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Panzer Command Rules

1. Introduction

Panzer Command is a tactical level game of armored
warfare on the Eastern front during the fall of 1942
through the spring of 1943. Each player controls
either a German Panzer Division or a Soviet Tank
Corps. The units making up a division or corps
represent companies of infantry and tanks and
batteries of artillery.

The original, complete rules set were published by
Victory Games, Inc., New York, New York, 1984.
The designer was Eric Lee Smith. The original game
was designed as an Eastern Front game to simulate
combat on the Russian Steppes. This revised set of
rules includes modifications designed to reflect
combat on the Western Front and specifically battles
in the Ardennes. Also, modifications have been
made to accommodate the larger scale of the game
that includes multiple divisions. The Exclusive Rules
modifications for Western Front combat are
indicated in green. The following, overall game
description provides a framework within which the
following rules can be studied.

SUMMARY GAME DESCRIPTION

Each player controls either one or more German
Panzer Divisions or a Soviet Tank Corps. Each
player’s Divisions consist of from one to five
Regiments, depending on the scenario.  Each
Regiment contains combat units representing
companies of infantry and tanks and batteries of
artillery.

Each player basically moves a Regiment at a time
unless a Division chit is drawn, in which case all
units of the Division may move with restrictions.
The order in which each regiment is moved is
determined by Regimental Action Chits pulled from a
single cup containing all the eligible chits from both
players. While a player’s Regiment is moving, the
opposing player may attempt opportunity fire on the
moving units within range.

While, in general, the order in which Regiments are
activated is random, players have a certain amount of
control that allows them to occasionally modify this
random draw sequence. Each player, as indicated in

the scenario set up, gets a certain number of Dispatch
Points for each Division at the beginning of the
game. Before drawing chits from a cup, two
Dispatch Points may be spent to immediately activate
a Regiment or Division by selecting from a set of
available Regimental Action and Division chits that
have not been put into the cup. If a player does not
wish to, or cannot, spend two points, he may choose
to spend only one point and place a Regiment Action
or Division chit from those that he has available onto
the game turn track for next turn. It will then be
placed in the cup the next turn, thus allowing two
activations for that regiment, but not for Divisions
since there is only one Division chit per Division.
Note that Dispatch Points are allocated by Division.
A Division may not spend its Dispatch Points on
other Divisions.

Each Division has one Division chit that allows all
units of a Division to move, but never within the Fire
Zone of enemy units. The move action is the only
action that can be performed with a Division chit.
The Division chit is initially held out back to be
purchased later like Regiment Action chits.

Each Regiment has two chits, with one always being
placed into the cup. The second chit can be held
back for later immediate activation at an increased
cost of two Dispatch Points or, at the beginning of a
turn, designated to be placed into the cup on the next
game turn at a reduced cost of one Dispatch Point.
The player’s Dispatch Points are randomly
replenished at the beginning of the turn, based on the
quality of the player’s Division’s Initiative Rating. A
player may get from zero to one additional Dispatch
Point each game turn. Also, one side is always
designated as having the Initiative. The Initiative
player always has first choice in deciding whether or
not to spend Dispatch Points, or draw from the cup.

In addition to Dispatch Points, players are also
assigned a given number of Direct Command Points
by the scenario. The Direct Command Points are
also allocated by Division and Direct Command
Points from one Division cannot be spent by another
Division. The use of these points is determined by a
Direct Command chit, which, like the Regimental
Action chits, is always placed in the cup. When
drawn, it allows the owning player to activate
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individual units at the cost of one Direct Command
point each. Only one Direct command can be spend
on any unit during a Segment, a Regimental or a
Direct Command Segment. Direct Command Points
can also be spent during a normal Regimental
activation for those units in a Regiment that are in
command. Again, only a single Direct Command can
be spent on any one unit in the Segment, and the
designated action, e.g. move or fire, must be different
from the chosen action during the segment. In other
words, you can’t move twice in a Segment. Thus, a
single unit could conceivably be activated four times
within one game turn: once by drawing a Regimental
Activation Chit; once by spending Dispatch Points to
select that regiment or by drawing a second Regiment
chit placed on the game turn track in the previous
turn; and once for each of these activations by
spending a Direct Command Chit. An additional
move can also occur when a Division chit is drawn.
The number of Direct Command Points received each
turn is also randomly determined by the quality of a
player’s Division HQ Direct Command Rating.

The ability of units to perform certain actions, such a
rally and opportunity fire, is determined by a
Regiment’s Troop Quality.  Both the player’s
Division and Regimental qualities are determined by
Headquarter markers that are placed in specific boxes
on the player’s Track Displays. Sometimes the
specific boxes, or Ratings, are specified by the
scenario and sometimes they are determined by die
rolls.

2. Components

2.1.The Map

The original Panzer Command map covers the Chir
River area located approximately 50 miles southwest
of Stalingrad, over which many tank battles were
fought. Western Front maps will vary, based on the
scenario being played. Different maps may have
different Terrain Effects described in the individual
scenario. Each hexagon represents 500 meters from
hexside to hexside (i.e. 547 yards across). The
effects of terrain identified on the Terrain Key on the
map, are summarized on the Terrain Effects Chart
and Combat Modifiers Summary.

2.2.Charts, Tables, and Tracks

Action Summary. This chart summarizes the
attributes of each Action a unit may perform in the
game.

Airstrike Table. This table is used to determine the
number and strength of a player’s airstrikes.

Air Interdiction Table. This table is used to
determine whether or not a player successfully
interdicts his opponent’s movement on roads and
tracks.

Air Strength Tracks. Each player has one of these
to record his available airpower.

Combat Modifiers Summary. This  chart
summarizes the modifiers to a unit’s Attack Strength
and is used each time combat occurs.

Combat Results Table. This table is used to
determine the damage inflicted by a successful
attack.

Direct Commands Tracks. Each player has one of
these to record his available Direct Commands.
There are separate tracks for each Division.

Dispatch Points Tracks. Each player has one of
these for each Division to record his available
Dispatch Points.

Engineer Capabilities Summary. This chart
summarizes the capabilities of each side’s engineer
units.

Game Turn Track. This track is used to mark the
passage of turns, to determine the arrival of
reinforcements, and assigning Segments to regiments
a turn in advance.

Headquarters Tracks. Each player has two
Headquarters Tracks, one for his Division HQ and
one for his Regimental HQ’s. HQ markers are used
on the Tracks to indicate each player’s HQ Ratings.
Individual HQ charts may vary, based on the scenario
being played.

Radio Contact Table. This table is used to
determine whether or not radio contact between a
spotting unit and an artillery unit using Indirect Fire
has been established.
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Spotting Table. This table determines whether or Terrain Effects Chart. This chart summarizes the
not a spotting unit successfully spots for an artillery effects of terrain on movement and line of sight.
unit using Indirect Fire.

Soviet Ad Hoc Ferry Table. This table is used to
determine damage suffered by a unit performing the
Ad Hoc Ferry Action.

2.3.Dice

Ten-sided dice are used. A result of “0” is treated as a “0,” not as a “10.” For the most part, a die roll of
“0” is always a success, and a roll of *“9” is always a failure, regardless of modifiers.

2.4.Playing Pieces

There are to basic types of playing pieces, units and markers. Units represent the companies and the
batteries that are actually moved across the map; markers are placed on the map and on tracks, when
called for, to indicate temporary game conditions.
Weapon Class Unit ID
Movement Point Allowance

Attack Strength Movement Class (Tracked)
Range Defense rating (Armored)
Silhouette Vehicle Type
Weapon Class Unit 1D

Movement Point Allowance

Attack Strength ‘5s 2 i Movement Class (Leqg Infantry)

Range Defense Rating {Unarmored)

Unit Type {Infantry)

(The sample units are from the VASSAL game set. Original game pieces have armored movement in
parentheses rather than in a white circle.)

Certain sets of counters may have Assault Rating in a separate box below the Attack Strength. These
are used in Assaults. If counters do not have Assault Ratings, the printed Attack Strength is used in
Assaults.

63 . 8
] 4.0-7

e

Sample counter with a white Assault Rating
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If the various combat factors are colored, they are designed to be used with CRT charts that are colored
to correspond to the various weapon classes as opposed to having Weapon Class indicators adjacent to
the Attack Strength.

6
3
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2.5.Game Terms

UNIT INFORMATION

Attack Strength. The attack strength is modified by
the factors listed in the Combat Modifiers Chart to
yield a unit’s Final Attack Strength on the appropriate
column of the Combat Results Table.

Assault Strength. The assault, strength, if present on
the counter, is modified by the factors listed in the
Combat Modifiers Chart to yield a unit’s Final Assault
Strength on the appropriate column of the Combat
Results Table.  This factor represents a unit’s
secondary weapons or the firepower of accompanying
troops associated with the unit.

Defense Rating. Armored units have Defense Rating
of zero or less (negative numbers). Unarmored units
have no rating — a dot — or a positive rating. These
ratings modify the Attack Strength of the attacking
unit.

Movement Class. Tracked vehicles have their
Movement Point  Allowances surrounded by
parentheses (or in white circles for the VASSAL game
set). Motorized vehicles and wagons have Movement
Point Allowances without parentheses. Leg infantry
have a movement allowance of two with no
parenthesis. Immobile units have a Movement Point
Allowance of zero, indicated by a single dot.

Range. Each unit capable of attacking has a Range
printed on its counter. A unit’s Fire Zone consists of
all the hexes within this range to which it has a Line of
Sight (6.5). Artillery units (other than mortars) have a
Fire Zone of three hexes, although their printed Range
is much greater. The Range in this case is used only in
Indirect Fire (14.3).

Regimental Color. Units are organized into groups
called regiments. The regiment to which a unit
belongs is indicated by the counter’s color scheme and
by the number in the Unit ID. (Units in the VASSAL
set also have a regimental icon, designed for later
expansion.)  Regimental organization is used to
determine the order in which units perform Actions.
Independent units are commanded by the Division HQ
for game purposes, and other units are commanded by
their Regimental HQ’s (4.0).

Steps. Each unit is composed of one or two steps,
represented by the sides of its counter. When a two-
step unit takes a step loss, flip the counter over to its
reduced strength side. When a unit loses a second

step, remove it from play. When playing a scenario,
some units may begin at less than full strength (as
indicated in the scenario set-up).

Unit Identification. Each unit is assigned a unique ID
number. The number refers to the regiment to which it
belongs (numbered 1 through 5), and the letter
identifies the unit itself within the regiment. Unit ID’s
are important for the assignment of Regimental HQ’s
(4.1) and for Limited Intelligence (22.0). Some games
may have leader counters to be stacked with individual
units to indicate an HQ.

Weapon Class. Units which are capable of attacking
are divided into three classes: (D)ual Purpose; (S)mall
Arms; and (H)igh Explosive. A unit has the first letter
of its class printed on its counter or is color coded.
Units without a letter cannot attack (although they can
be attacked). Mortar units (Hm) are High Explosive
Class units that are limited in their ability to attack
(14.2). When a unit makes a successful attack, its
Weapon Class is located on the Combat Results Table
to determine the damage it inflicts on the defender.

REGIMENTAL HQ INFORMATION

Command Radius. Each regimental HQ has a
Command Radius indicating the number of hexes a
unit of its command can be from the HQ and still be
issued Direct Commands (4.3).

Troop Quality Rating. Each regimental headquarters
(HQ) has a Troop Quality Rating that is used whenever
a unit of its command attempts to Rally (11.2),
determine the outcome of an S or S? combat result
(11.1), increase its Attack Strength in combat (see
Combat Modifiers Summary), initiate Opportunity Fire
without expending a Direct Command (8.2), or
attempts to establish radio contact for Indirect Fire
(14.3). Note that some larger games may have Troop
Quality ratings that apply to all units of a Division
rather than to individual regiments.

DIVISION HQ INFORMATION

Direct Commands Rating. Each division HQ has a
Direct Commands Rating that is used with a die roll to
determine the number of Direct Command the player
receives for the turn in progress (4.2).

Initiative Rating. Each division HQ has an Initiative
Rating that is used with a die roll to determine if the
player receives a Dispatch Point for the turn in
progress.
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Troop Quality Rating. Each Division HQ has a
Troop Quality Rating that applies to all the player’s
independent regiment units, just as the Troop Quality
Rating of a Regimental HQ applies to units of that
regiment.

2.6.Game Scale

Units. The units in Panzer Command represent
companies of infantry and tanks, and batteries of
artillery.

Time. Each turn in Panzer Command represents
between an hour and two hours, depending on the
number of Segments in the turn.

Map. Each hex represents 500 meters from hexside to
hexside, while the elevation changes represent
contours of 20 meters each.

3. Sequence of Play

Start of Game Preparation

Mark the end of the scenario on the Game Turn Track
using any appropriate marker. Place the HQ markers
in the spaces on the Division and Regimental HQ
Tracks, as indicated in the scenario. Place Regiment
Action chits in the cup as directed by the scenario
instructions. Place any Division Activation chits in the
cup only if directed by the scenario. Place initial
Dispatch Point and Direct Commands markers as
directed by the scenario. Note which player is the
Initiative player. Place Air Strength markers on the
Air Strength Track.

Each player then assigns his Regimental HQ’s to a
specific unit belonging to each HQ’s regiment by
recording the identification letter of the unit to which
the HQ is assigned (4.1). Independent regiments do
not have assigned HQ’s because they are always In
Command.

3.1.The Sequence of Play
1. Preparation Phase

A. Reassign any regimental HQ’s eliminated the
previous turn by combat other than Close Assault to
another unit of that regiment.

B. Each player places in the container (an opaque cup)
the chits that are to be drawn during the Action Phase

of the current Game Turn. These chits include the
following:

e One regiment Action chit for each regiment
currently on the map or due to arrive as a
reinforcement this turn.

¢ The Direct Command chits. Each player has one
Direct Command chit per Division.

e All Regiment Action chits on the Game Turn Track
for this turn (placed there during the previous turn).

Note: When using the Limited Intelligence rules (22.0), chits
added to the container or placed on the Game Turn Track are
kept secret.

C. Each player can expend Dispatch Points for each
Division.  For each Dispatch Point expended, the
player can place one Regiment Action chit on the
Game Turn Track for the following turn. The Reaction
player spends his points before the Initiative player.
Each player can expend all, some, or none of his
Dispatch Points as he wishes.

D. Each player attempts to increase his Dispatch
Points available for each Division by rolling one die
and comparing the result to his Division HQ’s
Initiative Rating. If the result is equal to or less than
the Rating, the player receives one Dispatch Point,
which is recorded on the owner’s Dispatch Points
Track.

2. Action Phase

A. The Initiative player has the option to spend two
Dispatch points to immediately select one of his
available (not in the cup, and not having been drawn
from the cup this turn, i.e. Unavailable) Regiment
Action or Division chits. Each player’s available chits
should have been placed in his Available Action Chits
Box on his Track Display. If the regiment or Division
the player wishes to use has a chit available, he spends
the Dispatch Points, and the units of that regiment
perform Actions.

B. If the Initiative player passes, by not spending the
Dispatch Points, then the Reaction player has the
option to spend two Dispatch Points to choose a
Regiment Action or Division chit available.

C. If neither player pays for a Segment, then a chit is
picked from the cup. The option to spend Dispatch
Points occurs before each chit is picked from the cup.
When a chit is picked out of the cup, place it in the
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Unavailable Action Chits Box on the Track Display to
indicate that it has been used this turn and is no longer
available.

D. The player owning the chit that has been chosen
performs Actions with his units depending on the type
of Segment, either Regiment Action or Direct
Command.

a. When a Division Activation chit is drawn, the
owner performs Move Actions with the units of that
regiment. Each unit can perform one Move Action or
pass. Moving units cannot enter the Fire Zones of
enemy units. No other types of actions can be
performed during a Division Activation.

Note: Units entering the game, either initially or as
reinforcements, can occasionally be blocked by a
unfavorable chit draw sequence when multiple
Regiments are involved. A Division chit allows a
player to move all the units of the Division onto the
map or on roads in an organized manner.

b. When a Regiment Action Segment occurs, the
owner performs Actions with the units of that
regiment. Each unit can perform one Action as listed
on the Action Summary, or pass. Furthermore, the
owner can spend Direct Commands to perform
additional Actions with units that are In Command.
Each Direct Command spent allows one unit to
perform one additional Action. A unit cannot perform
the same Action twice in a Segment; furthermore, only
one Direct Command can be spent on a unit per
Segment (Exception: Opportunity Fire can be
performed as often as the unit is eligible; 8.0).

¢. When a Direct Command marker for a Division is
picked, the owner receives additional Direct
Commands for that Division and can spend them to
perform Actions for units on the map, due to enter as
reinforcements this turn (15.0), and for airpower
purposes. The player rolls one die, divides by two,
rounding down, and adds the result to the player’s
Division HQ’s Direct Command Rating. The player
determines how many points he receives before
spending them.

d. The only Action a player’s units can perform during
an opponent’s Segment is Opportunity Fire (8.0). A
unit can perform Opportunity Fire, when eligible, by

rolling against the unit’s Troop Quality or by
spending a Direct Command (if the wunit is In
Command; 4.4).

3. End of Turn Phase

Once all chits have been drawn from the container, the
Action Phase is completed. Remove all barrage
markers from the map (14.3). The Game Turn marker
is advanced one space on the Game Turn Track and the
next turn is begun.

On the End of Turn Phase of the last Game Turn, the
players check the Victory Conditions of the scenario
they are playing to determine the winner.

3.2.Segments

Division Activation Segment. When a Division
Activation Segment occurs, each unit in that Division
can perform one Move Action, though the movement
cannot enter enemy Fire Zones. Units do not have to
be In Command. No other actions can be performed in
Division Activation Segments. Units within the Fire
Zones of enemy units can exit if they do not enter
another enemy Fire Zone hex.

Regiment Action Segments. When a Regiment
Action Segment occurs, each unit in that regiment can
perform one Action, a second, different action by
spending a Direct Command if the wunit is In
Command, or pass. The expenditure of Direct
Commands can be made at any time during the
Segment; i.e., it is not necessary to use all Regiment
Actions before you begin spending Commands. Only
one Direct Command can be spent on a given unit (i.e.
a unit can perform a maximum of two Actions per
Segment). Use of Direct Commands is always
optional. A regiment activated a second time by
drawing, or selecting, a second chit for that regiment is
considered a separate segment. Thus, a single unit
could conceivably perform four actions by being
activated in two separate regiment activations.

The units of a reinforcing regiment enter the map when
their Regiment Action chit is drawn. Once on the map,
a reinforcing unit can perform Actions like any other
unit.

Direct Commands and Segments. Each player has a
Direct Command Track where he records his available
Direct Commands. Direct Commands can be saved
from turn to turn, but a player can never have more
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than 19 Direct commands at any one time (excess
Commands are lost).

