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1.Credits

Design: David Schroeder.
Development: David Schroeder.

Map Graphics: David Schroeder.
Counter Graphics: David Schroeder,
Darren Chorley (The Schlieffen Plan),
and Bonnie Schroeder (Tannenberg).
Box Graphics: David Schroeder and
Darren Chorley (TheSchlieffen Plan).

2.Introduction

Thisrulebook contains the standard rules
for each of the World War One scenarios
found in the Der Weltkrieg series of
games. Each of these games uses the
same basic rules. The scenarios can be
played separately, or linked together to
form alarger game. This same Standard
set of rulesisincluded with each of these
games.

Rules not originally in the standard rules
have now been included since they apply
to multiple games of the series. They
retain the numbering given them when

originally published with other games of
theseries.

While the diagrams in the rulebooklet
show situations from The Schlieffen
Plan, the conceptsillustrated apply to all
of thegames.

Each game is an Operational Level
simulation of the Campaigns at the start
of World War One. The gameis played
by two players; one controls the Central
Powers forces (Germany, Austria-
Hungary, and their alies), the other
controlstheforces of the Entente (France,
GreatBritain, Russia, andtheir allies).

All of the units depicted in these games
were available to the historical
commanders. Each of the units has
combat and movement capabilities that
represent what the historical unit was
capableof doing. Itisuptotheplayersto
conduct operationswiththeir unitswithin
theframework of theserules.

Other games of the series can be tied
together with these games to create more
comprehensive simulations. The
instructions for doing so are found in the
scenario specificrules.



3.GameComponents

TheGameM ap

Each map depicts the area of operations
forthegameitisincluded with.

Each hex on every map of the Seriesis
20km across. Seethemap legend andthe
terrain effects chart for explanations of
the different terrain and symbols found
onthemaps.

Tracksand Tables

Provided with each game are anumber of
cards. Two cardsare Supply Tracks, one
for the Central Powers player and the
other for the Entente player. They are
used by the players to keep track of the
supplies available to the Headquarters
under their command. Another card is
the Combat Results Table. Itisused in
determining the results of Combat in the
course of thegame. Notethat theTerrain
Effects Chart is on the back of the rule
booklet. Some games contain Corps
Displays. These are used to reduce
pieces actually on the map by the use of
Corpsmarkers.
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Playing Pieces

Each game contains one or more counter
sheets. The sheetscontain acombination
of unitsandmarkers. Allmarkersmaybe
used by either player.

The background color of a unit
designatesthat unit'snationality. Seethe
counter sheet and the scenario specific
instructions for information on which
nationality is represented by each of the
different background colors.

There are 3 general types of units
controlled by each player: Ground
Combat Units, Fortresses, and
Headquarters. SeeFigure 1 for diagrams
of theseunits.

Unit Size Symbol
This shows the unit size.
symbolsareasfollows:

The size

XXXX Army sizeunit

XXX Corpssizeunit

XX Divisionsizeunit

X Brigadesizeunit

I Regiment sizeunit

Il Battalionsizeunit

I Company or Battery sizeunit

Unit Designation

This is the unit's individual designation.
For example, the Ground Combat Unit
shown in Figure 1 is the German 39th
InfantryDivision.

Unit Type Symbol

This symbol showswhat typethe unit is.
Thefollowing common typesare used in
MOost scenarios:

Infantry

Cavary

Artillery

Engineer

SiegeArtillery

M EH N KX

Marine Infantry
><] Mountain Infantry

The background color of this symbol is
the country’s traditional color for that
branch of service. Some countries may
have multiple colors for a particular
branch, the reason for this will be
explained in rules covering
Recombination.

Full Strength Symbol

This symbol shows the unit type for
recombination and replacement
purposes. The number in the symbol is
the maximum strength of units of this
type strengthened through recombination
or brought back into play through
replacement. Only units having thesame
background color of this symbol may
recombine.

Combat Strength

This is a numeric value representing the
ability of the unit to attack or
counterattack.

M ovement Allowance

Thisis anumeric value representing the
unit's mobility.

FortressSymbol

All fortresses are identified by the
Fortress Symbol.

Fortress Strength
Thisis anumeric value representing the
ability of the fortress to counterattack.

L ocation Hex Number
Thisisthe placement hex of thefortress.

L ocation Name
Some fortresses are named after the city
or town they are protecting.

National Flag
All Headquarters Units are identified by
their National Flags.

Markers

There are a number of markers included
on both counter sheets enclosed in the
game. There are Strength Reduction
markers, Trench and Construction
markers, Railhead markers, and Supply
Point markers. Each type of marker is
showninFigure?2.

Trench and Construction Markers
These are used to show the progress of
trench construction by unitsinthegame.

Devastation Markers
These are used to show hexes that have
beenlaidwasteby trenchwarfare.

Railhead Markers
These are used to show the extent of Rail
Networksinthegame.

EntrainedMarkers
These are used to show unitsthat are still
ontrainsat theend of their turn.
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Example Markers
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Supply Point Markers
Every Headquarters has a corresponding
Supply Point Marker. These markersare
placed onaplayer'sSupply Track to show
how many Supply Pointsthe represented
Headquarterspossesses.

Strength Reduction Markers
These are used to show states of reduced
strengthin Ground Combat Units.

Victory PointM arkers
These are used to show accumulation of
Victory Pointsin certain scenarios.

Demor alization PointM ar ker s

These are used to show accumul ation of
Demoralization Points (DM) in certain
scenarios.

4. GameSet-Up

Prior to starting play, both playersneed to
set up their units on the map. The
locations of unitsto be placed onthemap
are given in the scenario specific
instructions.

5. Sequenceof Play

Play of the gameis segmented into turns.
Each month consists of a Special
Monthly Turn followed by 7 normal
turns. Eachturnis broken into a number
of phases. Players keep track of the
month, turn, and current phase on the
Scenario Turn Record Track (on map
border) using any unused counters.

Monthly Special Turn

Each month startswithaMonthly Special
Turn. This turn is broken into two
phases:

Trench Construction Completion
Phase

Both players replace construction
markers under their units with Trench
markers.

TrenchConstruction I nitiation Phase

Both players place construction markers
under their units to start Trench
construction.

Normal Turn

The Normal turn is broken into eight
phases. Thefirst four are conducted by
the Central Powersplayer, thelast four by
the Entente player. The player whose
phaseitisiscalledthePhasing Player.

ReinforcementArrival Phase

The Phasing Player places
reinforcements scheduled for the current
turn onto their placement hexes on the

map.
M ovement Phase

The Phasing Player may move any or all
of his units up to the limits of their
MovementAllowances.

Combat Phase

The Phasing Player may initiate combat
with any of his units that are adjacent to
enemy units.

Replacement / Recombination Phase
The Phasing Player may recombine units

or replace those that have been removed
fromthemap.

Record Keeping

At the end of the Entente Replacement /
Recombination Phase, the turn marker is
advanced to the next turn. If itisthe 7th
turn, the month marker isadvanced to the
next month, and the turn marker is
advanced to the Special Monthly Turn.

6. GroundM ovement

6-1 The Movement Allowance of a unit
isprinted onthecounter (seeFigurel).

6-2 A unit'sMovementAllowancecanbe
increased dueto Column Movement (see
Rule6-11).

6-3 During aplayer's Movement Phase,
the player may move any of his Ground
Combat Unitsand Headquarters Unitsup
to the limits of their Movement
Allowance.

6-4 A player may movethe unitsthat he
controls through the map hex grid one
unit at atime, or instacks.

6-5 Units moved in a stack must begin
movement in a particular hex, and end
their movement together in another hex.

6-6 A unit expends Movement Points
from its Movement Allowance for every
hexside that it crosses in moving from
one hex to another. The cost of doing so
is dependent on the terrain in the hexside
crossed (see Terrain Effects Chart), and
the presence of enemy Zones of Control
(seeZonesof Control Rules).

6-7 The Movement Point costs of
crossing a hexside are cumulative. (for
example:  Crossing a hexside that
contains a river, wooded rough terrain
and asingletrack Rail Linewould cost 4
Movement Points: 4 for the wooded
rough terrain, +1 for the river, -1 for the
Rail Line.)) Note that the benefit for the
Rail Line has nothing to do with Rail
Movement.

6-8 A unit may move freely into and out
of hexes containing other friendly units;
no additional Movement Points are
expended for doing so.

6-9 Movement Points may not be
accumulated from turn to turn, nor may
they betransferred between units.

6-10 Aunitmaymovenofartherduringa
Movement Phase than its Movement



Figure3

The German 8th Cavalry Division moves
from hex 2915 to 2815 across clear terrain.
This costs the unit 1 movement point. The
same unit continues to move, going from hex
2815 to 2716. In doing so, it moves across
woodsterrainand crossesariver. Thecostis
2 movement points for moving through the
woods and an additional movement point for
crossing the river. Since these 3 movement
points are expended after already moving
from 2915 to 2815 previously in the
Movement Phase, the unit has now expended
a total of 4 movement points. The unit
continues to move by going from hex 2716 to
2717. In doing so, it moves across broken
terrain and again crosses a river. |t costs 2
movement points to move from 2716 to 2717
(2 movement point for moving across broken
terrain and an additional movement point for
crossing the river). The unit has now
expended a total of 6 movement points in
following the path of thedotted linein moving
from 2915 to 2717 in the course of a single
Movement Phase.

Allowance permits. It may, however,
cross a least 1 hexside per Movement
Phase, even if it does not have enough
points in its Movement Allowance, so
long as doing so does not violate the
followingrestrictions:

1. Crossaprohibited hexside

OR

2. Do BOTH of the following at the
same time:

a) move directly from one enemy
controlled hex to another (See Zones of
Control Rule)

AND

b) movesacrossahexsidewhereit would
have to expend four or more movement
points to cross the terrain in the
hexside/hex.  Note that trench or
devastation markers count asterrain costs
for movement.

6-11 Ground Combat Units (except
Artillery units) may increase their
Movement Allowance by 50% (round
fractions down) so long as they do not
enter an enemy controlled hex (they may,

however, leave an enemy controlled
hex). This increase in the Movement
Allowanceis called Column Movement.
Units using Column Movement may not
move by rail or perform ColumnAttacks.

6-12 A unit may never enter a hex
containing an enemy Ground Combat
Unit unless the enemy units have a
combat strength of 0. Indoingsothezero
strength units are immediately destroyed
and removed from the map. Thereisno
additional Movement Point cost for
eliminating O strength enemy unitsinthis
manner.

7. RAILMOVEMENT

7-1 During a Movement Phase a player
may move someof hisunitsby railroad.

7-2 To move a unit by rail, a player
moves the unit into a hex containing an
Operativerail hex under his control (see
Rail Line Status Rules). The player then
declaresthat theunit will moveby rail.

7-3 In order to begin movement by rail,
the moving unit expends 1 Movement
Point in the hex containing the Operative
rail hex. This expenditure of a
Movement Point entrainstheunit.

7-4 Only German units may begin rail
movement in hexes which are in an
enemy Zone of Control. German units

that do so pay only the cost of entraining,
the DONOT pay additional coststo leave
theenemy Zoneof Control.

7-5 Infantry,Mountain, andM arineunits
expend one-tenth of a Movement Point
for every rail hexside crossed while
moving by rail. All other units expend
one-sixth of a Movement Point per
hexside crossed whilemoving by rail.

