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Heat of Battle VI Avalon Hill Classics Tournament 
 

Official Rules 
 

National WWII Museum, New Orleans, LA 
August 10-12, 2012 

 

GM: Andy Bouffard 

Email: andybouffard@comcast.net with any questions 

 

Do the acronyms ZOC, TEC, and CRT mean anything to you?  Does the act of calculating combat odds 
bring back memories of your wargaming youth?  The fact that you’re now reading this document 
suggests that you do and they do. 

From humble beginnings in a Maryland garage in 1954, The Avalon Hill Game Company grew up to 
become the premier pioneer in commercial board wargame development.  For over 40 years Avalon Hill 
developed over 150 strategy games, many of them to this day considered board wargaming “Classics”. 

The National WWII Museum and Heat of Battle VI are proud to encourage and promote the continued 
play of some of these “Classics”, many of which are actually in the Museum’s collection.   

It seems that you have now answered our call-to-arms and have joined us for this event, we now heartily 
thank you and welcome you, the middle-aged wargamer who is willing to go back to his gaming roots, 
as well as the wargamer who may have never left them, to Heat of Battle’s fourth annual Avalon Hill 
Classics Tournament.   

After all, what better way is there, to understand and celebrate the history of wargaming, than to play 
some of board wargaming’s “relics” in our very own National WWII Museum? 

While there are many “Classics” in the Avalon Hill gaming stable, and many opinions on what makes a 
game “Classic”, we’ve chosen twelve of the oldest and most enjoyable WWII-themed Avalon Hill 
products for this Tournament. 

Africa Korps Bismarck Panzerblitz Stalingrad 

Anzio D-Day Panzer Leader Victory in the Pacific 

Battle of the Bulge Midway Russian Campaign War At Sea 
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We don’t expect players to have owned them all, nor have necessarily even played them all, but many of 
them are built around the same basic principles of ZOC, TEC, and CRT, and share similar rules.  We 
felt, therefore, that these particular games provided the right combination of variedness but also 
sufficient similarity that, chances are, you have played several of them before and will find great 
enjoyment in playing them again.  They also happen to be some of my favorites!  

So welcome again, have fun, and best of luck this weekend! 

…and remember…old wargames, and wargamers, never die…they just end up in the National WWII 
Museum! 

FORMAT 

This Tournament will use a Swiss Elimination format on Friday and Saturday, followed by a Final game 
format for the two players with the best weekend performances during the final round on Sunday. 
Entrants may play multiple games during the Swiss segment, requiring a minimum of two games played 
to a conclusion to have a chance to qualify for participation in the Final game on Sunday. 

It was thought that this format was the best choice for this Tournament for several reasons.  Firstly, there 
is the uncertainly as to how many players would actually end up participating.  Secondly, there is the 
potential lengthiness of some of the selected games.  Thirdly, the desire many players have for finding 
their own best time(s) to play, given the natural desire to want to visit the Museum, attend various lunch 
time lectures, or play in other scheduled gaming events. 

 

SCHEDULE 

The schedule consists of two segments, Swiss and Final. 

a. The Swiss segment runs continuously from 9:00 a.m. Friday, August 10th till 9:00 a.m. Sunday, 
August 12th.  Ideally, for administrative reasons, all participants should be present and accounted 
for at 9:00 a.m. on Friday morning for the formal start of the event, in the Student Resource 
Room. 

b. The Final segment will begin at 9:00 a.m. on Sunday, August 12th.  It will consist of a single 
game played between the two players with the best cumulative weekend scores.  The Final and 
the Tournament itself will conclude at 4:00 p.m. on Sunday. 

Should there not be sufficient interest amongst the qualified players to play a Final game on Sunday; the 
Tournament Championship will be awarded to the single player with the best cumulative weekend score.  
Ties will be adjudicated as per the rules listed later in this document. 

While turns will not be timed, it certainly behooves players to play quickly, particularly in the Final 
game on Sunday.  Due to time constraints, the GM may have to call a winner in Sunday’s game in order 
to complete the Tournament on time. 
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LOCATION 

The primary location for this Tournament will be in the Louisiana Pavilion, during Museum hours.  
Gaming tables will be available there throughout the weekend.  Gamers are encouraged to play in the 
Pavilion when possible, to help the Museum expose the public to these older wargames.  Sunday’s 
concluding game will also be played there. 

You are also free to play Tournament games on any free gaming tables set up for the Convention, so 
long as no scheduled Convention event needs those tables.  After-hours Tournament gaming in the 
convention hotel is also acceptable. 
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PAIRINGS 

Pairings in the Swiss segment’s Free Form system are made with whoever is available to play during 
Friday and Saturday.  Players must play a minimum of two games to be considered for the Final.  They 
may be two games using the same Classic or two Classics each played once, or any combination you 
desire.  You may play the same opponent more than once or you may play different opponents, it’s up to 
you and who you choose to pair up with, and who chooses to pair up with you. 