Each scenario begins with the players assigned a
certain number of direct Commands. Both players also
receive additional Direct Commands each turn during
the Preparation Phase by adding the halved results of a
die roll, rounding down, to the Division HQ’s Direct
Command rating.

When a player picks his Direct Command chit from the
cup, he determines the number of Commands he
receives, and can then spend Commands. Each
Command spent allows one unit to perform one
Action, regardless of the unit’s location on or off the
map and whether or not it is in Command. The player
can spend only one Command on a given unit,
although he can spend all, some, or none of his
Commands during the Segment as he sees fit, and in
any order he wishes.

All Segments. During your opponent’s segment, you
will sometimes have the option to perform Opportunity
Fire (8.0) against his units. This occurs when an enemy
unit leaves a hex in the Fire Zone of one of your units.
When it leaves, if your unit is In Command, you have
the option of either rolling against your unit’s Troop
Quality Rating, or spending a Command, if you have
one available. In addition, Opportunity fire can occur
during Close Assault (9.).

4. Headquarters

4.1.Headquarters Set-Up

Each player has a headquarters for his division and one
for each of his regiments. These HQ’s do not appear
on the map. Instead, HQ markers are placed on each
player’s HQ Tracks. Each space on the track has a
different set of HQ Ratings, and the scenario set-ups
list each HQ’s starting space. In larger multi-
Divisional games, individual HQ units with their
command ranges indicated by scenario can be placed
under a unit on the map.

Note:  When playing with the optional Limited
Intelligence rules, these assignments arte determined
differently and recorded secretly (22.3).

After setting up his HQ Tracks, each player must
assign his Regimental HQ’s to a specific unit
belonging to each HQ’s regiment. To do so, record the

identification letter of the unit to which the HQ is
assigned on a piece of scrap paper to conceal the exact
location of the HQ from your opponent. Alternately,
players may lightly pencil in the ID letter of the unit on
the back of the HQ. If individual HQ counters are
supplied, the HQ marker is placed on the assigned HQ
unit. Division HQ’s do not appear on the map, and
thus are not assigned to units.

Note: Regimental HQ locations are kept secret in all
two-player versions of the game, not simply when
using the Limited Intelligence rules (22.0).

4.2.Division HQ’s

Each player has an off-map Division HQ with three
Ratings listed on the space it occupies on the owner’s
Division HQ Track:

Direct Commands Rating. When you pick your
Direct Commands marker from the cup, you receive
additional Commands. To determine the number
received, roll one die and divide the result by 2
(rounding down), then add your Division HQ’s Direct
Commands rating to the result. Record the total on
your Direct Commands Track.

Note: You can never have more than 19 Direct
Commands at one time (excess Commands are lost).

Initiative Rating. During the Preparation Phase, both
players roll one die and compare the result with their
Division HQ’s Initiative Rating. If equal to or less
than the Rating, the player receives a Dispatch Point,
which he records on his Dispatch Points Track.

Note: A player can never have more than 9 Dispatch
Points at any one time (excess Points are lost).

Troop Quality Rating. A Division HQ’s Troop
Quality Rating applies to that division’s independent
units only. (If specified by larger multi-Division
scenarios, the Division’s Troop Quality may apply to
all units of that Division.) When performing any of
several game functions, roll one die and compare the
result with the Troop Quality; if the die roll is equal to
or less than the Troop Quality, the unit’s chance of
successfully completing the function is enhanced. The
game functions affected are Opportunity Fire (8.0), S
and S? combat results (11.1), rally (11.2), a unit’s
Attack Strength (see Combat Modifiers Summary), and
radio contact in Indirect Fire (14.3).
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4.3.Regimental HQ’s

Each player’s units (other than independent units) are
grouped into regiments. Each regiment as an HQ that
is represented off-map on the Regimental HQ Track
and is assigned to a unit of its regiment in play (4.1).
(Some multi-Divisional scenarios my use HQ markers
to designate assigned HQ units.) Each regimental HQ
has two Ratings that apply to its units.

Troop Quality Rating. The Troop Quality Rating of
a Regimental HQ applies to all the units of its regiment
in the same manner as the Division HQ’s Troop
Quality Rating applies to independent units (4.2).

Command Radius. The units of a regiment that are
within the Command Radius of their Regimental HQ
are In Command (4.4). This radius is traced from the
hex occupied by the HQ to the unit in question,
including the unit’s hex, but excluding the HQ’s hex.
A Command radius can be traced into and through
enemy-occupied hexes and across any type of terrain.

HQ DESTRUCTION

A Regimental or Divisional HQ is assigned to a unit of
that regiment or Division and is thereby moved around
the map with that unit. The HQ has no Attack Strength
or other combat ability and is not considered a unit for
stacking purposes (5.2). The HQ is not affected by
combat against the unit to which it is assigned unless
that unit is eliminated. If eliminated by any form of
combat except Close Assault (9.0), the HQ is
reassigned to another unit of that regiment during the
Preparation Phase of the following turn (provided that
a unit of that regiment remains in play). If eliminated
at any time during a Close Assault Action (i.e. during
Opportunity Fire, Assault Rounds, retreat, or advance),
the HQ is permanently destroyed.

When an HQ is eliminated, the owner is not required to
reveal this fact to his opponent. However, if the
enemy player is watchful, he will be able to detect the
HQ’s destruction, since the units of that regiment will
be Out of Command (4.4).

4.4.In Command

To receive a Direct command at any time other than
the Direct Command Segment, a unit must be In
Command. During the Direct Command Segment, a
player can spend Direct Commands on any of his units,
regardless of whether they are In Command or not.

Independent Units. Independent units are always
In Command, regardless of their location on or off the
map.

Regimental Units. Units belonging to regiments are
In Command only if they are within the Command
Radius of their Regimental HQ at the moment the
owning player wishes to issue a Direct command to the
unit. Out of Command units cannot receive Direct
Commands except during the owning player’s Direct
command Segment. Units that are off-map are In
Command as long as their HQ is also off-map. Once
the unit to which the HQ is assigned enters the map,
off-map units are Out of Command.

Regimental HQs. For certain multi-Divisional
scenarios, both Divisional and Regimental HQs may
be in play. A Division’s HQ is the HQ of the
Independent Regiment for that Division. For these
scenarios, the Regimental HQ must be within the
command range of the Divisional HQ unit to be In
Command. If the Regimental HQ is In Command,
then any Regimental Units belonging to that Regiment
that are in the Command Range of the Regimental HQ
are also In Command. If the Regimental HQ is out of
Command, then all Regimental Units are also out of
Command.

5. Movement

5.1.Movement Procedure

A unit can perform the Move Action in its Segment or
when the owner spends a Direct Command, as with
any other Action. Some types of terrain may not be
entered at all (“P” on the Terrain Effects Chart). When
a hexside has a “+” cost, that cost is added to the cost
of the terrain in the hex entered. When a unit enters a
hex by crossing a road or track hexside, the unit must
be in Column to pay the road or track cost instead of
the cost of the terrain in the hex or along its hexside
(Exception: a unit crossing a stream without a bridge
across the hexside must pay the stream cost.)

.A unit can move until it has spent its entire Movement
Point Allowance, when the owner decides to stop
moving it, or when Enemy Opportunity Fire forces it
to stop. A unit can never exceed its Movement Point
Allowance, even to move only a single hex or enter an
enemy-occupied hex.
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A Suppressed unit cannot move until it Rallies (11.2).
Immobile units can move only if transported by
another unit (advanced rule, 13.0). Retreat is not
considered movement and does not cost Movement
Points (9.4).

A Suppressed unit cannot move until it Rallies (11.2).
Immobile units can move only if transported by
another unit (advanced rule, 13.0). Retreat is not
considered movement and does not cost Movement
Points (9.4).

Forced March. Leg Units can gain an extra
movement point by performing a forced march. Units
(or stacks of Units) that have already moved as far as
they can may try to force march. To do so, each Unit
must pass a Troop Quality Check. Command Points
may be spent to pass this check. Each Unit that passes
its Check gains an extra movement point. If the Unit
fails the check, its Action is over and it takes a
Cohesion Hit.

Streams: A Leg Unit that leaves a Panzer Blitz/Panzer
Leader map stream hex or crosses a PC hexside
without using a Road pays 1 additional movement
point. Units on PB maps may freely move along
stream hexes. Wheeled and Tracked Units may not
enter Western Front stream hexes except when using a
Road (and must of course be in Column to do so).

Cities/Towns: Wheeled and Tracked Units cannot
enter or leave a Town hex unless in Column but they
may exit Column in a Town hex. Note that to leave the
hex, such Units will have to reenter Column.

Woods: Wheeled and Tracked Units cannot enter or
exit a woods hex or hexside unless they are in Column
and traveling along a Road (in which case they pay the
Road movement cost). They cannot exit Column in
Woods hexes. Woods are Blocking Terrain, and
modify the Fire Rating of Units firing into the hex by -
2. (Note: For Panzer Blitz/Panzer Leader boards,
complete woods hexes have woods hexsides, and thus
woods hexes are slightly denser than the graphics may
initially appear. Remember, the woods are on both
sides of a woods hexside.)

In the illustration, the hex marked with an “X” is a
woods hex and would be blocked to vehicle units.

Column: To use a road, units must be in Column. To
use Column movement, place a Column marker on the

Unit. This costs the Unit
one movement point when
done as part of a Movement
Action.

A unit can remove a
Column marker by paying
one movement point (which
can trigger Opportunity Fire as normal from an enemy
Unit) or by taking a Cohesion Hit, which does not
trigger Opportunity Fire. Units have the option to
receive a Column marker when they dismount from a
vehicle. A Unit does not have to be in Column on a
Road. Simply pay the terrain movement costs.

A Unit may not pay one movement point to get into
Column and one movement point to get out of Column
in the same action.

X 12
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This diagram demonstrates the number of Movement Points each unit
musl spend (o enter or cross variows lerrain, Consuli the Terrain
Effects Chart for verification of the Movemeni Poini Cosis, For
example, Unit B is o iruck and pays § Movemen! Paints to enter the
town; it then moves on down the road by crossing road hexsides,
paying only 1 MP per hex. It ihen enters the track and pays 2 MPs
per hex. It ends in the hex indicated because it has only 1 MP
remaining, and it would cost 2 MP's to enter ihe nexi irack hex. Units
C and E pay an addilional MP to cross the stream and crest hexsides,
respectively, plus the cost (o enter the hex. Unil A is infaniry and pays
only 1 MP per woods hex, while it would have paid 3 MP's per hex if
it were an armored unit, such as unii 1, Unit I pays 2 MP's each (o
enler ifs first 2 hexes, and 1 MP per hex when moviag by road,




I ——————— P ayzer Command Rules i————D oo |5

Column Effects: Units in Column have their Fire
Rating and Assault Rating reduced by one, and their
Defense Rating is increased by two. In addition, if
fired upon, a Unit in Column never receives any
beneficial (i.e., negative) terrain modifiers. Units in
Column may not: 1) Stack with other Units in Column,
2) Perform Engineer Actions. Units that are in
Column that are forced to exit and cannot move or exit
in column are eliminated.

5.2.Stacking

For Eastern Front scenarios, there is no limit to the
number of units that can move through the same hex
during a Segment. However, no more than 6 Steps of
units can end a Segment in the same hex. For West
Front scenarios, no more than 6 Steps of units plus one
unit in Column — regardless of its number of steps —
can be in the same hex. The stacking limits are in
effect at all times during a turn. Should over-stacking
occur unavoidably, the owner of the units must unstack
the units at his first opportunity. Markers have no
effect on stacking and may stack “free.” Trucks,
wagons, and SPW’s are considered one-step units for
purposes of stacking.

Units that begin a Segment stacked together can move
together as a stack by performing the Move Action
simultaneously. Each unit pays separate Movement
Point costs depending on its type. The units must
remain together as they move; however, one unit can
stop moving while other units in the stack continue.
When a moving stack triggers Opportunity Fire (8.3),
the firing unit can attack any one unit in the stack. A
stack, although it moves together, is treated as separate
units for Action use purposes. In other words, you
cannot use one Action to move an entire stack; one
Action per unit is required.

To reflect the Ardennes terrain, no more than one Unit
in Column is ever allowed in a hex and stacking limits
are in effect at all times in the game, including during
movement.

Note: For East Front scenarios, unlike many armor
games, there is no penalty when moving by road into a
hex already occupied by another friendly unit. The
Panzer Command East Front time and distance scales
are so large that such movement delays are negligible.

The Attack Strength of a unit is increased when it
attacks a unit occupying a hex that contains a total of 3

or more steps, as indicated on the Combat Modifiers
Chart.

Note:  Stacking also affects Close Assault (9.3),
Indirect Fire (14.3), and Transport (13.0).

5.3.Exiting the Map

A unit cannot voluntarily exit the map unless allowed
to by specific instructions in the scenario being played.
An exiting unit pays Movement Points as if it were
entering another hex of the same type as its exit hex.
The road or track cost is used if the unit exits via such
a hexside.

6. Line of Sight and Fire Zones

6.1.Line of Sight Definition

To determine whether or not two units can see each
other, and thus engage in combat, you must first
determine if they have a Line of Sight to each other.
Line of Sight (LOS) is used in combat and, in the
advanced rules, for artillery spotting (14.3) and limited
intelligence (22.0).

6.2.Tracing a Line of Sight

In order to engage in combat, the attacking unit must
have a clear LOS to the defending unit. The two units
must be within 8 hexes of each other (i.e., there can be
no more than 7 intervening hexes). This LOS is
determined by tracing a straight line form the center
point of the attacking unit’s hex to the center point of
the defending unit’s hex. You can use any straight
edge to trace the line, such as a ruler, thread, or paper
edge. If the LOS passes through a blocking terrain hex
or hexside, other than the hexes occupied by the two
units or adjacent hexsides, then the LOS is blocked. If
the LOS exactly bisects two hexes, one of which
contains blocking terrain, the LOS is not blocked.
Blocking terrain in either the unit’s hex or along its
hexsides does not block LOS.

Line of Sight is reciprocal. That is if a unit A can see
unit B, then unit B can also see unit A. (This is not
necessarily the case when using limited intelligence
rules, 22.0)



6.3.Blocking Terrain

There are five types of blocking terrain: town hexes;
woods hexes; crest hexsides; embankment hexsides;
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and elevation changes. Each of these is capable of
blocking the LOS between two units, depending on
their respective elevations.

A>B: Blocked. The LOS is blocked because B occupies the blindspot
behind the embankment hexside.

A>C: Clear. The LOS is clear because the embankment blocks the LOS
only into its blindspot, hex 2711.

A>K: Clear. The LOS is clear because the embankment blocks the LOS
only late into its blindspot, which in this case is hex 2710.

D>E: Clear. The LOS between adjacent units is always clear.

F>G: Blocked. The LOS is blocked by the town hex because G occupies the
blindspot adjacent to the town hex.

F>H: Blocked. As with F to G, the LOS is blocked because H occupies the
blindspot behind the woods hex.

F>J: Clear. The LOS is clear because it passes over the town and woods,
and the unit does not occupy a blindspot adjacent to either.

K>L: Blocked. The intervening town hex blocks the LOS.

K>N: Clear. The LOS exactly bisects the blocking town hex and clear hex;
thus, the LOS is not blocked.

M>L: Blocked. The LOS is blocked by the intervening woods hexes 2504
and 2604, since both units are on the same elevation.

WHEN BOTH UNITS OCCUPY THE SAME ELEVATION

Woods and Towns. A hex containing any town or woods terrain is
considered a town or woods hex, regardless of other terrain in the
hex. If both units occupy the same elevation level, a LOS can be
traced into, but not through, a woods or town hex on the same
elevation.

Crest Hexsides. Crest hexsides have an elevation equal to the
highest adjacent hex. Thus, if a crest borders two hexes of different
elevations, it would be considered the higher of the two. The LOS
between two units is blocked by a crest hexside that is not lower
than both units, unless the crest hexside in question borders one of
the hexes occupied by the two units. In other words, a LOS can be
traced through adjacent crests, regardless of their elevation, but
crests adjacent to neither unit block the LOS (unless the crest is

lower than both units). A LOS traced exactly along a crest line blocks the LOS, unless it is lower than both

units (which is unlikely).

Embankment Hexsides. These hexsides do not block the LOS between two units on the same elevation,
since by definition the embankment borders an elevation change. In effect the units see over the
embankment and across the lower terrain between them, or another terrain feature, such a hex higher than

both units, will block the LOS first.

Elevation Changes. Each hex on the map is considered to be at only one elevation. If two elevations are
present in a hex, the hex is considered to be the higher of the two. The LOS traced through a hex that is
higher than that of either unit blocks the LOS. If the hex is at the same or lower elevation, then it does not

block LOS.
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Note: Unlike some games, the elevation changes themselves do not block LOS outright. Thus, the

dreaded “wedding cake” effect present in so many games is avoided.

ArE: Blocked. The LOS is blocked by the elesation in hex 2121, since
it ks higher than either wnir.

A Clear. The LOS is mod bocked by the “1ail™ of the crest in hex
2120, Sweh partkal crests have mo effect on the game.

Ce=D: Clear. The State Farm 79 town hex does not block the Livs,
simee Bodh units are on higher ground than the lown.

Me=B: Clear, Unit B is mot in the Mindspot in hexes 2122 and 2222
caused by ibe town hex; the LU pasies over the lown.

Dve-E: Blocked, The LS is blocked by the town bex, because hex
2122 05 bn s blisdspot camsed by the Lown.

Fie: Blucked. The LOS is Mocked becawse it s traced directly down
a cresd hexside that is on terrain mol lower than both wnits.

G Blocked. As in the case of F o C, ibe LOS s Blocked when
Iraced down the crest lme,

G K2 Clear. The L0 is clear because G is adjacent fo the cresl
through which ibhe LOS passes,

L=0: Blocked. The L0 is blocked by the higher elevation im 2517,
M =0z Clear. The LOWS exactly bisects the higher elevation im 2517,
and the terrain in 2606 is nof blosking; thus, the LU is clear,
Furthermore, ™ ks adjaceni (o the crest throagh which the LOS passes,
M) Rlocked. The LOS is blocked by ilhe crest sinee nefiher wnit s
sdjscent 1o the crest bexside through which the LOS passes.

F=M: Clear. The LOS is clear because there B no Mocking terrain
bhetween them, Unlike many LS systems, the elevation changes
tThemselves (as in hexs 2520 and 2618) do mol block 1.0%, enless the
higher ebevation lies bedween boih wnits.

Ow L Clear, The LOS is clear becanse boih unils are adjacent o the
cresl lines ibrough which the LOS passes.