7-6 Unitsmay not enter hexes containing
enemy Zonesof Controlwhilemoving by
rail.

7-7 Units may stop moving by rail and
resume regular movement at any time.
Any unused fractions of a Movement
Point arelost whenthisisdone.

7-8 Only German or British units may
moveinto enemy Zones of Control inthe
sameturnthey have usedrail movement.

7-9 Only one unit (a single division or
equivalent, a Headquarter, or an artillery
unit) may move acrossaparticular single
track rail hexside by Rail Movementina
given Movement Phase (unless part of
the German Rail Network, see next rule).
Players will note, or use agreed upon
markers to show which single track Rail
Lines have been used during the
Movement Phase.

7-10 The German player may movetwo
units (up to two divisions or equivalents)
across a particular single track rail

The German 39th
Infantry Division

Figure4 Exampleof theUseof RailM ovement

moves during the
German Movement
Phase using a

combination of Rail
Movement and
Ground Movement.
The extent of the
German Rail Network
at the start of the
Movement Phase is

shown by the railhead markers in hexes 1615, 1816, and 2016. The 39th division begins its
movement by expending 1 Movement Point in hex 2015 so that it can begin using RailMovement. It
then expends 0.1 Movement Points for every hex that it then enters while moving along Operative
rail lines that belong to its Rail Network. So, the unit pays an additional 0.1 Movement points for
entering hex 1915 (cumulative total of 1.1) and incurs similar cost for entering hex 1815 and then
1716. The unit stops moving by rail in hex 1716. Up to that point it had expended 1.3 Movement
Points, but loses the unused fraction of a point, so it is considered to have expended 2 Movement
Points as it ceases Rail Movement. Note that the unit could not have entered hex 1615 by Rail
Movement as thishex isin an enemy Zone of Control (see Rule 10). The 39th Division then uses
Ground Movement to move from hex 1716 to 1616, expending an additional 2 Movement Points
(cumulative total of 4), 1 point for the broken terrain in the hexside crossed, and another point for
entering the Zone of Control oftheFrenchinfantry division (seeZonesofControl Rules).




hexside belonging to the German Rail
Network by Rail movement in a given
Movement Phase.

7-11 Units may not use acombination of
Rail and Column movement. Units may
do one or the other during aturn, but not
both.

7-12 Units may remain entrained at the
end of amovement phase. Suchunitsare
placed under an entrained marker.
Entrained units do not pay any additional
costs the next turn to resume rail
movement. Entrained unitshaveno zone
of control, and, if attacked, must
immediately detrain and counterattack
without beingmultipliedfor defense.

8. RAILCAPACITY

8-1 Each country has a stated Rail
Capacity. TheRail Capacity of acountry
is the maximum number of divisions
(and/or division equivalents) that can use
Rail Movement on that country's Rail
Network inaturn.

8-2 TheRail Capacity of each country is
given in the scenario parameters at the
endof therules.

8-3 A player may never conquer the Rail
Capacity of another country.

8-4 A unit moving by rail counts against
the Rail Capacity of each country it uses
rail movementin. Railmovement occurs
in every hex that is moved into or out of
whileusing RailM ovement.

8-5 A unit moving by rail through
conquered territory counts against the
Rail Capacity of the country that repaired
the Rail Line (example: German units
moving by rail alongrail linesinBelgium
that have been converted to the German
Rail Network by a German Engineer
unit).

8-6 Understrength units count the same
asfull strength unitsfor purposes of Rail

Capacity.

87 Ten Supply Points count as 1
divisionfor purposesof railmovement.

8-8 SiegeArtillery units, Engineer units,
Brigades, Regiments, and Headquarters
count as1 division each for Rail Capacity
purposes. Artillery units (non-Siege)
count as 2 divisons each for Rail

Figure5 An ExampleofRailNetworkRepair
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hexsides crossed). In doing so, the rail linesin these hexes become Operational and a part of the
German rail network. Railhead markers are now placed in hexes 1907 and 1908 to show the new

extent oftheGer manrail network.
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Capacity purposes. The Supply Pointsin
the possession of a Headquarters count
against rail capacity as well. Thus a
Headquarters with 20 Supply Points
counts as 3 divisions for Rail Capacity
purposes.

89 A country's Rail Capacity is
permanently lost when al cities of the
country have been occupied by enemy
units, or when the country surrenders.
When this happens, the remaining
Operative rail lines in the country are
transferred to the Rail Capacity of a
friendly (or formerly allied in the case of
surrender) adjacent country connected by
rail lines. If morethan one option exists,
then the choiceis madeby the player who
controlled the Rail Network whose Rail
Capacity islost.

9. RAIL LINE STATUS

9-1 In order to use Rail Movement in a
hex containing arail line, the rail linein
the hex must meet two requirements:

1. Therail linemust beOperative

2. Therail line must belong to a Rail
Network controlled by the moving

player.

9-2 All ral lines begin a scenario
Operativeunlessotherwisestated.

9-3 The rail line in a hex becomes
Inoperative whenever an enemy Infantry
type division (or multiple brigades)
entersthehex.

9-4 AnlInoperativerail lineisreturnedto
Operative status only by being repaired
by an Engineer unit.

9-5 Torepair an Inoperativerail lines, an
Engineer unit must begin the Movement
Phase in an Operative rail hex and move
from that hex along the same path as the
rail line(using normal, non-column, non-
rail movement). Any Inoperativerail line
thus entered is returned to Operative
status, but aspart of theRail Network that
the Engineer unit started its movement
from.

9-6 Engineer units may only return rail
lines to Operative status when they start
the Movement Phase in a hex containing
an Operative rail line that belongs to the
Rail Network of their nationality.

9-7 Engineer units exert no Zones of
Control (see Zones of Control Rules), do
not count for stacking purposes, and may
never voluntarily enter enemy Zones of
Control to repair rail lines (they may
enter enemy Zones of Control
otherwise).

9-8 Engineer units are eliminated
immediately if they area oneinahex that
contains no other friendly Ground
Combat Units, and an enemy Ground
Combat Unit entersthat hex.

9-9 Railhead markers are used to show
the extent of a country's Rail Network
(seeFigureb).



9-10 The Russian rail network used a
gauge (width between rails) different
than everybody else. To reflect the
difficulty of gauge conversion on the
eastern front, engineers can only convert
1 hex of rail line per EVEN numbered
turn during themonthsof M aytoOctober
(inclusive). Conversion in this sense is
the repair of an inoperative rail line that
was last part of a rail network using a
different gauge than the rail network
being extended.

911 Engineer units must expend their
entire movement allowance in a given
rail hex to convert that rail line to a
different gauge.

9-12 A ral network may only be
lengthened by 1 hex along any given rail
lineby rail gauge conversion on turnsthat
conversionisallowed.

9-13 Adoubletrack rail lineintrinsically
existsinevery urban hexside.

10.ZONESOFCONTROL

10-1 Thesix hexesthat areimmediately
adjacent to certain Ground Combat Units
(seeFigure6) are considered to bein that
unit's Zone of Control. Such hexes are
consideredto be controlled by that unit.

10-2 Only Infantry, Mountain, Marine,
and Cavalry units exert a Zone of
Control.

10-3 Replacement units (those with RPL
designation) do not exert a Zone of
Control.

Figure6
AUnit'sZoneof Control

The Zone of Control for the unit in hex 0910
extendsinto each of the shaded hexes.

Figure 7 An Example of
Moving Through an Enemy
Zoneof Control

The French Unit in hex 0910 exerts a Zone of
Control into each of the shaded hexes. The
German Infantry Division begins movement in
the German Movement Phase. |nmoving from
hex 1110 to hex 1010 it expends 2 Movement
Points: One Movement Point for moving
across a clear terrain hexside between the two
hexes and one additional Movemement Point
for entering the French unit'sZoneofControl.

The German unit continues to move and goes
from hex 1010 to hex 0911. In doing so it
expends 3 more Movement Points (for a
cumulative total of 5): One Movement Point
for moving across a clear terrain hexside
between the two hexes, another Movement
Point for leaving the French Zone of control in
hex 1010, and yet another Movemement Point
for entering the French unit's Zone of Control
that existsin 0911.

10-4 Zones of Control extend into hexes
occupied by other units, even those of the

enemy.

10-5 Zonesof Control of different units
may coexist inthesamehex.

10-6 Zones of Control do not extend
acrossseaor alpinehexsides.

10-7 Units must expend 1 extra
Movement Point to enter or to leave an
enemy controlled hex. Units thus must
expend 2 extra Movement Points (in
addition to terrain costs) to move directly
from 1 enemy controlled hex into
another.

11. STACKING

11-1 At the end of any phase, a player
may have no more than 6 divisionsin a
singlehex.

11-2 Reduced strengthdivisionscount as
if they were full strength divisions for
stacking purposes.

11-3 If therearemorethan 6 divisionsin
a hex at the end of a phase, the owning
player chooses which units in excess of
thelimit areto beeliminated.

11-4 Up to 3 Artillery units may be
stacked in the same hex. These 3
Artillery unitsarein ADDITION tothe 6
Divisions.

11-5 Fortresses, Engineer Regiments,
Headquarters, and any type of marker
counters do not count for stacking
purposes.

11-6 All other Regiments and Brigades
(except Artillery units as noted above)
count as half a divison for stacking
purposes.

11-7 Unitsof different typesand friendly
nationalities may stack together in the
same hex with no adverse effect, so long
as doing so is not specifically prohibited
by aspecia rule.

11-8 All unitsin astack under astrength
reduction marker are considered to be
modified by that strength reduction
marker. If thereis morethan onetype of
strength reduction marker in a hex, units
are considered to have their strength
modified by the marker first above them
inthestack.

11-9 Hexes containing less than 3 land
hexsides have reduced stacking limits.
Stacking limits are reduced by one third
for each for each non land hexside less
than 3 contained in the hex. So, if ahex
has only 2 land hexsides, its stacking
limit is reduced by one third (4 divisions
and 2 artillery units).

12. COMBAT

12-1 During the Combat Phase, the
player whose phase it is may attack
enemy units. An attack against the units
in a single hex, the resulting
counterattack, and the results of both the
attack and counterattack are together
considered to compriseasingle Combat

12-2 Theattacking player chooseswhich
enemy occupied hexesareto be attacked,
and in what order the Combats will be
resolved.

12-3 Each Combat is completely
resolved before the next Combat may
takeplace.



Figure8
Terrain I nfluence on Combat

If theunitin hex X were attacked by unitsin hexesB and C, the
defender could chose to have the attack influenced by the
terraininhexsidel, 2, 3,0r 4.

If theunit in hex X were attacked by unitsin hexesB and D, the
defender could chose to have the attack influenced by the
terraininhexsidel, 2, 3,4, or 5.

In the above examples, hexsides containing Ocean or Lakes
are instead considered to contain the other terrain shown in
the hexside. Also, a hexside's terrain cannot be used if that
hexsideisacrossaneutral country'sborder.

The terrain used to influence a Combat is
dependent on the hex being attacked, and which
hexesitisattacked from. If aunitinhex X wereto
be attacked only by units in hex B, the defender
could chose to have the attack influenced by the
terraininhexside1, 2, or 3.

12-4 A Ground Combat Unit can only
attack enemy unitsin adjacent hexes.

