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INTRODUCTION
Combat Commander e cepus ot card-driven
board games npesenTupaiy TaKTHYECKH
TIEXOTHHU CpakKeHMs 110 BpeMe Ha Bropara
CseroBna BoiiHa. B 0ocHOBHOTO H31aHue eIUH
OT Urpaynte noema possita Ha Ocrra
(T'epmanns), a npyrus Ha ChIO3HHITUTE
(Pycus mmm CAILL). /IBamMaTa IpOTUBHULIH 110
BpeMe Ha XOJ0BETE CH UrPasT IO e1Ha WIH
noseue Fate —kapTtu oT TexHuTe pBhllE, 3a Aa
aKTUBHUPAT CBOUTE €UHHULH Ha O0IHOTO moe
3a M3IIBJIHEHUETO Ha PAa3INYHI BOCHHU IEJIH.
HWrpaunTe ce onuTBaT a NOCTUTHAT 1obena,
npuaBrKBaiiku OoitHuTe cu UNits o kapTraTa,
aTaKyBaiKM Bpara ¥ N3IBIHABAKA TOJIKOBA
Objectives k0KOTO € MoBeYe BH3MOKHO.
OmnpenensHeTo Ha KOH Urpad e mooeIuI uin
TaJiHaj ce OIpPEeAess OT CIeuu(UIHUTE 32

cuenapus objective chits, yaumoxenure

Bpaxkecku UNIits U oT mpeMUHAIHTE TIpe3
BpakecKHs Kpail Ha kaptara Herou Units.
Besika MepHa eIMHUIA B HTpaTa 3a Time ce
mmopasaens Ha pas3inudeH Opoit or Turns. Bes
BCEKH TUIN MOCIET0BATETHOCTTA HA
OTHUIPaBaHE € IIABAIA U CE ONPEeNst OT
Orders -nmaneHu mo Bpeme Ha Xo1a OT
aKTHUBHHMS Urpad (KOMTO € Ha XON) U OT Apyra
crpana ype3 Actions - kourto Morar jga 6baart
OCBIIECTBEHH! H OT JJBaMara UTrpavH (T.e. He
caMo urpada KOWTO € Ha XOJ) B 3aBUCHMOCT
OT KapTUTe, KOUTO MUMaT B pbKa. Events —
KOUTO OMBAT H0OpH WITH JIOMIN, CIIPSIMO
TJIeHaTa TOYKA 3a JBETE CTPAHH, CIy4BaT Ce
Ha Pa3IMYHU U HETIPEACKa3yeMu HHTEPBAIN
OT BpeMe U JIONPUHACAT 33 BHACSIHETO Ha
MBHUYKO PEaIMCTHYEH Xa0C U HEOYaKBaHOCT,
HapyIIaBaiKy MOHSKOTA ,,iepdekTHuTe”
IUIAHOBE HA HTPAYHTE.

GAME SCALE
Bceku xekc Ha kaprata B8 Combat Command-
er e rossiM okoio 30 MeTpa MPUOTH3UTENTHO.
Bcexn 3aBbpIIeH UTPOBH THPH PENPE3NHTHPA
OTIPEZIENICHO UTPOBO BPEME, KOETO € MO-CKOPO
a0CTPaKTHO MOHATHE, HO B TIOBEYETO CIy4an
ce ChOTHACS 70 HAKOJIKO (5-10) MuHyTH
peanHo Bpeme. Enqununure B urpata Ousat
enuHnaHE — Leader, rpymu ot o 5 BoiHHKa —
Team u ot 10 Boiinuka — Squad.
OcBeH BOWHAIM MIMa U PA3IHIHN OPBKUSI 1
TIOMOIIIHH CPEJICTBA, MIPEJCTABEHH ChC
COOCTBEHH KayHTEpH.

CONTENTS

Combat Connmander: Enrope includes:

® six back-printed 17" x 227 game maps
(twelve maps total)

e 352 large (3%7) die-cut counters
® 280 small (%) die-cut counters
e 220 cards

® one 24-page Rulebook
® one 24-page Plavbook

® one Track Display
o four double-sided player aid sheets

Letters/Numbers found within  brackets
—such as [O016.4] —will indicate fo the reader
an important reference to another rule.
Rules preceded by an “0” are for Orders;
‘A" Actions; “E” Events; “T" Terrain; and
“F" Fortifications.

GLOSSARY

Action — JIelicTBUETO M3MUCAHO 0] CHUMKATA
Ha Besika Fate xapra (i oTrope B 4aCTHOCT IIPU
,, Fire” Order/Action). ExurpHute Morat 1a
ObaT U3UTPaBaHU U OT HEAKTUBHHUS UIpad
(KOWTO HE € Ha XOJ] B TO3H THPH).

Activate — Exnnuimte 0GHKHOBEHO MOTaT Aa
ObaaT akTHBHpaHH camo ¢ equa Order Ha ThpH.
Active — UrpaubT KOWTO B MOMEHTA € Ha XO/I,
KaKTO U BCSKa HETOBA €AMHHUIIA HIIM MapKep.
Adjacent — JIBa xeKxca KOUTO CIIOJEIISIT €[HA
obuia crpaHa ce Hapuyar adjacent eauH KbM
npyr. Enuaumm wimm MapkepH, HaMHpaIy ce B
TE3M XEKCOBE ca ChOTBETHO chiio adjacent.
Break / Broken — Kayntep Unit, Weapon nu
Radio ko#ito e 0O6bpHaT Ha 00paTHATA CH CTpaHa
e ,,broken”(cuynen). Weapon/Radio ue mosxe na
0bJe M3MOI3BAHO JOKATO € cuyneHo. CuyneHuTe
Units mMorat /ia U3BBPIIBAT [OBEYETO CH YMCHHUS,
HO C HaMaJIeHa eeKTHBHOCT. 3APaBUTE CANHHIIH
WM IPYTHU eneMeHTH (Piece) Korato moHacst
JIEMHJDK ce 0OpBINaT Ha CUyleHaTa CH CTpaHa,
CUYIEHH Beue eANHUIM KOTaTo T0eMaT OTHOBO
JEMHIDK OUBAT €NMMMUHHPAHH.

Command — Exna ot merte 6a30BH CTATUCTHKA
xapakepHa camo 3a Jlunep exunurmre. Command
CTaTHCTHKATA MPEe3eHTHpa KOJKo 100pe JlumepsT
MMa yMEHHE J]a KOHTPOJINpPA U PHKOBOJH IO -
YHHEHUTE My OKOJIO HEro B OOHHHTE

JICHCTBUA.

Cover — Yncno koeTo XxapakTepu3upa
BB3MOKHOCTTA 3 MPUKPHUTHE TI0 PA3TUIHUTE
TepeHn. Hali-BHCOKHAT KaBbp ce mprOaBsi KbM
Mopasa Ha BCSIKa €IHHULA HaMUpaIllia ce B
CHOTBETHHSA XeKC. AKO UMa HSIKOJIKO KaBbp
CTOMHOCTH B €[IH XeKC - Te He ce chOupar, a ce
B3HMMa CaMO CTOMHOCTTA Ha Hail-BUCOKUS TaKbB,
T.€. HIMAT KyMyJIaTHBEH e(eKT.

Die Roll — Ilect ctpanHuTe 182 ,,3apa” q0Iy
BIISICHO Ha Bcsika DelT kapra. Hukora He ce
urpae Jail pon oT ppKara, a BUHATU Ce TeTJIN
Haii-ropHaTa kapTa oT DelT neKa, OTIYMTANKU OT
M3TErJIeHaTa KapTa caMo Jai pojia ¥ eBEeHTYaIHO
CIy4HIIo ce crbuTHe (event).

Enemy — Eaununa, Opbxue wiu Pagro mon
BPa)KECKH KOHTPOJI. XeKC OKYIHMPaH OT Bpakecka
enuHuna. OOIKEKTUB XEKC MO BPa)XKECKH
KOHTPOJ U HE ChABPIKAII IPHUATENICKA SAUHUIIA.
DopTHHUKIATNOHHHUTE CHOPBKEHHS (00CKTH)
HHMKOT'a HE CE TaKCyBaT KaTo BPaXecKu (enemy).
Event — Cnydaiiau cb0UTHS, KOUTO C€ HAMHPAT
Ha Qeiit kapTHTe ToYHO Moz Action wacrra.
CoOUTHSATA HAUKOTA HE CE CIYyYBAT/U3UTPABAT OT
pbKkaTa KapTu. Te ca HenpeaBHUACHH U 3a IBeTe
CTpaHM U Ce CIIy4YBaT caMo IpH TerlieHe oT et
nmexa mpu Event! Trigger. [R9VN]

[FP] - Firepower — ExHa ot mierte 6a3oBu
CTaTHCTUKH, KOSATO XapaKTepH3Hpa OTHEBaTa
MOIIl Ha eJJMHHIIATA, T.€. KOJIKO JIEeMHUJIK

HaHacsl.
Friendly — Equnnna, Opwxue win Pamauo non
TBOU KOHTpPOJI. XEKC OKYIHpPaH OT TBOU
enuHUI. OOIKEKTUB XEKC 10T TBOM
KOHTPOJI U HE ChIbp KAl BPAXKECKU €IUHULIN.
DopTHHUKAMIOHHNTE CHOPHKEHHUS HUKOTA HE ce
TaKCyBaT ,,lIPUSTEIICKA” .

Hindrance — Tepen koiiTo adexrupa
MPOBEXIaHAa aTaka Ipe3 TO3U XeKC — HUKOTa BbB
WIH OT Hero (C U3KITI0UeHHE Ha SMOKe).
XUHApaHCa HE € KyMYJIaTUBEH.

Inactive — UrpaubT KOWTO HE € Ha XOJ] PE3 TO3H
THPH, KAKTO U HCrOBUTC €IUHUIIU U MAPKEPH.
Axo ce Hayara HEIIo Jia ce HalpaBH
€THOBPEMEHHO — HHAKTHBHHUS UTpad ro IpaBu
IpPBB.

[LOS] - Line of Sight — oripexens ce 4upe3
MpeKapBaHe Ha JINHUS MEXy IIEHTPOBETE Ha
J[BaTa XeKca.

Marker — Kayntep 6e3 BOiHHK Ha HEro.
MG - Machine Gun.

Morale — Exna ot nerre 6a30BM CTaATUCTUKH.
IMoka3Ba KOJIKO MOXeE Jia U3ABPKU SAMHHLATA

o/, Bia)l(eCKI/I HATHUCK MPEH J1a Ce CUYIH.

[MP] - Movement Point — Exna ot nierte
0a30BH CTATUCTHUKH.

[OB] - Order of Battle

Obstacle — Besiko nipernsitcTBre M0 TepeHa,
koeto Ookupa LOS npe3 Hero; HUKOTa B HEr0
WITH OT HEro.

[OP] - Opportunity Fire. Be3amoxuoctTa 1a
ce mane 3amose 3a Fire Action 3a Henpekbe-
Hata cTpesnba 1o JBIKEI ce Bpar.

Order — 3anoBes - Haii-0Trope Ha BCsiKa e
kapta. Moxe na 0b1e ynorpebeHa camo
KOT'aTo € Ha XOJ CbOTBETHMS Urpad.

Ordnance — Beeku Weapon ¢ 6siia TuHUS
npe3 cratucTukuTe My. IIspBO TpsiOBa na ce
YIIEJU TOCOYEHHS TapreT MPe/u 1a HaHece
nemumka ci. He moske a Obe uact ot Fire
Group; He Moxe na npasu [OP]Opportunity
Fire; u e Moxe 1a Ob1e ObdHAT OT Jlnmep.

Piece — Unit, Weapon, Radio wiu Fortifica-
tion.

Posture — Attacker, Defender unu Recon.
Omnpeneis hand size [IH]

Random Hex — Jlony nsB0 Ha Besika et
KapTa, CJIy)KH 32 OnpezeNsiHe Ha Snipers u
Events. Cityxu ChIIO 32 ONpEIeIIsIHE AaTH
CUYIIEHO OPBKHE € MONPABEHO HITH
OKOHYATEITHO € BBH OT yIoTpeoa.

Range — Exqna ot merre 6a30BH CTATUCTUKH.

SR — Spotting Round marker. [O18:24]

(die) Trigger — Edexr cBbp3aH c (triggered
by) Hanmmunus mait poic.

Turn — Equn urpad n3gasa eHa WM TIOBEUe
Orders nim uckapTBa HyJla M [TOBEYe
(heHT KapTH OT pBKATa CH.

Unit — Kaynrep ¢ enun win noeve
BOWHUIIH. i

[VP] - Victory Point [7]

Weapon — Bceku kayHTep ¢ OpBKUE Ha HETO,
KaToO JIeKa HJIH Te)KKA KapTCUHUIA WITH
MHHOXBBprayka. 3a pasjinka OT Ipyrd
MapKepH, opbxusiTa BuHaru umar FP u
Range. [11]



IMPORTANT: In Combat Commander,
the motto “a rule means exactly what it
says” should be the order of the day. In
other words, as quoted from another fine
game, Totaler Kriegl: “Do nof infer or
imagine more fo a rule than is stated in it.
When in doubt, interpret strictly”.

Example A- The “Walking Wounded ™ Event
[E7G] states “Refurn one eliminated unit fo
play...” It doesn't say ~ friendly eliminated
unit”; so jf your opponent had the only
elimimared wmif(s) when you drew this
Event, you would have fo choose ene of his
fo refurn to the map.

Example B: The rule for the “Jammed!
die frigger [1.9.1.2] says to break all firing
Weapons. That's it. It deesn’f say that the
fire attack is then cancelled, 50 it isn't.

Having said that, however, these rules
cannot possibly hope fo cover the myriad
situations that may arise during game
play—so in those mstances when an odd-
ball situation surfaces, a healthy dose of
common sense coupled with an existing rule
or two should suffice to see you through.

Throughout this bookyou will see numerous
shaded boxes such as this one. These boxes
are filled with clarifications, play hints,
design notes, and other assorted wisdom in
order fo help ease you along.

To play your first game, you need only read
the Componenfs, Core Rules and Order
sections that follow, as well as rule A33
concerning Opportunity Fire. Then set up
the Example of Play (in the Playbook) and
Jollow if through fo conclusion in order to
get a fael for the basic flow of the game. The
latter portion of this booklet — eniries for
Actions, Evenfs, Terrain and Fortifica-
tions — can be guickly glossed over and
then referred to in more detail as the need
arises during game play.

(e]1{1 /38 RECOVER

:!5 i ::" ASSAULT FIRE

Make one Fire Attack with any numker of your
unitsWeapons with boxed Firegpower that are:
currently acfivated o Move.

13521 Shellholes

Place Foxholes ina random hex.

$GD)| e
e

Jammed!
&

COMPONENTS

1. The Fate Cards

“A thing appears random only through the
incompleteness of our knowledge.”

—Baruch Spinoza

ma Tpu meka ot et kapTy - 3a BCSIKA HAIHS
1o eauH. JIeKbT OT 72 KapTu € ChpLETO U AyllaTa
Ha urparta. Huto enHa 3anoBes, eKIIbH WU
JpYyro JeHCTBHE MOXe a ce U3BBpIIN 0Oe3 1a e
UHULMUPAHO OT (eiT KapTuTe.

IMPORTANT: The itiative card [9] as
well as the three cheat cards included in
the game are nof Fafe cards and thus will
never be considered as being part of a
player’s hand.

Further, whenever a rule refers to a “card”
without an identifier, it will always be in
reference fo a Fate card—never the Inifia-
tive card or a cheat card (which will always
be identified as such).

1.0 Golden Rule

Hskou epexTn oT kapTHTE BIM3AT B KOHPIUKT
HOHSIKOTa ¢ paBuiata. B TakuBa cirydan kaprara
BHHATH € C IIPEHUMYILIECTBO.

1.1 Hand Size

Bceku urpau uMa CTporo ornpejeseHa rojleMiuHa
Ha pbKara B 3aBUCHMOCT OT HEroBara poJis
(Posture) B crienapwust:

Attack — 6 xapru
Recon— 5 xapru

Defend -4 «xaptu

HWrpau He MOXe JIa HA/[BUIIIABA TO3BOJIEHHUs OOt
KapTHU B Kpas Ha XOJ/id CH, KOTAaTO U ChOTBETHO
JIOIBJIBA PHKATA CH aKO € U3Pa3XOIil KapTH.

1.2 Card Knowledge

KapruTe B ppKaTa He ce TOKa3Bar Ha
nporuBHuka. Kaprure B nexosere ca face-down u
ca HEW3BECTHH W 3a JBeTe ctpanu. Kaprute B
JIMCKapI—TIaiJIOBETE Ca JOCTHITHM 32 TPETIIe]] 1
OT JIBETE CTPaHU.

1.3 Revealing Cards

Bunaru xoraro urpara ka3Ba fa pa3KpHenl KapTa
o Bpeme Ha Event trigger — Haii-ropHara kapra
ot (elT neKa Tu ce B3eMa U ce 00pbIIa C JIUIETO
Harope 3a ia ce BUJU U OT JiBamara, ciiell KOeTo
OTHBa B JIMCKap/-Taiina.

1.4 Reshuffle

Korato ce cnyan Game Time Advance [6542],
€/IMH OT UTPavnTe e ObJe HHCTPYKTHPAH OT
urpata jia cpbepe u pa3obpka aBara CH Kapj-
naiina u n1a opopmu HOB (GeWT-Kap IeK.

1.5 Orders

3anoBenuTe ce HAMUPAT Ha-0Trope Ha
KapTUTE U CE U3aBaT CaMoO I10 BPEME Ha Xo4a
Ha Hrpaqa 1 HC MOraT aa 6’L,HaT H3JaBaHU Ha
X0 IMOBEYEC 3alIOBECAU OTKOJIKOTO yKasBa

Order Capabality [54]

1.6 Actions

ExmreHnTE Ca HOMECTEHU TOYHO oxg
CHHUMKAaTa Ha KapTUTE C HAKON U3KIHOYCHUA
Karo Harpumep (Opportunity) Fire [A38]
KBJIETO CE HAMHUpA OTrope, Thit Kato Fire
MO3Ke 1a Ob/Ic H3UTPaH WM KaTo 3all0Be/l B
CO6CTBeHI/I5{ X0 UJIK KaTO €KIIbH B
MIPOTUBHUKOBUS. CJ'IC,I[ HU3IIBbJIHCHUECTO Ha
CKII'bHA, KapTaTa OTHBAa B AUCKapaa.

1.7 Events

CpOuTHATA ca MOMECTeHH 1o/ EXIIIBH yacTTa
Ha Besika kapTa. ChOUTHSITa HUKOTA He Ce
CITy4YBaT/M3UTPaBaT OT pbKara kaptu. Te ca
HETPEIBUJICHH U 32 JIBETE CTPaHH U CE
CIIyYBaT CaMo MpH TETJIeHe KapTa oT (eiT
JieKa 3a ONpe/IeIIsTHE Ha Iaif poJuT U aKo ce
ciyau Event! Trigger.

1.8 Random Hexes

ToBa e B 3eJICHO OLIBETEH XEKC, HAaMHPAILl ce B
JIOJTHUSL JIAB BI'BJI HA BCsiKa KapTa. Onpenes
ce mpu Snipers , iput ipyru CprouTHst
M3KCKBAIIH ONPECIISIHE Ha PAH/IBM XEKC,
KakTo ¥ 1pu dek 3a Cuyneno Opbxue

Ternu ce Hali-ropHaTta KapTa OT CbOTBETHUS
(eilT eK U clie] OTYMTAHE Ha PAHIIbM XEKca
ce AUCKapJBa.

Hex:

1.9 Die Rolls

ToBa e n300pakeHNEe Ha pe3yNTaT OT ABA
IIECTCTEHHH 3apa B JIOJHUS ICCEH BI'bJI Ha
Besika kapta. B Combat Commander we ce
M3I0JI3BAT PEATHH 3apOBe, BUHATU KOTATO Ce
Ka3Ba, 4e Tpsi6Ba 1a ce HalpaBH Jail poi ce
MMa TIpeBU] fa Ce M3TerIH Hali-ropHaTa
KapTa Ha (eiT ieKa U ]a ce 0TYeTe CaMo TO3U
CJIEMEHT OT KapTaTa.

OOMKHOBEHO J[BaTa 3apa ce chOHupar 3a
KpaifHHs poJI, U3KIFOYCHUE € CaMO
nporeaypara 3a Targeting Roll kwsaero nsara
3apa He ce ChOHparT, a ce yMHOXKaBaT YHciIaTa
UM.



1.9.1 Die Triggers

Hsxou nait ponose ca o6rpanenu ot aedena
YyepBeHa JIMHUS U MMa B YEPBEHO AyMa KaTo
Event! , Jammed! , Sniper! wim Time! — e
ce HapH4aT ,,triggers”. Tesu ueTHpu Tpurepa
He3a0aBHO, HO 3a KPATKO Iay3upar
HOPMAJTHHS XOJ Ha Urpara, 3a 1a Ob1ar
NIPUIIOKEHH €(DEKTHTE MM, CIe]] KOETO OTHOBO
ce MpOoAbIKaBa UrpaTa OT TaM KbAETO € Oua
TIPeu Ja ce CIydHu Tpurepa.

BAYHO: Bceku paznmuden ot Taiim Tpurep,
KOWTO ce ClTyyBa Ha MOCcJeHaTa KapTa OT
(eiit neka ce mpuiara cien karo Taim-
MapKepa HarpeaHe ¢ enHo Ha Talim-Tpaka.

BAXHO: Bcexu poi, KOWTO € HarpaBeH
JIOKATO ce IpHiara TpUrep, He MOXe Ja
JoBezie caM 1o cebe cu 1o HOB TpHrep, T.e.
HTHOPHpA Ce YacTTa KosTO (aKo) ChIbpiKa HOB

TpHUrep.

In other words, any die roll made during
a die trigger must ignore any Jammed!,
Event!, Sniper! or Time! frigger associ-
ated with it.

BAXHO: Bcexu 0oT yeTHpuTe TpHUrepa,
00SICHEHH 110-/10JTy, BUHArH Ce Ipyiiara B
HEroBaTa LUIOCT IIpeH Aail pona, KOHTo ro e
OTKJIFOYMII, 112 c€ IPHIIOKHU 38 KOHKPETHATA CU
nen. C Apyru [yMu — Jaii pona ce IocTaBsi Ha
Iaysa, peCleKTHBHO U JIeHICTBUETO 3a KOETO €
OuI1 U3TEIJICH, JOKATO HE CE MPUIIOKHU
ISJIOCTHO TPUTepa Ha HETo.

EXAMPLE: A broken unit with 6 Morale
has a Rout roll made for if. The roll is “7-
Event.” That unit will have to Retreat I hex
but not unfil after resolving the Event. Even
if the Event were “Medic” and that very
same unit was rallied, it must still perform
its pending Retreat (albeit unbroken).

1.9.1.1 Event! Trigger

“The reason the American Army does 5o
well in wartime is that war is chaos, and the
American Army practices it on a daily basis.”

—from a post-war debrigfing of a German
General

Bunaru xorato urpad TerJii KapTa 3a aaif post
u ce ciryqu Tpurep Event! nopmaniara urpa
ce may3upa 3a 1a ce MPUIIOKH He3a0aBHO
CHOUTHETO: UTPAYBT TETIIH HAl-rOpHATa KapTa
oT (peiiT JeKa CH ¥ MPOYMTA Ha TJIac OT
KapraTa camo yactta Event u HezabasHo ce
MpEeMHHABA KbM H3MIBJIHCHUETO Ha TEKCTa,
cieiBaiiku OyKBaJIHOTO My 3HaU€HHUE U
WUTHOPHPANKK BCHUKH OCTAHAIM €JIEMEHTH OT
Kaprara.

1.9.1.2 Jammed! Trigger

Bunaru xorato urpad npasu Fire Attack Roll
(camo 3a Fire Attack, a ne 3a Hemo

JIPYTO) U U3TErJIeHaTa KapTa OT JeKa 3a poll €

¢ Hajanuc 3a Tpurep Jammed! — Bcuuku

opwxust (Weapons) yyacTsaiiy B Ta3u araka

ce cuymBar

Bagenexere ye Raddios [12] u Mines [F103] e
ca Weapons.

1.9.1.3 Sniper! Trigger

Bunaru xorato urpad oTkioun tpurep Sniper!
urpara cripa 3a MOMEHT CBOSI X0/, TETJIU ce Hal-
TOopHaTa KapTa OT JieKa U ce TI0Ka3Ba Ha MacaTa
paHIBM XeKca, KOWTO € 03HauCH Ha KapTaTa.
Chiuust urpad TpsAdBa aa cuynu eaus Unit B
TO3H XEKC 0€3 3HAUCHHE TN ¢ BPAXKECKU FITH
CBOM, TOH € IIIbKEH. AKO B CBIIUSA XEKC HIMAa
¢/IMHUIIA, TOTaBa MO U300p B HAKOI OT
aJDKCHCHHT XCKCOBETE Ha N30paHUs XEKC TpsiOBa
Jla TOCOYH €JMHUIIA TI0 HEroB H300p. AKO U B
Te3u 6 XeKca HAMa €IUHHUIM - TOraBa HHILO HE ce
CIIy4Ba.