In the Final round, the player with the best cumulative Swiss segment result will play the player with the 
second best result.  The winner of this Final game will be awarded the title Tournament Champion! 

 

GAME SELECTION 

If two players cannot agree on which game to play (this procedure automatically applies to the Final 
match) the two players will be asked to rank six games, of the twelve in the Tournament, in order of 
preference that they want to play.  A value of 6 will be given to the highest ranked game, 5 to the second 
highest and so on down to a value of 1 for the sixth ranked game.  The highest combined ranked game 
will be the one that is played for that match.  If there is a tie in the rankings for the highest number of 
points, the game with the smallest differential between the tied player selections from these rankings 
will be the game played.  In the unlikely event that there is still a tie after this tiebreaker, a die will be 
rolled to determine which of the two games will be played. 

 

REPORTING RESULTS 

As soon as possible, following the completion of a Swiss segment game, both players should complete 
and sign a match result slip, available from the GM.  This slip should be delivered to the GM as soon as 
practicable.  During the bulk of the Swiss segment the GM can be located by phoning: (713) 548-4944. 

 

STANDINGS 

Each player receives a number of Tournament Victory Points (TVP) for each of the games they play, 
win or lose.  Each player also receives TVP for any games their opponents win.  If there are ties, then 
strength of schedule is used.  For example, for each game that your top two opponents have won among 
them, you receive a bonus of 2 points each.  This scoring system gives players an incentive to seek out 
the strongest players for matches early on.  The specifics of the system are as follows: 

a. All game results and player ratings will be posted and updated as results are reported. 

b. Performance ratings will be based upon the best two games played by a participant. 

c. Games in excess of the two best will not affect a player's performance rating. 
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d. A player must play at least two games to have a chance to play in the Final game. 

e. Performance ratings for a player will be obtained as follows: 

i. A player receives 10 points for each victory. 

ii. A player receives 1 point for each loss.  Note: if advancement to the Final game requires 
two games played instead of two games won, then points for losses must be included.  
For example, if a player wins 1 and loses 2, his record would garner 11 Game Points for 
his two best games (10 + 1), with the second loss ignored. 

iii. A player receives 2 points for each victory tallied by an opponent that he defeats.  All of 
the defeated opponent's games will qualify for the scoring of these points, but only the 
first game against a particular opponent will qualify for these bonus points. 

Bonus Point Examples: if player A defeats player B, then player A receives 2 points for all games won 
by Player B during the Swiss segment; however, if Player A and B play each other a second time, no 
bonus points will be awarded regardless of who wins. 

 

PERFORMANCE RATING TIEBREAKERS 

a. Head to head play is the 1st tiebreaker. 

b. Points scored VERSUS mutual opponents is the 2nd tiebreaker. 

c. Points scored BY mutual opponents is the 3rd tiebreaker. 

d. Points scored BY all defeated opponents is the 4th tiebreaker. 

e. Points scored BY all opponents is the 5th tiebreaker. 

 

KEEPING NOTES ON GAMES 

On a separate sheet (which the GM will provide) players should make notes about the distinguishing 
features of their individual games so that a summary of the highlights of the Tournament can be written 
up and posted later. 

 
A FEW FINAL WORDS 

Although matches are not being timed due to Free Form format, rule disputes may still arise. In the 
event that I am not around to rule on disputes, or it happens to be a game I am playing, then please seek 
the advice of other players in the room. 



      
 

  6 

When all else fails, and neither player can agree on the interpretation of a rule or situation, then please 
resort to a 50/50 dice roll to settle the matter amicably and consistently throughout the remainder of the 
game. 

Because of this tournament format, it is in the interest of all players to play as quickly as reasonably 
possible. 

 

I wish you the best of luck and thanks again for playing. 

 

Hoping you’ll have a great time at the Convention!!
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GAME SPECIFIC OFFICIAL RULES 

The following official rules/errata are to be used when playing the twelve games in the Tournament. 

 

Afrika Korps 

The official tournament rules in effect will be the 3rd edition (1980) rules, supplemented by the 
interpretation of those rules as set forth in the Avalon Hill General Vol. 18, No. 1 article by Frank 
Priessle.  Copies of this article will be available for players who need it prior to the start of the 
Tournament. 

Sides will be determined using the following procedure: 

1. Each player will hide an Afrika Korps piece of the color indicating the side they wish to play 
(blue for British, pink for Germans).  

