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LIMITED WARRANTY

Stategic Simulalions, Inc. (‘SS1" warranis thl the diskele on which the enclosed program

is recorded will be fre from defects in materlals and workmanship for a period of 30 days

nom e deleof prencec within 30 days o purchase ihe Giskelle proves ¢ de!ecuve inany
ju may rotun 1o Sragie Simulation, nc. 883 Stlerin Road, Bui 0,

i Viow A 40431663 an SS1 wil eptsce i 66 of Charge in acdiion f the gkeic

proves defective at any irag aier e Ty 30 days, return the diskette 1o SSI and SSI will

replace it for a charge of $10.00. Please allow about four weeks for delivery.

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE
SOFTWARE PROGRAM RECORDED ON THE DISKETTE OR THE GAME DESCRIBED IN
THIS RULE BOOK, THEIR QUALITY, PERFORMANCE, MERCHANTABILITY OR FITNESS
FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND GAME ARE SOLD “AS IS!" THE
ENTIRE RISK AS TO THEIR QUALITY AND PERFORMANCE IS WITH THE BUYER. IN NO
EVENT WILL SSI BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL
DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI
HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT
ALLOW THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLU-
SION MAY NOT APPLY TO YOU)

The enclosed software program and this Rule Book are copyrighted. Al rights are reserved.
This Rule Book may nol be copied, photographed, reproduced, or translated or reduced to.

any electrical medium or machine-readable form, in whole or in part, without prior written
consent rom SSI. The program accompanying this Rule Book may be Copled, by the orginal
purchaser only, as necessary for use on the computer for which it was purchas

© 1985 by Strategic Simulations, Inc.
Al Rights Reserved.

What to do if you have a defective disk

Each of our games undergoes extensive playtesting prior 1o its release. Through this process
we hope 1o uncover, and correct, any errors in programming. However, due 10 the complex
nature of our simulations, some program erors may go undetected until after publication.
In addition (o errors in the program, there are occasionally problems with the disk itself. We
experience the industy standard of approximately 3 o 5% failurerate o duplicated disks
Before assuming thal a disk is defeclive, make sure 1o check your disk drive. Up (0 95%

he dioks retamed 16 us as delocive wil T fine o our Computer systems. Ofen the pIob-
lem is with a disk drive that needs servicing for alignment, speed, or cleaning.

Should you have a defective disk, please return the disk only (keep all other parts of the
game) to our Customer Support Deparlment, along with a note describing the problem you
have encountered. A replacement disk will be provided upon our receipt of the defective disk.

Should you uncover an error in the program, return both your game disk ar.| any “save
game" disks to our Customer Support Depariment. Please enclose a description of what
was taking place in the game when the error occurred. Upon correction of the program error,
we will return an updated disk 1o you

Iways make sure to include your name, address, and daytime telephone number with any
correspondence. We will do our best 1o see thal any problems are corrected as soon as
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1.0 INTRODUCTION

KAMPEGRUPPE is a platoon-level tactical
ame of combat on the Eastern Front from

1941 to 1945

1.1 Description of Action:

Each game turn consists of two phases. In
the orders phase, the players, one at atime,
give orders to the units which they control.

computer will ask you to insert the Game
side of your disk.

1.7 Starting the Game (Commodore):
To begin the game, insert the game disk into
your disk drive. Type LOAD:

<RETURN>. When READY appears, type
RUN and press <RETURN>.

1.8 Sound:

Inthe j y
these orders, one unitata time. The combat
phase represents two minutes of action,
broken down into four 30-second pulses.
1.2 Talking to the Compute

o enter a response to the computer that

Select a routine fr enu or
answer a Yes/No question, just press the
desired key. WHERE o

MAND 15 NOT SPECIFIED, PRESS <X>
TO EXIT THE MENU,
13 Savinga
X2 the end'o the DEPLOYMENT PHASE
and at the end of each COMBAT PHASE,
the computer will allow the player(s) 10
save the game in progress. You will need a
scratch disk to store the save game data.
Save game disks may be initialized for SSI
use during a game by following instructions
included in the game program. Each save
disk will hold approximately 4-6 games.
(Warning: the program will ot inform you
when you have exceeded the disk space on your
save gane disk.) Once a game is saved you
e able to restart it at the point you
left off.
WHEN RESTARTING A SAVED GAME
YOU MUST SET THE CORRECT NUMBER
OF PLAYERS ON THE OPENING MENU.
14 The Map:
The KAMPFGRUPPE map is a 60 X 60
square grid with each square measuring
200 yards across. At the start of each game
the terrain is randomized in accordance

the sound ON/OFF by pressing| ety key

2.0 GENERAL DESCRIPTION

21 Parts Inventory:
a. Game box
b. Rule book

<. 5%" game disk
d. Data card

ed

panzergrenadier
anzes
IPZ  jagdpanzer (tank destroyer)
sturmgeheschultz (assault gun)
fantry
rifle
artillery

heavy machine gun
submachine gun
VG volksgrenadier

3.0 STARTING THE GAME

3.1 Determining Conditions of Play:
Atthe st of the gaiv e player() mint
et he condfoan irdac e The

15 Starting the Game (Apple)
To begin the game, boot sidé one and the
game will begin automatically. If you are
using an Apple Il with Pascal you must first
use your BASICS disk. If you are using an
Apple Il you must first go into Apple 11
emulation” mode. If you elect to play a
historical scenario, the computer will ask
you to insert side two of the disk so that it
may read in the scenario data. When this is
complete the computer will instruct you to
reinsert side one for the remainder of
the game,

1.6 Starting the Game (Atari):

ple® version
the conditions may be rl\angsd by entering
the following numbers
(1) NEW GAME or SAVED GAME
(2) 1 DISK DRIVE or 2 DISK DRIVES
() SOLITAIRE or TWO PLAYERS
() HANDICAP LEVE

On the ATARI® and C-64 versions:
(1) NEW GAME or SAVED GAME
(2) SOLITAIRE or TWO PLAYERS
(3) HANDICAP LEVEL
(4) DELAY LENGTH
(5) SELECT SCENARIO

your disk. Before beginning remove all
cartridges from your computer. Owners of
the 800XL will have to hold down the
OPTION key when they tun on their
computer to boot the game. After you have
deployed your forces (or after you have
selected to play a historical scenario), the

32
mmppémpg "may be played by cither

two players, and this is
Semined iy the o s e co
menu. For example, if you wished to watch
a computer controlled German force face a
computer controlled Russian force, you
should select the option BOTH COMPUTER.

3.3 Handicap Level:
A4 the s of the gama the players sk
determine the handicap level (1-5). The
it o e harlap vl e e
bel

I,/.-vc! 1: German strength reduced 50%
Level 2: German strength reduced 25%
Level 3: No reductior

Level 4 Soviet strength reduced 25%
Level 5: Soviet strength reduced 50%
EXAMPLE: At level 1 the number of wea-
ponsin German platoons would be reduced
by approximately 5

3.4 Delay Length
The delay length affects messages displayed
during the Combat Phase. The greater the
delay length, the longer these messages will
remain displayed during the Combat Phase.
A delay length of 1 will speed up the game,

‘maximum time to study the various

ed duri
Any integer between 1109 may be entered.
3.5 Selecting a Scenan

You rmay select ane of 4 historical scenarios
(see section 9.0), or you may elect to build
your own scenario. If you select a historical
Scenario, the computer will skip the deploy-
ment phase and go directly to turn 1. If you

histoicascenarios uniyou are completely
familiar with the game.
36 Ihnldmg the Map:
At the start of the game the computer will
generateanew map. Prior to generating the
map the computer will allow the player(s)
toinput parameters that influence the nature
of the terrain:

(1) INCLUDE RIVER Y/N

(2) COVER TERRAIN DENSITY (0-9)
If option (1) is answered “¥” then the may
will include a river. Option (2) allows the

ould mean heavy woods/
broken terrain density. Any number be-
tveen 0 and 9 may be entered.

3.7 Selecting the Time Peri
The player(s) may selct from eight diffr-
enttime periods. The time period willaffect
the type of 'crces/equlpmenl that may be
usedin the e
ties of the two

Seleclmg the Type of Battle:
‘The player(s) may select from five different
types of battle:
(1) GERMAN PURSUIT

small Soviet force fights a rear-guard
action against a large German force.
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(2) GERMAN ASSAULT
A'large German force attacks a medium
Soviet force. Both sides may use off-map
artillery.

(3) MEETING ENGAGEMENT
Opposing forces of equal strength advance
on the same objective.
(4) SOVIET ASSAULT
A large Soviet force attacks a medium
German force. Both sides may use off-map
artillery.
(5) SOVIET PURSUIT
A small German force fights a rear-guard
action against a large Soviet forc:
“The playen(s) must also detossig e

size of the batle:

(1) LARGE

@) SMALL
In a “small” battle the quantity of units on
both sides will be reduced by appro
‘mately 50%

The Sovier pklyer nny select sither s Tark
or an Infantry type The German
faver oay sxlect  Emmass; Molorised oF
Infantry type force. If the AUTO-SELECT
routine is used then the computer will
selecta force 10 suit the ype of batle,
layers have a limited number of
selection points (5P4) that they may use o
“buy” various types of companies or bat-
talions. The computer will only allow the
selection of formations that are appropriate
for the type of force selected.