12-5 Ground Combat Units can only
attack across hexsides that they could
move across if no enemy units were
present. Units may never attack across
alpine, sea, or lakehexsides.

12-6 Asmany unitsthat are adjacent to a
single enemy occupied hex, and are
capable of attacking into it (see previous
paragraph) may participate in an attack
against that hex.

12-7 A single hex may only be attacked
onceper Combat Phase.

12-8 A unitisnever compelled to attack
or counterattack.

12-9 A unit may participatein combat as
an attacker only once per phase.

12-10 Different units stacked together in
the same hex may attack different enemy
occupied hexes, but each unit may il
only participatein oneattack per phase.

12-11 All unitsin a hex under attack
may counterattack.

12-12 Inorder toengagein combat at full
effectiveness, attacking and
counterattacking units must expend
Supply Points in accordance with the
Supply Rules (see later rules covering
Supply Points, Headquarters, and
Supply). Units may be full or partially
supplied. Units (or portions of units) not
supplied participatein combat at reduced
effectiveness.

12-13 The Combat Strengths of units
involved in a Combat are judged at the
instant of the Combat. A unit's strength
may be reduced due to strength
reduction, terrain (see Terrain Effects
Chart) or Supply Line length (see rules
covering Supply).

13. COMBAT
RESOLUTION
13-1 Each Combat (attack and

counterattack) is resolved on a Strength
Point basis using the Combat Results
Table(theCRT).

13-2 To determine the results of a
Combat, the attacking player first
calculates the number of Strength Points
that are attacking the hex in question.
This is done by counting the number of
Strength Points of the unitsinvolved less
any adjustments for Strength Reduction
markers, terrain, and Supply Line length
(seeSupply Rules).

13-3 The defender can choose which
type of terrain is to be used for purposes
of influencing the combat (both the attack
and the counterattack). The terrain type
can be chosen from that which exists in
the hexsides through which the hex is
being attacked, or any hexsideadjacent to
those through which the hex is being
attacked, except for hexsides containing
prohibited terrain or those that cross
neutral borders.(seeFigure8).

13-4 The defender can opt to use urban
terrain to influence the combat if the hex
under attack contains any single urban
terrain hexside AND a city center, OR if
the hex contains 2 or more urban terrain
hexsides.

13-5 IfAL Lattacking unitsare attacking
across hexsides containing rivers, then
the effects of rivers on combat are
combined with the effect of the terrain
chosen by the defender. Likewisg, if al
attacking units are attacking across
hexsides containing major rivers, then
the effects of major rivers on combat are
combined with the effect of the terrain
chosen by thedefender.

13-6 The type of terrain chosen by the
defender may adjust the strength of
attacking and or counterattacking units,
and/or influence the outcome of the
attack and/or the counterattack (see the
Terrain EffectsChart).

13-7 The attacking player expends
Supply Points for the attacking units
beforethe CRT is used (see Supply rules)
to determine the results of the attack.
Each particular unit may have Supply
Points expended for it by a single HQ
only. Different HQs can be used for the
expenditure for different units involved
intheattack.

13-8 The total number of adjusted
Strength Points involved in the attack is
the column of the CRT used to determine
theresultsof theattack.

13-9 The attacker rolls a single die to
determine the results of an attack. The
die roll is then reduced (if called for by
the Terrain Effects Chart) due to the
terrain chosen by the defender to
influencethecombat.

13-10 Thedieroll of the attacker may be
further reduced due to the presence of
trenches(see TrenchesRule).

13-11  All die roll adjustments are
cumulative.

13-12 Dierollsadjusted to belessthan-1
arestill consideredtobe-1.

13-13 The adjusted die roll of the
attacker iscross-indexed onthe CRT with
the column on the CRT equal to the
adjusted number of Strength Points used
in the attack. The number found on the
CRT by thiscross-indexing isthe number
of Strength Pointsthat the defender must
eliminatefromthe hex being attacked.

13-14 After theresultsof the attack have
been determined (but beforethe defender
actually eliminates any Strength Points),
the units in the hex under attack may
counterattack.

13-15 Thesame procedurethat wasused
To determine the results of an attack are
used to determine the results of the
counterattack, BUT the adjusted Strength
Point total of counterattacking units is
tripled (counterattacking Artillery units
are only doubled, see Artillery Rule).
This multiplication takes place after
supply and terrain adjustments have been
made for the counterattacking units. The



Figure9

An Example of Combat and Combat Resolution

The French player has XX B X Strength XX
the 88T and 87T [\ a><] =<l o =<
Infantry Divisions 8_5 1-4 /2 8_5
(Group A) in hex 2817.

These units are attacked

by the German units in _ _ xX_ @ B X
hexes 2816, 2917, and 2918 in a single Combat. To Y m|Z| 2|X|
resolve the combat, the German player first totalsthe 2 - 6 2 - 4
number of Srength Points he is attacking with. He

decidesNOTtohavetheCavalry Divisioninhex2917

participate in the attack. Therefore, he has 13

Srength Pointsin hex 2816, 2 Srength Pointsin hex Srength '\I%l
2917, and 5 Srength Pointsin hex 2918. Thushehas Z

a total of 20 Srength Points to conduct the attack. - 1 6- 5
The French player now decides which terrain isused

toinfluencethe combat. He may chosebetween clear,

woods, or rough terrain. Rough terrain is chosen. XX 0 | XX O
The German player now rolls a die. The number 3 !.;-
rolledisa 4. Thisisreduced by 3 due to the rough 4_4 4_4
terrain (see the Terrain Effects Chart). The adjusted

dieroll isthusa 1. On the 20 column of the Combat
Results Table, an adjusted die roll of 1 calls for the
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lossof2Strength Points.

Before the 2 Srength Points are eliminated, the French player counterattacks. The French
player first declares that he will not retreat. This means that the strengths of his units will be

multiplied by 3in determining their strength for counterattack purposes. The French player has
8 Srength Pointsin the hex attacked. He will use the 24 column on the Combat Results Table. s &
.

Herollsa4onthedie. Thisisincreased by 3 dueto theroughterrain. Onthe 24 column of the
Combat Results Table, an adjusted dieroll of 7 callsfor theloss of 6 Srength Points. Theresults
of the Combat are therefore that the French player must eliminate 2 Srength Points from the

unitsin hex 2817, while the German player must eliminate 6 Srength Points from the German

unitsthat participatedin theattack.

The French player satisfieshisloss requirementsby flipping both divisionsin 2817 over to their

backside (each division now has a strength of 3). The German player must satisfy the first 3 4
points of his loss requirements by flipping over the full strength division in 2816, and the full f
strength brigade in hex 2917 (the division's strength is reduced from 8 to 6, while the brigade's
strength isreduced from2to 1). He now eliminates the additional 3 points by placing the just
reduced divisioninhex2816under thel/2strengthmarker alr eadyinthe stacki nthathex.

NOTE - This example assumes that all units involved in this combat are fully supplied. Please g
see the rules governing Supply Points, Headquarters, and Supply for explination of supply '

requirements.
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die roll for the counterattack may be
increased due to theterrain chosen by the
defender to influence the combat (seethe
Terrain EffectsChart).

13-16 Die rolls adjusted to be greater
than8arestill consideredto be8.

13-17 The number found on the CRT to
be the result of the counterattack is the
number of Strength Points that the
attacker will haveto eliminate.

13-18 Only unitsthat participated in the
attack may be reduced or eliminated to
reflect the effect of the counterattack.

13-19 Ifmorethan 50 Strength Pointsare
involved in an attack or counterattack,
add the result of the 50 column of the
CRT (multiplied by the number of
multiplesof 50involved) and theresult of
the remainder column, using the same

adjusted die roll row. (Example: 135
attacking Strength Points would cause
the defender to have to eliminate a
number of Strength Points equal to twice
theresult of the 50 column plusthe result
of the 35 column)

13-20 Lossesaretaken by unitsinvolved
in asingle Combat only after the results
of both the attack and counterattack have
been determined. The attacker then will
takelossesfirst.

13-21 Strength Points can be eliminated
in a number of ways. A unit can be
removed from the map and placed in the
destroyed pile. A unit may be flipped
over to its backside (which shows a
reduced strength). Strength reduction
markers (-1 or 1/2) may also beplaced on
top of units (front or backside) to show
reduced combat strength.

13-22 When the -1 strength reduction
marker isused, thecombat strength of the
unit as shown by the counter is reduced
by 1. When the 1/2 strength reduction
marker isused, the strength shown by the
counter ishalved (round fractions down).

13-23 If theexact lossescan't betaken by
eliminating units, flipping them over, or
by using strength reduction markers, it
may be necessary for a player to
eliminate more Strength Points than
required by the CRT.

13-24 Strength Points are eliminated
according to the following priority:
Attacking Cavalry, Infantry (Marine and
Mountain are also considered infantry),
Defending Cavdry, Artillery, Fortress,
Headquarter. All the Strength Points of
one type must be eliminated before
Strength Points of another type can be
eliminated.



Figure 10 Examples of Retreat

Let's say that the

French unit in hex
1609 is attacked by b
adjacent German 1509 -4
units and it elects to

retreat.  Supply was 199
expended for this unit

by the 5th Army 1310
Headquarter. It

cannot retreat into hex

1610 because this hex vl
is in the Zone of gt\“\“
Control of the German 1311 \"

unit in hex 1710, and AY

no unit friendly to the

French player is iond Y
currently occupying

hex 1610. The unit 1312
thus has 2 viable
retreat options, hex
1509 or hex 1510.
Retreating to hex 1509 s
would be retreating 1313 s
into a hex that isenemy P
controlled, but 1413
occupied by a friendly
unit, and would be
closer to the
Headquarter

expending supply for

the retreating unit.

@-4

~ ( 1412
7”7 AN -’

1314

Retreating to hex 1510 would beretreating into a hex that is not in an enemy Zone of Control, and
theunit woul dberetreating to a hex thati sthesamedi stancefr omthesupplying Headquar ter asthe
hex it is retreating from. Therefore, according to retreat destination priorities, the unit would

retreattohex1510.

According the the retreat destination priorities, if the French unit in hex 1611 ( supplied by
Headquarter in hex 1411) were attacked and it chosetoretreat, it would have the option of going to

either hex 15110r1512(Priority #1).

I1f theFrench unitin hex 1713 ( supplied by Headquarter in hex 1411) were attacked and it chose to
retreat, it would haveto retreat to hex 1613 (Priority #1, NOTE - no valid supply route through hex

1612, seeruleson Supply)

1
|
-
1R
@
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1513 1713, 4
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13-25 All unitsof onetypeinvolvedina
combat must be reduced to the strengths
shown on the backside of their counters
before any unit of that type can be further
reduced.

13-26 Themostadieroll can be adjusted
inany combat is+4 or -4.

13-27 A bloodier CRT is used starting
with thefirst turn of January 1917. This
CRTislabeled“1917and Later”.

14. RETREAT

14-1 In order to reduce losses, the
defender inacombatmayopttoretreatal |
Ground Combat Unitsfrom the hex being

attacked.

14-2 Thedefender declares hisintention
to retreat after the results of the attack
have been determined, but before the
results of the counterattack are
determined.

14-3 By retreating, the number of
Strength Points that the defender must
eliminate are reduced by 1/3 (round
fractionsto the nearest whole number).

