o a unit subordinate to the 2&th Tank Conps
Hardened by his experiences in the Russian Civil
War. Redin joined the Soviet Army in 1920, I8
1937 he anended the Military Mechanized and
Motorized Academy of the RKKA (Workers &
Peasants of the Red Army) and from 1939-1940
commanded an armored division 10 the Rosso=
Finmsh War. At Stalingrad, Rodin commanded
the 2fth Tank Corp, which was instrumental io
the Russian breakthrough on the Axis northem
wing, In 1943, Rodin rose to command the 2nd
Tank Army and was loter made o Hero of the Soviet Unjon. At the
end of WWIL he was placed in charge of the armored and mechf=
nized foroes for all the rniliLur:. distriets and was also in ;.I‘IIITFE of
the preparcdness efforts throughout the Red Army. The highest rank
Rodin held was that of Colonel General of Tank Troops




o Stalingrad = W} &

LELYOUSHENKO, Dmitrii Danilovich (1901-1987)

May only be assigned to a unit subordinate 1o the 3rd Guards Army
Lelvoushenko 15 considered to be one of the Red
Army’s finest World War Il tank commanders
He joined the Soviet Army in 1919, and gradu
ated from the General Staff War College in 1939
At Stalingrad, Lelvoushenko commanded the Tst
and 3rd Guards Armies and was credited with
routing the Italians during Operation Little
Saturn. After World War 11 he served as com-
mander of the Unified Army and Mechanized
Forces in Germany. Lelvoushenko was twice
made 1 Hero of the Soviet Union (1940, 1045)

PLIEV, Issa Alexandrovich (1903-1979)

May only be assigned to a unit subordinate to the 3rd Gds Cavalry Conps
Pliev jomed the Soviet Army in 1922 and gradu-
ated from the General Staff War College in 1941
During World War 1, Pliev commanided the st
Gurards Cavalry Division and during the Stalmgrad

Campaign he was commander of the 3nd Guards
Cavalry Corps, responsthle for exploiting the
breach in the ling north of Stalingrad held by the
ird Rumanian Army. He was twice made s hero of
the Sovied Limiom (1944, 19451 and rose to the mnk
of Full General m 1962

ROKOSSOVSKIL, Konstantin Konstantovich (1896-1968)
May only be asigned to & unit subordinate to the Don Fromt

During World War |, Rokossovekin was the com
mander of the 5th Kargopolsky Dmgoon Regi
ment of the 5th Cavalry Division. He saw action
duong the Russian Civil War, but his career suf
fered 4 severe sethack in 1937 when he was
arrested imd tortured during Stalin’s purges. The
case ggamst him was dropped in 1941 when he
was appointed commander of the Briansk Front
At Stalingrad, he commuonded the Don Froni
which was charged with ¢rushinig the German
held pocket around Swlingrad—a task be deftly accomplished. After
the war, Stalin appoanted him Polish Mimster of Defense. Rokos-
SOVskil was twice made a Hero of the Soviet Union (1944, 1945
80 rose 1o the unk of Marshall of the Sovier Union i 1944

AL L
S The Axis leaders *
von MANSTEIN, Erich (1B87-1973)

May atiach to any German ar Ror

1 imon-artillery) unit

Manstein joined the Royal Prussian Cadet Corps
il the dge of twelve and proved 4 gquick study In
I he joined the 3rd Goard Infantry Regimeni
of the German Imperial Army and in 1914 was
made a lieptenant in the Znd Reserve Fool
Giuards, serving there on the Eastern Front unnl
he was severely wounded. At the swart of World
War 11, Manstein mastermind the invasions of
Poland, the Low Cogntries and France although
st of the credit for these plans fell {0 von
Rundstedt and Hitler. In 1941, Mansiein was miven command of the
11th Army which was later moved wo the Lemmgrad area to com
plete the siege of that cuy. As the 6th Army was being encircled at
Stalingrad. Hitler recalled Manstein to the Southern Front to staba
lize 71 and lead the relief sttempl. The resulting winter campaign of
1942-1943, in which be was given much freedom of action. proved
him 10 be ome of Germany s most brilliant strategists. Manstemn held
command of Army Group South until March of 1944 when he was
retred by Hitler and sat oot the rest of the war at Celle, France

HOTH, Herman (1891-1976)

May artach

fichy e ETth Panzer Koros

to & unit subordinate i s
During his service with the Wehrmachrs, Hoth
commanded Infanterte Division 18 beginning i
1935, and was promoted to command the XV
Korps doning the Polish Campaign. In 1940 he
commanded Panzergruppe Hoth with the 5th and
Tth Panzer divisions under his control. His quick
dash o the seu through the Ardennes was the
blow that destroved the resistance of the Western
Allied Armies. After this suctess he was given
command of Panzer Gruppe 3 for the invasion of
Russia. He was very successful in the opening davs of the offensive
and took part in the bartles on Minsk, Smolensk, Vyazmea, and
Moscow before the Russian winter turned the tables on the Naa
invaders. He was then moved south for the second campaign season
and took command of the Panzer Army 4 for the drive into the
Cavcasus. His command was split on numerous occeasions and he



suw action from Veroshilovsk. in the ml-nch kaylmuck sieppe. o
Stalingrad on the Volga. Aflter the 6th Army (with one Korps from
the 4th Panzer Army) was encircled at Stalingrad, Hoth joined his
fragmented command with von Manstein’s forces to try and relieve
the pocket. After being tuwrned back. Hoth ook the 4th Panzer Army
to the Ukrnine and scored an impressive victory diring the third bat
tle of Kharkov against the over-extended Russian forces of the
Russian 6th Army and Armored Group Popov. He reached his
renith as o commander when he commanded the largest German
armored concentration in history during the battle of Kursk. After
that battle he commanded the withdrawal across the Duieper but
was later dismissed by Hitler [or o “defeatist attitude”™ and spent the
remainder of the war in retirement

PAULUS, Friedrich (1890-1951)

May attach 1o any Unit sibordinate 1o the Bth Army

Friedrich Pauvlus wis born o member of the
German “middle cluss™ but sought stutus at an
early ape by applying 10 the German Navy, and
later by applying and being accepted into the
Army, In 1917 he was moved to the general stafl
where he gpained o reputation for great detail in
drowing up orders. During the period between
the wars. and dunng the eardy years of World
War 11, Paulos held many stafT positions and was
given the task of drafting the plan for the attack
on Russia. At the beginning of 1942 Paulos was given command aof
the German th Army and was guickly thrust inte the series of tacti-
cal mistokes that would end in disaster on the Valgh a vear later.
Paulus was captured by the Soviets on 3] Janvary, 1943, in the rub-
ble of his Stalingrad headquarters. From then until the end of the
war, Pauolos led an anti-Fascist league of German officers, He
refurned 1o East Germany in 1952 and died five years later.

RAUS, Erhard (1893-19586)

May attach to any unit of the Bth Panzer Division

Erhord was an Austriun by birth and joined the German Army afier
the Austrian Army was absorbed mito 1l in 1938 He was Chief of
Staff of the XVII Korps in 1934, commanded the Infantry Regiment
243 in 1940, and commanded the 6th Rifle Brigade of the Panzer
Division 6 o 1941 for a short Gime vanl be assomed command of
the emtire division m early 1942, He commanded the 6th Panzer
Division during the relief attempt on Stalingrad and Operation

Wirne rgenvitrer {Winter Storm) and was instrumental in sealing off a
Russian tank breakthrough aroumd Tatsinskaya. Later in the war ha
held command of the 11 Korps, the XLV Korps, the 4th Army and
both 1st and 3rd Panzer Armies. He was also acting commander of
Army Group Norh-Ukrnne in the summer of 1944, r

von SENGER und ETTERLIN, Frido (1891-1963)

May attach to any unit of the 17th Panzer Division

After completing réserve troining ca. 1910,
Senger begun studies al Frethurg University and
went on to become g Rhodes scholar an 5¢
John's University at Oxford, His World War
service was done on the Western Front as an
artillery officer and he received a stafl appoint-
ment at the end of the war. Early m World War
Il he commanded Cavalry Regiment 22 10
Poland. the st Cavalry Brigade in the Nether-
Innds and was the head of the German delegation
to the linlp-French Armistice Commission. In the Autumn of 1942
he toek command of the 1 7th Panzer Division on the East Front and
participated in the relief attempt at Stalingrud. He also led the
Panzer Division 17 ar Korsk but was soon transfemmed to Sicily as
commander of the 14th Panzer Corps. He remained m ltaly until the
end of the war where he was to serve as the chief negotiator for the
surrender of German forces in Ialv. In 1952 he was mstrumental in
the drufting of the “Himmeroder Denkschrift” which was the plan
for German rearmament under the Adenaur Government

JANECKE (1BBB-7)

May attach o any unmit of the 389th infantry Dwision

Creneralleutnant Tinecke, a close friend of Paulus, was the comman=
der of the Hessians of Infantry Division 389, He had just earmed the
Knight's Cross for leading his men from the Don 1o Stalingrad with
much skill and dash Durnng the October assaults on the factories,
Tinecke commanded a powerful kampfgruppe of tanks, infaniry and’
artillery that bore his name. In November he took over command of
IV Corps. Wounded in battle in November. Jinecke was mercifully

flown out of the doomed pocket and later commanded the Eleventh
Army in the Crimea.
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."' 4.0 MOVEMENT
There are three types of movemenl (lactical, strutegic and auto-
atic) available on the movement button in the Command Window,
fuurlh type of movement (passenger) becomes available when
min conditions are mel (see 14.6). Another movement oplion,
Q Movement, is available through the HQ Bunon (see 14.5)

- 14.1 BASIC MOVEMENT RULES: Each unit has o movement
" Allowance (expressed in “movement poimts™) which appears in the
Command Window when the unit is selected.

11 EXPENDING MOVEMENT POINTS:

* A unit expends movement points each time it moves from one
“adjacent hex to another. The cost to enter and exit each hex is
deducted from the unit's available movement points as it moves
from hex to hex. The Command window displays the number of
movement points the unit his remaining.

% The termain type of @ hex will affect how many movement points 4
anit must expend 1o enter the hex, The same lermain may cost some
umits more points to enter than other umits. Some units are not able
‘10 enter of cross certain terrain types al all; e.g., armored and motor-
ized units cannot enter @ marsh hex unless they move dlong 4 road
. Note that some HQ and artillery units have low movement point
-allowances. This is due 1o the heavy equipment and support facili-
ties these units have 1o carry with them

Movement points do not accumulate from one turm to the next.
and they cannot be transferred from one unit 1o another

* All movement point costs are cumualative.

* Mounted onits hive the same movement poml cost as “fool” units.

14.12 TERRAIN COST CHARTS: The following churts list the
number of movement points (or fraction thereof) that o unit mus
expend o enter and exil the given twermain type. For example: A
“fout™ rvpe writ muist expend 12 MP o enver and 12 MP o exit a
clear tervain hex when normal ground conditions are in effect. A 07
means that terrain tvpe may not be entered by the specified unit
when that ground condition 15 in effect. A separate chan is given for
each of the Aive different ground conditions

TERRAIN COSTS CHART

Sormal Cippwnd Condlthmns
Unit Type | Clear Furest Marsh Village Factory Water City Ferry Kubble Suburb
Foot SN TRE S P n TS
Mom-Muo, Iil:l W | i i I "2 W s
-~ R B e S T l:_l_, Yo J& (S,
Hirse Ha I 1] 1 y. L1} i k)
i e D Ml 4V t# .
MNFITL‘}N: iy 1 0 U W 0 Y I W1
Ir‘“. ¥ . u’ . ‘ n’.: .* ) ’#‘ ,p‘ ‘ﬂ_x-;.'h i;" -!&'_‘_
Mm. HO) L+ | i 1 o i Wi s | Yz
A Ciel e 1 00 W A 0 e M
Tricked lh | i M M a i A I I

TERHA'N COSTS CHART

U Wiud Crevandg Comaliibons
Unit Tvpe |Clear Forest Marsh Hll“e I-mur\ 'ﬂmr Clty I-'rrn Huhhle Suburh
Foot RS U TR =N
‘il_ln-\_-'l.ul.l'!-_]_l:] 1 | :}_ n .'. _'|" {I“ ."7 '.1'4 1 = Wa
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14.13 HEXSIDE TERHAIN COST CHARTS: The I’nllnmng chary
lists the number of movement points (ot fraction thereof) that a unig
must expend to cross the noted hexside lerrain type

TFRR!U.N CUSTS EHA RT
Unit Type | Clear I’m Marsh Villagr Factory Water City Ferry Rubble Suhurh
Fooi T PR OPR s T |1 IR R 1 U0
Mon-Mot HO{ 1 28 0@ i H o W 1 I
Ski I TR A % Ih 0 the W 1 b
Huorse 1 frifs] 1] I h (i U I | Ul
Bicycle I PR e 4 i 0 o\ i W
Motorcyole I 25 0 W W 0 % I 2 I
Truck 3% D & ' 0 e N r | h
Mot HE) I 4 D W b 0 % & 2 Hy
AmmoredCar| 1 2% 0 ' Y [ S | be
Tracked I 24 0 h Uy | I I 2 s

TERRAIN COSTS CHART

Hard Freeze Ground Conditions

Unit Type Llur Farest Marsh Village Fmry 'ihk: City hm- Ruhhh hlhlrb

Unit Type L‘lur hrm Marsh 'r[lllgr Fuctory Wuter City Ferry Rubble Subarh
| Foot L Y R W e TR
‘~|:|11—Mu| IIQ I . I | 2 | fa | [
Sk 5 AR S O S T | L ]
Hurse 3t 1 I I 2 1 ' | 1
Bicyele R e (R R P VW Pt
Motorewele | 2 41 2 1 I I's 1 3 1
i e HUUSE T B (el S R A, R S <
Mot HO 2 &% 1 I i 2 I Y 3 1
Arnitsred Car | a'ﬁ 1’& 1 R e S
Tracked | | | I M 3 |

HEXSIDE TERRAIN MOVEMENT COSTS CHART
Hexside Type Effect on Movemeni
Volga hexside Invpaissable 2
Volga hexside | frozen) No effect
River hexside

Motorized Impassihle
Non-Motarized +3 MP
River hexside (lrozen) no effect
Road across River hexside
Tactical Mode w2 MP
Strategic Mode no effect
Up Hill or Dawn Hill
Foot, Ski, Tracked, Armored Car in mud +| MP
Other types in mud +1 MF
Fout, Ski, Tracked, Armored Car in orher +'f: MPp
Other IJI:]J1 rypes in other conditions +1 MP
Muterized in Heavy Snow or Mad: +2 MP
Muotorized in other conditions +| MP
‘Non-Motorized in Heavy Snow +LMP
Non-Motorized in other conditions No effect 4
14.14 MOVEMENT PROCEDURES: The easi
method allows the game’s Executive Officer to

culate and plod & move as a series of arrows |
to the destmation hex (see 14.2 and 14.3 for more detailed ways
you 1o issue more specific onders), However, to have more control
Over @ umit's move, you may dlso plot the move manually
* DRAG & DROP: Select the unit or stack (select an entire stagk
by holding down the Shift key when dragging), then select
tactical or strategic (as desired) movement button in th
Command Window, NOTE: The Executive Officer will use the
movement mode currently displayed in the Command Wiudn'lr
when he plots the move, Drag the unit/stack 10 the desired Tocas
tion, and release the mouse button. A series of green (1actical) or
blue |strategic) movement arrows will appear ilfustrating the
movement type and path the unit(s) {ntends w follow, To change
the displaved move, simply repeat the process with a different
destination hex. The new orders will override the previouss
Alternatively, plot each unit's move manually (see helow), Thi
“Dirag & Drop”™ method is recommended when the exact path &
unit takes to reach the desired destination is not eritical
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& MANUAL: Select the unit (8 stack may not be muved using this
method), then select the Tactical or Strategic (as desired) move
ment button in the Command Window. Then, while depressing the
Command key (Mac) or All key (TBM), click on a4 hex adjacent 1o
the unit and @ movement arrow will appear. Continue 1o plot the
movement path for the unit by clicking in a “chain” of hexes.

14.15 EXTENDING A MOVEMENT PATH: A umit’s plotted
movement path can be extended by adding new armows 10 the end of
the displayed movement path, one hex at a time. To do so, hold
down the Command key (Mag) or the Alt key (PC) and click in the
‘gdditional hexes, starting at the end of the current path, The corsor
changes 1o an 3" if the unit does not have enough movemeni
poinis remaining to enter the next hex,

14.16 SHORTENING A MOVEMENT PATH: To shonen
..1 umit's plotted movement path, click on the unit’s hex and

select the unit in the Unit Bottom Box. Each click on the
Cancel button in the Command Window will shorten the unit’s
movement path by one hex. Alternatively, a unit’s amtack or entire
movement order can also be cancelled by pressing the “Escape”
key. or by giving the unit any defensive order, The unit can then be
given & new sel of movement orders by selecting the Move button,
or it can be ordered 1o perform another non-movement action

14.17 VARIABLE MOVEMENT: Circumstances can change

movement allowances andfor movement casts.

* DECREASED MOVEMENT ALLOWANCES: Movemen!
allowances may be decreased by fatupue, disorganization, or 4
unit’s supply status, Each point of fatigue or disorganization
decreases & unit’s movement allowance by 2% In addinon,
movement allowances for mechanized and motonzed anis are
halved when in Defensive Supply. redoced by rwa-thirds when in
Minimal Supply and guartered when in No Supply

® MOVEMENT COSTS — NIGHT AND BAD WEATHER: Tu
reflect the difficulty and dangers involved with moving a night.
movement costs for all non-rosdfrail terrun are doubled dunng
night turns, and roadfraill movement costs are usnally inereased
by 50% (EXCEPTION: If there 15 a full moon and the weather

is cither clear. light overcast: or moderate avercast [see 24,0}
movement costs for all non-road/rail terrain are increased by
5605, bul road movement costs dare unaffected. ) Road movement
costs diring davlight twens are not affected by weather,
14.18 MOVEMENT POSSIBILITIES: Any movement urders may
be sssigned as long s they are thearerically possible; however, pro-
hibited moves will not occur during the Execution Phase. For
Erample: A friemdlv it muy be ..i'.1:'_1_;m'r..|' fir move e @ hex that
occupizd by enemy units, Mocked by enemy Z0C. or already ar i
stacking limir, but the wnit will net enter the fex until the condition
preventing it from doing so ix coreected (Le. the enemy unir moves
iy o s rﬁ-hnfyrd h_‘; combal, enc, ), If the wm ends before the
movement becomes possible, the movement orders will remain in
effect next turn unless they are changed. cancelled. or exccuted
14.19 MOVEMENT RESTRICTIONS: A wnit may always move
one hex per turn, regardless of movement point aliowances Or cists,
unless
# The umit 15 motonzed and i% in a No Supply status
® The unit is ploted to enter or cross prohibited terrain,
The move would violate stacking limits
* The move 15 into o hex containing an enemy unit. and the
friendly umit is unable to conduct an overrun |see 14.7)
% The move is from one strong enemy Z0C directly mto another
strong Z0C belonging to the same enemy unit (see 8.0}

14.2 TACTICAL MOVEMENT: Tactical mesement repre-
- senls a combat-ready movement formation Units using wctical

movement move slowly and make use of avarlable cover. Units
making tactical moves do not gain any benefit from rodds. Tactical
movemnent allowances range from 6 (average foot mfantry) up e 16
(most motorized units)
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14.21 TACTICAL MOVEMENT RESTRICTION:

* Stop At An Enemy Z0C: Units using tactical movernent mist
stop for the fwm as soon os they enter an enemy “strong™ ZOC
regardless of the presence of friendly units or friendly Z0C

1421 DRAG & DROP OVERRIDE: When using the "Drag &

Drop” movement method (14.12), the Exccutive Officer will plol u

the move of vour anit(s) arpund enemy units and their 700

However, there are rimes when you may wish him to ignore the

presence of an enemy unmis) dand hove the move |‘-|l-[r-_'|| througsh the
enemy-occupied hex or Z0OC, To do this, make sure the unit 15 not
i Strategic movement made, then

* Hold down the Command/All key before beginning the “drag”

» Drag the umil (or shift-drag the stack) to the desired location

The Staff Assistant will then plot a path for vour units, which
ignores the presence of enemy units. In addition, If vou plot a one-
hex path into an adjacent hex, the planner will normally convert this
into an Assault plot. With the override m effect, onits will snll be
wiven a Tactical Movement order (and will therefore attempt to con
duct an everrun: 1471 IV done cormectly, one o more green Gmows
will mdicate the tactical movement plot of your unit(s).