WHEN BOTH UNITS OCCUPY DIFFERENT
ELEVATIONS

Determining the LOS between units at different
elevations is not as clear cut, but studying the
examples along with the rules below should clarify
the situation.

Woods and Towns. These terrain types do not block
the LOS between the two units if the town or woods
hexes are lower than both units. If at the same or
higher elevation than one or both units, then the
following rules apply:

e [f higher than both units (unlikely), the LOS is
blocked.

e If lower than one unit, but on the same elevation
as the second, the LOS is blocked in the first hex
between the town/woods and the lower unit. This
is termed a blindspot for that town/woods hex.
The other hexes beyond the blindspot are not
blacked. Thus, trace the LOS from the higher
unit to the lower, and if the lower unit is adjacent
to a town or woods hex through which the LOS
passes, the LOS is blocked.

Crest Hexsides. The crest LOS rule above applies
the same way to units occupying different elevations.
Basically, they can see each other over adjacent
crests, but not over crests that are between them and
are at the same or higher elevation than either unit..

Embankment Hexsides. When two units occupy
different elevations and the LOS between them
crosses an embankment hexside, the LOS is blocked
if the lower unit is adjacent to the embankment
hexside. This is another way of saying that there is a
blindspot in the lower hex adjacent to the
embankment. If the lower unit is not adjacent to the
embankment hexside over which the LOS passes, the
LOS is clear.

Note: Remember that the LOS between adjacent
units is always clear.

Elevation Changes. @ When two units occupy
different elevations, the LOS between them is
blocked if it passes through a hex that is higher than
both units. Otherwise, the elevation changes
themselves do not block the LOS between units.

6.4.Non-Blocking Features
The following terrain never blocks Line of Sight:

Rivers, streams, and bridges
Roads, trails, and railroads
Landmarks

Point symbols

Units and markers

6.5.Fire Zones

Each unit has a Range number printed on its counter
which indicates the maximum range of its weapons.
A unit’s Fire zone consists of all the hexes within this
range. A unit can only attack a unit in its Fire Zone
to which it has a Line of Sight.

A Suppressed unit has no fire Zone and thus cannot
attack an enemy unit. However, it can defend itself if
Close Assaulted.

Note: In the advanced rules, you will find that artillery
units have different Fire Zones and can attack units to
which they do not have a Line of Sight.

A unit’s Fire Zone is reduced to only adjacent hexes
at the instant an enemy unit moves adjacent to it.
The reduction lasts until the adjacent unit is
Suppressed or eliminated. A unit with a range and
thus Fire Zone of only one hex is not affected by this
rule, but units with longer ranges are.

Note: This rule is critically important for Opportunity
Fire because it allows one unit to “pin” a long-ranged
enemy unit while other units move through hexes which
were previously in the enemy unit’s Fire Zone without
triggering Opportunity Fire. Furthermore, an artillery
unit with an un-Suppressed enemy unit adjacent to it
cannot use Indirect Fire.

7. The Direct Fire Action

The Panzer Command combat system is unusual
because it blends into a single procedure both
combat success and damage. In most tactical games,
you must first determine whether or not you have
scored a “hit” before you resolve the results of the
hit. In Panzer Command a hit automatically causes
damage, without rolling a die a second time. If you
examine the Combat Results Table, you will note
that, since a unit’s Attack Strength is used to
determine attack success, it also determines damage.
Thus, a strong unit is not only more likely to hit, it is
more likely to inflict greater damage. You will get a
vivid sense of this when you encounter a powerful
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unit capable of eliminating your unit while the best
your unit can do is inflict a Cohesion Hit. You will
also note that to inflict maximum damage, the best
die roll you can make is one equal to your unit’s
Final Modified Attack Strength.

Traditional combat systems have used 6-sided dice,
either one at a time or in pairs, and an odds-ration
table to resolve combat. Panzer Command uses 10-
sided dice to allow for the use of many modifiers.
Over the years, several incorrect modifiers have
lodged themselves into games of this type. The most
glaring inaccuracy is a positive modifier for being on
a higher elevation than the defender. This may have
had some benefit in Napoleonic and Civil War times,
but not in World War Il. Being on the reverse side of
a crest line was very important, as it is in the game,
but simply being higher is not. In fact, it was a
disadvantage to be higher and on the forward slope
of a hill. This deployment was avoided during the
war and is not often useful in the game. Elevation
difference is significant in Close Assault because
being higher increases the “Target Servicing Time”
you have against a unit assaulting from a lower
elevation. With this exception, elevation alone does
not modify combat.

Another armor game cliché is that tanks have an
inherent superiority over infantry. This has been
reinforced in the game by “overrun” rules, combat
bonuses, and other absurd advantages given to
armor units. The fact of the matter is that infantry
actually have an advantage over tanks if the soldiers
do not panic. In the early days of the war, infantry
often panicked when “overrun” by tanks and simply
disappeared as combat units. After a few months the
infantry of both sides learned that tanks were not to
be feared and that, if attacked at close range,
armored units could be harvested. Thus, in the game
when tanks attack infantry, there are not special
modifiers, but when infantry Close Assault tanks, the
infantry receive a benefit. The catch is that the
infantry must first pass a Troop Quality roll. This
represents the reluctance of poorly trained troops (or
even good ones on bad days) to engage armor at

The German player then moves his Panzer IV-L as shown, entering
only one hex of the T-34’s Fire Zone (since the German infantry
unit is not Suppressed and is adjacent to the Soviet tank unit). Had
the infantry unit been Suppressed, the Soviet unit would

If the wabt in the diagrom was o T34 76, as unit A i, it wosld have s
J-hex Fire Zoae, due 1o its Range of 3 hexes. 1T it was an infaniry
unit, as unit B is, it would have a Fire Zone only info sdjacent hexes,
since s Range |s only 1 hex.

The Soviet T-34 has o Fire Zone of 3 heves, us shown, The German

player moves his infaniry undi adjscent 1o the T-34 (iriggering

.l]ppnrturﬂl}' Firey, immediately reducing the Saviei's Fire Zone (o one
[2%
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immediately have a 3-hex Fore Zone again. This reduction in long
range Fire Zone is particularly important for Opportunity Fire.
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close range. When the infantry attack, they receive
close range. When the infantry attack, they receive
the benefit, since they are able to swarm the tanks
and get flank shots in individual vehicles. If the
armor unit is stacked with infantry or engineers, then
they protect the tanks and the assaulting infantry
receive no benefit.

7.1.When Direct Fire May Occur

The Direct Fire Action is a form of combat that can
be used by any unit with an Attack Strength (except
mortar artillery units, 14.2). In order to Direct Fire,
the target unit must be in the attacking unit’s Fire
Zone and there must be a clear Line of sight between
the two units.

Note: A Suppressed unit has no fire Zone and, thus,
cannot attack another unit.

7.2.Direct Fire Procedure

The following procedure is used each time the Direct
Fire Action is performed. Direct Fires are resolved
one at a time, and the results are applied individually,
before going on to another Direct Fire. Units always
Direct Fire individually and cannot combine their
strength to attack a single target. However, a given
target can be attacked by any number of units.

1. Determine the Target

The owner of the Direct Firing unit decides which
enemy unit he will attack. The Direct Fire Action
can be performed against any unit in his Fire Zone to
which he has a clear LOS. If a hex contains more
than one possible target, the attacking player must
choose one of them.

2. Determine the Unit’s Attack Strength

A unit’s basic Attack Strength is printed on its
counter. This strength is then modified for each of
the factors which apply to this attack, to yield a Final
Attack Strength A unit’s basic Attack Strength is
printed on its counter. This strength is then modified
for each of the factors which apply to this attack, to
yield a Final Attack Strength.

Note: The Combat Modifiers are summarized on the
Combat Modifiers Chart.

The T-34/7% has o Range and Fire Zoae of 3 heves. The unil has
clear Line of Sight (and, thus, 3 Fire Zoae) into oll the tinted heues.
There are na Fire LZones in some beves because of blocking terrain.
The woanls in hes C block the LOS (o hexes A and B, The
embankment adjucent o hes D blocks ihe LOS o D, since unil & s
mol adjscent io the hexside. However, The LOS o hex E b clear, since
the LS does mod crons an embankment bevside adjacent 1o E. The F
beves are in ihe Fire Zone becuwsr they are sdjscenl 1o the crest. The
G bexes, however, are mol sdjscent (6 (he Macking crests and, thus,
Ihe LK {0 those hexes |s Mocked. The town in hex | Blocks the 105
1o the H hexes,

3. Roll One Die

The attacking player rolls one die. If the result is
equal to or less than the attacking unit’s Final Attack
Strength, the attack is successful. If the result is
greater than the attacking unit’s Final Attack
Strength, the attack is unsuccessful. A die roll of
zero is always a successful attack, while a die roll of
9 is always an unsuccessful attack, regardless of the
Final Attack Strength of the combat.

4. Determine Target Damage

If the attack was successful, locate the attack die roll
results on the Combat Results Table to determine the
damage the defending unit suffers. To do so, cross
reference the attacking unit’s Weapon Class with the
defending unit’s Target Class and locate the die roll



I —————————— P cyzer Command Rules imm—m——— D oo ) |

on the resulting row of the Combat Results Table.
Apply the indicated result immediately (Combat
Results 11.1).

7.3.Direct Fire Modifiers

A unit’s Final Attack Strength for a Direct Fire is
adjusted for any of the following modifiers applicable
to that particular attack. All modifiers are combined
to yield one total modifier, which is then applied to
the attacking unit’s printed Attack Strength to yield a
Final Attack Strength. Modified Attack Strength of
less than zero are treated as zero, and those greater
than 8 are treated as 8.

Cohesion Hits
Concentrated Fire
Defense Rating
Range

Stacking

Terrain

Troop Quality

Note:  See the Combat Modifiers Summary to
determine how these modifiers are applied to Direct
Fire.

8. Opportunity Fire

Opportunity Fire is probably the most common form
of combat in the game. It reflects the inherent
advantages a unit has when it is stationary and an
opposing unit is moving into position within its range
and line of sight. The “defender” in this case often
scores considerable damage on the approaching unit
before it closes to short range. It also reflects the
fact the combat occurs simultaneously in reality, not
in “Phases” or “Segments.” Opportunity Fire helps
prevent the “Panzerbush” phenomenon whereby
units move from cover hex to cover hex in the line of
sight of enemy units without fear of being attacked.

Many operational and strategic level games have
Zones of Control which inhibit the movement of
enemy units and cause combat when units occupy
each other’s ZOC. In Panzer Command, a unit’s
Fire Zone acts as a kind of Zone of Control which
will allow the unit to use Opportunity Fire when an
enemy unit exits a hex in the unit’s Fire Zone.

The Soviel player uses one Action (o have his T-34.76 anack the
German infantry. The Soviet unit has an Attack Strength of 5, and
there are no modifications excepl Troop Quality. The Soviet player
rolls @ 9, which exceeds the unit's Troop Quality Rating (which is 5k
thus, there is no addition for Troop Quality. The Final Atiack
Strength ks 5. The Soviet player rolls one die and rolls a 4. This is less
than the Final Attack Streagth of 5, so the attack is suceesaful. The
Combat Resulis Table indicates that a Dual Purpose unit attacking an
unarmored target inflicts a Suppression on the targel with a die roll of
4, The German wnit is Suppressed, alihough the German player has
the option to atiempi io take a Cohesion Hit instead by rolling againsi
his unit’s Troop Quality Hating (11.11.

Exiting a Fire Zone is used, rather than entering, to
represent the fact that disengaging in the face of the
enemy is much more difficult than engaging.

8.1.When Opportunity Fire Occurs

Opportunity Fire is a type of Direct Fire a unit can
perform while an enemy unit is performing an
Action. It is triggered by attempted movement of
enemy units and enemy Close assaults. Opportunity
Fire can be performed each time a unit is eligible,
unlike other Actions, which can be performed once
per Segment.

DURING ENEMY MOVEMENT

When an enemy unit attempts to exit a hex in the
LOS (6.1) and Fire Zone (6.5) of one of your units,
you have the option to initiate Opportunity Fire.
Your opponent must announce when one of his units
is leaving a hex in your Fire Zone to allow you to
fire; he must also announce the hex he will enter.
The effects of Opportunity Fire are determined before
the moving unit actually leaves the Fire Zone hex.
The unit must enter the announced hex unless it is
Suppressed or destroyed by the Opportunity Fire.
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A unit can attempt Opportunity Fire each time a unit
exits a hex in its fire Zone. If the unit is exiting a hex
which is in the Fore Zone of more than one of your
units, then each of your units whose Fire Zone the
moving unit is exiting can attempt separate
Opportunity Fires. In this case, each of your units
performs the procedure separately. All attacks are
resolved, even if the enemy unit is Suppressed by the
first attack. If a stack of enemy units is moving, you
must attack individual units in the stack, not the stack
as a whole (although you unit’s Attack Strength may
be modified if the enemy stack consist of 3 or more
Steps), and each unit using Opportunity Fire can
make only one attack per stack (not one per unit in
the stack).

Note: In the advanced rules, the Ferry Action can
also trigger Opportunity Fire (16.6).

DURING CLOSE ASSAULT

Opportunity Fire may also be triggered when an
enemy unit attempts to Close Assault one of your
units. Before the Close Assault is resolved, you have
the option to perform an Opportunity Fire against the
enemy unit. If the fire Suppresses or destroys the
enemy unit, the Close assault is not performed.

If your defending unit is Suppressed it cannot
perform Opportunity Fire against the assaulting unit.
(It can however, defend itself in each subsequent
Round of Close assault Combat with an Attack
Strength modifier of -2.) Opportunity Fire can also
be performed against a unit that retreats or advances
during Close assault..

Note: See 9.2 for the Opportunity Fire procedure
during Close assault, and 16.6 during the Ferry
Action.

8.2.0pportunity Fire Procedure

The following procedure is wused to resolve

Opportunity Fire during enemy movement.
1. Enemy Player Announces His Move

Before the enemy player can move one of his units or
stacks out of a hex in your Fire Zone and LOS, he
must announce his intention and announce the hex
the unit or stack will enter.

The Soviei player has picked his Direct Command chil from the cup
and received additional Commands. He could spend one [0 mave his
T=34/76. IT it were 1o enter hex 1, the German infaniry unit would get
one Dpportunity Fire when it exits the hex it now sccupies (because
the hex is in the German unit’s Fire £one), IF the T-34/T6 enters hex 1,
the infantry would get an Opportunity Fire attempt, bat when the
Soviel unil attempls to enter hex 3, both the infaniry and the Tiger gel
an Upporiunily Fire aitempt, since ihe hex is in ihe Fire £ones of
both, The Tiger would get additional chances for each of hexes 3 and 4
when the T-34 leaves, but nol for hex 5, since il is outside all German
Fire Lones. The Soviet plaver moves his BT-7 Tirst instead. It enters
hex 7, and he announces he will enter hex 8. The Tiger atlempts
Opportunily Fire, bul its roll against its Troop Quality Tails. The
Soviel enters hex 8 and announces he will enter hex 9. The German
again fails his roll, so the move is successful, and the Tiger's Fire Lone
is immediaiely reduced io 1 hex. The Soviei player then spends a
Command to mave his T-34 toward hex 6. 10 suffers Opporiunity Fire
allempls in the hex il occupies and hex 1.

2. Decide Whether to Spend a Command or
Roll A Die

Declare which of your units will attempt Opportunity
Fire against the enemy unit or stack and whether they
will do so by rolling against their Troop Quality or by
spending a Command. To perform Opportunity Fire,
you must either spend one Command or make a
successful roll against your unit’s Troop Quality
Rating. If your unit is In Command (4.4), you can
spend the Command and perform the attack. If the
unit is Out of Command or you decide not to spend a
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Command, roll one die and compare it with your
unit’s Troop Quality. If the result is equal to or less
than the Rating, you can perform the attack; if the roll
is greater than the Rating, you cannot perform the
attack. You must decide whether to spend a
Command before your roll against a unit’s Troop
Quality. If more than one unit is eligible to perform
Opportunity Fire against the unit, the attacking player
must announce his Fires first and then resolve them
one after another in any order he chooses. However,
once you have announced your units, you cannot add
additional units and you must spend the Commands
you have dedicated to the Opportunity Fire, even if
the enemy unit is destroyed before a Command is
actually used.

3. Resolve the Opportunity Fire Attack

Opportunity Fire is resolve like a Direct Fire Action
using the procedure in 7.2, the modifiers listed in the
Combat Modifiers Summary, and the Combat Results
in 11.1. If more than one unit is using Opportunity
Fire against one target, then the Fires are resolved
one after another and the results applied after all Fires
have been made.

8.3.Stacking During Opportunity Fire
ATTACK STRENGTH MODIFIERS

During Movement.  Opportunity Fire may be
triggered when a moving unit leaves a hex containing
more than one unit. In such a case, the number of
Steps in the hex is used as a possible modifier for
Fire. If a stack attempts to leave a hex, then the
entire stack is used to determine the modifier, in
addition to any other Steps in the hex it is attempting
to leave.

During Close Assault. When Opportunity Fire is
triggered during Close Assault, only the actual
number of assaulting Steps is used to determine the
modifier for the defending unit when it fires against
the assault’s attacker.

Note: The number of Steps the assaulting player has
in an assault may change as he suffers losses or
withdraws units from the assault.

The German plaser has picked his armor Regiment Action chil and
decides (o have ane of his short barrel Panger [V's sllence @ Soviel
Témm anii-iank gun. The Soviel unil has 8 3-hex Range,/ Fire Zone.
The German enters hex 1 and ihen hex 2, which is a town in the
Saviels Fire Zone. The German player announces he will altempt to
maove his unil to hex 3, The Soviei plaver has theé optlon fa alieinpl
Opportunity Fire and does so by rolling againsi ihe Tomm's Troop
Quality, which is 4. He rolls 8 6, and the attempl falls; the German
unit enters hex 3. The German player snnounces be will move his unil
io hex 4. The Soviel player spends a DNrect Command (o make sure he
gris an Opporiunity Fire. The Soviet player determines his Final
Attack Strength, which turns out (o be 2 (5 Aisck Sirength, -1 for
Range, -2 for the German's Defense Ratingl. The Soviel player rolls
a 1, which is & successful aitack, and locates the resuli in ibhe Dual
Purpose vs. Armored section of the Combal Results Table for a
Suppressed resuli, The German player sitempls 00 take a8 Cobesbon Hit
insiead by rolling against his unit’s Troop Quality. He rolls a 6, which
is higher thun his unii's Troosp Quality Rafing of 5, so the umnil in
Suppressed after all. Had the German rolled o § or bess, the unil
wiuld have iaken a Cahesion Hii, bul would have been able 1o
conlinue mosing inlo hex 4,

STACKING AND TARGETS

If one unit triggers Opportunity Fire, by moving or
attempting to assault, then only that unit can be
attacked, regardless of the presence of other units in
the hex. However, if more than one unit is moving or
assaulting at the same time, the Opportunity Fire
player has his choice of targets, although each firing
unit can attack only one unit. If more than one unit is
performing Opportunity Fire, each may attack a
separate unit in the stack, each can attack the same
unit, or a combination of the two (depending on the
number of units Opportunity Firing).