HW3Box: Tpurepa Sniper! He e 3abIKUTEIHO J1a €
B KpaifHa cMeTKa B T10J13a Ha Urpavya OTKJIIOYUIT

TpHUrepa.

In CC, a Sniper! result represents a lot
more than just a patient man with a scoped
rifle: this mechanism is also used to repre-
sent combat occurrences such as friendly
fire, panic, shell shock, snake bite, despair,
dehydration, fatigue, a stray shell, dirt-in-
the-eye, erc.

1.9.1.4 Time! Trigger

Bunaru xorato npu aai pos ce OTKIIOUU TO3H
Tpurep Time!, urpara cniupa Ha nays3a, 3a Ja ce
npusioxku Time Marker Advance — nporeaypara

2. The Maps

2.1 The Battlefield

Kaprara (marn-a) Ha 60HHOTO HOJIE € TOKPHUTA OT

XeKcaroHaJIeH I'pHUJl M TIPeJICTaBisIBa abCTpaKTHa

CKaJla, B KOSITO €IUH XEKC € C TojleMHHa okojo 30

MeTpa. Beeku xeke chabpika:

e I'pacdmuno n300pa3eHa crenudpuKara Ha
TepeHa , KOMTO OKa3Ba
MHOTO(aKTOPHO BIIHSHUE.

e DBsaTa Touka Ha IIEHTHpA Ha XeKca, KOsITO
iy 3a ompegensne Ha Line of Sight [10]
MEXIy ZBa XeKca.

¢ VYHukanHa OykBeHO-IMppeHa naeHTuduKanus
32 BCEKH XEKC.

2.2 Map Border

2.2.1 —Tope B ACHO BCEKHM Marl HMa Marl-
HOMED, KOMTO MIEHTU(UIMPA U CITY>KH [IPH
ONPENENSHETO Ha HyXKHHUS MaIl 33 Pa3IHYHUTE
CIIeHapuil.

2.2.2 — B noyiHUS 4B BB HAa BCEKH MaIl UMa
IIECT-CTPAaHEH «KOMIAC» ChBMAALI C
OpHUEHTAIMATA HA XeKCArOHAIHUSA TPH/I Ha Marl-a.
To3u KOMIAC ce M3M0N3Ba 3a ONPEEIIHETO Ha
HOCOKHUTE, KOETO € HY’KHO IIPH CEThIIA HA
CLiEHApHs 1 32 ONpeJeNsaHe Ha PaHIbM HOCOKA
IpHU apTUIEPHIICKU yaap , KaKTO H 3a
HSKOM JIPYTH CHOMTHS KaTO MOCOKA Ha Pa3HACAHE
Ha [0YKapa 1 JIp.

On the compass, 1 points to the “top” of the
map; 4 to the bottom; 2 and 3 to the right
side; and 5 and 6 to the left side.

2.2.3 — Jlpara cpentyrosokKH1 brbjia Ha
BCcekH Mar chabpikat Artillery Boxes kpaero
ce mocraesit Radio marker [12].

2.3 Objectives

“In whatever position you find yourself deter-
mine first your objective.”

—Ferdinand Foch

00000

Bceku man cpabpika 5 Objectives — rmudpu B
4epBeHH Kpbraera. Konrpona Ha 00mKeKTHB
JIOKaIuuTe Hocu onpexaeneHu VPS koero ce
Ompesess Ha Kpasi Ha urpara \
croiiHocTTa UM ce onpezens ot Objective
chits, kouto ca usrernenu B urpa

3. The Units

“The infantry doesn’t change. We're the only
arm of the military where the weapon is }'.f?e
man himself.”

—Major General C. T. Shortis

name orale
\ Ful
figures: savfullr 8

1’; i_qrader —@'j (2){Ccommand

X = Jeam (Leaders only)
4x = Squad 216

Fi ; LY
Firepowel/ ‘ \Vlovement
(FP) Range

Hme / PaHr — cnyxu 3a naeHTH(QHUIUpaHE Ha
enuHNIMTE. JIMaepuTe IMaT BOGHEH YHH U
WHCHUTHHA.

DuUrypu — BCUUKY IMHULN Ca HIIOCTPUPAHH
¢ durypu Ha BoiiHuny, Jlunepure ca
MPEe/ICTaBeHN ¢ eAnHUYHa Qurypa; 2 durypu
npe3eHTupa ,,Team”(5 BoiiHUKa peanHo); 4
¢durypu — “Squad”(10 BoiiHHKa).

3.1 Unit Stats

“Morale is the state of mind. It is steadfast-
ness and courage and hope. It is confidence
and zeal and loyalty. It is elan, esprit de
corps and determination.”

—George C. Marshall

EnuHunuTe BUHaru uMaT 4ucio B ropHusd
JCCCH BbI'bJI U TPU YHKCJIa HAA J0JIHATa CU
CTpaHa Ha KayHTE€pa, JOPpU MMOHAKOI'a
CTOMHOCTHUTE Ha CIHO MJIX ITOBCYC J1a € «0».
HI/IHCPI/ITC caMO UMat €IHO JOII'BJIHUTCIIHO
HHCIIO IO CpeliaTa Ha AsiCHATa CTpaHa
orpaJacHo B XEKCaroH.

3.1.1 Firepower (FP) — Toga e mspBoTO
YHCIIO [0 JOJIHATA CTPaHa Ha KayHTepa 1
nokasa Gasosara cuia B Melee [O164] u
KOTaTO OTKPUBA OT'bH 110 BPAKECKH €XMHHUIIN



3.1.2 Range — Tosa e BTOpPOTO 4KCIIO Ha
J0JIHATA CTPaHa Ha KayHTepa, KOeTo [I0Ka3Ba
JI0 KOJIKO XeKCa eJMHHILATa MOXKE [a
obcrpenBa Bpaxkeckute Taknsa [020 & A33].

3.1.3 Movement — Tosa e TpeToTo 4uCIO
0 JI0JIHATA CTPaHa M TT0Ka3Ba KOJIKO TOYKH 32
nBuxeHune nma enununara [021].

3.1.4 Morale — Tosa e uucnoro rope B
JSICHO, KOETO MOKa3Ba KakBa e 6a3oBara cuiia
(YCTOIUMBOCT) Ha €IMHULIATA KOTATO € TOJ
BPaKECKH OOCTpEI UM KOTraTo Ce ONUTRA Jia
nposejie Bp3cTaHoBsBaHe - Recover [022]

wn otcTeivienne - Rout [023].
CroifHOCTTa Ha MOpaa JUPEKTHO Ce
Moauduipa BuHaru (mpudass ce) oT
croitHocTTa Ha npukputrero Cover [T78.3]
Ha XeKca, KOWTO € OKyIupasa eIHHHIATA.

3.1.5 Command — Toga e unciio orpajaeHo c
XEKCAroH I0 cpejiata Ha JiicHaTa CTpaHa Ha
KayHTepuTe camo Ha suaepure. Command
CTaTHCTHKATA TIPE3EHTHPA KOJIKO 100pe
JlunepbT UMa YMEHHE Jia KOHTPOIIMpA U
PBKOBOJIM MOAYNHEHUTE MY OKOJIO HETO B
GoitruTte neficreus. Command ciyku, 3a ja ce
AKTUBHUPAT JOIBIHUTEIHN eunuu 3a Orders
u Op Fire [8:3.1.1], xakro u xa 6pxar
MoJ00peHN 0a30BUTE CTATUCTHKU HA
EIMHHUIIATE U OPBKUATA, KOUTO Ca CTAKHATH C
Junepa [8.3.1.2 & 3.3.1.3].

3.1.6 Boxed Stats —

Parachute §

i)

(5](4]5]

Ha nmsaxon equanuum FP, Range u Movement
ca orpanenu B kBazpar (boxed). C
u3KIroueHue Ha 6okcen FP — nasaro +1
strength 8 Melee [016.4], Goxcen
CTOMHOCTUTE 03HAYABAT, Y€ EIUHUIIATA UMa
HSIKOM JIONBJIHUTETHHA BB3MOXHOCTH 32
W3BBPIIBAHE HA EKIIBHU, KOUTO EUHUIN 0e3
6okcen He mMorar fa npassit [A26, A39 and
A40].

3.2 Broken Units

3.2.1 Broken / Unbroken — Exununure
MMaT JBE CTPAHU M BUHATH 3aII0YBarT C
Unbroken crpanara cu 0GHKHOBEHO (110
crienapun). Korato npeTspnu Xur, ce o0pbiia
Ha Broken crpanara cu — ¢ gepBen 6ap ot
ropHaTa CTpaHa Ha KayHTepa U Mopail ¢ Osiia
nudpa.

3.2.2 Attached Markers - Exununa
MpeMHHaBalla OT 37paBa B CUyleHa 1 00paTHO
CH 3ama3Ba BCHYKH MapKepH Kato Suppressed,
Veteran u Weapon.

3.2.3 Attached Weapons — Caynena
€/IMHHUIIAa HE MOJXKE J1a CTPEeNIsl C aTaYHATHS KbM
Hest Weapon. OpbkHeTo He ce Yynu Win
BH3CTAHOBSIBA CAMOCTOSTEIHO — TOBa IO
MpaBH KOHTPOJIMPAIATa IO eAUHHIA.

3.2.4 Elimination — Bcska cuynena
BEJIHBXK €/IMHHUIIA AKO TIOEME CJIE/IBAII XUT
OuBa eMMMUHUPaHA. [IPOTHBHUKBT MOJTyYaBa

VP croiiHocrra 3a exununara [1.1] cien koero
s ce mocrasst Ha Casualty Track [4.2]

3.2.5 Rallying — Koraro cuynena exunua e
HpoBeJIa yCIelHo Bb3cranopsBane “Rally” — ce
o0pbIIa Ha 31paBara CH cTpaHa. ToBa
O0OMKHOBEHO CTaBa 4pe3 yCIeIIeH Iail poJI IpH
Recover Order [©22] wnu npu pasmaasu Events.

3.3 Leaders
3.3.1 Command

3.3.1.1 Command Radius — O6uknoseHo
upes Order [014.1] wiu Op Fire Action [A33.2]
ce aktuBHpa camo eaus Unit. Korato o6aue
aKkTUBUpaHaTa enuHua e Jluaep Toi uma
CII0COOHOCTTA Ja npeaaac cpuiaTa 3aroBe] Ha
BCUYKH OCTaHaJIU HE-JTUACP-CAUHULU, HAMUPALIU
C€ Ha OTCTOSTHUEC TOJIKOBA XE€KCa KOJIKOTO MY €
koMauHus paauyc (Command).

A Leader with “2” Command can activate
friendly units up to tweo hexes away—even
across impassable terrain or past an enemy
unit. A “1” Command Leader can activate
Jriendly units in or adjacent to its own hex.
A Leader with “0” Command can activate
units in its own hex.

3.3.1.2 Unit Command - CroiiHocTTa
Command na Jluzepa ce npuOaBst AMPEKTHO KbM
FP, Range, Movement u Morale Ha Bcuuku cBon
Squads u Teams (camo) -IOTOraBa JIOKOraTo ce
HAMUpaT B eIUH XeKc ¢ Jluaepa, 1opu Korato
Jlunepa He e aktuBupan. To3u edekT e
KyMYJIaTHBEH KOTrarTo JBa WiH rnosede Jluaepa ca
B enuH xekc. OT Tyk ce pa3oupa, ue Jlunepa He
adekTHpa HUKOTa caM ce0e CH, KaKTO U JAPYT
Jlunep.

3.3.1.3 Weapon Command - Croiinoctra
Command ua Jlugepa ce mpubassi JUPEKTHO KbM
FP u Range na Bcexu npustencku \Weapon 6e3
0s11 Oap Ha KayHTepa, KOWTO € HOCEH OT He-
Jluziep envHUIA M IOKATO CE HAMUPA B €JIH XEKC
¢ Jlunepa, nopu xorato Jlugepa He € aKTUBUPAH.
To3u edekrt, 10J0OHO HAa TOPHHUS, € CBIIO
KyMyJIaTHBEH I1pu noseue Jlnziepu B xekca.
So a Mortar, for example, can’t have its
stats affected by a Leader stacked with
it; and a machine gun being carried by a
Leader won't have ifs stats increased.

4. The Track Display

The Track Display is the reception point for
many of the game’s functions. It is home fo
various tracks and such that players will
utilize throughout a scenario. Ifs sections
are outlined below, as well as in rule 6.

4.1 Victory Track

4.1.1 VP Marker

VP mapkepsT ce noctasst Ha Victory Track-a
CIoper yKa3aHHusTa Ha ClieHapus (ako HAMa
TaKHBa CE€ MMOCTaBA HA Hyna) H CE ABUXHU Hanpeﬂ,
— Ha3aJ( 110 TPaKa, [0 MOCOKA Ha eJMH UrPad UIIK
obpaTHa Ha HErO B 3aBUCHUMOCT JAlIH U KOJIKO
BUKTOPH TOYKH Ieuesd win ryou. OOpaTHaTa
ctpana Ha VP — mapkepa ce m3mnonsBa 3a
O3HauyaBaHe Ha TOukH Haj 20.

. +20
VP -+

4.1.2 Attack Total Marker —

Aitmslz Ritasl
Tetal | Total
20

To3u MapKep ce H3M03Ba CaMoO KaTo
MIOMOIIHO CPEJCTBO 32 BPEMEHEH 3aIlic Ha
cuiara Ha poBesxaana Fire Attack / Mine
Attack / Artillery Impact / Melee Total.
Oco0eHo 1one3eH e To3u MapKep Korato
HalpuMep Urpava B 3arura teriu Fire
Defense Rolls u ce uarepsrTBa OT TpHrEp B
TO3H MOMEHT.

4.2 Casualty Track

“The cemeteries are filled with
indispensable men.”

—Charles de Gaulle

Bcexu cueHapuu ChIbpiKa HHCTPYKLHS KbIe
UrpavuTe Jia MOCTaBAT HA TPAKa ChOTBETHUTE
cu cepenrbp-mapkepu. Casualty Track-a uma
TOPEH U JIOJIEH PeJl K BCEKH ChOTBETCTBA HA
€l[Ha OT BOIOBAII[UTE CTPAHH.

Bceku mpT KOTaTo He-Jlumep enuHuLa OHBa
eNMMHUHKpPaHa (KaKTO M OPBKUETO aKO HOCH)
ce mocrasst Ha Casualty Track-a. Oppxusita ce
nocrasaT B large central box. Equaunuure ce
MOCTaBSAT [0 eHA Ha BCIKO HOMEPHUPAHO
MSICTO Ha CHOTBETHHSA PeJl 32 CTpaHaTa Ha
Tpaka 1o peji OT MAJIKO KbM TOJISIMO HCIIO.
ITo TO3M HAYHMH KOTATO €IMH UIPad MOCTABH
CBOSI €MTMMUHUPAHA €IMHAIIA Ha MACTOTO Ha
Tpaka KbIeTO € HETOBHS ChbPEHIbP-MapKep —
TO# aBTOMaTH4IHO Tyou urpara. [6.3].

4.3 Miscellaneous

el |
S 13X | X

4.3.1 OB Display — zaema nonnara nsisa
YacT Ha TPaK uCIUIest. Besika HaMOHATHOCT
rMa coOCTBEH Mapkep, 3a n1a otoenszBa Ha OB
Display-a kauectBoTo Ha enunuimte cu (Elite,
Line or Green) u Gpost Ha MO3BOJICHUTE
Orders (ot 1 10 6).

4.3.2 Scenario Date — Beeku cuenapun uma
JIaTa-TO/IMHa, CIIOJKETE MapKepPa 3a FOJIMHA Ha
CLOTBETHOTO MSICTO Ha JUCILIES.

4.3.3 Objective Box — Cnoxwu nsrernenure
Objective Chits Tyk [7.3.2]. Bcexn urpau
cllara CBOUTE CEKPETHU 00PKEKTHBHU B
CEKIHATA, KOATO € T10-0J1M3Ka JI0 HETO.
Beunuku 0TBOpeHH 00/PKEKTUBH CE Cllarar B
[EHTpaJIHaTa CEKIHUSL.

4.3.4 Data Boxes — Cenemte Data Boxes
Haii-7I0JTy Ha TpaK JUCIUIESs O3BOJISIBAT HA
urpagute ObP3 JOCTHIT A0 HAKOH CIICIIHATHA
npaBHiia CBbP3aHH C Pa3InIHU
hopTrdUKAIIMOHHN CHOPBKCHUSA U OPBKHS.
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5. Sequence of Play

HWrpara 3ano04Ba ¢ urpaua, KOUTO € oIpenesieH
I10 CLIEHAPHIi 1 TOW 3a104YBa CBOS IIbPBU
Topu. Koraro cBbpiy, TOH cH 10MBIBA
pwKkara o nHerosus Hand Size [1.1] — u
JPYTHAT Urpay U/iBa HA PEJ U 3a1l04Ba CBOS
nbpBU ThpH. Taka ce mpoabinkaBa KaTo
AITEPHATUBHO MIPAYUTE CC PEIyBaT B
TBPHOBE JI0KaTO He ce cTurae 1o Sudden
Death Roll wu npyro csbutre, Koeto cnara
Kpaii Ha urpara [6.3].

Enun ThpH ce ChCTOM OT CIIEHOTO, KOETO
MpaBH 110 U300p uUrpaya:

L4 ga HU31aa€ €1Ha UK NoBEYE
Orders M3UTPABAHKH KapPTH OT

pbkara cu [O14];

HIH

e  JluckapaBa KapTH N0 HETOB W300p

ot pbkara cu [O15].

5.1 Order Capability — B Combat
Commander e Mo3xe [a ce u3ae 3anoBe
0e3 [a ce u3Mrpae KapTa oOT phKara.
Makcumyma 6post 3amoBeIH, KOUTO MOTar 1a
ce nanar Ha ThpH, ca IOCOYECHH U 3a JBaMaTa
urpaun Ha TexHute crpanu Ha OB Display-a
WM Ca ONPE/ICICHH OT CLIeHapHsl. 3alloBeATa
Ce M3IIBJIHSBA BEJIHAra Cile]l KaTo ObJe 1ajeHa
¥ CIIeJl TOBA UIpada pellaBa 3a cle/Ballara.
Buosere 3anoBenu ca 0OSCHEHU OT/IEIHO

[016-023]

5.2 Action Capability — ITogo6uo na
3aroBequTe (B.K. rope) M ExnreHATE HE MOTaT
Jia ce mpaBsT 0e3 Ja Obe 3UrpaHa Kapra ot
pbka. EkureH Moxke 1a Ob/ie H3UrpaH U o
BpeMe Ha IPOTUBHUKOBUS XOJI, CTHTa Jia €
HaJIMIEe KapTa ChC CHOTBETHHS SKIIBH U
YCIIOBHATA 32 HEOBOTO M3ITBJIHEHHUE /1A Ca
ChII0 HaMMYHK. EKIIbHUTE ca 00siIcCHeHH
moapobuo Ha [A25-A41].

5.3 Discard Capability — Axo urpaust
pEILIH 1a He u3/1aBa 3arnose/u Ha To3u ThpH,
To# Moske ja auckapaHe kaptu [O15], kouto
CMSITA Y€ He ca My HyXHH. MaKCUMAIHHUST
Opoit KapTH, KOUTO MOX JIa AUCKAPAHE ca
yrnomenaty B aid sheet-a Ha HanusTa KOATO
KOMaH/IBa.

5.4 Hand Refill - B kpas na serosus Tspu
UrpaybT JOIBIBA PhKaTa cH a0 cBos Hand
Size [1.1] termeiiku kapTH OT BbpXa Ha AeKa
cu. Hand Refill mponienypara moxe na 6be
BpEMEHHO NpekbcHaTa ot Time Marker
Advancement [6.1.2] - ako nocienHaTa kapTa
OT QeiiT-meKa e Onita H3TereHa MpeIn TOBa —
B TO3H CiIydail ce perrbGbiiBa, 0popmst ce
HOBUSI (eiT-IeK 1 TOraBa ce JOIIbJIBa PhKaTa
C KapTH.

6. Game Time

“Time is everything; five minutes makes the
difference between victory and defeat.”

6.1 Time Marker

—Horatio Nelson

6.1.1 Placement Time

Bceku CLICHApUHU IMOCOYBA KB/IC J1a CC€ MOCTAaBU Ha

Tpak auciuies Mapkepa Time (0OMKHOBEHO Ha
HyJa).

6.1.2 Advancement Time — Time mapkepsT

HaIpe/iBa ¢ eIHO IOJIe Ha TalM Tpaka IpH:
e  Bunaru koraro Time! Tpurep e ponHar

Wi

e  BuHaru korato ce 00bpHE 3a POJT WIN
M3TETIN TOCIIeTHATa KapTa OT JeKa —
ce MmpoIeIpa TOYHO KaKTO U TPH I0-
ropuoto (Time — tpurep).

TaiiM MapKkepbT MOXKE Z1a HaIPETHE CaMo ¢
enHo none — Hukora ¢ ase! — mopu npu
Clydas TIPH KOWTO MOCIeaHaTa KapTa OT
JieKa ce 0Opblla 3a 1ail poJl U Ha Hest UMa
Taiim — Tpurep.

Bennara cnen xaro Taiim mapkepa
HanpeJHe, UrpaTa ce nay3upa 1 ce MpaBsaT
CIICZTHUTE CTHIIKH:

1) MWrpaubr 3axeiictBan (camo Toi) Taiim
MapKepa, perrb(biBa 1BaTa KapT-
naiina 3a 1a ohopMH HOB PEUT — KapT
ACK;

2) UWrpaubt 3azeiicrBai Taiim mapkepa
npasu Sudden Death Roll ako ca
Hanmie ycnopusTa [6.2.2].

Toraga aKo WrpaTa He NPUKIIOYBA ChC

Sudden Death, ce npoxbikasa cbe

CIICJIBAIIIMTE YSTHPH MPOLEYPH B TO3H PEII:

3) Defender-st (camo) momyuasa 1 VP

4) Maxar ce Bcuuku Smoke Mapkepu ot
Mar-a

5) Axko MMa efHa WK NIOBeYe eAUHUIM Ha
Taiim Tpaka Ha MSCTOTO, KOETO cera €
nocturnan TaltmM-mapkepa, UrpauybT
WM UTPAvNTe B3UMa TE3H SJUHHULIHN U

T IIOCTAaBA HAa HAKOHU XCKC UJIM XECKCOBE

I10 NIPOTEIKEHUEC Ha p1)6a Ha Mali-a oT
HEropaTa 4acT Ha noJjieTo. IHaKTHBHUS

urpay npaBu TOBa IPHB. Te3u CAUHUIU

ce BKIIFOYBAT OTHOBO B OOHHHUTE
IEHCTBHSA KaTo MOIKPEIUICHHUS 1
BCHUKHUTE HBAT KaTO 3/paBH TaKUBa
(unbroken). Cv6aronaBa ce cTakuHr

mumuTa. Reinforcement Radio (ako nma

TakoBa) ce rmocrass B Artillery Box.
6) U nBamara urpayd MOTar Ja U3UTPasT
exursHa “Dig In” [A32].
Crient KaTo ca M3MbJIHEHH CTPHKTHO IIECTTE
TPOLIEyPH B ISIOCTHOCT H
TIOCIIEZIOBATEHOCT, MTPaTta MPOIbIDKaBa
OTHOBO OT TO3W MOMEHT, KBJIETO € Onia
may3upaHa.

6.2 Sudden Death Marker

6.2.1 Placement

Budden
DEaEhn

Bcekw clieHapuH J1aBa yKa3aHHe Ha KOS TTO3UIIUSI
Ha Time Tracka-a cnenBa n1a Gbzie mocraBeH
Sudden Death — mapkepa B cerbIia.

6.2.2 Procedure — Bunaru xoraro Taiim
MapKepa HalpeIHe U CTHIN B MO3HULUSTA HA
Sudden Death Marker-a nu e B mo3umus ciex
HEro, UrpavbT 3aIBIKII TaiiM Mapkepa
TpsidBa Ja HATPaBM Aaii poJ (Teru ce ciex
Karo e IIb()BIHAT U HAIIPABEH HOBHS (et
II€K). AKO pe3yJITATHT € MO-HACHK 0T
uudppara Ha TaiiMm Tpaka, KosITO 3aemMa
Taiim mapkepa (ae Sudden Death Marker-a),
UrpaTa NPHKJIIOYBA B TO3H MOMeHT [6.3,
below]. Ako nu pe3yaraTbT € paBeH WK 1o-
TOJISIM, UTPATa CH TPOIBIDKABA HOPMATHHS
XOII.