143 STRATEGIC MOVEMENT: Stratcpic movement ref-
l— resents non-combat movement, typically when the unit forms
# column 1o take advantage of & road. Strategic movemen
allowances are higher than tactical allowances. and units pay lowet
movement costs if they move along roads, Strut

focd nfuntry ) up to 32 (mast

2iC movemenl

allowances range from 9 (averape

miMorided unils)

HOVE BITRCH BEFERD ROMA UL

14.31 STRATEGIC MOVEMENT RESTRICTIONS: Units
usimg strategic movement can move muoch farther than units using
tactical movement, bul the disadvantage is that units using strategic
movement are o prepared for combat

# Ambush Possibilities: Units using strategic movement are sub-
ject to a special attack called an “ambush™ There is a chance 4n
ambush may BCour anyome a il vsing siralegic movemenl
moves into o hex that is in an enemy ZOC. This is especially
important to remember when moving into enemy-controlled ter-
ran, which may contin undetected enemy units

* Combat Disadvantages: Units anacked in any way while con-
ducting strategic movement have their defense and antitank
strengths halved, and de not benefil from any field fortfications
or bunkers in the hex. although they do benefit from other favor-
ible terrain
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+ Stop At An Enemy ZOC: Units using strategic movemeni stop
for the wrn as soon as they enter an enemy Z0C, regardless of
the presence of friendly umts or friendly Z0C,

* Start In An Enemy Z0C: A unit starting o turn in an enemy
ZOC (see 18.0, explaining Zones of Control) may use strategic
movement o leave the enemy L0C, but cannot move directly
from one enemy £OC to another. Units have therr 00 reduced
while conducting strategic movement.

144 AUTOMATIC MOVEMENT: Automatic moveénen
. allows you to delegate movement orders to the Executive

Officer. Using this feature, you simply select the unit, and
the destination hes. The game's Executive Officer then determines
which movement type (tactical or stralegic) to use and rthe path to
the destination.

l_l_l_|_|_|_
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14.41 A["l"ﬂ]'bi-ﬂ'l(' "ﬂﬂ\EHF\T DEbTIN-\TIUh SELEC-
- TION: Follow the steps outlined below to plot an automatic move-

ment order:

* Select the unit (a stack cannot be selecied) by clicking on it then

* Select the automatic movement button in the Command Window,
then

& While depressing the Command/Alt key. click on the desired des-
tination hex. If the movement is suceessfully plotted, a path of
arrows will be displayed leading from the umit w its destunation.
I not, a messape window will appear and vour Executive Officer
will state that the movement was not plotted

* You may alter the displuyed path if desired (see 14.15-.16).

14.42 MORE ON AUTOMATIC MOVEMENT:

* To avoid ambushes, the Executive Officer takes into sccount all
enemy units and LOC currently known to yvou, and will not
assign movemen! paths o or through knewn enemy occupied
hexes or enemy 200

® When Limited Intelligence is on, movement paths sssigned by
the Executive Officer ignare all enemy units and ZOC currently
known 1o you. When Limited Intelligence is in effect, it can be
guite dangerous to assign automatic movement paths longer than

twelve hexes thal enter or cross enemy-owned termtory, due to
the misk of enemy ambush

If & unit conducting astomatic movement cannot rcach its
pssigned destipation hex in one turn, the Executive Officer's
movemnent orders will remain as assigned, and the unit will spend
ns many bwms as necessary to reach its destination, unless you
change your orders. A unit following a strategic movement path
genernted by the Executive Officer will sometimes change to tac
tical movement for a later turn,

14.5 HQ MOYEMENT: HQ Movement allows all of the units
attached 1o a HQ to be assigned putomatic movement orders, regard

less of their current locations. The units” common destination will
be either the HQ's current location, ar (if the HQ has already been
assigned its own movement order ) the HQ's destination hex.

14.51: To enter HQ Movement orders, first decide where the HQ)
uniit should go, then assign the HQ Movement orders to that hex. All
units attached to that HOQ will auwtomatically he issued orders to
move 1o that “destination”™ bex. ARerwards, vou are always (ree (o
change the paths or orders for individual units (see 14.15-.1h).

14.52 HQ MOVEMENT PROCEDURE: Follow the steps oul-

lined below to plot an H Movement order,

# lssue a movement order to the HQ (i you wish
the HOQ's units to move to & hex other than the
HQ' s currear hex ), then
Select the HQ bunon 1o open the HQ Sidebar and
Botom Box, then
Press the “"Maore”™ button at the bottom of the HQ
Sidebar, then

= Select the desired HD from the HQ Bottorn Box
(unless plready selected), and Gnally

* Press the “Send Units to HQ Dest™ button in the
HQ Bomom box,




14.6 RIDING: The Soviel army was the first to adopt the
. practice of transporting infaniry by having them “rnde” as pas

sengers on armored vehicles. By late 1941, it was standard
practuce for the infantry in Soviet tank brigades to be camied atop the
tanks they were supporting, The Germans quickly followed suit. and
wsed the tactic more and more as the war progressed

“Riding” allows a non-motorized infantry unil to become a “pas-
senger” on an armored unit and travel with thar armored unit at the
armored unit's movement rate. A rider, whose movement type is
listed as “Passenger” in its Command Window, has its combat [actom
halved and is more exposed to attack by enemy air interdiction (see
[7.2), and is also more vulnerable when ambushed (see 14.31). The
following conditions must be met for a unit to become a “passenger”
# The rransporfed unit must be a non-metorized infanrry unit

Cavalry units and HQs may not be transported
# The rransporting anit most be a tank, assault gun, or mech recon

Lt

The transporting unit muist be the vame size or larger than the

unit being transported. For the purpose of calculatng transport.

“unit size” is the same across all scenarios; e.g., & transporting

unit with a stripe can carry one passenger with o stripe; a trans-

porting unit without a stripe may carry one passenger without a

stripe, Or up (o three passengers with stripes

& W& stalingrad &
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14.61 ELIGIBILITY: A unit eligible to be a passenger will have
g white infantryman symbol displayed beneath its counter in the
Unit Bottom Box. A unit eligible 1o transport o passenger will
have o white tank symbol beneath its unit counter in the Unit
Bouom Box.

Units currently paired as rider and transport have their respective
infantrymanftank symbols displayed in matching (non-white) colors,
Up to four pairs of transporter/passenger units may be in a stack.

14.62 MOUNTING PROCEDURE: To mount a unit on a tank:

# Locaie a hex that contains at least one unit eligible to transport
and one unit eligible to be transported (see 14.6-.61),

* Click on the passenger unit i the Bottom Box, hold down the
mouse button and drag the counter over onto the intended
transport unit in the Bottom Box and then release the mouse
button. If both units are eligible and the transpori can carry the
passenger, both units will have the tank/infantry symbols under-
neath them redrawn with the same color. The passenger will
then become the selected unit, and its listed movement type will
be changed to “Passenger™.

An appropriate error message will appear if there 1s a problem
{e.g., you haven't selected a unit eligible to be transported, the
intended transport unit is not eligible to carry a rider, or the trans-
purt unit is not of sefficient size 1o carry the intended passenger).

T = Ad { flame-thrivwer v
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14.63 DISMOUNTING: You can “manually” order a nding unit to

dismount if you change the movement command of the passenger to

a different movement type, or the passenger is given a different type

of order (e.g, an attack command). Furthermore. a passenger will

automarically dismount if:

# The transporting unit is ordered to attack, or

# The riding/uransporting units are ambushed, or

# The riding/transporting units are hit by an artillery barrage (inter-
diction does not count)

14.64 RIDER ATTRIBUTES:

# In the Execution Phase, the passenger(s) and the transporting unit
move together to the transporting onit's destunation hex, using
the transporting unit's movement allowance and costs. While
being transported, a passenger unit has the same ZOC it would
have if it were moving alone using strategic movement. Carrying
a rider(s) does not affect the ZOC or strength factors of the trans
porting unit.

* A riding unit has its combat factors halved. Tts vulnerability to
interdiction and ambush is dependent on the movement type of
its transport

A Passenger accrues normal fatigue and disruption modifications
while riding, as if conducting the movement on its own

% If the transport unit attempts to overrun @ hex, the reduced
strength of the passenger unit(s) is factored into the overrun odds
ealculation.

14.7 OVERRUNS: An overrun represents a swift and annihilating
“on-the-move™ anack by overwhelming armored forces

14.71 OVERRUN PROCEDURE: An overrun is not specifically

ordered, but occurs automatically under the proper conditions

Possible overruns are checked stack by separate stack: if units are

Irying 1o enter an enemy-occupied hex from different hexes. each

unit or stack trying to enter is checked separately—their comban

strengths and shifts are nor added together for purposes of determin

g overruns. An overrun may occur when a unit or stack of units

Using racrical movement tries to enter an enemy-occupied hex when

the following conditions are fulfilled:

% There must be 10| or greater odds against the enemy-occumed hex,
computed the same as if an anack was made against the hex (see
15.0). Arullery and air attacks are nor counted for this, but shifts
from leaders, armor support, depots and troop quality do count

« An overrun may only be made by an armor unit or by a stack of
units {all of which contribute) that contains at least one armar unil
Overruns cannot occur in urban, forest or unfrozen marsh terrain
or in & hex containing an armor unit with a positve armor value,

When an overrun is successful, the enemy unitis) is eliminated
along with any enemy ZOC (see 18.0) projected into the hex

14.72 DELAYED OVERRUNS: It is possible (and a good thing for
an attacker) 10 have an overrun occur after & normal battle has taken
place in a hex. To do this, plot normal attacks on the enemy hex and
plot one or more armor units or stacks containing armor units (o
move through the hex. Afrer the normal battle is resolved, the
attempted overrun(s) is sutomatically resolved (if defenders remain |
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15.0 CDMBAT

15.1 GENERAL COMBAT RULES: STALINGRAD uses i con

finuous-odds aleorithm o determine combat results. Unlike many
wargames, all fractions are significant and retained, so a combat
odds of 3.1:1 is different {and better) than a combat odds of 3:1
There are no set minimem or maximum odds. Upits with attack
strengths greater than zero may conduct attacks. Offensive artillery
fire missions are also attacks. but vouo shouwld not comfose an
artillery unit’s barroge sirength with a ground unit’s attack strength
All units (exeept aircraft and arisllery units) must Start 2 wm adja
cent [0 an enemy umi 1o engage in combat. More than one rr:i."ﬂl.“_'l
umit may ottack the same enemy-held hex at the samie time

The easiest way 1o assign aitack orders is to use the Drag and
Drop method 1o assign assaults (see 14.12). All non-artillery
attacks assigned wsing the Drag and Drop method are assigned ag
standard Assaults, except w hen thesc atacks are into (across) ters
ratn thal a unit cannot enter (cross), in which case an Assanlg
with No Advance is automatically assigned. A red amow appears
indicating the attack, and the Cdds window displays an estimate
of the final combat odds. A more detuled method of i‘ﬂt!ﬂing
orders is also avatlable, and is described in the Command
Window rules (sce 10.0). Assipning assaults using the Command
Window offers you a choice between several different types of
artacks,

Factory Milina onits, HQs, and wmits with an attack nircngth of 0
may nor be given an attack order (15.2). An artillery unit may
only add 1ts Barrage/Support strength (o an attack by having a
fire mission plotted for i

Ii 2 TYPES OF ATTACKS: You may choose the type of attack

pur umits make

Minimizes losses, Tatigue and disorganization eflects.
ASSAULTANO ADVANCE: A holding acnon designed o
repulse the enemy without advancing, Victorious attackers
do set advance after combat

ASSAULT: A standard attack designed to dislodge the
enemy and to advance into s position

I PROBE: A low intensity attack designed 1o gather informa-
tion about the enemy’s troop strength and readiness.

ALL-OUT ASSAULT: An all-out attack designed to dis-
lodge the enemy and to advance at all coses.

ATTACK ORDER COMBINATIONS: If an attack
involves several friendly nnits, some with different
types of attack orders, the atack occurs as the aver-
age of the different attack types. For example: If one friendly unit
has Probe orders and two gther frieadly units have Assault orders
as part of the same gttack, the whole attack pccurs ax if all umis
had Assaulr ordery. The individual units in a joint attack will
receive all of the benefits (or suffer all of the losses) of their own
orders, For Example: If one wnit artacks using Assault orders, and
twa other unity anack using Asvault/No Advance arders, and the
enemy 15 dislodeed, onlv the unit thar attacked using Assault orders
wonld ke allowed o advance into the hex,
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15.3 THE ODDS SIDEBAR AND BOTTOM BOX: The Odds
Sidebar provides detailed information on cach battle’s comba odds.
This sidebar appears on the right side of the screen whenever a
player selects any friendly unit involved in combat. or the Ar
Power Button,

* READING THE ODDS SIDEBAR: For cach
combat, the game caleulates the anack and
defense strengths, determines the initial combat
odds, makes adjustments for any combat modi-
fiers (1.e. terrain effects, leaders, etc.) and
applies the final combat result. When friendly
units anack an enemy unit, they use their attack
strengths, and the defending unitis) use their
defense strengths. The odds of an atack are the
sum of the attack strengths of all sttacking units,
divided by the sum of the defense strengths of
all defending units. These odds are a ratio, such
as 3:1 or 6.5:1. The higher the combat odds, the
greater the chance that the attack will succeed,
and that the defender will have to suffer losses.
In the Odds Window, odds appear a4 only the
left half of the ratio; the /1" is implied. For
Example: 6.5 represents 6:5:1, or 6.5 to | odds.

#* COMBAT STRENGTH SUMMARY: This displays the

selected units’ raw and modified combat strengths. Units and

stacks under attack orders display attack and armor strengths,
while defending umits display defense and antitank strengths,

Antack or defense strengths are on the left, armor or ontitank on

the right. A green dot nexst o a value indicates that the value has

been favorably modified by the listed combat factor, a red dot
means thit the value has been unfavorably modified, and a gray
dot means that no modificaton applies.

ODDS: Selecting this button displays & detailed account of the

combat odds modifiers in the Odds Botom Box. Below this, the

Odds Window displays the Execunve Officer’s estimare of the

odds for that combat. Note that when using Limited Imelligence,

the actual odds may vary +/- 25% from those displayed.

* SCRUB: Any attack can be immediately cancelled hy selecting
the Scrub button, This changes the assigned attack orders of all
attacking ground units to Defend If Attacked orders. and cancels
all artillery and air attacks assigned against the defending hex

15.4 COMBAT ODDS MODIFICATIONS: The combat odds

modifiers listed below are cumularive.

15.41 DEFENDER'S COMBAT MOIMFIERS: These defensive

modifiers are all cumulative

#* TERRAIN: The terrain occupied by a defending unit or stack
can modify the odds. For attacks made exclusively by anillery or
aircraft, the only modifications that apply are those for the
defender’s terrain.

TERRAIN EFFECTS ON COMBAT

City, Factory dds column is lowered by 3
Rubhle Odds column is lowered by 2'x
Town, Suburh Odds column 15 lowered by 2
Fortified Odds column is lowered by 2§
Dug-In Odds column is lowered by 1'/:§
Forest, unfrozen Marsh Odds column is lowered by 1
Clear no effectt
Ferry Odds column is raised by |
Defense strength x '/

Attacking neross..
HI_I] henlde. guiug “tlnwnhi]["‘ J'll.'t:].ck &Ln:ngth X I'T“'\“E-

Ilalka h:nsidt

no et'fcﬁ :
EfMects
Armor » 505%

Fruztn Vulga hﬂslde
Atacker s in...
Marsh (unfrozen)

§ Defender's benefit is less i insufficient formtifications exis for all
defendimg units in the location

+ When anecking in Deep Snow conditions, all units fexcept tracked and
ski umts | have their strengths halved when anacking into clear termum




* STRATEGIC MOVEMENT: Each unit conducting strategic
movement {see 14.3) has its defense strength halved.
« SUPPLY STATUS:

Supply State

Effect on lkh'nsu bl.rfngth

* DISORGANIZATION AND FATIGUE: Each point of disorga-
nization andfor fatigue reduces a unit's defense strength by two
percent, afier modifications for strategic movement, supply status
and the defenders” terrain anre made.

1542 UNIT INTEGRITY COMBAT MOD-

... IFIERS: In addition to the line battalions,

regiments and divisions also contain smaller
support units such as artillery sections, antitank and mortar com-
panies, and engineer and recon platoons. Odds modifications for
unit integrity represenl the effects ol these umts, which do nol
appear in the game as imdividual umits: Unit integrity also gives
you an mncentive o follow the historical practice of keeping con-
stituent wnits of a regiment/brigade or division within supporting
distance of each other.

= For a unit to receive the unit integrity modifier(s) when defend-
ing, another unit of the same organization must be within two
hexes of the battle hex at the moment of combat.

& For o unit 1o receive the anit imregrity modifieris) when swacking,
another unit of the same organization must be attacking the same
enemy hex.

* Units need nor be attached to the same HQ in order to receive the
integrity bonus.

# No adjusiment applies for unit integrity in attacks imvolving only
artillery umits and/or mreraft. HOQ umits do oot provide integrity
henefits to their attached infantry umits,

# The number of integrity modifiers each side may receive ima
given attack is limited only by the number of organizations
mvolved. Naturally, the modifiers of opposing sides act to cancel
each other out. For Example: Assume the attacker has three unit
intégriry shifts. and the drfmder ]"h.r:' final odds will receive a
pasitive shift of I for integrity {3 -

% M2 Stalingrad g

15.43 ARMOR AND ANTITANK: Armored vehicles had a hw
variable affect on combat. The relative value of an armored onig §
battle depended greatly on ootside factors, particularly termain, ¢
characteristics of the armored vehicles themselves and the antitan|
assets. availuble (o the enemy. In some battles, armor was the cry.
cial, deciding factor, in others. the availability of armored umits
made Hitle or no difference.
* ARMOR AND ANTITANK EFFECTS: In addition to attack
and defense ratings, many wnits have armor and/or antilank
stremgths.
Armor Strengths: A unit’s armor swrength reflects the com.
position of the unit and its armored vehicles, The greater a
unit’s armor strength, the more potential it has 1o affect the
final comba odds, if conditions favor the vse of its armored
vehiches, If o unit’s armor sirength 15 redoced 1w zero, it can=
not increase the combat odds,
Antitank Strengths: In addition to is attack and defense
strengths, all units also have an antitank strength, which
reflects s ahility to defend against enemy armored attacks,
Combat Comparisons: In a combat, the total modified armor
strength of all attacking unitis) 1s compared to the total modi-
fied antitank strength of all defending unitis), An odds
increase or decrease is determined by dividing the larger total
modified strength by the smaller total modified strength.
(NOTE: For decreases involving defending antitank su':ngﬁp.
the maximium is only three negative shifts, but the »
number of positive shifts can be ten.)
Defending With Armor Units: Normally, only attacking
umits are eligible to receive a positive odds modification for
armor support, and only defending units are ehgtblu* ;
receive negative odds modificanions for antitank strengtl
However, if an grmor unit(s) is & defender, 118 armor stren
and the atecker's antitank strength work as if the armor
were sttacking, bul any armor supporl advantage decres
the actual sttacking unit’s odds (m this case, where supe
defending armor 1% involved, the maximum number of
tive' shifts can be ten). i
EXCEPTIONS: On the 400m/hex map, armor/antitank effects are
caleulated differently from the method employed in the othe
larger-scale maps when the terrain is urban (1Le., clt!.r factory,
suburh, rubhle). An attacking armored unit receives a ma.mnﬂ!i
ane positive shifi. Defenders with one or more units with an
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factor receive a maximuam of one negative shift per attack. In temun
ather than urban (clear, ete.), armorfantitank modifiers are calcu-
lated as per the lurger-scale scenarios,

Crervnien 75mim apritank gun, towed

* ARMOR AND ANTITANK STRENGTH MODIFIERS: The
following cumulative modifiers apply to armor and antitank
strengths:

Armor and Antitank Supply Status Modifiers:

Armor and Antitank Terrain Modifiers: Only cerain types of
terraim cause armored or antitank strength modifiers, as follows:

TERRAIN EFFECTS ON ANTITANK & ARMOR

Defender’s lerrain

Effect on A-T/Armor Strength

Rubble defending A-T x 250%
City/F - -defending A-T x 200%
Forest/Town/Suburb defending A-T x 150%
Fortified defending A-T % 150%#*
Dug-lu defending A-T = 125G+

defending A-T % 25%

attacking armor = 50%

Supply State EMeet om Stveagth

Antitank Strategic Movement Modifiers: Antitank strength
is reduced by 50%,

Armor and Antitank Disorganization and Fatigue
Modifiers: Each point of disorganization and/or futigue
reduces a unit’s armor strength by 2%, after modifications for
its supply status and for the defenders” terruin are made. Each
point of disorganization andfor fatigue reduces o unit’s anti-
tank strength by 2%, after modifications for its supply status,
strategic movement and terrain effects are made

ulgi\'crhcnsidc nrking armor x 25%

Delender is... Effect om A-T/Armor Strength

“downhill” from attacker  aftacking armor = 125%

* Diefender’s beniefit 15 less if insufficient fomifications exist forall defending omits in
the lucatn

15.44 ENGINEER SUPPORT COMBAT MODIFIER:
. Combat engineers offer a favorable odds modification when

attacking into urban termain or improved positions, There is one
posttive shifi (for the attacker) for each engineer unil participating
15.45 TROOP QUALITY COMBAT MOIDIFIER: For each bat-
tle, the average troop quality of the antacking units is compared to
the gverage troop qualiny of the defending units. The side with the
higher average troop gualily receives an incrédse in its combat odds
equal to the difference between the two sides, For Example: In a
combat, if the average troop guality of the altacking units is "5.57
and the average troop guality of the defending unirs is “7.67, the
oudds are reduced by “7.6" minus *3.5" = ©2.4"

15.5 DEFENSE EFFECTS AND MODIFIERS:

15.51 TYPES OF DEFENSE ORDERS: If not attacking, you
muy choose how your units defend. Unlike units which are moving
and artacking, a unit assigned 1o defend may also conduet one or
more secondary actions shown by the Defend button in the
Command Window




44

% W= stalingrad %

_—==

RETREAT IF ATTACKED: Defending units attempt o

retreat the bartle escalates, If such a unit is attacked solely by

artillery units or aircrafl, the combat occurs as if the unit
were under “Defend If Attacked” orders, The retreat hex is always
chosen by the Executive Officer. The success of an attempted retreat
before combat depends on the relative movement allowances on both
sides, the troop quality of both sides, the artillery support available
to both sides, and/or the defender’s terrain.