2. They then reveal their choices simultaneously.  

3. If the sides selected are different, play proceeds as normal using the Africa Korps supply table to 
determine supplies. 

4. If both players want the same side, they MUST BID SUPPLIES FOR SIDES. 

 
The players bid a supply handicap for their choice of sides.  The two players will roll a die to determine 
who begins the bidding, with the higher die roll being given that choice.   

If both players want the German side, the number bid represents the number of extra supplies the British 
player can declare "sunk" in addition to those that are sunk by the supply table during the course of the 
game.   

For example, if the German player has bid two supplies for the right to play his side, then the British 
player has the right to sink any two supplies that the German would otherwise receive as a result of his 
supply roll at the beginning of the turn.  Given the vagaries of the supply table, this can get really nasty.   

If both players want the British side, then the number bid represents the number of "free supplies" that 
the German may get during the game.  The German player may choose to claim these supplies right at 
the beginning with his initial setup, or he may use them to nullify any "sunk" result on the supply table 
during the course of the game.   

Once the bidding has been completed and sides determined, players should write down any supply 
handicap that was bid on the match sheet for that game and keep track of the number used. 

The following is from the Avalon Hill General Vol. 22, No. 2. 



      
 

  8 

 
 

Anzio 

Rules in use will be the 4th Edition, Advanced Game, including Basic Game Supplementary Rules.   

The Southern Italy game will be played, which starts on the September II turn and ends on December IV 
(15 turns), using the Standard German Advanced Game Order of Battle. 

Victory cities are: Salerno, Foggia, Napoli, Termoli, Cassino, Terracina, Pescara, Anzio, and Roma.  
When the Germans finish their last turn, December IV 1943, the Allies have won if any 5 of these 9 
cities are in Allied supply and friendly to them.  Any one Roma hex suffices to fulfill the requirement 
for that city.  More than one Roma hex does not count extra. 

Remember that a friendly hex can be in enemy ZOC, if that hex could trace a supply line free of enemy 
ZOC, it would still be in supply.  Six of the victory cities are ports.  Note that if a port with a counter is 
in German ZOC, even though friendly to the allies, it is not in supply unless a supply line could be 
traced from it to another supply source. 

If the Allies fail to meet their victory conditions the Germans win, provided they can meet one 
additional requirement.  At the end of the game, if the Allies can trace a line of hexes from any one of 
their port counters (as constructed on the board) to a German board-edge supply hex, and that line is free 
of German unit(s) and/or their ZOC, then the Allies win. 

 

Battle of the Bulge 

An eight-turn Tournament Scenario will be played using Second Edition, Advanced Game rules, with 
Optional Rule 36.0 (SS Panzer Commitment in 16AM) in effect.  Per errata: 4NW and 388 Arty begin in 
Area B; 17NW and 405 Arty begin in Area A:  The Scenario Victory Conditions are described below: 

The game ends at the conclusion of the American 19PM turn - Exception: The game ends earlier, if the 
German player can attain an automatic victory as described in the next paragraph. 

The game ends immediately for any of the following: 

1. A German combat unit enters a Liege hex or a Meuse River city hex. 

2. German combat units occupy two cities on the west board simultaneously. 
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3. Three German mechanized-class units exit the map board from road hexes AA1, DD1 or any 
hexes containing a German cross. 

If an automatic victory is not achieved, the German player wins by accomplishing four of the following 
11 objectives - Note: 'capture' is defined as occupying the hex at the end of the American 19PM turn, 
regardless of supply status: 

1. Capture Bastogne. 

2. Capture Parker's Crossroads (hex AA17). 

3. Capture Stavelot. 

4. Capture Trois Ponts. 

5. Capture Spa. 

6. Capture Eupen. 

7. Capture a fuel dump. 

8. Capture any city on the west map that is east of the Meuse. 

9. Eliminate 18 or more Allied combat units. 

10. Lose three (3) or fewer German mechanized or artillery-class units. 

11. Create a bridgehead across the Ourthe River by capturing one of the following hexes: T26, V23, 
X22.  For this victory condition to be accomplished, Bastogne must also be captured. 
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The following are copied from the Avalon Hill General Vol. 21, No. 3 and Vol. 21, No. 6. 

 

 

 

 

 

Bismarck 
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The rules in use will be the 1978 2nd Edition.  The Basic Game shall be the default game, with 
individual Intermediate game rules permitted only with the mutual consent of both players. 

See the next page for the official errata and Question Box from the Avalon Hill General Vol. 16, No. 2. 
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D-Day 

The rules in use will be the 1977 3rd Edition rules. 

Sides will be determined using the following procedure: 

1. Each player will hide a D-Day piece of the color indicating the side they wish to play (blue for 
Allies, red for Germans).  