6.3 Game End -
B Combat Commander exxa urpa moxe 1a
MPUKITIOYH [TOPAJIHA YSTUPH [IPUYHHU:

1) Urpay e npHHY/ICH Ja TIOCTABH CBOS
enuHuIa (emuMuHEpana) Ha Casualty
Tracka-a Ha mO3ULMATA KBIAETO € HETOBUS
Surrender marker;

2) Ilocnennara ocTaHana eqUHULA HA Urpad
Ha Mall-a ¢ eIMMHUHHApaHa;

3) IocnenHara octaHana eMHAIA HA Urpad
Ha Man-a 100pOBOJHO M3JIH3a OT Mall-a

[7.2.1];

4) Sudden Death Roll-a [6.2.2] e mo-aucsk ot
HoMepa Ha Taiim Mapkepa.

6.3.1  — Axo ce e ciryumna cutyanus 1)
WM 2) OT TOPHUTE, TO3H UTpay
aBTOMATHYHO U HEe3a0aBHO € 3aryOmn
urpara, He3aBHCcUMO OT Herosure VP
cOop. AKo 1 1BaMara eJTHOBPEMEHHO
ryOsIT UrpaTa 1o ChIIUs HAYMH, HTPAYBT
koiito xppoku Initiative card napymasa
[aToBaTa CUTYaL¥sl C TOBA M € OOeIuTeN

[9.2].

6.3.2 — Ako ce € ciyuniia TpeTara uim
YeTBbPTATA CUTYALUs M IBPBUTE JIBE HE Ca ce
CITYYHJIM, UTPaYHTe TPAOBa 12 Pa3KpHUsT
coure cexperau Objective chits u ga oTuerar
cymapaute cu VP u npuioxar Bepxy VP
Tpak-Mapkepa. To3u urpad oT 4usTO CTpaHa e
VP-mapkepa ciiest Hynata — Tol e moGeurel.
Axo VP-mapkepa € B O3HIHs HyJIa — Ie4eNn
TO3U Urpau Koiro appxu Kaprara 3a
MHULHATHBA.

7. Victory Conditions

“Iwant to tear out the pages of my diary
where I wrote about the collapse of my will.
But let them stay there as a lesson in life
that it’s wrong to jump to conclusions just
because things aren’t going so well.”

—Nikolai Moskvin,
after the Soviet victory at Stalingrad

OOHNKHOBEHO UTPavbT KOWTO ITE€UeITH UTPaTa e
u ¢ moBede VP OT MpoTHBHUKA CH KBM Kpast Ha
urpara [6.3]. Buktopu ToUKH ce medessT 1o
TPH HauMHA:

e  VHHIIOXaBaHE HA BPAKECKH €AUHHILIU;

e  lI3nm3aHe HAa CBOM €WHUIM IIpe3
BpaKecKus Kpail Ha O0MHOTO TOJIe;

e  Koutpon Ha maphoard Objectives.



Elimination Victory Points

Korato e enmuMuHMpaHa Bpa)kecKa eMHULIA

nopaay HAKakBa npuunHa (Bki. CiryyaitHo

CHOUTHE) — OIIOHEHTHT M10JIy4aBa ChOTBETHHUTE

VP 3a ToBa:

e Squad - crpysa 2 VP;

e Team - crpya 1VP;

e Leader- crpysa 1VP +1VP 3aBcska
touka Command Ha HeroBaTa 3paBa
CTpaHa;

e Hero - crpysa 0 VP

Tesu croiirocTu ru uma u Ha Player aid sheet

3a JIeCHA CIIPaBKa I10 BpeMe Ha UrpaTa.

7.2 Exit Victory Points

Bcexu man nma JisiBa M JsICHa CTpaHa 1pes
KOHWTO HE MOTarT Jia BIN3aT WIH U3JIH3aT
€IMHUIIY 32 Pa3jInKa OT KpawuIiaTa KbM
HTpadnTe.

J106poBOJIHOTO (YMHUIIIJICHO) M3JIM3aHE Ha
CBOM CAMHUIIM OT BPA)KECKH Kpall Ha Mara
upe3 Move [O21] unu Advance [O16] Hocu
VP, nokaTto o6paTHOTO — U3/IM3aHE Ha CBOU
€IMHUIIY TIpe3 CBOsI Kpail Ha MaI-a,
npuHyaeHH upe3 Retreat mo Bpeme Ha Rout
Order [023] Boau o0 3ary6a na VP.

7.2.1 Voluntary Exit

Wanuzaunero ¢ Advancing wiu Moving Ha
€IIMHUIIM 1Tpe3 MPOTHBHUKOBHS Kpail Ha Mar-a
usmckea 1 Touka 3a nukenue (MP) ore
(xoraro egMHUIATA € B TPAHUYHHS XEKC).
HrpaubT KOHTO € HalIpaBUJI TOBA MOJIy4aBa
senuara crotBetaute VP [1.1]. Crien ToBa
U3JIC3ITUTE SANHUL COOCTBEHUKBT UM TH
cjara KbJeTo nosenae Ha Taiim Tpaka, HO Ha
nose cien Taitm Mapkepa. Eqununure Bunaru
ce MOCTaBAT KaTo 37paBu Ha Tailm Tpaka,
JIOpH J1a ca OWJIM CUYNCHH Ha U3JIU3aHe,
3ana3Bat ¢ OpBKHETO aKo HOCAT TaKoBa 32
HETO ChHIIOTO BAKH — aKO € OHJIO CUYIIEHO —
Beue He e. ['y0sr ce Suppressed marker u
Veteran marker.

3a J1a e Mo-J1eCHO pa30dUpaHeTo 3allo € TaKa,
IpHeMeTe, Y€ TOBA Ca HAaIlbIHO HOBH CHIIH,
HABAIIY KaTO MOAKPEIUICHHE.

7.2.2 Involuntary Exit

Retreating unit [©23.3] morar nxa 6baaT
MIPUHYICHH J1a HallyCHAT Mall-a TIpe3 CBOsTa
CH CTpaHa — B TaKbB CITyJail ce Ipruema, Je Te
ca eJIMMHHUPAHH H CE MTOCTaBAT KaTO TAKHBA
na Casualty track-a, cien kato ononenra e
HOJTY4HJI Hoiaramgure My ce 3a rosa VP [1.1].
AKO € UMaI0 OPBKHUS CE TOCTABSIT B
CBOTBETHATA CeKIMs 3a Opbxkust Ha Casualty
track-a, kakTo ce TyOsT ¥ BCHYKH aTaqHaTH
MapKepu.

7.3 Objective Victory Points

Bceku ot merte O6mKeKTHBA HA BCEKH Mall
MOXe€ J]a CTPYBa €JJHa WJIU [10BeYe BUKTOPU
toukH (VP) B 3aBUCMMOCT OT TOBa KaKBU
Objective Chits ca usrernienu B urpa. Muaue
OOKEKTUBUTE KaTO BUKTOPH TOYKH UMAT
CTOHHOCT HyJIa, aKO HE € B Urpa U3TETIICH
ceotBetHus Objective Chits.

1.3.1 Control of Objectives

Pl S P
= |

J[BOMHOCTpaHHUTE KOHTPOJIHU MapKEPH
Clly’KaT 3a MHJUKALUs 32 TOBA KOS CTPaHa KbM

MOMEHTa KOHTpoJrpa OOHKEKTUBHUTE 110 Mar-a
[2.3].

Tlo Bpeme Ha HHMITHATHUS CETHI YECTO IBTH
cIeHapus J1aBa yka3aHus kKo OO/PKEKTUB OT KOst
CTpaHa € KOHTpoJHpaH. B Hsikon ciryyan ce
3anoyBa urpara ¢ OOKEeKTUBU KOUTO Ca HOJ
HUYUH KOHTPOJ M Ha TSAX HAMa TaKMBa MapKEpH.
Korato enHa ot cTpanute CThIM B 00 HKEKTHB
XEKC ChC CBOSI €AMHHULIA U B KPasi HA X071 CH B
XeKca HsIMa MPOTUBHMAKOBA TaKaBa, CbOTBETHHS
urpad ¢IIMIBa KOHTPOJIHUS MapKep Ha CTpaHaTa
CHOTBETCTBAIllAa HA HETOBATA, a aKO HAMA TaKbB
OT TIpeIH TOBA — ITOCTaBs CBOM.

7.3.1.1 Building Objectives

OOmKEeKTHB JIOKAIN3UPaH B CrPpaja/mocTpoiika ce
HpHEMa, Y€ ce UMa MPEIBH] KaTo 00PKEKTHB 11~
JaTa crpaja. B To3u cMuchI, 3a 1a ce moeme Ko-
HTpOJa TYK — TpsA0Ba Aa Ob1e 0CBOOOJCHA OT
BPa)KECKH €MHUNM I[UI1aTa Crpaja, BKIIOYHNTe-
JIHO aKO ¥Ma yYacCTBIM OT Hesl KOUTO U3JIN3aT
W3BBH IPAHUIATE HA XeKca, KBJIETO €

00/ KeKTHBA.

7.3.2 Objective Chits

B urpara uma 22 Objective markers - niu
“chits”. OGMKHOBEHO OO/HKEKTUB YUTOBETE CE
TEIJIST Ha PAHIBM U T€ IPUOABSAT JOMBIHUTEIHA
Y4acT KbM YCJIOBHSTA 32 [00ea B CLICHAPHSL.
OGUKHOBEHO JileTepMUHUPAT KoM OOIKEKTHBH
0 KapTaTa ca BaKHH 3a ChOTBETHATA CTPaHA U
CHOTBETHO KOJIKO BUKTOPH TOYKH II[€ UM JIOHECAT
aKo MPUIOOHAT/3aa3AT KOHTPOJIA BHPXY UM
12.:3]. Beekn 061KEKTHB UUT MMa «3aTBOPEHAY»
CTpaHa M «OTBOPEHa» KOATO € CEKPETHA 3aIl0TO
YTOYHSIBA BUKTOPH YCIOBHUSATA U CE BUKIA CAMO
OT coOCTBeHMKa. MIMa HAKOJIKO BAPHAHTA Ha TE3U
YHUTOBE:

(open)
Objective (secret)

o =y Objective

[NokasBaiiku To3u O6mKekTHB X — TOit cTpyBa Y
VPS 3a HETOBHsI KOHTpOJHpAI urpad. Te3u
CTOWHOCTH ca KyMmynatuBHH ¢ npyrure Obj.chits.
Axo Bcrukute Tpr OGKEKTHB uuTC #3 ca B
urpa (C, G and K), O6pxextus 3 1ie ctpysa 6
VPs 06110 (1+2+3). UnesTa e ue ce e mokaymia
0 TO3H HAYMH TAaKTHYECKATa CTOMHOCT Ha Ta3n
nokarust (OGmKEeKTHB).

Hsxon apyrn OOmKEeKTUB YATC UMAT CICTHOTO:

{open)
Objective (secret)

@ gy Objective

ToBa o3HauaBa e nerre OOKEKTHBA Ha KapTaTa
cTpyBar Y BUKTOPH TOUKH BCEKH. Te3u
CTOWHOCTH ca KyMYyJIATHBHH C IPYTUTE
OO0K.unTC.

Jpyru tpu O6K.YUTC. UMAT CIIETHOTO:

(open) (open) (open])
Objective Objective Objective
_8D, Exit points Elim. points
= win are doubled| are doubled|

Koero o3nauaBa:

e HerocpezcTBeHo npean Beeku SuddenDeath

Roll [6:2.2], ako enuH urpau KoHTpoIHpa

BcnukuTe et OO/HKEKTUBA, TO3U Urpay

ABTOMATUYHO NEYECIIK Urpata HE3aBUCUMO OT

TeKymmute cymu Ha VP;

o VPs 3a u3nu3ane npe3 NpOTUBHUKOBUSA Kpai
[7.2.1] ce nyGmupat u 3a ABeTE CTpaHy;

e VPs 3a enMMUHMpaHe HA BPOKECKU €AMHULN
[7.1] ce nyGnupar u 3a 1BeTe CTpaHH.

Taka Hsakou OOIKEKTHBH MOJKE 1a Ce OKa-
JKaT He 0COOCHO IIEHHH, HO 10 CaMUs Kpaif Ha
UTpaTa TH HE 3HaeIll Jaln 00PKEKTHB, KOHTO
HE € [ICHEeH 32 TBOSTA CTPaHa Ce OKa3Ba U3KIJI-
IOYMTENHO IIEHEH 3a BpakeckaTa ¥ KOHTPOJIa
My Hakpas IIe JOHECe TOBeUe BUKTOPU TOUKH
0T ovakBaHOTO. Te3u npaBuia ca 1o6pa cumy-
Jalys Ha peaqHUTe TaKTUYECKH TIIAaHOBE U
O0op0Oa 3a KOHTPOJI Ha BaJKHHUTE JIOKALMH Ha
6oiiHOTO TIOTE.

7.3.3 Open & Secret Objectives
OtBopenuTe OOK.9UTC KAaKTO M CEKPETHUTE
TaKWMBa, KOUTO ca OMJIN pa3sKpUTH (OTBOPEHH)
o BpeMe Ha urpara [E67] — ce crmarar ¢ otBo-
peHara cu ctpana (face up) B uentbpa Ha
Objective Box. Secret Objective chits Tpsiosa
na ce aepakar face down B Objective Box-a
KaToO caMO UTpada UM IIPUTEXKaTeN HMa IIPaBo
CEKPETHO J1a MOTJIeXa, aKo Ce Hajara.
3a0enexere, ye HAKOIKO OOMLK.UUTC HAMAT
,,CeKpeTHa”’ CTpaHa — KOraTo ObJaT U3Terie-
HU BeqHara ce mocrasst face up B Objective
Box-a. Open Objectives nasar p3Harpakie-
HHETO CH OT BUKTOPH TOYKH BEHAra 10 Bpe-
M€ Ha Urpara, JOKaTo CEKPETHUTE TaKUBa
o0nyaifHO CH [jaBaT Harpajara B Kpas Ha UTp-
aTa, KOraTo ce pa3kpuBaT (PSIKO MO-PaHo).
Whenever an open Objective changes
ownership on the map, remember to first
subtract its value from its former control-
ler before adding its value to the new
controller’s victory points—in this manner,
an Objective worth 4 VPs would cause an
eight point swing when it changes hands.

8. Stacking

CilarageTo Ha OBeYe OT €1Ha €IUHUIIA WU
MapKeEp B €IMH U CbIIU XEKC CE Hapu4ia
“stacking”.

CC’s oversized hexes allow counters to sit
side by side within it. Even though these
pieces may not physically be “stacked”
upon one another, they are considered fo
be “stacked together” for game purposes.

8.1 Marker Stacking

Stacking orpannveHusTa ce npusaraT 3a

BCUYKH MapKEpH BE€AHAra CJaca moCTaBAHETO.

Hsima mumut 3a 6p09{ Ha MapKE€pu, KOUTO

Morar aa 3aeéMat €aIuH XCKC C U3K/IIFOUCHUEC Ha

CIE€THOTO:

8.1.1 Unit Markers

Besika equnniia B urpa Moxke Jja uma

MAaKCHUMYM I10 €JMH MapKep OT TO3H BUJL

CTaKHaT C Hes.

e Suppressed

e Veteran

e Weapon (Bcsika equHHIIA MOXE []a HOCH
Bceku \Weapon, Ho 1o enH)

8.1.2 Radios

Camo €AHO paano MOKE na 6’[)[18 CTaKHaToO B

Artillery Boxes — T.e. mo eqHo Ha cTpaHa.

(The first such Radio takes

precedence.)

8.1.3 Fortifications

Camo exun @opTrdHKeHIIEH MapKep MOXKe
Jla C€ HaMHpa B €IUH XCKC.

(The first such Fortification takes
precedence).



So if the Shellholes Event instructed you to
place a Foxholes marker info a hex already
containing Wire, those Foxholes would not
be placed.

8.1.4 Smoke - Camo exun Smoke mapxep
MOJX€ 1a MPUCHCTBA B XeKC. TO3M KOWTO € ¢
naii-rosim Hindrance e ¢ npeaumcrso.

8.1.4 Blaze - Camo enun Blaze mapkep
MOJKE JIa IPHCHCTBA B Xekce. JIokaTo uMa
TaKBB MapKep B XeKca, HUTO €IHH MapKep OT
rope- u36POEHHTE WM EIMHAIIA MOTAT 1A
TIPUCHCTBAT B XEKCA.

8.2 Unit Stacking - Bposr na
MPUATENICKATE SAUHHULIN, KOUTO MOTAT 1a
MPUCHCTBAT B XEKC CE OIpees oT Opost
¢urypkn Ha KayHTEepuTe (BOWHHYETA) —
MaKCHMAJHHUAT OPoii € 10 cegeM
BKJIIOYHTEIHO. [Tpy oceM 1 noBeue HUrypku
B €[IMH XeKC NMaMe OBbPCTAKHUHT.

Unit stacking limits ce npusara B kpas Ha
BCEKH XOJI Ha Urpada. B To31 MOMEHT HrpaybT
€ JUTbXKeH J1a IPUBEJie BbB BCEKH XeKC Opost Ha
BOMHHIINTE CH B ChOTBECTBUE C TOBA
U3KCKBaHE.

BbB BCEKH OBBPCTAKHAT XEKC UTPAYbT MOXKE
Iia u3bepe aa mpoBe/e camo J0 eIuH
ceoGoueH (free) Deploy Event [E52] npenu na
ce IpeMUHE KbM EITUMUHAIMS Ha eHMHHIII
MOpaji OBbPCTAKKHT.

Example: Due to a Retreat, the Axis
player finds that he has two broken Ger-
man Squads in a single hex at the end of the
Allied player’s Turn. He first opts to Deploy
one of them into two (broken) Teams. He
then eliminates one of those Teams. No
further units need be eliminated as there
are now only six soldier icons remaining in
the hex, bringing it within stacking limits.

You are generally free to violate stacking
limits during a Turn — in order to Advance
extra units into a Melee situation, for
example — but must figure out a way to
remedy the situation by the end of the Turn
or face cardboard calamity.

9. Initiative

Korato ce urpae npeaBapuTeHO reHepupaH
CLICHapHii, Ce TOCOYBA Ha KOS CTpaHa Ile
npuHaIekH VHUIHATHBA KapTaTa.

AKO ce urpae Ha paHIbM reHepUpaH
CLICHapHii, YHCcII0TO 3a MHMIMaTHBa ce
ompenes OT 3aKyNEeHHUTE 3a HeroBara CTpaHa
OB: B T03H cilyyail UrpaybT C MO-BUCOK
HOKa3aTell 32 MHUIIMATHBA I11¢ 3aII04YHE C Ta3u
KapTa.

BAYXHO: Kaprara 3a lHnnuaTnBa HUKOTa HEe
€ 4acT OT pbKaTa Ha Urpada 1 He Ce B3UMa
MPEIBH KOTATo Cce ompezens Herosus hand
size limit.

9.1 Re-Roll

[To BcsiKO BpeMme Ha urpara UrpaybT KOHTO
npurexana Kaprara nunuarusa Moxe na
u30epe 1a OTMEHHU BCUUKH €(eKTH OT

MOCIIETHUS Al pOJI, BKIFOUYUTEIHO U TPUTEP
aconuupat ¢ To3u poi. Ho TpsOBa na B3eme

PCHICHUETO CU TPEU a 61)[[8 IIPUJIOKEH e(beKTa

OT Tpurepa.

Koraro ToBa ce CIIy4H — I/Irpaq},'r COOCTBEHUK Ha

KapTaTta OTMEHs J1ail poJl — TOM BpbuBa KapTaTa
Ha JAPYTHs Urpad 1 Bede T € B HEroB KOHTPOIL.
ITo-KbCHO MITH CKOPO MJIM B pAMKUTE JIOPH Ha
CBIIHS Jail poJl, HOBUST i COOCTBEHUK MOJKE J1a
pemy 1a 1 ynoTpeOH 110 ChIINS HaYWH 1

TIOHAKOT'a TaKa €€ CTUr'a 10 CEPUU Ha pasMsHa Ha

KapTarTa, 3a KO€TO HAMa OIrpaHUY4CHHUEC.

9.2 Tie Game

Koraro CIICHapUH NPUKIIIOYBA C PaBEHCTBO —

“0” VPs cnexn Sudden Death wiu nBamara urpadn

Surrendering exHOBPEMEHHO — HTPAYbT KOHUTO
nepxu Kaprara Maunuatuea e nodeaurern.

The Initiative card thus acts as a sort of
balancing mechanism to temper those wild
strings of luck inherent in any game with
cards or dice. Initiative will generally pass
back and forth between the two players as
the fortunes of war play out, though this
isn't mandatory—it is possible, however
unlikely, that a player could refrain from
using it throughout an entire game.

10. Line of Sight (LOS)

10.1 LOS Checks

Karo 11710 3a 1a MOKe e/JHA IMHHIIA 1a OTKPHE
OT'BH I10 JIPyTa eIUHAUIA B APYT XEKC - TPIOBa Ja
st B2, [Iposepkara 3a sugumoct (LOS) ce
TPaBH KaTo Ce TpeKapa JIMHUS MEKIY LEHThpa
Ha XeKca Ha CTpeJsIaTa eANHNIA U HEHThpa Ha
XeKca Ha Taprera. AKO Ta3H JIMHUS Biie3e B
CBIIPUKOCHOBEHHE C 0OCKT Ha TePeHa —
NPEISITCTBHE 3a 3puTeNHus b4 (Obstacle) niu
NPENATCTBHE HAMAJISBAIIO J00paTa BUAUMOCT
(Hindrance) to cwotBetHO LOS € blocked [10.2]
wn hindered [10.8]. Takasa npoBepka Mosxe 1a
ce MpaBH 110 BCSIKO BPEME U OT JABaMaTa UrPadm.
Bceku o0cTakb WK XHHAPAaHC (HampuMep
CTeHa Ha crpaja, )KUB IUIeT, XPacTH H Jp.),
KOMTO € BbB HJIM YaCT OT HEro e BbB XeKca 0T
KOWTO ce CTpeJsi WM B KOWTO e 1[eJITa, He
nosusaBat Ha LOS.

So a Wall hexside that is not one of the six
sides of the sighter’s or target’s hex blocks
LOS between them, even if the LOS is traced
exactly along the Wall s hexspine.

LOS e BuHAru pequnpoYHa: ako eTHHHUIA A
BIZKIA equHUIA B, To 1 eqmanna B Bimakaa
eIUHUIA A.

10.1.1 Units & LOS

EZ]I/IHI/IL[I/ITB NPUATEIICKU WA BPAXKECKU - HE

6nokupar uin Hamanseat LOS o kakbsBTO U 1a €

HA4YHuH.

10.2 Obstacles & LOS

Beexu tepen [T79-T99] chc cumBon Oy
Heroparta LOS komoHa B TabiuiaTa 3a TepeHI
(Terrain Chart) ce napuua ¢ Tepmuna “Obstacle”.
EnuHuna B eaMH XeKe He MOXKe J1a BUIH JIpyra
enuHHIA B ApYT Xekc ako LOS e 61okupan ot
00CTaKBbII.

10.2.1 Blaze Obstacles

Blaze mapkepst [T79] ce npuema, e
U3ITBJIBA LSUIOCTHO IPOCTPAHCTBOTO HA XEKca,
KoiiTo 3aema. Ci1e0BaTEIHO XEKC KOUTO
ChIBpKa TO3H Mapkep e obcrakbi 3a LOS.

10.3 Hindrances & LOS

Hsikoun 00eKTH 1O TepeHa ca TBbPIE PEXaBH 1
HEZOCTaThYHO IUTHTHH 3a /1a OIIOKHUpaT
HAIIBJIHO BUINMOCTTA — T€ C& HApUYaT
“Hindrance”. Xunapanca npeyu 1 HaMasiBa
edukacHOCTTa Ha MPHULETHATA CTpenba Mo
TapreTa, Ho He Ookupa LOS u cboTBeTHO
BB3MOXHOCTTA 38 OTKPHBAaHE HA OT'BH IO Bpar.

10.3.1 Targeting & Hindrances

Besika mporenypa mo Accuracy [018.2.2]
i Targeting [020.2] cve LOS npemunasa-
1@ pe3 ChOTBETeH XUHAPAHC — HaMaJjsiBa He-
FOBHS POJI ChC CTOMHOCT, KOATO € II0COYECHA B
Terrain Chart-a B xononara LOS.

Axo Radio/Weapon yzpsi, BCSIKO T10CIeIBAII0
Artillery Impact/Fire Attack Roll mwe 651e
He3acerHaTo oT XuHApaHca.

The hindrance was already taken into ac-
count by lessening the chances of hitfing
the intended target in the first place.

10.3.2 Fire Attakcs & Hindrances
Bcesika non-Ordnance Fire Attack [020.3] ¢
npemunaBaia LOS npe3 Xunapanc me
mamanu FP cee croitHocT, KOsTO € ImocoueHa
na LOS kononara B Terrain Chart-a.

10.3.2.1 Minimum Firepower — Fire
Attack kosTo € petyrupana 0 HyJIa | 1o-
MaJIKO BCJIC/ICTBHE IPEMUHABAHE Ha aTaKaTa
npe3 XUHApaHC — HE MOXKe Ja Obae
ochliecTBeHa. 3a Ja Obje HanpaseH Fire
Attack Roll e nyxHo FP na 6b1e noHe eaHo,
TaKa 4e caMo eKII'BH KOHTO MOXKe Jja TOBHIIN
FP 1o exno uiam nmoBeve (ako MMa TakaBa
BB3MOXKHOCT), MOJXKE J1a Pa3pelln aTaKara.