DEFEND IF ATTACKED: Defending units stand their
ground and make a determined defense.

| HOLD AT ALL COSTS: Defending units will attempt to
i hold their position, no matter what the cost. The likelihood

of their successfully holding is largely dependent on the
defending unit's troop gquality.

15.6 COMBAT RESULTS:

15.61 LOSSES: Each side in a ground attack will lose a percentage
of their participating ground forces, with the winner generally tak-
ing fewer casualties, although this is not always the case. As a rule,
the higher the odds, the fewer casualties the attacker will take, and
the higher the casualties for the defender. Probes are an exception;
since the purpose of a Probe is to gain information and not to gain
ground, casualties for both sides are minimized. Casualties are cal-
culated differently for Ground Attacks than for Barrage/Air attacks

# Losses are always in strength points. These are deducted directly
from a unit's Atteck and Defense sirengths, and proportionally
from a unit's other strengths. For Example: A unit with an
unmodified defense strength of ten, and an anritank strength af
20 which rakes o | point loss will have a defense strength of nine
and an antitank strength of 18 after combar.

In a Ground Arttack, a “base casualty” figure 15 calculated for
both sides, this figure being modified by the odds, size of the par-
ticipating forces, etc. Each ground unil participating 15 then
assessed a portion of this loss, based on its size in stacking
points. For Example: Assume there are two attacking ground
units of three stacking points each for a total of 6 stacking poins,
If the loss from the attack is | pomt, cach wnit will take a '/; point
loss (/s x the losy), An attacking artillery unit does not have its
size added in for the purpose of this calcalation, and never takes
a loss as a resull of a growund artack it suppors.

« Casualties from a Barrage are dependent on the type and density

of the defenders (the more crowded the hex, the higher the casy-
alties). Unlike a Ground Attack, a casualty figure is calculated
and then applied to each defender in the hex. Small “-HII:I,
artillery, flak, HQs and antitank umits will take fewer

Armored units will also take fewer casualtiés, unless
attacked by air in an unfrozen marsh hex. Units atlacked on g
ferry hex during daylight hours will generally be eliminated.

15.62 RETREATS: Units that lose a battle may be required h

retreal one or more hexes,

# Retreating units suffer increased fatigue and disorganization levels,
- Retreating units must move away from enemy units and ZOCs
toward a friendly supply source, and through terrain costing the
leasr amount of movement points. '

« Units cannot retreat into or through prohibited terrain or into
enemy occupied hexes. Units may retreat through an enemy Z0C
if mo other retreat path exists, but suffer additional losses when
doing so. The presence of a friendly unit in a hex negates the
effect of enemy Z0Cs for retreat purposes,

* For each hex containing an enemy Z0C that the retreating wnit
must enter, the unit’s losses will increase by 25%, In the case of a.
retreating stack, each unit in the stack suffers additional losses, If
no permissible retreat path exists, a unit or stack required to
retreat remains in place and must suffer additional losses.

* Retreat results do not apply 1o a unit(s) defending against pure
artillery and/or air anacks,

# Attacking units that lose a bartle are not required to retreat unless
they are attacking from clear terrain or frozen marsh. The maxi-
mum distance an attacking unit cian retreat is one hex.

15.63 ADVANCE AFTER COMBAT: If all defending units in &

hex are eliminated or forced to retreal as & result of combat, the

attackers may then be able to advance into the defender’s hex, and
possibly farther. _

» Advancing units cannot advance into or through prohibited ter-
rain or enemy-occupied hexes. They may advance into or out of
an encmy Z0OC, but these advances may be hindered by enemy,
ZOC [also see 18.0].

« Advances must follow the defender’s path of retreat. Any termif
other than clear slows the advance, and tends to cause the
atiacker [0 break contact with the defender, Units with high'
movement allowances and/or high iroop quality tend to advance
farther after combat.
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16.0 ARTILLERY

Arntillery units—heavy mortars, guns, howitzers and rockets—

are used for indirect, ranged fire and need not be adjacent (o an
enemy unit to attack it. Artillery umits may never fire into their
own hex
16.1 SPECIAL ARTILLERY VALUES: Instead of attack
strengths, artillery units have the following special atributes
* Barrage Strength: Used 1o attack enemy occupied hexes
* Support Strength: Used to increase the defense strengths of
friendly units.
Range: The maximum distance. in hexes, that the artillery can
use its barrage or support strength

16.2 ARTILLERY MOVEMENT AND READY STATUS: In
order to fire, an artillery unil must first prepare and become “ready
10 fire™. An artillery unit is ready when its guns are set up, sufficient
&mmo is on hand, and the fire control network (consisting of a radio
or field phone in contact with a forward observer) is in place
16.21 ARTILLERY PREPARATION: An artillery unit
I— cannot conduct a fire mission on the same turn m which it
: moves (EXCEPTION: “Shoot'n Scoot™ fire mission)
Light, self-propelled, and rocket artillery units can fire one turn
after they move. Medium artillery units reguire one full turn without
movement 1o prepare. Heavy artillery units require two full urns

without movement 1o prepare. If an artillery unit moves again, il
must begin the preparstion process anew
= An artillery unit will antomatically prepare to fire if it is not
nsstgned any other orders providing it 1s not on a ferry hex
(400mMhex map), An artilleéry umi cannot (prepare to) fire from
ferry hex
If an artillery unit is defending and is not ready to fire, the
lery button shows a wrench, and "Prepare”™ appears in the
window. An artillery umt’s ready staius also appears in the Unit
Bottom Box.

16.22 READY TO FIRE ARTILLERY: When an artillery
umit is prepared (o fire a “crosshairs™ con appears on the
artillery button in its Unit Bottom Box and “Target” appears
in the Secondary Actuon Window. An amillery unit’s ready status
also appedrs in the Unit Bottom Box

An artillery unit may be ordered to barrage enemy units located
in a hex thi

T

i5 not being anacked by a fmendly ground wnw. 11
the hex is within “spotting range” of a fnendly unit, or has odds
of 1.0} or higher, the attack will be resolved as a Bammage. The
spotting ranges vary according to map scale

Akm'hex map: | hex
lkm/hex map: 2 hexes
400m'hes map: 5 hexes

f the target hex is unoccupied or the conditions for a barrage do
not exist, the artillery unit fires an Interdiction mission. An
Interdiction mission inhibits énemy operations in the target hex
(EXCEPTIONS: see 16.34)

Whenever an artillery unit is attscked, any pnresolved fire mis
sions assigned to it are delaved by an amount of time propor-

nonal to the strength of the anack

* An artillery unit may build improved positions like all other
units, but cannot do s0 on the same turn that it condocis a fire
mission or prepares o fire. An amllery unit building improved
position cannot prepare to f he same turn. Artillery
units can benefit from barh types of improved positions

16.3 ARTILLERY FIRE MISSIONS: Fire missions may be offen

sive or defensive

16.31 GENERAL ARTILLERY FIRE MISSION RULES:

* A player may assign any number of artillery units per target hex.

e during t

If an .-.rII”:‘r} pnit is selected. and if eligible to fire, the cursor



tums into a “@ " (a " is displayed if placed over & friendly
unit), The cursor remains a “@" or " as long as the cursor
remains within the artillery unic's range. The cursor changes 1o a
“ ¥ Af it 1s moved out of the antillery unit’s range,

* To assign a barrage, mterdiction or dedicated support mission,
select the artillery unit and Alt-click (IBM) or Command-click
{Macintosh) on the miended target hex.

Alternatively, select the artillery unit by clicking on its on-map
counter, Select it ngain in the Unit Bottom Box to open ity
Command Window. Click on the “Art.” Command Window until
the desired fire mission is selected (“Target”, “On call”, or
“Counter battery™ ), then Ali-click (IBM) or Command-click
(Macintosh) on the intended target hex (if necessary).

When u targel is assigned, it is marked with two terget indica-
tors, The blue target indicator is temporary, and marks the cur-
renily selected artillery unit’s target (andior foendly units sup-
peried). Once an artillery mission has been assigned. esch tar-
geted enemy unit (or hex) is marked with a red-circled letter
“A" each friendly unit receiving defensive fire support is
marked with o shield. These icons remain on-screen unti| the
Execution Phase.

16.32 OFFENSIVE ARTILLERY FIRE MISSIONS: There are
four types of offensive fire missions:




' DEFENSIVE ARTILLERY FIRE MISSIONS: Two types

ive fire missions are available: Dedicated Support and On-

Un]i.kf offensive fire missions, an artillery unit may conduct

defensive fire missions during one turn, using its support

w several times 1o add to the defense strength of several dif-
m friendly occupied hexes.
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16.34 FIRING ON FERRY HEXES: Arillery (and Air) antacks on
ferry hexes in the two 400m/hex scenarios are handled somewhat
differently from bombardments on other tvpes of hexes:

#* All bombardments of ferries are resolved as interdiction attacks.

# Unlike normal interdiction arttacks, interdictions on ferries during
daylight hours also cause casualties {in addition 1o the normal
slowing of traffic throogh the location). In fact, casualties result-
ing from daylight ferry interdiction attacks will usually result in
the destruction of the interdicted unins).

* Nighttime nterdiction attacks on ferries are handled as per the
normal interdiction rules (see 17.11).

#* The hill in the center of Stalingrad, the “Mamayev Kurgan™, pro-
vides an excellent observation post. If the Germans control the
hill (ie.. possess the Victory Hex on the exstern-most side ), casu-
alties caused as a result of ferry interdictions will be doubled,

16.4 AUTOMATIC ARTILLERY ALLOCATION: For a faster
game, you can delegate some or all the artillery fire mission assign-
ments to your Executive Officer. To do this, select “Plan Fire
Suppart Each Turn™ from the 5taff Daties pull-down menw, “Plan
Fire Support Now™ allows you 1o review and change any individual
artillery missions (see 3.3).

16.5 MODIFICATIONS TO ARTILLERY FIRE STRENGTHS:
The barrage and support strengths of anillery uniis may be modified
by several factors, but their ranges are never modified. Except for
supply, these modifiers also apply 1o air support. All the effects
listed below are comulative:

16.51 ARTILLERY/AIR ATTACK TERRAIN MODIFIERS:
Artillery and air antack strengths are affected by terrain as follows.

Clear, frozen Marsh Barrage strengih reduced by 25% in Heavy Snow
Forest, Town, Suburh  Bamage strength reduced by 50%

Rubble, Factory Barrage strength reduced by 50%

City, non-frozen Marsh  Bammage strength reduced by 50%

Ferry Barrage strength increased by S0%

16.52 NIGHT: Barrage and support strengths are decreased by 50%
during mght wms.




CLLS o *

16.53 SUPPLY: The following table shows the effects of supply on
artillery barrage and support strengths:

Sl]]l'plj' hm.:

16.54 IMPROVED POSITIONS: Barrage strengths are reduged jf
units in the target hex are dug-in or fortified. The amount of (he
reduction depends apon the size of the improved position, the num-
ber of units in the hex and the type of position. If the position ig
large enough to hold all of the units in the hex, barrage strengths are
reduced by 25% against dug-in positions, and 50% against fi
positions.

16.55 DISORGANIZATION AND FATIGUE: Each disor
tion andfor fatigue pomnt reduces an artillery unit’s barrage and
port strengths by 2%.

17.0 AIR DI‘ERATIONS

You have three different types of tactical air operations avmlable
to support your ground forces! Ground Support (bombing/strafing),
Revon and Air Resupply. Judicious use of your air assels can often
mean the difference between success and failure,

Axis air units may only fly during non-Storm daylight turns
Soviet air units may fly during daylight turns as long as the weather
is not Heavy Overcast or Storm

17.1 AIR MISSION TYPES

17.11 GROUND SUPPORT

MISSIONS: Ground Support

air missions can be performed

by Fighter-Bombers and Light

& Medium Bombers. Fighter squadrons with this mission require

one turn o refit between missions. This means that in the 1km/hex 1

and 400meter/hex scale scenarios, they may fly in the morning

(6AM)] and in the afternoan (2AM), weather permitting. Bombers in

all scales, and fighters in the 3km/hex scenarios, may fly no more

than one Ground Support mission per day, weather permitting.

* BARRAGE AIR MISSION: An aerial anack against a specific
encmy-cccupied hex. A Barrage Air Mission may take place on its
own, or in conjunction with attacking friendly ground forces. A
maximum of ooe Barrage Air Mission may be plotied per hex per
turn, and i assigned in the same manner as an Arillery Barrip
isee 16.32), Unlike an artillery Barrage, however, there is no mini-
mum odds requirement or spotting requirement

¢ INTERDICTION AIR MISSION: An aerial mission desi
to hinder or prevent epemy activities. An Interdiction
Mission is assigned in the same manner as o Barrage Air Mission
(see sbave], but is directed against an uneccupied hex [usui.'lljf
behind the enemy’s front lines). Air units on an Interdiction Air
Mission conduct strafing attacks versus enemy ground units that
enter or pass throogh the targeted location, considerably slowing
their movement.

CLOSE SUPPORT AIR MISSION: A defensive aerial mission
made to support friendly ground units (and, as such, is similar to
4 Dedicated Suppont artillery mission; 16.33) While it can be
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effective, the barrage strength actually delivered to the target is
only 25% of the squadron’s normal anack strength. Additionally,
there 15 a [.lﬂi!'d. chance _'l.'t"llln hit YOUT own troops. A Close
Support air mission should only be flown in Clear weather due 1o
the risk of friendly fire

17.12 AIR RESUPPLY MIS-
S1ONS: Air Resupply mis
sions can be performed by
- Transports and some Medium
Bombers. There are two methods of Air Resupply: Air Dropping
8d Air Landing (the latter is pnly svailable to the Axis in the
tion Uranus” scenanio). Multiple Air Resupply missions may
Plotted into the same hex. An air squadron with such o mission
A5Kigned may fly only once per day (regardless of the scenaria),

= AIR DROF MISSION: Allows supplics 1o be parachuted 1o

friendly ground units. If there are moltiple HQs in the hex, the
tonnage dropped will be split between them. otherwise it is split
equally among the combat units in the hex. Air Dropping of sup

plies is a good method of helping a limited number of isolated
friendly units, but is meffective when dealing with a large group
of encircled troops, as only about half of the air-dropped supplies
will actually reach the intended recipients, Furthermore, if all
triendly units leave the assigned drop hex. and an enemy unit{s)
occupies i, the supplies will be delivered to the enemy unitis)
imstead!

AIR LANDING MISSION: Allows the Axis side {in the
"Operation Uranus” scenario anly) to air-land supplics ai the
Pitomnik, Gomrak and/or Stalingradskin airfieldis). An Axis Hi)
will instead draw supplies from that airfield when it is cutoff
from its Supply Source Distribution Point (19.7) or its parent HQ).
providing it can trace a supply line to soch an airfield and that
airfield currently has supply tonnage. If you plot an Axis Air
Resupply mission (o a hex contaming an HQ and a qualifying air-
ficld. the tonnage will be air-landed to the airfield. See also 19.5
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17.13 AIR RECON MISSIONS:
Alr reconnaissance missions
cun be performed by air Recon
units, Bombers, and Fighter-
Bombers. These missions are used o gain informa-
ton on enemy units inside o given ansn. The size of
this area varies, depending on the map scale (see
chart below). The amount of information gained
varies with the severty of the weather, the unitis) being reconned. and
the reconning unit's strength. You will gain information on any units
that are m. or move through, hexes that are withim range of the air recon
unit’s plotted hex. Planes with this mission may fly every daylight mm,
weather permitting. NOTE: An Air Recon mission is effective onfy
when the Limited Intelligence realism option is in effect,

Map Scale Range
Yemthex 2 hexes
lkm/hex & &00m/hex 5 hexes

17.2 MISSION SELECTION PROCEDURE: Each air squadron

in the game will have one or more possible missions available 1o it

These ¢an be determined by looking at the Mission Selection

Buttons in the nght side of the Air Unit Bottom Box. TF that mission

is available, the corresponding button will have the mission type

printed on it

* Each sguadron type (Fighter-Bomber, Light-Medium Bomber
Recon, and Transport) has a default mission type, This mission is
pre-selected when you open the Plane Bottom Box, and is signi-
fied by that mission button being already depressed.

* To assign a different mission to the squadron, click on another
button L".ln:l.nJII'III'I'_,.! 4 rill"-\.‘\.illl'l Mame

17.3 THE AIR UNIT BOTTOM BOX: The Air Unit Bottom Box
15 accessed by selecting the A Power buotton of the Tool Bar, and
allows you to assign missions to your air squadrons, The Air Unit
Bottom Box contains four “windows":

« SQUADRON INFORMATION WINDOWS: The |eft-hand
side of the box contains the name and squadron type of the cur-
rently-selected uir unit, a5 well as the unit’s status.

¢ SQUADRON DISPLAY WINDOW: Each squadron of the cur-
rent type has a light to the left of its name, and @ number in a
black lield 1o the right, The lights graphically represent the
“ready” status of that squadron, us follows;
GREEN: Available for a mission.
LUE Already assigned a mission for that mm.
RED: Refitting and nor currently available for a mission.

T'o the left of the each squadron’s ID in the Squadron Display

window is a number. The color of this number represents the the

mission Lype:

GHEEN: The number of points available for a Barrage or
Interdiction mission,
The effective radius (in hexes) for Awr Recon mission,
The squadron’s supply tonnage carrying capacity for
Air Resupply purposes

RED: The unit is refitting, and 15 not available for & mission.

* PLANE TYPE SELECTOR WINDOW: Clicking on this but-
ton will cycle through the vanous types of air onits available duor-
ing the scenario, Not all types of planes will be available for each
side in every scenario (unavailable types are not shown ).
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- MISSION SELECTION BUTTONS: If & mission 15 available
for the currently-selected squadron, the air mission’s name will
‘appear on the button. The currently-selected mission type's name
is printed in green. To select o different mission, click on a dif-
ferent button with a mission name listed on ir.

. TOF BUTTON: Ground Suppon

MIDDLE LT 10N Alr Recon

BOTTONM BUTTON: Air Resupply

174 ASSIGNING (PLOTTING) AIR MISSIONS: Follow the
procedures below to assign a Ground Support, Air Reconnaissance
‘ar Air Resupply mission.
Ground Support: After selecting the sguadron and mission,
move the cursor over the map. If the hex is not a legitimate tar-
Bet (e.g., unfrozen water), the cursor will display an 3", If
placed aver a friendly unit, it will change 10 “@" indicating a
Close Air Support mission, and if over an enemy unit, or empty
hex, a “@" will be displayed. Clicking on a héx when the cur-
poris a “@ " plots an apack mission mto the hex,
Air Reconnaissance: f the hex is unfrazen water, the cursor
will display an “3", Clicking on a hex when the cursor is a
“@ " plots an Air Recon mission into the hex. This hex will be
the center of the search radius.
Alr Resupply: If the hex is o valid candidate for an Air Drop or
Alr Landing, the cursor will dhsplay a HER e on, Dtherwise it will
bean “3¢". Clicking on a hex when the cursor is a * % ™ will plot
the appropriate Air Resupply mission into the hex.

RESULTS OF PLOTTING AIR MISSIONS: Flying planes
FTALINGRAD is not just a “hit or miss” proposition—there are
hﬂ."ﬂr of possible resolutions. The success of each squidron is
t on the weather (the heavier the cloud cover, the less
MEELY the squadron will be ohle to find the correc target), and the
ESence of enemy AA unit(s) within range of the target hex (17.5).
it possible alternatives are:
= *B€ sguadron aborts the mission, The flight is serubbed, and the
Unit is available the following turn.
" The squadron flies, but, after prolonged searching. is umable 1w
HINE 318 assigned targe! (the squadron must return to base and refit
h'ﬂ! appropriste number of tums).
Bund Support only) The squadron {lies, is unable to hit the
Ty enemy target. but manages 1o locate another target.

# (Ground Support only) The squadron flics, but mistakenly hits
friendly troops. The odds of this happening are trebled when
plotting squadrons for Close Air Support.

* (Air Resupply only) The sguadron drops the supplies to o hex
which is occupied by enemy units. The enemy unils in the hex
receive up 1o 0% of the dropped tonnage,

17.5 ANTI-AIRCRAFT FIRE: Anti-aircraft (AA) units can
reduce the strength of enemy air anacks and can increase the
chance that an senal attack will miss its intended target. The more
anti-aircraft units that are within range of & given aerial target, the
greater the chance that an air mission will encounter difficulties in
carrying oul its assigned mission. The range of AA fire is depen-
dent on map scale:
Map Scale AA range
3km/hex map 1 hex
lkm/hex & 400m/hex map same hex only
* Before each air attack, enemy AA sirengths within range of the
target hex are otaled, and the air unit's attack strength |s reduced
proportionately
AA fire s more effective in good weather, Also, the higher the
supply state of the AA units, the greater their effect.