2. They then reveal their choices simultaneously.  

3. If the sides selected are different, play proceeds as normal using the standard replacement rules. 

4. If both players want the same side, they MUST BID REPLACEMENTS FOR SIDES. 

Players bid for sides.  The initial bid consists of a 'replacement' bid and a preferred side (German or 
Allies).  A replacement bid represents extra replacement factors being given to the Germans over the 
course of the game.  The extra replacements will be evenly distributed to the number of turns available 
with earlier turns having priority.   

Bidding is then alternated between players with the requirement that each bid for that side being lower 
than the prior bid, if bidding for Germans, or higher, if bidding for the Allies.  Negative bids are 
allowed; if the final bid is negative, remove replacements to satisfy the bid by starting with the last turn 
and moving backwards.  (Example: An 11 bid for the Allies will result in giving the Germans one extra 
replacement attack factor from the 16th week through the 26th week, inclusive). 

These extra factors should be treated like all other German replacement factors.  Normal replacement 
rules apply. 

Below are reprints of the Question Boxes from the Avalon Hill General Vol. 16, No. 3 and Vol. 18, No. 
3 & 4. 
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Midway 

The rules in use will be the 1975 version.  Tournament and Optional rules may be used with the mutual 
consent of both players. 

Below are reprints of the Question Boxes from the Avalon Hill General Vol. 17, No. 4 and Vol. 18, No. 
6. 
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Panzerblitz and Panzer Leader 

Players can play any scenario that they and their opponent agree to during the Swiss segment or the 
Playoff segment.  If the players cannot agree on a scenario to play in the Semi-finals and Final, then the 
GM will provide five scenarios for playoff play. The players in the Semi-finals and Final will be asked 
to rank the five scenarios in order of preference that they want to play. A value of 5 will be given to the 
highest ranked scenario, 4 to the second highest and so on down to a value of 1 for the fifth ranked 
scenario. The highest combined ranked scenario will be the one that is played for that match. If there is a 
tie in the rankings for the highest number of points, the scenario with the smallest differential between 
the tied player selections from these rankings will be the scenario. In the unlikely event that there is still 
a tie after this tiebreaker, a die will be rolled to determine which of the two scenarios will be played. 

The following official Avalon Hill FAQ and errata will be in effect (reprinted from www.grognard.org): 

Q: Can either side voluntarily destroy their own armored vehicles? A: No 

Q: Does a colored hexside obstruct the line of fire? A: In some cases, yes. It depends on the respective 
elevation of the attacker and defender. Consult the Target Elevation Table and the Examples of play 
card as there are many different situations. 

Q: Do you count truck and wagon units for victory conditions? A: Yes, but you don't count pieces, which 
contain no men such as mines, blocks, and fortifications. 
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Q: Are units on hilltop hexes such as the plateau-like hilltop on board 2, that are not forest or town 
hexes, subject to the overrun rule by armored units? A: Yes, only hexes with orange sides are hilltop 
hexes. A clear hex is a clear hex, no matter what its elevation is. Clear hilltop hexes are clear hexes. 

Q: If a unit is fired upon from a woods hex or a town hex, can it return fire without meeting the 
SPOTTING RULE conditions? A: No. SPOTTING RULE conditions must always be met. 

Q: Using the INDIRECT FIRE rule, may a friendly unit call in artillery fire even though a friendly CP 
unit does not see the enemy unit? A: No. 

Q: Can block units ever be destroyed by engineers or artillery? A: No. 

Q: May a unit on a hilltop hex fire at a unit on a slope directly behind a brown hexside (the reverse 
slope)? A: Yes. This is shown on the examples of play card, see note C&D. Also, note that this is not 
always the case. The exceptions are covered in the rules under the SPECIAL NOTES part of the 
Obstacles and ELEVATIONS section of the rules. 

Q: In situation 10, may the Germans win a marginal victory by destroying all 12 Russian units on board 
1 without even entering board 3? A: Yes, but the Russians may then win a decisive victory by moving all 
their forces onto board 3. Note that the North direction arrow should be pointing towards board 2. 

Q: When making the initial setup of units, can the half hexes on the sides of the boards be used if a unit 
in such a hex would be half on one board and half on another? A: No. Units must be completely on one 
board as indicated. 

Q: What happens in Situation 1 if three German units are destroyed? A: Decisive Victory. 

Q: If there are several units on a hex that have identical defense factors, how is it decided which is the 
weakest? A: You may attack the unit of your choice. 

Q: What would happen in a situation such as No. 6 if the Russian player refuses to attack the German 
position?  A: Nothing. No battle - no victory. 

Q: In situation 1, may all the CPs be placed in one fort or may two be placed in one fort or may only 
one be in each fort? A: All three may be in one fort, but the fort must be on a hilltop hex (one with six 
orange sides). 