The player(s) will receive 20 victory
points for each SP that is not used to buy
combat formations. A maximum of 250
points may be received in this manner.

40 DEPLOYMENT
When creating a new scenario, the player(s)
may armange their unitson themap beore

{5 g mslnd 0 Sptinkze el gk o
deiongs, st il ey o loyed
west () ofthee aartlne" and German

cployed et (AhD of
. 1f the AUTO-DEPLOY
routine is used then the computer will
automatically deploy the units on the map.
AUTO-DEPL(

deployment. I the AUTO-DEPLOY routine
is not used, the players will find their units
at the top of the map.

4.1 Combat Formations:
Al units in the

e are organized into

cation
letter (A-U). The units attached to a CF are
each assigned an index number (0-9). The
formation letter and the index number are
combined to form the unit ID.

EXA? the 3rd unit in formation C
ot e 3 2 ONIT 1D

The HOQ uni i all Cha will be sasgned
index number

42 The Map Dl‘vhy.

‘The map displas KAMPFGRUPPE
i5 260 X 60 square grid. Only a fraction of
the map (20 squares wide by 10 squares
high) may be viewed at one time.
pressing the keys 1-8 the cursor can be

is moved to the edge of the display then the
‘map willseroll to reveal the hidden portions
of the map.

When playing an assault type batle,
the map is reduced to 60 X 30 (60 spaces
east-west by 30 spaces north-south).

43
Al units on
symbols that bieiog
nationality.

SOVIET VEHICLES ar: epresenled. by
vehicle silhouettes facing

SOVIET INFANTRY is rcpm«cmed by
symbols of two men underlined.

SOVIET ARTILLERY is represented by an
underlined weapon symbol

SOVIET STACK is represented by two
overlapping white squares.

GERMAN VEHICLES are represented by
vehicle silhouettes facing east.

GERMAN INFANTRY is represented by
symbols of two men (no underline).
GERMAN ARTILLERY is represented by a
weapon symbol (no underline)

GERMAN STACK is represented by two
hollow overlapping squares

CONFLICT (opposing forces on same
square) is represented by an SU/GE
symbol

st
he map are identified by
their function and

4.4 Map Display Menu:
The map display man s the ollowing
routine:
(1-8) Move cursor.
(9) Build entrenchment (only before
ASSAULT type battles).
(©) Use auto-deploy routine.
(A-T) Select unit. Press formation letter
followed by unit index number
— computer will shift to UNIT
ORDERS MENU.
(U) Change terrain in square (see
appendix 3 for terrain key).
(V) View. Inverses all squares with a
line of sight to the cursor location.
(W) Move cursarto OBJECTIVE AREA
ce 4.6) then START LINE.
® Bt deployment phase.
(¥) Clear units from screen to view
terrain.
(2) Examine friendly units at cursor
location.
45 Unit Orders Men
e unit deseribed at the top of the text
s the“current uni” The folowing

routines may be used to adjust the starting
Iocation or inspect the status of the current
unit

(1-8) Move cursor.
15), Change wespan e ot armorad.

(

8

) Dlsr.'mba K unit. If unit is a vehicle
s

Then onty thatunit will unload

(8} Embuk it e i ve given
10 vehicle unit — the computer
will request the ID of the unit to
be embarked

(L) Look for unit. The cursor will move
o the units location.

(M) Move unit. The unit will move to
the cursor location.

(N) Next unit. The next higher
bered unit will become the current
unit,

(P) List passengers. Wil list the units

embarked aboard the current u

(Q) Quit the orders menu. Return to
the map display menu.

(V) View. Inverses all squares that may
be seen from the cursor location.

Exit the unit orders menu. Return
to the map display menu.

4.6 The Objective Area:
The objective area may be located by pres-

man, gun or vehicle that ends the game in
the objecive aren

17 Saving th

At the concaston of i deployment phase
the computer willallow you to save the set-
up on a disk initialized for SS1 use (disks
may be initialized at this time).

Entrenchments
Ifthe type of bate i SOVIET ASSAULT
N ASSAULT then the players
U apechneris D hel- sl
Lmnmchmcms are built by moving the
over a clear terrain square and
pressing the "3~ key when the computer s
in MAP DISPLAY MODE. Entrenchment
squares will look like and have the same
effect as BROKEN terrain squares.
Players may build a maximum of 50
entrenchments. Entrenchments may only
be built o the friendly side of the start line.
4.9 Off-Map Astillery
Off-map artillery may be available only
during assault type battles, Off-map artillery
will be designated only as LIGHT, MEDIUM

TALION or LIGHT ARTILLERY BATTALION.
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Off-map artilery will never be dis-

5.2 Unit Orders Menu:

played on the map.
lery may be mspe(led e game. i
started by using the BOMBARDMENT
routine.

If AUTO-SELECT is used when playing
an assault type battle, both sides will receive
off-map artillery.

410 Changing the Map:

During the deployment phase. players may
use the U key to create any terrain desired
on any square of the map. This allows
players to create any map desired. More the
cursor to the square you wish to change,
type U, and then type the number of the
terrain (see appendix 3 for a list of terrain
types). When designing a map, keep in
mind that often the computer intelligence
cannot deal with river terrain.

411 Changing Weapon Types of
Armored Vehicles:
Players wishing to create their own scenarios

current unit (see section 6.0 for weapon
numbers)

i bility Level:
At the beginning of the first turn of each
game, the computer will randomly deter-
mine the visibility level. The visibility level
will be set between 7 and 20 and will remain
constant throughout the game. The visibility
level is the maximum range at which units
may spot and direct fire at enemy units

5.0 ORDERS PHASE

During the order phase the player(s) may
review the status of their units and
Movement, Bombardment snd Grgeting
ordes

Map Display Menu.

The map, display menu used during the
orders phase is similar to the one used

during the deployment phase.

(1-8) Move cursor.
(©) End game.
(AT Select unke pit ol e
iy

will be the “current unit”.

(V) View. The computer will inverse
all squares that can be seen from
the cursor location.

(W) Move cursor to center of objective
area.

(X) Exit orders phase.

00 Clear units fom screen to view

@ Tamine frendly or visible enemy
units at cursor locatio

p
will be displayed beneath the map showing
its composition (number and type of vehi-
cles or weapons), ammunition (shown as
A, in pulses of firing remaining), facing
(shown as a compass direction), speed (in
movement point rate, it is also miles per
hour), and whether it’s loaded (an L is

inspect the status of the current unit:

(1-8) Move cursor.
(A)* Advance. This command is only
used when the computer is in all-
units mode; the formation HQ will
move to the cursor location, other
units in the formation will move in
such a way as to retain their cur-
rent position relative to the HQ.

(B) Bombard. The cursor location is the
target square; the current unit is
the spotter; the computer will list
the artillery units eligi
bard the target (see section 5.6).

(C) Center. The map is centered

round the cursor.

(D) Disembark. If the current unit is a
vehicle then it will unload all of its
passengers; if the current unit is a
passenger then only that unit will
unload; unloaded passengers will
have a suppression level of 80.

e

(E) Embark. Order must be given to a
vehicle unit — the computer wi
request the ID of the unit to be
embarked (see section 5.4).

(F)* Change unit facing,

(H) Find unit’s HQ. Cursor moves to
unit’s HQ location; computer

and the HQ; the HQ becomes the
new current unit,
Inspect. Allows the player to in-

the current unit as the
Shotte), Asdgolnga prioly aeget
with the () nspect order will cause
a range order to be given if the
target is outside of the set maxi-
mum range, with the maximum
firing range being set equal to the
distance to the new target (see
section 5.8).

(K)* Cancel all orders. Allows the cur-
rent unit to cancel all movement
and bombardment orders.

(L) Look for unit. Moves the cursor to
the current unit’s location.

(M)* Move unit. Orders the unit to
move to the cursor location (see
Section 5.5).

(N) Next unit. The next higher num
bered unit will become the current
unit

(0) Check movement objectives.
Moves the cursor to the movement
objective location(s) of the current
unit; also lists the command con-

trol delay (see section 5.5).

(P) List passengers. Lists all units em-
barked aboard the current unit

(Q) Quit the unit orders menu. Return
0 the map display menu.

(R)* Set maximum firing range at which

e current unit will select targets
(see section 5.7).

()" St mavement speed fo the
current u

Inspect he l:rgel that the current

unit has selected.

(V) View. The computer will inverse
all squares that the current unit can
see with its current facing.

(X) Exit the unit orders menu. Return
to the map display menu.

(2) Shift to all-units mode.