8.4.0pportunity Fire Modifiers

A unit’s Final Attack Strength for an Opportunity
Fire is adjusted for any of the following modifiers
which apply to that particular attack. All
modifications are combined to yield one total
modifier, which is then applied to the attacking unit’s
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printed Attack Strength to yield the Final Attack
Strength. Modified Attack Strengths of less than zero
are treated as zero; modified Attack Strength of
greater than 8 are treated as 8.

Important: There is no modifier for Troop Quality
during Opportunity Fire. This simulates the greater
difficulty in hitting a moving target.

Cohesion
Concentrated Fire
Defense Rating
Stacking

Terrain

Ferrying

Note: See the Combat Modifiers Summary to
determine how these modifiers ae applied to
Opportunity Fire.

9. The Close Assault Action

9.1.When Close Assault Occurs

Close Assault is a type of combat that can be initiated
only if the attacking unit and defending units begin
the Action adjacent to one another. Close Assault
cannot be initiated by the following unit types:

Suppressed units

Trucks, wagons

SPW’s

Units being transported

Artillery units (regardless of Weapon Class)
Units with a Movement Point Allowance of zero

These unit types must, however, defend when Close
Assaulted.

Note: The advanced rules describe the effects of
Close Assault on transport (13.0).

9.2.Close Assault Procedure

Close Assault is essentially three Rounds of combat
between adjacent units. The following procedure is
used each time the Close Assault Action is
performed. Assaults are resolved one at a time, and
the results are applied after each assault, before going
on to another assault.

A
B 4 il
!ImAE EuAiII- :ln.ﬁ..:{'
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In the German plaver's infaniry Segment, he decides (o move an
infantry wnil adjacent 1o the Soviel stack 1o reduce the Soviel T-34%
Fire £one to 1 hex, thus allowing German armor io move up withowi
suffering Upporiunity Fire from the Soviel armaor unil. The German
plaver announces his move, allowing the Soviel plaver an Opporianiiy
Fire uitempt. The Saviel player spends a Command 1o perform
Opportuniity Fire. A +2 modilication is applied 1o the Soviel unit’s
Adtack Strength, because the German’s hex contains 6 Steps of units;
a -1 modification is applied for Range: the net modification is 0
{node that Troop Quality does nol apply (o Opporiunity Fire
modifications). The Soviel plaver rolls a 0 and inflicis a Cobesion Hil
on the German infantry, The German unit enters the first hex, and the
German player announces thal the infantry unil will enter the nexi
hex. The soviei plaver decides (o roll for Opportanity Fire (to save
Commands) and Fails, The German anil has suceessfully moved
adjacent o ihe Soviet siack, reducing the T-34's Fire Zone to one hex.

1. Announce Assaulting Unit(s) and Target

To Close Assault, a unit must first either have a
Segment or be issued a command; then the assaulting
player announces which unit(s) is making the attack
and its intended target. The involved units must
begin the Action adjacent to one another. More than
one unit can Assault or be Assaulted if stacked (see
9.3 for further detail).

2. If Infantry or Engineer vs. Tanks, Make a
Troop Quality Die Roll

An engineer or infantry unit must first pass a Troop
Quality die roll before it can resolve Close Assault
against a hex containing any tank units. Tank units,
for purposes of this rule, are defined as D Class,
tracked vehicles. If successful, proceed to Step 3;
otherwise the Assault ends and the owner has wasted
an Action. Roll separately for each unit making such
a Troop Quality roll.

Note: A successful Troop Quality roll means that the
unit’s Attack Strength is increased by 1 for each
subsequent Round of the Assault.
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When the German player’s armor regimeni Segmeni arrives, he moves
his two tank wnits into the hex now occupied by his infantry wnit, The
Soviel player i5 unable 1o use Opportunity Fire, because ihe adjacent
non-Suppressed Cerman infantry unit reduces the Soviet onit's Fire
Fone 1o 1 hex,

[EHERIOH

——

The next chit drawn is the German Direct Command chit. The
German player decides to spend two Commands 1o have his iwo tank
units assault the Soviet stack. He leaves his infantry unit out of the
attack, The Soviel plaver rolls against the Troop Quality of each of his
units, but only succeeds with the infaniry unit. He has his chodee of
targels and decides o attack the Panzer 1¥-L. His Final Atiack
Strengih s 2 (4 Aitack Strengih; —3 for ihe Panzer's Defense Rating:
+1 for the 4 assaulling Steps). He rolls a &, which is a miss, so his
Opporiunity Fire is a failure. Assault Rounds are begun,

3. Defender Opportunity Fire

The defending player has the option of initiating
Opportunity Fire (8.0) with all, some, or none of his
units which occupy the target hex, if his unit(s) is
capable of it. To do so, the defender must either
spend a Command (if the defending unit is In
Command) or roll against his unit’s Troop Quality.
The Fire is resolved against the Assaulting unit
(defender’s choice if more than one) using the
procedure and modifiers in 8.0. Any unit in the hex
to be assaulted that has an Attack Strength and which
is not Suppressed is eligible to perform Opportunity
Fire against the Assaulting unit (Exception: mortar
units, 14.2).

B |
1

(8
-3

FIWL

e

In the German plaver s armor Segment, he has his Panger 1V-L unil
atiempl 1o move adjacent (o the Soviel T3/ 76, The Soviel player rolls
for Dpportunity Fire against his unit's Troop Quality and fails, so the
Gaerman successfully moves ad jacent.

_— =

The German playver then spends 3 Direci Command o have his undi
imitinte Close Assauli against the Soviet unit, The Soviel player has (he
apiion to initiaie Opporiuniiy Fire and does so by spending o
Command insiead of rolling sgainsi his wnils Troop Quality, The
Soviet determines his Final Attack Strength, which turms ool 1o be 2 (5
Aitack Sirength: -3 for the German's Delense Hating), The Soviel
player rolls a 0 and locates the resull on ihe Combat Resulis Table in
the Dual Purpose vs. Armored section for a Cohesion Hii againsi ihe
(erman unil.

Note: The defender’s Troop Quality result is used
for each subsequent round of Assault combat. Thus,
if the check was successful, the unit’s Attack Strength
is increased by +1 during each round, but not during
Opportunity Fire (there is no Troop Quality modifier
for Opportunity Fire).

4. Simultaneous Combat

If the Assaulting unit is Suppressed or destroyed by
the defender’s Opportunity Fire, the Assault is over;
otherwise simultaneous Assault Rounds begin. The
assaulting and defending units each resolve one
Direct Fire against each other using the procedure in
7.2 and the modifiers listed for the Close Assault on
the Combat Modifiers Summary. The Troop Quality
result obtained is used for this and all subsequent
Rounds of the assault (unless already determined in
Step 2 for assaulting infantry, or in Step 3 for
Opportunity Firing defenders). If two or more units
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are assaulting or defending, each unit fires separately.
Suppressed defending units may fire using a modifier
of -2, while the following units may not fire:

Units without a printed Attack Strength

e Artillery units incapable of direct fire (mortar
units)

¢ Truck and SPW units and their passengers

Damage is applied to affected units at the end of each
round.

Note: Since damage is applied at the end of a Round
it is possible for enemy fire to destroy one of your
units while you are still able to use it this Round.

5. Defender Retreat Option

Defending units that are not Suppressed or immobile
have the option to retreat, and units without a printed
Attack Strength and transported units must retreat
(see 9.4). When a unit retreats, it may trigger
Opportunity Fire from the Close Assaulting unit
(unless the Assaulting unit itself is Suppressed or
already eliminated). If the defender retreats, the
assaulting unit(s) must advance into the defender’s
hex (9.5).

Note: Retreat and Advance are forms of movement
for Opportunity Fire purposes, but do not cost
Movement Points. However, a unit cannot enter a
hex it could not enter through normal movement.

6. Repeat Steps 4 and 5 Twice More or Until
the Assault Ends

Close Assault combat is resolved in three Rounds
composed of Steps 4 and 5. Each round of combat is
resolved between the assaulting unit(s) and the
defender and his target until the Close Assault ends.
Assaults end for the following reasons:

e At the conclusion of the third Round of Steps 4
and 5

e FEither the assaulting or defending units are
eliminated

e All assaulting units are Suppressed
All defending units retreat

¢ The assaulting player decides to stop the assault

Note: Usually, the greater the number of units on
both sides in an assault, the more likely it will end at
the conclusion of the third Round, rather than by unit
elimination or retreat.

The German plaver decides 1o go on wilth ihe Close Assaull. Boih
players determine their Final Attack Strengths and roll for damage
againsl their opporent. The Gérman has a Final Attack Sireagth of 3
i6 Avtack Strength: — 1 for the Cobesbon Hit: —3 for the Soviel
eefense Raling; +1 for @ successful Troop Quality die roll), while the
Soviel still has a Final Attack Streagih of 3 (3 Alack Strengih: -3 for
erman Defense Rating: + 1 Tor a successfal Troop Quality die roll).
The German rolls a 5 (which bas no effect), and the Soviel player rolls
& 4 iwhich also has no elfect).

The Soviel plaver now has ihe option io reireal, and he decides io do
so. He announces his inteniion, sllowing the German player the
option o initiaie Opporiunity Fire, which be does by spending o
Command, The Ceerman unit’s Final Anack Strengih iz 2 (6 Allack
Sirengih: — 1 for (he Cohesion Hit: -3 for the Soviel Defense
Hating), The German player rolls a 7, Tor no effect, and ihe Soviet
player moves his wnll one hex away.

9.3.Stacking and Close Assault
HOW STACKS ASSAULT

All units in a hex can Close Assault the same hex at
once, or they can assault the same hex one after
another, or they can assault separate hexes
individually. To assault, units must be stacked
together and belong to the regiment whose Segment
is in progress, or a Command must be spent on each
unit during the owner’s Direct Command Segment.
Units occupying separate hexes cannot assault the
same hex simultaneously, but can assault one after
another. Regardless of the method, the Attack
Strengths of the assaulting units are never combined.
Each assaulting unit must attack a specific defending
unit. More than one assaulting unit may assault the
same defender or may assault different units, at the
assaulting player’s option. During each Round of
combat, the assaulting player has his choice of targets
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in the defending hex, and can change targets from
Round to Round as he sees fit. Assaulting units can
stop their assault separately if the owner desires, but
if the defender is eliminated or retreats, all assaulting
units must advance (unless already Suppressed or
destroyed).

HOW STACKS DEFEND WHEN ASSAULTED

Each wunit in the target hex can attempt one
Opportunity fire against one of the assaulting units
using the standard Opportunity Fire procedure in 8.2.
Each defending unit can Opportunity Fire against the
same assaulting unit, or against different units (if
being assaulted by a stack of units). Regardless of
target, the defender must announce his Opportunity
Fires before they are resolved (8.2).

After Opportunity Fire, the Assault is resolved in
rounds with all assaulting units and units in the target
hex attacking each Round. The units may attack the
same assaulting unit or separate units (if more than
one unit is assaulting) and targets may be changed
from Round to Round. All units in a hex always
defend, but their Defense Ratings are not added
together.

STACKING COMBAT MODIFIERS

The number of defending Steps in the hex is used to
determine the modifier, while the actual number of
Assaulting Steps is used. That is if the assaulting
units’ hex contains units that are not assaulting, the
units that are not assaulting do not count when
determining the number of Steps for the assault. It is
possible that the modifier will change each round as
units in one stack or the other are eliminate, retreat,
or call off the Assault.

Note: Stacking is particularly important for
defending armor units, since without being stacked
with infantry or engineers, they are vulnerable to
infantry Assault (combined Arms, 9.6)

9.4.Defender Retreat During Close Assault

During Step 5 of the Close assault procedure (9.2),
the defending player has the option of attempting to
retreat, if his unit has not been Suppressed and is not
an immobile artillery unit. To do so, he compares the
Movement Point Allowance of his unit to that of the

Since his wnit is Tuster, the Soviel plaver decides (o altempl (o reireal
anniher hex. His anit is still in the German unit's Fire Zone (1he
German Fire fone increased (o 3 hexes when the Soviel unil was no
longer adjacent). The German player determines his Final Anack
Strength to be 1, since there is now one intervening hex beiween the
two units. The German plaver rolls a 1 for a successfal attack that
yields a Suppression result on the Combai Resulis Table. The Soviel
player declines 1o exercise his oplion 1o attempi to converi the
Suppression (o a Cohesion Hit: thus, the T-34 is Suppressed.

A

The German plaver musi now occupy ihe Soviet anit's original
position and does 5o, The Soviel unit is nol allowed (o attempt
(pportunity Fire againsi the advancing German unii because the
Soviel unit has just retreated (Turthermore, (he Soviel unit is currently
Suppressed).

assaulting unit (the “fastest” if more than one). If the
defending unit’s Movement Point Allowance is
greater than the attacking unit’s, the defender can
retreat one or two hexes; if the defending unit’s
Movement Point Allowance is equal to or lower than
the attacking unit’s, the defender can retreat only on
hex. If a unit ceases its Assault (for whatever
reason), it is not considered when determining which
unit is the “fastest” among the assaulting units.

Note: A unit without a printed Attack Strength must
retreat when assaulted, unless unable to do so
because of Suppression. This includes truck and
SPW transport units and their passengers (13.2).
Furthermore, a unit with a Movement Point
Allowance of zero cannot retreat unless transported
by another unit (13.0).

The owner of the retreating unit determines the path
of retreat, but cannot enter a hex occupied by an
enemy unit or a hex containing terrain from which
the unit is prohibited (see Terrain Effects Chart).
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Retreat consumes no Movement Points.  This
retreating unit must attempt to retreat into a hex that
is not adjacent to any enemy units. If this is not
possible, the owner can choose which hex to enter. A
unit that is unable to retreat must remain in its hex
and fight Close Assault Rounds until the Assault
ends. When a stack retreats, the units can enter
different hexes or the same hex, as the owner sees fit.

A retreating unit that exits a hex in the Fire Zone of
an enemy unit may trigger Opportunity Fire. All
enemy units that have a Fire Zones in the hex can
attempt Opportunity fire against the retreating unit
before the unit retreats (possibly including the
Assaulting unit itself). As usual, the owner of the
firing units must announce his Opportunity Fires
first, and then either spend a Command for each unit
(if In Command) or roll against their Troop Quality.
Any resulting attacks are resolved before the
retreating unit actually retreats. A unit that retreats
two hexes can trigger Opportunity Fire each time it
attempts to exit a hex in the Fire Zone of an enemy
unit.

Note: If the retreating unit is Suppressed by
Opportunity Fire, it does not exit the hex.
Furthermore, all Opportunity Fires are resolved even
though a fire can Suppress the unit before other units

fire.
9.5.Attacker Advance After Assault

When all defending units in a hex retreat or are
destroyed, the assaulting unit(s) must advance into
the hex. However, assaulting units that were
Suppressed (or eliminated) cannot advance. A unit
cannot advance into a hex that it could not otherwise
enter during movement. If more than one unit
assaulted, all assaulting units must advance into the
vacated hex, even if some stopped their Assault
before others.

Advance After Combat does not cost Movement
Points, but may trigger Opportunity Fire if the
advancing unit exits a hex in the Fire Zone of an
enemy unit other than the one which retreated. A
unit which retreats cannot perform Opportunity Fire
against an advancing unit.

Note: An advancing unit can be prevented from
entering the vacated hex since enemy Opportunity
Fire is resolved before the unit advances.
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I the wnits in stack A were (o assaull unit W, onil W would get (o
perform Upportanity Fire against one of the assaulling units,
However, ihe faci thai 4 Sieps of uniis are assauliing will increase W's
Altack Sirength by 1. Then, during the Rounds of the Assauli, each
unit in A would get to atiack W, Again, W would gei to atiack only
one of the assaulting vnils per Round,

IT unit B were to assauli stack X, al! ihe units in X would get a chance
o Oppariunily Fire against B, Furthermore, during the Assauli
Rounds, B could attack only one unil in X, bat each unit in X get io
alinck B. However, B's Attack Strength would be inereased by +2,
since X contaims 6 Steps, During cach Round, B could attack a
different wnit in X,

IF the C stack of units were (o attack the ¥ stack, the units in ¥ conld
Opportunity Fire againsi ihe same unbi or separaie unlis in C, ai ihe
oplien of C's oowner. The Attack Strengths of the ¥ units would be
increased by + 1, since T consisis of 4 Sieps, During Rounds, the
Attack Strengths of each unit in C and Y would be increased by + 1,
sinee each side has 4 Steps stocked in 4 hex. During each Round, the
owner of each stack would have his choice of targets; he conld atack
each enemy unil, or use bolh his unils (o altack a single enemy umnil.

9.6.Close Assault Modifiers

Note: These modifiers apply to both assaulting and
defending units during rounds of a Close Assault.

A unit’s Final Attack Strength is adjusted for any of
the following modifiers that apply to that particular
Assault Round. All modifiers are combined to yield
one total modifier, which is then applied to the unit’s
printed Attack Strength to yield a Final Attack
Strength. Modified Attack Strengths of less than zero
are treated as zero; modified Attack Strengths of
greater than 8 are treated as 8. A unit’s Final Attack
Strength is determined each Round and is not
affected by adverse combat results during that
Round. Thus, if a unit suffered a Cohesion Hit in
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round 2, the Hit would have no effect on the unit’s
Final Attack Strength until Round 3.

Cohesion Hits
Concentrated Fire
Defense rating
Stacking

Terrain

Troop Quality
Combined Arms
Elevation
Suppression
Ferrying

Note:  See the combat Modifiers Summary to
determine how these modifiers are applied to Close
Assault.

10. The Concentrate
Fire Action

Most tactical games have unit facing of one sort or
another, and Panzer Command is no exception. The
orientation of small units is very important due to
their inability to cover large areas with their fields of
fire. In this game, the facing rule is unusual — you
assume a facing only if you decide to. This is done
using the Concentrate Fire action, which allows you
to increase a unit’s Attack Strength by reducing its
Fire zone to a single hex. This unusual facing rule is
designed to accommodate the time and distance
scales of the game, which are nearly long and large
enough to dispense with facing altogether — but not
quite.