18.0 ZONES OF CONTROL (ZOC)

Each ground unit exerts a “Zone of Control™ (ZOC, hereafter)
inito the six hexes surrounding its bex. This ZOC represents the
influence 4 unit can exer into nearhy terrain using observation and
fire. For larger units, ZOC represents the fact that some portions of
the unit may actually be located in neighboring hexes. The effec-
tiveness of a given Z0C 15 represented by its ZOC value, STALIN-
GRAD keeps track of Z0C values for all units on both sides, and
the effects of those ZOCs on movement and terrain ownership, The
Z0C values themselves do not appear on the screen. When units
stack together, the unmodified ZOC value exerted into an adjacen
hex by a stack of units is the sum of the Z0C values exentgd into
that hex by all of the units in the stack.

18.1 ZOC VALUES: 20C values can range from a mimmum of 0
to & maximum of 8. The higher the number, the more influence and
control the unit 2xerts into a hex.

18.11 INFLUENCE OVER ADJACENT HEXES:

#* No ZOC Value (0); Indicates that the unit has no influence or
control over adjacent hexes,

#* Weak ZOC Valoe (1 or 2): Indicates that the unit can observe
purtions of a neighboring hex and fire into some areas of the
neighbonng hex,

¢ Strong ZOC value (3 or more): Indicates that the unit exens
significant influence over the adjacent hes, A strong ZOC value
may slso mean that paris of the unit may actually occupy part of
the neighboring hex.

& W% stalingrad

18.12 UNIT'S Z0C VALUES: Company-size units exern a

value of 1 and battalion-sized units exen 3 ZOC value of 3,

these exceptions:

# Each HQ exeris a ZOC value of 2

# Any umit using strategic movement exerts a Z0C value of 1.
An artillery anit exerts a ZOC value of 1 regardless of size.

# A nop-artillery bantalion with an unmodified defense strength less
than 3 exerts a ZOC value equal to its unmodified defense
strength.

18.13 COMBINED Z0C VALUES: A hex may have a ZOC value
for hoth sides simullaneously. When units or stacks in different
hexes exert Z0C’s ino the same hex, the total ZOC valoe in that
hex is the sum of the valees exerted from all adjacent bexes.

18.2 ZOU MODIFICATIONS: Regardless of modifiers, a Z0OC
value is mever reduced to less than “17, The following cumulative
modifiers apply 0 each unit’s ZOC value:

FALIN
tudll‘h:iuum

Situstion

Uit is in a dug-in hex +1 per stack

Tinlr

I_Tni has troop quall}r of 3 o less

~| per unit

nlu un enemy liugan hex — r m:k

During non-full-moon night murn

Into an enmn]r—ctrniiad fortified hex

Snoviet units on the 400mfhex map (ie, in the “To the Volga™ and ~Ranen-
krieg” scensrios) do not have their Z0Cs modified by urban terrain.

18.3 ZOCS AND MOVEMENT: No movement point cost is
assessed 1o enter an enemy ZOC, bur enemy Z0Cs tend to stop of
inhibit further movement. In addition to terrain costs for movement,
an extra cost applies 1o leave an enemy ZOC.
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JCTICAL MOYEMENT THROUGH WEAK ENEMY
A unit conducting tactical movement may continoe to
after entering a hex with a weak enemy Z0C (value of 1 or
‘an additional cost in movement points,
STRATEGIC MOVEMENT THROUGH ENEMY ZOCS: A
e conducting strategic movement must stop as soon as it enters
enemy ZOC.

EM THROUGH STRONG ENEMY ZOCS: A uniy
g strategic movement must immediately stop and can move
further that turn if it enters a hex with a strong enemy Z0C
value of 3 or more), unless the enemy unit(s) exerting the Z0OC
moves away during the same tum. A unit conducting tactical
movement may continue to move after eniering a hex with a
strong enemy ZOC, at an additional cost in movement points.
LEAVING ENEMY ZOCS: The movement point cost to leave
enemy Z0C is the enemy Z0C value in that hex, unless the
value exceeds half of the moving unit's 1otal movement
ance. In that case, the cost wo leave is half of the moving
movement allowance. For Example: A friendlv unit wsing
cal movement movey adjacent to g hex contaimng fwo ememy
ry battalions with g troop quality level of 5. One of the
n¥ bantalions has a fatigue level of 13, so the effective 200
the neighboring hex is "3" (343-1=5.) The friendly unit
5l stop immediately ay soon ax it enters the enemyv £0C ond
move no further. Later in the Execution Phase, the non-
ued enemy battalion moves out of the hex, reducing the
tive ZOC into the neighboring hex 1o 2", The friendly umit
then contimue using ractical movement if it has the necessary
e points available (in this caxe, the cost 1o enter the next
X plus two more movement points te leave the enemy Z0C),
EMENT FROM ENEMY ZOC TO ENEMY Z0C: A
: cannot move from one hex contaiming o strong Z0C direcily
0 another hex containing a strong ZOC if the ZOCs are exerted
the same encmy unit or stack.

ZOCS AND SUPPLY: Supply lines cannot be traced throwgh
with enemy 70C values greater than zero, However, supply
may be traced through a hex comuining 2 friendly unil, regand-
BF the presence of cnemy 20Cs (the friendly unit negates the
of the enemy Z0C. ) Supply can also be waced through a hex
CSSIRIng Z0Cs of both sides, as long as the hex is in friendly con-
d territory

r
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18.5 ZOCS AND COMBAT: A unit beginning a turn in an enemy
20C is pot required to attack However, if it does anack, its
advance afler combal may be hindered by enemy Z0C. To minimize
the effects of enemy Z0OC on movement and advance after combar,
separate attacks should be assigned against all enemy umits whose
20Cs are affecting movement. In other words, if you wish to min-
mize the effects of enemy Z20Cs, every enemy hex adjacent to a
your units should be attacked at least once. These attacks may con-
sist of pore artillery or aenal attacks: ground umits need not be vsed.
Each an epemy umit is attacked, its ability to hinder friendly move-
ment is reduced during that turmn.

18.6 CONTROL (OWN-
ERSHIP) OF TERRAIN:
Each hex on the map is con-
trolled (oar owned) by one
side or the other; there is no
neutral ground, However,
since ownership information
i may nol always be available
- to you, the ownership infor-
mation regarding a particular
LY hex may not necessarily rep-
resent true ownership. When
*Show Hex Ownership” is
i ' turned on from the Options
menu, the hexes shown in
the normal color scheme
indicate territory the Exec-
ative Officer believes your
units control; shaded hexes
¥ represent hexes the Execu-

. tive Officer believes the
enemy controls, The actual control of a hex may be affected hy the
presence of undetected enemy URits.

* A hex s comtrolled by a side af a fmendly umir was the last o
occupy & hex, or the last 1o exert at least two points of uncon-
tested Z0C 1mto the hex.

+ Hexes may constantly change ownership during the course of a
battle. In places where many fronl line hexes are unoccupied, the
game may reahsncally adjust the ownership of some of the hexes
to create & continuaus front line, For Example: If a anit advances



(_f.u.-'p intn enemy controlled rerritory, the enemv territory will
“elose im"” hehind it as it moves |fr:‘l|".'f." behind enemy lines, even
in the whyence of enemy units. Thix reflecty the face that a lone
unit deep behind enemy lines isn’t very likely to exert much con
trof over the surrounding territery due the lack of supply dnd

commeunications [ines

19.0 SUPPLY

The strength and readiness of a military unit depends on several
faclory, the most important one being its level of supply. Without a
constant flow of ammunivon, food, and fuel, even o powerfol mili
tary unit will be stopped dead in its tracks. All armies on the Eastern
Front devoted considerable manpower and resources towards main-
taining strong logistical suppon for their units

Military supplies are measured in tons, Besides providing a real
istic representation of the historical supply conditions, 1onnage fig
pres are used o determine the \ul_‘lp|} status of each unit in the game

19.1 SUPPLY STATES: There are five supply stales, ranging from
“Aptack Supply” to “No Supply”

Gmmnmmmumum T
supply to its attached units. Usnits in General Supply have (or ca
get) everything they need to maintdin normal combat readiness
cmuwmmmm '

DEFENSIVE SUPPLY (YELLOW): The HQ is able to provide
l@nmwﬂmmﬁsdmmmw

halved, ’lut defense and antitank strengths are norn
units mwmwmmm

19.11 REVIEWING SUPPLY STATUS: An HQ's Supply Level

may be adjusted voluntarily only during a morming um (see 193}

but you may review the supply stars of your HQs and umits at any

time. To quickly review just the Supply Levels of your HQs:

# Select the HQ button from the Tool Bar to open the HQ Bottom
Box display. Underneath each HE counter in the HC) Bottom Box
is a light, the coler of which comesponds to the HQ's supply state,
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& There are several methods (o review your units” supply status.
One i3 o select the OB hutton from the Tool Bar, then cycle
through your HQs. Each unit and HE) in the box will have a light
underneath it corresponding to its Supply Level., You can also
select the “Supply”™ fraome rype and scroll around on the Close
View map, or select the Overview Tool Bar button, and view the
Supply Level of your units (select “Use Frame Color” when the
Dverview map is displayed). Finally, anytime you select s
friendly univ/stack on the map, the Unit Bottom Box will have a
graphic display of the Supplv Level of the currently-selected unit

192 THE SUPPLY PIPELINE: Each side has a Supply Pipeline
Which moves supply tonnage received af the front down the chain of
f0mmand 1o the combat units. Each turn, supply arrives from the
SUpply source and is distributed 1o the highest-level HQis) currently
Play, as well as 10 any independent HQ which is tracing to tha
Iy Source Distribution Point (see 19.7) Tonnage is then dis-
down through each level of the hierarchy

. The pipeline is demand-based: i.e., cach unit requests s tonnage
.nmllt from its parent HO, based on its Supply Level, and these
' are then passed back up the line. However, there is always

TEguesy
an inheren lag in the system, and you should keep this in mind.

# Each H() and combat unit begins the game with & certain amount
of wnnage “on hand™; for combal units—enough for one day's
normal operations at the “default” Supply Level (se 19.8). As
supply deliveries come in during the day and get passed down the
line, more onnage is added to the HO's total

# While an HO) may receive supply every turn, a combat unit
receives supply only during the moming turns (4AM or 6AM,
depending on the scenario). At that time, each unit will request
one day’'s worth of supply at its current Supply Level, anfess that
unif is unable to trace a supply line back to its parent HY. Thus,
it's imperative that you do evervthing you can to ensure that
each unit’s supply line is “cleared™ during the night, so that by
morning it is free from enemy mfloence
As o combat unit performs actions in the game—mamlenance.
combat, movement—it consumes a portion of the supply it has
on-hand. Al the end of each turn, the unit will evaloate its
remaining tonnage, and estimate its requircments for the rest of
the day. If the unit does not have enough on hand, it will auto-
matically lower its Supply Level until it can get itself safely
through the day. Thus, a unit which has fought/moved heavily
during the the first part of a day will frequently have a lower
Supply Level than originally assigned 1o it by nightfall. In the
morning, & unit will reset jts Supply Level to match the paremt
HQ's level, (EXCEPTION: A unit which cannot truce a supply
path in the moming will not have iis Supply Level adjusted 1o
match its parent HQ's Supply Level.)

193 SUPPLY ALLOCATION: Each morming turn (2AM or 6AM.
depending on the scenario), you have the opportunity w change the
Supply Level of each of your HQs during the Planning Phase. To
aid you in making decisions on new Supply Levels, the HQ Side
Bar displays two important pieces of mformation about each HQ's
Supply status:

* Supply: This is the H(}'s carrent Supply Level and can range
from Attack to No Supply. The supply pipeline will do every-
thing in its power to provide enough tonnage to keep the HQ al
this level

* On Hand: This represents the current tonnage of supplies curried
by the HQ. Raising an HQ's Supply Level cauvses tonnage 1o be
taken from the HQ and distnibuted to its combal units; lowering
the level causes tonnage to be returned to the HQ from the units
Used: This is the running total of the supply tonnage used by the



units attached (o the HO during the course of the day (or, o the
miming, during the previous day). This should give you a puide
lo setting the supply requirements for the HO. Note that if vou
attach large numbers of units to the HQ at mght, this “Used” num-
ber will not be as accurate as it would be without the attachments,
The “Used™ number is cledred ai the end of each morung turn

Each HOQ umit may be assigned a Supply Level. subject 1o the
following:
# The total tonnage allocated by an HQ unit cannot exceed the
amount of supply the HQ has on hand.

* Each combat unit in the Tkm/ex and 400m/hex scenanos will try
1o draw enough subsistence for six turns, ammunition for four
turns of defense (vs. probes for six turns), fuel (if applicable) for
six trns, and enough artillery shells (if applicable) for four turns.
In the 3km/hex scenarios, combat units will try to draw subsis-
tence for three tums, ammunition for two turns, fuel (if applica-
ble) for three turns, and shells (if applicable) for two tums,

* After this i1s done, players may assign higher or lower sopply
states 1o their HQs. To do this, select the HQ by using the arrows
al the top of the HQ Sidebar, then click on the “More™ bartton (at
the bottom of the HQ Sidebar) to open the HQ Bottom Box.
Then, sclect the desired supply status button.

* When raising an HQ's Supply Level, the HQ's on-hand onnage
will decrease, and when lowering, will increase,

* An HOQ cannot volumiarily be assigned a state of No Supply.

19.4 SUPPLY LINES: Supply lines represent the routes by which
supplies are forwarded to troops and HQs. A supply line must exist
af the beginning of a wrn for an HQ 1o receive supplies on that turm,
A supply line must exist ot the beginning of the first morning wm
for o comber unil to receiveé supplies for that day. This line is a con-
tinuous path of friendly-owned hexes, beginning ot the unit’s hex,
extending 10 ils Superior HOQ), or, for some H(s, 1o a Supply Source
Distribution Point (see 19.7 for a listing of these), Additionally, in
the “Operation Urinus™ scenario, surrounded Axis HQs may alter-
natively trace to cerain airfields.

19.41 SUPPLY LINE COLORS: To aid you in determining a
given umil's supply status, each supply path is coded with a color
ranging from green (1009 of a request will be received) to hlack
ithe unit cannot trace a supply line, and receives no supplies). Each
eolor corresponds to a given length in hexes (see 19.43),

HQ Supply i oe

19.42 REVIEWING SUPPLY L INF‘:. There are thres ways o
reviewing a umil’s curment supply line:

19.43 SUPPLY LINE LENGTHS: A unit’s ability to trace a valid
supply line, and the length of that path, has a direct effect on the'
supply tarmage the pipeline is able to deliver to that unic. In generl
the shorter the line, the greater the likelihood that & unit's request
will be honored

HQ) Distance

# Sclecting a friendly unit on the map will display the supply Him
color for the currently-selected unit in the Unit Bottom Box.

* If the “Show Supply Lines” menu option is in effect, a friend
unit’s supply line will be flashed on-screen in the proper col
when that a unit is selected on the map, (EXCEPTION: No suppl
line 15 drawn if the unit is currently unable to trace a supply line.)

* Selecting the “HQ Dist.” unit frame from the Frame Tool Bar [is
will display the unit's frume in its current supply line color,
also makes that color visible |n the OB Box, Overview map,
Bottom Box, and Close View map.

* A unit unable (o trace a supply line receives no further supply
tonnage until it re-establishes a valid supply line. A supply line
may be traced through a friendly-occupied hex, even if the hex i
in an enemy Z0OC (a friendly unit negates the effect of encmy
ZOC for supply purposes).

* On the 400km/hex map, both & combat or HQ unit must be abls
to trace 4 supply line no fonger than |28 hexes in order to
I00% of its supply request Thus, al this scale, a unit will eitheg
have & green supply line, or no line at all.

* On the 1km/hex map, the distance varies:

Combat Units: The basic supply line length is 12 hexes,
is tmeed to the anit’s parent HQ. If the line is longer lhm 1
hexes, the line status is reduced by one level for each addi
tional multiple (or fraction of the basic length). For Frumple; e
Assume a combat anir in the “Wintergewinter” scenogrio 8
ahle to trace a path to its HQ, bur that path iv 23 hexes longs
ity supply line would thus be shown av Wi (and supply delivs
eries reduced to W% of the amownt reguested). If the | !
was 24 1o 33 hexes long instead, it would be shown gy ol
and the nnir would get only 75% of the supplies it needs,
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HQs: Each HQ must be able to trace a supply line of no
longer than 128 hexes 1o i1s Supenor HQ, or (if not present in
the game) to a Supply Source Distribution Point. As with the
400kmi/hex scenarios, HQs either have a “green”™ supply line,
or no line at all.

t On the 3km/hex map, the distance also varies:

 Combat Units: Handled as per the Tkm/hex scale,
Brigade/Mivisional HQs: (Includes Soviet Mechunized and
Tank Corps HQJs) The basic path length is 12 heves. Supply
line status is adjusted for length as for combat units

Corps HOQs: (Includes Soviet Army HQs) The basic path
length is 48 hexes. A Corps HQ's Supply Level is lowered
one level for every additional multiple (or fraction of 48) of
the line"s length.

Army/Front HQs: Must be able 1o trace a path not exceeding
128 hexes to g Supply Source Distribution Poin.

AIR RESUPPLY AND AIRFIELDS: Depending on the sce-
B@nd the Air Superiority level the Axis player may have trans-
S Mrcraft squadrons available (or bombers capable of supply
Sport). When available, such aircrait may be used 1o supplement
supply deliveries from the pipeline. or used to supply out-of-
Units via the air drop (17.4)
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In the “Operation Uranus™ scenario (only), the Axis has the
capability to have the Lufrwaffe air-land supply lonnage ar certain
friendly-controlled airfields. Supply tonnage may be air-landed at
the Gumrak, Pitommk andfor Sthngradskn wirfields (all of which
are located west of Stalingrad). An airfield that has had supplies air-
landed on it may function as o temporary Supply Source Distri-
bution Point for & Axis HQ) otherwise unable to trace a valid supply
Lime 1as long as that airfield remains Axis-controlled).

* For the airficld to funchon as a Sopply Source Distribution Point,
the Axis player must have previously air-landed supplies there.
This is the only way to stockpile supplies at an airfield.

# An HQ unable to trace a supply line o its normal Supply Source
Distribution Point will nstead attempt o trace o supply line (o an
airfield with stockpiled supply tonnage,

* An HQ oble to trace a supply line to such an airfield will draw
supplies from lonnage stockpiled at that airfield.

19.6 CAPTURED SUPPLY: Supply tonnuge may be cuptured in

vne of three ways!

* When an encmy HQ) is eliminated up to 30% of its current supply
tonnage may be added 1o the stiacking sade’s supply stockpile.

* When an Axis airfield is capured up 10 30% of the tonnage cur-
rently stockpiled at it may be added to the Soviet's stockpile,
A unit can capture supplies air-dropped by the enemy i 11 takes
possession of the hex where the supplies were air-dropped.

19.7 SUPPLY SOURCE DISTRIBUTION POINTS: Following s
a listing of each scenario’s Supply Source Distribution Points,

o Tue YoLca:

® The road hex on the east side of the Volga that leads off the
sputhern map edge,

* Each road and rail hex on the west side of the Volga that Teads
off the southern, western or northern map edge,

A RVER Too Far:

® The rail hex leading off the eastern edge of the map, as well as
the two open hexes (o the extreme northwestern and northeasicmn
comers of the map.

*+ The open hex in the extreme southwestern comer of the map:
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MaNsSTEIN'S SOLUTION:

W The road hes leading off the northern edge of the map, and the
twis hexes in the fur southeastern comer,

A
# Each road and rail hex leading off the western, southem or cast-
ern edges of the map

RATTENKRIEG:

W The toad hex on the east side of the Volga that leads off the
castern map edge,

& Each road and rail hex on the west side of the Volga that leads
off the southemn. western or northern map edge.

WINTERGEWITTER:

* Each road and rail hex leading off the northern. eastern ar
southern map edge that (s Soviet-controlléd at seenario start.

* Each road and rail hex on the western map edge. as well as the
road hex on the northern map edge that iy Axiv-controdled ar sve-
ey start.

QuIET FLows THE Das;

W Each road and rail hex on the northern map edpge east of the
[om river

F Euch roud and rail hex leading off the western and southern
map edges, as well as the road hea |leading off the northern map
edge that is west of where the Don flows off the north edge

OperaTioN LRANUS:

W Esch road and rail hex leading off the eastern and northern map
edpes that are eqst of the Don over

# Each road and rail hex leading off the southern and western
map edges. as well as the road hex leading off the northern map
edge that is west of where the Don flows of f the north edge.