3

5.3 All-Units Mode:
Certain orders may be given to all of the
units of a parllcularlormahun These orders
are followed by an **” in the listing in 5.2.
‘The computer may be placed in “all-units
mode” by pressing the letter “A” instead of
the unit index number when selecting a
unit from the map display menu. From the
unit orders menu the player may shift to
“all-units mode” by pressing the (Z) key.
EXAMPLE: If the current unitis C4 and the
(2) key is pressed, then the computer will
shift to all-units mode for formation C.
C-ALL will be shown at the top of the text
window and CO will become the new
current unit

Whe:

n the computer is in all-units mode

placed in all-units mode if the formation
HQ has been destroyed

5.4 Embarking Units:
Al vehicle units may embark infantry type
units. Only halftrack and truck units may
embark atllery type units Each vehice
carry a_maximum of 10 transport
points. Listed below are the transport costs
for each type of passenger.
SMG, RIFLE 1
G 2
SIMOR. 2MOR 3
16 Yiow, FLACK, ATGUN 10
EXAMPLE: A pltoon ith 30 RIFLEs would
require 3 vehicles to transp
MPLE: A battery of six 76AT guns
would require 6 trucks or halftracks to
transport

* This order may be given to all of the units of a particular formation,



ek

After giving the (E)]MBARK command the
player must enter the ID of the unit to be
embarked. If the embarking unit is in the
same square as the vehicle then it will
‘embark immediately. If the embarking unit
is notin the same square as the vehicle then
hevabiclawillmovelo the totare andlond
Hha i diig the COMBATBHA
it N

embark allof the uits i formation. Type
the letter “A” instead of the index number
of the passenger unit. The vehicle must be
assigned tothe formtiontslosdingnthis
manner. The vehicle will immedistely
cobark the s in the aeme sruare and
thenmoveto

artlery can tat tng, T dely s depen-
den relationship between the re-
Queting; unit and the andllery unit

(1) 1fthe requesting unit s an H
and the arti

be a2 pulse delay.

If the requestor is a non-HQ but
the artillery is part of the same
formation, then there will be a 4
pulse delay.

If the artillery is in the same.
formation as the COMMAND HQ,
there will be a 6 pulse delay.

(in numerical order) and load them during
the subsequent COMBAT PHASES.

If a vehicle unit receives new move-
‘ment (or embark) orders, then it will cancel
any previous embark orders that have not
been completed.

55 Movement Objectives
Movement objectives may be assigned to
e e o by moving the curor tothe
desired o . pressing the (M)
ey i u|lermg the desired speed

Each unit may store up to 2 movement
objectives. The FIRST OBECTIVE wil
alvays b the fiest objectve
the OBJECTIVE wil atways b
the LAST one assigned. When a unit com-
pletes its move to the first objective loca-
tion then the second objective will become
the NEW first objective. Ifa new objecti

replace the old second objective.

Command control movement delays
are imposed each time a new movement
objective is assigned. Delays are not cumula-
tive; the new delay will replace any existing
delay.

Movement objectives for the current
unit may be reviewed by pressing the (O
key. Movement objectives for the current
unit may be cancelled by pressing the (K)
key.

5.6 Requesting Artillery Bombardments:
Indirect-fire artillery

I none of n there
willbeand, pulse delay. 1 more than one of
the above cases apply, then the one with the
shortest delay will be used. Off-map artil-
leryis consdered to be n the same forma-
tion as the COMMAND HQ

en a unit is ordered to bombard, or

pleted; otherwise the unit may cancel its
‘bombardment.

5.7 Setting Target Select
Units will automatically
targets during the combat phase. The players
may prevent their units from selecting
targets at extreme ranges by adjusting the
units target selection range. The target
selection range may be adjusted by using
the (R) routine.

EXAMPLE: A Panther tank unit has its
seletion rang set t05; the unit will only
select targes at r or less even
though the rmmm wmpun has a maxi-
mum range of

The Inspect Routine:
The (DNSPECT routine may be used to
review all enemy units that can be seen by
the current unit. The cursor will move to
the position of each sighted enemy unitand
the player will be allowed to request a
bombardment or designate the enemy unit
asa PRIORITY TARGET for the current it

The priory targe festue allows the

be performed by all mortars, off-map artil-
lery, and the German Hummel and Wespe
units. Any unit on the map may REQUEST
a bombardment

To request a bombardment move the
cursor 1o the desired target square and
press the (B) key. The computer will list
units that are in range and capable of
performing bombardments. If you wish to
assign the dispayed urit to the bomberd-
‘ment mission press the (A) key. Ifyou
0 8dp o the next unk wuhoul ﬂislgmng

isplayed artillery
® e 1 you ish b et e Bomoarts
ment routine press the ((

Foreach artillery unit displayed during

ombardment routine, the computer
willdisplay the DELAY required before the

player(s) the
ection of thi anie 1 the procitytrget
feature is not used then the units will
automatically select 4.!rgk-(s dhiniog e
combat phase.

5.9 Ending the Gam
The player(s) may use the (0) routine on

playing a game beyond its normal limits
may do so.

830 Tim
During the combat phase, 2 minutes of
s o nioad The o phase is

divided into 4 PULSES of 30 seconds each.
Sar e Ol
its rece

Dombardment orders there wilbe s i
expressed i PULSES, before the orders

in be executed (see 55, 5.6, 5.12). Units
T s the (K) cancel routiné wil have a
1-pulse delay added. A delay will be added
toa carrier that disembarks units (1 pulse
per unit disembarked).

512 Command Control:
Both players will start the game with a COM-

the Atari). For the Germans this will be a
regiment unit with a “I11" symbol.

A unitis considered to be“in command
control” if an unbroken “chain of command"”

HQ. To determine command control the
computer will examine each link in the
chain of command.

To establish a command control link
bbnen & 500:HO el and s farmalion

Q. the unit may not be than 10
spaces from the HO. I the anit cannol“see”
n the maximum distance is

5 spaces.

To establish a command control link
between an HQ unit and its next higher
HQ, the higher HQ need only exist some-
where on the may
EXAMPLE: For an infantry platoon to be in
command controlit would have to establish
2 command control link with its company

the company HQ would have to be
linked with ts battalion HQand the battalion
HQ would have to be linked to the com-
mand HQ.

To determine the chain of command
for any unit, use the (H) routine from the
unitorders men. Continue pressing the
(H) key until the cursor moves to’ th
command HQ,

Units that receive new movement
orders wil be delayed s number of puises

before they start moving. The length of the
delayvaies withhetime peiodnatonlty
and command control status of the unit.
Listed below are the movement delays for
each nationality, time period and command
control status (IN COMMAND CONTROL /
OUT OF COMMAND CONTROL)

TIME
PERIOD ~ GERMAN  SOVIET

1 15 5/9

2 15 5/9

3 15 4/8

4 15 48

5 15 37

6 15 37

7 2/6 37

8 2/6 37
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6.0 WEAPONS ERMAN
‘The weapons used in KAMPFGRUPPE are lsted below. Armored S5 _AC 5P
vehicles are rated for gun maximum range (MR), gun maximum
pencration (MP), gun shellsize (55), gun accuracy (AC) speed AN
(SP), machine guns (MG), front armor (FAY), back armor (BA), 41 616 1 3 22 48
houctte (SL), and periods of availability (YR) PR T e S
6 3 61 2 338 14
RUSSIAN Gl (s o i
MG FA BA SL YR 003 s 2 6 33 25
o B T e
N O R TeE 2 4 612 2 53413
> 221 2 313 1 A s A
By T M 4 812 2 8 4 458
44 oz o634 B4 81U 2 15 55 58
nl g o e 154 812 2 m 85 s
4 6l 2 1 75 68 2 4 100 2 3 96 78
T IR R s
4 4 3 12 o853 2 ATE T TR
D D e i M 4 BT 1 1 4338
L e s 385 M o4 812 0 31437
B LD 2 4 1014 0 41 6 46
5 612 4 1910 5 68 2 4 86 0B 86 s
S e TSR B4 8 9 0 1333 68
M o4 8 5 1 1 23 68
AT T LR R 2 4 1016 1 16 5 5 78
4 62 0 9 53 58 PN R P E D) e
5 6 0 U 5578 3
45 JU2 15 W 5 512 1 18 8 5 78 2 STUHE 12 0 5 612 1 8 4 3 38
5 sicn 1 0 6 612 0 3 1 4 48
BBl gt elf-propelled atilery
e o - S 2 WESPE 12 005 6 9 1 2 13 38
©osU2 1 0 6 410 0 125 557 A N T R LY
4 JsUam 12 0 6 410 1 18 8 5 78 T
Carter % skl S DA T L e e
RAEIRE g G N e o L Lo X8 v sk 7 10 3 8 2 1 4 13 68
i orman B o S v e g f 9 T I T