10.1. Which Units can Concentrate Fire

The Concentrate Fire Action is used to increase a
unit’s Attack Strength when attacking the unit or
units in a specific hex. The Concentrate fire action is
not in itself a form of combat; rather, it is a form of
preparation that makes subsequent attacks more
effective.

Any unit with a printed Attack Strength can perform
this Action so long as it has a Line of Sight (6.0) to
the target hex and the hex is within the unit’s Fire
Zone (6.5). The hex need not be occupied by an
enemy unit in order to Concentrate Fire (in fact, the
hex could even contain a friendly unit).

The German Panger has lsunched an sssaull against @ Sovier T-H
wnii. The Soviel failed in his Opportunity Fire atiempi and sulfered a
Cohiesion Hit in the first Round of the assanlt. The German is
pascaibed. The Soviel player decides his best oplion is (o reireal, s
forcing the Cerman (o sdvance into his hex, This will then allow ihe
Soviel anti-iank unil io wse (pportanity Fire againsi the advancing
German unit. The Soviel unil is “Tasier” than the German wail and
retreats two hexes, The German gets two Opportunity Fire aflempis as
the Soviel unit leaves (15 hex and then again when |t leaves the nexl

one. Both of these atlempts Tail.

As seen In ihe preceding diagram, the German Paneer Is forced (o
advance into the hes vaeaied by the retreating Soviet T-34, The
German player announces he |8 doiag 30 1o allow the Soviel player the
option to attempl Opporiunity Fire with his antl-tank anit (the T-34
cannol Opportanity Fire because il has just retreated). The Soviel
player spends 8 Command io initiaie ihe aitack and deiermines his

Final Attack Strengih, which is 0 (5 Anack Streagth: -2 for Range:
-3 for Defense Rating). He then rolls 4, which is a miss; (he
CGerman unil sdvances imio the hex.
Note: In the Advanced Game, due to the Line of
sight requirement, artillery units cannot Concentrate
for Indirect Fire.

10.2. Concentration Procedure

A unit that can perform an Action, in its Segment or
by Command expenditure, can Concentrate its fire.
Place a Concentrated Fire marker on the
concentration hex and a second marker, with the
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same letter, on the unit that is concentrating its fire.
When using the Limited Intelligence rules (22.4), the
presence of concentrated Fire in a hex is recorded
secretly on a reduced copy of the map and not
revealed until the unit with the Concentrated attacks a
unit in that hex.

Note: Hidden Concentration is highly recommended
even for the introductory scenario.
Effects

10.3. Concentration and

Limitations

A unit can Concentrate Fire against only one hex at a
time. It is possible for more than one unit to have a
Concentration against the same hex, because each
unit Concentrates Fire separately.

A unit that has Concentrated its fire into a hex can
initiate combat only against units in that hex.
Furthermore, the unit loses its Fire Zone in every hex
but the one in which it has Concentrated.
Concentration has no effect on a unit’s ability to
defend itself. A unit’s Concentration ends for the
following reasons:

e The concentrating unit is attacked from a hex
other than the one into which it has Concentrated.
The Concentration is removed before the combat
is resolved. If attacked from a unit in the hex into
which it has Concentrated, the Concentration is
not removed.

¢ The unit becomes Suppressed.

The unit moves.

e The owner determines to cease the Concentration.
To cease Concentration, the owner must have a
Segment, even though it may not be for the
Regiment to which the Concentrated unit belongs.
Thus, you cannot voluntarily cease Concentration
during the enemy player’s Segment.

Both the German Panzer 1V-L and the Soviet T-34 have a 3-hex Fire
ZLone, while the Soviel infantry has a 1-hex Fire Zone,

e [f the unit has Concentrated against a hex to
which it is not adjacent, the Concentration is
immediately removed if an enemy unit moves
adjacent to the Concentration unit. This happens
because a unit’s Fire Zone is always reduced to
one hex range when a unsuppressed enemy unit is
adjacent to it (6.5).

10.4. Flank Fire

American tankers were aware that they could not
penetrate the front armor of the larger German tanks.
Their general tactics were to attempt to obtain flank
or rear shots from multiple units to defeat German
armor. If this could not be obtained, they would
attempt to aim at the turret as a last resort.
Eventually, the larger number and greater mobility of
the American tanks served to defeat the German
AFVs.

Two sequential Direct Fire actions against a single
unit that enter the enemy hex through two hexsides
qualify for Flank Fire. The second firing unit is
eligible for Flank Fire and receives the same +2
bonus as Concentrated Fire. If the unit eligible for
Flank Fire 1s Concentrated on the same hex, it does
not get both the Concentrated and Flank Fire bonus.
Either bonus can be applied, but not both. Multiple
Flank Fire bonuses can be applied as long as they are
sequential and all enter the defender’s hex from a
different hex from the initial firing unit.



In the example, though the two Allied units are
adjacent, their fire enters the defender’s hex through
two hexsides, and thus qualifies the second firing unit
for Flank Fire.

11. Combat Results and
Rally

The combat results in Panzer Command are
unusual since Step losses and eliminations are
difficult to achieve and very devastating. You will
probably be surprised at the number of Cohesion
Hits and Suppressions during combat. These results
reflect the fact that most damage inflicted on enemy
units is organization damage. A unit which is under
intense fire suffers effectiveness losses due to
disorganization, which is reflected in the game by the
use of Cohesion Hits. The loss of a few vehicles does
not affect the combat power of a unit significantly,
while disorganization does. For example, in one
remarkable battle the Germans inflicted 50 tank
losses on the Soviets, yet “eliminated” the entire
corps. Losing 50 tanks in an afternoon is an
extraordinary loss, but inflicting all the Cohesion
Hits on the other forces left the Soviet corps with no
choice but to retreat in poor order, or be destroyed.

Three Cohesion Hits will cause a unit to take a loss.
This represents accumulated disorganization and
losses finally mounting to the point of partial
destruction of the unit. Historically in such cases,
many soldiers would simply drift to the rear, abandon

Panzer Command-Rules
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The German player receives 3 Segment for his armor regiment and has
his Panzer IV-1. Concentrate Fire againsl the infantry. The
Concentrate Fire markers are placed, and the Panzer I1V-L now has a
Fire Zone only into (he hex occupied by the infantry unit.

The German plaver spends one Direct Command 10 have the Panzer
IV-L attack the infantry. The Concentration increases the German
unit’s Anack Strengih by 1, vielding a Final Atiack Sirength of 7 (6
Attack Strength; +1 Tor Concentration; —1 for Range; the German
player misses his roll for Troop Quality). He rolls 8 3, which results in
o Suppression againsi ihe infantry unii, The Suppression marker is
pluced beneath the Conceniration marker for convenlence,

e

The Soviel player picks his armor unit’s Regiment Actlon chit and
considers his iwo options for atlempling 1o remove the Panzer 1V-L'
Concentration. First, be could simply attack from his current hex or,
second, he could move inte & hex sdjscent o the German unit. He
decides 10 move as shown, immediately reducing the German unit's
Fire Zone to sdjscent heves only, thereby causing the immediate
removal of the Concentration because the German unil canmot
Concentrate into & hex beyond ils Fire Lone.
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their vehicles, or stop fighting to consider self-
preservation first.

Suppression shows that units will often take cover to
avoid losses. You can use a Troop Quality die roll
for your unit to allow it to continue “regardless of
cost” by taking a Cohesion Hit instead of being
Suppressed. The war is full of examples of quality
troops pressing on to the objective regardless of
enemy fire and their own losses.

In the game, when a unit suffers a Step Loss, it has
lost approximately 25 percent of its vehicles/soldiers.
When completely eliminated, the unit has suffered
between 50 an 75 percent losses, with may
vehicles/soldiers getting away.  Such units are
“eliminated” in game terms, as they were in
historical terms, but historically they could be
reorganized over time (usually during the first few
days following the battle, if not scattered too far).

The combat results in Panzer Command are meant
to show that a division sized unit has tremendous
resilience. It takes a great deal of time and effort to
destroy the company sized components of such a unit.
In the game, you will find the effectiveness of your
units being whittled away due to Cohesion hits and
Suppressions. When you start suffering Step Losses,
you should really get a feeling of loss. This system
shows the necessity of preserving your units and
pulling them out of the line to conserve their strength
and reorganize. Yet, it also shows the importance of
pressing an attack, regardless of losses, to further
your objectives.

11.1. Combat Results

The Combat Results table is used to determine the
damage inflicted on the defender in a successful
attack. To determine damage, cross-reference the
attacker’s die roll and Weapon Class with the
defender’s Target Class. The results are:

1 The defending units suffer a Step Loss. If the unit
contains two Steps, flip the unit over to its reduced
Strength side. If the unit contains only one Step, it
is eliminated. A unit that suffers a Step Loss uses
the values on the reduced Strength side of its
counter for all game functions. Any Suppression
or Cohesion Hits the unit had before the Step Loss
remain with the unit.

E The defending unit is eliminated.

C The defending unit suffers a Cohesion Hit. Each
unit can take a maximum of two Cohesion Hits,
represented by the two sides of the marker, before
the unit suffers a Step Loss. The third Cohesion
Hit a unit suffers causes the unit to lose a Step.
The Attack Strength of a unit is reduced by 1 for
each Cohesion Hit it ahs suffered. Cohesion Hits
have no other effect, and remain with the unit until
it rallies (11.2), even if the unit later suffers a Step
Loss.

S The defending unit is Suppressed. Place a
Suppression marker on the unit unless it is already
Suppressed, in which case the unit suffers a
Cohesion Hit instead. If the unit already has 2
Cohesion Hits, the unit suffers a Step Loss. You
have the option of attempting to take a Cohesion
Hit instead of being Suppressed and must make
the decision the instant the Suppression result
occurs. To do so, you must make an immediate
roll against the Troop Quality of the Suppressed
unit. If you roll less than or equal to the unit’s
Troop Quality, it takes a Cohesion Hit instead; if
greater, it is Suppressed. You can attempt to take
a Cohesion Hit instead of a Suppression even if
the Cohesion Hit will cause your unit to suffer a
Step Loss. A Suppressed unit cannot perform any
Action other than Rally (11.2). However, a
Suppressed unit must defend when Close
Assaulted (with an Attack Strength reduction of -2
and no Opportunity Fire; 9.2).

Note: The ability to take a Cohesion Hit instead
of being Suppressed is very important since a
Suppressed unit has no Fire Zone. Thus, it is a
good tactic to Suppress an enemy target which is
in your way and then bypass it once its Fore Zone
is gone.

S? The defending unit may be Suppressed. The
owner of the unit rolls one die and compares the
result to the unit’s Troop Quality Rating. If the
result is greater than the Rating, the unit is
Suppressed. If equal to or less than the Rating,
the unit is not Suppressed. If a unit is Suppressed
in this way, the result is treated exactly as the S
result above. Thus, a unit which fails a S? Troop
Quality roll could then make a second Troop
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Quality roll to take a Cohesion Hit instead of a
Suppression.

11.2. The Rally Action
RALLY PROCEDURE

A unit must perform the Rally Action in order to
remove a Suppression or a Cohesion Hit. A unit is
never required to Rally.  Cohesion Hits and
Suppression remain on a unit until the unit has
Rallied. To Rally, the owner of the unit rolls one die
and compares the result to the unit’s Troop Quality
Rating. If the result is equal to or less than the
Rating, the unit Rallies (remove the Suppression or
Cohesion Hit); if greater than the Rating, the Rally
attempt fails.

A unit can be Suppressed and have up to 2 Cohesion
Hits simultaneously. = Each Cohesion Hit and
Suppression requires a separate successful Rally to be
removed (beginning with the Suppression).

COHESION HIT EFFECTS

A unit with a Cohesion Hit can perform any Action
as usual, but its Attack Strength is reduced by 1 for
each Cohesion Hit it has suffered. A unit cannot
attempt to Rally from a Cohesion Hit if it is
Suppressed or occupies a hex in the Fire Zone of an
enemy unit.

SUPPRESSION RESULTS

A Suppressed unit can only perform the Rally Action
until it successfully Rallies. A unit can Rally from
Suppression in an enemy Fire Zone.  While
Suppressed, a unit suffers a -2 modifier when
defending in Close Assault rounds (9.2).

12. Introductory Scenario

The Battle for Point 161 is included at this point in
the published rules.

ADVANCED RULES
13. Transport

The map in Panzer Command depicts one small
section of the forward edge of an extended front of

almost 1000 miles front the Arctic Circle to the
Black Sea. There are no rear areas on the map — it is
all subject to long range artillery fire and enemy
occupation. This brings us to the unusual transport
rule in this game. Unlike most other tactical games,
when a unit being transported by a truck dismounts,
the truck is removed from the game. This reflects the
fact that trucks do not stay at the front line once they
have off-loaded their passengers. The trucks either
drive completely away from the forward edge of
battle or take cover. Transport units take cover if
transporting artillery for the simple reason that the
artillery cannot move at all without them. However,
for leg infantry the trucks off-load and withdraw
completely.

The Panzer Command transport system reflects this
off-loading doctrine and thereby avoids two highly
objectionable uses to which transport units are
subject in other games. Namely, that of being used
as roadblocks and for lightning fast exploitation. In
many games, trucks remain on the map once they off-
load their passengers and can then be used as
roadblocks to impede enemy movement. The best
tactic for an empty truck is to drive it as close as
possible to the enemy line and then sit on the nearest
road junction. Another highly unrealistic use of
transport is to remount passengers once a local
advantage has been achieved and then drive through
enemy lines to enlarge the breakthrough. This simply
did not occur because the trucks did not remain in
the front lines once they dismounted their passengers.

There are numerous accounts of both sides using
tanks to carry infantry into battle. The Soviets
especially used this tactic since they were so low on
trucks and other transport (the US sent them
thousands upon thousands of Dodge trucks through
lend-lease). I have included a system to allow armor
units to transport infantry. Such transport does allow
for the exploitation of a breakthrough without resort
to the unrealistic use of trucks.

13.1. Transport General Rule

There are three types of transport units: trucks and
wagons; armor units; and German SPW’s. Each
transport type can carry only certain units, as shown
in diagrams 13.2 a,b and 13.3.
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There are two Actions associated with transport:
Mount and Dismount.  Before a unit can be
transported, it must Mount its transport unit (unless it
begins the game already mounted), and likewise must
Dismount to move separately again.

The transported unit is always placed under the
transporting unit. While being transported, the unit
moves with the transporting unit using the transport’s
Movement Point Allowance and terrain costs. If
attacked, the Defense Rating and Target Class
depend on the type of transport used (as outlined in
13.2 and 13.3), but basically the transported unit is
more vulnerable to enemy fire. The transported unit
is not counted for stacking purposes when
determining the number of Steps occupying a hex
during movement. During combat, the number of
transported Steps does not count except for tank
transport (13.3).

Trucks and SPW’s appear on the map only when
actually transporting a unit. When the unit
Dismounts, the truck or SPW is removed from play
(see 13.2 for more details). Armor units can transport
infantry and engineers and remain on the map after
dismounting (see 13.3 for more details).

13.2. Trucks and SPW’s
TRUCKS

Truck and wagon markers are generic and can be
used by either side, when assigned by the scenario.
Truck units belong to no regiment and may perform
Actions only when the unit they are transporting is
eligible. However, trucks use the Troop Quality
Rating of the owner’s Division HQ. Trucks appear
on the map only when transporting a unit and may
transport only Leg infantry and Immobile artillery
units.

Mount. Leg infantry units which are assigned trucks
at the start of a scenario must begin the game
mounted, otherwise the truck unit is lost. The unit
remains mounted until it dismounts (either
voluntarily or involuntarily), at which time the truck
is permanently removed from play.

Immobile artillery units can always mount and
remount a truck, as long as they begin the scenario
with a truck assigned to the unit. This can occur
during a Segment by using the Mount Action.

Immobile artillery units assigned SPWs or tractors
place the transport under the artillery when
dismounted to indicate they were assigned SPWs or
tractors.  Artillery units can always mount and
remount an SPW or tractor, as long as they begin the
scenario with an SPW or tractor assigned to the unit.
Though it notionally remains on the board, the
transport unit follows the rules for SPWs.

Transport. Transported units cannot attack and lose
their Fire Zone until they dismount. Once mounted,
the unit and truck move together as one using the
Movement Point Allowance and terrain costs of the
truck. The truck can perform an Action only when
the transported unit receives a Segment or Command.

Combat. A mounted unit cannot initiate combat, has
no Fire Zone, and is nothing more than a passenger.
When attacked, the units defend as an unarmored unit
with the Defense Rating of the truck, which is +2.
The results of a successful attack are listed below,
under “Combat Results Against Trucks and SPW’s”.
The Attack and Opportunity Fire Actions are
resolved normally when attacking the truck, but
Close Assault is modified. A transported unit has no
Fire Zone and thus cannot perform Opportunity Fire
against the assaulting unit. Furthermore, it cannot
engage in combat each Round of the Assault. The
truck and passenger must attempt to retreat and may
suffer possible Opportunity Fire from the assaulting
unit when they leave its Fire Zone. As usual, if
Suppressed, retreat is impossible.

Note:  Passenger units are ignored for stacking
purposes and each truck counts as a single Step unit,
although it can transport a 2-Step unit.

Dismount. A truck can move up to half its
Movement Point Allowance and then Dismount its
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passenger.  The passenger cannot move after
Dismounting.  The passenger can be placed in
column or not, at the owners discretion. To
Dismount, remove the truck from the map. A unit
can Dismount in any hex, regardless of terrain or the
presence of enemy Fire Zones. Dismounting is not
considered Movement for purposes of Opportunity
Fire. Involuntary dismount occurs when the truck is
Suppressed, in which case it is removed from the
map and the passenger is Suppressed in that hex. A
removed truck can return to play if its passenger is an
immobile artillery unit. When it does so, it returns
without Cohesion Hits or Suppression results (i.e.,
simply place it on top of the unit again). A truck
carrying Leg infantry is permanently removed when
dismount occurs.

Note: The passenger unit retains its Cohesion Hits
when it dismounts.

SPW’S

The German player has several armored personnel
carriers with which to transport artillery, mechanized
infantry and mechanized engineer units (only).

Diagram 13.2.b

Each full-strength mech infantry or armored engineer
is assigned an SPW at the beginning of the game.
(Some scenarios may assign SPWs or tractors to
certain artillery units or half strength mechanized
units.) This unit is assumed to be in the hex with its
unit at all times. So long as the infantry or engineer
is at full-strength, it can mount, dismount, or remount
the SPW in any hex using the appropriate Action.
SPW’s are not permanently removed when
dismounting occurs. When the unit loses a step or
moves into or across prohibited tracked vehicle hexes
or hexsides, it also permanently loses its SPW unit,
regardless of when and how the Step loss occurs.
Subsequently the unit can be transported only by an

armor unit (see 13.3).