= W Stalingrad 4

19.8 DEFAULT SUPPLY LEVELS: Each side in each scenarg
has o different “default” Supply Level The supply pipeline will be
sefup sooas (o maintain your HOs a1 this level doring the course of
normal aperations. See section 34,0 (“Hints on Play™) for addition

information regarding Supply Levels. |

To the Volga:
* Defensive Suppls

Wintergewitier:

* General Supply
iﬁ Attack Supply
Quiet Flows the Don:
* Attack Supply

*F General Supply
A River Too Far:
 Anack Supply

F Attck Supply *+ General Supply for the

Germans, and Defensive

Munstein's Solation: Sapily for iost Bomintatl

* General Supply
*F Anack Supply

Ruttenkrieg:

W General Supply
+ Anack Supply

Operation Uranos:
* Anack Supply
%+ General Supply

19.9 SUPPLY CONSUMPTION: For reference and guidelines, the
following actions cause (or do notl cause) supplics to be consumed
(exact rates of consumption vary from unit to unil and with the
Supply Level):
* NMovemenl: Moving & motorized or mechanized unit 50% g
mare of its movement allowance consumes Tuel,
* Combat: Conducting ground or artillery combats, A probe or a8
overrun consumes half the supplies of an assaull or all-outs
assault. Artillery usimg a defensive fire mission consumes half
the supplies of one performing an offensive fire mission,
defending unit generally consumes half as many supplics as an
attacking umit.
Ambuash: Due to its short duration, an ambush consumies no sup=
plics.
#* Sty Alive For One Turn: While deing nothing, at Jeast a
tenunce Supply Level is requined,
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20.0 TROOP QUALITY

20.1 EFFECTS OF TROOP QUALITY: Each unit has a tfoop

guality rating that ranges from 4 (Jeast effective) to 8 (most effec-

five). Troop quality 15 a measure of the effectiveness and morale

of the unit, independemt of ity size or streagth. Units with high

froop guality are more likely to carry out their orders and be suc

cessiul in combat, All other factors being equal, wnits with a high

troop guality:

* Move and attack before lower-gquality units

#* May reccive a favorable modification to combat odds,

® Have a more effective Z0(C

& Are more likely 10 stay in place and take additional losses tather
than retreat in combat,

w Are more likely to obtain information about enemy units, and are
less likely to reveal information abour themselves (o the enemy
and

® Will affect an artillery unit’s ability o defend itsell against
enemy ground anscks (using 115 defense strength), but not s fire
missions (using ifts barrage or support strengths),

20.2 MODIFICATIONS TO TROOP QUALITY: Several factors
AN cause o unit’s troop quality o improve or deteriorate during the
Eame. These changes are nol permanent, and may be reversed by
l-nl!'i‘iﬂllng the condition responsible for the chonge. All troop qual
iy modifiers are cumulative, bul a unit’s cirment troop quality level
£an pever be Jess than 0, The maximom possible troop guality is 9.
‘fior a non fatigued, non-disrupted, elite unit in Attack Supply

+1
-1
-1
_[i
~

.

-2

21.0 FATIGUE AND DISORGANIZATION

21.1 FATIGUE: Orders cun be assigned to a unit every turn gnd
cach day, but atier a while the troops will become so fatigued that
thewr performance will suffer. All troops eventually require time u
rest and recover from the demands of the battlefield. If roops arén’t
given ime to recuperate, their comhbat performance will suffer, In
some extreme cases, the troops may virually break down and b
unable w conduct any operations as 4 cohesive milinary force

You should keep in mind the often severe weather conditions
that can be encountered in the game, and plan vour operations in
such a way as o minimize |osses in combat éffectiveness due 1o
fatigue (e.g., move and aitack only when necessary, limit night
operations, and allow Tatigued troops thme 1o rest)

A onit can reduce its Tatigue level by remaming compiecly idle
for one or more furns, Each umit has a fatigue level, shown m the
Unit Boiterm Boa when the unit 15 selected.

21.11 EFFECTS OF FATIGUE: Each point of fatigue
* Reduces a umit's attack, defense, armor, antitank, barr:

sup
port, and movement by 1% of s comment valoe, after modifica-



tions are made for strategic movement, supply, terrsin, and
irnprm. |._‘|;! Fur-i'lum-.

* Decreases troop quality by 1 when the unit's fatigue reaches 6,
Decreases oop guality by 2 when its fatigue reaches 12, amd

* Decreases troop guality by an additional 2 when 115 fatigue
level reaches the maximum fatigue level of 15, At this point, a
unit"s movement allowance and combat strengths are redoced
by 3%

#* For every three points (or fracuon thereof) of fatigue a umi has
when it is given a Dig In or Fortify order, one extra marn will be
added to the time required to complete the order. For Example: A
unit with 3 pointy of fatigue is given an order to Dig-in in a clear
terrain hex. It will take him three turns (instead of the normal
twi) fo complere the fask.

Futigue
EMcctt

= .._—,_.__:__“--.-"'—u T

Circnmsiunce

-

Sl
+2

- sl

Defending aguinst an air

Tactical Movement
R ——

+1n the Jhm/hea scabe. add one point to exch penalty, and subtract an additional
portme For each recovery

t Each penaliyfrecovery s dombled an night (after sddingisubtracting for 3km/he=
scale—see note pbove) EXCEPTHON: Sovict units in the 400m'hes scale take
only one point maximum peaulty for moving o might

t All fatigue costs. are doubled if the lemperatore during the tum is —20F or cokier
This does not aifect recovery rakes

* Tactical and Strategic movement peoalties (for nog-motorized units) mnge from +1
tir-+3, depending on the percentage of mavement paists expended

21.12 CHANGES IN FATIGUE LEVELS: The lollowing causes
of fatigue level changes are cumulative, although no unit ever has
more than 15 points of fatigoe

& W= stalingrad p

21.2 DISORGANIZATION: Units engaging in movement und com
bt will become disorganized—constituent formations may be out g
position and possibly out of contact with each other. All types of
combat are disruptive, and each bartle increases o unit’s disorgani
tion level, which reduces its efficiency in banle. Atacking units us
ally become more disrupted than defending units, since the attackenss
are moving around, while the defenders usually reman in prepored
positions. Al night, disorganization experienced by attacking units i§
especially severe, Each umnit his o disorganization level, shown in the
Linit Bottom Box whenever the unit 15 selected, The disorgeanization
level may vary from 0} to 15, with higher nombers representing o
higher degree of disorganization.

e

PP —
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2121 EFFECTS OF DISORGANIZATION: Each point of disor-

..uln!mn'

# Redoces the unil’s attack, defense, armaor, antitank, barrage, sup-
port, and movement by 2% of iis current value, after modifica-
tions are mude for strategic movement, supply, terrain, and
improved positions,

% Decreases troop quality hy | when the disorganization level
reaches 6, and

% Decreases toop quality by 2 when disorgamization level reaches 12,

21,22 CHANGES IN DISORGANIZATION LEVELS: When
Wétermining disorganization for attackers, the overall attack type is
an average of the individual units” attack types (see 15.2). Units
educe their disorganization levels by remaining idle and not per-
“forming any activity during a turn: The following causes of disor-
LgEmization level changes are cumulative,

Menre
EMecit

n the -“.TI'I-'hC‘- scale, add one powmt fo ebeb pemiliy, and sobract an alditional
PRt fior cach recovery (1.0, +2 hecomes +3; -2 hecrpes -3

ation mmaoiist depends on the perceniage of movement points expended
Simay recover fnom disorganeation and Tattgue and slvo reecive replacement
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22.0 SURRENDER

I @ unit's situation is bad enough, and no sign of support is in
sight, most troops will evenmally surrender rather than fight to the
last man

221 BREAKING POINTS: Each unit has s breaking point. When
omits are surrounded, out of supply, and under attack, they gradually
luse their ability and will to fight. Generally, the larger and better
prepared the unit is w0 hold its position, the longer it will hold ouwt,
but when all hope of breakout or rescue 15 gone. the officers and
soldiers will begin to weigh surrender against resistance in order o
save their lives.

22.2 ENEMY PROXIMITY: A umit will sorrender only if it is

adjacent W an enemy unit and it has no supply tonnage on hand. The

following modifiers apply to troop guality for surrender determina-

tion purposes tor non-HQ units only

* Increases by one if the uwmit or stuck has o current modified
defense strength of 4 or more

* Decreases by one 1if the umit or siack has o current modified
defense strength of 2 or less
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22.3 HQ SURRENDERS: Swrender s checked for HOs first, then
for non-HQ onits. An HOQ surrenders only if 1 meets the afore-men-
tioned conditions 122.2), and has no umit(s) stiached

224 SURRENDER PROCEDURE: For cach umt eligihle o sur-
render, a random number between 0 and 10 is generated and com-
pared to the unit’s current troop quality. 1F the Tandom number s
greater than the unit's current ooop guality, the umit surrenders
Units that surrender are immediately removed from play and are
considered eliminated for victory point and replacement purposes.

23.0 IMFRO‘UED POSITIONS

Linits may construct two types of improved positions, dug-in
pissiticns and fortifications, Both of these improved positions only
benelil defending units; there 15 no ndvantage to attacking out of a
hex containing an improved position. A dug-in position consists of
foxholes, weapons pits, pre-registered targets. pre-planned fields of
fire, and a prepared and organized defense. A fortfication repre-
sefits o more elaborate defenise that also includes minefields, barbed
wire. a trench system, as well as earthworks and dug-mn bunkers

131 GENERAL RULES FOR IMPROVED POSITIONS:

2311 IMPROVED POSITION APPEARANCE: Each
improved position appears oo the map as the uppermost
marker in the hex. The size of an improved position 15 shown

23,14 EFFECTS OF IMPROVED POSITIONS: Improved posi-

us u number af the bottom of the marker. This nomber shows
number of stacking points that can wse the benefits of the Impro
position,
23.12 ENLARGING IMPROVED POSITIONS: Improve
.pusmnns may be enlarged by units if they comtimue 1o baj
in the same hex. Enlarged improved positions have no a
tional effect except that more units may benefit from the position.
2313 INTERRUPTING IMPROVED POSITION CONSTRU
TN The construction process is interrupted if:
* An enemy umit moves next to the umit digeing in (EXCEPTIO!
see 23.2"s special note about digging in on 400m/hex map),
* The construction hes s attacked by artillery barrage or aircraft,
The constructing unit participates in any form of combat,
#* The constructing unit tries to recover from fatigue or dhnlt_.imm-]
||||]I (%] ] FE.lLLI.'sL'l I'K.i\I.JLLﬂILE]I"'«- |.i.|'|L!||.'r

* The constructing unit is arillery and conducts & fire mission.

tions cannot be moved, and only benefit frendly units in the same hex

* Once an improved position is completed, the unit that built it can
conduct other activings or move away. Other friendly units ane
free 1o move o the hex and benefit from the improved positions,

* Improved positions are removed from the map if they remain
unoccupicd ot the end of & turn. As fong as the position 1% oce=
pied, the improved position’s effectiveness remains intacfs
However, if an improved position is captured or abandoned ar the
end of 4 turmn, the position is assumed 10 be of fittle use 1w future
DCCUpants. 1

11.2 BUILDING DUG-IN POSITIONS: All umits, c:zcc','ll

. those adjacent to an enemy unitis) or located in a non-frozen
marsh hex, may dig-in.

* AL least two (urns are required to dig-into a position. I'Llrihﬂ"
more, an additional turn is required for every three points af
fatigue a unil has when il begins to dig. To dig-in, select the unil
and open ils Command Window, assign the unit ope of the thres
defensive options, select the dig-in symbol and close the
Commund Window

Sl Kfz T4, German

relf-propelled AA vehicl




rTn finish digging 1n. dig-in orders must remain assigned to the

unit on the following turn. Onee a unit begins to dig-m, it contin-
wes to do so until its orders are changed, 1f the unit receives
“orders other than dig-in, the process is either mh:rrup-tmj or can-
- cefled. If the unit moves out of the hex, the process is cancelled.
When units defend in a hex containing o dug-in marker large
- enough to benefit all the units in the hex, their defense strengths
are increased 150%, their antitank strengths are increased 125%,
and incoming artillery #nd ground support strengths are halved. Tf
the dog-in marker 1% not large enough to benefit all the units in a
* hex, their defense strengths are multiplied by | + |5 x (marker
size divided by stack size)], Incoming artillery and air attack
strengths are reduced by a proportional {raction. Antitank
strengths and troop guality levels are unaffected. For Evample
Twa battalon-size units with a combined defense of 7 are defend.
ing a ht't with g size 3 dug-in marker:

.ll'-."-.-f.l-_+~.:.|

|

Tlerefire, thelr ner Deferve Ve i

233 BUILDING FORTIFICATIONS:
® Fortifications are constructed in the same manner s digging in,
except that the first fonmification marker i 4 hex must be built by
a0 engineer umit, Constrocting the frst fortification in a hes
fequires four turns. A fortification mav be built or enlurged in o
marsh hex, bui this takes eight turns.
‘When units defend in a hex containing a fortification large
2nough for alf of the units 1o benefit from the fomification, their
strengths are increased 200%, their antitank strengths are
hﬂ:nied 150%. and incoming artillery and air attacks are
ved. IT a fortification is not large enough to benefic all of the
UDILS in a hex, their defense strengths are multiphed by 1 plus
Hortification size/stack size). and their antitank strengths are
Multiplied by 1 + [.5 x (fortification size/stack size)]. The

strengths of incoming. urtillery and air anacks are halved, For

Example: Three bartalion-size units with a combined defense of

1 are defending a hex with a size 6 fortification marker
Ifxlik ([ SeaMil=11+5xil=1] +1.5]

Thetr mer Defense Value (v 113

234 MULTIPLE IMPROVED POSITIONS - DIGGING-IN
AND FORTIFYING THE SAME HEX: If more than one unu
cumstructy an impeoved position m 4 hex at the same time, only one
murker appears, No hex may contain both types of completed
improved position marker, although both may be under construction
in the same hex a1 the same tume (in this case, a fontificaion marker
15 shown), Either type of improved position may be under constroc-
tion n a hex containing a completed improved position of the other
type. in this case the completed improvement's marker is shown,

* When o fortification 1s completed in a hex already comaining a
completed dug-in marker, the size of the newly completed fortifi-
cation immediately increases by hali the size of the dug-in marker
ifractions rounded down), and the dug-in marker disappears. For
Example: A hex containy a completed 3% dug-in murker, and a
A fortfication "Build". When the fortification is complere, it
becomes a "2 fortification, and the dug-tn marker disappears

* Units may be assigned 1o dig-in where o fortification already
exists. When the units finish digging in_ the fortiticdtion marker
is enlarged, depending on the size of the unit that is digging in. A
company size unit enfarges the size of the fortification by 1. and
a bhartalion-size unit enlarges the size of the fortification by 3
For Example: A hex contains a completed fortification marker of
size I, and o bartalion-size unit dies into the hex. When the bar-
talion finishes digging in, the fortificarien marker 15 enlarged
from I 1o 4, and the provess may be repeated 1o enlarge the forti-
fication to size 7, or bevond,



24,0 WEATHER

The weather in STALINGRAD can vary from  pleasant Fall
afternoon (o an overnight blizzard with temperatures far below zero
To get the most out of your troops and air assets, you'll need to
keep a sharp eye on the weather and beware of its effecty

STALINGRAD divides weather into two components: Sky
Conditions and Ground Conditions. Sky Conditions range from
Clear o Storm, and represent ¢loud cover andfor visitility. Ground
Conditions range from Normal (dry) o Muddy o Deep Snow
24.1 SKY CONDITIONS: The degree of clond cover during a turm
is 4 mujor factor in the availability and effectiveness of air oper-
tions, and can affect Z0Cs (see 18.0). Precipitation. in conjunction
with the current temperature, affects ground conditions

ShY CONDITIONS CHARD

Clear

Light Overcast Vl.-hbﬂuy is pood and air missions are only slightly
affected,
Maoderate Overcas '\'uihlhty i adeyuate, but air missions are much

24.2 GROUND CONDITIONS: Ground Condittons and rempera-
pure primarily affect movement cosls, plthough combat can #lsn be
affected in Deep Snow, Combat can also be indirectly affected by
the temperature. since Fatigue costs are doubled when the temp dips

Hky
Display P

Moderate O

yere ast

-
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below —20° Fahrenheit. In the “Operation Uranus" scenano, there 1§
a Weather Line extending the width of the mip, just south af
Tinguta Station and Nizhne Chirskaya, Ground Conditions will usus
ally be identical on either side of the line, but if the temperanne
rises above 28°, the ground south of the line will become Lighg
Mud. This condition persists as long as the tlemperature stays high.

GROU S CONDTT

Results when more than 4% of ice has nccumulated.
mhent costs are higher than under normal grouad condi
Hard Freeze Resolts when more than 127 of ice dccumulates. M
anid rivers (other than the Volgs) ure frozen. ’\'Im-f-'mt‘-“!l
conditions are good. T
Results when more than 207 of snow has sccumulated on
the ground. Movement is hindered and attack strength ino
¢lear terrain is halved unless the umit is tracked or on skis.

Light Freeze

Deep Snow

= In sddition 1o the above, the Yolga and all waterfiakes Ireeze on 1%
December

24.3 THE WEATHER BOTTOM BOX: Selecting the Weather

Tool Bar button brings up the Weather Bottom Box (see illustration

below), This contains detailed information about both Weather and

Ground conditions

# The Sky Dhsplay graphically displays the current sky conditions
and temperature

Effects Window
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# The Sky Condition's Effects Window hsis the current sky com Ursnus™ scenario only) will list the ground condition south ul the
dition, and notes some of itk more importan! effects Weather Line, In othér scenarios, this box will read: “No Line™

* The Ground Conditions Display shows the sccumulations ol 24.4 THE CALENDAR WINDOW - WEATHER FORECASTS:
:‘Iulﬁ' snow and ice, and the current ground conditions. In the The Calendar Window displays weather forecasts. To open the
Operation Uranus" scenario, this is the ground condition above Calendar Window, select the Calendar burton om the Tool Bar. The
the Weather Line Calendar Window sguares display a pictorial forecast of the sk

® The Movement Effects Window states il movement rates ure conditions for each of the next five days. To scc the forecast Ton

cach tumn of & parucular day, select the weather picture Wwithin one
of the day squares, A turn-by-turn forecast for the selected day
appears on the right side of the Calendar; three or six “forecasts”
will be shown. depending on the scenario’s scale (see 5.0) Temper-
* The Weather Line Ground Conditions Window (~( Iperation alures are shown in degrees Fahrenhen

adversely affected the current ground conditions; this box will
states “Hindered™ if movement rates are adversely affected by the
Eutrent ground conditions, otherwise “Nommal™
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25.0 REINFORCEMENTS

In several of the scenarios, one or both sides receive reinforpe=
ments during the gume. Unless delayed for some reason. scheduled
reinforvements arrive at the end of an Exccution Phase. Once reins
forcements arnive. they behave the same as all other units for move-
ment and combat

25.1 REINFORCEMENT ARRIVAL: To see a lisg
of scheduled reinforcemenis and where they are sup-
posed to armive, select the Calendar Button, Sclect g
day on the Calendar marked with a reinforcement sym-
bol to view that day’s scheduled reinforcements. A red dot appears
on the Calendar’s inset map showing approximately where the rem-
forcements are scheduled w arrive (sée the illustration on page 65;
the “inset map” is in the bottom lefi corner of the Calendar display),
# Select any reinforcing unit to view jts data. If more than oine
units are scheduled to arrive that day the scroll (amow) buitons i
the left of the reinforcing units” display will be active.

# Scheduled reinforcements may be delayed due (0 encmy control
of the scheduled entry hex.,
HQs arriving as reinforcements are always in the “default™ sup-
ply for their side when they armive on the map.

25.2 REINFORCEMENTS: If a reinforcing unit's scheduled entry
hex is ocoupied by or adjacent 1o an enemy unit, the reinforcements
slated to grmive at that hex instead arrive i the closest hex to that
entry hex that is s occupied by or adjacent 1o an enemy unit.

o 253 HQ ELIMINATION: Due to its importance, aftér an
HO unin 1% eliminated it iy recreated

* A recredted HOQ unil has a defense value one less than that of the
original, Additionally, a recreated HQ is returned w pluy with
about HI% of the tonnage it had when il wis eliminated

* An HOQ umit is recreated and returned to play on the tim after it is
eliminated. It tries to return to or near @ hex containing a unit that
was previously attached to it If no unit was attached to the HQ
whern it was eliminated, the unit is sor recreated.