10.3.3 Hindrance Modifiers —
XuHapaHca HsIMa KyMyJTaTHBEH €(eKT: TO3H C
Hal-rossiMa CTOMHOCT XUHIPAHC CE€ OTYUTA
€IMHCTBEHO W OCBEH TOBA TOH HE CE yBEIJH-
YaBa aKo MEX/Y CTPEIIIIIHS XeKC U LelTa uMa
MOBeYe OT €JUH TaKMBa XHUHJPAHCH.

A Squad Fires at a Team three hexes away.
Both hexes between them contain Brush.
The Team’s total FP is reduced by -3 for one
Brush Hindrance, not -6 for both. If one of
the two intervening hexes also contained a
‘4" Smoke marker, the FP would be reduced
by -4 instead for the Smoke. If both inter-
vening hexes contained “4” Smoke markers,
the modifier would still only be -4.

10.3.4 Smoke Hindrances —

Smoke marker [T94] ce npuema, ue u3msiasa
uenus xeke. C apyru nymu ako LOS
MIPEMUHABA MIPe3 TO3H XEeKC, IOPH YaCTHIHO
i 1o pbrba — Toii noBmusBa Ha LOS
ch3aBaiku XUHIpPaHC.

The physical placement of a Smoke/Blaze
marker within a hex is unimportant: these are
“inherent” terrain, and are considered to affect
the entire hex — including all six hexsides — as
long as they remain.



Ocgen ToBa Smoke XuH/paHca MOBIIHSBA U
LOS kosT0 BiIM3a WK U3]IM3a OT XEKca, a He
camo npeMuHaBamuTe npe3 xekc LOS, kakro
Ipyrd XUHIPAHCH, KAaTO OTIICYATAHUTE HA
Mar-a Harpumep.

Continuing the example from [10.3.3], if the
Squad’s hex contained a “5” Smoke marker,
its FP would be reduced by -5 instead.

11. Weapons

Heavy NG 11.1 Effects

Fix: 16

81 Elim: 7«8

Kakro exunnuunTe Taka u opwxuaTa umat FP
u Range — usxou ca 6okcen (orpageHu B KBa-
Jparyera), HIKOU B YEPBEHO C HEraTUBEH MO-
Iudaitbp, KaKTO B IpUMepa mo-rope: -1 KkbM
MYBMEHTA Ha €JJUHHUIATA, KOSTO HOCH OPBKH-
eTo. BuHaru koraro equHHNIATA € aKTUBHPaHA
[©121] e axrusupano u opBKIETO, KOSTO Ts
Hocu. Camo 371paBu i Hecynpecupanu [18]
SIIMHUIM MOTaT Ja CTPEIAT C OPBIKUETO,
KOETO HOCSAT U MOTar Jia TO HalpaBsT TOBa
CaMOCTOSTEIIHO WK KaTo 4act ot Fire Group

11.2 Portage —

Bcsika enyiHMIIa MOJKE 12 HOCH TI0 €ITHO
OIIPE/ICNICHO OPBIKUE, YUHTO KayHTep ce
MOCTaBs BbPXY eAnHMIATa. Fma nation’s
Support Table kosito yka3ga kost equHuULA OT
KOSI HaIlUsI KAaKBO OPBIKHE MOXKE 1a HOCH.

11.3 Removal & Transfer —

Opnbixre Moxe aa ObJe TpaHcdepupaHo ot
€/IHa eZIMHUIIA Ha Apyra ¢ pasxon ot 1 MP mo
Bpeme Ha Move Order ﬁ Opwbxue
MoOXe J1a ObJIe 10 BCSIKO BpeMe 3aXBBPIICHO OT
€/IMHHUIIaTa KOSATO IO HOCH IO pellIeHue Ha
urpaga. AKo eJUHHIATa € eIMMHHUPAHA WU
H3JIM3a OT MaIl-a — OPBIKUETO BbPBH C Hesl.
AKO eIMHHIIA C OPBKHE PABU MPOLEeaypa
Squad Deploys [E52] — oprixuero mo u36op
Ha Urpava MpeMHHaBa B €JJMH OT
HOBOC(OpMHUpaHHUTE Team.

11.4 Broken Weapons —

Korato opwikue ce cuynu - ce 00pblia Ha
cuyneHara cTpaHa. CuyneHo OpbKHUe ako ce
CUYIH MK — ce eIMMUHHUpPA. BiHaru xoraro
Urpad poBepsiBa 3a PaHIbM XEKC
(BxyroumTenHO SNiper! wim Ipyr TakbB
HBEHT) — XEKC HOMEpa Ce CPaBHABA C BCAKO
CUyIEHO OpbKHE, KOeTo € B urpara. Tosa ce
npaBu npeau eeKkTa OT UBEHTa J1a ce
HPHIIOKH.

e Ako HOMCPBT Ha X€KCa mornajaa BbB
Weapon’s “Fix” range — kayHTepbT Ha
OPBIKUETO CE o6p1>ma BE€IHAra Ha HEroBaTa
3/ipaBa CTpaHa U TO € 'OTOBO 3a He3abaBHA
ynotpeoda.

o Ako HOMEPBHT Ha XEKCa I1011aja BbB
Weapon’s “Elim” range — opwxuero e
HETIONIPaBUMO CYYIICHO — €JIMMHUHHUPA CE OT
urpara u ce nocrass Ha “\Weapon” gactra Ha
Casualty Track-a.

o [Ipy BCHYKH OCTaHAIH CITy9al OPBKHUETO
CH OCTaBa CUYIEHO.

4
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Examples of Line of Sight (LOS):

A—Herzog in J9 cannot see Borbe in K6 past the intervening Woods at the same elevation.

B—Herzog cannot see down to Bolter in L6 past the intervening Hill that 1s at the same
elevation as Herzog [T88.3 2]; if Herzog was on a Level 2 Hill Crest, however, the LOS
would be open. as he would then be higher than the intervening Hill obstacle.

C—Herzog can see Grein in N6 over the lower-elevation Woods obstacle [T88.4].

D,E—Guttman 1n J7 cannot see down to Schmidt in M9 due to the Woods creating one
blind hex [T88 4 1]. He can see Pfeiffer one hex further away in N9, however.

F—Schmidt can see Benzing in M4 because the LOS travels exactly along the road depic-
tion as 1t passes by the Woods obstacle in hex M5 [10.2 and T93].

G—>5chmidt can see Grein; any Attack between the two hexes, however, would suffera -2
penalty for the intervening Orchard hindrance 1n hex N7 [10.3.1 & 10.3.2].

H—Schmidt can see Wehling 1n N7, albeit with a 7 Hindrance due to the Smoke [10.3.4]; ifa
Wall existed along the M8/N8 hexside, the LOS would be blocked instead [10.1 gray box].

J—Pfeiffer can see Wehling. Any Fire Attacks made between their two hexes would suffer

a -7 Hindrance for the Smoke; not -9 for both the Smoke and Orchard [10.3.3].




11.5 Ordnance — Toga ca opbxkus (Kato

JIBETE MO-1011y) ¢ Osia sieHTa (6ap) BbpXy

CTaTHCTHKHTE MM H 32 TSX € B CHJIA CIICAHOTO:

o IIbpBO TpsiOBa na ce Hanpasu Targeting
npenu Fire Attack Roll ;

e He morar na yyacrsar BB Fire Group

o He Mmorar ia 6bJIaT H3II0JI3BaHH 38
nposeskaane Ha Opportunity Fire [AS8].

Flamathrowes Satchel Charge

it

11.6 Specialized Weapons — Oruexsbpr-
auyKaTa WM KOKTeina MoJoTOB aBTOMaTHYHO
cBayAT Ha nenra Cover-a - Ha HyJIa 6e3
BB3MOKHOCT 332 MOAU(UKALHH.
ExcmnosuBnara yanta (Satchel Charge) wiun
KoKTelaa MooToB ca 3a eqHOKpaTHa
yrnoTpeOa OpbKusl M CJIe/ HarpaseH Fire

Attack Roll KayHTEPUTE UM Ce
€MMUHMPAT OT Urpara.
12. Radios
Radio: 105mm
1* Fix: AR
i Elim: AD,

Mapkep penpesenrupair off-map
aprunepuiicka 6atapes. Beska uma FP mMexy
8 u 13. Ako urpausT npugoOUe paano, To ce
nocraest B Artillery Box ot HeroBara ctpaHa.
CaMo eiHO paJiFio MOXeE Jla UMa Urpad, TO He

ce takcyBa karo Weapon. [Ipasua 3a
ynoTpeba Ha pagnuoTo: h
13. Suppression

13.1 Placement

MapkepbT 3a Cynpecust MoxKe J1a

@Wpn o

ObJIc MOCTABEH HA CTUHUIIA TTPU:
_1I _'1 4| Cower [E52]) Interdiction

uim Suppressing Fire

Events, wiu nipu “tie” pesysrar 1o Bpeme Ha

Fire Defense [02018%], Rally [02213] v
Rout [0282] Roll.

13.2 Effects — Exununa c mapxkep 3a
cynpecus uma: -1FP, -1Range, -1Movement
and -1Morale. Command se ce Bimsie 0T
cynpecusi. OpbKusATa KATO TAKUBA HE MOTAT
na ObaT CynpecupaHy, HO IbK eIMHULINTE
KOMTO T'M HOCST HE MOTaT J]a CTPEJAT C TAX
aKo OBIAT CympecupaHH.

The “@ Wpn” in the upper left corner of a
Suppressed marker is there as a reminder.

13.3 Removal

Suppressed marker moxe 1a ce MaxHe Ot
enuHuIa camo ¢ Recover Order wiun mpu
H3JIM3aHE OT Mall-a Wi Ipu CIIMMUHAIUA.
Cynpecupan Squad koiito npasu Deploys
ﬁ — TpaHcdeprpa MapKepa 3a Cynpecust 1
PECIIEKTHBHO CTaTyca Ha CaMo eIiH OT
HOBOC(OpMHUpaHHUTE Teams.

“Do, or do not. There is no try.” —Yoda

The various Orders are described in detail,
below, and are listed in alphabetical order
for ease of reference.

016. Advance

Recover

[ i |
014. General Rules

014.1 Activation — 3a na ce u3nane 3anosen
- aKTMBHMS HIpay pa3KpHBa ChOTBETHATa KapTa
OT pbKaTa CH U JIeKJIapupa 3all0BeTa, CIe ] Koe-
TO 51 IOCTaBsI B AUCKAP-KyITYMHATa. AKO 3aII0Be-
ITa € 32 aKTHBANKsI, ce 00sBsIBA eIMHUIIATA -
WM3UCKBAHETO € 1a He ¢ OMiIa akTUBHpaHa eI
TOBa B PaMKHTE Ha TO3H XOJI 3 M3IIbJIHEHNE Ha
3amoBen. Axo e akTuBHpaH Jlugep no chums
croco0, Toit Moxe upe3 cost Command ma akTu-
BUpa BCHYKU He-JIuaep eAMHUIN, KOUTO ca My B
KOMaHJHUS pagnyc (TOPHOTO U3HCKBAHE € B
cuia) - mo u36op Ha urpaya kou aa owvaat. [peau
M3ITBIHEHNETO HA 3all0BE/ITa Ce HACHTHHUIIpAT
€IMHUIINTE, KOUTO IIle ObJaT aKTHBHPAHH.

BAXXHO: Huto enna 3amoBen He MOXe 1a Obie
W3aneHa 0e3 akTHBHUS UTpad J1a U3UTpae KapTa
OT pBKaTa CH U Ta3u 3amoBe] J1a ce HaMupa
OTrope M3MHCaHa Ha KapTara.

014.2 — O6sBena 3anosen TpA6Ba Ja ce IPUIIO-
KU LSUTOCTHO U 10 Kpait mpenu na 0bae o0sBeHa
clie/IBalliaTa TaKkaBa U Mpeau Jia ObJe CI0KeH
Kpai Ha TO3H ThPH.

You can’t activate ftwo units fto Move, move
one, play a Rout Order on your epponent to
ger an enemy unit out of the way, then come
back and move the other unit.

014.3 — Ipoussonen 6poii eKIILHU MOTaT Ja
ObaT 00SIBEHH M OT IBAMaTa UIPavH 1pe3
(hazara na Order, crura ycinoBusTa 3a Te3u
eKIIBHU Ja ca Haiuue. HsiMma orpaHuyeHne U 3a
Opost Events, konto morar za ce ciaydar.

If you activated a Leader and a Squad to
Move, the Squad could move first and play
one or more Smoke Grenade Actions before
the Leader begins moving.

014.4 — Benubx 3anoBeara u3aieHa, Haii-
MaJKO eJ[Ha OT aKTUBUPAHHUTE SIUHHUIIN TPIOBa
I1a ce 3aeMe C M3ITBJIHCHHETO M.

If a Move Order is given, at least one acti-
vated unit must physically cross a hexside
into another hex—you couldn’t give a Move
Order for the sole purpose of playing an
Assault Fire Action, for example.

O15. Pass (Discard)

AKO UrpaubT pellu J1a He U3JlaBa 3aroBe/H Mpe3
HETOBUS THPH, MOXKE J1a AUCKApAHE TOJKOBa
KapTH OT pbKaTa CHU KOJIKOTO MY ITO3BOJIsIBA
HeroBus nationality’s Discard Limit

(as shown on the player aid sheet).

“My cenfer is giving way, my right is in re-

treat; situation excellent. I shall attack.”
—Ferdinand Foch

016.1 Procedure — Ejaununa akTMBHpaHa
¢ Tasu 3anoBesl, MoYe J1a BIie3€ B KO 1 jia e
aJuUKeHCHHT Ha Hesl XeKc, KbeTo obade Tpadsa
na crpe. ToBa MosKe 71a TO HAMPABH TOPH aKo
XeKCHT-IECTHHAIMSA € OKYITHPAH OT BPaKECKH
CHIIH.

This is the best way in which fo enter into
Melee with opposing units.

Toukute 3a ABMKEHUE U LIEHATA 32 ABIKEHUE
TI0 TepeHa ce HTHOpHpaT npH AnBaHc. B
JIOI'BJTHEHNE MHAKTHBHHMS UIpad HE MOXKeE J1a
npunosku exmsaa Op Fire [A88] cpemy
aJIBAaHCBAIIM BpaXKECKU eUHULM. Taka 4e
a/IBAaHCBAIINTE BOMHUIM HAIIPEBAT CaMo C
€/IMH X€KC, HO TO NIPaBsIT BHUMATEIHO U
CBCPEIOTOUYEHO, TPYIHO 3a0eNIeKIMO 3a
MIPOTUBHUKA U HE Ca TIOIOKEHH Ha 00CTpel.

016.2 Abilities — Axsancsama exuania

MOXe Jia:

e Brese BbB BpaXKECKH XEKC;

o Jla u3ne3e mpe3 BpaKecKus ppb Ha Mam-a;

o Jla nmpexocu Cliff hexside ﬁ aKo He
HOCH OPBXKHE.

016.3 Restriction — Ansancparua

¢/IMHHILA HE MOXKE:

e Jla Bie3e B HEAOCTHIKUM XEKC _;

o Jla Brese uiu usnese ot Major Bridge hex

npe3 KakBOTO U [ € IPYro OCBEH

Road/Rail hexsides;

o Jla u3inese OTIISABO, OTISICHO HITH OT CBOSI
Kpail Ha Man-a.

016.4 Melee —

B kpas Ha KosTO 1 1a e 3amoBe]] WK 1ai TpH-
rep, KOSATO/KOWTO NPeAN3BHKBA OKa3BaHETO Ha
TIOHE JIBE BPaXKyBAIlM SIMHUILIN B SJIMH XEKC
— npoustnya Melee cxBatka B TO3U XeKC. AKO
B TIOBEYE OT €/IMH XEKC KbM TO3H MOMEHT IIpO-
W3THYa MeJle CXBaTKa, aKTHBHUS Urpad H30H-
pa pena B KOKMTO IIie Ce pa3penrsT.

016.4.1 Melee Strength —

Crient KaTo M ABaMara Urpayv ca U3Urpaid u
paspermn Bemaxu Ambush Actions [A25],
BCEKH IpuOaBs HacTosmust FP Ha Besika Hamm-
9Ha CBOsI IMHUIA B Melie xekca (Ho 6e3 We-
apons) u ciex ToBa mprdaest +1 3a BCska CBOS
eIMHHIA KOsTO € ¢ 6okcen FP, 3a na ce
nostyud Kpaiiuus “Melee FP”.

Axo o Bpeme Ha Ambush Actions, exmara
WIIH ¥ JIBETE CTPaHU ca OCTaHaIu 6e3 eUHULN
B XeKca — MeneTo IpHKIIIoYBa Ha TO3H eTarl
0e3 ciensany ehexT.



016.4.2 Melee Roll

VIHaKTUBHYS UIPad MPaBH Jail poJl U ro mpuo-
aBs kbM Herosust Melee FP 3a na nonyuu
“Melee Total”un ToraBa akTUBHHS MIpay
HPaBH ChILOTO.

The rolls — while ostensibly simultaneous
— are staggered in order fo facilitate die
triggers and possible use of the Initiative
card after each one.

AKo mopaziy BKIIIOUWI Ce TPUrep Mo BpeMe Ha
MeJie poJia, eHa MM JBeTe CTPaHU ca OCTaHa-
7 6e3 eAMHHLN B XeKca — MeJie IpoleaypaTa
MPUKIIOYBA HA TO3M €TaIl.

016.4.3 Melee Result

Crpanara ¢ mo-mansk Melee Total — ry6u
BCHUKHUTE CH €IMHMIH B Mene Xekca. B ciyd-
ail Ha PaBEHCTBO — U BETE CTPAHH CH TyOsT
SIUHULIATE C H3KIIIOUYCHHE Ha CITyJanTe
KOTaTO €AMHMAT OT UTPAYUTE 3A[0YBA MENIETO
B Bunker [F101] nnu Pillbox [F104] - torasa
JpyraTa CTpaHa e eTMMHHHpaHa.

It can sometimes be advantageous to
overstack when advancing into a Melee
situation in order to have a better chance
of winning it (or as Ambush Insurance™Y
even though you will likely lose one or more
of those units to overstacking at the end of
the Turn.

0O17. Artillery Denied

Koraro Artillery Denied Order e usnazes,
UrpaysT Taka npocro 4ymu Radio-to [12] na
MPOTHUBHHUKA. AKO ¢ OHJIO BeUue CUYIEHO — ce
eJIMMUHUPA, HO He ce rmocTass Ha Casualty
Tracka-a ce Bpblia B KayHTEP MUKCA.

He ce akTuBHpa HHUIIIO C Ta3M 3aII0BEJ, HO CE
M3MCKBA €CTECTBEHO BPArbT Ja MMa Pajuo, 3a
na ObJe u3majcHa Ta3u 3armoBes.

Keep in mind, as well, that a radio doesn’t
‘break’ per se—an eliminated or broken
radio more likely represents the unwilling-
ness of the battery commander far behind
the lines to support your battle at this par-
ticular point in time: other sectors of the
[front (off-map) may have a more pressing
need and thus are getting their fire missions
resolved first.

018. Artillery Request

“Artillerymen believe the world consists of
rwo types of people: Other artillerymen and
rargets.”

Koraro Artillery Request Order e nanen, To3u
urpau TpsA6Ba Ja u3bepe Ja HAPaBH €IHO OT
nsere: “Battery Access” wmu “Fire for Effect”.
Battery Access moxe 1a Obie 1aieH caMo ako
MMa CUYIIEHO PAJIo B UTpa.

Fire for Effect moxe na On1e nagen camo ako
MMa €IHOBPEMEHHO 3/IPABO PAJO U 3/paB
Jluziep, KOMTO OlIle He € OUIT aAKTHBUPAH B TO3H
THpH.

018.1 Battery Access

Axo e n3bpan Battery Access - akTHBHHAT Urpay
(hMKCBa CUYNIEHOTO CH PaJNo U 0OpBhINa KayHTepa
MY Ha 3[[paBaTa CTpaHa ¥ pagHoTO € TOTOBO 32
He3a0aBHa ymorpeoda.

Similar to the Artillery Denied action, noth-
ing is activated when choosing this option
— the active player just needs to have a
broken Radio in play. This means that if
the active player had a second Artillery
Request in his hand, he could use it as his
next Order and choose Fire For Effect.

018.2 Fire For Effect

B TO3¥M citydaii akTHBHMS HTpay aKTHBUPA SIUH
OT HeroBuTe 3apaBu Jlnxepu, KoiTo me Obae
“Spotter” 3a mpencrosimara 6oMbGapIUpOBKa.
Crnena pouieiypa B TpH HOCIIEIOBATEIHH
CTBIIKH:

1) Spotting
2) Accuracy
3) Impact

Besika 0T TAX € 00sICHEeHa eTaillIHO T10-10ITy.

An Artillery Request represents a Leader
calling for a “Fire For Effect” in order fo
bring down several hexes worth of bom-
bardment. A Radio operator is considered
to be spending the time in between Artillery
Request Orders requesting, observing and
correcting spotting rounds.

018.2.1 Spotting

lgouing

(i Tnfa,

ITepBo ce mocrasst Spotting Round (SR) B xexc
KBbM KoiiTo Jlnnepa-cnorep nma LOS u To31 xexc
nie Op/Ie eHThpa Ha boMOapaAupoBKaTa.

To3u xekc Moxe ja Obae u impassable - karo
Blaze unu Water Barrier.

018.2.1 Smoke Rounds

IToBeueTo pasyua UMaT CIOCOGHOCTTA A XBBPIIAT
Smoke B xekc-Taprera BMecTo aa mpassaT Impact
Rolls. ToBa ro Mosxe BCSIKO pajyo ¢ JyMHYKATa
“Smoke” oT/sIcHO Ha paaro-MIIOCTpaUsITa. AKO
aKTHUBHHAT Urpady XKeJae Ja HapaBH TOBa — TOI
00sBsIBa HA IJ1aC TOBA CBOE PEILLICHUE, IIPEAH 12
MpaBH M3YHMCICHUATA 32 MPEIU3HOCT Ha
apTunepuiickus uscrpen (Accuracy).

018.2.2 Accuracy

Benubk cien karo e onpezener SR ce npasu
Targeting Roll [020.2.3] s3umaiiku npeasu
Pa3CTOSHUETO MEKILY CIIOTEpa M TapreT-XeKca
(SR), xakTo u XuHapaHc edekra, ako UMa TaKbB.

018.2.2.1 Hit - Axo Targeting Roll-a
OCHUTYPSIBA ,,XUT — apTUICPUUCKHUS U3CTPEI €
Mpeln3eH.

Pa3skpnii ropHaTa kapTa oT (eHT neka u
UTHOpHUpAl BCHYKO OCBEH JABaTa 3apa (ToBa
He e poJ1 H HaAMa Tpurep). Y3non3saiku
XEKC-KOMITaca Ha Marl-a, BCEKH 3ap 1Lie Jaje
MOCOKA B KOSITO apTHIIEPUHCKUS OTBH
omyxnae: SR ce IBIKH ¢ eIUH XEKC B
HOCOKaTa Ha Oenus 3ap, ciie]] KOETO eIH XEKC
B TIOCOKATa Ha IIBETHUS 3ap.

Yes, this could bring the SR right back into
the same hex—good shot!

018.2.2.2 Miss - Ako Targeting Roll-a e
,,MHC” - apTHIICpUSITA € HETOYHA.

Pa3skpnii ropHaTa KapTa oT (eHT neka u
UTHOpHUpAal BCUYKO OCBEH JABaTa 3apa (ToBa
He e poJ1 U HAMa Tpurep). Vznon3Baiiku
XeKc-KoMIlaca Ha Marl-a, ITbPBO Oeust 3ap e
Jlajie IocoKara B KOSITO apTHIEPUICKUS OThH
ce € OTKJIOHMJI, a IBETHHUS - Pa3CTOSHUETO B
XEKCOBE.

Yes, this could bring the SR right back on
top of your own troops—bad shot!

018.2.2.3 Off-Map - Ako SR usnese
U3BBH KapTara, IOpH C €IUH XEKC CaMo —
HiMa e()eKT OT apTHIIepHUsTa U IpoLeaypara
npukirouBa. [Ipeasuy 7-xekcHaTa O6mact apea
Ha apTIiepusTa (B.K. mo-moiy) SR mapkepa
MOXe Jla ce OKake U BhpXy impassable xekc -
karo Blaze nnm Water Barrier.

018.2.3 Impact - Xekcst B koiiro SR ce e
JIOKanM3upal cnex npoueaypara Hit (B.ox. mo-
rope) € LEHTHPHT Ha APTUIICPUICKHS Yap U
OCBEH HETO 3aCATa BCHYKU 6 a/KEeHCHHT XeKca
— T.Hap. Gmact apea. UrpaubT onpenens pea
B KOUTO 1€ OB/IaT YIapPEHH CEEMTE XEKCa,
Makap 4€ 3a BCEKH Ce MPABH CaMo M0 eJIUH
Impact Roll.