14-4 All Ground Combat Unitsin a hex
under attack are required to retreat if the
result of the attack would require the
defender to eliminate a number of
Strength Points equal to at least half the
Strength Point total (unadjusted for
supply or terrain) of all infantry type

(infantry, mountain, assault, marine,
bicycle), cavary, and fortress unitsin the
hex. Therearetwo exceptionstothis:

1. Units are never required to retreat
from a hex that contains a city (the city
center, not just an urban hexside) or a
port, or if urban terrain is chosen by the
defender toinfluencethe combat.

2. Ground Combat Unitsinthe same hex
as a Fortress are never forced to retreat.
However, such units may do so. If they
do retreat, the losses the defender must
take are reduced, but the defender must
thentakeall losseswithFortress Strength
Pointsfirst.

14-5 The defender eliminates Strength
Points before any units are actualy
retreated on the map. Note that both the
elimination of Strength Points and the
retreat movement of units happen after
the results of the counterattack have been
determined.

14-6 In retreating, the defender moves
units from the hex they occupy into an
adjacent hex. Different defending units
may retreat into different hexes, if
allowed by theretreat prioritiesexplained
inrule14-8.

14-7 The hex a unit retreats to is
influenced by which Headquarters has
expended Supply Points for the unit (see
Supply rules). If no Supply Points are
expended, then the unit's retreat is
influenced by the nearest Headquarters
that could have expended Supply Points
forit.

14-8 Retreating units must move into
hexes according to the following
priorities:

1. A hex that is not enemy controlled and
is closer (in terms of Movement Points
from the hex to the supplying
Headquartersby avalid supply route, see
Supply rules) to the supplying
Headquarters than the hex they are
retreating from.

2. A hex that is not enemy controlled and
is the same distance (in terms of
Movement Points from the hex to the
supplying Headquartersby avalid supply
route, see Supply rules) to the supplying
Headquarters as the hex they are
retreating from.

3. A hex that is enemy controlled, but is
occupied by friendly Ground Combat
Units, and is closer (in terms of
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Movement Points from the hex to the
supplying Headquartersby avalid supply
route, see Supply rules) to the supplying
Headquarters than the hex they are
retreating from.

4. A hex that is enemy controlled, but is
occupied by friendly Ground Combat
Units, and is the same distance (in terms
of Movement Points from the hex to the
supplying Headquartersby avalid supply
route, see Supply rules) to the supplying
Headquarters as the hex they are
retreating from.

5. A hex that is not enemy controlled and
is farther (in terms of Movement Points
from the hex to the supplying
Headquartersby avalid supply route, see
Supply rules) to the supplying
Headquarters than the hex they are
retreating from.

6. A hex that is enemy controlled, but is
occupied by friendly Ground Combat
Units, and is farther (in terms of
Movement Points from the hex to the
supplying Headquartersby avalid supply
route, see Supply rules) to the supplying
Headquarters than the hex they are
retreating from.

14-9 Unitsmaynotretreatinviol ationof
stacking limits(see Stacking Rule).

14-10 A retreating unit may only retreat
into a hex of alower priority if it cannot
retreat into ahex that meetsthe criteriaof
ahigher priority retreat destination.

14-11 Retreating unitsmay never retreat
into enemy controlled hexes that are not
occupied by a friendly Ground Combat
Unit. Units may never retreat across sea
or apine hexsides, nor into neutral
countries.

14-12  Units that retreat have their
adjusted Strength Point total multiplied
by 2 instead of 3 for determining the
results of counterattack. Note that since
fortresses never retreat, their strength is
always multiplied by 3 for counterattack
purposes.

14-13 If a unit is forced to retreat, but
cannot do so, itiseliminated. Yetitistill
assumed to have retreated for
counterattack purposes.

14-14 Shouldaunit retreat into afriendly
occupied hex which is subsequently

attacked during the same phase, the
previously retreated units may not
participatein the counterattack or be used
to meet Strength Point 1oss requirements
of the new attack. They may retreat again
if asaresult of combat inthe new hex, the
defender opts (or isforced) toretreat.

14-15 Units cannot retreat normally into
hexesthey could not move into using the
1 hex per turn minimum move.
Retreating into such ahex isthe absolute
last option for cavalry and infantry type
(infantry, mountain, marine, and assault)
units, all other types of units are
eliminatedif forcedtodoso. Acavalry or
infantry type unit forced to make such a
retreat is reduced by half (round
eliminated fractionsup).

14-16 Previoudly retreated unitsin ahex
arenot used in calculating when retreat is
mandatory. (Example: Six strength
points retreat into a hex containing four
strength points, and no trench marker.
The hex is attacked later the same turn.
The result calls for a two strength point
defender loss. Since this is half of the
four strength points, all of the unitsinthe
hex would havetoretreat).

14-17 Units able to use mountain or
alpinedefensiveterrainin ahex are never
forced to retreat unless surrounded (See
rulesection 20).

15. ADVANCEAFTER
COMBAT

15-1 When the defending unitsinvolved
in a Combat retreat, attacking units have
the option of moving into the vacated
hex.

15-2 No more units may move into the
vacated hex than are alowed by the
stackingrules.

15-3 Artillery unitsmay not advanceinto
ahex vacated astheresult of retreat.

15-4 The first unit to advance after
combat must be the unit with the lowest
number of Strength Points (determined
after Strength Point reductions dueto the
Combat). No unit can advance after
combat into a vacated hex until al units
of lower strength (that participated in the

attack) havedoneso.

16. COLUMNATTACK

16-1 A Column Attack is a Combat that
takes place during the Movement Phase.
Only units belonging to the player whose
Movement Phase it is may conduct
Column Attacks. Such units may still
attack during the Combat Phase.

16-2 ColumnAttacks may beinitiated at
any timeduring theM ovement Phase.

16-3 Thereis no additional Movement
Point cost for moving unitsto participate
inaColumnAttack.

16-4 Ground Combat Units (except
Artillery) that are moved as a stack
during aMovement Phase may performa
Column Attack when they cease
movement (or declare that they will not
moveat al during theM ovement Phase).

16-5 Any given Ground Combat Unit (or
stack of units) may only perform one
Column Attack per friendly Movement
Phase.

16-6 A particular hex may be attacked
any number of times during a given
Movement Phase by Ground Combat
Unitsperforming ColumnAttacks.

16-7 A particular unit or stack of units
may be attacked any number of times
during a given Movement Phase by
Ground Combat Units performing
ColumnAttacks.

16-8 Strength isdetermined and Supply
is expended (note that players may elect
tonot supply units or to only supply units
partially) for both the attacking units and
defending units at the instant of combat
(defender expends supply only after the
attacker declareshissupply expenditure).
The Combat isthen resolved according to
the Combat rules with the following
exceptions: The defender's required
lossesare halved (round fractions down),
the attacker's required |osses are doubled
(roundfractionsup).

16-9 Units attacked by Column Attack
may retreat. Theunitsthat conducted the
Column Attack would then be able to
advanceinto the vacated hex. In so doing,
no additional Movement Points are
expended.

16-10 A Column Attack may never take
place across an ocean, lake, apine,
mountain, wooded rough, or major river



hexside.

17. SUPPLYPOINTS

17-1  Supply Points represent the
ammunition used by Ground Combat
Units.

17-2 A Supply Point is always
considered to be owned by a specific
country.  Supply Points belong to the
country of the Headquarters that possess
them, or that receive them as
reinforcements.

17-3 Supply Points are possessed and
transported by Headquarters (see
Headquarters Rule). Headquarters may
only possess Supply Points of the same
nationality.

17-4 Thenumber of Supply Pointsthat a
Headquarter possessesiskept track of on
the Supply Track. Each Headquarters
hasits own specific supply marker. This
marker is moved on the Supply Track to
reflect the expenditure or receipt of
Supply Points by that specific
Headquarters. If a Headquarters
possesses more than 50 Supply Points,
the supply marker is flipped over to its
"+50" sideonthetrack. NoHeadquarters
may possess more than 100 Supply
Pointsat any giventime.

18. HEADQUARTERS

18-1 Headquarters enable Ground
Combat Units of the same nationality to
attack and counterattack at full
effectiveness by expending Supply
Points.

18-2  Headquarters have a combat
strength of 1 for defense purposes only.
This Strength Point isused only if the hex
the Headquarters occupies is attacked,
and is only used for counterattack
calculations.

18-3 Should a Headquarters be
destroyed, all of the Supply Pointsin its
possession areeliminated.

18-4 Each Headquarters has a
corresponding Supply Point Marker that
isused on the supply track. This marker
ismoved onthe Supply Track to show the
number of Supply Points in the
Headquarters possession.

18-5 Players move the Supply Point
Markers on thetrack to show the receipt,
expenditure, or transfer of Supply Points

by each Headquarters that they control.
The backside of the Supply PointM arker
is used whenever a Headquarters
contains more than 50 Supply Points. A
single Headquarters may never possess
morethan 100 Supply Paints.

18-6 Thereisaseparate Supply Track for
each player. Players are not allowed to
view other player's Supply Tracksduring
the course of thegame.

18-7 Headquartersdo not exert aZone of
Control.

18-8 Headquarters may only enter a hex
containing atrench or devastation marker
if there is an Operative Rail Line in the
hex.

18-9 A Headquarters (not including the
Supply Points it may posses) counts as 1
divison against Rail Capacity when
moving by rail. Each 10 or fraction of 10
Supply Points in the Headquarter's
possession also counts as a division
against Rail Capacity when the
Headquarters moves by rail (example - a
Headquarters possessing 42 Supply
Pointsthatmovesbyrailwoul dcountasé
divisionsfor Rail Capacity purposes).

18-10 Headqguarters do not count for
stacking purposes.

18-11 Headquarters may only possess
Supply Pointsof the samenationality.

18-12 Headquarters that do not move
during a friendly Movement Phase may
send and or receive Supply Points. A
single Headquarters may send and or
receive up to 10 Supply Points during a
Movement Phase. This total includes
both Supply Points received and Supply
Points sent. Thus a Headquarters can
both send and receive Supply Points
duringthesameturn. Transfer may beby
rail or overland.

18-13 To be able to transfer Supply
Points by Rail, both Headquarters
involved must occupy hexes containing
Operative Rail Lines. These Operative
Rail Lines must in turn be connected to
each other by a path of connected
Operativerail hexesthat isno longer than
30 hexeslong. This path cannot contain
an Operativerail hex that isin an enemy
Zone of Control and not occupied by a
friendly combat unit.

18-14 Therail transfer of Supply Points
cantake placeif the above conditionsare

met. The transfer is accomplished by
adjusting the number of Supply Pointsin
each Headquartersonthe Supply Track.

18-15 Therail transfer of Supply Points
counts against Rail Capacity. Every 10
or fraction of 10 Supply Points
transferred by rail counts as 1 division
using Rail Movement. Each transfer
counts separately against the use of Rail

Capacity.

18-16 To be able to transfer Supply
Points overland, both Headquarters
involved must be within 4 hexes of each
other. The controlling player must be
able to trace a path from the sending
Headquarters to the receiving
Headquarters that is 4 hexes or less in
length and meetsthefollowing additional
criteria:

1. The path may not betraced through any
enemy occupied hexes.

2. Thepath may not betraced through any
hexesin enemy Zones of Control that are
not occupied by friendly Ground Combat
Units.