Q: The TEC states that it costs a truck unit 2 MF to enter a clear terrain hex. Does this mean each clear 
terrain hex? A: Yes. 

Q: When a unit becomes dispersed, does he still have Zone of Control on the hex he occupies? A: Yes, 
enemy units may still not move through a dispersed unit. The dispersed unit still retains its normal 
defense factor. 

Q: If a unit moves to a Fortification, does it cost him a MF to enter UNDER the fortification, rather than 
just sit on top of it?  A: There are no movement penalties for moving onto or into a fortification counter. 
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Q: On the optional rules concerning Panzerblitz assault, must the infantry attack the overrun unit or 
may it attack any adjacent unit? A: It must attack the unit being overrun. 

Q: If only a transport or CP unit is placed under a fortification counter, does the fort counter still have 
its full defense factor?  A: Yes, any fort with people in it will do it. 

Q: If a fort is occupied, can enemy units travel directly through that hex? A: No. They may move onto 
the fort in one turn, but they cannot move off until the next turn. 

Q: If there are three German units in a fort, can there also be three German units on that fort? A: Yes, 
or two Russian units. 

Q: If the Germans have to get units onto board 2, for example, to satisfy victory conditions, are the units 
that are on squares that are half on board 2 and half on another board considered on board 2? A: No. 

Q: If a unit moves onto a minefield and survives the attack, can it attack in that turn? A: No. On the next 
turn, it may move, fire, or execute overrun or CAT attacks. It may remain on the minefield without 
suffering further "attacks". 

Q: In situation No. 5, do all German units have to move off the east side of board 2? A: No. But before 
any given unit can count toward the victory conditions, it must leave and stay off for three complete 
turns. 

Q: May wagons move from a gully to a slope hex? A: Yes. Any unit can always move one hex regardless 
of movement costs listed on the TEC. Forbidden movements such as armor entering swamps are not 
allowed. 

Q: Are cavalry considered vehicles on the TEC? A: Yes, except that they can pass through green 
hexsides without cost. 

Q: Since units in towns and forts are treated as armor targets, can they be attacked by I units that are 
two squares away? A: No. 

Q: If two engineer units are adjacent to a minefield, can they "attack" it twice in one turn? A: Yes. 

Q: Can trucks and wagons spot? A: Yes. 

Q: Can a carrier move after it has unloaded if it has MF left? A: If a transporting vehicle has MF left 
over after unloading it can move. "Transporting" does not equal "moving". "Transport" is a specific 
type of movement. 

Q: If a defending unit gets a DD and then a D in the same turn, is it eliminated? A: No. Just dispersed. 

Q: Can two carriers unload on the same hex? A: Yes. 

Q: In situation No. 9, the 1st edition scenario card calls for 4 Russian 120mm. Is this correct? A: No. 
They should have three. 
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Q: In Situation No. 12, the scenario card calls for 6 German wagons but there are only four provided. 
A: Use Russian wagons for the other two. 

Q: Can CAT be used against units that are on a minefield? A: Yes. 

Q: Can you explain spotting more? A: There are four things to keep in mind. First, since firing occurs 
prior to movement, a spotting unit must be in place at the beginning of a turn. It cannot move into 
position and spot for firing in the same turn. Second, even after a unit is spotted, the firing unit must still 
have a clear line-of-fire to the target(unless the optional indirect fire rule is being used). Third, if the 
spotting unit moves away, fire may no longer be directed at units that were previously spotted. Fourth, if 
you are using the Indirect Fire rule, the CP must be able to see the spotting unit. 

Q: If armor is carrying units which are attacked and dispersed, what happens? A: Passengers must 
unload (and are eliminated if overstocked). 

Q: In situation No. 8, it states that CPs may only spot for 120mm mortars (within 4 hexes). Does this 
refer to the enemy within 4 hexes of the 120mm mortars? A: The CPs must be within 4 hexes of the 120's 
to spot. 

Q: Can overrun attacks be conducted on a unit on a stream ford? A: Yes. A stream ford is considered a 
plain hex. 

Q: The CRT shows results for die-roll subtraction to -2; but it is possible to have a -3 subtraction. What 
happens?  A: For attacks at 1-4 and 1-3; when a -3 is rolled take the results from the -2 line of the next 
higher odds column. Therefore, -3 at 1-4 odds = DD; -3 at 1-3 odds = X. 

Q: If I had a unit on a slope hex directly behind a brown hexside, is my unit in the LOS of a unit firing 
from a hilltop (assuming no other obstacles)? A: Yes. Brown hexsides block LOS only when the target 
unit is on ground level (see TET). 