018.2.3.1 Smoke Barrage — Ako oe no
Bpeme Ha CriotuHr ¢dasara, akt. rpay e
00sIBII TTacHO “SMOKe” — ce mocraBsT ceaem
panpM Smoke-mapkepa B ceieMTa Xekca,
Maxa ce SR-Mapkepa U ¢ ToBa MPUKIIOYBA
mporexypara.

018.2.3.2 Artillery Barrage — Axo tosa
He e Smoke Barrage — 3a Bceku xekc B 6iact
apeara, KOMTO ChIbp)Ka MOHE eIHa eINHNIA
wim Fortification, e ce nanpasu otnenen
Artillery Impact Roll.

Artillery Impact Roll ciensa cpumte npaBuiia
U pectpukiu kakro Fire Attack Roll
[020.3.3 and ©20.3.4], ro nopanu ToBa, Ye
Radios ue ca Weapons, ¢’Jammed!” tpurepa
HE MOJKe [[a CIyIIH PaJHoTo.

018.2.3.3 vs. Fortifications —

Artillery box na Track Display-a — cbabpixa
“Fortification Vulnerability” — uucno 3a
Besiko panro FP. Axko Artillery Impact Roll e
To4HO paBeH Ha Fortification Vulnerability
YHCIIO0TO Ha ToBa paguo FP — torasa Besko
Fortification B To3u xekc e paspyiueHo, npeau
HSKOS €IMHUILIA B HETO J1a IIpaBy CBOS Fire
Defense Rolls.

Also note that most Fortifications (Foxholes,
for instance) have a +1 modifier to their
Cover when targeted by artillery.



019. Command Confusion

“Never in ferrupt your enemy when he is mak-

ing a mistake.” —Napoleon Bonaparte

Ta3u xaprta He MOXXe J1a ObJie U3UTPaHa KaTo
Order.

020. Fire

020.1 Suspected Targets

3a uznasane Ha Fire Order tpsioBa moue exHa
OT aKTUBHUPAHHUTE CIUHUIN (I HEUHUS
Weapon) na uma LOS u Range kbm Bpaxecka
eJIMHHUIIA.

You can activate Leader A to fire, who then
activares Squad B. This is legal if Squad B
is the only one of the two with both LOS
and Range to an enemy unit. You could also
activate a 2-Range Team to fire even if the
nearest enemy unit is three or more hexes
away if that Team was carrying a Weapon
capable of firing at that enemy unit.

020.2 Ordnance & Targeting
All Ordnance Weapons [11.5]

Pack Howitzer
4+ | mustfirst secure a hit against the
1016 _3' targeted hex before making a

Fire Attack Roll against it.

All other Weapons — and all units — need
not perform a Targeting Roll and proceed
directly to the next step [020.3] when firing.

Crnient KaTo € ONpe/eNeHo0 Pa3CTOSIHUETO 10
nera u e B Range, ce mpasu Targeting Roll, 3a
Ja ce Buau nanu \Weapon-a yzaps nenra U ako
ro npasu crensa Fire Attack Roll [020.3.3] u
cirenr ToBa ce HaHacs Weapon'’'s FP.

Andremember that stats within a white band
are never modified by a friendly Leader’s
Command number [3.3.1.3].

020.2.1 Smoke Rounds

Hsikon Opbikust ©UMaT CIOCOGHOCT J1a XBBPJIAT
numHE Tpanatu (Smoke-markers) B
TIPULETHAUS XeKe. Te3un opbKus uMar
qymudkata “Smoke” ot msacHara cTpaHa u
ciarat camo Smoke-markers Bmecro na
mpassit HopMmaiHa Fire Attack Roll. Ordnance
MO3BOJIsSIBA [1a ObJIe MIPHUIIETICH BCEKH XEKC,
KOHTO € B peHHJIK, TOPH J1a HsIMA BPasKECKU
eIMHHIIA B HETO, KaTO B CITydJas Lelra € 1a
U3CTpEJIs TaM JTUMHHU PAHATH.

AKTUBHHSAT Urpay Tpsi6Ba 1a 00sBH TOBa
HaMepEeHHUe TJ1aCHO U OOSABSIBAWKH MPHULETHUSL
XeKc, mpeu 1a mpasu Targeting Roll.

Crnien kaTo TOBa € HampaBeHo U Targeting
Roll-a e ycrrenren — mpocto ce mocrtass Ha
paHIpM u3TersieH Smoke-marker B xekc-
Taprera M ¢ TOBa MpoLeAypaTa MPUKIIF0YBa.

020.2.2 Targeting Range

Omnpenenst ce peHKa 10 TapreT XeKca, KaTo He
ce Opou XeKkca B KOITO e CTpersIiaTa eJuHINa, a
TapreT Xekca ce Opou. AKO TO3H peifHIXK € 1o-
TOJISIM OT OTIIEUaTeHUs TAKbB BbPXY KayHTepa —
LIEJITA € U3BBH PEUHIK.

Note that Mortars also have a minimum
range at which they can fire. For example,
the Russian Light Mortar has a Range of
“2-14", so0 it can't fire at an adjacent hex.

020.2.3 Targeting Roll

“Nothing in life is so exhilarating as to be shot
at without result.” —Winston Churchill

Cren kKaTo BEIHBX PEHHIKA € ONPEeNIeIieH,
aKTUBHMS UTpad IIPaBH Aail poi1, HO BMECTO Ja
ch0Mpa JIBETE YHClIa TYK JBETE YHCIIA Ce
YMHOXaBaT. AKO YUCIIOTO € I10-TOJIIMO OT
CTOMHOCTTA Ha peifHIKa — IMa XHT, B 00paTHUS
cilydail HsIMa XUT U IpoleypaTa CIupa TyK.

So a Targeting Roll of 1-6 (total of “67)
misses at range 6 or more, and will hit if the
range is 5 or less. A Targeting Roll of 6-6 is
“36" and will hit anything, while a roll of 1-1
is “1" and will miss everything.

Targeting & Hindrances — Targeting Rolls
BHHAaru € MOI[I/I(I)I/IL[I/IpaH OT CBOTBECTHHUA
XuHapaHe, KoiTo e o mbTs Ha npuuena [10.3.1].

Ordnance firing at a target 5 hexes away
with one or more Brush hexes in between
(Hindrance of -3) would need to physically
roll 9 or more to hit instead of 6+

020.3 Fire Attack

“It is even better to act guickly and err than t
hesitate until the time of action is past.

Karl von Clausewitz

Bcsika emuHUIA/OpBKIE, KOSTO € aKTHBUPaHa
cbe 3anoBen OTHH, MOXKeE J1a BB3IPOU3BEIEe
H3CTPEII 0 Bpa)kecka Takapa ctura ga uma LOS
u Range, kato MoKe Jla o HalpaBu TOBa
CaMOCTOSITENTHO WK Kato yact ot Fire Group. C
uskiroyeHune Ha firing Smoke [020.2.1] & xekca
KOWTO € aTaKyBaH TpsiOBa j1a nMa TIOHE eHa
Bpa)kecKa eIHHUILIA.

BAYHO: Enunnna (cBOsI MIIH BpaXkecka),
HaMupaiia ce Ha mbTs Ha cTpenbara (LOS
MMHaBa Ipe3 XeKca i) He e 3acerHaTa, HUTO
OKa3Ba BIMSIHUE.

H taka, Fire Power ce moguduuupa ot
Command u Hindrances, xosito 3aeano ¢ Fire
Attack Roll mpassit kpaitnus Attack Total.
ToraBa Besika eIMHHIA B ATAKYBAHHS X€KC
B3MMa CTOMHOCTTA Ha cBos Morale, koiiTo ce
moauduunupa or Command u Cover, npudassi
ce kpM Fire Defense Roll, 3a na ce moayun
kpaitnust Defense Total.

Axo Attack Total-a 6ue kato croiinoct Defense
Total-a — Ta3u enununa ce yynmu. Ako e
paBeHCTBO: ABMKelH ce (MOVing) exuHum ce
YYHSAT, 2 He-IBIKEIHU Ce — MoJTy4aBaT
Suppressed marker. Beceku apyr pe3yJarat
HAMA e(eKT.

This is how we make moving a bit more
dangerous than remaining stationary: if
the active player’s Moving units are being
shot at via Opportunity Fire [A33], they will
break on a tied result rather just becoming
Suppressed.

020.3.1 Fire Groups

JIBe WM MoBeYe aKTUBUPAHH eIUHULIN/OPb-
*ust (Or Pieces) Morar ja CTpENAT 3ae/Ho,
o0eMHABaKY ¢ OrHeBaTa Mol BbB Fire
Group. Besika enmunia yaacrsaina BsB Fire
Group Tps6Ba na uma exHoBpeMeHHO LOS
KbM Taprera u Jia i € B peifH/IK, 3a Ja ce mpu-
creim KeM Fire Attack Roll. Hemro noseue,
ako equuunure ot Fire Group 3aemar moseue
OT eMH XEKC, TO BCSIKa €IHa TPsOBa 1a e
a/DKEHCHHT Ha MOHE e[Ha Ipyra eIUHHUIA OT
Fire Group — Taka ce popmupa 1.Hap. fire
chain.

020.3.1.1 Ordnance

Opwxus ¢ Osi1a JIeHTa Ipe3 cTaTa CH — HUKOTa
He Morar 1a Obaar yact ot Fire Group, te
BHHArH CTPEJIAT CAMOCTOSITEITHO.

Fire Groups are never mandatory—pieces
that could form a Fire Group may choose
to fire separately or to form smaller Fire
Groups, at the owning player’s discretion.
A unit and its Weapon may even fire sepa-
rately and at the same or different hexes.

020.3.1.2 Group FP

Totanuus FP na Fire Group-ara e X+Y
kbaeto X ¢ FP Ha eqHa cTpensina eauHua
(6azata 3a Fire Group-ara) u Y ¢ ,,+1” 3a
JIpyra cTpensna enuHuna (Bux ,,C” Ha
MpUMepHAaTa CXeMa Ha CJIe/iBalara
CTpaHHIIA).

020.3.2 Attack Hindrances

Axo LOS na non-Ordnance crpensiia
€/IMHHIIA € BB3MPEIITCTBAH OT XHHIPAHC — TO
FP ce pexyumpa ot Xunapanca ¢ Haif-roisimMa-
Ta CTOMHOCT. AKO cltel MOAu(UKAIHATA OT
XwunzapaHca, cToifHOcTTa Ha FP manHe Ha Hy”na
WITH TI0-HUCKO — TaKbB M3CTPEI HE MOXE Ja
Obae npousBeseH. ToraBa eAMHMIIATA KOSTO
ce OIMTBA JIa CTPENIs MOXKe J]a CH u3bepe npyr
TapreT Mo KOIMTO Ja CH OCBIECTBH 3aMIOBE/ITa
3a OT'BH.

Keep in mind that Actions such as Crossfire
[A30] or Marksmanship [A37] can increase
a Fire Attack’s strength to greater than 0,
thus allowing a hindered shot te occur.

020.3.3 Fire Attack Roll

Benmpx ciex kato e onpenenen FP, urpaua
KOWTO cTperns mpaBu aait poxn (Fire Attack
Roll) u ro npubass kem FP 3a na momyun
“Attack Total”.

020.3.3.1 Jammed! Triger

Axo npu Fire Attack Roll uma tpurep
Jammed! — Bcuuku crpessimu Weapons ce
qymsT. ToBa He OTMEHS aTakara, HUTO I10
JPYT HauMH HaMaJisl HeiiHaTa e()eKTHBHOCT
OCBeH ¢ (haKTa, 4e TO3M TPUrep ce HaMHpa Ha
U3KJIFOYUTEITHO HUCKH KaTO CTOWHOCT 3apoBe
-P



020.3.4 Fire Defense Roll

WrpaubT KOWTO ce 3aiuraBa npasu Fire
Defense Roll 3a Bcsika cBost equnmia, KoSTO ce
HaMHpa B aTaKyBaHUs XEKC, IO peJI TI0 KOUTO
cH caM ompezend. Toa TpsiOBa Ja ce HalpaBu
npeau na Obe o0sBeHa clieBaliara aTaka,
JIOPH 2 € MaK HaCOYEHA KbM CBILHUS XEKC.

Since a broken Leader has a Command of
0, you generally want to roll Defense for a
Leader last (in case it breaks) in order for
the other units in the hex to gain the Morale
boost from his Command.

EnuHuIMTE, KOUTO Ca 10 00CTPEI - TEXHUS
Morale ce Moauduiipa eTHOBPEMEHHO OT
Cover u Command u kpaiiHara cyma ce
npubass keM Fire Defense Roll 3a na ce
nonyuu “Defense Total”:

o Axko Defense Total e mo-mamsk ot Attack
Total — Ta3u exuHuIA Ce YynH;

o Axo Defense Total e paen Ha Attack Total
— Ta3W eAMHUIA MoyyaBa Suppressed
marker, ¢ U3KIIIOUEHHE Ha CIIydast KOraro
Ta3u €JUHHUIA € B IBH)KCHUC — TOT'aBa CC
Yy,

o Axo Defense Total e no-rossim or Attack
Total — aumo He ce cay4sa.

Fire Attack example:

A—The Axis player announces a Fire Order activating Sgt. Grein
in hex K8. Grein then activates the Team and four Squads
within his Command Radius. The Weapons are “activated”
along with their controlling units [11.1]. Grein can’t activate Lt.
Bolter [3.3.1.1].

B—The Light MG in K8 can’t fire, as it is manned by a broken
unit [11.1]. The broken Squad can fire up to 3 hexes away, how-
ever, due to Grein’s Command [3.31.2].

C—A Fire Group is formed [020.3 1] targeting hex M6 containing
a US Squad. The German player decides to use the Rifle Squad
in L8 as the base (6FP due to Bolter’s Command). To this is
added +1 for each of the Squads in K8, J7 and J6, and the LMG
1n J6 [020.31.2]. Grein doesn’t have enough Range to reach
the target hex himself and the Mortar, being Ordnance, can’t
participate in a Fire Group. Finally, +1 1s added because at least
one unit 1s firing downhill [T88.2] for a total of 11FP. This num-
ber is added to a Fire Attack Roll [020.3.3] of 4+1 for an Attack
Total of 16 (place the Attack Total marker in either space of the
Victory Track labeled “167).

D—The US Squad 1n the targeted hex must now make a Fire De-
fense Roll [020.3 4] vs the 16 Attack Total. Its Morale is 5 (base
6; -1 Cover for Open Ground containing a Road [T93]). This
number is added to a die roll of 6+4 for a Defense Total of 15
a good roll but not quite enough to beat the Axis player’s total,
and the American squad breaks [020.3 .4, first bullef].

E—The Axis player elects to have the Heavy MG make the next
shot alone, firing at the same hex with the (now broken) US

Squad. The MG has 9FP (8; +1 due to Bolter’s Command). The
Axis player plays a Sustained Fire Action [Ad1] for +2FP, then
another one [A24 1] for another +2FP. To this is added a Fire
Attack Roll of 1-6—Event! for an Attack Total of 20, which 1s
marked by placing the Attack Total marker in either “20™ space
of the Vietory Track.

F—Play now pauses in order for the Event to resolve [1.9.1.1]: the
Axis player reveals his next Fate Card and gets the Interdic-
tion Event [E60], allowing him to place a Suppressed marker
[13] on the broken Squad he 1s firing at!

G—Play resumes. The targeted Squad’s Morale is now 6 (8; -1
Road; -1 Suppressed) to which the Allied player adds a Fire
Defense Roll of 1+2 for a Defense Total of only 9, eliminating
1t [3.2.4]. Tt is placed on the Casualty Track [4.2] and the Axis
player gains 2 VPs [71].

H—The Mortar now fires at the US Team in N6. Being Ordnance
[020.2], it must first secure a hit before making a Fire Attack
Roll. The distance to the target 1s 3 hexes so the Targeting Roll
[020.2 3] must be greater than 3, but the roll will be modified by
-3 due to the intervening Smoke [10.3.1 and 10.3.4]. The Target-
g Roll 1s 61 (*67 [020.2.3]), modified down to 3, so the shot
barely misses and no Fire Attack Roll is allowed. This shot
would have hit had there been no Smoke (or only a “1” or “2”
Smoke) 1n the way.

J—Finally, the only enemy-occupied hex within both Range and
LOS of the activated German Team is hex N7 but, because the
Smoke reduces its 2FP to -1FP [10.3.2], the attack cannot be
made [10.3.2 1] without help from Actions.




021. Move

Enunnna aktusupana cbe 3anosen Move ce
JIBIIKY T10 KapTaTa u3pasxojsaiiku MP 3a Bce-
KM XEKC CIIOpe]] lIeHaTa My 3a JIBXKEHHE 10
HeroBus TepeH. Equnnna moxe na u3pasxon-
Ba MAaKCUMYM TOJIKOBA TOUKH 32 IBI)KECHHE
KOJIKOTO MMa Ha KayHTepa CH, MOAUGHIIUPAHO
or Command u creuBane B Road hex.

021.1 Movement Costs

Bcexu tun TEPEH UMa CbOTBETHATA LI€HA 3a
NIBIDKEHHUE 10 HET0, M3HECCHO B Tabnuia. B
HAKOM CIy4dau Ii€HaTa MOXE J1a C€ MOBUIIIH,
AKO MMa NperuATCTBUE 3a MIPEOA0JIABAHE KaTO
orpajia, CTCHa WU UMa €JieBalus U €ANHU-
maTra C€ u3KayBa.
BAXXHO: Enuaniia He MOXKe J1a Biie3¢ B XEKC,
aKo HAMa HAIMYHHM (HE ca i OCTaHaIM) TOJIKO-
Ba MP KOJKOTO € LieHaTa 3a NPUIBUKBAHE TI0
TepeHa Ha BBIIPOCHUS XeKC + Moaudabpute
(ako MMa TakuBa).

Units without enough MPs to move even one
hex — perhaps they are broken or carrying

a heavy Weapon — will have to wait for an
Advance (or Rout!) Order fo get going.
021.1.1 Weapon Transfer

Ilo BcAko BpeMe Ha H3MBIHEHNE Ha 3amoBe]
Move, akTuBHpaHa eAMHHIIA MOXE Ja
npexBbpiau Weapon Ha apyra eAuHHMIA, C
KOSITO Ce HAMHpPa B MOMEHTA B €INH XEKC, 3a
ueHa 1 MP. EnyHunara npueMHHK He €
HY)XHO J1a Ob/ie aKTHBUpaHa, HO HE MOXKe
BEJIHAra Jia 3alo4yHe ynorpeda Ha OpbKUETO.

021.2 Moving Together

ITpuABIKBAHETO HA e[HA SAMHUIA TPsAOBa Ja
Ob/ie N3BBPILECHO 10 Kpail, Ipey 1a ce Ipuc-
TBHIIU KbM JBIKCHHUETO Ha PYra eUHULA.
EANHCTBEHOTO U3KIIOUEHHE € aKO JBE UIN
HOBeYE SAMHUIIU Ca AKTUBUPAHHU 3aEIHO B
eIVH XEKC U IeNHAT UM ITBT IPEIBIDKAA 1
ObIaT 3aeHO.
Those units will therefore always end
their movement in the same hex, and the
unit with the smallest modified Movement
number will determine how far the group
as a whole can travel. If one of these units
breaks along the way, it will usually stop
the entire group dead in its tracks.

021.3 Opportunity Fire & Movement

WHakTHBHUS UTpad MOXe aa u3nonssa Op
Fire [A88] cpemry memxerute ce equuuIy Ha
aKTHBHHS UTPad BCEKU BT KOTATO BISI3AT B
HOB X€KC.

(Bux mpumepa 3a Op Fire Ha crpanwuia 16).

021.4 Movement Restrictions

JIBImKela ce eIMHAIA He MOXKE JIa:

e Biiese B XeKc OKyIIMpaH OT BpaXkecka
eIIMHAIIA;

e Biiese B HEOCTUIKUM xexr;

o JTa npeceue Cliff hexside ;

o Buese wim nsnese or Major Bridge xekc
npe3 Hemo apyro ocsen Road/Rail xekcose

e Jla u3nese OT JIBO, OT JAACHO MIIU OT CBOSI
Kpail Ha Mar-a

Exiting a unit off the enemy board edge,
however, will gain you victory points [1.2.1]

021.5 Movement Etiquette

Bceku BT KOraTo akKTHBHHS UTPay JIBHKH CHH-
ULa WK TPya eIUHULM B HOB XeKC, Ha riiac 06-
sBsiBa cOOpHATa LieHa KOsTo iama B MP 3a Biu-
3aHETO B TO3H XEKC, CIIEH KOETO Tay3upa 3a CeKy-
HIa-aBe. Taka 1aBa Ha MHAKTHBHUS UTpay Kpart-
KO BpeMe TIpe3 KOeTO Ja B3eMe PELICHHE JalH Aa
o6siBu Op Fire B To3u xekc uiu ako ¢ Defender
na 06s8u Mines unu Wire Actions.

B TakbB ciyyail HHAKTHBHHS UTPay Ka3Ba Ha
riac «Stop» u 00sIBsiBa CKII'bHA, KOWTO € PEIIHT
Jia U3Urpae.

Moving players may want to get in the
habit of asking “Actions?” after each hex
entered; or maybe just pausing to make
brief eye contact with the opponent.

021.6 Timing & Movement

Cren Bessko MP noxapuBase (BIM3aHE B HOB Xe-
KC), MHAKTUBHHA UTpay TpsOBa Ja n3urpae BCUY-
KU CBOU €KIII'bHHU, KOUTO JKeJlae, IPeIy aKTHBHUS
Urpad Ja 3arovHe Jja urpae CBOsI IIbPBHU TaKbB.

So if the moving playver wanted to play a
“Smoke Grenades” or ‘“Assault Fire” Ac-
tion after entering a new hex, the inactive
player would always be allowed to play a
“Mines™ or “Wire” Action first, and/or get fo
perform an Op Fire into that hex.

022. Recover

“T don’t measure a man’s success by how high
he climbs but how high he bounces when he
hits bottom.”

—George S. Patton

022.1 Activation

Koraro 6b1e nznanen Recover Order to3u urpadu
n3bupa cam cebe cu a Ob1e ,,aKTHBHPAH’, KaTO
M3UCKBAHETO € /Ia MMa B UTPa IOHE eIHAa HeroBa
CUyIeHa W/UiIK CYTPeCHaTa SUHHUIIA U Ta3h
€JIMHUIIA JIa He € OKMJIa aKTUBUPaHa MPEIU TOBA B
To3u xo1 ¢ Recover unmu Rout Order.

BAXKHO: Cuynena/cynpecHara eJUHHIA HE CE
akTHBHpa 1o Bpeme Ha Recover Order, a camo
urpada cam 3a ceoe cH.

Thus no more than one Recover could be
played per Turn, as the player will have al-
ready been activated. Also, a unit affected
by a Recover Order could be activated for
that player’s next Order, or vice versa.

022.2 Recover Procedure

[TbpBO UrpausT Maxa Bcuuku Suppressed
markers ot cBouTe CAUHHUIIN.

Crien Toa nipasu Rally Roll 3a Besika cBost
eIIMHHIIA, KOATO ¢ OWjIa CUyIeHa 10 BpeMeTo
KOTaro e OuIia u3/1aeHa 3amoBeira 3a
PEKOBBP.

Envannm, kouto ca ce cuymmm ot Events mo
BpeMe Ha u3biHeHne Ha Recover Order ve
Morar 1a Hanpasst Rally Roll B To3u TepH.

AKO aKTUBHHUS UTpad UMa I0BeYe OT eAHa
cUyIieHa eINHHMIIA, TOH H30Hpa pesia B KOUTO
me ObJaT peKOBbPHATH.

022.3 Rally Roll

[Ipu Ta3u npouenypa Hal-BaXXHUAT CTaT €
Mopana, KOUTO BK ce Moaudupa oT
Command u Cover u mMoxe a UMa Tpu
BapHaHTa Ha MPOTUYAHE:

e  AKo pona e mo-HuChK oT Mopaia —
€[MHUIIaTa Ce Bb3CTAHOBSIBA;

e  AKo pona e paBeH Ha HaCTOSIIHS
Mopan — eauHHIaTa CH OCTaBa
CUyIIEHa, HO CE U CYNPECBa;

e  Axko Pona e no-Bucox ot Mopaina,
HsIMa e()eKT ¥ eIMHUIIATa CH OCTaBa
CUyIeHa.

So for a broken unit with a current Morale
of 7 — having already taken into account
any Command and/or Cover modifiers — a
Rally Roll of 5 would cause it to Rally; a
Rally Roll of 7 would simply Suppress it;
and a Rally Roll of 9 would have no effect.

You usually want to roll for your broken
Leaders first—if they Rally, their increased
Command will make Rallying more likely
for other broken units in the same hex.

023. Rout

“They've got us surrounded again, the poor
basrards.”