3. Thepath may not betraced through any
hexsides containing sea, lake, alpine, or
mountainterrain.

4. 1f afriendly infantry unit wereto move
along the path (from the sending
Headquarters to the receiving
Headquarters), the path may not be more
than4 Movement Pointsinlength.

18-17 The overland transfer of Supply
Points can take place if the above
conditions are met. The transfer is
accomplished by adjusting the number of
Supply Points in each Headquarters on
the Supply Track.

18-18 If a player desires, some Supply
Points may be transferred by rail, while
othersmaybetransferred overland.

18-19 Refer tothe scenario specificrules
for information on the transfer of Supply
Points between Headquarters of different
nationalities.

18-20 Headquarters may expend Supply
Points for units a any time during the
game. Headquarters need not complete
mobhilization prior to expending Supply
Points.

18-21 Headquarters can not retreat. |If
forced to do so, they are eliminated

1
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Figure 11 Examplesof Supply

The German units in
hexes 1712 and 1812

inthecombat becauseit iscounterattacking.

Examplel
The German units in / @
hexes 1608, 1709, and = ~
1710 are attacking the . 6-4 ‘l ch>8 i ®
French unit in hex . | Y 1
1609. Al of the 1309 " |\ 150 0-5,/ 11
German units involved ) R
in the attack will have 7 y><| 09 2] hies
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expended for them by gﬁ b "
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Headquarter in hex 1 IS
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Example2

are attacking the French unitinhex 1713. All of the German unitsinvolved in the attack will have
Supply Points expended for them by the German 2nd Army Headquarter in hex 1809. Therearea
total of 19 German Strength Pointsinvolved in theattack, so the 2ndArmyHeadquarter would have
to expend 3 Supply Points (Onefor each 8 or fraction of 8 Srength Pointsinvolved). The unitin
1712 hasasupply line that is5 Movement Pointsin length (from 1712 to 1711 to 1710to 1809). It
therefore hasiits strength reduced by 1 in determining the total of Srength Points attacking. The
unitsin 1812 have supply linesthat are 6 Movement Pointsin length (from 1812 to 1811 to 1810to
1809). Therefore each unit in that hex has its strength reduced by 2 in determining the total of
Srength Points attacking.  Thus the German player would use the 14 column of the CRT (4 from
hex 1712, 7+ 3fromhex1812). Notethat thereductionin strength dueto Supply Linelength does
NOT influence the number of Supply Pointsthat must be expended. The French player would have
toexpend 2 supply pointsfor theunit in 1713 to counterattack usingitsful | strength (Onefor every 3
or fraction of 3 Srength Points involved). While this French unit has a supply line that is 6
Movement Pointsin length (from 1713 to 1613 to 1513 to 1412 to 1411), itsstrength isnot reduced

instead.
19. SUPPLY

19-1 For aGround Combat Unit to attack
at full strength (or counterattack
effectively), itmustbesupplied.

19-2 Ground Combat Units (except
Artillery and Cavalry units, which are
covered by special rules, see below) are
considered to be supplied for attack when
a Headquarters expends the required
number of Supply Points. Theamount of
Supply Points to be expended is
dependent on the total of Strength Points
involved in the attack and nationality.
See the scenario specific instructions for
information on how many Strength
Points of agiven nationality are supplied
for attack by the expenditure of asingle

Supply Point.

19-3 Ground Combat Units (except
Artillery and Cavalry units, see Artillery
and Cavalry Rules) are considered to be
supplied for counterattack when a
Headquarters expends the required
number of Supply Points. Theamount of
Supply Points to be expended is
dependent on the total of Strength Points
involved in the counterattack and
nationality. See the scenario specific
instructions for information on how
many Strength Points of a given
nationality are supplied for counterattack
by the expenditure of a single Supply
Point.

19-4 Supply Points are expended for all
units participating inaCombat (attacking

and counterattacking) before Combat
Resolution begins. The defender
determines supply expenditure only after
theattacker hasexpended supply.

19-5 There must be a Supply Line
between the Headquarters expending the
Supply Point and the unit(s) for which it
isexpended.

19-6 A Supply Line is a path of
connected hexes from the hex occupied
by the unit(s) to be supplied to the hex
occupied by the Headquarters that
expendsthe Supply Point(s).

19-7 A player may choose which of his
Headquarters will expend Supply Points
for any particular unit.  Headquarters
can only expend Supply Points for units
of their own nationality. Seethe Scenario
Rulesfor exceptionstothisrule.

19-8 A Supply Line may not be traced
into any hex that isoccupied by an enemy
unit, or is in an enemy Zone of Control
and not occupied by a friendly Ground
Combat Unit. A Supply Line may not be
traced acrosssea, lake or alpinehexsides.

19-9 The length of a Supply Line is
caculated in terms of the Movement
Points it would take to move along the
Supply Line by norma movement (not
counting enemy ZOC costs) from the hex
occupied by the unit to that occupied by
theHeadquarter.

19-10 If thelength of the Supply Linefor
an attacking unit is greater than 4
Movement Points, the strength of the unit
is reduced by 1 for every Movement
Point over 4 in the length of the Supply
Line. This strength reduction is in
addition to any strength reduction of the
unit due to losses, and is put into effect
before any terrain effects are applied.
(See 47-3 on Winter Weather for
exceptions).

19-11 A unit's strength is never reduced
due to Supply Line length if it is
counterattacking. (See 47-2 on Winter
Weather for exceptions).

19-12  Supply Points expended for
counterattacking units must be expended
by the nearest Headquarter that can do so.

19-13  Units (except Artillery) may
always use at least 1/2 (round fractions
down) of their combat strength to attack
or counterattack. This may be done at
any time, and regardless of Supply Line
length or Supply Point availability. Units



using this 1/2 strength option do not have
Supply Points expended for them. Note
that unsupplied units may still perform
column attacks, but would do so a
quarter strength.

19-14 All defending units in a Combat
need not counterattack at full strength.
Only those unitsfor which Supply Points
are expended counterattack at full
strength. The defending units for which
no supply points are expended
counterattack at half strength. Note that
the halved strength of unsupplied
counterattacking units is still tripled for
calculating the results of the
counterattack (see rules on Combat
Resolution).

19-15 Units do not have their attack
strengths reduced due to supply line
length (as per 19-10) if the Headquarters
supplying theunit isin an adjacent hex.

19-16 Artillery unitsin ahex adjacent to
their supplying Headquarter may attack
no matter what the movement point cost
between thetwo hexes.

20.. SURROUNDED
UNITSand SURRENDER

20-1  Any unit is considered to be
surrounded when it can not trace aline of
communication of any length to a
friendly map edge or friendly country
interior. A line of communication is a
line of hexes from the unit to the
destination unbroken by enemy ground
combat units and enemy zonesof control
(unless the hex is occupied by friendly
ground combat units).

20-2 Surrounded units may attempt to
‘Break Out’ by attacking. If unsupplied,
such units attack at one quarter strength
(roundto nearest wholenumber).

20-3 For unsupplied surrounded unitsto
make such an attack, one strength point
per division ( of any strength) involved in
the attack is eliminated. One such
strength point is eliminated for every two
brigades or regiments involved in the
attack. This strength point is eliminated
prior to any strength point calculations
for determining the results of the attack.

20-4 Any lossesincurred by surrounded
units are considered to have surrendered.
If aunit is removed from the map dueto

losing its last remaining strength points
while surrounded, the entire unit is
considered to have surrendered. Thisis
true even if the so eliminated surrounded
units are able to advance after combat
into a hex so that they again have avalid
lineof communicationtotherear.

20-5 An attack by surrounded units may
be made in combination with regularly
supplied units. In this case, al of the
strength point losses required by the
attacker may be taken by the surrounded
units.

20-6 Surrounded units that are removed
fromthemap arelost dueto surrender and
may not berebuilt by replacements.

20-7 Surrounded units are required to
retreat if the losses called for by the CRT
are greater than or equal to one quarter of
the strength in the hex attacked (round
fractions to the nearest whole number,
round halvesinthedefendersfavor). The
retreat of surrounded units may bein any
direction, so long as the destination is
chosen in accordance to the priorities
outlined in rule 14-8, without regard to
distancetofriendly Headquarters.

20-8 Units required to retreat while
surrounded that cannot do so areremoved
from the map and are considered to have
surrendered.

20-9 Unitsin the same hex as afortress
arenot considered to be surrounded.

20-10 Surrounded units may not retreat
from enemy ZOC to enemy ZOC. If
forced to do so, units may only retreat
into a hex containing a friendly fortress.
Otherwise, theunitisforcedto surrender.

20-11 Surrounded units must expend
supply points for defensive purposes
fromthe nearestH Qi nthesame" pocket”
if such supply pointsexist.

20-12 Surrounded units do not receive
thedefensive benefitsof Trenchmarkers.

20-13 Units of al countries except
Germany and Great Britain, if
surrounded in a one hex “pocket” that
does not contain afortress, are destroyed
and removed from the map if they are
isolated for athefull friendly portion of a
gameturn. German and British unitsare
so removed after 3 friendly game turns.
Unitsareremoved prior to the start of the

next enemymovement phase.

21. FORTRESSES

21-1 Fortresses areimmobile; they may
never move, retreat, or beforcedto do so.

21-2 Fortresses neither exert a Zone of
Control nor negate enemy Zones of
Control in the hex they occupy. Units
may, however, trace Supply Lines
through hexesin enemy Zones of Control
that are occupied only by friendly
Fortresses.

21-3 Fortresses may never attack; their
Strength Points are used in
counterattacks only (at which time their
strength is tripled, just as other
counterattacking units).

21-4 Fortresses always counterattack at
full strength. They do not need a Supply
Line nor are Supply Points expended for
them byHeadquarters.

21-5 Unitsin the same hex as a Fortress
are never forced to retreat. If they do
choose to retreat, the priority of Strength
Point elimination is changed so that
fortress Strength Points are eliminated
first. Also, thereductioninthenumber of
Strength Points to be eliminated due to
retreat would be applied only to the
number of Strength Points remaining to
be eliminated after all fortress Strength
Pointsareeliminated.

EXAMPLE: Two 4-4 divisionsarein the
same hex as a 3 Strength Point fortress.
They are attacked and the results of the
attack call for the eimination of 10
Strength Points. The defending player
chooses to retreat the two 4-4 divisions.
The fortress would be completely
eliminated first. This would leave 7
Strength Points to be eliminated. This
would be reduced by 1/3 due to the
retreat. Thus the defender would only
have to eliminate a total of 5 Strength
Pointsfromthetworetreating divisions.

21-6 Fortressesdo not count for stacking
purposes.

21-7 A player may use any Fortress
markers of the appropriate nationality he
has available in order to show a Fortress
reduced strength.

21-8 A player may voluntarily abandon a
friendly fortress during his Movement
Phase. This is done by removing the
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fortressfromthemap.

22. TRENCHES

22-1 Trenches may be constructed by
Infantry, Mountain, Assault, or Marine
units in the hexes that they occupy. To
begin construction a construction marker
is placed underneath the unit in the
Trench Construction Initiation Phase of
theMonthly Specia Turn.

22-2 Construction markers may not be
moved from the hex in which they are
placed.

22-3 If a construction marker is ever
found (at any instant) to be in a hex not
occupied by a unit capable of trench
construction, that marker isimmediately
removed from the map (for example, an
Infantry unit retreats from a hex
containing a construction marker. The
construction marker is removed before
theadvanceafter combat takesplace.).