Note: A full-strength mech infantry or mech
engineer unit has a higher Attack Strength than
regular infantry and engineer units due to the
machineguns of the SPW’s being factored into their
strength. When they suffer a Step Loss, the SPW’s
are assumed to have been destroyed.

SPW’s behave like trucks with the above exceptions
and the fact that they are tracked, armored units and
use the Troop Quality of the regiment to which they
belong.

COMBAT RESULTS AGAINST TRUCKS AND
SPW’S

Step Loss or Elimination. The transport unit is
eliminated, and so is its passenger.

Suppression. You have the option of attempting to
take a Cohesion Hit instead of a Suppression by
rolling against the Troop Quality Rating of the
transport unit. When Suppressed, the transport unit is
immediately removed from play and its passenger is
Suppressed in that hex. This is called involuntary
dismount.

Note: The S? result is resolved using the Troop
Quality of the transport unit (which is that of the
Division HQ for trucks).

Cohesion Hit. The transport unit suffers a Cohesion
Hit and so does its passenger. When the transport
unit suffers its third Cohesion Hit, it is eliminated, as
is its passenger. When dismounted, the passenger
retains its Cohesion Hits while the truck is removed
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from the map and retains no cohesion hits.

13.3. Tank Transport

Each tracked non-SPW armor unit Step can transport
one infantry or engineer Step. The units can belong
to the same or different regiments.
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Mount. Mounting and Dismounting are performed
when the units occupy the same hex and the unit to
be transported receives a Segment or Command. A
unit can mount or dismount more than once, unlike
trucks where dismounting causes permanent removal
of the truck if the unit is non-artillery.

Transport. While mounted, the number of Steps in
the passenger unit is ignored for movement stacking
purposes. While being transported, the units move at
the rate of the armor unit.

Attacking. An armor unit retains its Fire Zone while
transporting another unit and can initiate combat of
any type. The transported unit has no Fire Zone and
can only defend. The transporting unit can engage in
all types of combat normally, but the passenger
cannot attack at all. If the armor unit initiates a Close
Assault, the passenger unit can immediately dismount
at no cost. If it dismounts, it cannot participate in
that Close Assault. If it does not dismount, it
participates in the Assault, but adds nothing to the
strength of the assaulting armor unit, cannot attack by
itself and can be attacked by the defender.

Defending. When you attack armor transport, the
passenger unit and transport unit are attacked
separately (unlike trucks and SPW’s). Thus, the
combat allows a single attacking unit to attack two
targets in a single Action. When resolving the attack,
determine the combat modifiers separately for the
tank and passenger units and resolve the attack
against the passenger first.

The passenger unit is considered to always occupy a
clear terrain hex while being transported. Any
successful attack against the passenger causes it to
involuntarily dismount. On a S? result, dismount
occurs if the unit fails its Troop Quality roll.

When the tank transport is attacked, the usual
modifiers for terrain and other factors are included.
However, the transported Steps count toward
stacking. Any successful attack against the armor
unit causes the immediate and involuntary dismount
of the passenger unit. Dismount occurs at the
conclusion of a successful attack and at the end of the
Round during Close Assault.

Note: Transported Steps do count toward stacking
when combat is resolved (for both transport and

3z
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I the Saviet player's infantry Segmeni, one of his infaniry units is
stacked with an armor unit, and he uses an Action to have the
infaniry Mouni the armor. The infantry unii is placed beneath the
armor unil to indicale its passenger status.

When the Soviet's armor regiment chit is drawn, he has the T-34
move, carrying the passenger infantry unit. The T-34 moves adjacent
io & German infantry unit. The Soviel passenger could dismount, since
the T-34 has spent bess than half its Movement Point Allowance, but
the Soviel plaver leaves the infantry mounied.

passenger). This is an important difference between
tanks and other means of transport.

When defending against a Close Assault (9.0), only
the armor unit can perform Opportunity Fire (8.0)
against the attacking unit. Then the first
simultaneous combat is resolved. At the conclusion
of this combat, the two units have the option to
retreat together, remaining mounted. If this option is
not taken, the passenger automatically and
involuntarily dismounts. As soon as it dismounts, the
unit regains its Fire Zone (unless Suppressed) and
can engage in combat in the subsequent rounds of
the Assault.
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Note:  When assaulted by enemy infantry or
engineers, there is no +2 modifier for the attacker,
since the tank is “stacked” with friendly infantry or
engineers.

Dismount. An armor unit can move up to half its
Movement Point Allowance (rounded down) and
then dismount its passenger. Neither unit can
continue to move after the dismount. Dismounting
can occur in any terrain type and is not considered
movement for  Opportunity  Fire  purposes.
Involuntary Dismount occurs whenever a successful
attack is made against either unit.

RESULTS

Armor transport and passenger are attacked
separately, unlike truck and SPW transport. Any
successful attack against either unit causes the
immediate, involuntary dismounting of the passenger
at the conclusion of the combat.

13.4. Supply

When under Supply Shortage Effects, any time a Unit
rolls a 9 for Fire Combat (not Assault), place Low
Ammo marker (-1 Fire Value). If the Unit already has
a Low Ammo marker, disregard. The individual
scenarios will specify the conditions regarding the
supply availability of both sides.

14. Artillery

Artillery is often called the Queen of the Battlefield —
and for good reason. During World War I,
approximately 45 percent of all battlefield casualties
were caused by field artillery, compared with less
than 5 percent caused by tanks. These casualties
came mainly form infantry, who are especially
vulnerable, and form other “soft” targets, such as
field artillery and truck convoys.

Many tactical games play down the role of artillery
for fear that the players will not have a good time
when they see their columns decimated by long range
artillery fire. In Panzer Command, artillery is
given its proper place. You will find that a few
powerful batteries of artillery will cause your
opponent to dismount early and at a good distance to
avoid being caught by fire while being transported.
Enemy artillery fire will probably cause a great deal
of damage, as it should, unless silenced by your own

The Savier player spends & Direct Command 10 inlliste sn Assaull
uing his armor wnil. He has the oplion to dismouni his passenger
imluairy, but decides not 16. The German player rolls againsd his uniis
Treop (uality and succeeds. He aitacks both ihe Saviel srmor and
infastry waits. His Final Atack Strengih agains ibe armor unil is 4 (6
Antack Streagth: + | for stacking: -3 for Defense Raiing) and 7
agubasl (he inlaniry enil (6 Altsck Streagih; + | lor siscking). He roll
srparaicly for each afisck and misses against the srmor, while
inficting & Passible Suppression against ihe infaniry, The Soviel
player rolls to aveld the Suppression and succeeds, Assaill Rounds
ihen begln. The German again aitacks ench unli, while ihe Soviel
armar anii (only) aitacks the German. During the frsi Round, the
Ceerman undi takes o Cohesion Hii, and ihe Sovieis are unallecied; the
Geerman player decides nol (o retrest.
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During the sevond Rownd, the (erman sgsin misees (he infanir, bul
il @ Cobedon Hil on the armor, which couses the immediale
dismounting of the infaniry. The Soviel atisck Tails, The (crman
decides to retreal and both Soviel wnits gitempl Opporiunity Fire
throagh Troop Quality rolls, The T-34 sucoeeds and ihe aliack inflicts
o second Cohesion Hit, Then both Soviel units sdvance into the hes
{even ihaough ihe infaniry was forced to dismouni, il musi advance).

artillery or airpower.

Artillery capable of indirect fire is extremely
versatile. It can fire directly or attack targets it
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cannot see by having other units “spot” for the
battery. When attacking non-armored targets, the
artillery will be at its best, but it can cause
considerable damage among armor units by
Suppressing them and causing Cohesion Hits. The
following artillery rules are fairly involved, but are
simple in concept. A clear understanding of them is
essential to the proper use of these potent weapons.

14.1. Artillery Types

There are three basic types of artillery units: guns;
howitzers; and mortars. These weapons are
identified as the D, H, and Hm Weapon Class units
in the game. Artillery units with a Movement Point
Allowance of zero are immobile and can move only
if transported (13.0). Units with a Movement Point
Allowance greater than zero are self-propelled
artillery and can move without being transported.

14.2. Direct Fire Procedure

Artillery units, except mortars, can perform Direct
Fire (7.0). In order to engage in Direct Fire, the unit
must have a Line of Sight to an enemy unit in its Fire
Zone. An artillery unit using Direct Fire can
Concentrate its fire (10.0) and perform Opportunity
Fire (8.0), but cannot initiate Close Assault (9.0). If
Close Assaulted, the unit can perform Opportunity
Fire as usual and can attack in each round (mortars
cannot Opportunity Fire or Concentrate Fire since
they are Indirect Fire weapons only).

FIRE ZONES

The range value printed on D Weapon Class artillery
units is used as the unit’s Fire Zone, as usual.
However, H Class weapons have a Fire Zone of 3

instead of the range printed on their counters
(which is used in Indirect Fire). Hm Class units are
mortars, which have no Fire Zone at all and use only
Indirect Fire.

PROCEDURE

The procedure and modifiers in 7.2 is used to resolve
Direct Fire between a D or H Class artillery unit and
its target. When a successful attack is made, the die
result is located on the Combat Results Table in the
Direct Fire High Explosive row for H Class units or
the Dual Purpose row for D Class units. Damage is
applied as usual (11.1 and 13.0, if transport).

14.3. Indirect Fire Procedure

Indirect Fire is a form of combat which can be used
only by H and Hm Class artillery units which are not
adjacent to un-Suppressed enemy units. The Indirect
Fire Action can be used only when the artillery unit
has a Segment or Command — it can never be used as
Opportunity Fire or Close Assault. A unit cannot
Concentrate Indirect Fire.

To engage in Indirect Fire (14.4), the attacking H or
Hm Class artillery unit must be able to Spot its
target. A unit can attempt to Spot its target only if it
has a clear Line of Sight to the unit. If the LOS is
blocked, another friendly unit with a LOS to the
target can Spot for the artillery unit. If both the
attacking unit and another friendly unit have a clear
LOS to the target, the owner has his choice as to
which will Spot for the attack. However, only one
unit can Spot and, if the attempt is unsuccessful, the
Indirect Fire Action has bee wasted (i.e., you cannot
roll again for the other unit).

In order for another unit to spot for the artillery unit it
must first achieve Radio Contact with the artillery
unit by using the Radio Contact Table. Locate the
Troop Quality of the Spotting unit under the
appropriate nationality column and roll a die. If radio
contact is made, the unit can attempt to spot for that
artillery unit.
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Spotting is not an Action. A unit can attempt to Spot
for any number of units during the same turn at no
cost in Actions, Movement Points, or anything else.
However, for each attempted Indirect Fire, only one
Spotting attempt can be made. Further more, each
time a unit engages in Indirect Fire, a new Spotting
attempt must be made. The attack can then be made
if the Spotting attempt is successful and the target
unit is within the range of the attacking artillery unit,
as printed on the counter. Suppressed units cannot
Spot.

Note: An H or Hm class unit can attack any enemy
unit within its Range that it has successfully Spotted,
even one that is adjacent. The Range printed on the
unit is not the unit’s Fire Zone, and is only used for
Indirect Fire.

INDIRECT FIRE PROCEDURE

1. Spot. First the player must determine if his attack
has successfully landed in the target hex by using the
Spotting procedure:

e Radio Contact. The player attempting Indirect
Fire must first commit his artillery unit to the
Action and then attempt to establish radio contact
between his Spotting and artillery units. He rolls
a die and locates the result using the Troop
Quality of the Spotting unit on the Radio contact
Table. If the Contact attempt fails, the artillery
unit’s Action is wasted.

Note: A unit using Indirect Fire which has a LOS
to the target hex need not use another unit to
spot; thus, no radio contact roll is made.

e Range. Determine the range between the
Spotting unit and the target unit by counting the
number of hexes from the Spotter (exclusive) to
the target (inclusive).

e Spotting Table. Locate the range on the
Spotting Table and roll one die; if the result is an
S, the target is Spotted; otherwise, it is not. If the
Spotting attempt is successful, the attacking
artillery unit’s Attack Strength is determined and
the combat is resolved. If unsuccessful, the
attacking artillery unit has wasted its Indirect Fire
on an ineffective attack, and no result is achieved
against the target.

g 2
lilﬁ
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Im ihe Soviei ariillery Segment, the Soviel player atiscks a German
mechanized infaniry unit within the 25-hex range of 8 Soviei 152mm
battery. The Soviel T-T0 near the German unli atiempis (o Spot for
the atiack. The T-70's Troop Quality is 4; referring (o the Radis
Contaci Table, ihe Soviel player rolls 8 6, which resulis in no coniaci.
His ariillery unil has wasied an Action. During his [Mrect Command
segmenl, luler in the furn, (he Soviel plaver ides again, This time he
rolls & 3 and radbo contact s made. He then makes & Spotling atiempl
wiih the T-70. The Range is 3 hexes; relerring (o ibhe Spotting Vable,
the Soviei plaver rolls a 9, so again the Soviel player has wasied an
Action for his ariillery unii. Afier ihis failore, ihe Soviel player
spends @ Direct Command (o have his T-T0 move adjacent io the
Cerman unii.
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Intevening
Hexes
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During the lollowing turn, the Soviel player atiempis 1o attack the
Ceerman unil again. This lime the radio contact is sucorssful, and he
rolls for Spatling. The range is only 1 hex mow, so any roll other than
2 9 is sucoesaful, and be rolls 8 3. The anillery anit stiscks the
Czerman with a Final Attack Strength of 5 (5 Ansck Strengih: +1 for
a successful Troap Quality roll, -1 far the Improved Position). He
rolls a 0 snd refers (0 the Combat Resulis Table, where Indirect Fire
v, Unarmored Targei resulis in a Siep Loss for ihe German unil.

2. Attack. If Spotting is successful, determine the
modified Attack Strength of the artillery unit and roll
one die. If the result is equal to or less than the
modified Strength, the attack is successful; if higher,
it fails.
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3. Damage. If the attack is successful, cross-
reference the die result with the attacking unit’s
Weapon Class and defender’s Target Class on the
CRT and apply the result.

Historical Note: Research show that typical German Artillery
battalion target zone was about 300m x 200m. For the British, a
battalion barrage zone was 400 - 520 yards and a battalion
concentration was about 300 yards x 300 yards. So essentially
the fire zones for a battalion of indirect fires, which most of the
artillery units are, is a hex.

Barrage Markers: Any Indirect Fire of 4H or
greater gets a Barrage marker on the target hex,
unless the die roll is nine.

e Any Unit in a hex with a barrage marker has its
Fire Range reduced to one hex.

e A Unit in a hex with a barrage marker suffers a
minus two modifier to its Fire and Assault
Ratings.

e A Unit under a barrage marker has its Troop
Quality Rating reduced by two.

Any Unit moving out of a hex with a barrage marker
pays an extra two movement points to do so, takes a
Cohesion Hit, and must pass a Troop Quality Check
before it can move. (If it fails the Troop Quality
Check, it must stay in the hex but still takes the
Cohesion Hit).

You may fire on an empty hex just to place a barrage
marker there. Any die roll other than 9 will place the
marker.

All barrage markers are removed from the map at the
end of the turn.

INDIRECT FIRE AGAINST STACKED UNITS

When Indirect Fire successfully lands in a hex
containing more than one enemy unit, the unit that
actually suffers damage is determined at random.
The other units in the hex are unaffected by the fire if
the target suffers a miss. Otherwise, all Units stacked
in the same hex as a Unit that suffers the damage
from an Indirect HE (not a Mortar Unit) attack suffer
an “S?” result.

When the hex contains a transport unit and passenger,
the two are treated as one unit when determining if
they are hit by the Indirect Fire.

14.4. The Counter-Battery Fire Action

An artillery unit capable of Indirect Fire can
attempt to attack an enemy artillery unit capable of
Indirect fire by using Indirect Fire, even though
unable to Spot the enemy unit. To do so, the enemy
unit must be within Range and have performed at
least one Indirect Fire attack from the hex it currently
occupies in order to be Spotted. If it has fired
Indirect Fire only once from its present location, it is
Spotted on a die roll of 0. If it has fired twice, it is
Spotted on a die roll o f O or 1, and so forth up to a
maximum of 0 through 3. A Spotting Roll of 4 or
more is always a failure, regardless of the number of
times the target unit has performed Indirect Fire from
the same hex. The enemy unit must make a new
Spotting attempt each and every time the unit is
attacked and can make only one attempt per attacking
unit. This procedure can be used even though other
potential Spotting units have a Line of Sight to the
intended target. If the Spotting attempt is successful,
the artillery unit makes its Indirect Fire attack
normally (14.4). If unsuccessful, it has wasted its
Action.

Note: The number of times an artillery unit has fired
from the same hex must be kept track of on a separate
sheet of paper. When using the limited intelligence
rules, the terrain occupied by the unit to be Spotted
has no effect on the Counter-Battery Fire Spotting
attempts.

14.5. Off-Map Artillery

Artillery units capable of Indirect Fire can do so even
though they are not on the map. To do so the owner
must use a unit on the map to Spot for the off-map
unit. If the Spotting attempt is successful, the
artillery unit can attack. Range for the attacking
artillery unit is determined by counting from one hex
along the owner’s map edge, as chosen by the owner
the first time the unit fires. Thereafter, that unit must
always count range from that first hex.

An off-map artillery unit can be attacked by enemy
artillery units using a modified form of Counter-
Battery Fire. In order to be attacked, the off-map unit
must have already made at least one Indirect Fire
attack from off-map. His opponent can then attempt
to attack the unit. This off-map unit is considered to
occupy clear terrain. Range is determined by
counting hexes to the first imaginary hex off-map
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adjacent to the hex the off-map unit is firing from.
The Spotting procedure is altered and depends on the
number of times the off-map unit has performed
Indirect Fire. If it has fired Indirect Fire only once,
his opponent must roll a 0 to successfully Spot the
unit. If it has fired twice, a 0 or 1 is a successful
Spotting attempt, and so forth up to a maximum of 0
through 3. A Spotting Roll of 4 or more is always a
failure regardless of the number of times the off-map
unit has performed Indirect Fire. The enemy unit
must make a new Spotting attempt each and every
time the off-map unit is attacked.

Note: The number of turns an artillery unit has fired
from off- map must be noted on a separate piece of

paper.
OTHER ACTIONS FOR OFF-MAP UNITS

Off-map artillery units can use the Improve Position,
Entrench, Mount, Dismount, and Move Actions, even
though they do not enter the map. These Actions are
performed as though the units are on-map, except,
when moving, the unit can change its hex to another
one adjacent to the same map edge. This allows the
unit to remain off-map, but change the hex in which
it is considered to be located for purposed of enemy
Counter-Battery Fire and for tracing range. The new
hex can be a maximum of only 4 hexes from the
previous hex it occupied.