The victory points for eliminating an HQ unit are awarded each
time it is - eliminated
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26.0 REPLACEMENTS

The Soviet and Axis armies mamtamed rear ared replacemen
Brganizations, whose purpose was 1o train recruits and then ,‘r-u.r~--
them as replucements for the various front ling combal units. Thes

ltpi..m:rm[.l organizalions are represented in 8T ”f'hrﬂ'lﬂ‘ s
replacement r|_1| its, which dare used to rebuild units that have suf
fered logses in combat

26.1 ASSIGNING REPLACEMENT POINTS: A friendly

umit may receive o maximam of one replacement point per

turm. A umit is ehgible to receive replacements if the replace-
ment icon is visible (above the “Admin™ ling) in the unit's Com-
mand Window when that unit is selected. The number of replace
Ment points currently available to your side 15 displayed 1o the
“Replacements” line at the botom of the OB screen (select the OB
Bution in the Tool Bur), If iny replacements are avatlable for a unit
I¥Pe, a number appears in the small window o the left of the unn
I"‘l"-’il-]:’:ﬂ:ll|--|1 If the window 15 empty, no replacements ol that type
&re currently available for your side "-’-'Ill replacement occurs, the
BOrrect replacement tyvpe is automatically used depending on the
¥Pe of unit receiving the replacement

26.2 ELIGIBILITY: An infantry, armor or enginecr

to receive a replucement point anly if Its unmodified defen

init 15 eligible
streneth 15 af least one less than its normal strength. On the other
hand, an arillery, antitank or ant craft umit is ehgible o receive
a replacement point when its defense strength is at least point

less than its normal strength

ti’mutuu: To assign a replacement poinl 10 4 unit:

= Select a unit (it is eligible to receive a replacement if the
replacoment wen is visible i its Command Window ),

* Assign it any defepsive acton,

» Select the Replacement button (above “Admin”) in the
Command Window (the ican color will tum from hlsck 1o red).

ing use of replacement points:

# Units that have surrcndcmd or heen climinated cxnnof bhe
rebuilt with replacements.

* Replacement points cannal be used to incresse the strength of
a unit above jts normal full strength.

= To receive replacements, a unit must be'in some form of sup-
ply. and cannot be in an enemy ZOC. The unit cannot move,
attack, or build improved positions while receiving replace-
ments, but may be recovering from Wﬂ andlor
futigue,

26.3 REPLACEMENT EFFECTS: Each infantry. armor and eng
AEEr replacement r-x-=!"| reslores one poant 1o the rcceiving umi s
unmodified attack and defense strengths. Others strengths (antitank.
restored proportionally. Each amllery. antnank an
A A replacement pont restores point [0 the recciving unit

Armaor. elc. | ane

unmaodified defense strength, and atiack strength (1if upplicahle)

(hther strengths are restored proportionally
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27.0 VICTORY CONDITIONS
Victory in STALINGRAD |s determined by & turn-hy-turn

assessment of each side’s total “victory |:-|||j1|x"

17.1 VICTORY POINTS: In each scenario, viclory points are
pwarded for possession of geographic objectives, and for losses
inflicted on the enemy. The game keeps track of cach side’s victory
point towal, and adjusts the victory level ot the end of each wm. The
Victery Bottom Box displays the current victory levels and victory
point totals for each side

27.11 VICTORY POINT ADJUSTMENT PANEL: In order 1o
facilitate play-balance, Victory Point totals may be sdjusted st the
start (only) of a scenario. Adjustments may be made for any type of
game (PBEM, vs, the Computer, etc.). During play, the adjostment
may be viewed by selecting “Review Scenmario Options™ from the
menu, or by opening the Victory Box, and looking at the
‘Handicap™ entry for the appropriate side.

Sign Buttons {+/=): These deter
mine whether the next adjustment
will add 1o or subtract from the cur-
rent total

Adjustment Display: Shows the
adjustment, in Victory Poinls
which wall be applied to the nexi
new scenaro started. IF the (otal is
a positive number, the points will
be added 10 vour side; if negative,
the points will be added {(as positive
points) o your dppenent's total. To clear the display and reset the
teval to 0 points, simply click on the number in the display

Point Buttons: Each of these buttons has o numeric valoe, which
when clicked. will be added to the current total If the selected Sipn:
Bution is negative, then the amounnt will be subtracted from the
Adjustment display

Ly f T-3d mieditem tarid
17.2 VICTORY LOCATION BUTTONS: Once a scenatio hag
begun, select the Victory button 1o open the Victory Bollom Box,
Appearing from left to right:
# CURRENT VICTORY LEVELS: This displays the current

evel of victory (see 2

5
& CURRENT YICTORY POINTS: This shows the current vig-
tory point totals for sk sides in the scenano

l-.—'"— Shalnwgrad

{ S |

GEOGRAPHIC OBJECTIVES LISTING AND LOCATION
WINDOW: This window covers the scenario’s _:'u:._'|_"r.|_'|'_||1'i.l:
objectives, Selecting “Next™ toggles through the scenario’s com-
plete list of geographc objectives. listing its current per-turn VB
value as well as its curment owner. Select “Locate™ to cenler the

objective on the screen
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* ORJECTIVE CONTROL SIDE BOX: This
side box, located in the lower right portion of
the main screcn, displays the mosi imporiani
(though usually not all) objectives in the curren
seenario. These buttons also indicate, by means
of a national flag, which side currently holds
each objective hex, Small bar graphs show the
relative number of victory points each side has
gotten from each displuyed objective; white
bars show friendly points, red bars show enemy
points. Click on the display for a particular
objective and the screen will cenier on that

y objective.

273 GEOGRAPHIC OBJECTIVES: Each scenano has ¥ unigue

set of geographic objectives, and ciach objective awards 4 ceriain

pumber of viciory points to the side that controls the hex at the end
wof each turn

* Victory points are awarded for possession of geographic vhjectives
st the end of each turn, according to the formula: ohjective paint
value divided by the number of turns in the scenario timey the cur
rent turn number times 2. All fractions are rounded up This svs-
tem allows for gaining victory peints during a game, but the
rewards increase for possession toward scenario end.

* During any Planning Phase, you may examing the scenanio’s gec-
graphic ohjectives, current victory point totals for both sides, and
the current victory level, Select the Victory button on the Tool
Bar to open the Victory Bottom Box.

27.4 LOSSES INFLICTED ON ENEMY UNITS: Each side
FECE{Ves a varying amount of viciory points for each unmodified
defense strength point of enemy armor, mechanized recon, artillery.
OEHQ lost by the enemy

S VICTORY LEVELS: To assess vour performance relative to
e acing historical campaign or scenaro, STALINGRAD keeps
of the current victory level and compares this level to the his-
I events. At the end of each turm, the curment Axis viciory poimi
is subtracted from the current Allied total, and the results

69

appear on the far left side of the Victory Bottom Box. The Victory
Window displays the results as 4 graph in the middle of the window
Each blue dot on the graph represents the cumulative victory pomt
score at the end of one turm. The number of lurns represented by
each dot varies, depending on the scenario’s length

The six levels of victory are described below, along with the his-
torical implications of what that victory level would mean for the
“Operation Uranns™ (Campaign Game) SCEnArio
« Decisive Soviet Victory: The Soviets won an overwhelming vic-

tory, crushing the Axis armies m the Ukraine. The remaining Axis

forces will not be able to stop the advancing Red anmies, The war

in Russia might be over before the end of 1843,

Substantial Soviet Victory; The offensive went essentially os

planned, with the Soviets suffering only minor delays. The Axis

anmiies are forced to fall back to the west (this represents the hs-
torcal result of the campaign).

Marginal Soviet Victory: The Axis defenses around Stalingrad

were stronger than had been anticipated The Soviets achieved

most of their objectives, but arc somewhat hehind schedule The

Axis armies may be able to hold along the Volga for the winter

1

Marginal Axis Victory: Axis defense in the area 0f oper

was <olid und competent. The Soviets are well behind schedule in
achieving their objectives. The Axis hold on Sta
been senously threatened

Substantial Axis Victory: Despile some minor setbacks and
heavy casialties, the Axis defense Was 3 SUCCESS The Soviel
offensive failed to achieve most of its objectives

Decisive Axis Victory: The Axis defense against the Soviel
offensive was masterful. The Soviets suffered a senous sethack.
having failed 1o achicve any of their major objectives

ingrad has not

I ——
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Order of Batile

18.0 THE ORDER OF BATTLE DISPLAY

The Order of Batle (OB) Display is o e
of vour HQs and combat units. It allows you to
existing chain of command of all units under your co
vides detailed information nboot individual wnits, as well as show
ing what replacements points are available

To sceess the display, select the OB bunon from the Tool Bar
The OB Dasplay will appear. It's divided into seven levels: five ley-
els for displaying units. one which displays detailed data about the
currently-selected unit, and another level which shows (by type) all
replacement points currently avatlable

28,1 THE LEVEL BOXES: Each of the first five boxes in the OB
Display represents & level of C immand from Armee/Front down
combat units

cical -'L'i"l"."‘:.'r'l.ll af
iy wview the

trod, and pro

i

The left-hand side of the box contains the |leve el y

the name of the curmmently-selected unit in that ||, .|.| Lif any, m
i, and that unit's Superior HO) (1 it -has one, }

The middle wrea contains up to 16 counters, representing the
units at that level, Above each counter is a caret (I ): if the unil
iz selected. the caret will be bnght preen, otherwise it is dimmeds
Below cach counter is o light which shows the unit’s currenk
|""| Level
T the o gll'. ol
buttons are usable on
rent level, in which case

counter display are the scroll buttons. Thise
Iv if there are more than 16 units on the curs
i black up/down arrow 1= shown
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28.2 THE UNIT STATS BOX: The information disploved here 15
smilar to the information in the Unit Bottom Box, and shows the
coment (modified) attack. defense, etc., values of the currently-
selected unit in the lowest active level box. NOTE: Due 1o space
limitations in the Unit Bottom Box, the defense strength for an
artillery umit 15 only shown in the Linit Stats box

283 THE H(} SUPPLY BOX: To help vou keep track of your

pnits” supply pipelines, there is a display for an HQ's supply data

samilar 1o the Unit Stats box. When you click on an HE) in the OB

Display, the HQ Supply box will be updated

= On Hand: Tonnage svailable for distribution o units or subordi
nate H s,

® Need: Tonnage that the HOQ's artached units would require to get
back up o the selected HO's Supply Level. This figure 15 cleared
jJust prior to the Exccution Phase of the morning tum, and is
dpdated al the end of every turn. NOTE: Since HQ Supply
Levels are reset ot the start of the morning tum, this amount will
be zero in the moming

¥ Used: Tonnage used by umits attached to the HOQ. Ths f
Eleared just prior to the Execution Phase of the moming turn

® Rec'vd: A running total of lonnage received during the day
minus any lons dishursed 1o subordinate HOQs

#* Flow: The amount received minus the amount vsed. This will let
¥ou know if the HQ is receiving enough tonnage 1o maintain its
current Supply Level

284 THE REPLACEMENTS BOX: During the course of a sce
'u-ﬁ_ﬂ- you will receive replacement poinls in one or more cate
#ories which may be used to replenish units which have taken
losses. The Replacements box shows the current points available
Wype. This is a running total, s0 il you assign a unit
“P]“tﬂ'lt‘rl': during the Planning Phase. the number disp
this box will drop by one, See 26.1 for the procedure on assigning
TEplacement points X

{0 “".

28.5 USING THE OB DISPLAY: When the OB window is ini
tally displayed, only those HQs which do mor have a Supenior HQ
areg L‘;I‘-';'l.l‘u ed, and no HU 1% "\I.'il'l.'|-|.'l.1
To view an HQ's stats, subordinate HOs, and its attached combal
umts, chick on that HQ cooanter in the display. The HQ's name
will appear. and all level boxes lower than it will be redrawn 1o
show only the selected H(Q) s subordinate HQs and combar units
attached 1o the currently-selected HQ)

Cheking on an HQ resets the display for all levels lower than the

selected HOQ, but does not reset any higher levels. This allows
you to trace down an HOY and ity subordinates
To view a combat wmt’s stats, click on the counter

# |n several scenanos, there are HOs which do not have & Superior
HQ (e.g.. the 35th ltalun Corps in “Quiet Flows the Don™) which

are not 41 the highest level of the charn

* To reset the display to its ornginal appearance. hold down the
Option (Mac) or the Control (TBM) key. and click anywhere on
the OB Dhsploy
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29.0 THE SCENARIOS

You have your choice of a number of scenarios, éach brielly
described below:

TO THE VOLGA: This scenario represents the brutal struggle for
control of the Russian'Red Barricades and Red October factones.
A L Map Size: 19 = 24 hexes
\ {| Seale: 400m/hex: battalion/company unirs

’ _L Size: 4 Axis divisions/3 Soviet divisions
Dot T Ads units; 61 Russian units)
{ ﬂ | Dates: 17 October to 21 October

.| Length: 5 days (29 turns)
A RIVER TOO FAR: This scenanio represents the final days of the
German attempt 1o break through (o the isolated 6th Army a
Stalingrad.
N Muap Size: 25 x40 hexes
. {( Scale: |km/hex, regimenthattalion/caompany unis

- |° | Size; 4 Agix divisions: S Russian divisions
1% (B1 Axis units; 76 Russian units)

i | Dates: 14 December to 17 December

Length: 4 days (23 tums)

MANSTEIN'S SOLUTION: This is a hypothetical scenano, using
the historieal forces, depicting what von Manstein might have done
had he been given complete freedom of action to deal with
Orperation L ranus.
o Map Size: 45 x 34 hexes

. (| Scale: 3km/tex: regiment/batralion units
: 1{ Size: 11 Axis divisions: 144 Russian divisions
“Fd (123 Axig units; 98 Russian mits
i | Dates: 22 November o 28 November
| Length: 7 days () urns)

=+ W= stalingrad -

RATTENKRIEG: This scenario simulates the initial Germigy

attempi o teke Stalingrad by storm, and soon becomes o “Raut Wi

among the congested terrain of the city

5 - Map Size: 42 = 61 hexes

: A Scale: H00m/hex; battalion/company units

Size: 11 Axiy divisions, 16 Russian divisions &

-, 7T TR (228 Axis onits, 23] Russion units) e 4

% © 4| Dates: 9 September 1942 00,15 October i‘)l_-?
“ & .| Length: 31 days (189 tns)

WINTERGEWITTER: This scenario depicts the German rel
atempt 1o save the Sixth Army ar Stalimgrad. &
Map Size: 138 x 0% hexes T
Scale: Ikm/hex; regiment/battalion/company units
Size: 16 Axis divistons; |8 Russian divisions
(257 Asis uries; 273 Russian units) -
Dates: 12 December 1942 10 28 December 1942
Length: |7 days (101 mms)

QUIET FLOWS THE DON: This scenario concentrates on th
offensive launched 1o the Soviet forces 10 the porthwest of
Stahng‘ml.! L9421 11724042
3 Map Size: 6] = 63 hexes

| Secale: Ikm/hex: regiment/battalion units
- Vo ] Sizer 24 Axis divisions; 32 Russian divisions
i Wl 75 169 Anis uniis; 203 Russian units)

o =+ 3| Dates: |9 November 1942 to 23 November 1942
Length: 6 days (17 turns)

OPERATION URANUS: This scenano simulates the entire Soviet
“Operation Uranus” offensive, designed to encircle and eliminate
the Germaon fth Ammy at Stalingrad

' Map Skee: 99 949 hexes

Scale: Ikcm/hex; regmenthanalion umgts
Kize: 65 Axis divisions7 Russian divisions
(572 Axis units: 534 Russian units)

Dates: 11 November | 942 1o 20 Janoary 1943
Length: 63 dovs (188 tums)
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' D.0 VARIANTS

Be[arf the start of each pame, yvou may decide to implement
nts. More than one option can be &Elected although not all
a5 are relevant in every scenario. The game will only display
g relevant to the selected scenario. Ench option offers a plao-
ible alternate history and may have a dramatic affect on the historni-
al putcome. Varants can only be selected ot the start of each sce-
rio, and cannot be changed once the scenario begins. If the
galism Options and one or more Random Variants are selected for
sides in @ two-plaver scenario. be prepared for considerahle
minty and surprises, To make the best use of vanants when
ying against the computer, select the Random Variant for the
ppposing side.

30.1 SOVIET VARIANTS:
' No Soviet Purge
raises the troop quality of all Soviet divisions by one
~ Better Soviet Logistics
This raises the movement allowance of all Sovier artillery o eight.
Better Soviet Supply
This raises the Soviet supply delivery by 50%,
le!tl.er Soviet Communications
gt artillery units which normally require more than one tum 1o
will now need only one turn to “make ready”,
‘Mm Initiative
s ranses the sitack Command Ratng for each Soviet leader by one.

30.2 AXIS VARIANTS:

# Sixth Army Restricted

Units starting the game attached to the German 6th Army (or its
subordinntes) may not reattach 1o any HQ from a different Axis
army, and are restricted in movement to an arca with a T8km radius
around the starting location of Paulus’ Headguarters.

i German November Reinforcement

This variant assumes a more rapid deployment of unis from the
West. Panzer Division 6, Infanterie Division 304, and Infanterie
Division 336 begm the game attached o the 48th Punzer Korps,
deployed in the rear of the Rumanian [11 Army.

& Release of Tth Panzer
Ponzer Division 7 is released from Army Group A in the Cancasus
and enters as a reinforcement.

#F Release 16th Motorized
The 16th Motorized Division is released from its garrison doty
around Elista and cnters as o reinforcement

- Early Caucasus Withdrawal

The German High Command realizes the sigmificance of the
“Uranos™ offensive earlier and begins a rapid redeployment of
Army Group A's mechanized assets, 16th Motorized, Tth and 3rd
Panzer, and the 55 “Wiking™ divisions all enter as reinforcements
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31.0 THE CAMPAIGN FOR STALINGRAD
AN HISTORICAL NARRATIVE

—An unknown German saldier in Stalingrad

The campaign for Stalingrad began with the German 6th Army’s
push from Kalach on the Don River in late August of 1942, At dawn
on the 23rd of August, after securing the bridgehead over the Don,
Panzer Division 16 started across the sun-baked steppes of southemn
Russin on a drive o the Volga River. By &:00 PM that evening they
had drven 25 miles and mvested the suburb of Rynok, hitting the
Yolga River just north of Stulingrad. This was to be the last easy
viclory for the German fth Army

The 16th Panger was part of the XTIV Panzer Korps, the spear
head of the 6th Army. The other units of this Korps, the 3rd and

W F stalingrad

GUth Mowrized Infantry Divisions, were each m isolated pockity
between the Don and the Volga, They could not move forward pg
backward for & week us the Soviets swirled around them F.II'I.IJ,H}!"
the mifantry of the Gth Army was able to close fanks and relieve the
isolated units—just before General Hut | commage
der of the 16th Panzer, was about (o disobey Hitler and attempl @

, the une-arm

breakour

As these movements were taking place, the Soviet 62nd Armyg
commanded by Vasili Ivanovich Chuikov, busied jself with forts
fwing several outer rings of defense arvund Stalingrad, in hopes that
they could hold the German invaders outside the city, delaying them
until the onset of another harsh Russian winter.

The next threat to Stalingrad came [rom the sowh, however, a8
Creneral Hoth™s: 4th Panver Army was sent north fmom the Caucasys
10 help wke the indusinal center on the Volga, Swrting on 208
August Hoth swept north, and in a stunning mancuyer destroyed the
Soviel threat south of Stalingrad and isolated the city from rein=
forcement by all means except the Volga fernies,

And it s here ix that the Axis high command lost the bartle fog
Stalingrad. General Hoth wanted 10 push hard to the north as the 66
Army’s XIV Papnzer Korps attacked south put of its corridor gl
Rynok in a move that woild isolate the bulk of the Soviet 62od
Army in its fortifications outside the city, General Paulus, the Gih
Army's commander, did not think that there was sufficient strength
te hold the commidor and complete the attack to the south so the plan
mever materialized and the Soviet 62nd Army was allowed 1o with=
draw relatively un malested into the city—terrain imminently more
suited o the savage defensive stvle of the Soviet soldier than the
steppes west of Stalingrad

What followed was two months of vicious, wasteful sireet fight==
ing that destroyed the 6th Army's ability 10 fight i the winter cam=
paipn thar would soon decide the Fate of the Axis forces in the East
With overextended lines of supply and with flanks held by Axis=
Allied troops of dubious quality and determination. the fth Army
was forced to fight Hitler's battle in Stalin®s city with a slim margin
for success,

Meanwhile, Joseph Stalin, the progmatic Soviet leader, had been
Inlurdtn;:: reserves for just such 4 moment. Druwing forces from
every front and Military District in the Soviet Union, his plan was 12
deliver a devastating blow against his one-time ally Adolph Hitler:
Stalin ordered a senes of attacks afl along the easiem front 1n hopes
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gf pinning down the Axis reserves These attacks resulted n many
Jocal successes, ond generally succeeded in preventing most Axis
geserve divisions from later helping around Stalingrad

As the cold, dry winds of November blew snow from Sibera
goross the frozen steppes. the stage was sel for the worst defeat ever
gustained by German armed forces up to that time. The Romanian
dth Army had recently tuken up new positions south of Stalmgrad
Since the ground was already 100 hard to boild any kind of trench
system, they had sought any available cover and settled in for what
they hoped would be a long but quiet winter

To their north, the German 6th Army was engaged m their latest
Sinal™ push to clear the Russians from Stalingrad. Operarion
Hubertus had succeeded in clearing the last of the Russians out of
the Red Barricades factory. German assault engineers, specially
trained and flown in from Millerova, were still busy eliminating the
gemnants of the Lyudnikov’s 138th Rifle Division behind the
destroyved factory. But the Soviets still clung tenaciously to most of
the Red October factory as well as the Lasur Chemical Works in the
*Tennis Racker” (s0 named because of the shape of the railroads
eacircling the area) in o narrow strip of land hopging the west bank
of the Volga

Meanwhile. further north and west of Swalingrad, the Romanian
3rd Army nervously reported Soviet troop movements and the
gnmistakable sound of tank engines—an obvious indication of a
biildup in the Russian-held bridgeheads south of the Don River
The Romanians had wanted to clear these dungerous bridgeheads in
October but the German high command had denied them the sup-
Phes, instead diverting such 1o the struggle in the city. Having the
Bon River as an antitank barrier would have helped their position
Ereatly.