Q: Can the German unload three units in the same hex? A: Yes. If the transporting units all have extra 
MF. However, he can never load those units again (Transporting ...B) unless have a movement 
capability and can move to other hexes. 

Q: Must a CP unload to observe? A: Yes. 

Q: In situation 12, Wespe and Hummel units cannot move. Can they be transported by trucks? A: Yes, In 
this case those units represent towed divisional artillery. 

Q: May units being transported by tanks be CAT'ed without involving the tank? A: No. Rules state that 
all units in a stack must be totaled for defense in CAT. Therefore, infantry while being transported is 
ignored. 

Q: Which board are the half hexes considered to be part of? A: As a rule of thumb, consider the half 
squares to be part of the middle board, but keep in mind that they are not considered in determining 
victory conditions. 
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Q: Are units outside of a fort totaled in with the fort's defense in the cases of CAT and combination 
attacks? A: Yes. 

Q: Does a unit move at the normal road movement rate even on a road that goes up a slope? A: Yes. 

Q: Can a truck, wagon or halftrack drop infantry for a CAT attack, and then retreat? A: Vehicles may 
unload units and move off but a passenger unit may not fire in the turn of unloading. 

Q: While dismantling mines, do engineers undergo the mine attack? A: Not as long as they observe the 
proper procedure for dismantling mines. If they attempt to cross them in the normal manner they are 
subject to attack just like any other unit. 

Q: May engineers make a mine removal attempt and attack in the same turn? A: No. 

Q: Are mines placed in towns subject to the "add 1 to attacker's die roll" rule of the TEC? A: No. 

Q: Are units outside of a fort destroyed if the fort is eliminated? A: No. 

Q: Assume three AT guns with an attack factor of 7 each are firing at an infantry unit. Is the total attack 
factor 3 +3 +3 = 9 or 3.5 + 3.5 + 3.5 = 10? A: 9. Unit attack factors are halved and fractions dropped 
individually. 

Q: May a unit fire through a green hexside through the width of a road in that hex? A: No - unless the 
units are adjacent. 

Q: Since armored units cannot use the road movement rate while executing an overrun attack, can they 
still use the road to go through obstacles such as green hexsides while still moving at the non-road 
movement rate? A: No. 

Q: The rules state that ford hexes are treated as plain terrain for ALL purposes. Therefore does a unit 
moving along a gully have to pay 3 MF to leave the gully in addition to moving into the ford hex? A: No. 
The rules state that fords allow a unit to leave a gully at no extra cost. 

Q: What is the stacking limit for fortifications? A: 3 for Germans; 2 for Russians. 

Q: The rules state that stacking limits do not apply during movement - only before and after movement. 
Therefore, may units pass through a hex already occupied to its maximum stacking ability by wrecks?  
A: Yes, except as qualified by road movement rules. 

Q: Do terrain qualifications affect odds or die rolls in a CA attack? A: Yes. 

Q: In situation 7, is the Russian player free to move his other units as soon as the lead unit comes within 
3 hexes of the Germans? A: Yes, but following Russian units must have moved up the road in convoy 
fashion up to that point in the time span of the turn. 

Q: Do units which move onto mines in woods or town hexes still add 1 to the minefield attack? A: No 
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Also available is Alan Arvold’s article, “Panzer Leader Clarifications and Question Box”, should any 
player desire a copy. 

 

The Russian Campaign 

The Russian Campaign 3rd Edition rules (1977) will be in effect.  Optional rules are allowable with 
prior agreement of both players.  The May/June 1941 (“Barbarossa”) setup will be used.  The default 
game will end on the March/April 1942 (“End of the Russian Winter”) turn (black dotted line), six turn 
game.  If both players agree, the game may be played till the September/October 1942 (“German High 
Water Mark”) turn (red dotted line), nine turn game.  Scenario victory conditions apply (page 7 in the 
3rd Edition rules, paragraph 4). 

Sides will be determined using the following procedure: 

5. Each player will hide a Russian Campaign piece of the color indicating the side they wish to play 
(brown for Russian, gray for Germans).  

6. They then reveal their choices simultaneously.  

7. If the sides selected are different, play proceeds as normal using the standard replacement rules. 

8. If both players want the same side, they MUST BID REPLACEMENTS FOR SIDES. 

Players bid for sides.  The initial bid consists of a 'replacement' bid and a preferred side (Axis or 
Russian).  A replacement bid represents extra replacement factors being given to the Russian over the 
course of the game.  The extra replacements will be evenly distributed to the number of turns available 
with earlier turns having priority.   