Non-armored weapons are rated for MR, MP, S5, AC, P, SL, GERMAN
defense (DF) and YR.
WEAPON
TRUCK 00 0 o1 3 1 18
RUSSIAN 37aT 6 62 6 0 1 3 14
S0AT £ VT R
WEAPON MR MP. 75AT 1 4 4 8 0 1 3 38
TRUCK OO MO0 A T 1S LA 8AT WHB TS ol 20 Blies
a5AT 8 10 2 6 0 1 3 18 BFLAK 20 15 4 20 0 3 3 18
76AT T T T T 751G 105 oM
6t 5 0 4 6 0 1 3 18 150G 00 6 0 2 3 18
MOR R BIMOR N TR
82MOR 6 0 4 8 4 1 7 18 2MOR 28 0 5 9 2 1 5 18
ZMOR 2 0 5 9 2 1 5 18 HMG R s
HMG. 5 01 5 5 1 818 SMG 101 0 6 1 9 18
SMG SRS TR RIFLE SN TR e O
RIFLE 2 01 10 6 1 9 18 GRENADE 0 25 1 25 - - - 18
GRENADE 0 25 1 325 =S FLAMETH 0 30 4 8 - =
FLAMETH 0 30 4 8 - - - 18 PZFAUST 0 20 3 4 - - - 58
L-ART. ) A iy ART SRR T
M-ART % 0 5 B~ - =14 M-ART 9 05 & - - - 18
H-ART. 99/ oie gt = =g HAART G0N0 e = =
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.1 Special Infantry Weapon:

‘Al infantry PLATOONS i the game are
armed with one of the following Special
Infantry Weapons (SIWs): GRENADE,
FLAMETHrower, or PanzerFAUST. SIWs
will only be used when firing at ZERO
RANGE against ARMORED VEHICLES
and will shoot at the back armor of the
velhicle. SIWs will be fired instead of the

platoon (except when using grenades in
1

The enemy unit will be spotted i
is within

it

following formula is used to increase the

ofvision,
e-of-sight
within sighting

(2) there is an unobstructed
and (3) the enemy unit is
range.

The SIGHTING RANGE equals the
enemy unit’s SL rating plus 1. If the enemy.
unit is in cover terrain then the sighting
range is divided by 3. If the enemy unit is
moving then the sighting range s trpled
The sighting range may never exceed the
Visibility Level (setat the start of the game)

Units that previously selected a target
y

6 — range. This adjustment s added to the
normal silhouette of the target, but is not
used when determining the accuracy of
special infantry weapons.

KILLS: Armored vehicles are rated for both
front and back armor. Front armor (FA)
protects the front 90 degrees of the vehicle
(see diagram). Back armor protects the

by 10). When SIWs are used, the target unit
automatically receives 50% suppression.
PZRATTAsFLAMETH e

Wil be replaced by the GRENADE as
the platoon SIW.

7.0 COMBAT PHASE

The combat phase of each turn represents

each pulse units may search, select targets,
firetheir weapons and/or move. Before each

atthat target.

due to suppression.
Selecting Target

After searching, a

903

will
attempt to selecta arset Afargeaustbes
sighted enemy unit that is within target
selection range (see 5.7). If there is more
than one available target then the nearest
unit will be targeted. If the searching unit
has an armor-piercing weapon (MP rating
greater than 0) then it will select the nearest
AARMORED VEHICLE, if one is in range.
Tanks and infantry may fire on the
same pulse they select a target. Assault
s, fak destroyes and sy (mortrs,

P p P
to move and fire first during the pulse. The
side with the lowest command control delay
rating will be more likely to move first.

‘At the start of cach pulse eligible units will
within their

d of vision is
and s

degm "SI o vato: i itk lhey

facing, Non-moving units have a 180
degree fld of vision i the direetion they
are facing.

L 90z

self prupell:‘d m.nuyy ‘may o e on i
me pulse they select a target unless they
are in the same square as the target.
Units will select another target if their
current target is an infantry unit with a
suppression level of 200 at a range greater
than zero. A unit will automaticaly change
targets in order to shoot at an enemy unit
at enters its square.

7.3 Direct Fire vs. Armored Vehicles:

armored vehicle will not cause suppression
unless the range is less than 6 and the firing.
unitis a vehicle with machine guns. Small
arms fire from SMG and RIFLE platoons
cannot kill armored vehicles.

The effectiveness of direct ire aganst
by (1) wea-

pon accuracy, (2) the number of weapons
d (4) armor

b

Units here fire at back armor

remaining 270 degrees of the vehicle. When

pmnmmn (MP). MP ratings are modified

y range and shell size (S5) into an AD-
|usn:n PENETRATION FACTOR (APF)
The formula for APF is: (S5 X S5) /4
-+ MP— MP X (RANGE/ MAX RANGE) /2.
The APF may not exceed 2 X ARMOR. If
the APF is less than 125 X ARMOR then
the ACCURACY is HALVED. If the APF is

ARMOR then

ess U
HALVED again. The number of KILLS
equals (APF X ACCURACY X NUMBER
OF WEAPONS FIRING) / (ARMOR X 1200)
EXAMPLE: Let's assume that 5 PZ-lIL
tanks and 10 T-34/76C are in clear terrain
exchanging fire at a range of 3, with each
iarges frontarnoe fcing the enemy. The
ACCURACY of the PZ-IliLs
(Lusmx o+ Aaxn) 2)/100
(6425 X 64.25) /

4128

is adjusted by the target si
118 equal o7 (TG han s

vs. penetration.
ACCURACY: Atzero rnge,accuracy will
be (90 + (WEAPON ACCUI ULSE
FIRED AT TARGET) squmcmuo At

1807

PON ACCURACY X PUTSES FIRED AT
TARGET) SQUARED/100. Weapon accu-
racy ratings are listed in section 6.0. The
pulses fired at the target can never b
greater than 4. Accuracy is HALVED if the
target unit occupies a TOWN, WOODS
or BROKEN termin square and has it

ALVED

ifthe arger s MOVING vehiele Accuracy
is multiplied times the TARGET SIL-
HOUETTE / 4. When anti-tank fire is used
against armored vehicles, the target sil-
houette may be adjusted due to range. The

07 dueto
the range of 3). Soihe ad)usled e
enpalioT22d (125X (7/4)). The APE of
the PZ-IIILs is:
((3><3J/4;+10*((10><13/8))/2)
=9/4+

Since the APF is not greater than 1.25 times
the T-34C front armor of 11, the accuracy of
72.24 s cutin halft0 36.12. Since the APF is
not greater than the T-34C front armor of
11, the accuracy 0f36.12 s cutin halft018.06.
‘The number of kills due to the fire of the
PZ-IIILs i

(10375 X 18.06 X 5) /(11 X 1200)
o7

This means that there is roughly a 7.1%
chance that one T-34C will be destroyed.
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e same calculation was made for
the fire of the 10 T-34Cs the result would be
a kill number of 918 which would usually
lead o1 PZ-1IIL destroyed. Due tothe mck

at target is equal to 4 if the spoter unit can
see an enemy unit in the target squa

KILLS: Caleulated the same asin 7.3 or7.4.
unitin

armor of the T-34Cs, and the
cutnumber the PZ-I1lLsby 2 to 1 an engage-
‘ment of this type would quickly lead to a
German defeat. If, however, the German
player had 5 PZ-IVHs, they would fire with
akill number of 614 while the T-34Cs would
return fire with a kil number of 937. This
is a much better situation for the German
player, although he would still need to

upanother platoon of tanks to win the
engagement.

-]

the target square. Hz[nendly unitis present
in the target square then the indirect fire
‘mission will be canceled immediately.

I the spotter is unable to see the target
square, or if there are no enemy units in the
target square, then the fire will eventually
“drift” into an adjacent square which will
become the new farget

Bombardment fire missions will nor-
mally continue firing for 4 pulses ater
which the firing units will become available

7.4 DirectFirevs. gets:
The effectiveness of direct fire against non-
armored targets s determined by (1) wea-
pon accuracy, (2) the number of weapons
the firing unit, (3) shell size, and (4)
target defense strength.
ACCURACY: Calculated the sameasin7.3
with the following exceptions: (1) when
firing at MOVING non-vehicle targets the
accuracy is DOUBLED instead of halved;
(2) accuracy is QUARTERED if the target is
defending in WOODS, TOWN or BROKEN
terrain irrespective of the unit's current
speed setting; (3) accuracy is not affected
by the target silhouette

KILLS: Number of KILLS equals (SS X S§
X ACCURACY X NUMBER OF WEAPONS

FIRING) / (DEFENSE X 1000).
firing unitisin the same square as

andihe range i less than 6 then the: avacker
will a
attack. Each MG is the same as the HMG

a German SMG or
RIFLE unit, the offectvancss {accuracy) o
the fire will be increased by 50%.

7.5 Indirect
Al ottt wnal et i son:
stitute indirect fire. Indirect fire will not
yield reports of kills and suppression; how-
ever, it will report when a unit has been
eliminated. The effectiveness of indirect
fire is determined by (1) the view of the
spotter, (2) shell size, and (3) target defense
strength or armor. For indirect fire, armored
vehicles have ARMOR equal fo BACK
ARMOR + FRONT ARMOR /3.

ACCURACY: Calculated the same as 7.3
and 7.4 except for the following:
range is always considered to be the wea-
pon's maximum range for the purpose of
caleulting accuracy; (2) the pulses fired at
target s equal to zero if the spoter unit
doss not have a ine of ight 1 the target
squa

7.6 Suppression:
Suppression wil ocur dusing most direct

square on their path. Listed below are the
rounded off costs to enter each type of ter-
rain for each type of uni

ARM-VEH TRUCK FOOT
13 1 13

clear 3
road 7 3 10
town 0 5 1
road-slope 10 .
broken 0 7
woods. 20 7 v
slope. 20 7
ford 30 0 2
bridge 7 310

in clar teran (hen seting speed for

and indirect fire attacks
Sets may receive up to 200% suppression.
Armored targets may receive a maximum
of 50% suppression. If a unit is attacked
more than once in a pulse then its suppres-
sion will be cumulative. Suppression will
not occur if armor-piercing weapons fire at
armored targets unless the unitis a
vehicle armed with machine guns and the
range is less than 6.