Across the lines, the Russians had massed the largest allied
*_l‘mﬂl'l:d force in the field. The 5th Tank Army was making prepara
Uoms for its part in what would become the first successful Russian
dﬂ“bll.‘ﬂs‘::nrlx-pnn:r: operation of the war, Their mission would be
M0 smash the Romanian 3rd Army and race across the frozen steppes
W Kalach. They would be supported by units from the 21st, 65th,

vand 66th Armies. The start date was set for November 1%th

Mohile groups from the Soviet 63th, 5Tth, and 5181 Armies were
preparing for the southern push to link up with the 5th Tank
¥ at Kalach, They would start their attack on the Romanian 4th
¥ one day behind their comrades in the north. The Russian 62nd
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Army, still holding down the German 6th Army in Stalingrad, began
its own series of counterattacks

On the first day of the offensive, the Soviets made slow bur
steady progress but were denied the breakthrough needed for the
encirclement, The plan had called for the infantry formations, sup

ported by strong anillery fire, to punch gaps throogh the Romanian

: i 'F |
lines, allowing the wnk and cavalry corps to exploil the holes and

trap the Ger

man Hth Army in Stalingrad. The Romanians in the
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north held their ground as well as they could on the first day, forc period the 6th Army, bhled white by the battle for the city, W8S
ing STAVEA (Soviet Armed Forces ||i::"|l2 ommand ) o commat Lhe unable w send any o obile forces (with the exception of 8 welk
il

tank cormps to the batle o force the breakthrough. The Soviel 1s kampferupee of the 14th Panzer Dhvision) 1o |._|_'L-| its line of com-

and 26
Romanian Armyv on the 20th of November as the Soviet southemn naking on the Volga with no reserves to come to its aid, Paulus

wing overran the Romanian 4th Army south of Stalingrad sl

th Tank Corps literally ran over the divisions of the 3rd nunications and supply open. It was trmpped in o cage of 115 OWN

i for freedom of action but was denied it by Hitler because he

It would still take the Soviet srmored spearheads only four more Wi inable 1o reconcile giving up Stalingrad after the terrible cost

days to seal the pocker around Smbingrad. Throughout this entical that had already been paid. The 6th Army would fght and die on the
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WMolga with nothing but Hitler's and Giring's empty promises of aid
to help them

After the encirclement had been achieved, the Soviet forces
pushed the shatiered Axis front back 1o the Chir River and the area
groand Kotelnikova. What was left of the Axis forces outside the
pocket rallied on these two features and stopped the Soviel advance
pmtil reinforcements could be gathered together for & relief attempt
Puring the period of 25 November to § December the front was rel
anvely quiet while the Soviets pulled supplies forward, and the Axig
mmed over every rock in the Third Reich for reserves to make an
girlift possible and to organize & too-little-too-late relief attempt for
Paulus” beleaguered Gth Army.

The German airhift of supplies 1o the encircled units at Stalingrad
was hampercd by the terrible weather, the massed Soviel anti-uir
eraft guns, and a hostile Ked Air Force. It was determined that the
th Army woold need a minimum of 500 tons of supplies daly just
o maintain its defense. The airlift never exceeded 300 wns per day,
and averaged only about B0 tons a day. The Lufrwaffe didn’t even
Bave the capability to deliver 300 tons 4 day—even if they were not
interfered with by the Soviets or the weather

As the half-hearied airlift sputtered along, the Axis managed to
Bt the 6th and 23rd Panzer Divisions started on their way toward
Slllingmd in & rehef operation code-named Wintergewiner ("Winter
Storm™), They were backed op by strong corps artillery, three regi
ments of Cossack volunteers, and several Romanian formations of
¥arving strength. Carrving 300 tons of sopply literally on their
backs, they waded through deep smow and encountered weak Soviet
Fesistance—at least initially. Thev were soon reinforced by the late
Brriving Panrer Division 17, The counterattack was stapped cold
however, by the Soviet 2od Goards Army along the Myshkova
River. Ourflanked and forced to retreat after getiing to within 3
Miles of Stalingrad, the relief force would be push
“"“I"liﬂg point at Kotelnikova. A Soviet breakthrough oo the upper
Shir River line would strip away the 6th and 23rd Panzer Divisions
#0d make any further attempt to relieve Stalingrad impossible

I back to its

The 6th Army at Stalingrad would be slowly starved to death and
mﬁd into subrmassion. By 20 Jenuary they would be withow! a

Mizble airfield and on the 2nd of rchruary the last of the troops sur

geered. Out of the 220.000 Axis troops in the pocket around

000 surrendered in February., Out of this 95,000 only a little

Ore than 5 000 wi

wild ever see Germany again

-
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32.0 SAVING A GAME

When saving & game, the program creates a file that contains all
the data necessary to resume the game later. Saved game files con-
tain only this data, not the entire game program.

Sove records only the stutic scenano situation at the end of the
last Execution Phase, plus target hexes for artillery ond destination
hexes Tor movement, but not hex-by-hex movement paths. When a
Scenano 15 resumed, the automatic movement routine réconstructs a
muovement path for every umit with a recorded destination hex, and
{his new path may differ from the path previously assigned by you.

Battle reports and other orders assigned since the last Execution
Phuse are not saved.

just like the Planning Phases. When an Exccution Phase is over, the

o i s Stalingrad

33.0 TWO-PLAYER PROCEDURE

33.1: When playing agains! another
player instead of the computer, player 3
take torns assigning orders. The Firg
Player selects a side from the Ini
Clptipns Screen. When the scenarip

started, the First Player's side symbol appears, signifying the s

that should now be preparing to play first.

33.2: When ready. the First Player clicks anywhere 10 begin
 When finished assignming orders in the Planning Phase, seleg
Phase, drag the cursor down to Execution, and release. Th '_
select Phase again, drag the cursor down to Switch Sides, and’
release. The other side’s symbol appears. and it is now thes
Second Player's turn '
& The Execution Phase begins only after borh players have sclects
“Execution.” When ready, the Second Player clicks |n'.wh:r|:m-
begin. When the Second Player is finished and selects Execution,
both side symbols appear, signifying that both plavers may.
abserve the Execution Phase.

333 If “Limited Intelligence™ is selecied in o two-player game;
only the onits that would be visible to the opposing sides appear,
daring the Execution Phase, Otherwise, the only information
appearing on the map during a iwo-plaver Execution Phase is infor-
mation known to hoth players. [T the first player selects “Switch
Sides” before selecting “Execution,” the game assumes you are oot
finished assigning orders, and will have 1o return 10 the computer
later o select "Execution”™

33.4: When the Execution Phase is over, a side symbol appears
again 1o indicate the player who's tum 1 15, and the game is ready i
retam to the one-playver-at-a-time mode of operation

33.5: The After Action Phases for the two sides are disconnected,;

First Player may review the results of the turn in the Afier Action
Phase, and then select “Planning” 1o begin the Planning Phases
When finished assigning orders, select “Execution,” and then
“Switch Sides™ to turn the game over to the other player. The
Second Plaver's wrn begins with the game still in the After Action
phase of the previous turm
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34'0 HINTS ON PLAY D. Avoid firing artillery ar night, except to Interdict ferries in the

ey HNim'hex scenarnios, The effectveness of .|:'1:'||'r} 15 halved al
RL‘ i might, and not resting them will affect their performance for the
2 musl outl of vour troops is fo coming day

One of the best wiys L
ensure that they wre rested, org
possible. Fougue ond Disorganization affect both combar and move
menl, anid .'II;:" vilues of either can reduce a unit’s overall effective
pess by one third each

| hiavee losses replaced wher :
and have 1o replaced when E. Avoid pounding away, turn afier turm, with the same units. When

their strengths are getting low, and their Fatigue and Disruption are
high, pull them back from the line and let them rest and take
replacements. A unit recovers from Fatigue and Dhisruption three
times as {ast when its not in an encmy ZOC. This is particularly
important for Axis engineer units in the 400m/hex scenarios—they

are just too valuable 1o be allowed o waste away 1n combat afier

combat

AT you don’t anticipate enemy units in the vicinity, use Strategic
Movement whenever possible. This lowers both Fatigoe and
Dl‘lrl.l['lh-lﬂ penalties

B -Kl.'-'l.'r' an eve oill on the weat
belos, —M¥F Fati !

the weather ety this b

Ku_';_!'-.u_ your HO)s and combat umts !_'||-.~|_| sUpply is the -\.il.f.\_".

thmk twice hefore most mmportanl thing

vou can do o influence the effectiveness of
yvour forces

C, Movine at i ght s & lpuble-whammy: not only is the penalty for

FE”_L'I'L‘ Joubled and those for Disorganization meressed. bul vou A. HOQ= should always be placed so that they have “grean™ supply
#0se valuable recover

Y Time. Also, since the imperature 15 lower at lines Lo either their Superior HQx, or to a Supply Source
Bapht, vou stund o better chance of hitting the -20°F penalty. If vou Dhstribution Point. If the line gets longer than “green”, deliveries to
BMls move al ni

il . (EXCEPTION: the HO) will become attenuated. and 1t is doubtful that you will be
BO%ict units in the two 400m/hex s reccive a le

BSaly for moyving at nicht. )

use Mlraléfic moy

shle o maintain its carrent Sup Level the next day. Depending

on the Circumstan

ded HQ) can prove catastrophic for



B0

ﬁ
___—-___-'-ﬁ

its anached troops and subordinate HQs. This is especially true for
Army or Front HQs. the primary conduits for Supply distribution

Undér no circumstances should Vo !'||.:|_._' these highe

level HQs

d pusition where their supply line ¢an be disrupted by the enemy

B. Use night turns to ensore that your combat units have the best
possible supply lines. Unlike HQs, combat units receive supply allo
cations only in the moming, and their combat effectiveness is nor
mfluenced by being unable to trace a supply line. This gives you
guite @ bit of flexibility during the day—just make sure that yiur
guys can trice a good line by morning—because deliveries are
dependent on the supply ling. A combal unit which cannot trice m
the moming is a good candidae for surrender during the day

C. Keep in mind that a1l combat units recaleulute their Supply Level
at the end of every turn. If they have the tons on hand 1o maintain
their current level for the rest of the day, they will do so. otherwise
they will lower their level to allow them to safely pet through antil
the next delivery. Units which have been active during the day will
usually have a lower level at night, making them less effecti
combat

e 1
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D. If vou are familiar with {?pprun'.un Crusader, vou'll need to
understand the important differences between that game’s \U_FPIF

system, and STALINGRAD s

1. Each side in each scenario has @ “defanlt™ Supply Level. Given
normal wear and e the system will receive snd allocate
enough onnage o maintain your HOS at this level throughout the
scenaric. In many cases, this will be Attack Supply, but in others
it will be General or Defensive, Unlike Operation Crusader,
Anack is mot the “default™ Supply Level across the board

2. Your Executive Officer in STALINGRAD sets Supply Levels
guite a bit differently from the one in Operation Crusader. Each
HQ's status is evaluated based on tonnage on hand, instead of all
HQs being assessed globally. It takes a conservative approachy
and in most cases HQs will remain ot the scenario defanlt, Oy
the other hand, it frees you to bang away with all of your unit,
and worry about supply lines instead of Supply Levels

3. If your default Supply Level in a given Scenario is “Anack
Supply”, vou really don't need to worry about setting levels for
your HQs (you should instead spend vour time ensurng that
everyone's got a good supply line). If vour default is something
less, you have two options. One is 10 let the Exccutive Officer
handle setting levels, and let the supply pipeline do the work for
you. The second is 1o aler Supply Levels 1o suit your plan (this
assumes you're nol going (o be moving and banging away with
all of your units),

T

If you go for the second option. don't forger that if you raise an
HY's level above the default level, the supply pipeline is going
to have to get the extra tonnage from someplace else; Le,, deliv-
eries 1o your other HQs. If vou're attacking, you can simply
place other HQs on a lower level and/or not utilize them as heav-
Uy as your muin effont HQis). If you're defending. this 15 a lintde
trickier because the attacker is going to be dictating which of
your HQs will be bearing the bruni of the enemy’s assanl (and
hence, supply usage)

i
Ll o A\CTICS

A. When playmg the Soviets in a 3km/hex scenario, vou'll need 0 L

do a bit of planning ahead when making breakthroughs doe to the |

ponderous Soviet command system, While your Tank and

Mechanized ".".!r|"~ are fust and ~.|1"l.'.|'l!|_' if deep penetralions, the

supporting infantry that vou'll need o consolidate the breakthroogh



+ Stalingrad ==

with are slow, and ted 1o even slower-moving Army HQs. In addi
fion. Tank and Mechanized Corps h
which prevents attaching accompans
Jarger battle ips, The sol
follow up. While not as fast, they have wide comma
well-placed, can f
spearhends

ve small command spans,

E imfantry reg

ution 18 o use your ( v Corps 1o

rm a bridege between the

UryY BENd VoL

a. ||1 .||1.|'I:-I'I 1o Jook Ing it
I.Ekl: a look ai the wea
mir operations. This may preve
afiernoon at

F‘I‘l:\-fl'l.". WOUT 20T ahse Ls I l.J-kli1:_.: 1k

‘.‘"F'-"'l." Levels in th ning, be sure tw

r forecast so you can plan the coming dayv’s

Tl ¥ou rom

vour planes f

I in

tack, only then to discon

going o

C. Even when the weather 15

good encugh 1o fly in, you still need t«

Ep an eye on it before plotting missions. Try not 1o plor missions
ddjacent 1o your own troops when there 15 heavy overcast—mis
laken air attacks zo hand in
5hﬁ'ut-d also avoid |
I-hﬂ-ﬂ clear or lighl overcast condilions. [here 18 o much hig
Ehance of mistaken attacks whes

hand with dense cloud cover. You

F odelensave fir missions in aoything

e 1 1 1
Mg MISSHON, 4and ¢

gravates this further

Cover ag
b. Try 1o maximize Unit
B8 units from the

BRI s o0a)

SAITE

and sinve

wo hexes of each other when defending, Remember that vyou can

get multiple Integnity shifts in the s

E. Since arn

c relatively ineffective in the two HNmMex scenar

VOou get he IMaximum use Irom your Axis

to offset terrain shifts when attacking in urhan terrain. As noted

above, don't let these valuable units el glumimal dar mhbt

hen used at the

FR1E5T ANd Quicke

Celll Q150 DCCUT

addition, Fatigue and Disruption penalties are reduced and supply

..-.'IZ:-.J:'.I|".: 0I5 l0Wered in Companson 1o -'.'|-|':'.'-. e allacks

G. If p aying the aaviels in one ol
make sure you plan oul your movere

and avoid gem it on them «

artillery umits on the east bank of the Volga, in woods or improved

positions 1l pass ble. This L:.‘.'i'- hem out of harm’s Wy, af d able

1o constantly tire in suppon




THE SOVIET ARMY

The Soviet Army in World War 11 was known as “The Red
Army of Workers and Peasants”™, often shortened to the Soviet
abbreviation “RKKA.” The RKKA consisted of the ground army
and the Red Air Force. The Soviet Navy (or “Red Banner Fleets™)
was under separate organizations. There was also a separate armed
forces branch for the Soviet Secret Police or “NKVD", that fielded
several divisions and brigades but was under the Communist
Party's direct control. Thess formations enforced discipline and
oversaw general refiability of the RKKA. The NKVD also was in
control of the border guard regiments, all of which had been elimi-
nated by the time of the Battles for Stalingrad.

T-60 Light Tank

Weight: 5.8 merric tons

Crew: 2

Armament: 20mm ShVAK gun and one 7.62Zmm MG

Maximum Armor: 20mm

Horsepower: 70

Speed: 28 mph

The T-60 was developed from un earlier amphibious scout tank,
the M-40, which had been bult in limited numbers. In 1942
most Soviet tank battalions were supposed to include ten T-34
medium tanks and eleven light tanks, usually T-60s or T-70s,
whichever was available when the brigade was formed or re-

formed.

. gl
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ORGANIZATION

Soviet ground forces in World War [l were grouped into tank
corps, mechanized corps, cavalry corps, and rifle divisions. Thess
formations were individually designed to punch through gy
cnemy’s lines, exploit hreakthroughs, and hold Soviet gains.

Tank corps were organized with three tank brigades (each
approximately 54 tanks) and one motorized infantry brigade.

A mechanized corps had the same number of tanks as the tank
corps but fought slonpside nine infantry batralions 10 create whg
could have been the strongest ground formations of World W
1. Together, the tank and mechanized corps specialized in piege
ing German front lines, establishing breaches for the caw, .{:
corps to exploit

Ideally suited for deep penetration and operation behind enemy
lines, the Soviet cavalry corps were composed of two to three @
alry divisions and a number of armored. antitank, engineer,

T-70 Light Tank

Weight: 10 metric tons

Crew: 2

Armament: 45mm L/46 gun and one 7.62mm MG
Maximum Armor: 60mm

Horsepower: 70

Speed: 32 mph

In 1942 most Soviet tank battalions were supposed to include
ten T-34 medium tanks and eleven light tanks, usually T-60s or |
T-70s, whichever was available when the brigade was formed
or re-formed. The T-70 was better armed and built in greater

numbers than the T-60, and was thos the most commonly used lx
light tank of this period }
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L pati-aircraft unins, Cavalry divisions were made op of three cavalry
Lpegiments of three small hatalions, one light artillery regiment,
"recon battalion, an antitank battolion and other small service units.
The rifle divisions were composed of three infantry regiments of
e infantry battalons each, an artillery regiment with thrge Tomm
itizers battalions mixed with three batteries of 122mm how-
5, {0 enginest company, an antitank battalion, ong recon com-
and a few small support units

OMMENTARY

Prior 1o World War 11 the Soviets had commitied themselves 1w
bdesigning and producing warld-class armor, They learned from
rmor experts in the US, Great Britain, and Germany - some of
whom were ignored in their own country, One result was the T-34.

.

T-34 Medium Tank

Weight: 26 metric tons

Crew: 4

Armament: ong 7h2mm L/4] 2 und two 7.62mm MGs
Maximum Armor: 73mm

__numl}nwer: 450

| Speed: 34 mph

‘Built in a variety of similar models, abour 19,000 T-34 tanks
armed with 76 2mm gens were built. The T-34 (in the 76.2mm
- Bun models. the later 85mm gun model and the various assaull
- Bun models) formed the backbone of the Soviet armored forces
throvghout World War 11 A specinlized version, the OT-34,
Was available with a flamethrower replacing the hull-mounied
| MlEachnegun

\ -/
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This weapon, more than any other in the Soviet arsenal. was respon
sible for the defea of the Axis armies in the East.

Another Soviet strength was their vast supenonity in artillery
pieces. The Red Army could mass more arillery in one area than
the Wehrmacht could put together in &n entire army group, Though
not technically proficient or even very accurate, their vast numbers
made up for a It of shortcomings.