023.1 Activation

Creighton W. Abrams

Koraro Rout Order e 06sBeH urpausT u3dHpa
KOM urpad ja 0b¢ aKTUBUPAH (IPOTHUBHUKET
WIM camMusi cebe cu), KaTo € HeoOXO0aMMO
AKTUBUPAHMAT UIPay JIa MMa IIOHE €JHa
CUyIieHa eMHKIA U TO3W UrPad J1a He e O
aKTMBHUPAH B TO3M THPH 3a Recover mmm Rout
Order.

BAXHO: Cuynenara eAuHHUIIA HE €
aktuBupana 3a Rout Order B To3u cMuCHII, a
caMo CaMHAT Urpad 3a cede CH.

Thus ne more than two Rout Orders could
be played per Turn—one targeting each
player. Also, a friendly unit that just had a
Rout Roll made for it could be activated for
that player’s next Order, or vice versa.



023.2 Rout Roll

AKTUBHHSAT Urpay — TO3H KO#TO € 06siBu RO-
ut Order — mpaBu poJ 3a BCSKa CIyNEHa e/IH-
HHILA (CUyIeHa [0 BPEMETO KOraTo € M31a/ieH
Order-a) npuHaIexkaIa Ha urpada, Koiro e
u30paH na 0pae akTuBHpaH 3a Rout.. Taka ye
€IMHUIIA CIyIIeHa OT CHOHUTHE CIIel KaTo €
H37ajieHa 3aroBeTa — He TIo/uTeku Ha Rout.
AXo M30paHMAT UTpad UMa MoBede OT eIHa
CUYIICHU CIUHULM, aKTUBHUS Urpay U30Hpa
pena B KOWTO 11e ObAaT 3acerHaTy.

Rout Roll moxe 1a uma tpu edexra Bbpxy
CUYIIEHHUTE CIHHHULHU:

e AKO poJia € Io-HUCBHK 0T Mopaa — HiMa
e(eKT ¥ eqUHMIIATA CH OCTaBa TaM KBAETO €
oua;

e AKo poia € paBeH Ha Mopaia — ce
CyIpecBa, ako He ¢ Oua;

e AKO poJia € I0-BHCOK 0T Mopaia —
eauHUIaTa TpAOBa a “Retreat” ¢ Tomkosa
XeKca KOJIKOTO € pa3JIfKaTa.

So for a breken unit with a current Morale
of 7 — having already taken into account
any Command and/or Cover modifiers — a
Rout Roll of 9 means a Retreat of two hexes;
a Rout Roll of 7 would simply Suppress it;
and a Rout Roll of 5 would have no effect.

023.3 Retreating

Axo Rout Roll e no-Bucok ot Mopaia —
eauHUIATA TpsAOBa Ha Retreat ¢ Tonkosa xekca
KOJIKOTO € pasnukara. rpaybT cOOCTBEHUK
Ha eIMHUIaTa — BUHArU TOI peTpuiiTBa
(u30Mpa TS 32 OTCTHILICHHE). Y CIIOBUETO €,
Yye BCEKH CJIe/IBAIl] XeKC Ha OTCTHIUICHHUE
TpsiOBa 11a € Mo-0J1M30 0 MPHUSITEIICKUS Kpait
Ha KapTaTa OT M3XOIIHS XeKC. AKO IpEeMUHE
TO3M Kpai — eAMHUIATA € STMMHUHHPAHA.

023.3.1 Terrain — IMpu Ta3u nporeaypa ce
UrHOPMPAT TOUKKTE 3a JBUKEHHE U LICHATA HA
TepeHa.

023.3.2 Opportunity Fire — He ce npasu

10 OTCTHIIBAIIH €IMHUIIH.
023.3.3 Wire — Urnopupa ce.

023.3.4 Mines — Munurte aeiictear (Ha
BJIM3aHE - U3IIM3aHE) KAKTO HOPMAIIHO.

023.3.5 Elimination — Perpuiiramu
e/IMHUIIU ca eTUMUHUPAHH aKO:

e AKo HamycHar Mar-a npes cBosi
Kpai;

e AKo BIISI3aT B X€KC OKYIHpPaH OT
Bpa)kecka eJiMHuIa (peaBar ce);

e Ako Tps0Ba J1a BIs3aT B IMITaca0'bi
XEKC ;

e  Axo Tps6Ba na npecekar Cliff
hexside [T83].

ACTIONS

“There are no absolute rules of conduct, ei-
ther in peace or war. Everything depends on

circumstances.”
—Leon Trotsky

I Gleplel, '8 ASSAULT FIRE

Make one Fire Attack with any number of your
units'Weapons with boxed Firepower that are
currantly activated fo Move.

A24, General Rules

A24.1 — ExurpH Moxe 1a Ob/ie 00SBEH U OT
JIBaMaTa UIPady 110 BCAKO BpeMe upe3 (et ka-
PTa OT PbKaTa U HAJIMYHH yCJIOBMS 3 M3IIBIIHE-
HHMETO Ha TO3H eKITbH. MHOKECTBO eKIIBHU MO-
e J1a ObJaT M3BBPIICHH B OTTOBOP HA €IHA M Ch-
1@ CUTyalMs, KaTo e()eKTUTE OT TOCIEA0BATEN-
HH €KIIBHH CE HATPYIIBAT.

A24.2 Timing — Ako u 1BamMaTa Urpadu UCKaT
IO C/IHO M CBIIIO BPEME J1a HANPABSIT CKIIbH/H
(Bxi1. Op Fire) MHAKTUBHUS UIPaY € C TPEAUMCT-
BO U TpsI0Ba J1a CH HANPaBH EKUTEHUTE (JOPH aKO
MMa [TOBeYe OT eMH) IPEAN aKTHBHUS Ja 3aI1049-
HE ITbPBHS CH EKIIBH.

A24.3 Activation — C eanHCTBEHOTO H3KITIO-
uenme 3a Op Fire [A88] exmrsra koiito adextupa
JlajieHa eIMHKIA He s aKTHBHpA 10 HAYKMHA 10
Koiito ro npasu Order-a (t.e. ,,cB0601Ha” € 32
Order). O6parHo — eIMHHUIIA KOATO Bede € Ouiia
axruupana ¢ Order/Op Fire Action, moxe na
0bJc M3MOI3BaHA 32 MIPOM3BOJIEH Opoii (C M3KI Ha
Op Fire) exirbHw.

Except for A33 Opportunity Fire, the follow-
ing rules for individual Actions [A25-A41]
need not be read and memorized your first
time through the rules: most Actions are
self~explanatory on the cards themselves.
So this section can be safely ignored unfil
the need arises for a clarification during
actual game play. Actions are listed in
alphabetical order for ease of reference.

A25. Ambush

Ambush moske a 6b1e H3UTPaH caMo TIPEAH 1a
ce HarpaBH Jait poi 3a Menee. VIHakTUBHUS UTp-
a4 TpsIOBa J1a CM U3UTPae BCUYKUTE aMOYIITH KOH-
TO JKeJlae 3a TOBa Meliee PeAN aKTHBHUS [ 3aIl-
OYHE CBOS IIBPBH TAaKEB.

Effect — OnoneHThbT TpsiGBa 1@ cu n3bdepe eauH
OT FOHHUTHTE, YUACTBAIIH B MEJIETO U JIa TO CUYIIH.

BAXHO: Benuku amOyni-edekTu ce pucoBat
npenu na ce uzuncnu Melee FP.

Note that beth players can announce Am-
bush Actions. Note also that it is possible
for both sides te be entirely eliminated
via Ambush before the Melee Rolls would
otherwise have been made.

A26. Assault Fire

“In a man-to-man fight, the winner is he who
has one more round in his magazine.”

—Erwin Rommel

Assault Fire Moxe 1a ce H3UTrpae camo ako
[IOHE ¢/IHA CAWHHUIIA B MOMEHTA € aKTHBHpaHa
3a IBU)KCHHE U TS W/WIH OPBKHETO it HMat
€IHOBPEMEHHO:

e BoxedFP u
e  Bpaxecka eauHHIA KOATO € B
peiinpk 1 uMa LOS 3a usctpern.

Effect — Beexu Assault Fire exursu
no3BoJIsiBa exuHKU4YHa Fire Attack na 6bpae
HanpaseHa. Moxe 1a ce ¢popmupa Fire Group
OT HSKOH HJIM OT BCHYKUTE C€ ABMKCIIN
SIMHHIH 1/UiH TeXHUTe OPBXKUsL, KOUTO UMAT
boxed FP. Beuuku octanaiy mpaBuiia cu
BaXKaT Karo npu HopmanHa Fire Attack-a

Note that you may announce an Assault Fire
Action before, during, or after any physical
movement has been carried out—the firing
pieces need only be activated to Move fo
utilize the Action.

A27. Bore Sighting — Mosxe na 6b1e
nsurpan camo ot Jledennbpa (1o cleHapuun) u
HEIIOCPEACTBEHO IPE/H TerieHe Ha Fire
Attack Roll sxmrousany Weapon koiito e
CTpels M uMa Ha KayHTepa cu FP mone «5»
Ipey KaKBUTO U J1a € MOAU(anbpH.

Effect — YBenuuasa Fire Attack’s FP cbe +2

A28. Command Confusion — Tasu kapra
He MOXe J1a ObJle N3UTPaHa 33 eKIbH @

A29. Concealment — Moxe na 6b1e
M3UTPaH HETIOCPEICTBEHO CaMO TIPEIU HTpad
na Hanpasu Defense Roll.

Effect — Ompenens ce Cover-a Ha TapretHus
xekc u ce Hamans Fire Attack Total ¢ tasu
CTOMHOCT. AKO Urpada KOWTO CTpens U3Moa3-
Ba Spray Fire [/A40], moxe na 6b1e u3nomnssa-
Ha COVer—cToiffHOCTTa Ha eIIMH OT [BaTa XeK-
ca. Beuuku Cover momudaitspu kato Roads
[T98] wm Mortar ataxyaria equHUIE BEB
Foxholes [Fl02] — ce oraurar mpu
W3YHCICHUTA 32 eheKTa.

Yes, Concealment is used after the targeted
player knows the attack total. Maybe the
firer only thought he saw gun flashes be-
hween those frees...

A30. Crossfire —Mosxe na 6b1€e nsurpan
camo Herocpencteeno npeau Fire Attack Roll
M CaMo KOTaTo Ce CTPeJIs 110 eHa WIIH OBeYe
JIBIDKEIIN CC SIMHUIII.

Effect — VBenuuasa Fire Attack’s FP cbc +2.



A31. Demolitions — Jiemonumss Moxe na
Ce M3UTrpae caMo KOTaTo OTNOHEHTA MacyBa, 3a
Jla IMCKap/IHe ¢HA I IoBeUe KapTH. (He ce
6pou IpHHYIUTETHHS AUckap mpu Event

Note that Fire Actions arve listed across
the top of any Fate card that has one, in
the same position as for a Fire Order. As
a reminder of its dual capability, the word

) “Fire” will, when appearing along the top

Effect — Emnvurmpa ce enn dopruduketi- of a Fate card, always be preceded by the
BH B XEKC KBJIETO UMa IIPUATEICKU €IMHULIH. words “Order/Action”

A32. Dig In — Mosxe na ce usurpae camo B
kpas Ha Game Time Advancement [6112]
MpoIeaypara.

Effect — [ocrassm Foxholes marker [Fl02] »
XEKC ¢ TBOSI €JMHHLA. XEKCHT HE MOXKe 1a Ob-
Jle BBB BOJa MM ako ¥Ma Beue Blaze marker
W pyro GopTUGHUKAIMOHHO ChOPHKEHHE.

A33. Fire (Opportunity Fire)

A33.2 Op Fire Procedure

Koraro aktuBHMs urpayd ABM>XU CBOUTEC €ANMHUIIA
OT €1IMH XE€KC B IpYT U 00sIBsIBa Ha TJIaC TOUKHUTE

JABUIKCHUE KOUTO XapiH, B TO3U MOMEHT JAPYrus

urpayd MOxKe Jia Kaxe «CTom» U MOXe Jla Haripa-

BH CJICAHUTEC ABC HCIIA UKW €AHO OT TAX!:

e Urpae Fire Action ot ppkaTa ci U akTHBHpa
€/lHa WM [I0BEYE CANHHULH 1a CTPENIAT IO
BBIPOCHUS XEKC; M/MJIM

“No plan of battle ever survives contact with
the enemy.”

—Heinz Guderian o Jla HanpaBu exHa Fire Attack cpemty To3u xekc
C KOSITO/KOHTO ¥ JIa € OT SAUHHUIIUTE CH, KOUTO
ca akruBupaunu ¢ Op Fire BbB Besika TOUKa
(xekc) mo Bpeme Ha chinus Move Order.

 _cj———

Crnien karo Bcnukute Fire Attack ca nanpasesn
WIIH Ca W3YCPIIaHH, aKTHBHHUS Urpay NpOAbIDKaBa
cke cBost Move Order.

A33.1 Prerequisite

Fire Action moxe j1a ce usurpae camo 1o Bpe-
me Ha Move Order Ha Bpara u camo Herocpes-
CTBEHO CJIEJl U3PA3XO/IBAHETO HA €/IHA MK
MOBEYE TOYKHU JIBUKCHHE 38 BJIM3aHE B XEKCA.
Tosa ce napuua “Op Fire”.

A33.3 Op Fire Exceptions

Enuaunute (u Texaute OpbxKus), KOUTO ca

axruBupanu 3a Op Fire ciexsar HopManHHTE

npasuia 3a Fire Order [020] ¢ tpu Baxuu

U3KITFOYCHUS:

1) Ordnance Weapon [I85] se moxe na
yuacta B Op Fire, 3a paznuka ot
eMHULATA, KOSITO T'0 HOCH.

2) Hsma orpaHuYeHue Aa ce CTPeIst CaMo
BEIHBXK 0 €IMH XeKC. 3aloBeaTa BaXKH 3a
AKTHBUPAHHUTE CIUHMIIM 110 BpeMe Ha LeIUs
Move Order (3a To3u caM0) Ha Bpa)KECKHUTE
CIIMHHIIH.

3abenexka: AxtuBanusata Op Fire e camo 3a

TO3U KOHKpeTHO Move Order u ako mo-KbCHO

On1e 00siBeH apyr Move Order, He Baxu mpe-

mutaus Op Fire, TpsioBa HOB 1a ce U3maje.

3) He noseue or eana Fire Attack moxe na
HAIpaBy WHAKTHBHUS UTPad Ha €JIHO
BIIM3aHE B XCKC Ha aKTUBHUS TaKbB.

A unit entering a Stream expends 3 MPs
to do so, but this is only one expenditure
(albeit a large one). So moving into a
hex — however costly — is always a single
expenditure of X MPs and can draw one
Op Fire attack against it. If another unit
later moved into that Stream hex in the
same Move Order, it could be the target of
another Op Fire attack—even by the same
op-firing unit(s).

Movement / Opportunity Fire example:

A—The Axis player announces a Move Order activating the German Rifle Squad in hex L8. He
Moves 1t into K8 and announces “two” (IMP for Open Ground; +1 moving uphill [T88.1]).

B—The Allied player has a Fire Order/Action in hand but (correctly) surmises that LOS to K8 1s
blocked by the Crest Line in K7 [T88.3.2] so he declines Opportunity Fire [A33]. “Go ahead.”

C—Axis player plays a Smoke Grenades Action [A39] and announces that he will place it in
hex K7. He randomly draws a “4” Smoke marker and places it there.

D—Axis player announces “three” (IMP for Open Ground; +2 already spent) as he continues the
Rifle Squad’s movement into K7.

E—Allied player says “Wait!” and plays the Fire Action [A33.1] from his hand, activating the
American Squad in L5. Unfortunately, its FP firing into K7 1s only 1 (6; -1 uphill; -4 Smoke).
This FP is added to a roll of 6+5, however, for a Fire Attack Total of 12. The shot affects borh
units 1n the target hex [020.3 4], not just the moving unit. The Axis player makes a Fire De-
fense Roll for his 8-Morale Squad (7; +1 for Biermann’s Command)—rolling 6 *2—then his
8-Morale Leader—rolling 1+5; both units are unaffected and there are no die triggers.

F—The Rifle Squad’s Movement is now 5 due to Biermann’s Command [3.3.1.2], so the Axis
player announces “five” to enter K6 (2MP for Woods; +3 already spent).

G—Allied player says “Wait” and immediately declares a subsequent shot with his Line Squad
[A33.3] into K6, adding rwo Grenade Actions [A34] from his hand. This gives him 9FP (6;
+4 Grenades; -1 uphill). He then rolls a 1+3, which gives him an Attack Total of 13. The Rifle
Squad adds its Morale of 9 (7; +2 Woods) to a roll of 6+3 and easily passes.

H—Having left Biermann’s hex, the Rifle Squad’s Movement becomes 4 again and, since it has
already spent 5 MP, is now done for the Turn barring any further Actions.

NOTE—If a second Mowve Order was then announced by the Axis player activating Sergeant
Biermann, the US Squad in L5 could not fire at him as he moved [see A33.2, second bullet, and
the first gray box of A33.3].




A34. Hand Grenades — Prunute rpanatu
MOTarT Jia Ce U3MOJ3BAT HEMOCPEACTBEHO CaMO
npexau Fire Attack Roll u camo ako mose enHa
CBOSI €JMHHMIIA CTPEJIS 110 aJPKEHCHHT XEKC.

Effect — VBemmaaga Fire Attack’s FP cbe +2
In the case of a multi-hex Fire Group, only

one of those hexes need be adjacent o the
targeted hex.

A35. Hidden (name)

BAXXHO: Cnenpamure 5 ,,Hidden ” Actions
Morar fa ce u3non3sar camo ot Defender mo
cueHapuu, HuKora ot Attack wim Recon urpau

A35.1 Hidden Entrenchments — Morar
Jia ce U3UTPAsAT TOYHO NPEH Aa Ce IPaBH
Defense Roll. AdexrupanusT xekc He TpsOBa
Jia e BbB BOJIa Wi nocTpoiika (Building),
HHTO J]a IMa KaKBOTO U J1a €
($opTUPHKALNOHHO CHOPBKEHHE.

Effect — IToctasu Foxholes marker tam.

A35.2 Hidden Mines — Morar na 6saat
U3UTPaHH HEIOCPECTBEHO MPEAN BPAKECKH
emuuuim 1a Move nin Advance (6e3 Retreat)
KBM JIajicH XeKc. To31 XeKC He MOXKe 12 € BbB
BOJIa ¥ He TpsiOBa 1a uMa HopTUGUKALUH.

Effect — ITocrasu Mines marker [F103] Tam.
Crnien toBa Jledenmbpa npasu Mine Attack
[F103.2] cpeury Besika oT Te3u MOV-
ing/advancing equHuIm.

Bceska €AuHuIa, KOATO €€ € HaMUupajla TaM
Ipeayu ToBa — HE € 3acerHaTa OT Ta3u
WHUIMaJIHA MUHHA aTaKa, HO IIPpU U3JIN3aHE OT
XCKCa — B€Y€ 1€ 6’[:[[6 3aceruara.

A35.3 Hidden Pillbox — Moxe na 6b1¢e
H3UTPaH CaMo aKO aTakaTa € HaCO4YeHa KbM
Objective hex u camo axo Pillbox-bT He e Beue
B urpa. He Moxe xekca Jja € BbB BoJia H Jia
uMa apyra hopradukanms.

Effect — ITocrasu Pillbox marker tam.

A35.4 Hidden Unit — Mosxe na ce usurpae
CaMo KOTaTo ONOHEHTa acyBa, 3a Ja
JMCKapJIHe eJJHA WIIH TI0Beue KapTu. (He ce
Opou IpUHYIUTETHUS AucKapA mpu Event
[E57 and E61])

Effect — edeHabpbT npaBu clieHATE CTHIIKH
B TIOCOYEHUS PEA:

1) TlpaBu pon criopes Herosara
nation’s Support Table.

2) Ot KoJOoHaTa OTroBapsllia Ha poJia
n3bupa non-Radio item
(Oe31uIaTHO), OTTOBAPSIIIO HA
CLIEHapHsl CHOpe]| roIHATA.

3) Tlocrass u3bpanata eaununa (c
OpBIKUETO, aKO UMA) B XEKC KOUTO:
€ B PAMKHUTE Ha HAaYaJTHATa CEThII
apea; M He ChJbpKa CMHUIIA U OT
nBete cTpaHu; u uMa Cover moxe 1
(emHO).

A35.5 Hidden Wire

“IF@&H 5% wire.” )
- —anonymous playtester

Mo>xe na Ob1e H3UTpaH HEIOCPECTBEHO eI
Bpakecku eauuuiy 1a Move wiu Advance (6e3
Retreat) xpM nanen xekc. To3u XeKc HE MOXKeE J1a
€ BB BOJIa U He TPsi0Ba 1a uMa HOpTUPUKALINHL.

Effect — [Tocrasu Wire marker [F106] ram.

A36. Light Wounds

“Medic !”

Light Wounds moske 1a 6b/1e U3urpano
MHCTaHTHO KOTaTo cBoM Squad — 3apaB uik Beue
CUYIICH, MONYYH XUT.

Light Wounds can only be used on a Squad
that is breaking, not one that is being
eliminated outright—like via the K14 Event
or as a result of a lost Melee.

Effect — I'youm 1 VP . Crieny ToBa BMecTo Squad-
a 11a Ob/ie CUyIeH WK eITMMUHUPaH (ako Ipen
TOBa ¢ OWJI Beue CUyIeH), BbPHH 0 0OpaTHoO B
KayHTEPMHKCA M TO CMECH C CIMHHIIU OT CHLIOTO
kauectBo (Green, Line, Elite), usrernu kaynrep u
TO TIOCTaBU OOpAaTHO B XEKCa.

Axo mpeu ToBa Squad-a e 6K CUyIIeH, HOBHS
KayHTep CBIIO UJ(BA HA CUYIIEHATa CH CTpaHa.
Axo e mman Weapon, Suppressed, Veteran —
markers — cu ru 3amasBa, KakTo U aKTHBEHIIBH
cTaryca KOMTO € MMaJ 10 TO3H MOMEHT OT ThpHa.

A31. Marksmanship

“Untutored courage is useless in the face of
educated bullets.”

—George S. Patton
Moske n1a ce u3Urpae TOYHO MPE/H J1a Ce MPaBu
Fire Attack Roll. Atakara Tpsi6Ba 1a BKiIIO4Ba

Squad umu Team ot mocoveHaTa HalHOHAIHOCT.

Effect — Veennuasa Fire Attack’s FP cbe +2

A38. No Quarter

Mosxe fa ObJie U3UTPAHO B IPUKITIOYBAHETO
Ha Mernee ot I'epmaHckus urpad, ako
MPOTUBHUKBT € PyCHAK Wiu oT Pyckus urpau
0e3 3Ha4yeHue Ha omoneHTta my. NO Quarter
MOXe JIa ce MPHIIOKHU CaMO aKO UIpaybT UMa
TIOHE €]THa eJJMHHIIA OLIeJIsIa B MENETO.

Effect — ITewenum 2 VP .

A39. Smoke Grenades

Moske na GbJIe U3UTPAHO CaMO OT EIUHUIA C
boxed Movement u mokaro exuHMIIATA €
aKTHBHMPAHA 3a IBHKECHHE.

Effect — M3ternu exin Smoke mapkep Ha
PaHIIbM U IO HOCTAaBH Ha aJKEHCHHT XeKe (a
HE ¢ BbB BOJIa 1 1a HaMma Blaze mapkep).

And remember that two or more Smoke
markers won't stack together; so after
placing Smoke into Smoke, only the marker
with the largest Hindrance will remain.

A40. Spray Fire

Moske na 6bJe M3UTPaH TOYHO mpeau Fire
Attack Roll. Bcnukute crpessinm
eIMHUI/Op KK TPsOBa jia uMar boxed
Range.

JlBaTa TapreTHH XeKca TpsOBa ja:

e bpaar B peliHIX HAa BCUUKUTE CTPENSAIIHN;
e Jla ca a[yKeHCHHT €IMH Ha JIPYT;

e Jla ChABPIKAT BPAKECKH CMHHUIIH.

LOS TpsibBa 1a ©MAT BCHYKHU CTPEISIIIA KbM H
ZBaTa XeKca.

Note that Spray Fire is not cumulative: It
reads “2 hexes” not “an additional hex™.

Effect — Fire arakara 3acsara qsara xekca
eIHOBpeMeHHO U camo eauH Fire Attack Roll
ce MpaBH U 3a JJBATa XEKCa BBIPEKH Y€ BCIKA
€/IMHHUIIA CU TIPABU CaMOCTOsITENEH AedeHc
POJ Bb3 OCHOBA Ha Ta3H aTaka.

You may want to think of the two adjacent
hexes as one big hex that just happens to
have two LOS dots, possibly with different
Cover affecting different defending units.

A41. Sustained Fire

Moske na 6b1e u3urpan TouHo mpeau Fire
Attack Roll B ciiyuante korato crpess moxe
enxa MG uim Mortar.