Bidding is then alternated between players with the requirement that each bid for that side being higher 
than the prior bid, if bidding for Germans, or lower, if bidding for the Russians.  Negative bids are 
allowed; if the final bid is negative, remove replacements to satisfy the bid by starting with the last turn 
and moving backwards.  (Example: An 11 bid for the Germans will result in giving the Russians two 
extra replacements on the first five turns and one extra replacement on the sixth turn of the 
aforementioned six turn game). 

These extra factors should be treated like all other Russian replacement factors.  Normal replacement 
rules apply. 

The following is the Russian Campaign Question Box from the Avalon Hill General Vol. 16, No. 3 and 
Vol. 21, No. 4. 
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Stalingrad 

The second, May 1974, printing of the rules will be used.  Note that in the second printing the Russian 
replacement rate was changed to 4, 5, 6 (it used to be 4, 6, 8).  Some old time record cards have the 
incorrect rates on them.  Please check the replacement rules for the definitive explanation on 
replacement rates. 

Sides will be determined using the following procedure: 
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1. Each player will hide a Stalingrad piece of the color indicating the side they wish to play (red for 
Russian, blue for Germans).  

2. They then reveal their choices simultaneously.  

3. If the sides selected are different, play proceeds as normal using the standard replacement rules. 

4. If both players want the same side, they MUST BID REPLACEMENTS FOR SIDES. 

Players bid for sides.  The initial bid consists of a 'replacement' bid and a preferred side (Axis or 
Russian).  A replacement bid represents extra replacement defense factors being given to the Russian 
over the course of the game.  The extra replacements will be evenly distributed to the number of turns 
available with earlier turns having priority.   

Bidding is then alternated between players with the requirement that each bid for that side being higher 
than the prior bid, if bidding for Germans, or lower, if bidding for the Russians.  Negative bids are 
allowed; if the final bid is negative, remove replacements to satisfy the bid by starting with the last turn 
and moving backwards.  (Example: An 11 bid for the Germans will result in giving the Russians one 
extra replacement defense factor on each turn, from September 1941 through July 1942, inclusive.  Thus 
from September 1941 the Russian player would receive 5 replacement factors, from December 1941 
he’d receive 6 factors, and between May and July 1942 he’d receive 7 factors.  From August 1942 till 
the end of the game he’d receive just 6 factors per turn). 

These extra factors should be treated like all other Russian replacement defense factors.  Normal 
replacement rules apply. 

 

Victory in the Pacific 

The following tournament rules/scenario will be used. 

 

SCENARIO USED:   A Turn 2 Start 2nd Edition Rules ending on Turn 8. 

 

CHANGES AND CLARIFICATIONS: 

 

1. If Pearl Harbor has fallen, Victorious arrives at Samoa instead, and returns to any British port at 
the end of that turn (or earlier, if disabled). 

2. A damaged CV does not lose its air strike attack bonus. 

3. A player may only commit a CV without a gunnery factor to a night action so that a more 
valuable CV is screened from attack. 
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4. After POC are counted Japanese units are returned to ports and bases and Marines can invade 
enemy bases. While this is being done, the Allied player places reinforcements. After this, 
positions are reversed. 

5. Players conceal an odd-numbered damage marker for a day action or an even-numbered one for 
night and reveal these simultaneously.  

6. Land-based air units (LBAs) and amphibious units cannot be repaired. Bottomed amphibious 
units are eliminated. 

7. Bottomed British ships may not be removed until they are repaired. Unfulfillable removals are 
accumulated. 

8. If a Japanese Amphibious unit captures Midway during Turn 1 but the U.S. controls the Midway 
sea area at the end of Turn 1, control of the base then reverts to the U.S.  Gaining bases by 
control of the sea follows gaining control of them by invasion, and thus overrules any gains 
made by invasion. 

9. A Submarine attacks only after the combat result markers for a round (night, day or day/night) 
go into effect. 

10. In Rule 7.73 substitute 'gunnery' for 'armor' the second time 'armor' is used. 

11. If an Amphibious unit lands on the only base in an area on which enemy LBAs are based, then 
those enemy LBAs are immediately disabled before enemy Amphibious units can recapture that 
base. 

12. Disabled LBAs deprived of their base really have to return to an eligible port or base, and may 
then be subject to a raid during the remainder of that turn. 

13. The ALLIES cannot get more than one group of Location Uncertain ships in the Central Pacific, 
more than two in the Hawaiian Islands and more than three in the USA. 

14. There is an additional +1 modification to the die roll for wanting a 'Day' action. 

15. The Indian Ocean and the Central Pacific are now worth 1 POC extra to the Allies and the 
Aleutians 1 POC extra to the Japanese. 

16. Each turn, the Allied Player receives an extra 1 VP for the Bay of Bengal sea area if at the end of 
the turn there is a British CV with air strike capability at sea in the Bay of Bengal. 