‘The level of suppression added by an
attack is equal to (S5 X 5 X ACCURACY
X ACCURACY X WEAPONS FIRING) /
200. For suppression purposes the AC-
CURACY will always be at least 10.

Atthe end of each pulse the suppres-
sion level of each unit will be halved.

7.7 Suppression Effects:

Suppression may affect a units ability to
search, fire or move.

SEARCH: Units with greater than 9%
suppression may notsearch. I suppression
i leos than pereentage
chance, sq\mJ othes suppms:mn level, that
the unit will fail to search. Units will always
search the square they occupy.

IRE: The effectiveness of fire is reduced
by ¥ of the level of suppression (i.c. a unit
with a suppression of 180% will have its
fire’s effectiveness reduced by 60% (180/3)

: Units with greater than 50% sup-
pms:\\m will be pinned down and unable to
move. Note that armored vehicles will
never have greater than 50% suppression.

Am

M umls\vvil start the game with 40 units of
ammu Units will expend one unit of
smimilion eaex v ey e/ Ualle il
be unable to fire ammunition
reaches zero.

ent:
At the end of each pulse, eligible units with
‘movement objectives will move. Units that
fired or were pinned during the pulse will
not move.

Atthe end of each pulse, moving units

e Spotter unit cannot see an enemy
unitin the target square; (4) the pulses fired

current speed setting (see 6.0). Units will
spend movement points to ENTER each

equal to miles per hour). -

710 Disembarking Under Fire:

When vehicles carrying passengers come
under fire they may be forced to unload
during the combat phase. Any vehicle
that suffers 1 or more KILLS must imme-
dintely unload js passengers If 2 vehicle
other than a truck or halftrack suffers
507% supprsion: wile caieyig inhy
then it must immediately unload.

I a loaded vehicle suffers KILLS then
some or all of the passengers may also
be killed prior to unloading.

7.1 Combat Reports:
During the combat phase the computer will
descibeth occurrenceof direct orindivet

. The computer will epot thesize and
ype ofshel ing fred and i most
the KILL and/or SUPPRESSION ey

below are the criteria for de-
wrlbmg the size and type of shell being
fired:

© SMALL ARMS FIRE: RIFLE, SMG,
MG
LIGHT ARTILLERY FIRE:

MEDIUM ARTILLERY FIRE:

HEAVY ARTILLERY FIRE:

LIGHT ANTI-TANK FIRE:
MEDIUM ANTLTANK FIRE;
HEAVY ANTLTANK FIRE:

AT shell size< 2
AT shell size =3
AT, FLAK

shall size> 4
moving armored

OVERRUN ATTACK:

FLAMETHROWER ATTACK:
GRENADE ATTACK:

f

PANZERFAUST ATTACK:

PZFAUST fired
from zero range

Armored vehicles with an MP rating of zero
are assumed to be firing HOWitzer wea-
pons. Armored vehicles with an MP rating
greater than zero are assumed to be firing
AT weapons, Halfircks ee ssumed tobe
firing,
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During direct fire any KILLS or SUP-
PRESSION willalways be displayed. During
indirect fire KILLS or SUPPRESSION will
not be displayed.

7.12 Sighting Firing Units:

Any unit on the map that employs direct or
indirect fire has a random chance of being
sighted. The chance of sighting is equal to
2X TURNS FIRED AT SAME TARGET /
RANGE TO TARGET.

713 Close-Combat Mode

Armored vehicle or infantry units that are
currently moving and have their engage-
ment range set to ZERO are considered to
be in CLOSE-COMBAT MODE. Ifa unit in
close-combat mode is fired upon by a unit
within 3 squares then the close-combat unit
will attempt to move into the same square
as the firing unit before continuing towards
its planned objective.

8.0 LINE OF SIGHT

The ability of a unit to see another unit on
the map is affected by the terrain that lies
between them. To determine if one unit can
observe another the computer will follow
the proceedures listed below:

(1) Determine the straight line path
from the sighting unit to the
target unit. This path is the “line
of sight” (LOS)

(2) Determine if the range to the
target unit s greater than the
visbilty level in which case the
unit cannot be seer

(3) Determine if the LOS is blocked

S path contains
“blocking” terrain then there is a
pos the LOS will be blocked.
(4) There are two types of blocking
terrain: ELI

is any terrain on the LOS patl
that has a higher altitude level
than both the sighting and target
units. Cover terrain consists of
TTOWN, WOODS or BROKEN
terrain squares

Elevated terrain will always block
the LOS. Town terrain squares
will always block a line of sight.

S may be traced through 1
woods square that would have
otherwise blocked the LOS but
will be blocked by a second woods
square. A LOS may be traced
through 2 broken squares that
would have otherwise blocked
the LOS but will be blocked by a
third broken square. A LOS
not be traced through one forest
and one broken square.

1 1
il 1
b 1
VW
1 1
i 1
b § 1

(6) 1f the LOS is not blocked and the
two units are on the same altitude
level, then they may observe each

.

() 1f the LOS is not blocked by
ELEVATED terrain and the two
units are at different altitude levels,
then the following formula is used
to determine if a LOS exists:
LOSisclearif [h— (dx H/D)]* > P
* Rounds off number to nearest

integer.

height of higher position
inus height of lower position
D= distance from higher position
to lower posi
h= height of hlg)\er unit
d= distance from potential
obstacle to higher position
P = height of potential obstacle
oaee o the path from the higher
unit to the lower nit s a potential obstacle.
Coverterrain will ncreaso the alitads level
a square by 1 additional level when
calculating the value of “P in the above
formula. The following diagram shows the
heights of various terrain types on a typical

P'Ihe computer Is the final jude in

determining LOS. Players may use the

(Vyiew key to determine which squares are
sible from any particular square.

SLOPE

WOODS

= BROKEN

= ROAD

= RIVER

TOWN

= FORD

= BRIDGE

H
(I
£
FH

# = heightlevel of terrain for purposes

of blocking line of si

#/# = (height level of unit in square)/
(height level of terrain for blocking
line of sight)




9.0 HISTORICAL SCENARIOS

9.1 Meeting Engagement East of Bryansk
(uly 7, 1942):

This is a meeting engagement with a game

length of 20 turns. The German player be-

gins with 60 victory points, and the Soviet

points. As part

large reserve tank force which was able to
inflict severe losses on the German advance
guard.

1 = German advance guard encounters
Russian tank battalion

Russian tanks retreat, but Germanatiack
is ambushed by AT guns in the forest

3 = German force splits in order to attack
both Russian groups
4 = Russian tank brigade surprises Germans

and attacks flank of German thrust

5 = Germans withdraw to Kolsovo and
defeat Russians, but only after town
changes hands several times

9.2 Attempted Relief of Stalingrad
mber 17, 1942) :

‘This is a German assault with a game length

0f30 turns. The German player begins with

250 victory points, and the Soviet player

begins with 60 vi

are attempting to break through Russian

mobile formations in order to relieve the

town on the 17th,




9.3 Attack Toward Kiev
(November 3, 1943) :

‘This s a Russian assault with a game length

0f30 turns. The German player begins with

20 victory points, and the Soviet player

begins with 250 victory points. After cross-

8th
Dibison, Alfiough soccesstel in lesrisy
the woods of Germans, a last-minute coun-
terattack by German armor prevented the
Russians from reaching Kiev.

9.4 Attack Toward Berlin
(March 22, 1945) :

This is a Russian assault with a game length

0§30 turns. The German player begins with

250 victory points, and the Soviet player

the main highway to Berlin. Facing the Rus-

ians was a newly formed Panzer division
which could only scrape together 55 Panther
and Tiger tanks. Fighting over flat terrain,
the German tanks were able to get the better
of the uncoordinated Russian armor attacks,
despite being outnumbered by 2.5 to 1. The
Panther tank once again proved that it was
the best tank of World War I1.

10.0 GAME LENGTH AND
VICTORY CONDITIONS

101 Ending the Game:
The game will automatically end after 20
turns (30 turns if an assault battle is being

he

game that has ended. If they electto continue

has ended, the computer will

never again end the game as this must be
done by the players.