22-4 During the Trench Construction
Completion Phase of the Monthly
Specia Turn, any construction marker on
themapi srepl aced by atrench marker.

22-5 A trench marker adds 2 to the
Movement Point cost of entering the hex
that it occupies.

22-6 A trench marker reducesthedieroll
of attacksagainst thehex it occupiesby 2.
There is no corresponding counterattack
dieroll adjustment.

22-7 Unitsin the same hex as a trench
marker are only required to retreat when
the defender's required Strength Point
loss equals or exceeds the total strength
of thedefending units.

22-8 At the beginning of the 1st turn of
April 1915, trenches not in an enemy
zone of control are removed from the
map. From this point in time forward,
trenches may only be constructed in
hexes containing an enemy Zone of
Control. Should a construction marker
be located in a hex not containing an
enemy Zone of Control at the start of any
friendly movement phase, that marker is
removed.

22-9 Units cannot construct trenchesin
hexeswhere either Mountain or Marshis
the only terrain between their hex and
hex(es) occupied by enemy units.
Neither trenches nor devastation markers
can exist in mountain or marsh hexsides
and would not be included in the
movement point costs of crossing such

hexsides.

22-10 Beginning with the 1st turn of
April 1915, trenches are not destroyed
completely by retreat and advance after
combat. Should a hex with a trench
marker be entered by enemy combat units
as a result of advance after combat, the
trench marker is replaced with a
devastation marker (use either a
‘devastated’ counter or a trench
construction marker with the figure
inverted).

22-11 Beginning with the 1st turn of
April 1915, trench markers not in a hex
containing an enemy Zone of Control,
and not adjacent to enemy fortresses, are
replaced with devastation markers.

22-12 Beginning with the 1st turn of
April 1915, trenchesin an enemy zone of
control are not removed due to the hex
being vacant. Should such a hex with a
trench marker be occupied later by forces
hostile to those that built it, the trench
marker is replaced with a devastation
marker.

22-13 Devastation markers add two to
the movement point cost of entering the
hex the marker occupies. There is no
defensivebenefit.

22-14 A devastation marker is replaced
by a trench marker whenever trench
construction is completed in the same
hex.

22-15 The movement point costs of
trenches and devastation markers is
included in calculating the length of
supply linesand in determining if the hex
can be entered by a unit using the 1 hex
per turn minimummoverule.

22-16 Armies quickly learned how to
construct simple defensive works in
difficult terrain. The effect is stiffened
defense in areas with good defensive
terrain.  During 1915, units are not
required to retreat unlesslossescalled for
are greater than or equal to the total of
defending strength points when utilizing
defensive terrain giving them a -3 or
better defensive die roll adjustment.
From 1916 on, units get the same benefit
when utilizing defensive terrain giving
them a -2 or better defensive die roll
adjustment (This rule may be overruled
by the use Assault units, see rules 85-9
and 85-10).

22-17 During 1915 (only), the effect of
trench markers or rule 22-16 can be
negated by overwhelming artillery fire.

If both the number of siege artillery
batteries AND the number of regular
artillery batteries brought to bear in an
attack are BOTH greater than or equal to
the number of defending divisionsin the
hex under attack, the trench marker and
rule 22-16 are negated. (Example: There
aretwo divisionsin atrench. Thehexis
attacked by units including 3 artillery
units and 2 siege artillery units. The
trench marker has no effect). This rule
DOESNOTapplytotheWesternFront.

22-18 Trench markersandrule22-16 are
negated if the unit is attacked from both
front and rear. A hex under attack from
opposite sides must have friendly ground
combat units in a least two adjacent
hexes, that are al so adjacent to each other,
to receive the benefit of Trenchesor rule
22-16. Refer tofigure 8. If hex ‘X’ is
under attack from opposite sides, say
from ‘E’ and ‘B’, then it must have
friendly unitsin both hexes‘A’and‘F , or
in both hexes ‘C’ and 'D’, to receive the
benefit of atrench marker or rule 22-16 .
A unit attacked from three opposite
directions(A, E, & C; or F, B, & D) never
receives the benefit of atrench marker or
rule22-16.

23. ARTILLERY UNITS

23-1 Units with Unit Type Symbols of
Artillery and Siege Artillery are
consideredto beArtillery Units.

23-2  Siege Artillery Units never
participateinacounterattack.

23-3 Upto3Artillery units(battalionsor
regiments) may be stacked in the same
hex. These 3 Artillery units are in
ADDITION tothe6 Divisionsallowedin
thehex by thestacking rules.

23-4 Artillery units may neither attack
nor counterattack if their Supply Lineis
longer than4 Movement Points.

23-5 Artillery units counterattack at
double (not triple) their combat strength.
They may not counterattack at all if they
opttoretreat.

23-6 Artillery Unitsare considered to be
suppliedfor attack or counterattack when
a Headquarters expends the required
number of Supply Points. Theamount of
Supply Points to be expended is
dependent on the total of Artillery
Strength Points involved in the combat



Figure 12 Example Use of Artillery

It is the German Combat Phase.
The German Player decides to
attack the Belgian fortressin hex
2107 with the Artillery Units in
adjacent hexes. He has a 4
Srength Point Artillery unit in
hex 2106, a 3 Srength Point
Artillery unit in hex 2108, and
two 8 Srength Point Artillery
units (one in hex 2206 and
another in hex 2207). For the
total 23 Artillery Srength Points,
the German player expends 8
Supply Points from the 1st Army
Headquarter (One Supply Point
for every 3 or fraction of 3
Artillery Srrength Points). The
attack would be resolved using

the 46 column of the CRT due to rule 23-11 (the number of infantry unitsin the fortress hex isless
than the number of hexsidesthrough which artillery unitsareattacking it). Also, theattackismade
witha+4addedtothedieroll duetorule23-10 (sinceartillery unitsareattacking thehex through 4
different hexsides) . Sinceonly Artillery unitsare attacking, and there are no Artillery unitsin the
hex being attacked, thereisno counterattack. NOTE - Had the German player attacked thefortress
with a combination of Infantry and Artillery units, the Belgian fortress would counterattack. The
Belgianplayerwoul d not haveto expend any supply points. Thefortresswould counterattackwitha

strengthof108(36times3).

and nationality. Seethe scenario specific
instructions for information on how
many Artillery Strength Pointsof agiven
nationality are supplied for a combat by
theexpenditureof asingle Supply Point.

23-7 *“Artillery Only” attacks may be
directed against only the defending
fortressand artillery unitsinahex. Asa
result, these unitswould be the only ones
totakelossesif they are so targeted. In all
cases when only Artillery units are
involved in an attack, they may only be
counterattacked by defending Artillery
units. “Artillery Only” attacks are not
effected by river terrain (in attack or
counterattack).

23-8 Artillery units countsas 2 divisions
for Rail Capacity purposes. Siege
Artillery unitscount as 1 divisionfor Rail
Capacity purposes.

23-9 Artillery units do not pay the
additional movement point to enter an
enemy Zone of Control if a friendly
infantry unit already occupies the hex
being entered.

23-10 When only artillery units are
attacking afortress hex, 1 isadded to the
attack die roll for each hexside through
which artillery units are attacking the
hex.

23-11 When artillery units are attacking
afortress hex, if the number of infantry

divisions (of any strength) in the fortress
hex is less than the number of hexsides
through which artillery units are
attacking the hex, the strength of the
artillery unitsisDOUBLED for purposes
of determining theresults of the attack.

23-12 Artillery unitsmay not makethe 1
hex minimum move allowed by rule 6-10
across mountainterrain, unlessarail line
dsoexistsinthehexside.

23-13 Attillery units do not retreat.
Should other units in a hex containing
artillery units retreat, the artillery units
are destroyed. Artillery units alonein a
hex haveadefensive strength of O.

23-14 Artillery unitsare not included in
calculationsused todetermineif retreat is
mandated. Note impact this has on rule
14-4.

23-15 Siege artillery units are
considered to be regular artillery units
possessing half of their regular strength
(for both supply expenditure and combat
purposes) when involved in attacks
against hexes not containing fortresses or
trenchmarkers.

23-16 Artillery unitscannotmovefroma
hex containing either a trench or
devastation marker that is in an enemy
zone of control to another hex containing
either atrench or devastation marker that
isalsoinanenemy zoneof control.

24. CAVALRYUNITS

24-1  Cavalry units are always
considered to be supplied for both attack
and counterattack purposes.  Their
strengthsare never reduced dueto Supply
Linelength.

24-2 If aCavalry unitisattacked entirely
by non-Cavalry units, the defending
Cavalry unit may opt to retreat before
Combat. This applies even to Cavalry
unitsstackedwithnon-Cavalry units.

24-3 If, as aresult of this pre-combat
retreat, the hex is vacated, no Supply
Point expenditureismade by the attacker,
yet he may advance would-be attacking
units into the vacated hex. Units that
advance into the vacated hex ARE
considered to have engaged in combat,
even though no Supply Points have been
expended.

25. RECOMBINATION

25-1 Units of the same type and
nationality may recombine if they have
identical Full Strength Symbols. The
Full Strength Symbols of all units
involved in the recombination must be of
thesame color and havethesamevalue.

25-2 Recombination may only take
place in the same hex as a Headquarters
of the same nationality of the
recombining units. Neither the
Headquarters nor the units to be
recombined may have moved or
participated in combat during the turnin
whichtherecombinationtakesplace.

25-3 Recombination of a player's units
takes place during the owning player's
Repl acement/Recombination Phase.

25-4 Thefollowing procedureisused in
recombining units:

1. Determine the total number of
Strength Points of the units involved in
therecombination. Notethat the number
of Strength Points a unit has may be
reflected by the unit having been flipped
over, strength reduction markers, or a
combination of thetwo.

2. A player may eliminate or reduce the
strength of someof theunitsinvolvedina
recombination so as to increase the
strength of other units involved in the
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Figure13
Example of Recombination
and Replacement

Top of Stack
X The German Player has the
i following units stacked
(D-4| together in a hex. None of
these units have moved
:lﬁ during the last German
“5:'4 Movement Phase. It is now
the German Replacement /
<@ Recombination Phase. The
L German player hasa total of
2-6 12 Srength Points of the
sametype (as shown by units
: x withtheFull Strength symbol
< of ablack 8inawhitecircle)
2=-4 inthestack. Hereducesthe-
1 strength 6-5to itsbackside
Strength strength of 4-5 (by flipping
1 the unit over and removing
the -1 marker), using the
® additional point so gained,
Fﬁﬂ along with the RPL 5-4 and
6=5 the 2-4 brigade to return an

eliminated 8-5divisiontothe
map to the hex the stackisin.
In so doing, the RPL unit and
the 2-4 brigade are removed
fromthemap.

same recombination.  Units that have
their strength increased, may only
increase it up to the point of having a
number of Strength Points equal to their
counter front side printed strength, or
their Full Strength Symbol (whichever is
a lower number). The total number of
Strength Points of recombined unitsmust
be equal to or less than the number of
Strength Pointsfoundin step 1.

25-5 Replacement Units (those having
the RPL unit designation) may be used to
recombine with other units having the
same Full Strength Symbol if they are of
thesametypeand nationality.

26. REPLACEMENT

26-1 Units that are eiminated are
removed from the map. Once removed
they may be returned to the map through
the process of replacement (Unless lost
whilesurrounded, seerulesection 20).