Effect — Veennuasa Fire Attack’s FP cne +2
Ho ako mipu Fire Attack Roll ce mamue
“doubles” — exna crpemnsia MG unun Mortar
ce uymu — o u300p Ha Mrpaya, ako € MoBeye
OT e/lHa.

Be careful with this one—Sustained Fire's
drawback is cumulative with other Sus-
tained Fires and/or with Jammed!, which
could cause a Weapon to break then imme-
diately break again, eliminating it outright.



EVENTS

“Once again, it was a tactical situation which
was beyond my capacity to envisage, but
which just had to be accepted since it was
there—along with all the other unexpected
and apparently impossible situations which
had confronted us throughout the campaign
and which were dealt with or avoided on the
spur of the moment.”

—Major Robert Crisp, Brazen Chariots

Place Foxholes in a random hex.

I (A7 88 Shellholes

E42. General Rules

Cooutusta (Events) ca ciyuaiinu 1 HUKOTa He
ce Urpast OT pbKa, a caMo mpu pod. Urpara ce
nay3upa U ChOMTHETO ce mpuiara He3abaBHo.

BAXHO:
- UrHopupa ce chOuTHe WM 9acT OT HETO,
aKO YCIIOBHSITA 32 H3IIBIHEHUETO MY €
HEBB3MOXKHO J1a Ob/IaT YIOBIETBOPECHH B
HaCTOSIIATa UIpa.
- Axo CpOUTHETO CHIBPIKA HAKOJIKO
JIEUCTBUS — Ce U3BBPIIBAT B pelia yKazaH OT
Cwournero.
- Jla#t Tpurepute ce urHOpUpAT 1O BpeMe Ha
Jlail poJIOBETE TETJICHH 3a M3ITBIHSHNETO Ha
Crourne.

The following rules for individual Events
[E43-E77] need not be read your first time
through the rules. Most Events are self-
explanatory on the Fate cards themselves,
5o this section can be safely ignored until
the need arises for a clarification during
actual game play.

The various Events are described in detail,
below, and are listed in alphabetical order
for ease of reference.

E43. Air Support

“dirplanes are interesting toys, but of no
military value.”

—Ferdinand Foch

IIpu ToBa CHOHTHE, UTPada HA KOWTO POII CE €
ciyunsio onpenens Random Hex [148]:

AKO TO3H XeKC ChABPIKA SAUHULH — TOH
omnpenens Janu 1a Obje cuyleHa MoHe eqHa
WM BCHYKHTE. AKO HsIMa B TO3H XEKC, Ce
rIIeaT MECTTe My aDKEHCHHT XeKca U aKo
HMa MOBeYe OT €JIMH ChABPIKALL CAUHULH -
CBILHS MIPpad U30upa KoM XeKc 1a Obe
3acerHar.

3a/lbIDKEH € 1a CUYIH [TOHE €IHA eIMHHIA
JIOpH J1a ce OKa3Ba Cropes; 00CTOATENICTBATa,
4e TOBA € HEroBa eIMHHIIA.

E44. Battle Harden

Koraro ToBa ce CIIy4H, UrpadpT 1/1361/1pa ¢iHa OT
CAUHULIUTE CU 0e3 BeTepaH MapKep U nNocTaBs
TaKbB.

E441 Veteran Marker +1
e teaol

+1 +1 +1

Effect — Exunmiia ¢ To3u mapkep uma +1 FP, +1
Range, +1 Movement u +1 Morale. Command ue
ce noBJMsiBa oT Veteran status.

Removal — Berepan mapkepa ocraBa Ha
caAuHUIaTa 10KaTo HE 61))16 CJIMMUHHUpaHa Ui
usinese ot Mamn-a. Veteran Squad koiito npasu
Deploys [E25] tpaucdepupa cos Veteran status
caMo Ha equH ot asarta replacing Teams.

E45. Battlefield Integrity

Koraro ToBa ce ciiyuun urpausT 6pon Ha Casualty
Track-a Koko BpaKeCKH eIUHHIE HMa KbM
MOMEHTa — KOJIKOTO € Opost uM — Tosikosa VP
HOJTy4aBa.

E46. Blaze

Korato ToBa ce Cliyur HrpaybT OMPEAesst
Random hex, ako He e BbB Boja U HIMa Beue
Blaze marker - mocrasst Ha paHIBM TaKbB
Mmapkep. [Ipemaxsa Bcuuku Smoke u Fortifica-
tions markers ot To3u xekc. Besika equHMna B
TO3H XeKca TpsOBa 1a Oble mpeMecTeHa OT
COOCTBEHHKA i1 B aI)KEHCHHT XEKC, KOHTO HE €
uMIacadbi (MHAKTUBHUA TUICHP IIBPBO), aKO
HsIMa TaKkaBa Bb3MOXKHOCT — EIHHUIIATA €
CMMMHUHHPAHA.

E47. Booby Trap

“Do not touch anything unnecessarily.
Beware of pretty girls in dance halls and
parks whe may be spies, as well as bicycles,
revolvers, uniforms, arms, dead horses, and
men lying on roads—they are not there
accidentally.”

—Soviet infantry manual, circa mid-1930's

UrpauybT npean3BHKaI HBEHTA Onpe/ens PaHapm
XeKC ¥ aKo He € BbB BoJa, Hima Blaze wim
tdoprudukannu — nocrasst tam Mines marker.

Units already in the hex will not be affected

by the Mines unless and until they Move/
Advance/Retreat out of it.

E48. Breeze

Korato ToBa ce cityun mpeMaxHy BCHUKH SMOke
markers ot mamn-a. Crieji ToBa nocrasu Blaze
marker BbB BCEKU HE-BOJICH XEKC U Jia €
€/IHOBPEMEHHO a/KEHCHHT KbM ChIIECTBYBAIIHSI
Blaze marker 1 mo mocokara Ha BATBpPA CIPSIMO
Hero. [Tocokara Ha BATBpA Ce OMpPEIEIs OT
YHCIIOTO HAa MBEHTA KaTO YKCIIo OT 1 10 6
KOPECTIOHIMPAIIO C YHCIIaTa Ha KOMITaca Ha Mall-
a. Besika e[IMHMIIA, HAMHpAIIA CE B XCKC KBJIETO
Ce € pasnpoCTPaHMII OTbHsI, TPsIOBA j1a ObJe
MpeMeCTeHa OT COOCTBCHUKA i BeJHAra B
aJDKEHCHHT XeKC, KOWTO HE € MMIacabbi - B
MPOTHUBEH CITy4ail eINHUIATA € eTMMUHUPAHA.

E49. Command & Control

Koraro ToBa ce clIyqu UrpadbT OpOH KOJIKO
Objectives [218] kbM momenTa KOHTpOTHPa U
noiy4asa Tosnkosa VP.

E50. Commissar

Korato ToBa ce ciay4u UrpaubT-pycHaK
TpsOBa 1a n3depe eHa OT CBOUTE CUYIICHH
€IMHULIY U J]a HAIIpaBU POJI 3a Hesl:
e  Ako pona e mo-royisiM oT Mopana i
— € eJIMMHUHUpaHa.
e AKO poJja e mo-MaJIbK WX PaBeH Ha
Mopaina it — ce Bb3CTaHOBsIBA.

E51. Cower (Tpemeps OT cTpax)

Korato ToBa ce ciyun urpausT TpsOBa aa
nocrasu Suppressed marker Ha Bceku oT
cBoute Squads 6e3 eiH, KOUTO Ce HAMHpAT
BBH OT KOMaHAHHs paauyc Ha JIugepure cu.

E52. Deploy

“Listen up! I need five volunteers.”

Ritle 8 Line 7 | | Line 7
Mt — 8t 2t
534 324|324
E52.1

Korato ToBa ce ciyun akTUBHUS UTpay
n30upa eauH cBoi Squad Ha Mam-a U aKo HMa
TaKbB I'O Maxa OT MaIll-a, Bp'bH.[a TO B
KayHTepMHKCa ¥ O pUIUIeiicBa ¢ Ba Teams
ot chiroro kauectBo (Green, Line or Elite as
that player’s OB).

E52.2

Te3u TumoBe Bim3aT cuyneHu ako u Ckyan-a
TIpeiy TOBa € OHJI CUyIeH. AKO € UMall Ipey
toBa \Weapon, mapkepu 3a Suppressed u/wmm
Veteran — caMmo eIH OT TUMOBeTe MpHeMa
Mapkep. BebiHocT pa3dupaHeTo e e ToBa €
ChIIIaTa €MHNULA, HO pa3/ielieHa Ha IBE U
aKTHBUTH CTaTyca ce 3ala3Ba TakbB U 3a
nBara Tuma, KakbBTO € OMJI 10 MOMEHTa Ha
Ckyaz-a ¥ KaKTO ¥ BCHIKH OCTaHAJIN MTaCHBH
U aKTHBU KbM TO3M MOMEHT.

Turning one Squad into two Teams gives
you a bit more flexibility in movement,
stacking, and garrisoning Objectives—and
can also increase your net FP when part
of a larger Fire Group. The drawback is
usually weaker stats, the loss of boxed stats,
and — because there are two where once
there was one — they become harder to
control without a friendly Leader nearby.



E53. Dust

“I couldn’t see my hand in front of my face.
Lucky for me, the enemy couldn’t see my
hand in front of my face, either.”

—Private Adamson

Koraro ToBa ce ciyun urpaasT u3bupa
PaH}II:M XEKC 1 aKO HE € BOJIa U HE ChABPIKaA
Blaze marker, u36upa panasm Smoke marker
M 'O ITOCTaBA TaM.

E54. Elan

KOFaTO TOBa CE€ CIIy4YH UTPAYBT MPEAU3BUKAIT
uBeHTa MecTH Surrender marker-a B
CJICABAIIIOTO C IMO-TOJIIM HOMep I10JIE OT
HeroBata ctpana Ha Casualty Track-a.

E55. Entrench

UrpaubT Moxe aa nocrasu Foxholes marker B
KOWTO U J1a € 3aeT OT CBOM BOMCKH X€KC,
KOWTO He ChIbpxKa HOpTHHHKALHOHHO
CBOPBKECHHE U HE € BBB BOJa, pa3bupa ce.

E56. Field Promotion

Pt Horzog “The officers of the Italian ‘
o Army are not qualified for the
2| job.”
216 —Count Galeazzo Ciano

Koraro ToBa ce ciyuu (if not already on the
Map), UTPaYsT MOKE Ja CH TIOCTaBU nation’s
“Private” (the one with “6” Morale and “2”
Command) B Xekc KbETO HMa [TOHE eHa
HEroBa CuyIeHa euHHIA .

E57. Fog of War

Korato ToBa ce ciayun, Bceku urpad uzdupa
Ha PaHIbM €JJHa KapTa OT PhbKaTa Ha OTIOHECHTA
M C€ IMCKAp/IBAaT IBETE KapTH.

E58. Hero

Urpaust Moxke aa moctasu Hero unit [E58H]
BB friendly hex (ako Beue ue my ce e
CIIy4Baso TakoBa croutHe). Ciien ToBa MOXe
na Be3cranosu (Rally [B1235]) exma cos
CUyIeHa eMHUIIA B TO3H XEKC.

E58.1 Heroes
B
3 SURdN'S §C
247 1

T'epoute ca JIugepu BCBIIHOCT, HO C /IBE

U3KIIFOUCHHUS:

e  [epossT HHKOTa HE MeYeIr BUKTOPU TOUKH
IIPU U3JIU3aHE OT Mal-a, KakTo U
IPOTUBHUKBT HE IIEYeIH TOUKY IIPU

eNIMMHUHAIIAATA Ha Ta3u equHuLa. M3me3nusaT

oT urpa I'epoit HUKOra He ce oCTaBs Ha
Casualty Track-a, a ce Bpbiua B
KayHTEPMHKCA.

e  Tepost Moxe 1a 6b/e akTuBupan ¢ Order
HOBEYE OT SAMH IIbT B PAMKHUTE HA SAUH
TBPH.

Heroes enjoy running full speed up an open
road towards an Objective hex. They also
love to charge machine gun nests in order
to take them out in close combat. Other
useful tasks for Heroes will no doubt be
discovered by the player well-versed in
Hollywood war movies.

E59. Infiltration

Koraro ToBa crOuTHE CE Ciry4n, UTpaybT NPaBU
CJICTHATE CTBIIKU:
1) TIpasu pox Ha HeroBaTa nation’s Support
Table;

2) Ot KoJIOHaTa HAMHUPA CHBIIAAINIOTO YHCIIO C

poui-a 1 u3bupa eauu non-Radio item-at no

COSt — TOBa € JOCTBIIHO CIIOPE]] TOJMHATA Ha

CLICHApHS;

3) Onpenenst Random hex;

4) TlocraBs u30paHaTa eAMHHUIA (C HEHHOTO
OpBKHE, aKO HMa) BbB HJIH aUKeHCHHT Ha
omnpe/eaeHus mo-rope xexc. CTakuHr

JMUTA TPsIOBa Aa ce ChOI0AaBa U CHINO HE

MOXK€ J1a C€ IIOCTAaBH B HMIIaChOBII XEKC.

E60. Interdiction

‘Mussolini is quite humiliated because our
troops have not moved a step forward. Even
today they have not succeeded in advancing
and have halted in front of the first French
fortification which put up some resistance.”

—Count Galeazzo Ciano

Koraro ToBa crOuTHE CE CITy4Hn, UTPaYbT TPsiOBa
Jia u3depe eaHa equHMIA (CBOSI WIIM BPAXKECKa,
CUyIeHa UK 3[paBa), KOSTO 3aeMa XeKC C
Cover<1 ( mo-MaiKo OT €AHHHUIA) U JIa CIOKH
Suppressed marker ua Hest.

E61. Interrogation

Koraro ToBa ce cixyun ApyrusT urpad -
OIIOHEHT Ha UTpayva Npean3BUKalI CHOUTHETO,
CHl CBaJIA KapTHUTE B pbKaTa M UTPaybT
MIpeIU3BHUKaI CHOUTHETO CU U30Upa enHa
HEroBa KapTa M s cliara B IUCKap[ Haiia My.

E62. KIA

Koraro ToBa ce ciydu, UrpaysT TpsIOBa 1a
n3bepe eaHa CUyIeHa eauHAIA (CBOS WK
4qy)XIa) U 1a 5 eTMMUHHDA.

E63. Malfunction

“Every regiment had already lost 500 men to
[frostbite ... the machine guns were no longer
able to fire.”

—Heinz Guderian
Korato ToBa ce ciyuu, urpaubT TpsAOBa J1a
ompenenu panapM xexc. Haii-06i1u3koTo 1o
TO3U XEKC 3/IpaBO OpBKHE (CBOE UIIH
BPaXKECKO) — ce Uyynu. AKO Ma JIBE Ha
€IHaKBO Pa3CTOSHUE, UTPAYbT NIPEAN3BHKAI
CBHOUTHETO OTpeeNs KOe Jla Ce CUYIIH.

E64. Medic!

Korato ToBa ce ciryuu urpaysT u3bupa exHa
cUyIieHa eAUHHIA (CBOS WIIH YYyXJa) ¥ TpsiOBa
na st Bb3cranosu (Rally ).

E65. Mission Objective

Korarto ToBa ce ciry4n urpadsT Terim (Secret)
emuH Objective chit na panabM.

This new Objective chit does not replace
any existing Objective chit — it is used in
conjunction with them — and may be kept
secret from the opponent unless it is one
that has no “(secret)” side.

E66. Prisoners of War

“We shall show mercy, but we shall not ask
forit.”

—Winston Churchill

Korato ToBa ce ciyun urpaubT TpsOBa aa
n3bepe eHa CBOS CUyINeHa eMHHLA KOSTO €
a/DKEHCHHT KbM BPa)KECKA SIHHUIIA WA B
€/IMH ¥ ChIIU XeKC C Hesl U J1a 51 eIMMHHUPA.

Ifit somehow wasn't a good idea before, try
to keep your broken units far away from
enemy units.



E67. Reconnaissance

Korato ToBa ce ciiy4u OMOHEHTHT TPsOBa j1a
n3bepe U jia pa3Kpye eAUH OT CBOUTE Secret
Objective chit (ako nma TakbB) U KOWTO
0CTaBa OTBOPEH 3a OCTaBallaTa urpa.

B momenTa B koiiTo secret Objective chit
crasa open Objective chit — cborBeTHHUTE
BHUKTOPHU TOYKH CC HAUMCIISIBAT HA CTpaHAara,
KOHTPOJIHpAIla B MOMEHTA 00KEKTHBA (aKO
HMa TakaBa).

E68. Reinforcements

Korato ToBa ce ciry4u UrpaybT NpaBy

CIICHUTE CTBIKH:

1) [IlpaBu pox Ha HeroBara nation’s Support
Table;

2) Ot KonoHaTa HaMUpa CHBMAJAIIOTO
YHCIIO C poJi-a U u3bupa eaud item-at no
COSt — TOBa € TOCTHITHO CIIOpE]] TOIMHATA
Ha CLICHAPUS;

3) Axo e u36pano Radio ce mocrasst B
Artillery Box (ako e mpa3suo). Ako ¢
erHNIA (C OPBKUAETO, aKO UMa TAKOBA)
ce T0CTaBst O H300p B XEKC KOWTO € 10
HPUSATENICKAS PO Ha Mar-a (He MOXe B
nmnacadba xekc). CTaKUHT JIUMATA Ce
ch0ro1aBa.

E69. Rubble

Koraro ToBa ce ciyun urpausT omnpenens
paHaABM XEKC U aKO HE € BbB BOJia U HiAMaA
Blaze unu Fortification markers ce nmocrass
eaun Wire marker.

E70. Sappers

Koraro ToBa ce ciyun urpaubT MOXKe 1a
TpeMaxHe Mo U300p OT KapTaTa WK eIuH
Mines marker wim exun Wire marker.

E71. Scrounge

Korato ToBa ce ClTy4d UrpaybT ONpeens
enuH enuMuHEpad Weapon (cBoii mimu
Bpaxxeckn) ot Casualty Track-a u ro Bpbiua B
Urpa JaBaiiku ro Ha eJJHa CBOsI eJMHHIIa Oe3
Weapon.

E72. Shell Shock

Koraro ToBa ce ciydn urpaasT ompeaens
paHabM Xekc. Haif-O6nm3kara 10 Hero eauHuIa
(cBos WM Bpakecka)- ce uynu. B ciydaii Ha
PaBEHCTBO — UIPAYbT pellaBa Kos.

E73. Shellholes

Kora’ro TOBaA CC CIIYUH UT'PAYBbT OIIPCACIIST
paHIbM XCKC. AKO TO3HU XCKC HC € BbB BOJla U
usaMma Blaze wim Fortification markers ce
nocrass enud Foxholes marker.

E74. Strategic Objective

Koraro ToBa ce cnyun, equn Objective chit ce
TETJIN Ha PaHIbM U Ce OCTABsI OTBOPEH B
[EHTpAJIHATA CEKIIUS Ha OO/KEKTHB OOKCa.

This new Objective chit does not replace
an existing Objective chit—it is used in
conjunction with them. And if this new chit
references one or more mapboard Objec-
tives, remember to award those victory
points to the Objectives’ current controller
right away.

E75. Suppressing Fire

Korato ToBa ce Clly4d UrpaybT MOXKE J1a HOCTaBU
Suppressiom marker Ha e/lHa BpaskecKa eMHHUIIA,
KOSITO HsAMA TakbB. M30paHaTa exuHuna TpsiOBa
na e enHoBpemenHo B Range u LOS na mone
eHO HecuyneHo MGS, HOCEHO OT CBOSI 3ApaBa U
HecylpecHupaHa eAHHIIA.

E76. Walking Wounded

Koraro ToBa ce cily4u UrpaybT IpaBy CICAHHUTE

CTBIIKH:

1) U306upa eqHa eTMMUHUPaHa €ANHUIIA OT

KEXYBJITH TpakKa (CBOS WM IyK/1a);

2) Ompenenst paHIbM XEKC;

3) Tocrasst u3bpanara eqUHHIA B CUYIICH CTATYC
B TO3M XEKC WM a/KEHCHHT Ha Hero. CTaKHHT
JIMMHTA Ce Cra3aBa, He MOXe a ce MOCTaBH B
nMmnacabbII XeKc.

E77. White Phosphorus

Korato ToBa ce ClIyur UrpaybT MOXKeE Jia H3TCeTIIH
panasm Smoke marker u j1a ro mocrasu B
aJDKEACHHT XeKe Ha HeroB Unbroken Squads
(camo). M30paHuAT XeKC HE MOXKE J1a € BbB BOJa
U He MOXe 11a cpappxka Blaze marker. Crex karo
TOBA C€ HAMPABH, UTPad KOMNTO KOHTPOIUPA MOHE
€/IHa eJIMHUIIA B TO3U XEKC TPAOBa 1a u3depe
€JlHa CBOSI TaKaBa M Jia 51 CUYIIH.

TERRAIN

“The roads that were nice and red and thick
on the map turned out to be tracks.”

—Gerd von Rundstedt
T78. General Rules

Your first time through the rules, you really
only need to read the four sections that fol-
low for Types, Movement, Cover and LOS.
The many Hill rules, as well as those for
the other individual terrain types [T79-T99],
can then be referred to as needed depend-
ing on which map is in use for a particular
scenario.

T78.1 Types & Features

Bceku xeke Ha Besika kapta B Combat Comm-
ander e onpe/erneH KakbB "THIT TEpeH" ChIbp-
’ka. TunbT TEpEeH Ha XeKca € TO3U KOUTO Mpeo-
OyiazaBa B Hero, OWJI0 HApUMeEp TO TOPUCT,
crpama uin xpacranany. Hakon xexcose Cb-
IIO TaKa ChABPIKAT TEPEH, KOUTO MOXKe Ja
okaxke eeKT BbpXy cTpendaTa v NpHIBHU-
xBanero karo Hanpumep Cliff, Fence, Wall
i Hedge. Roads, Railroads u Trails moxe
CBIIO JIa 3aeMaT XeKC ¥ OOMKHOBEHO MOJIU-
(burmpar ABIKEHHETO Ha eAUHHUIKTE. SMoke
u Blaze mapkepu cbIo Taka GpyHKIHOHUPAT U
KaToO TePEH 0 U3BECTHA CTeNeH. TepeH "Tu-
osere" ca mokaszanu Ha Terrain Chart, kpnero
MOAPEXKTAHETO € B HepapXHUeH pell — T.€. ako
€JIMH XEKC ChIbpIKa JIBa TUIIOBE TEPEH — TO3H
KOHTO € 0-0Trope B 4yapTa B3UMa
MPETUMCTBO.
Se for example a Major Bridge over a
Stream is a “Major Bridge hex” for all
purposes, not a “Stream hex” fand thus not
a Water hex, either). This also means that
a hex is an “Open Ground hex” enly if it
contains none of the terrain tfypes shown
above it (those with their text on a green
background)—it could contain any of the
terrain features shown below it (those on
a tan background) and still be an “Open
Ground hex”, albeit with some sort of
modification.

T78.2 Move Costs

Bceku TepeH cu nMa «1eHay 3a IpUIBUKBaHE,
KOSITO C€ M3pa3siBa B TOUKHUTE 32 JBIKCHUE,
KOHTO JaJIeHa eTUHUIA TPIOBa a U3pa3xoaBa
BJIM3alKH B XEKca.

T78.3 Cover

Bceku Tepen ce xapakrepusupa ¢ “Cover” —
o opMmara Ha ISUI0 YHCII0, KOETO MOXE J1a
¥Ma 1 HeraTuBHa croitHocT. Bunarn Cover
Moaubunupa aupextao Morale na Besika
eIMHHIA B TO3H Xekc. COVer HuKora He e
KyMyJIaTHBEH, TaKa 4e BUHATH ce M30upa eIuH
(c Haii-ronsimaTa croiiHocT) COVer ako uma
HSIKOJIKO TaKHBa B XEKca.

Ipumep: Team ¢ Morale 7 ce Hamupa B XeKC
Brush => ¢ MmopuduKarmsTa OT KOBbpa Ha
xeKca mie crane Mopana 8 (7+1). Ako
BpaKecKa eJMHMIA 00CTpeBa HAIMS THM
npe3 Wall crpanara Ha xexca — MOxeM 1a
u3bepeM BMeCTO KOBBD +1 1a nMaMe KOBBD
+2 oT cTeHara (T.€. Hallus TUM M3II0J3Ba
CTEHaTa 3a Jja ce NPHKPUBA OT obcTpena). AKo
B T03u Xxekc umarire u Foxholes marker rorasa
MoJKelIe Ja u30epeM HeroBus KoBbp +3 1
TaKa HaIllus THM Iieme qa uma Mopai 10.



T78.4 LOS

Bceku tepen cripsmo LOS ce onpenens karo

Obstacle, Hindrance wu Clear:

a) Obstacle — 6;10kupa Ha chIIOTO HUBO (KATO
HajMopcka Bucounna) LOS. Obstacle
00OHMKHOBEHO TpaBu 3aj Hero exuH Blind
Hex [T88.4.1] 3a naGronaren Hamupaii ce
0-BHCOKO.

b) Hindrance penyuupa FP xoraro e na
CBIIOTO HABO CTpesI0a MpeMUHABAIla TIpe3
HEro.

c) Clear tepen Hsama edext Bbpxy LOS.