14.6. Pre-Plotted Barrages

In some scenarios, one side (and sometimes both) is
allowed to pre-plot target hexes for their artillery
units capable of Indirect Fire (i.e. H and Hm Class
units). Each unit can have up to three pre-plotted
target hexes listed for it on the owner’s Artillery
Record. A hex that is pre-plotted by a unit is always
successfully Spotted by the unit. That is, when
making an Indirect Fire attack against a unit in a
plotted hex, no Spotting roll is made; the artillery
simply attacks the unit in the target hex.

A hex remains plotted for the duration of the scenario
as long as the artillery unit remains on its starting
hex. If it moves, its pre-plotted hexes are
permanently lost. Additional hexes cannot be added
during the scenario, nor can hexes be replaced by
other hexes.

The Final Attack Strength of an artillery unit firing
Indirect Fire is adjusted for any of the following
modifiers which apply to that particular attack. All
modifiers are combined to yield one total modifier,
which is the applied to the attacking unit’s printed
Attack Strength to yield a Final Attack Strength.
Modified Attack Strengths of less than zero are
treated as zero, and those greater than 8 are treated as
8.

® Cohesion Hits

® Defense rating

e Stacking Terrain

e Troop Quality

Note:  See the Combat Modifiers Summary to

determine how these modifiers are applied to Indirect
Fire.

14.7. Soviet Katyusha Unit

The Soviets have a single rocket-firing Katyusha
unit, which is treated like a normal Hm unit except
that it is truck mounted and can fire only 3 times.
After its third attack, remove the unit from the game.
It is not considered eliminated. Additional Soviet
units may also have limited fires.

14.8. Rubble

City and Fortified hexes may be reduced to Rubble.
If an artillery (H — orange, yellow) attack rolls a “0”
when attacking a City or Fortified hex, place a
Rubble counter on that hex.

Any Road in a Rubble hex no longer exists. A Rubble
hex adds one to the defensive terrain value of the hex.
The cost to enter a rubbled hex is increased by +2 for
a tracked vehicle in column, by +4 for a wheeled
vehicle in column, and by +1 for leg units.

Engineers may clear Rubble by being in the Rubble
hex, performing an Engineer action and passing a
Troop Quality Check. Construction Markers can be
used to indicate an unsuccessful attempt. The
Construction Marker increases the Troop Quality
check by +1 for each successive attempt.
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15. Reinforcements

Reinforcements arriving on the field often spell the
difference between victory and defeat. On the
Eastern font, mobile forces were often kept off the
front lines as a mobile reserve. When an enemy
attack began, the reserve would be committed to stop
the breakthrough or launch a counterstroke. When
on the offensive, the mobile reserve was often used to
reinforce success and exploit a breakthrough. In the
game, these  situations occur, but usually
reinforcements simply bring more forces onto the
field and escalate the pitch of battle.

15.1. Reinforcement Availability

The scenario will indicate who receives
reinforcements, how many, and when and where they
enter play. The reinforcing units are placed on the
Game Turn Track for the turn they enter and cannot
enter play beforehand. When the turn of entry
arrives, the owner of the units has the option to enter
all, some, or none of the units. Units that are delayed
are placed on the following turn space.

15.2. Reinforcement Entry

When. Reinforcements can enter play beginning on
the Game Turn in which the scenario set-up indicates
they arrive and not before (although they can be
voluntarily delayed). Reinforcements enter the map
in one of three ways. First, when they receive an
Action by having their Regiment Action chit picked
from the cup. Second, when the owner picks his
Direct Commands marker from the cup at the cost of
one Command per unit (as usual). And third, when
the owner spends a Command on a unit that is In
Command. Independent units are always In
Command, while off-map wunits belonging to
regiments are In Command so long as their
regimental HQ is also off-map. If the regimental HQ
has already entered, units remaining off-map are Out
of Command.

Note: An H or Hm Class artillery unit is capable of
off- map Indirect Fire (14.6) beginning the turn it is
eligible to enter as a reinforcement, and not before.
Such units are not required to ever enter the map.

Where. Reinforcements enter specific hexes, or
ranges of hexes, as described in the scenario set-up.

If reinforcements are able to enter more than one
hex, the owner can enter them in those hexes in any
order he sees fit. However, if more than one unit
enters the same hex, the following column procedure
is used.

How. Units use the Move Action to enter the map
and pay Movement Points according the terrain in the
hex entered. Units can enter stacked up to the six-
Step limit. If a unit enters by a road or track hexside,
it pays the road or track cost and, if West Front, must
be in column. Once it enters, the owner can move the
unit without restriction. Reinforcements can enter a
hex in an enemy Fire Zone, but not in an enemy-
occupied hex. If the hex a unit is due to enter is
blocked by an enemy unit, it enters in the nearest hex
not occupied by an enemy unit or entry can be
voluntarily delayed.

If more than six Steps of units enter the same hex as
reinforcements during the same Segment, the second
group of six Steps pays twice the Movement Point
cost for the hex, the third group pays three times the
cost, and so forth. Reinforcements in the column that
have insufficient Movement Points to enter the map
cannot enter. A player has the option to enter In
Column even when assigned a range of hexes to
enter.

Units that are initially placed in towns by scenario
instructions that require them to be overstacked can
be considered to be in bivouac, in column, and can
stack as in a clear hex. Other vehicle units can move
through bivouacked units in cities while in column.
Activated bivouacked units are individually placed in
column, in turn, and subsequently act as normal units.

For convenience, players can consider units initially
in city hexes that are not in column to be bivouacked.

Note:  Units with transport that are capable of
movement themselves can enter by transport or by
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moving on their own. Immobile units can enter only
by transport.

16. Engineers

16.1. Engineers and Combat

Line any other S Weapon Class units, engineer units
have an Attack Strength, Range, and Fire Zone, and
can engage in all forms of combat normally, with the
following exceptions:

1. The Combat Modifier for an engineer Close
Assaulting a unit in a town ex or entrenchment is
only -1. When attacking a unit entrenched in a
town, the modifier is -2.

Note: Other modifiers are applied as usual.

2. A friendly unit stacked with a non-Suppressed
engineer unit also receives the modifier benefit
mentioned in 1 above when Close Assaulting an
adjacent enemy unit.

Note: The two benefits above apply even when
attacking another engineer or a unit stacked with
another engineer.

16.2. The Blow Bridge Action

A non-Suppressed engineer unit that is adjacent to a
bridge hexside, whether printed on the map or a
bridge marker, can perform the Blow Bridge Action
to destroy the bridge. The bridge is automatically
destroyed, and its status is marked with a Blown
Bridge marker.

Note: It is often easier to indicate intact bridges with
Bridge markers, rather than indicate blown bridges
with Blown Bridge markers, depending on how many
bridges begin the game already blown.

16.3. The Bridge Action

A non-Suppressed engineer unit that is adjacent to a
river or stream hexside can use the Bridge Action to
create a bridge across the hexside, unless there is a
non-Suppressed enemy unit also adjacent to the
hexside. The unit must perform a number of separate
Bridge Actions, depending on the type of hexside, the
number of Steps in the unit, and whether or not the
hexside already contains a destroyed bridge, as
summarized on the following chart. Use a piece of

paper to keep track of the number of Bridge
Actions performed across a given hexside. These
Actions can be performed consecutively.
Furthermore, more than one engineer can work on the
bridge at once. If the engineer unit moves away or is
destroyed, the hexside remains partially completed
and construction can be completed by another
engineer later. A partially completed bridge can be
destroyed using the Blow Bridge Action (16.2).

Note: A partially completed bridge can be
completed by an enemy engineer as well as by a
friendly one.

Step/Actions Required to Bridge Hexside:

Hexside Containing

Vacant Hexside Destroyed Bridge
River 12 6
Stream 6 3

16.4. The Clear Mines Action

A minefield can be eliminated only by a non-
Suppressed engineer unit. To do so, the engineer unit
must occupy the minefield hex (undergoing attack
when entering just like any other unit) and then
perform the Clear Mines Action. Each Action
reduces the Strength of the minefield by 1 for each
Step in the engineer unit. The strength of the
minefield is not revealed to the enemy, even though
an engineer unit is in the process of clearing it. The
engineer unit is not affected by the minefield when it
performs the Action. The minefield is completely
cleared, and this fact is announced, when it has been
reduced to a Strength below zero. If more than one
engineer occupies the mined hex, each can perform
the Action to speed mine removal.

Note: While a minefield is being cleared, it still
affects enemy units entering the hex. That is, attacks
are still made, and Movement Points are increased,
for units exiting the hex.

16.5. The Entrench Action

A non-Suppressed engineer unit occupying an
Improved Position can perform the Entrench Action.
When performed, replace or invert the Improved
Position marker to its Entrenchment side. Once
constructed, entrenchments remain on the map for the
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duration of the game and can be occupied by any one
unit, friendly or enemy. An engineer can also
perform this Action to Entrench another friendly unit
occupying an Improved Position in the engineer’s
hex. The Entrench Action can be performed in any
type of terrain.

Note: Entrenching is not considered Movement and
does not trigger Opportunity Fire when in the Fire
Zone of an enemy unit.

An entrenchment reduces the attacker’s Attack
Strength by 3, although this modifier is reduced when
the attacker is an engineer or aided by an engineer
(16.1). Furthermore, the Attack Strength of a unit
occupying an entrenchment is increased by 2 for all
forms of combat except Indirect Fire.

Note: Airpower (18.4) is more effective against units
in entrenchments than simply attacking or Close
Assault.

16.6. The Ferry Action

Engineer units with two Steps have the ability to
cross unbridged rivers and aid other units in doing the
same, by using the Ferry Action. A one-Step
engineer unit has no Ferry Action ability (its assault
boats are assumed lost). Engineers can ferry leg
infantry units. If the German player ferries a
mechanized infantry unit, the unit loses its SPW
compliment (it stays on the other side of the river).
Note this fact on a piece of paper. Subsequently the
unit can remount its SPW only when it re-crosses to
the other side of the river.

FERRY PROCEDURE

Each full strength, un-Suppressed engineer unit that
begins its Action adjacent to a river hexside can Ferry
up to two Steps of friendly units, which also begin
the Action in that hex, across the river hexside. The
ferried units are simply placed in the hex on the
opposite side of the river. The ferried units are not
considered to have used an Action to be ferried. The
Ferry Action can be opposed by enemy units.

OPPOSED FERRY ACTIONS

A Ferry Action is considered unopposed, and goes
off without a hitch, unless:

® An enemy unit occupies the hex into which the
units are being ferried.

®* An enemy unit has a Fire Zone into the hex
from which the units are being ferried.

Enemy fire Zones. If the units being ferried begin
the Action in an Enemy fire Zone, they may trigger
Opportunity Fire when using the Ferry Action. As
usual, the owning player must announce his intention
of leaving a hex in the enemy’s Fire Zone. Then the
enemy player can initiate Opportunity Fire, using the
usual procedure (8.2). If the enemy initiates
Opportunity Fire, there is a +2 modifier to the
attacking unit’s Attack Strength and the terrain in the
ferrying unit’s hex is considered clear. The attack
must be made against the engineer unit. All attacks
are made before the results of each are applied. The
combat results are modified as follows:

e Suppression: Both the Unit being ferried and the
engineer are Suppressed and the ferry Action is
never completed.  The Suppression can be
avoided by taking a Cohesion Hit instead if both
units pass a Troop Quality roll. Both Units
remain in the ferry hex.

e (Cohesion: Both the engineer and the ferried Unit
suffer a cohesion hit and the ferry Action is
completed, unless the ferrying player calls off the
Ferry Action. If the Cohesion Hit causes the
engineer unit to take a Step Loss, the Ferry
Action ends and the units remain in their original
hex.

e Step Loss: Both the engineer and the ferried Unit
take a step loss. The owner has a choice of loss if
two 1-Step units are being ferried. The Ferry
Action is over and the units remain in their
original hex.

e Elimination: Both the ferried Unit and the
engineer are eliminated.

Enemy Units. A Ferry Action can be performed into
a hex containing an enemy unit(s). When doing so,
the enemy Fire Zone rule above is applied when the
Ferrying units initiate the Ferry Action. If they
survive the Opportunity Fire (or none is made), the
Close Assault procedure is modified:

e The Ferrying units are considered to occupy clear
terrain and the defending unit receives a +2
Attack Strength modifier.

¢ During the first Assault Round, the ferrying units
cannot attack at all.
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e During the second Assault Round, the ferried
units (but not the engineers) can attack, but at a -2
Attack Strength modifier, in addition to any other
applicable modifiers.

¢ During the third Assault round, the ferried units
(but not the engineers) can attack, but at a -1
Attack strength modifier, in addition to any other
applicable modifiers.

e The combat result for the assault is applied to the
ferrying units as in enemy Fire Zone, above.

e [f the defending units retreat, the ferried assault
units do not Opportunity Fire on the retreating
defenders.

e [f the defending unit(s) retreat or are destroyed,
the ferried units(s) must occupy the hex (unless
they are eliminated).

THE SOVIET AD HOC FERRY ACTION

A Soviet infantry, half strength engineer, or
submachinegun unit can use the Ad Hoc Ferry Action
to cross a river, even if there is no full strength
engineer in their hex. They can only do so if the hex
they occupy is not in a German Fire Zone, and they
are ferrying into a hex containing no German units.
When doing so, the Ferry Action is slightly modified.
The Soviet unit must begin the Action adjacent to the
river hexside. Then the Action is initiated and the
Soviet player rolls for ad hoc transport; on an odd
result, the Soviet has scrounged up the transport to
get across the river; on an even result, they have
failed and the Action is wasted. If successful, the
Soviet player must then roll on the Soviet Ad Hoc
Ferry Table to determine the results of the Action.
Regardless of the result on the table, the ferrying unit
crosses the river (unless it is eliminated).

Note: It was Soviet doctrine to use local transport to
cross rivers when needed, even if such transport
consisted of unsafe materials. These crossings were
dangerous, especially in bad weather.

16.7. Road Blocks

Only engineer Units not in Column can build road
blocks. A road block can only be built in a hex that
contains a Road.

An Engineer must pass a Troop Quality Check to
build a road block as its Action. It cannot spend a
Command Point to pass a Troop Quality Check. A

construction marker may be placed in case of
failure to increase the Troop Quality rating for each
subsequent attempt. Construction markers can remain
in the hex if the process is interrupted. Building a
road block triggers Opportunity Fire.

Road Block Effects. A road block negates all the
Roads in that hex for all Units.

Removing Road Blocks. An engineer Unit not in
Column can spend an Action to remove any road
block in the same hex. The engineer Unit does not
have to pass a Troop Quality Check: removal is
automatic.

Leg Infantry Units not in Column in a hex with a
road block can spend an Action to remove it if they
also pass a Troop Quality Check.

Removing or attempting to remove a road block is an
Engineer Action and triggers Opportunity Fire. A
Command Point cannot be spent to perform the
Action or to pass the required Troop Quality Check.

17. Minefields

17.1. Mine Placement

Minefields are placed at the beginning of the game,
as indicated in the scenario set-up. Placement is
recorded on paper or by using a copy of the reduced
map and marking on it the location of the minefield
and its strength. Do not let your opponent see the
sheet. Minefields can be placed in hexes containing
your own units. Such placement does not affect your
units. Minefields can be placed in any hex regardless
of terrain. Only one minefield can be placed in a
given hex, regardless of its strength.

Once placed, a minefield remains on the map and
effective until removed. A minefield is not
eliminated nor is its strength reduced, by the entry of
enemy units or the effects of combat in the hex.

For the Ardennes games, Engineers may place Land
Mines as an Engineer Action. There is no roll to
place them. Just declare that action and place a
Minefield marker in the hex the Engineer occupies.

Note: Minefields are removed by engineer units
using the Clear Mines Action.
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17.2. Minefield Attacks

Each minefield is assigned an Attack Strength which
is used to attack enemy units entering the mine hex,
or to attack assaulting enemy units when the defender
occupies a friendly minefield hex. Regardless of the
cause of the attack, the following procedure is always
used. The owner of the minefield rolls one die and
compares the result to the Attack Strength of the
minefield. If the roll is equal to or less than the
Strength, the unit is Suppressed. If the roll is greater
than the Strength, the unit is unaffected by the
minefield attack. This Suppression is treated exactly
as one received in other types of combat (11.1).
There are no modifiers to the Attack Strength of a
minefield. The Strength of the minefield is not
revealed to the enemy player, even if the minefield
attack is successful.

Note: Your minefields have no effect on our own
units. You can enter and leave them at no cost and
without undergoing attack.

Movement Attack. When a unit enters an enemy
minefield hex by using the Move Action, or when
advancing after Close Assault (9.5), it must
immediately cease movement and undergo a
minefield attack. If more than one enemy unit enters
the minefield, each one must stop and be attacked
separately. The unit can exit the minefield by using
the Move Action later, at an increase cost in
Movement Points (17.3).

Close Assault Attack. A unit also undergoes a
minefield attack whenever it attempts to Close
Assault an enemy unit occupying an enemy minefield
hex. The enemy player can first attempt Opportunity
Fire, and then a minefield attack is made against the
Assaulting unit each Round of the Assault. The
results of the attack are determined simultaneously
with those of the attacker and defender during Step 6
of the Close assault procedure. Furthermore, if the
attacker advances into the defender’s hex, it must
also undergo a minefield attack.

Note: The presence of a minefield in your own hex
when being assaulted need not be revealed until the
simultaneous combat portion of the first Round. In
this way, your opponent will be forced to undergo at
least one minefield attack before he has the option to
break off his assault.

17.3. Exiting a Minefield

To exit an enemy minefield hex, a unit must pay
additional Movement Points. If the unit has
insufficient Movement Points to exit the hex and
enter another hex, it can move only one hex by
spending all its Movement Points.

UNIT TYPE MOVEMENT POINTS TO
EXIT
Leg Infantry +1

Tracked Vehicles +3
Motorized Vehicles +6

18. Airpower

18.1. Airpower Availability

The scenarios list each player’s Air Strength, if any,
which is recorded on each player’s Air Strength
Track. If only one player has Air Strength, he has
Uncontested Control of the air for the game. If both
players have Air Strength, the airspace is contested
and control can change during each Direct Command
Segment.

18.2. Airpower Procedure

The effects of airpower are determined when a player
with Air Strength picks his Direct command chit
from the cup. Airpower determination and effects
can be made at any point during the Segment that the
player decides (i.e., a player can add or use Direct
Commands before he uses his airpower).