26-2 Replacement Units are those that
have the unit designation RPL. These
units are NOT Ground Combat Units.
They do not exert Zones of Control.
They may not use their Strength Pointsto
attack or counterattack. They may not be
reduced in strength to satisfy the
requirements of aCombat result. If such

aunitisalonein ahex (or in ahex only
with other Replacement Units), and that
hex is attacked, all such Replacement
Unitsareimmediately lost.

26-3  Replacement Units count as
divisions for stacking and Rail
Movement purposes. They move using
their Movement Allowance, as per the
ruleson Ground and Rail M ovement.

26-4 Replacement Unitsand/or Ground
Combat Units of the same type and
nationality may be usedinreplacement if
they have Full Strength Symbols
identical to the unitsto bereturned to the
map . The Full Strength Symbols of all
units involved in the replacement must
be of the same color and have the same
value.

26-5 Replacement may only take place
in the same hex as a Headquarters of the
same nationality of the units to be used.
Neither the Headquarters nor the unitsto
be used in replacement may have moved
or participated in combat during theturn
inwhichthereplacement takesplace.

26-6 Replacement of a player's units
takes place during the owning player's
Repl acement/Recombination Phase.

26-7 A player may eliminate or reduce
the strength of some of the unitsinvolved
in replacement so asto return previously
eliminated units to the hex in which the
replacement is occurring. Unitsthat are
returned to the map through replacement
may bereturned at any strength, up to the
point of having a number of Strength
Points equal to their counter front side
printed strength, or their Full Strength
Symbol (whichever is alower number).
The total number of Strength Points of
replaced units must be equal to or less
than the number of Strength Points lost
by the other involved units (either
through strength reduction or
elimination).

26-8 Players may use any combination
of replacement and recombinationthat is
inaccordancewith therules.

26-9 Players may replace or recombine
unitsinany order theywish.

27. REINFORCEMENTS

27-1 Players receive reinforcements
during a scenario according to the

scenario’ sreinforcement schedul es.

27-2 Reinforcements appear in the hex
stated in the scenario reinforcement
schedules during the friendly
ReinforcementArrival Phaseof thestated
turn. If that hex is occupied by enemy
units, or is enemy controlled, or is no
longer an Operative Rail Hex belonging
to a friendly Raill Network, then the
reinforcements are placed the next turn.
They are placed in the nearest friendly
Operative Rail Hex that is not in an
enemy Zoneof Control.

27-3 Unitsthat arrive as reinforcements
are considered to have completed
mobilization.  Reinforcements may
arriveentrained, or not entrained (owning
player’ schoice).

27-4  All reinforcements may use
Column Movement on the turn they are
placed onthe map.

27-5 Headquarters that arrive as
reinforcements without a stated Supply
Point stockpile arrive with O Supply
Points in their possession. Those with
Supply Points have a marker placed on
the appropriate Supply Track the instant
they areplaced onthemap.

27-6 On certain turns, countries may
receive Supply PointsasReinforcements.
These Supply Points can be transferred
immediately to single Headquarterson an
Operative Rail Line; or they may be split
among multiple Headquarters, each of
which must be located on an Operative
Rail Line. The Supply Points are lost if
no Headquarters of their nationality
occupies an Operative Rail Line during
the Reinforcement Arrival Phase during
which they appear. These supply points
DO count against rail capacity ontheturn
they are distributed. They may be
distributed to any HQ on the Operative
Rail Line, at any distance.

47. WINTERWEATHER

47-1 Winter starts with the 1st turn of
December. Winter ends with the
completion of the 7thturn of February.

47-2 Rule19-11isNOT in force during
winter turns. A counterattacking unit's
strength is reduced by 1 for every
movement point over 4 in the length of
the Supply Line between the unit and the
Headquarters expending the required
supply points. Thisreduction in strength
is calculated BEFORE any other



modification of the unit's strength
(including tripling of the unit’s strength
for counterattack purposes) is made.
Units may still counterattack at half
strength under the provisions of rule 19-
14 without penalty, regardless of Supply
Linelength.

47-3 Rule 19-10 is MODIFIED during
winter turns. Anattacking unit’ sstrength
isreduced by 1 for every movement point
over 3 in the length of the Supply Line
between the unit and the Headquarters
expending therequired supply points.

48. MOUNTAINUNITS

48-1 Mountain units pay one less
movement point to cross wooded rough
and mountain terrain hexsidesthan called
for by theterrain effectschart.

48-2 Mountain units get the -1
movement point benefit of a single track
rail lineif the cost of crossing the hexside
isnormally 3 or more (See Terrain Effects
Chart).

48-3 Mountain units may make the 1
hexside per turn minimum move
(allowed by rule 6-10) so long as they
would not pay more than six movement
points in moving from enemy ZOC to
enemy ZOC. The six movement point
cost in this case does NOT include the
additional cost of entering or leaving an
enemy ZOC.

85. ASSAULTUNITS

85-1 Assault unitshave an arrow intheir
unittypesymbol. Thereareboth Infantry
Assault andM ountai nAssault units.

85-2 Assault units do not expend the
additional Movement Point for leaving a
hex in which there is an enemy Zone of
Control.

85-3 During thefirst game turn that full
strength Assault units attack units of a
given country, the units of that country
must retreat under the following
conditions:

1. If attacked by a full strength Assault
unit; and

2. the units in the hex under attack are
called on to lose a least 1/2 of their
combat strength, even if they are in a
trench, city, or port.

This applies to a stack of multinational
unitsif the majority of strength pointsare
from the country being attacked by
Assault unitsfor thefirsttime.

85-4 Assault units engaged in combat
must take losses first, before any other
type. In doing so, the Assault unit loses
strength reducing it to the level of afull
strength unit of itsregular type. Oncethis
point is reached, the Assault unit is
considered to have reverted to a regular
unit. Atthat pointall unitsinvolvedinan
attack take losses normally. (Example:
A German 12-5 Assault Infantry
Division is involved with other non-
assault infantry units in an attack. The
counter-attack results in the attacker
being required to take 8 strength pointsas
losses. The 12-5 is reduced to an 8-5
infantry division.  This meets the
requirement for the first four strength
points of the loss. The 8-5 and other full
strength infantry units would then take
therest of thelossesnormally.)

85-5 German “AlpK” and “Jgr”
designated units never revert to regular
infantry once they are converted to
assault units. These unitsare considered
to only contain assault strength points
oncethey are converted.

85-6 Assault units may not be rebuilt or
combined to return to full assault unit
strength.

85-7 Assault units may attack into
adjacent vacant hexes, and advance into
those hexes. No supply is expended for
such “vacant hex” attacks.

85-8 Assault units may advance after
combat before lower strength units of
other types. However, assault unitsof the
lowest strength must advancefirst.

85-9 The effectiveness of Forts is
reduced by assault units. Units in the
samehex asafort arerequiredtoretreat if
they are attacked by afull strength assault
unit and they are called onto lose half or
more of their strength. Notethat thisrule
appliesonly if thereisnot aviabletrench
marker in the hex, and only if the
provisions of rules 22-16 or 85-3 do not

apply.

85-10 The effects of rule 22-16 are
negated if the number of attacking assault
strength pointsisgreater than the number
of strength points defending the hex.
Remember, not all strength points of an
assault unit are assault strength points.
Only those strength points in addition to

the regular full strength of a unit are
assault strength points. (Example: A
German 12-5 assault division has 4
assault strength points. Thiscomesfrom
subtracting the 8 regular infantry strength
points from the 12 total. Also note that
German “AlpK” and “Jgr” are pure
assault strength point units.)

DesignersNotes:

The games of the series are operationa
level gamesthat will cover al of WW I,
WW Il and Modern periods using the
samesystems.

The Series

There are about 50 titles belonging to the
series. Multiple games in the series will
use the same map. For example, the map
providedin 'The Schlieffen Plan' will also
be used for scenarioson West Front 1918,
The German Invasion of Francein 1940,
and TheBattleof theBulge.

The entire map for the seriesis about 40
times the size of the map in The
Schlieffen Plan'. It covers all of Europe,
North Africa, and the middle East. |
should be able to crank out a scenario
gametwiceayedar.

Map

The map for the series was made from
1940s era French army maps. The most
striking thing about the map isthat terrain
is per hexside, NOT per hex. This
TRIPLES the amount of information on
the map. This adds more realism to
movement. It also addsabit to combat, as
players have to consider morein looking
at which directions you are attacking a
hex from.

Although it looks very different than
other maps, youwillgetusedtoitquickly,
and find that it greatly increases realism,
both in movement and combat. | madethe
decision to go with hexsideterrain dueto
adesire to make even the map as true to
reality aspossible.

Pieces

Units represented are divisions and
brigades. Corps would have reduced the
number of pieces substantially, but
greatly limit the players in making
operational decisions. The pieces are
pretty standard, but do have a couple of
nice features. The color inside the unit
type box is the color used by the unit's
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country for that branch of the service. For
this reason, the German infantry units
have white as the color in their unit type
boxes, while French infantry have a
darker blue. The Headquarter units use
their national flags for unit type
identification.

Complexity

First, the game will use what could be
called'layered complexity'. You will note
on the map that 7 hexes make up a
'macrohex’ while 7 'macrohexes make up
a 'megahex’ this allows the scale of the
gameto beincreased, and will beusedin
modern games (naval aspects of WW I
games) as rules are brought in to reflect
the abilities of more complex weapon
systems.

TheWW!Igames(suchas TheSchlieffen
Plan’) use an almost pure infantry system
for land warfare. The WW Il games will
add the'layer' of armor systems (and their
interaction with infantry systems), as
well astheair dimension.

Combat Resolution

The combat system of the game is
designed so that every strength point you
bring to bear influences the attack. | got
tired of having 31 strength points
attacking some 8 strength point unit, and
having to use 3 to 1 odds. Any
commander in real life would use (and
want to use) everything available, and
expect it to increase his chances of
success. The combat resolution system is
what | liketo refer to as'entirely strength
point dependent'. Also, all combat results
are in terms of strength points that units
lose. Thuscombat alwaysresultsinlosses
(which | believe is redlity). I've never
thought that it was realistic to have units
involved in numerous combats and, by
the heavy use of DR and AR results end
up still at full strength at the end of a
campaign.

Background

| have been playing games sincetheearly
1970s. | was a fan of the earliest of the
‘monster’ games. Many unit values were
blatantly wrong , and the combat
resolution systems in all of these games
leftaLOT tobedesired.

Over the years | thought a lot about
designing a game that would be as
realistic and playableaspossible, and one
which would use the same basic systems
to represent conflict acrossall of thefirst
half of this century. Theresult isthe ‘Der

Weltkrieg' series, of which ‘The
Schlieffen Plan’ is the first part. The
entire map is aready done. Therulesand
scenarios are aready done. The reason
it snot beingreleased all at onceissimple
economics. | don't have the kind of
money that it would take to release this
thingall at once.

Some Gamesof theSeries:

TheSchlieffen Plan

August 1914: Diplomacy fails
intheaftermath of the assassination of the
Austrian Arch Duke in Sargjevo. The
great powers of Europe beginto mobilize
their armies, initialy believing that their
potential opponentswillbackdownatthe
show of strength. Yet no one shrinksfrom
thefaceof anincreasingly inevitablewar.