The various types of terrain are described in

detail, below, and are listed in alphabetical
order for ease of reference. The informa-
tion that follows is also shown graphically
on the Terrain Chart located on one side of
the player aid sheet.

T79. Blaze

MOVE COST: Impassable
COVER: Impassable
LOS: Obstacle (at all levels)

T80. Bridge

MOVE COST: (B.x. m0-1071y)

COVER: 2 no 3a6enexere ye Road [T93]
O0OHMKHOBEHO CBaJIs OOLIHS KOBBP 10 1
LOS: 1 Hindrance

T80.1 Major Bridge
T'onemus moct ce onpene-
JI KaTo €HO 1K1, KOETO
o0XBallla eJ1H WX TT0Be-
4e XEKca, C MaJIKH 4aCTH .
M3JIM3aIlH OT HEro B JBata

Haii-kpaiiHu xekca (non-Bridge hexes).

MOVE COST: Impassable; umu 1 ako ce
MPUBIKBATE B TOYHO OIpeJieieHaTa MoCcoKa
na Road/Railway. Crmio taka equaunara
MOJXKE 12 HaITyCHE MOCTa CaMo TIpe3 JIBETe
cboTBeTHO Kpaiinu Road/Railway crpanu Ha
XEKCOBETE.

T80.2 Minor Bridge

Maskust MOCT ce onpese-

JIs1 KaTO MOCT KOKTO ce

HaMHpa U3IUI0 B PAMKHTE

Ha eJTH SJUHCTBEH XEeKC.

MOVE COST: 1 ako ce npuIBHXBaTe B TOYHO
ompezenenara nmocoka na Road/Railway. Axo
ce MPU/IBIKBATE B JIPYyra MOCOKa Ha XeKca
(axo e BB3MOXKHO) Ce TUIaIla [IeHaTa 3a
JIBIOKEHHE CIIPSIMO THIIA TEPEH.

T81. Brush

MOVE COST: 2
COVER:1
LOS: 3 Hindrance

182. Building

MOVE COST: 2
COVER: 3
LOS: Obstacle; creates one Blind Hex [T88.4.1]

Buiding Objectives — Axo mapboard
Objective [2.3] 3aema xekc B crpaza u Ta3u
crpajia 3aema JiBa WM TI0BeYe XeKca,
Objective-bT ce mpuema de e 1sIaTa crpajaa u
ChOTBETHO BCEKH XEKC, KOWTO 3aeMa T, HE
€aMO XeKca KbIETO € 00KEKTHB HoMepa.

183. Cliff

MOVE COST: Impassable;

CLIMBING: a unit without a Weapon may Ad-
vance [016] across a Cliff hexside.

COVER: none
LOS: Clear

T84. Fence
MOVE COST: +1 when crossing.
COVER: none

LOS: 1 Hindrance; or Clear if the Fence is one
of the six hexsides of the sighting or target
hex.

T85. Field
MOVE COST: 1
COVER: 0

LOS: 1 Hindrance

T86. Gully
MQOVE COST: 2

COVER: 1; though a unit in a Gully cannot be
seen except from an adjacent hex or a hex at
a higher elevation [T88], and vice versa.

LOS: Clear
T87. Hedge

MOVE COST: +1 korato ro npecuva eJuHHIA
COVER: mama; wam 1 axo crpenbara o
enunuiara npecuya (LOS) Hedge-to; uama
KOBBD aKko 00cTpesa € 0T MHHOXBBPradyka WilH
apTuIIepus.

LOS: Obstacle; niu Clear ako Hedge e exna ot
IIECTe CTPAHH Ha CTPEJIIIMS WK TAPreTHHS
XEKC.

T88. Hills

(Topasu OTHOCUTEIHO MO-CIIOKHUTE PABHJIA CE
TNIpeTIopbiBa HAa HAYMHACIIUTE UI'PAvIH 1a H36HpaT Marr-
oBe 0€3 XBIMOBE U JACHUBEIAIIMN Ha TEPEHA KaTO LSJI0
32 bPBUTE HAKOJIKO UIPH.)

CTaHAapTHUAT ThMHOXBJIT OTKPUT TEPEH-XEKC B
Combat Commander ce npuema, ue € Ha HUBO
"0" unu Ha "HuBOTO Ha 3eMmaTa". Hills moxe na
Ob1e HUBO 1 (KbITEHHKABO-Ka(sBO), 2 (CBETIIO
ka(sBo), 3 (cpexHo kadsBo) win 4 (TBMHO
kadsiBo). Eto 3ammo equnnna va Hill e nax
€/IMHHUIIa HAMHPAIIA Ce B XeKC Ha HUBOTO Ha
3eMsITa WM Ha JPYro Bh3BHIICHHE, KOETO € Ha
MO-HHUCKO HUBO OT HEro. XbJIM-XEKca € KaTo
BCEKH JIPYT TEPEH-XEKC C U3KIIIOUEHHE HA HAKOU
JOTBJIHUTEIIHH [IPABHJIA T10-/10ITY.

T88.1 Uphill Movement

JIBrxkeia ce Harope exMHUIA (M3KaYBalla ce)
TpsiOBa Ja moxapuu +1 Touku JBMKEHUE, KOraTo
BJIM3a B XEKC, KOMTO € C eJ[HA eJIeBallHs 110-
BHCOKO OT X€KCa OT KOWTO U3/IM32 €[MHUIATA.
Ipumep: Exnnnna ce xemku ot xeke Hill level 1
ceabpskant Woods kem xexe Hill level 2, cpmio
chabpskant Woods -> equHnIaTa TpsAOBa 12
noxapuu 3 TOYKH 3a JBr:xenue (2 3a \Woods u 1
3a U3KauyBaHeTo). B 0OpaTHus ciydaii, ako
enunuiara ciauzarie (downhill), memnre na i
CTpyBa caMo 2 TOYKH JIBHXKEHHUE.

T88.2 Height Advantage

Fire Attack tepru pexyuupane ot -1 FP ako
TapreT XeKca ce HaMupa MO-BUCOKO OT KOSITO
JIa € OT CTPEJSILIKTE 10 Hero eANHHIH. 1
obparno Fire Attack uma +1 FP ako Taprer
XEKCa ce HaMHpa [0-HUCKO OT KOSITO U Jia € OT
CTPEJISILMTE 110 HETrO CANHHUIIM.

T88.3 Hills & LOS
T88.3.1 Military Crest Lines

XeKC B KOMTO MMa [OBeY€e OT €JMH TEePEeH-
nesel ce Hapuda “Crest”-xexc. Jleena B
KOWTO Ce HaMUpa LIEHTPAIHATa My TOYKa €
JIEBEJIa U Ha XeKca Karo 1s110. BeB Bceku
Kpecr-xekc ¢puzndeckus pp0 Ha MO-BUCOKHUS
nesen Bp3punierue (Hill) ce mapuua “Crest
Line”.

T88.3.2 Vertical LOS

Enununa moxe aa npociean LOS camo 1o
Kpecrt-xekca OTKBIETO 3a104Ba Bh3BHIIEHH-
eto Harope. [1o ChIus HAYNH eUHUIIA KOSTO
e Ha Hill moxe nma mpocenu LOS o xekc Ha
[I0-HUCKa Buco4rHa caMmo ako LOS nukora ne
npemuHaBa npe3 Crest Line Ha paBHa wiu mo-
roJisiMa BUCOYMHA B HHTEpBEHUpaHUsI (TIpe3
koitro muHaBa LOS) xekc.

Taxa ge equanna 4 Ha Hill-xeke moxe na
BHJIM €IMHKIA B Ha MO-HUCHK XEKC CaMO aKo
3a LOS ot enuHuIa 4 ca U3ITBIHEHU U IBETE
ycroBust: pecuya Kpect-nuHus mpeu aa
Ipecede CTpaHa Ha XeKC; U He Ipecruya
otHOBO Kpecr-nvHus Ha chlata WM no-
BHCOKA €JIeBaIHsl.

T88.3.3 Hills as “Obstacles”

Hill cam o ceGe cu e npensitcTBre U GJIOKUpa
LOS mexay qBa xekca Ha MO-HHCHK JIeBeIl.
Enunnna va Hill level 2 moske na Bumu mpes
npyr (uatepsenupan) Hill level 2 kem Tpetn -
tapret Hill camo ako e Ha level 2, 3 wmu 4.
Axo nnrepeenupanus Hill 6ewe level 3,
Taprer-xekca TpsoBaie 1a e Ha level 4, 3a na
MOXe J1a Obe BuasH (Wi Ja ObJe TIoHe Ha
level 4 Crest).

T88.4 Hills & Obstacles

LOS koM wim ot Hill-xekc e Giiokupana camo
aKo OYEBHIIHO JJOKOCBA HSKOS YacT OT
M300pa3eHo Ha Marl-a MPEMATCTBHE aKO € Ha
ChIIaTa MM [O-BHCOKA eJIeBALHA OT TO3H
Hill-xexc. C npyru aymu, LOS xbM uitu ot
Hill-xexc ne e 6okupana ot Obstacles ako
TO¥ ce HaMHpa Ha IT0-HICKa BHCOYHHA (C H3-
kmoyenue Ha Blind Hexes B.x. mo-nosy).
Enunnna Ha level 1 Hill moxxe na Bumu npe3
(Haz T.e.) MHTEPBEHUPAHa MOCTPOHKA
Hamupaia ce Ha level 0 rpyra exununa Ha
no-nanede Hamupamia ce Ha level 1 Hill. Ako
nocrpoiikata chio oenre Ha Hill, mpn Benukn
ciydan LOS meme na 6b1e OnokupaHa.
Blaze marker Bunaru 6mokupa LOS 6e3
3HaueHHE KAKBH Ca eJIEBAIIMUTE HA CAUTBD U
Tapret xekcoBere. OOSICHEHHUETO € Ye
[UIAMBIMTE U MYLIENUTE Ch3aBaT IUTHTHO
NPENATCTBHE 38 3PUTENHHUS JIbY HA
JOCTATHYIHO TOJIIMA BUCOUHHA.



T88.4.1 Blind Hexes

Enununa na Hill moxe na sunu 8B Woods
niu Building xekc kakTo HOpMaIlHO, HO HAMa
Jla MOXeE J]a BUH CJICIBALLMS XEKC 331 HEro
aKo TOIf € Ha ChIIaTa WM I0-HUCKA BUCOYHMHA
ot Woods / Building xexca.

C Opyru 1yMH Ka3aHo - HO-HHUCKO CTOSIIN
Woods wum Building npaBst equs xeke cisina
30Ha 331 TAX 32 HAOIIF0JaTeN Ha MO-ToJIIMa
BHCOYHHA.

Enunauna na nesen 1 Hill moxxe na Buau na
aesen 0 XeKC CbC crpajia ¥ 3aJ1 Hero
XEKCOBETE C M3K/IIOUCHHE CaMO Ha XeKca
TOYHO 337 crpanara. 1 o6paTHO — euHuIA HA
aesen 1 Hill moxe na Bumu npes
HMHTEPBEHUpALI JIeBell | XeKC ChC crpaja
eIMHHIIA KOSITO € Ha JIEBEJ 2 HJIU [0-BUCOKO
OCBEH aKo Ta3u Crpaja He € MbPBUs
HHTEpBeHUpaH XeKc 1o To3u LOS.

T88.5 Hills & Hindrances

Koiito u na e man-6opa XuHIpaHC TEPCH HA
[10-HHUCKa BrucourHa He nosiusasa LOS kM
win ot Hill xexe. Xunpapasnc Ha Hill me
nosnusie LOS mexny asa apyru Hill xexcose
caMo aKo ca Ha chIaTa enesanus. Smoke
marker B TO3u cityyail BAHArH I¢ TIOBJIHSE
LOS He3aBHCHMO OT ejieBalysITa Ha TJIeAalus
U TapreT xekca (Ch3/aBa ce TUMEH CThIIO BbB
BHUCOYHHA).

3abenedceme ue ecuukume mesu npaguia ce
2padsm na npednocmaskama, ue ¢ Combat
Commander scsika Hill sucouuna e na no-
8UCOKO om 8cexu mMan-6opo Obcmaxva u
6cexu man-60po O6cmarvi e no-6UcoK om
Koumo u 0a e man-60po Xunopanc.

T89. Marsh

MOVE COST: 3
COVER: 0
LOS: 1 Hindrance

WATER TERRAIN: He Moske KakBOTO H J1a €
opwxHue na crpers ot Marsh hex. He moxe
Blaze, Smoke unu Fortifications ot kakeBTO U
Ia e BUA 1a 3aema B Marsh hex.

T90. Open Ground

MOVE COST: 1
COVER: 0
LOS: Clear

T91. Orchard

MOVE COST: 1
COVER: 1
LOS: 2 Hindrance

T92. Railway

MOVE COST: 1 ako eauHUIaTa BHPBU B
MOCOKATa Ha peJicuTe (TOBa Ce OTYUTA KOTATO
€/IMHUIIATA BIIN3a B TO3H XEKC); BbB BCHUKH
OCTaHAJIM CIIyYau 3aBHCH OT THIIA TEPEH.
COVER: 3aBucu OT TuMa TepeH Ha XeKca.
LOS: 1 Hindrance; umu Clear ako LOS
NpeMUHaBa JUPEKTHO MO MOCOKAa Ha PEJICUTE.

T93. Road

MOVE COST: 1 ako eauHUIIaTa BHPBU B
MOCOKaTa Ha BT (TOBA CE OTYUTA KOraTo
eIMHHI[ATa BIIM3a B TO3M XCKC); BbB BCHUKH
OCTaHAIIM CIIy4Yau 3aBHCH OT THIIA TEPEH.
Emunuupara B3uMa +1 kbpM HeliHuTe Movement
points koraTo BJIM3a B XeKC ChbIbPKALI BT,
BbB BCSIKA TOYKA [0 BpeMe Ha Heiinus Move
Order.To3u GoHYC NPUKITIOYBA C Kpast Ha TO3U
Move Order.
AKO eJHHHIIATA NPOIBJIKABA IBUKEHHETO CH
U CJIe[IBALHS X€KC OTHOBO ChABbPKA BT — HE
ce MoJI3Ba ¢ TO3U HOHYC.
He e Hy»HO, 3a 1a ce Bb3II0JI3Ba SIMHUIIATA OT
GoHyca BT Ja BIe3e B XeKca (ChAbpIKall IbT) MO
HEroBaTa I0COKa, ChIIIACETE Ce Y€ MPECUYaHETO
Ha IIBT € CBIIO YJIECHIBAIIO U OBP30 3a IeXoTara.
(* Tlo3zsoaun cvm cu uzgecmuo moe pa36upaHe u
muaKyeaHe Ha npasuiama myx. Ilpenopvusam oa
umame uHa2u noo PYKa U opucUHAIHUA AHETUICKU
pyr.)
COVER: Hsima; xakto u COver-bT oT KOHTO U 1a
¢ GopTudrKeHIIbH WK TEPEH THUII Ce PeayLHpa
C C/IMHHIA, aKO XCKCHT ChIBPIKA IBT.
So a Building hex with a Road going
through it has a Cover of 2 (3 for the Build-
ing; modified by -1 for the Road).
A German Squad with a printed Morale of 7
in an Open Ground hex containing a Road
will be at “-1" Cover and therefore have 6
Morale for all purposes. If Foxholes [F102]
were later placed in that hex, it would have
a Morale of 9 (7; +3 Foxholes; -1 Road).

LOS: Clear ako LOS npemiHaBa JUpEKTHO MO
MOCOKa Ha IIbTsl; BbB BCHUKH OCTaHAJHN CITyJau
3aBHCH OT THIIa TEPECH B XCKCA, PECIIEKTUBHO
Xunapanc uia O0cTakbiIC.

T94. Smoke

NOTE: Before beginning play, all the
Smoke/Blaze markers should be placed into
an opaque cup so that they may be drawn at
random when called for during play.

MOVE COST: Depends on other terrain in the
hex.

COVER: Depends on other terrain in the hex.

LOS: 1-10 Hindrance into or out of or through
[10.3.4].

The actual Hindrance value of Smoke is
printed on the individual markers.

T95. Stream
MOVE COST: 3
COVER: -1

LOS: Clear

WATER TERRAIN: No Weapon of any kind
may fire from a Stream hex No Blaze,
Smoke or Fortification of any kind may ever
occupy a Stream hex.

T96. Trail

MOVE COST: 1 if traveling along the Trail
depiction (that 1s. the moving unit crossed a
Trail hexside as it entered the hex); otherwise
depends on the other terrain in the hex.

COVER: Depends on other terrain in the hex.
LOS: Depends on other terrain in the hex.

T91. Wall

MOVE COST: +1 when crossing.

COVER: none; or 2 if a Fire Attack crossed
the Wall as 1t entered the target hex (not ap-
plicable when firing Mortars or Artillery).

LOS: Obstacle; or Clear if the Wall is one of
the six hexsides of the sighting or target hex.

T98. Water Barrier
MOVE COST: Impassable
COVER: Impassable

LOS: Clear

IMPASSABLE WATER TERRAIN: No unit,
Blaze, Smoke or Fortification marker of any
kind may ever occupy a Water Barrier hex.

T199. Woods
MOVE COST: 2
COVER: 2

LOS: Obstacle; creates one Blind Hex
[T88.4.1]

AIRBURSTS: The Fire Attack Total of any
Mortar or Artillery attack against a Woods
hex 1s always increased by 2.

So a 6-FP Mortar that fires into a Woods
hex and makes a Fire Attack Roll of 7 would
have an Attack Total of 15 instead of 13.

Shells fired at a high altitude — such as from
mortars and distant artillery batteries —had
a tendency fo explode in the treetops. When
this happened, the troops below would be
subject to flying splinters and tree branches
in addition to the shell blast that was not
muffied by contact with the earth.



FORTIFICATIONS

”

“He who defends everything defends nothing.
—Frederick IT

F100. General Rules

The following sections [F101-F106] need
not be read and memorized your first
time through the rules: They can be safely
ignored until a Fortification actually enters
play—players can then simply look up the
rules for that particular marker.

F100.1 Acquisition — B urpara uma 6
BHz1a GOPTHHUKAIIMOHHY CHOPBXCHUS:
Foxholes, Trenches, Mines, Wire, Bunkers u
Pillbox. OGMKHOBEHO ce BKIIIOYBAT B HIPaTa B
Ha4aJaoTo ‘{pCS CLICHapI/ISI WIN ITO-KBCHO OT
pa3JII/I‘IHI/I C'b6I/ITI/I$[ U CKIIbHU.

F100.2 Removal — ®opruduxamuure
Morar aa ObIaT eTUMUHAPAHH 10 BpeMe Ha
Urpara upe3 pasuIHu CHOUTHS, EKITbHA
(“Demolitions™) win apTUIepUCKH yaapH.

F100.3 Stacking — He noseue ot enun
(dopTudUKaINOHEH MapKep MOXKe 1a
IPUCHCTBA Ha eAnH Xekc. [IspBusT doprt.
MapKep [OCTaBEH B XeKCa HMa IPEJUMCTBO.
Csio He MOKe Ja HMa TakbB BBB \Water hex
(i.e. Marsh, Stream or Water Barrier with no
Bridge).
The various Fortifications are described in
detail, below, and are listed in alphabetical
order for ease of reference. A condensed
version of the following information can
also be found on the Track Display for ease
of reference during play.

F101. Bunker

ByHEepeT gaEa Ha eIHHHLETE E TOZH
xekc Cover 6 (7 cpemy Mortars u

‘a Artillery). Kakto obHKHOBEHO TOH
6 Cover*

BUNKER

Cover He e KyMyJIaTHEEH C JApYTH

KABEPH Ha xexcallo BpeME Ha MEIS CXBATEA -

CTpaHATA KOATO € BiIajeena bynkepa npenn
MeneTo HedenH opH pasencTeo Ha Melee fotals.

F102. Foxholes

FOXHOLES A Foxhqles marker gives the hex
it occupies an alternate Cover of
o| “37 (“4" instead vs Mortars and
3 Cover

Artillery). Asusual, this 1s not
cumulative with other Cover in the hex.

F103. Mines
F103.1 General Rules

MHuHHOTO MONe aTAKYEBA BCAKA eH-
HHA (CROA HITH 9YEI4), KOATO MPARH

MINES
e
= Moves, Advances ama Retreats BEE
HIH 0T TO3H Xekc. Ennunmm nermxe-

FKEIH Ce 3A€THO MPABAT HHIHBHAYAIEH PO
C mpyrH AyMH ECHKA COHHHIA KOATO BJIH2A HIH
H3IH3A OT XEKC ChIBPKAIN MapKepa 3a MEHHO
IoJIEe - € ATAKYBAaHA OT MHHHTE H IPABH POI CaMo

3a Hes cH. Eqpmnna Koaro ce HaMupa B xexca ez
[la IPaBH JBHKEHHE HE € 3aCerHara KbM MOMEHTa
OT MHHHTE, OPH Ja HMa ApYyTa eJHHHIA (CBoA
HITH TyKa) KOATO H3BHPIIBa ABHEKECHHE 0T HIH
BBHB XeKca H ChOTBETHO € aTaKyBaHa.

F103.2 Mine Attack

Cuiata Ha atakara Ha MUHHOTO rioJie € 6 FP
OCBEH aKoO CIICHAPHs HAMa CICIHAIHH YKa3aHHs
kato Minefield capability (7 umu 8 FP).

Kapbpa 3a MUHHATa aTaka aBTOMaTHYHO T1a/1a Ha
HyJIa ¥ He MOXe Ja Objie MOAU(UIIMpaH Mo
HHMKaKbB HAYUH.

Mine Attack Roll ciieniBa chiute npasuina KakTo
u Fire Attack Roll ¢ uskimroueHnue Ha ToBa ue
€aMo JIBUKCLINTE Ce, HAMPEIBAIIUTE UITH
orcrhnBaiure equHuim mpasst Fire Defense
Roll, karo croTBeTHHS pOI Ce MpaBH OT
ChOTBETHATA CTPAHA.

BAJKHO: Eqununa xosTo oT 37paBa craBa
CuyIeHa 0T MUHHOTO TI0JI€, BCE MaK 3aBbpIIBa
CBOETO JIBUKEHHE, T.€. BOWHHIIUTE Ca PEMHUHAIA
npe3 MUHHOTO MOJIE, HO C IIEHATa Ha KEPTBH.

F104. Pillbox

piLLBOX | A Pi_llbox gives the hex it oc-
'. cupies an alternate Cover of

“57 (6 instead vs Mortars and
5 Cover®

Artillery). As usual, this is not
cumulative with other Cover in the hex.

During Melee, the side that was the last sole
occupant of a Pillbox hex wins 1f the Melee
totals are tied.

F105. Trench
F105.1 General Rules

e A Treqch marker gives the hex 1t
- occupies an alternate Cover of
“47 (“57 instead vs Mortars and
4 cover* . ..
Artillery). As usual, this i1s not

cumulative with other Cover in the hex.

F105.2 Trenches & Movement

EnuHuna ABIKEIIA CE OT SIMH XEKC ChIbPIKalL]
TpeHd KbM aKEHCHHT XEKC, ChIbprKail TpeHd,
Bynxkep nmm [Tunboxce (kakTo 1 06paTHOTO)
n3paszxoasa camo 1 MP 3a na ce mpuaBmxw,
WUTHOPUPAKMKN BHA TEPEH B [BAaTa XEKCa
(M3KJIKOYEHUE: Cliff hexsides [T88], xoiito ue
MOe J1a Objie mpeMHHaT 1o Bpeme Ha Move
Oreder). ToBa ce npuiara BKJIFOUHTEITHO aKO
eIMHHIIATa CE M3KayBa [0 HAHATOPHHILE U
HOPMAJHO TOBa OM TPsOBANO ]a yBEIMYH [IeHaTa
3a BrkeHne. OCBEH TOBa Ta3H eIMHHIIA HE
MOe J1a Objie puxBanata ot Bpara ¢ Op Fire.

F106. Wire

Units can Advance or Retreat into and out of
a Wire hex normally, as MPs are not ufilized
during these activities.

F106.3 Wire & Fire Attacks

Units in a hex containing Wire cannot form
a Fire Group [020.3 1] with pieces outside the
hex.

No Weapon may be fired from a Wire hex.

F106.1 General Rules

WIRE-1 A .Wj_re marker sharipg a hex
with one or more units affects
n =774 those units by reducing their FP,

Range and Morale numbers by -1 each. Com-
mand 1s unaffected by Wire.

F106.2 Wire & Movement

A moving unit loses all its remaining MPs
immediately after entering or exiting a hex
containing Wire.

So if a unit begins its Move in a Wire hex it
must stop moving in the first hex entered—
even if that hex contains a Road or Leader.
If it moves into a Wire hex, its movement
will also automatically cease there.
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