SROGENEAD
Fonces!
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102 Victory Conditions:
At the end of the game victory points (VPs)
will be awarded as follows:

EACH UNUSED SELECTION
POINT

20
(maximum of 250 due to
unused selection points)

FORCES IN THE OBJECTIVE AREA

.2

ARMORED VEHICLE 0
ARTILLERY/TRUCK .............. 10
INFANTRY MAN .5
EACH KILL:
INFANTRY 1
HMG ... 2
50,81,82MOR 3
120MOR .. - w5
OTHER ARTILLERY 10
m

ARMORED VEHICLE
plus FRONT KidioR

Only the attacking player receives points
for unitsin the objective area. Wher

SR s (ol play s el
0 be the attac}

After the wclury points have been to-
taled the defender's points will be doubed
(points for unused selection value may be
doubled to a value no greater than 500).
‘The computer will divide the total German
victory points by the tota
points to arrive at a victory ratio. Compare
this ratio to the following chart to determine
the victo

200 and above  German Decisive Victory

150-199  German Substantive Victory
110-149  German Marginal Victory
092-109  Draw

067091 Russian Marginal Victory
051-066  Russian Substantive Victory

0,50 and below  Russian Decisive Victory,
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1.0 WEAPON NOTES

PZ-IIF
Used as a recon tank prior to 1

Its 20mm gun was ineffective agzmsl
L b lhe ‘most lightly armored

PZ-IIG

t improvement over the
PZ-IIIF. It featured better armor and
off-road mobility.

PZ-IVG

Used as a medium and heavy support
tank from late 42 to late ‘43. Its 75/43
gun was effective out to 1000 yards
against the T34

PZ-IIL (Lynx)

ly 1943. Replaced
the PZ-IIF. It featured improved off-
road mobility.

e TANK

Pz-1m1y
The first version of the PZ-III to be
armed with the long 50/60 gun. Used
as a medium tank during 1942 and

“43. Limited effectiveness against the
T34 at short ranges.

PZ-IVH

Used as a medium tank from mid-43
until the end of the war. Employed
“armor skirts” for added protection
and a longer 75/48 gun. More than a
match for the T34/76C, and only
marginally weaker than the T34/85.

Used as a stop-gap medium tank
until mid-1942. Tts 37mm gun was
ineffective against all but the most
lightly protected vehicles.

PZ-IIIL
Used as a medium tank from late 42
to late *43. Similar to the PZ-11I] with
additional armor protection.

PZ-V (Panther)

Used as a medium tank from mid-43
until the end of the war. Its 75/70
gun was effective out to 2000 yards
against the T34. Widely regarded as
the best tank design of the war.

PZ-IIIF
Used 8 4 madium tank
1942. Its 50/42 gun was metiontve

against the 54 K type tanks

PZ-IVFL
Used as a heavy support tank before
1943. ts short 75/24 gun was inef-
fective against the T34 and KV type
tanks.

PZ-Via (Tiger)
Used as a heavy tank from late "42
until the end of the war. Its 88/56

the T34/85, KV-85 and JS-I1 in 1944,
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PZ-VIb (King Tiger)

Used as a heavy tank from late ‘44
until the end of the war. Its 88/71
gun was effective out to 2000 yards
against the T-34. Extremely heavy
frontal armor made it almost invul-
nerable to head-on fire.

SK164 (Nashorn)
Used as tank dectroyer fom 42
until early ‘44. Its with
special optics could it 2 i the
T34 at 4000 yards. Like the Marder
it was an easy Kill if Soviet tanks got
close enough.

Used in non-divisional anti-tank

88/71 gun used by the King Tiger.

SG-IIIB
Used as an infantry support vehicle
before 1943, Its short 75/24 gun was
ineffective against most Soviet tanks.

) ap

JPZ-VIp (Elefant)
Used as a tank destroyer during the
battle of Kursk in mid 43 and then

cross-country speed of only 6 mph,

JPZ-VIB (Jagdtiger)

introduced in late 4 in non-divisional
anti-tank units. With a 128/55 gun
m of armor, the Jagdtiger

yas sl the s presive

the war. However,

n ¥
speed of 8mph limited its effectiveness.

SG-IG
Used as a tank destroyer and infantry
supportvehile rom te 42 unl the
end of the war. Good

Shoete ;\nd he 75/48 gun

e e e e i
faak s

=

pz-Iv
Used as a tank destroyer from early
44 to the end of the war. Had better
armor than the SG-IIG and the same
75/70 gun as the Panther.

 SEED

STU-H42
A 105mm howitzer mounted on an
SG-IIIG chassis. Used from late 42
to the end of the war as an infantry
support weapon. One platoon per
Stug Company.

SKI31 (Marder)

jsed as a tank destroyer from late
42 uniil late ‘44. Its 75/46 gun was
effective against most Soviet tanks
but ts high silhouette and thin armor
made it an easy Kill.

JPZ-38T (Hetzer)

Used as a tank destroyer and infantry
support vehicle from early ‘44 to the
end of the war. Had the same 75/48
gun as the SG-I1IG and better armor.

SIG33
A lightly armored self-propelled

150mm infantry gun. Used from early
43 to the end of the war in Panzer-
grenadier and Motorized Regiments.




GERMAN SELF.PROPELLED GUN.

PZFH-18 (Wespe)

PAKSS/36 (37AT):
Kbt

A lightly armored self-propelled
105mm field howitzer. Used from

late 42 to the end of the war as divi-
sional artillery for panzer formations.

g early 43, Ineffective. agamsl T34
and KV type tanks.

ving anks withsuhless effciencs.

GERMAN SELF-FROPELLED GUN

PZFH-18M (Hummel)

Used from early ‘43 to the end of the
war. Served same function as the
Wespe but mounted a 150mm field
howitzer.

>

PAK38 (SOAT)"
Used 1942-43 in divisional anti-tank
battalions. Effective out to 400 yards
against the T34

datm—

PANZERFAUST*

Used from late 1943 to the end of the
war to provide infantry platoons with
an effective anti-tank capability. Ef-
fective against all Soviet tanks when
fired at point blank range.

st
armored or lightly armored targets.

e

PAK41 (75AT)"
Used from mid 47 to the end of the

FLAMETHROWER"
I to combat engineer platoons

Eﬁectwe Tt 1000 yards against
T34,

all tanks at point Blank ranie.

5K234/2 (Puma)

Used from early 44 to the end of the
war in heavy recon companies. Its
long 50mm gun provided a limited
anti-tank capability.

GERMAN ANTLTANK WEAPON

=

PAK43/41 (88AT)"

Used from early 44 to the end of the
e n panzer divison an-tank bat
talio

Jed i recon battalions
from arly'42 (o the end of the war.Its

tante witin 4000 yards.

lightly armored vehicles.

“Not to seae.
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T-7
Used as a medium tank before 1942
Its 45mm gun was occasionally ef-
fective against the PZ-38T, PZ-IIIF,
PZ-INIG and PZ-IVF1. Thin armor

made this tank an easy kil for any
German anti-tank weapon.

T34/76C

Used from early 42 to the end of the
war as a medium tank. Similar to the
T34/76A but featured a 76/41 gun
with improved range and accuracy.

soviET TanK.

as a heavy tank from late ‘42
until early 4. Similar o the KV-1 but
d an improved 76/41 gun

T-265

Used as a medium tank before 1942.

Burdened with the same weapon and

oor armor as a BT-7 (with reduced

mobilty). This tank was phased out
in flames during 1941

KV-85
Jsed 4at0

1200 yards against the

the end of the war. The KV weapon
was upgraded to a 85/51 in response
tothe appearance of the Tiger in 1943.

T-28C
Used a5 a heavy tank before 1942

Obsolete by mid 41, the T-28C had
weakarmor fora heavy tank. ts76/26
gun with crude optics could punch
holes in German tanks that got too
close. Became extinct following the
great encirclement battles of 1941.

mid "42. Its 152mm howitzer could

ma
he German BSFLAK.

Js-1t
Used asa heavy tank since early “44; it
was the most widely used heavy tank
inthe last months of the war. Its 122/43
gun could penetrate the frontal armor
of the King Tiger at 800 yards.

T34/76A
The frst producion version of the
asa medium tank from mid
o early '43. Its outstanding
ity, armor and firepower out-
classed all German tanks during the

o . Bese ksl lal: ke

Armed with the as
the 134/76A and. pmlecled oy 20%
more armor. Outclassed all German

8
effective out to 800 yards against the
early war PZ-lls and PZ-IVs,

year of the war.

15
‘The final version of the S tank to ap-
pear in World War IL. First appearing
in early 1945, it did not reach the front-
line units 0 see much combat.
Mounting the same 122/43 gunas the
JS-IL, its armor was redesigned to
maximize the effects of sloping.
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5U-76

Used as a tank destroyer from carly
43 10 late "44. Its 76/41 gun was not
effective against Tiger and Panther
tanks. Lightarmor madeit vulnerable
o all German anti-tank fire.

Jsu-122
Appeared in late ‘44 as the tank de-
stroyer version of the JS-IL. Its heavy
armor and 122/43 gun were intended
to counter the German “super heavy”
tanks.

SOVIET SELF-PROPELLED GUN

5U-152

Used as an assault gun from mid ‘43
tolate’44. Armed witha 152 howitzer,
mounted on a KV chassis

SU-85
Used as a tank destroyer and infantry
eapon from mid ‘43

firepower, mobility and protection.
It was the first Soviet vehicle to be
armed with the 85/51 gun.

suU-122
Used as an assault gun from late ‘43
to the end of the war. Armed with a
122mm howitzer mounted on an

SU-85 chassis.