The Germans move towards war
according to The Schlieffen plan. As
chief of the pre-war German general staff,
von Schlieffen envisions a powerful
group of German armies (the now-
infamous Right Wing) quickly moving
through Belgium and northern France to
attack Paris from the rear, while weaker
forcesprotect the border with France.

France mobilizes according to their
own 'Plan 17'. This offensive-minded
plan callsfor the bulk of Frenchforcesto
quickly re-conquer those parts of France
lost to Germany inthewar of 1870. To do
this, France masses her armies aong the
German border between Belgium and
Switzerland.

As the Schlieffen plan is executed,
tiny Belgium is invaded by 4 separate
German armies. The Germans believe
that the Belgians will either offer no
resistance, or will quickly be swept aside
by their might. But Belgium does resist,
fighting on in the face of hopeless odds,
even as the Germans employ secret
weaponslikethemighty Big Berthaguns.

As events quickly unfold, Great
Britain lands an expeditionary force in
Franceto help defend Belgium and assist
France. It meets the German
juggernaught as it pushes through
Belgium.

The French, meanwhile, incur huge
losses when they execute'Plan 17'. They
now rush to stop the Germans from
reaching Parisand trapping their armies.

The plans of both sides fail, due not
only to mistakes in execution, but dueto
causes that could have been foreseen and
acted upon. The results of the mistakes

and lack of foresight on the part of the
historical leaders plunges Europe into
four years of bitter trench warfare,
destroying or crippling amost al the
nationsinvolved.

Tannenberg: EaglesintheEast

August 1914: The mobilization of
Austria Hungary has a domino effect,
triggering the mobilization of Russiaand
Germany in turn. The shows of strength
and determination quickly degenerate
into open conflict between the grand
Empiresof old Europe.

The Germans masstheir forcesinthe
west against Russia's ally France,
according to The Schlieffen plan.Against
Russiaitself, the Germans have only the
weak 8th Army. The planned action for
this force is a retirement across the
Vistula river, abandoning the ancient
territory of East Prussia to the Slavic
Hordes.

Russia mohilizes far more quickly
than expected. Desirousto help their ally
France, Russiamovesimmediately to the
offensive. Thisisdoneeven beforetroops
and animals are properly prepared and
provisioned. Two Russian armies
converge on East Prussia, the 1st under
Rennenkampf from the East, the 2nd
under Samsonov fromthe South.

Rather than retire, the German 8th
Army moves to face the most immediate
threat. Unableto repel theinvasion of the
Russian Steamroller, the situation in East
Prussialooksbleak for the Germans. The
High Command panics, sacks the Army
Commander, and pulls units out of the
fighting from the right wing of the
Schlieffen Plan to send as
reinforcements.

The new commanders of the 8th
Army, Hindenburg and L udendorff agree
to already devel oped plansto move away
from one Russian Army and move to
envelope the other which is moving up
from the South. The result isthe decisive
battle of Tannenberg and the destruction
of any Russian threat to East Prussia for
theforeseeablefuture.

Ye the success on the East Front
comes at ahigh price. Unitscritical tothe
success of the Schlieffen Plan are sent to
the East. Could they have been decisiveif
used against the French?

Galicia: TheForgottenCauldron

August 1914: Austria Hungary and
Russia mobilize against each other as a



result of Austria Hungary's ultimatum to
Serbia. Both Empires have long histories
of intervention in the Balkans, the
Tinderbox of Europe. Now they faceeach
other directly across their common
border, a border that was created as they
had earlier carved up Poland between
themselves. Each side hasastrong desire
to prove their dominance and superiority
over theother onceandfor al.

The Austro Hungarians mobilize
three armies in their Polish province of
Galicia. Another army, initially
mobilized against Serbia (in the belief
that Russiawill not come to Serbiasaid
militarily) will have to be moved
northward now that Russia is on the
march. The Russians mobilize four
armies against the Austro Hungarians.
Each side plans to attack the other
aggressively inthe belief that aquick and
decisivedecision can bereached.

Austria Hungary is able to move
forcesmore quickly into the region. With
this initial advantage, they seize the
initiative, astheir First and Fourth armies
invade Russian Poland from the south.
They leave their Third army (along with
dowly arriving reinforcements from the
Second army, moving up from the
Serbian Front), to defend against Russian
forcesin the east. The Austro Hungarian
Armies on the attack are soon embroiled
in viscous combat with the Russian
Fourth and Fifth Armies who oppose
them. TheAustro Hungarians make slow
progress, but in doing so, they are drawn
farther and farther fromGalicia

Moving off to a somewhat slower
start than the Austro Hungarians, the
Russians also are on the move
offensively. Their Third and Eighth
Armies invade Galicia from the East.
They quickly pushtheAustro Hungarians
back to line outside of the provincial
capitol of Lemberg. There, both armies
launch attacksand counter attacksagainst
each other. The weight of two Russian
Armies against the outnumbered Austro
Hungarians beginsto tell, and the Austro
Hungariansbegintoretreat.

To the North, the Austro Hungarian
Fourth army has almost encircled the
Russian Fifth. Now, because of theretreat
of theAustro Hungarian Third Army, itis
about to be encircled itself. In the highly
mobile campaign that follows, both sides
must movequickly to saveitsendangered
forcesand protectitsterritory.

In the end, the Austro Hungarians
have bitten off more than they can chew
by attempting offensive operations
against Russia as well as Serbia. The

cream of their armiesare sacrificedinthe
attempt. The Russians make large gains
into Austria Hungary, but are unable to
achieve adecisiveresult. They too suffer
enormous|osses.

Both sides gambled that a decisive
victory could beachieved. Thesegambles
ended in the destruction of the empires
that madethem.

SerbiatheDefiant

August 1914: Austria Hungary is
determined to punish Serbia for the
assassination of theArchDuke Ferdinand
in Sargjevo. Conrad von Hotzendorf, the
Austro-Hungarian commander vows to
attack and put the defiant Serbs in their
place.

With the mobilization of Russia,
Serbids great protector, the Austro-
Hungarian army does not have adequate
forcesboth to defend against the Russians
and to conduct operations against Serbia.
Forcesthat Conrad wishes to use against
the Serbians have to be moved north to
the Russian frontier due to political
pressuresfrom agovernment that seesthe
cossacks entering Budapest. Conrad will
not be dissuaded, and he orders the local
commander, Potiorek, to go ahead with
theinvasion of Serbiawith the two weak
armiesleftinthetheater.

The initial Austro-Hungarian
offensive goes poorly as the battle
experienced, and well led, Serb army,
together with their tough Montenegrin
allies, throw the collection of invading
Hungarian, Czech, Croatian, and Bosnian
troops back across the frontiers. Soon
Serbiaisin a position to counter invade
Austria-Hungary.ESargjevo itself comes
close to being captured. The Serbs even
have the gall to conduct a crossing of the
mighty Danube into the lowlands of
southernHungary.

The Austro-Hungarians regroup and
try again later intheyear. Massingtothe
northwest of Serbia, they re-enter the
country and are successful in driving the
Serbs to the south, even capturing the
Serb capitol of Belgrade. But the success
is bought at a high price. Depleted
Austro-Hungarian units with tenuous
supply lines are now the only ones in
contact with the Serb forces. The Serbs
now counter attack, Belgrade is retaken
and the Austro-Hungarians are again
drivenfrom Serbian soil.

October 1915: Germany had left
Serbia to be dealt with by the Austro-
Hungarians, but now the pressures of the

British campaign in Gallipoli mandated
the opening of supply lines through
Serbia to the hard pressed Turks. A
German army is sent to assist the Austro-
Hungarians with ending the Serbian
problem once and for all. Promises are
also made to the Bulgarian government
for Serb territory in return for their
participation.

The combined weight of the
additional enemiesoverwhelmsthe Serbs
who have received little help from their
alies. But the Serb army refuses to
collapse. Taking their prisoners with
them the retreat through the snow
covered mountain passes into Albania,
where they are moved by allied naviesto
the refuge of Corfu, where they can
reorganizetofight again, evenif not from
their ownterritory.

Romania: Transylvanian Gambit

August 1916: Recent Entente
success against the Central Powersin the
course of offensives on both the eastern
and western fronts, together with
promises of coveted territory, convinces
Romania to join the Entente cause.
Unfortunately for the Romanian's, their
hedging and "wait and see" attitude has
caused them to delay their entry into the
war until after the Entente offensives
have been contained.

The Entente had hoped for
Romanian action into Bulgaria, which,
together with an allied offensive from
Salonika would have put extreme
pressure on the Bulgarian army.E The
Romanians however, opt to attack into
Transylvania, the territory they desire
most.

Only amotley crew of border guards
and policemen in militia units guard the
Austro-Hungarian province of
Transylvania, yet they defend their
territory well. The Romaniansfail to push
quickly deeper into the mountainous
terrain, and there is time for the last
available Austro-Hungarian and German
reservestoberushedtothearea

The first aggressive action taken
against the Romanians comes not from
Transylvania, but from Bulgaria. Therea
mixed force of Germans, Bulgarian, and
Turks under the able leadership of
German Field Marshall von Mackensen,
concentrates and quickly attacks into
Romaniato clear the southern bank of the
Danube. The weak Romanian forces in
the area are put to flight. Russia sends
what reinforcements she can to the area,
but thedrain of the Brusilov offensive has
left them with little to send to the new
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TERRAIN EFFECTS CHART

Terrain Type

Movement Point Cost to

Combat Effects on Attacks

Combat Effects on

Cross Hexside or Enter Hex Counterattacks
Ocean Prohibited Prohibited Prohibited
Clear 1 MP None None
Broken 1 MP -1 Die Roll +1 Die Roll
Woods 2 MP -2 Die Roll +2 Die Roll
Swamp 3 MP -2 Die Roll +2 Die Roll
Rough 3 MP -3 Die Roll +3 Die Roll
Wooded Rough 4 MP -4 Die Roll +4 Die Roll
Mountain 6 MP Halve Attacker Strength Double Counterattacker
Strength
Alpine Not Used in Scenario Not Used in Scenario Not Used in Scenario
Suburban Treat as Clear in Scenario None None
Urban 1 MP Halve Attacker Strength Double Counterattacker
Strength
Lake Prohibited Prohibited Prohibited
+3 MP
Cannot be crossed by moving |Halve Attacker Strength if all Double C_ounteratta(?ker .
. . : . : : Strength if all Attacking Units
Major River from a hex in an enemy ZOC |Attacking Units attacking . . .
. . . . attacking across Major River
to another hex in an enemy  |across Major River hexsides .
hexsides
Z0C
-2 Die Roll If all Attacking +2 Die Roll If all Attacking
River +1 MP Units attacking across River |Units attacking across River
hexsides hexsides
City (Both Types) No Additional Cost None None
Industrial and No Additional Cost None None
Resource Centers
Port No Additional Cost None None
Rail Line -1 MP (if cost of h_ex3|de 3 MP None None
or more before adjustment)
Single Track Rail -1 MP (if cost of hexside 4 MP
. : None None
Line or more before adjustment)
Megahex Line Not Used in Scenario None None
Macrohex Line Not Used in Scenario None None
Megahex Center Not Used in Scenario None None
Macrohex Center Not Used in Scenario None None
Trench Marker +2 MP for entering hex -2 Die Roll None
Devastation Marker [+2 MP for entering hex None None
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