17. The Japanese player gets 2 VP for every British 7-speed CV sunk in Indonesia. 

18. The number of US carriers that can be based in Australia may never equal or exceed the Turn 
number. 

19. A player may not elect to not roll an attack. 



      
 

  26 

20. The I-Boat and F-Boat add an extra 1 to their dice roll against ships (not Marines) which have a 
speed less than 5. 

21. The Japanese player must record VPs in case the POC markers are accidentally moved. 
Maximum POC is still 29 BEFORE Br CV VPs; Bid VPs & Time Penalties are applied. 

 

TIME ALLOWED: JAPAN gets 115 minutes, ALLIES get 115 minutes. 

 

VICTORY LEVELS: 

 ALLIED Ultimate:  (ALLIED) 14+ 

 ALLIED Crushing:  (ALLIED)  11 to (ALLIED) 13 

 ALLIED Decisive:  (ALLIED)   8 to (ALLIED) 10 

 ALLIED Substantial:  (ALLIED)   5 to (ALLIED)   7 

 ALLIED Marginal:  (ALLIED)   2 to (ALLIED)   4 

 DRAW:   (ALLIED)   1 to (JAPANESE)     1 

 JAPANESE Marginal: (JAPANESE)   2 to (JAPANESE)     4 

 JAPANESE Substantial: (JAPANESE)   5 to (JAPANESE)     7 

 JAPANESE Decisive:  (JAPANESE)   8 to (JAPANESE)   10 

 JAPANESE Crushing: (JAPANESE) 11 to (JAPANESE)   13 

 JAPANESE Ultimate:  (JAPANESE) 14+ 

 

If time runs out before the start of the eighth turn, the following points on the Japanese side of the 
Victory Points Chart are considered the '0' point, and the following Victory levels apply: 

 

Turn1 (6), Turn2 (11), Turn3 (16), Turn4 (19), Turn5 (21), Turn6 (18), Turn7 (12). 

Draw:0, +-1  Marginal:+-2   Substantial:+-3  Decisive:+-4  Crushing:+-5   Ultimate:+-6 or better 

 

War at Sea 

War at Sea clarifications - 12/91 
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5.3 Does the Axis player resolve his speed rolls before placing his U-Boats? 

A. Yes. 

 

5.7 Which player returns his ships to port first? 

A. Axis. 

 

5.7 & 12 Are ships that successfully disengage in the South Atlantic required to go to the Neutral Port as 
if they were disabled? 

A. No - they could also to France or attempt to oil at sea. 

 

6.4 Can German ships starting in the Neutral Port and failing a Speed Roll to the North Atlantic return to 
Germany or France? 

A. No.  The instructions printed on the board sea areas refer to 5.7 - not 

 

6.4 Ships which fail a Speed Roll must return to their original port or one bordering the second sea area.  
Such a ship which returns to the Neutral Port as a consequence costs its side one POC.  Similarly, a 
British ship failing a Speed Roll to the Barents after Turn 2 may return to its original port. 

 

7.1 May a player refuse to attack (ostensibly because it doesn't want to chance rolling a "Disable" result 
which will save a ship from a later round of combat)? 

A. Yes. 

 

11.6 Can a 0 Attack Factor ship (such as most carriers) "fire" upon another ship without actually 
attacking in game terms (i.e. rolling the dice) so as to fulfill the "screening" requirement that would 
allow another ship to fire on a more valuable target? 

A. No.  Ships must have a usable Attack Factor to "fire" – whether they roll the dice or not. 

 

13.  Can British ships repair in the U.S.? 

A. Yes, on turn 4 or thereafter. 
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13 & 15.2 If a damaged Russian ship rolls to see if it can move, may it then repair in Leningrad? 

A. Yes.  The Allied player may observe both Russian move die rolls and whether he elects not to move, 
or is unable to move, may then repair. 

 

14.3 Can convoys remain at sea indefinitely so as to use their escorts in an ASW role? 

A. No.  Convoys are restricted to the North Atlantic and Barents Sea and must press forward to Britain 
or Russia as soon as they are able.  If a Convoy in the North Atlantic decides not to press forward into 
the Barents, it must put into England for 1 POC. 

 

14.4 If a convoy in the Barents successfully disengages, may it return to Russia? 

A. Yes. 

 

15.7 Can formerly Italian ships that are now controlled by the British or Germans on Turn 8 move out of 
the Mediterranean? 

A. Yes 

 

16.1 Must successfully oiling ships be placed in a sea area on the next turn, or can they be placed in a 
port? 

A. Either.  However, they must be placed on the board.  In order to try oiling on the next turn, they must 
end their turn in the North or South Atlantic. 

 

 

 