SOVIET SELE-PROPELLED GUN

JsU-152

Replaced the SU-152in ate’44. Armed
with the same 152 howitzer, mounted
on a JS tank chassis

St

Appe: te'44 asan up-gunned
verdion of the SU-B5. It 100,55 gan
was effective out to 1500 yards against
the Panthe:

(Historical reference
not available)

45mm L60 (45AT)

Used throughout the war in mecha-
nized, motorized and rifle regiments.
Was ineffective against the Tiger and
Panther tanks.

e

76.2mm L54 (76AT)*

Used in divisional anti-tank regiments.
Experienced only limited succes
against the Tiger and Panther tanks.

ot to seule.
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12.0 STRATEGY NOTES
Deploym
When deplwymg on defense you should
entrench your infantry near the forward
edge of the objective area in comy rony size
positions. Position your anti-tank guns and
fome of your armored vehicles benind this
line by 3-5 squares. Place your mortars and
main HQ 5-15 squares behind the infantry
on hilltops which have clear fields of vision
routes. You

reserve, committing them only once the
axis of the main enemy attack is determined
When attacking place your infantry in half-
tracks or on tanks and then set up in a tight
formation no more than 5-10 squares wide.
Consider splitting off a task force of one
tank company and one infantry company to
flank the enemy defensive positions.
Command Control

Be sure to protect your main HQ by placing
it in the rear, but keep it on a hilltop if
possible so that it can call in_off-board
artillery with a minimum delay. Keep your
HQ units 1-2 squares behind the units they
are commanding. Russian tank brigade and
infantry battalion HQ's and all German

HQ

ment objective, set the unis speed to 0.
Even if you don't want to keep the current
movement objective, it s better to set the
speed 0.0 than 10 use the (K)cancel com-
e the cancel command will
ellmmnle:my pulses fired at target that may
already have accumulated.

Trucks

Never drive loaded trucks within range of

cannot be spotted by enemy artillery
observers,

Weapons

besure o putinfanty on yourtanks, or i
your tanks
infantry will dismo
e chthe tanke, Domotallow infantry with
grenades to continue firing at your armored
vehicles, for with an accuracy of 25, thei
ity t le. This represents the
ability of unsuppxessed infantry to eventu-
ally climb on enemy tanks and destroy them
with light weapons. Grenades represent
infantry close assaulting tanks, in which case
the thickness of the armor of the defending
tank becomes insignificant; thus grenades
have been given a penetration value of 25,

-
is derived from the differences between

mnge you wil atempt 1o engage
enemy tanks. For example if you have
P20 ks ar xpect to face T34/76A
tanks, it would be foolish to close to 400
yards, stop and exchange fire. The sound

to lure the Russian tanks towards your
tanks and then apen up with the AT gunsa
ange as you charge forward

combat when absolutely necessary.
Getting Your Units To Move

A unit will not move as long as it s firing at
an enemy unit. In order to get the unit to
stop firing you must lower the unit’s target
selection range. Stop! Itis essential that you
understand this concept, as your setting it

enemy units may appear dangerously close.

Firing on the M
While moving, a unit may begin to fire on
an enemy target. If you wish to keep firing
at the enemy while taking advantage of
cover terrain in the unit's square, but you

move-

what conditions your weapons have an
acceptable chance of defeating the enemy.

Special Infantry Weapons
Infantry defending in cover terrain cannot

Suppression
In once a unit has been fully
suppressed (004), it may esily be do
stroyed by a unit enteri re. The
Key s to identiy softungets, hoep them

ressed, and then send in at least one
unit to close assault the defender. Using

arms and arillery e to suppress
armored vehieles can alo be usehu), o2
can help keep the vehicles oom acquiring
new targets.

The Combined Arms Con:
e e i o A (RN
to use combined arms tactics, On theattack,
artillery should be used to suppress and
destroy enemy anti-tank guns, as well as
suppress enemy mortar positions. Infantry
is needed to suppress and then assault
defending infantry positions, as well as
help in suppressing enemy vehicles. Tanks
can be used to destroy enemy vehicles and
overrun suppressed enemy infantry and
gun positions. Armored cars and lighi tanks

be seen until cither an enemy
square orthe infaiey unk opers iee. For
his reason it s often wise to set the target
Clechon e s asturaing ins
zero. This willallow the infantry to ambush
enemy units that enter its square. The
weakness of this strategy is that each de-
fending square, once discovered, can be
attacked piecemeal. When attacking against
the 0 range strategy, it is best fo send
infantry one square ahead of the attacking
tanks, as it is much better to have your
infantry ambushed than your tanks. If you
don't i 3

also want to keep the

of the assault elements in order to spot
enemy positions and draw fire from anti-
armor weapons, thus exposing them to the
fire of your artillery. On defense, use in-
fantry to ambush tanks and suppress any
units that come too close. Artillery can be
used to keep attacking infantry pinned
les

g it up with the defending
fnfanky, ke shoyd boiuisd ¥ e
g off majorarmored thrusts,
or counteratiaiing unsupporied infantry
attacks.
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APPENDIX 1: KILL PROBABILITIES

TARGET TN TRRGET TN

e TN [y | retn | e | | TN IS o | rswee |t
E Ty T Ty KR T oo o0 wor e[ o soe s
T-34/76A 172 30 02147 14 01| 22 05 01 PZ-11) 72 07 01|83 09 0193 11 02
T-34/76C 251 66 16215 62 08| 32 10 03 PZ-IVH 256 82 15[292 102 19 (329 122 24
Towss_ |6 98 36[527 121 43[109 39 07| |panter |34 122 54581 152 7259 13 8

Hit probability of one tank firing after having previously fired for at least 3 turns. Target front armor is being fired at, target in clear terrain

and not moving, Hit probabilities at 400, 1000, 1600 yards (i.e, a T-

APPENDIX

34/76A has a 17.2% chance of killing a PZ-1II] at 400 yards range).

PROGRAM TO DETERMINE KILL PROBABILITIES FOR DIRECT FIRE VS. ARMORED VEHICLES

invite you to use the program shown below to caculate kllprobabiles against armored vehicles. (Atar users: For lines 4-18,
PU “X"; : INPUT Y.)

we
replace INJ with PRINT

4 INPUT “RANGE m TARGET?"; A

6 INPUT “MR?";

8 INPUT “MP2" |

10 INPUT 552"

12 INPUT “AC?”

14 INPUT “TARGET ARMOR?" ; F

16 INPUT “SL?"; G: SL=G +6 — A:

IFA> 5 OR B =0 THEN SL

18 INPUT “PULSES FIRED AT TARGET?”

20 IF H > 4 THEN H

22 N

INPUT “NUMBER OF WEAPONS FIRING?” ;
B

A)*90/B) + (H*

E) )42 /100

Input range to target.
Input maximum range of gun.
Input maximum penetration of gun.
Input shell size of gun.
Input accuracy of gun
Input front or back armor of target
Input slhouett of targ
e increase in £ WP — oflessthan 6
Do not adjst silhoctte i firing weapon is a
Input pulses r..ed at target.
Pulses fired at target cannot exceed 4.
Input number of weapons firing.
Set B to avoid DIVIDE BY 0 error.
Calculate accuracy (C-64 users: Use | key instead of (%))
Adjust accuracy for silhouette size.

30 PE=((D*D)/4) +C— (C* (A/B)/2) Calculate adjusted penetration factor.
32 IF PE < F THEN AC = AC/2 Adjust accuracy if penetration is less than armor.
34 IF PE < F*1.25 THEN AC = AC/2 Adjust accuracy if penetration s less than (1.25 * ARMOR)
36 IFPE>2*FTHEN PE=2*F Adjusted penetration cannot be greater than (2 * ARMOR).
38 KI= (AC+ PE*N) / (1200 + F) Calculate expected number of kill.
40 KI=INT (1000 * (KI +.0005) ) : KI = KI/ 1000 Round off expected number of kills.
42 PRINT “EXPECTED NUMBER OF KILLS EQUALS “; KI Print expected number of kills.

— Divide the expected number of kills by 2 if the target is movin

— Divide the expected number of kil by 2 if the target is in cover terrain and has a current speed of 0.

If the program above was executed, the result would look
RANGE TO TARGET? 2
0

26
TAKGET ARMOR? 8

PULSES FIRED AT TARGET? 4
NUMBER OF WEAPONS FIRING? 1
EXPECTED NUMBER OF KILLS EQUALS 2.15

ke the following example:

In this example, a company of ten T-34/76C tanks is firing at an enemy PZ-IVH group. The range is 2 (400 yards), and the shots are
fired at the front armor of the PZ-IVH's. The expected result is that 2.15 PZ-IVH tanks will be destroyed.