UNCONTESTED CONTROL

When the player who has uncontested control of the
air picks his Direct Commands marker from the cup,
he determines what he will do with his available
airpower. He has a choice to go for airstrikes against
enemy units or interdiction to restrict the enemy use
of roads. This decision must made before the player
determines the number of strikes he would receive in
the Segment, and once the decision is mad it cannot
be retracted. If he decides to go for airstrikes, he uses
the Airstrikes procedure in 18.4 to determine the
number and strength of the airstrikes he receives in
this Segment. If he receives any, they must be used
now or be lost. If he decides to interdict the roads, he
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uses the procedure described in Air Interdiction
(18.3).

CONTESTED CONTROL

If both players have an Air Strength, the airspace is
determined as follows. When a player picks his
Direct Commands marker form the cup, he decides
whether or not he will use any airpower during the
Segment. If he decides to use his airpower, he must
announce this intent to his opponent. His opponent
then has the option to initiate Air-to-Air combat. If
he decides to initiate combat, each player rolls one
die and compares the result to his Air Strength; if
equal to or less than the strength, his opponent’s Air
Strength is reduced by one; if greater, no effect. Both
players resolve the combats simultaneously and the
results are then applied. Record Air Strength losses
on the Air Strength Tracks.

Note: A player’s Air Strength can never be reduced
to less than zero.

The player whose Direct Command segment is in
progress can use his Airpower unless he loses an Air
strength Point and his opponent does not, in which
case the player cannot use his airpower this Segment.
If allowed to use his airpower, the player must decide
whether to initiate airstrikes (18.4) or interdiction
(18.3). Once the decision is made, he uses the
Contested Control row of the appropriate table to
determine the outcome.

18.3. Air Interdiction

When a player has control of the air, either contested
or uncontested, he can choose to either use his
airpower to launch airstrikes against enemy units, or
to use air interdiction. If he chooses interdiction, he
rolls one die and locates the result under his Air
Strength on the Contested or Uncontested row of the
Air Interdiction Table. If successful, the Movement
Point cost an enemy unit pays to move along roads
and tracks is increased by 1 Movement Point per hex
entered.

Important: Reinforcements due to arrive solely by a
road hex wusing column entry are considered
interdicted even when off map. Thus, the cost of an
off-map unit pays to enter an imaginary off-map road
hex is increased as well.

If only one player has Air Strength, and therefore
has uncontested control of the air, Interdiction lasts
until that player picks his Direct Command marker
again during the next turn. If both players have Air
Strength and thus control is contested, then
Interdiction lasts until the next Direct Command
marker belonging to either player is picked. If non-
controlling player’s Direct Command Segment is
picked first, he can contest the airspace or choose not
to, in which case control remains with the other
player, and the Interdiction remains. If he contests
control, the Interdiction ends, regardless of the Air-
to-Air Combat result.

18.4. Airstrikes

When a player has control of the air, either contested
or uncontested (18.2), he may choose to either use his
airpower to launch airstrikes against enemy units or
to use air interdiction. If he chooses airstrikes, he
rolls one die and locates the result under his Air
strength on the Contested or Uncontested row of the
Airstrike Table. The result is the number and
strength of the airstrikes he can use. He can then
execute his strikes at a cost of one command per
strike. He may execute all, some, or none of his
strikes, depending on the number of strikes and
Commands he has available.

Note: Remember that the airpower procedure can be
done at any point in the Direct Command Segment,
so you are allowed to determine the number of new
Commands you receive before you find out how many
strikes you receive.

Each airstrike has an Attack strength assigned to it by
the Airstrike Table. The player making the airstrike
must spend one Direct Command per strike to initiate
each strike. Once paid for, the airstrike attacks a
single enemy unit anywhere on the map. First the
strike owner determines the Attack Strength of the
strike using the original strength determined by the
Airspace Table roll modified by the factors listed on
the Combat Modifiers Summary. The strike owner
rolls one die. If the result is equal to or less than the
strike’s Final Attack Strength, the strike is successful;
if greater, the strike fails. The die roll result for a
successful attack is cross-referenced on the Direct
Fire H row of the Combat Results Table, using the
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defending unit’s Target Class. The result is applied
immediately (11.1).

A player can use all his airstrikes to attack a single
target, attack separate targets, or a combination.
However, air strikes are always resolved sequentially
with the results of one attack being determined before
the resolution of the next strike. All airstrikes need
not be performed immediately; you can spend
Commands on other Actions between strikes.
Airstrikes do not trigger Opportunity Fire by the
defending unit.

TERRAIN PROHIBITIONS

Airstrikes cannot be made against units occupying
woods hexes, town hexes, and entrenchments, unless
the enemy units occupying such hexes are adjacent to
a hex occupied by a friendly un-Suppressed ground
unit.

18.5. Airstrike Modifiers

An airstrike’s Final Attack Strength is adjusted for
any of the following modifiers that are applicable to
the defending unit. All modifiers are combined to
yield one total modifier that is combined with the
Strike’s strength, as determined by the Airstrike
Table, to yield a Final Attack Strength. As usual,
modified Attack Strengths of less than zero are
treated as zero, and greater than 8 are treated as 8.

e Defense Rating

e Stacking
e Terrain
Note: See the Combat Modifiers Summary to

determine how these modifiers are applied to
Airstrikes.

18.6. Flak

Flak units are listed by scenario. German flak units
can be, for example, 20mm, 20mm Quad, and 37mm
units. Soviet flak can be 12.7mm and 37mm units.
American flak can be M-15, M-16, and 40mm units.
British flak can be 40mm, Staghound AA and
Crusader AA.

Flak may execute direct fire opportunity attacks
against airstrikes in range as a -2 unarmored target.
The flak units may fire twice before the airstrike is
carried out. The AA fire may be modified by the
firing unit’s Cohesion, Step Loss, and Troop Quality

ratings. A step Loss or Cohesion result reduces the
attack strength by 2. A Suppression aborts the
attack.

Each AA unit may attempt to fire against Air
Interdiction attacks. Step Loss or Cohesion results
halves the Interdiction movement point cost for all
hexes within range of the AA units. Suppression
result aborts the Interdiction for those hexes in range
of the AA units.

19. Improved Positions
THE IMPROVE POSITION ACTION

Any non-Suppressed unit, regardless of strength or
type, can perform the Improve Position Action in any
type of terrain hex. The Attack Strength of any unit
attacking the unit in the Improved Position is reduced
by 1 (as indicated on the marker). Furthermore, the
Attack Strength of units occupying Improved
Positions is increased by 1 when performing all types
of combat except Indirect Fire. Units must perform
the Improve Position Action separately, even if they
occupy the same hex.

Note: The effects of Improved Positions on combat is
summarized on the Combat Modifiers Summary.

A unit remains in its Improved Position until the unit
moves or is destroyed, in which case the marker is
immediately removed. If in the fire Zone of an
enemy unit, the Improved Position is removed the
instant the owning player announces he is leaving the
hex. Thus, if the other player uses Opportunity Fire,
the Improved Position will have been already
removed.

Note: A unit must already occupy an Improved
Position in order to use the Entrench Action (16.5).

20. Night

20.1. Night Procedure

Game Turn 10 is the night turn. During Game Turn
10, the Sequence of Play is slightly modified. The
Preparation and Action Phases are performed as
usual, except for the limitations listed below under
Night Restrictions (20.2). At the conclusion of the
Action Phase, the Regiment Action chits that were
picked from the cup (only) are put back into the cup.
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The players then go through a second Action Phase
using these chits. At the conclusion of the second
Action Phase, proceed to the End Phase.

20.2. Night Restrictions

The following modifications are made during night
turns; they are added to any existing weather
modifications:

e The Movement Point cost to enter all hexes is
increased by one Movement Point. Hexside costs
are unchanged.

e The Line of Sight, and thus all Fire Zones, are
reduced to one hex range.

® A unit cannot move into an Enemy Fire Zone at
night. If already in an Enemy Fire Zone, the unit
can only enter a hex that is not in an enemy Fire
Zone; it cannot move from Fire Zone to Fire Zone
hex.

e There is an additional Attack Strength modifier of
-2 applied to all forms of combat performed at
night except minefield attacks.

There is no Airpower at night.

e Spotting for Indirect Fire can be made only
against units adjacent to the Spotting unit
(although firing at pre-plotted hexes is
unaffected; 14.6).

21. Advanced Scenarios

(Four advanced scenarios are included in this section
in the published rules.)

22. Limited Intelligence
OPTIONAL RULES

Author’s note (not Designer’s Note): We normally
play with all the Hidden options except Hidden Units.
Naturally, this should only be done once you are
totally familiar with the game.

For those cases where Hidden Units could be used,
we found that no more than two units should be
hidden. The reason is that with ongoing face-to-face
play, it’s not easy for the player with hidden units to
continually check for visibility, and decide about the
continual opportunity fire situations for a long list of
units without considerably slowing play and without

having to unintentionally reveal the location of the
hidden units.

With only two units, we found that it’s relatively easy
to automatically retain all the fields of fire for the
two units without having to continually pause the
other player’s movement. There is also less chance
of errors when the hidden player’s workload is
reduced so that he can make immediate decisions as
the other player moves without having to have the
other player pause at each hex.

Also, the hidden options work best when each side
has at least two players. This avoids inadvertent
errors that inevitably occur by having a second set of
eyes viewing the die rolls and counter placements.

22.1. Hidden Segment Determination

During the Preparation Phase, both players keep the
placement of their segment markers in the cup and on
the game Turn Track secret from each other. The
number of Dispatch Points spend and received is also
kept secret. There are two copies of all tracks in the
game. Each player receives a copy and keeps his
records on these tracks using the counters provided.
Keep the tracks covered with a piece of paper, our
use some other method, to prevent the enemy player
from seeing your tracks.

Note: Use of this rule is highly recommend because
it is simple and has very impressive effects on play.

22.2. Hidden Direct Command Totals

Both players keep their Direct Command Tracks and
totals hidden from the enemy player. Furthermore,
when a player picks his Direct Command Segment
chit, he keeps his subsequent die roll a secret from his
opponent.  (This is highly recommended for all
versions of the game.)

Note: This is easy to use and is highly recommended
for all versions of the game.
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22.3. Hidden HQ Values

Each player has a set of two HQ Tracks, one for his
Division HQ and one for his Regimental HQ’s. In
the scenario set-up, each player’s HQ’s are assigned
to lettered spaces on these tracks. Each track is
broken down into three levels: Elite, Veteran, and
Green. Along the top of the HQ tracks are a 0
through 9 die roll range. When using this option, the
player does not place his HQ markers in the spaces
indicated in the scenario set-up, but rather rolls one
die separately for each HQ and places the marker in
the space indicated by the roll in the same level. The
final placement of your HQ markers is kept secret
from our opponent.

Note: Some die rolls will have to be re-rolled until a
result in the correct range is rolled.

22.4. Hidden Concentrated Fire

Normally, Concentrated Fire markers are placed on
the map when the Action is performed. Using this
rule, the markers are placed only when a combat
using the Concentration is undertaken. Each player
records his Concentrations using the reduced copy of
the map provided with the game or on a piece of
paper, whichever you find easier. A simple arrow
from the unit to the target hex is sufficient or you can
use two letters, or some other coding system so long
as both players agree to its use before the game.

When fire has been Concentrated into a hex, no
marker is placed immediately. However, the instant
that the Concentration is used to modify an attack
made by the Concentrated unit, reveal the
Concentration and place the two markers on the map.

Note: Use of this rule really makes Concentration
important and is highly recommend.  However,
players must keep a close watch on their units to
make note of loss of concentration. This rule
requires some extra bookkeeping, but increases the
flavor of the game considerably..

22.5. Hidden Units
WHOSE UNITS ARE HIDDEN

Panzer Command uses a single blind system where
only one player, the reaction player, has hidden units.
The initiative player’s units are on the map at all
times. Before the game begins, the reaction player

deploys his wunits according to the scenario
description by recording the location of each unit on
a copy of the reduced map. Use the ID number of
each unit to record its position. Then the initiative
player deploys his units on the map. In some
scenarios, the initiative player will deploy first.

HOW HIDDEN UNITS ARE REVEALED

If one of the initiative player’s units has a clear Line
of Sight to one of the reaction player’s units, the
sighted unit is immediately deployed on the map.
However, the LOS rules are altered when using the
hidden unit rules.

Line of Sight. In the standard game, a LOS can be
traced 8 hexes into, if not through, any type of terrain
in a hex. When using hidden units, an LOS can be
traced only 1 hex (that is, into an adjacent hex) into
the following terrain types:

Improved Positions

Entrenchments

Woods

Towns

If more than one hex from the above terrain types, the
presence of a unit in such a hex is not revealed unless
it engages in combat from the hex. Thus, a unit has
no Fire Zone into such a hex unless the hex contains
an enemy unit that has already been revealed and
which occupies the hex concurrently. A unit
occupying one of the above hex types can see out of
the hex the usual 8 hexes; it is only when looking into
such a hex that the range is reduced.

In addition, the presence of a hidden unit behind a
crest hexside is not revealed until the enemy unit is
within two hexes. That is, a unit is not revealed if the
LOS to it crosses an adjacent crest hexside and the
sighting unit is three or more hexes away. If the unit
is in one of the hex types listed above, then its
presence is not revealed until the enemy unit is
adjacent.

Combat. When a hidden unit engages in combat, of
any type, it is placed on the map.

Voluntary Revelation. A player always has the
option of revealing the presence of a hidden unit at
any time. This has possible use as a diversion.
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EFFECTS OF BEING REVEALED

Once a hidden unit is revealed, it is placed on the
map and remains on map until it is no longer in sight
of an enemy unit. When seen in a particular hex, it
remains sighted as long as any enemy unit has an
LOS of 8 hexes or less into the hex. Thus, the unit
can initially be spotted from only one or two hex
range, but once revealed it remains on the map so
long as any enemy unit within 8 hexes has a normal
LOS to that hex. The unit cannot simply move out of
a hex and then move back into it to return to hidden
status.

RECONCEALMENT

Once a hidden unit is revealed, it remains on map
until it is again out of sight. In addition, one of the
reaction player’s units which begins on the map may
be concealed when it moves out of sight (but, see
Effects of Being Revealed, above). However, when a
unit is sighted, it remains sighted in the hex it
occupies regardless of whether it subsequently
improves it position or entrenches.

AIRPOWER USE AGAINST HIDDEN UNITS

The initiative player will often have airpower for the
scenario. His airpower can be used to attack hidden
units using the following procedure.

1. The initiative player picks his Direct Command
chit.

2. Control of the air is determined as usual, using
the procedure outlined in Airpower Procedure.

3. The initiative player declares whether he is going
for interdiction or airstrikes. If interdiction, the
procedure in Air Interdiction is used. If
airstrikes, see the following.

4. The initiative player determines the number and
strength of his strikes using the Airstrike Table.

S. If he wishes to attack on-map units, the usual
procedure is followed (Airstrikes). If he wishes
to attack a hidden unit, the reaction player
announces the target class of units he has on-map.
He reveals no further information.

6. The initiative player resolves each strike by
announcing its strength and Target Class to be
attacked. If there is more than one hidden unit of
the type, the exact unit of the class attacked is

determined at random by the owner of the
hidden unit. To do so, he rolls a die. After the
unit is determined, the attack is resolved. The
reaction player rolls the die. Any damage the unit
suffers is recorded by the reaction player on his
reduced copy of the map. The initial result is
revealed to the initiative player, but not the final
result if the reaction player turns a Suppression
into a Cohesion Hit. The location and identity of
the target unit is not revealed.

22.6. Re-roll Option (new)

Each side initially receives one re-roll counter that
can be used to re-roll any die roll the player doesn’t
like once per game day. The second player can even
use it to re-roll the opponent’s re-roll. Once used, the
counter is removed until the next AM game day turn..

23. Scenario Generation

(Note: The published rules contain approximately
4 Y2 pages including charts and tables that cover how
to generate your own scenarios and make them
balanced.)

24. Modern Tanks

Today’s main battle tanks are much faster, better
armed and armored than those of World War II. |
have included to such tank companies — a Soviet T-72
and a West German Leopard Il — to allow you to get
a feeling for the power of modern armored forces. It
is fun and instructive to use these counters versus
their World War Il counterparts.

The Panzer Command combat system uses a base
10 system and 10-sided dice in combat. This system
works great with World War Il weapons and tactics,
but less well with today’s forces. If I were to design a
modern armored game using the Panzer Command
system, it would require a reworking of the combat
system to allow a greater variation in results. As it
is, the following rules will help reflect the greater
capabilities of modern tank companies.

24.1. The Move/Fire Action

The Move/Fire Action is a form of movement and
combat which only modern tank companies can
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perform. The unit can either move and then attack,
or attack and then move; but when it does either, its
Movement Point Allowance is halved (round down)
and it has an Attack Strength modifier of -4. The unit
can use only the Direct Fire Action; it cannot move
and then Close Assault.

Note: This rule demonstrates the vastly improved
target acquisition systems in modern tanks, plus their
ability to fire on the move.

24.2. Pursuit in Close Assault

When a modern tank unit initiates Close Assault, it
can continue the assault up to three Rounds, as long
as it is not eliminated or Suppressed. If the defending
unit retreats, the assaulting unit can occupy each hex
the retreating unit vacates, even if the retreating unit
1s “faster.” Furthermore, the unit can continue to
Assault as long as it remains adjacent to the retreated
unit, up to the three round limit of the Assault.

Note: Again, this rule demonstrates the effects of
greater mobility during combat and ease of target
acquisition.

24.3. Split Fire

A modern tank unit using the Direct Fire Action or
initiating or defending during Close Assault can split
its Attack Strength in half (round fractions down) to
attack two separate targets or the same target twice.
Each attack is resolved separately using the modifiers
applicable to its combat situation. Split Fire cannot
be used with the Move/Fire Action, but can be used
with Concentrated Fire, so long as both fires are
made against units in the Concentration hex.

Note: This demonstrates the greater tactical
flexibility of modern tank companies due to improved
communications and target acquisition systems.

25. Solitaire Guidelines

One of my primary goals in designing Panzer
Command has been to make it as much fun to play
solitaire as when played with two players. This goal
can be readily seen in the semi-random Sequence of
Play and the wildly varying scenario generation
system. 1 had originally thought that I would need
additional rules and systems to make for a good
solitaire game, but there is no need after all.

I have played many exciting solitaire games of
Panzer Command and found that the game works
very well just playing normal scenarios and doing the
best you can for each side. However, I like it when I
play the underdog against a powerful, but badly led
foe. The following rules are guidelines I have used to
increase the number of surprises and heighten the
tension when playing solitaire. This generally means
playing the Germans against a Soviet onslaught. 1
have also had fun hamstringing the Germans with No
Retreat Hitler directives, and then ploughing through
them with a Soviet spearhead.

(Note: The published rules contain about another
page with detailed guidelines on generating
scenarios for solitaire play.)