A crippling Soviet weakness, however, was their poor supply
management. Supply shortages have been credited with stopping
more Russian offensives than the Axis forces ever did,

N

Weight: 43 metric tons

Crew: 5

Armament: 76.2mm L/41.2 and two or three 7.62mm MGs
Maximuom Armor: |[(Hmm

Horsepower: 600

Speed: 22 mph

A nasty surprise to the invading Germans in the summer of
1941, the KV-1 was nearly invulnerable to German lank guns.
By 1942, however. its armor could be penetrated by improved
Axis weaponry, and it had thus lost some of ils effectiveness.
Too slow 1o operate with the faster light tanks and T-34s. KV
tanks were organized into separate heavy tank units. By war's
Cld over 13,500 tanks and assaolt guns based on the KV chassis

had been buill _}
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THE GERMAN ARMY

Known collectively as the Wehrmach!, the German armed forces
of World War II, consisted of the Army (Heer)., Air Force
(Luftwaffe), Mavy (Kriegsmarine), and the Waffen-55. Most German
umits that fought on the ground in the Stalingrad campaign were part
of the Heer, but a few Luftwaffe Feld (Geld) divisions and Flak
fanti-aircraft} units, as well a5 the 5th Waffen-85, were present.
Regardless of their official branch designation, all German units
located near the front line usually served under the operational com-
mand and control of the Heer

0,0,0,0,0%
PzKpfw 11 Light Tank

Weight: 9.5 metric tons

Crew: 3

Armament: KwK30 20mm gun and two 7.92mm MGs
Maximum Armaor: 35mm

Horsepower: 1410

Speed: 15 mph

The PzKpfw Il (Panzerkampfwagen = armored battle vehicle)
was originally an interim design ordered due to delays in pro-
duction of the PzKpfw 111 and V. The Ausf F (Ausfihrung =
model) was an up-armored version of earlier types. Too weak
for use as a main battle tank. and too slow to be a really useful
reconnaissance vehicle (although this was its primary use by
1942), the PzKpfw Il was being gradually phased out during

ORGANIZATION

The panzer (armored) divisions were the glue that held the
German army together. They were organized with a panzer regis
ment of two armored battalions (with about 50 tanks each when gy
full strength), one or two motorized infantry regiments with two op
three infantry battalions each, a tank destroyer or antitank battsl
ion, a light anti-aircraft battalion, an engineer battahion, thres
mororized artillery battalions, a recon battalion, and several other
non-combat units

@) g

b e
PzKpfw 38(t) Light Tank
Weight: 9.7 metnc tons
Crew: 4
Armament: Skoda AT 37 2mm gun and two 7.92mm MGs
Maximum Armor: 30mm
Horsepower: 150
Speed: 26 mph

The Pzkpfw 38{(1, an excellent light tank for its time, was
designed n Crechoslovakin and entered service with the Czech
army in |938 a4 the LT-38, When Germany took over Czechoslo-
vakia, the tanks and the factories making them were also taken
over by the German army. The PzKpfw 38(1) equipped many
Grerman panzer units from 1939 through 1941, usually being put
to use in 4 medium tank role. The tank continued in limited use in
secondary theaters 1o war’s eénd. Due to its reliability, the tank’s
chassis was widely vsed in various assault gun modifications
inotdbly the “Bison™, “Marder” and “Hetzer” and the FlakPanzer
3Rit) AN vehicle) all of which saw widespread service. Provided
te various German allies, the PeKpfw 38(1) formed a major part

\L‘MZ 524 of this moedel were built J}

Kniﬂ'u? strength of the Hungarian 30th Armored Regiment.
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The German motorized divisions in the Stalingrad area were
some of the best troops the Germans had on the East Front. They
were organized with two motorized infantry regiments with three
partalions each, one anillery regiment with three battalions, one
fank battalion, a recon battalion, an engineer hattalion, a Flak bar-
‘alion, and other supply and support troops

The Infanterie Division was the most common type of German
‘division on the East front. It was organized with three infantry regi-
'ments with three battalions each, one artillery regiment with four

~

PzKpfw IIIH/] Medium Tank
- Weight: 22 metric tons
Crew: 5
Armament: KwK38 L/42 30mm gun and two 7.92mm MGs
Maximum Armor: 60mm
Horsepower: 300
Speed: 25 mph
The PzKpfw III formed the backbone of German panzer umits in
1942, establishments calling for two companies of PzKpfw 111
lanks of 22 tanks cach per panzer battalion. A considerable
number of the PzKpfw Ils used during the summer of 1942
were of the Ausf H and ] versions, which featured extra armor
(face-hardened armor plates bolied onto the front and rear hull
and front superstructure on the Ausf H. and thickened basic
| &tmor on the Aosf 1), making them very difficult for the
Russian 45mm guns 10 knock out at any distance. New. wider
treads helped carry the extra weight and aided cross-country
‘Miobility. The Ausf H had a production run of 303, while 2700
0f the Ausf J were buili, and many older models were converted
Absf H or Ausf ] standards by adding the KwK38 50mm gun,

treads and/or exera armor, Also used by Romuama

Weight:23 metnic tons

Crew: 5

Armament: KwE30 L/60 50mim gun and two 7.92mm MGs
Maximum Armor: 6Glmm

Horsepower: 300

Speed: 25 mph

Sometimes called the Panzer 111 “Special”, this variant of the
Ausf T was essentially a standard 1" model with a longer and
more potent S0mm gun, better able to deal with the Soviet T-34
and KV-1 tanks. Introdoced in early 1942, a1 frst just o few
were senl to each PeKpiw 111 company as replacements, hut the
type, along with 650 of the later but similar (somewhat heavier
armor) Ausf L and up-gunned earlier-model Ausf I, gradually
became the most common type of PaEpfw I in service as 1942

\E{- the latter half of 1942 J




battalions, an Aufkldrungs (recon) battalion, an engineer battalion, &
FlaK battalion, and other supply and support troops. A few had
some Sturmgeschuts {armored assault guns) and mechanized anti-
tank units, bul no tanks,

Along with the regular German forces of the 6th and 4th Panzer
Armees, there was the 369th Croatian Regiment thar was attached 1o
figer Division 100, These were excellent troops thar fought well
until the surrender at Stalingrad. There were also 2 number of unof-

> : A .L S
PxKpfw IVE/F Medlum Tank

Weight: 2| metric tons

Crew: 5

Armament: KwK37 L/24 75mm gun and two 7.92mm MGs
Maximum Armor: 60mm

Horsepower: 300

Speed: 25 miph

The earlier models of the PeKpfw IV were sophisticated vehi-
cles designed to provide suppor for tank units. They fired high
cxplosive and smoke, and also carried a small amount of AP
ammunition, though its low-velocity howitzer was of limited
value in an antitank role, By late "41 each panzer battalion was
authorized a company of |0 PzKpfw IV, The Ausf E incorpo-
rated various minor changes from the earlier Ausf D and had
appligué armor like the PzKpfw IITH. From September 1940 to
April 1941, 223 Ausf E were built. The similar Ausf F, up-
armored and somewhat improved and simplified for mass pro-
duction, followed the Ausf E in production. 462 of the Ausf F
with the short 73mm howitzer were built from April 1941 1o
March 1942, The Panzer IV also appears in the game used by

Qﬂ Hungarians in their 30th Tank Regiment. j

ficial Cossack, Ost Truppen, and Hiwi (“helper”™) units that foughy

for the Germans in 1942 The main force of Cossacks were repre-

sented by the von Panowitz Regiment, the von Jungschultz Regimeny
and Kampfgruppe Lehman. There were two Ost battalions of Torks

that plugged some holes in the German line south of Tatsinskays

These troops also fought well. The Hiwi troops were Russian men
who chose 10 do service work for their German captors in lien of
going to prison camps, They did supply work and filled labor batal.

ions at first, but as the manpower shortage became more acute, the
hiwi's with artillery experience manned whole German artillery bat.

talions to free up manpower for the front Some accounts state there

were up o 3WH) of these troops who fought at Stalingrad,

e S EE Gk
PzKpfw IVF:/IVG Medlum Tank

Weight: 22 metric tons

Crew: 5

Armament: KwK37 L43 75mm gun and twi 7.92mm MGs
Maximum Armor: 60mm

Horsepower: 300

Speed: 25 mph

Sometimes called the Panzer IV “Special®, the Ausf F: was
essentially an Ausf F model with a longer and more powerful
73mm gun, much demanded by panzer crews tired of being vie-
timized by Soviet armor. When introduced in 1942 (produced
from March through July of 1942), only a few were sént to each
panzer batalion. Gradually, however, the IVF:, along with the
later Ausf G and re-armed earlier models, became the most
comman type of PeKpfw IV in service. By mid 1943 the long-
barreled versions of the the PzKpfw IV had supplanted the

QKFF“ 111 as the “standard” German medium tank.
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COMMENTARY
A major advantage the Germans hud over their Soviet adver-
saries was their technical skill i srmored warfore. In weaponry, the
Germans had the dreaded “8H", a heavy anti-aireraft gun that dou-
bled as an extremely deadly antitank weapon, Their tanks were not
the best, but were a match for many Soviet tanks. The German
forces” major weakness in Russia wus the nagging supply problem
that plagued them throughout the campaign.
L

r e _\

Sturmgeschutz [IE/F Assault Gun
Weight: 21 metric tons
Crew: 4
Ausl E Armament: Smk L7234 7T5mm howitzer & one 7.92mm MG
Ausf F Armament: Sk L/43 or LA4E 75mm pun & one 7.92mm MG
Maximum Armor: 50mm | Ausf E) or B0mm (Ausf F)
Horsepower: 300

Speed: 25 mph
Ausf E: This was a turretless gun covered by an armored super-
Structure placed on a PzKpfw 101 rank chassis. lntended for

infantry support, it fired high explosive and smoke shells
through a short 75mm howitzer

Ausf F: Early production Ausf F vehicles were practically iden
tical 1o the Ausf E. except for the new L/43 gun, Later produc-
ton Aust F vehicles had some redesign, extra bolted-on armor
and the slightly longer and better L/48 version of the 75mm
Bun. Capable of infaniry support like the Ausf E, the longer gun
mounted on the Ausf F was also a potent antitank weapon. Both
b¥pes were found mixed in most German Sturmgeschutz units
during 1942 221 of the Ausf E were built from September 1941
16 March 1942, 693 of the Ausf F were built fram March to

PzKpfw VIE Heavy Tank

Weight: 57 metric tons

Crew: 5

Armament: KwK36 L/56 88mm gun and two 7.92mm MGs
Maximum Armor: | 10mm

Horsepower: 700

Speed: 25 mph

After the tremendous shock administered by the appearance of
the Soviet T-34 in 1941, Germany's hitherto relaxed heavy
tank program was frantically pushed into high gear. The result
was the Tiger, a unique design crippled by its rushed develop-
menl. In both gun-power and sheer bulk, the Tiger outmuscled
anything opponents could put in the feld. Unfortunately for the
Germans, mechanical breakdowns were all too common. lis
massiveness also limited its maneuverability. Hitler ordered
twir companies of Tigers to the Stalingrad area in an auempt 1o
stem “Operation Uranus™, but teething problems and small
numbers ensured that they would have a minimal impact on the

ADecember of 1942, J
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THE AXIS ALLIES

THE ITALIAN ARMY
(yrganization

The demi-motorized infantry division wos the most prominent
type of DIalisn formation in the Stalingrad area. It was organized
with two infantry regiments of three battalions each, three artillery
battalions, a recon battalion, an engineer battalion, a light anti-air-

craft battalion, an antitank battalion, snd one motorized machine-
gun battalion.

Along with its infantry divisions, the lmlian order of battle also
meluded a number of independent battalions of artillery, antitank,
anti-sircraft, infantry, recon; and armor, These units were assigned

Carro Armato L6/40 Light Tank

Weight: 6.5 metric tons

Crew: 1

Armament: 20mm gun and one Hmm MG

Maximum Armor: 30mm

Horsepower: 71

Speed: 26 mph

Originally designed for the pre-war export market, the Italian

army ordered 283 of these vehicles, all of which were delivered
in 1941 and 1942, Thizs was the heaviest [talian tank o see

\E:!mn in Kussia. _/‘
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to the corps headquarters and wstally attached 1o divisions located
in the most important sectors, or those involved in the heaviest
fighting.
Commeniary

The Ttalians had many weapons systems that were on o technical
par with those of the German and Sovier armies, bul often their
crews lacked proficiency For instance, their 90mm anti-aircraft
gun was as good s weapon as the German “BE" bul the Italians
seemed unable or enwilling to use it in an antitunk role. Likewise,

the L&/30 ank was a good light velicle for s day (but, i..crtm.n!y
no match for s T-34 or KV-1}

The ltalian forces' major weakness was, however, the social
gulf that divided the officer and enlisted classes. This nift resulted

in low troop guality and low effectiveness in almost all of their
comiat units.

Semovente L40 da 47/32 Assault Gun
Weight: 6.7 metric tons

Crew: 3

Armament: 47/32 47Tmm gun

Maximum Armor: 30mm

Hnmpnwnr- T

Speed: 22 mph

This vehicle, first produced in 1941, used the L6/40 light tank's
chassis. Mounting the standard Itahian 47mm antitank gun, the
Semovenre LAD was standard equipment in Italian assault gun
banalions in 1942, Seventeen of these were in the Italian 13th
Alessandrig Assault Gun battalion in the game. A total of 300

kfre basile,
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THE ROMANIAN ARMY
ORGANIZATION

There were three basic types of divisions employed by the
Romanian forces in the Stalingrad area during the winter of 1942
1943, The first and most numerous wis the infantry division

Ihe Romanian infantry division was organized along German
lines with the exception that Romanian formations had two amillery
egiments in each division. The first artillery regiment had three
battalions of 73mm guns for close support of the infantry regiments
The second artillery regiment was 2 two-battalion unit composed of
100mm and 150mm guns for “heavy™ antillery suppon

Ihe second type of division was the cavalry division. These were
organized much the same as their infa
talions were smaller and they had no “heavy™ artillery. The cavalry
divisions did have more highly trmned men than the basic infaniry
pnits, and were considered by the Germans to be the one of then
most valugble units contnbuted by an Axis "minor” nation

rv divisions excepl the bat

Ihere was one Romaman armored division in the area which was
part of the 48th Panzer Korps. This unit was o carb
German panzer division in organization but was equipped with
Czech 38(t) and German Mark [11 tanks. The Romanian lst
Armored Division had just completed re-equipping and training
from German instructors and was at full strength at the beginning of
{I;l{_'|.1'||--|'| Uranus™. Nevertheless, it could do little to stop the
hordes of Russian T-34s 1t encountered in its first action
COMMENTARY

The Romanian Army in World War [T suffered many of the same

problems that the ltalian Army suffered, but to 4 lesser extent (in

n copy of a

ginning of the Russian cam
paign were of low quality and for the most part were of World War |
vintage or of obsolete inter-war design, Duning the first campaign
season (summer of 1941) these problems were identified and

resulted in the wholesale withdrawal of almost all Romanian forces

some areas). Their armaments at the b

hack to Romania for retraining. reorganization and re-equipment
with surplus German stocks. This resulted in @ muoch better showing

during their second season on the Russian Front
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STALINGRAD DESIGNER’'S NOTES

by Eric Young

The battle of Swlingrad, in most peoples’ minds, was a prueling
death match between two armies: the Soviel 62nd Army under
Chuikov and the German 6th Armee commanded by Paulus, Bu
there 15 much more 't this sction than the battle for the city. The
encirclement of the 6th Armee in Stalingrad was the first of many
successful Soviet operations that led to the defeat of the Axiy
forces that invaded the Soviet Union in 1941, This much more
important mohile action will be the focus of the second World ar
War™ title, STALINGRAD.

In Mein Kampf Adolf Hitler foretold “the fact of a treaty with
Russia embodies the declaration of the next war, Hs outcome
would be the end of Germany,” This line was directed al Gregor
Strasser. Hitler's greatest rival in the Nazi party al thal time, who
was in favor of o Russo-German Pact aimed at the Allied powers
who had & stronglehold on the German economy at that time.
Hitler also predicted. “The present rulers of Russia do not at all
think of entering an alliance sincercly or of keeping one.” These
“predictions” make me think of Hitler as a great oracle instead of a

great orator. Although he made these predictions, he failed to heed
their WHMIngs

Hitler went on to make that very alliance that he predicted
would spell Germany's doom. His prediction thal it was “naive
think that, in such an event, England and France would wait a
decade™ 10 ke up arms against this alliance also came true. The
partition of Poland, the overrunning of Scandinavia, the destruction
of the Low Countries, and the defeat of France all followed and
only served to create a myth in Hitler's own mind that he was'a
greal military genius and thay he could lead Germany to world
domination. He then went on 1o abrogate that treaty and made war
against the Soviet Union.

In Hitler"s writings about the reasons for the loss of the Fist
World War he eriticized the near powerless parliament of the pre=
war period by stating, “The loss of the fight for the freedom and
independence of the German nation is the result of the half-meas
sures and weakness carried out even in peace in drafting the entite
force of the people for the defense of the Fatherland. ™ He himself®
doomed Germany to that same fare by not mobilizing the economy
to total war footing until 1943, While the German 6th Armee was
dying at Stalingrad the Sweinway piano factory was still working af
full tilt 1o replace the instruments lost to allied bombing instead of
working to build uwseful war matenals,

He went one step further in his predictions by condemning the
lack of responsibility of those in charge of the German government
in 1914 by writing, “One of the worst symptoms of decay was the
increasing cowardice towards responsibility as well as the balf-
heartedness o all things resulting from it.” This “cowardice™ was
enforced on his commanders in Russia when he robbed them of
freedom of action afier the winter campaign of 1941 and rejected
the sound military advice given him by his generuls who had been
reduced th sutomatons doing his bidding,

It was under these restrictions that he sent Friedrich Paulus and
the 6th Armee to its destruction on the Volga. The fact that almaost
half of these men surrendered against his orders goes against one
lnst passage from Mein Kampf that reads, “Natwrally: cringers and
fAunkies do not let themselves be killed for their master. That mon-
archs never know this and on principle fail to learn this has been
their doom of old™ Once the combat units of the fth Armee had
been destroved these “cringers and flunkies™ surrendered rathes
than die for & man they felt had left them in the lurch
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When we at Atomic Games and Avalon Hill first began design-
ing STALINGRAD we were of many different opinions as to how
to portray the battle, what the game’s focus should be, and the
scales needed to create the best scenarios possible. | decided to
] ﬁlig,n a game that would have historical options as its soul and the
'!‘hg picture” as its focus. Later this decision proved correct when it
became clear to me that the Axis side lost this battle because they
were oul-generaled more than they were out-gunned.

_ It ended up that we would depart from the “standard” battal-
mfone-kilometer-per-hex scale of Operation Crusader and the
wevious Atomic releases with other publishers. It was decided o
multiply the scale for the campaign game by three to regimental
E:lmd three kilometers per hex. The standard bhattalion/one-kilo-
mlﬂ per-hex scale would be used for the relief attempt and
mother new scale (four hundred meters per hex with battalions and
ies Tor the unit scale) would be wsed to portray the city

Snm: of the other major design changes that became necessary
were a revamped air supply system and air reconnaissance system.
) e will be new air missions for the World ar War™ series with

¢ user making decisions as to dare the weather and try to push
supply into the pocket at the risk of higher plane attrition.

geting areas for inlense aerial reconnaissance will allow you
‘more information in areas where you suspect enemy buildups.
- You will also notice a lower number of antitank units in the
game. These have been factored into the other onits to more realis-
reflect the spreading out of these assets to the larger units of

ni.

Another aspect of the campaign that | have not wimessed so far
any other wargame was the ability of the Romanian 3rd and 4th
mies to put up the fight that they did during the first day of the

) after the Russian second echelon tank anacks came to full
‘&flect on November 20th. The strength and performance of the

manisn 15t Armored Division was also a surprise to me as they
Bfe organized on the German panzer division model and had just
hed refitting with Czech 38(t) and German Mark [11 tanks.

91

As | stated above, the heart and soul of STALINGRAD will be
the variants, not so much from the Soviet point of view, bul more
as a way of showing just how badly the Axis effort at Stalingrad
was mismanaged. Several of the German Army’s best units did lit-
tle or nothing while the drama unfolded on the Volga and 10 me
this 15 what the game is all about. Be ready for lots of options tha
will make the Axis side much stronger without departing too far
from & historical point of view,

The general trend in my theory of game design is not o tie the
players down with historical limitations that tend to make the game
unbalanced. For the player who feels that the Germans should be
held to their historical fate the game should be played with only the
first option (6TH ARMEE RESTRICTED) which will anchor the
Gierman 6th Armee 10 Stalingrad—and most likely seal their doom.

For more exciting and original play there are four other options
to choose from. The néxi option is called NOVEMBER
REeINFORCEMENTS, which gives the Axis side the 6th Panzer
Division and two German infantry divisions as backup for the
Rumanian 3rd Army. The German High Command historically cot
the orders for these units 1o leave France on November 15t but they
were delayed. The third Axis option is RELEASE oF TTH Panzir
Drvision,. Historically, the Tth Panzer milled around at Rosiov for
most of the campaign and could have been very useful in the reliel
attempt. The fourth option, RELEASE oF 16TH MoOTORIZED, brings it
into play on the southern map edge. The premise behind this is that
the 40th Panzer Korps in the Caucasus has pulled back enough to
cover its own flank, allowing this very strong unit to enter play.
The fifth and most exciting option is Cavcasus Wrrnbrawar This
assumes that clear thinking prevailed at all levels of command on
the Axis side and the 8§ Wiking Motorized Division, the 16th
Motorized Division, the Tth Panzer Division and the 3rd Panzer
Division are all pulled out of the Cavcasus and can be used to hat-
ile the Soviet counteratiack.

There will also be five Sovict options dealing with fuel supply,
organization, a no purge option, logistics, and communications but
these only make for a less balanced scenario and are included 10
please players who wish to really punish the Axis for thelr crimes
of the 1940°s.
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REPLACEMENT GUARANTEE

The Avalon Hill Game Company will replace any defective diskette free of charge within 30 days of original purchase. Diskettes
must be accompanied by proof of purchase.

After 30 days, we will replace defective diskettes for S12 per disk, providing the original diskettes are sent with the replacement.
request.

MAIL TO: The Avalon Hill Game Company
ATTN: DISK REPLACEMENT
4517 Harford Road
Baltimore, MD 21214

TECHNICAL SUPPORT

If you have a technical problem concerning the operation of our software, please contact our technical support staff, Please be at
your computer, if possible, when you call.

TECHNICAL SUPPORT 1-410-426-9600
If you have a modem and would like to contact us on-line, you can find us ON-LINE at the following services:
CompuServe: You can receive a free introductory membership, $15 usage credit, and a month's worth of basic services free by
calling 1-800-524-3388 and ask for Operator #537. Once you are on-line, type “GO GAMEPUB” and select section C.
GEnie: Sign-up for GEnie can he obtained by calling 1-800-638-9636. There is no charge for the imitial sign on. Afier you are
signed up, at the prompt, type "SCORPIA”, then change to section 21, AVALON HILL. You can alse Email us at
AVALON HILL2

America On-line: AOL introductory subscriptions can be abtained FREE by calling 1-800-827-6364. Five hours of free time are
provided with the first month. After you are on-line, go to the computer software section. You ¢an Email us at AH GAMES.
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