17
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Clear (Level 1)

Road (Level 1)

Road (Level 1)

Road (Level 1)

Road (Level 1)

Road (Level 1)

Road (Level 1)

Road (Level 1)

Town (Level 1/2)

Woods (Level 1/2)

Broken (Level 1/2)

Slope (Level 2)

Slope (Level 2)

Slope (Level 2)

Slope (Level 2)

Slope (Level 2)

Slope (Level 2)

Road/Slope (Level 2)

Road/Slope (Level 2)

er (Level 0)

APPENDIX 3: TERRAIN SYMBOLS

20

34

35

36

37

River (Level 0)

River (Level 0)

River (Level 0)

River (Level 0)

River (Level 0)

Bridge (Level 1)

Dridge (Level 1)

Ford (Level 0)

Ford (Level 0)

Clear (Level 3)

Road (Level 3)

Road (Level 3)

Road (Level 3)

Road (Level 3)

Road (Level 3)

Road (Level 3)

Road (Level 3)

Town (Level 3/4)

Woods (Level 3/4)

Broken (Level 3/4)

0

7

54

Slope (Level 4)

Slope (Level 4)

Slope (Level 4)

Slope (Level 4)

Slope (Level 4)

Slope (Level 4)

Road/Slope (Level 4)

Road/Slope (Level 4)

Clear (Level 5)

Road (Level 5)

Road (Level 5)

Road (Level 5)

Road (Level 5)

Road (Level 5)

Road (Level 5)

Road (Level 5)

Town (Level 5/6)

Woods (Level 5/6)

Broken (Level 5/6)
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APPENDIX 4:

IVAN AND THE VALKYRIES

T oy pressed sgaieat the fresh snow
lat, frozen tundra. He felt

closely around him. His whole world was
as dark as his purpose for being there. He
was only a simple peasant, though they
had different words for it now. But he had
been plucked up in the nightmare summer
of “41 and tossed about like a wood chip on
a vast, stormy sea. Now he was here, lying
quietly with the others, and s00n he would
be walking forward into the machine guns.
A flare flickered to sudden brightness
above him. He looked up briefly — then
jerked his head down as the staccato of the
machine thrust angry bullets over his head.
Another machine gun joined in. He heard
a sickening thud, followed by a suppressed
groan. Then the flare flickered twice and
went out. The machine guns stopped. He
relaxed slightly. They hadr't seen anything
They were just shooting blindy
vast white empliness, casi 5! th
terrors. Ivan knew th
spent many long night )wuls lying behind
a machine gun, seing sudden dangers
flicker in every shadow:

ive hundred yards away Hauptmann
Kraus crouched in a shallow hole,

g intently over the edge. His eyes

Tl pofied i geainy from ock of seep.

their flanks flapping in the wind. So what
else was new?

So that was why he was out here in the
darkest hour before dawn. If the Russkies
were ready to try it again, he had to have
every man on the line. But if they werent,
he had to let the men get what rest and
warmth they could. At twenty below, you
try to keep every man awake and on the
line all the time and pretty soon you don't
have a company. You have a laundry st of

to take up the slack, drag himself out here
and discover or guess if they were ready to
come yet. There was no way to be sure.
Give them a little fold in the ground and
those Russkies would hide a corps under
your nose, so close theyd make you sneeze
from tickling the hairs in your nostrils

It was just a judgment call — and he was
tired of making judgments.

by Robert S. Billings

But that was what he was an officer for.
Only sometimes in the darkest hour before
dawn, with the temperature way below
zero and his feet numb in his boots, the
cynical voice would speak within him. Let
the Fuhrer come up here and make this
god-damned judgment call for a change.
‘Then I'll go back to Berlin and decide
whether we ought to invade China o Tibet
. Just i cae we run out of Rusees
somefime in the next twenty yea

"He palled his thoughts back from their
treasonous path and peered intently over
the edge of the hole, trying to determine
whether those dark splotches in the snow
could be Russkies moving up for an attack.

wo miles to the west of Hauptmann
Kraus's shallow hole, Staff Officer

the electric lantern. The regimental com-
mand post had seen more glamorous
setings — French chateaux, Ukrainian
estates. Now they had been glad to get this
crude peasants hut that smelled of sweat

y come this
morning?” he muttered.

“Maybe they won't,” the other officer in
the room said. “And if they hold off a few
more days, we should have the Tigers they
keep telling us they've sent.

Staff Officer Steiner snorted contemp-
tuously. “Tigers, hell. With our luck we'd
get the Porsches — no machine guns and
clumsy as a pregnant tabby cat. How come
we never get any Panthers?”

“Pantherst” the other officer expos-
tulated in mock surprise. The lines and
sagging skin of his face hinted at a former
fullness, and his worn gray uniform hung
loosely from drooping shoulders. “What
do you think you're in — Das Reich? Your
division only has a number, boy. You've
got to be in a division with a name if you
want frosting on your applestrudel.”

“If we just had a battalion of Panthers”
Steiner said, ignoring his fellow officer's

a gun that'l stop any T-34, and it maneuvers
like a ballet dancer.”

“Don't start singing Wagner about it,”
his fellow officer said drily. “They're only
inabing shou bic & ‘month. 1 got i straight
joman who cleans out th
I’uhrers res room back in Bein. Keep
‘em rare — like s s monitc
Culy o e dwnslons The Ful
$oig s sograph iachichne personal]y
Officer Eteinee smled in aple of
il e knew his Fend
Fighly reparded i the cnmpaign I Fesnse;
and he had two medals of valor in the ‘41
campaign. But for many months now he
had been taking a sour view, and he had
recently been moved down the promotion
list at least twice. “You better watch that
kind of talk. It gets around. In Berlin they'd
call it defeatism. And since the bombing
stepped up they take a pretty dim view of
it, believe me.”

His friend sighed wearily. “In Berlin
they've got pretty dim view-finders. They
can't see past the eastern suburbs. This
god-forsaken country doesn't even exist for
them. They think the war's being fought on
some god-damned opera stage, with big-
breasted sopranos floating around overhead

your headtl start spilling out your cars”
w that.” Steiner

‘gently. “But some pip-squeak

replacemenl ocer ‘may hear you sometime

sndhal gz dly. lo report you. Its not

just you an

“Yes it is,” i taend ousiesed {Gily

hol

Yo and 1 mny o

of
Valkyries aren't swooping down for the
likes of us.”

Staff Officer Steiner ignored his friend's
reply and went on studying the map. He
wished he knew what was.
there where the lines stretched pitifully
thin across the front. Then he heard the
rumble of artillery to the east.
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ergefreiter Weismann dove for his

s e, he lay
ey, horrcdly pulling up his
pants, Damn thote Russkica,  wap like
they'd timed it just for him. Now they'd be
in for an hour or more of steady shelling
‘Then the waves of infantry. Probably tanks
00, It was a hell of a place for a man with a

A man in his company could hardly get
away with anything. But he knew his stuff,

s o wore shoiking cverhesd
to

momentary. Those Russkies used artillery
like a man driving a tack with a sledge
hammer. No fire direction. Hell, they
didn't need it. They just lined ‘em up hub-
to-hub, pointed ‘em straight ahead, and
started the spring plowing. And he knew it
was just another throw of the dice whether
he'd end up fertilizer for the next crop.
What the hell, when your ass belongs to
28 off o oz oF one

s ke e o
gl the sva el il azond

of snow

a near miss. Now he was in for it. The,

vibration bounced him right off the bottom
of the hole.

His heart was racing wildly and he held
his breath waiting for the next one. It didn't
come. He waited trembling a few more
‘moments. Had it lfted 50 soon? Them

still coming in a short
ol fanka, And ying theee s S
tight peaceful
e up out of theret”
Obergefreiter Weismann gazed up into
the angry face of Hauptmann Kraus.

listance away on

e sad, et up quily x5
sliding his machine gun into

Yhoaght tnes they pras sl g
both s

ur job fon't o think” the company
i broke in abruptly. “Your job is
to obey orders. Is that clear?”

7 Obergelreiter Weizmann
snapped. He full-loaded the gun and
crouched behind it, his face expressionless,

s eyes peering straight ahead into the dark.
“Very well” the commander said. Then

¢
_ﬁ
g

ey it arnliery fer just a small
corridor — and then attack down it. And it
fooks ke were the it corror tis fime.
We have to be ready for it.” Then Haupt-
mann Kraus turned abruptly and walked
along the line of holes, checking each one
as he went by

Weizmann could see nothing yet through
the darkness. It would start to lighten now.
in a few minutes. Then his heart sank as he
heard, between the ca-ruumps of the shell
bursts, the grinding of tank motors to his
front. Christ, he thought. Now we're really
i for it

T K tack a deep besath
and dashed the last few yards to his
dug-in C.P. The radio operator, barely
seventeen and new to the
was staring at him wide-eyed and open-
mouthed. But everything looked all right
No shell had hitthe CP yet

"Pullyous jan v and g ne balalon
Kraus sa o mouth

through. It wasn't the boy’s fault. Kraus
knew every company commander in the
area would be trying to get through with
some desperate message. And they'd all be
getting sympathy, pep falks, and the same
message.

why he bothered to ask. Still, he was
ponsible for one hundred and se
e s hewevst saney Do d oab e
in theartilery bartage, he corrected him-
elf). wed it to them to give
Somebody up there the facts and a chance
to make a sensible decision. Before he
came back with that “The Fuhrer has not
authorized” crap.

Suddenly, for no reason he could think

treets of some large city in the
Ukraine. It was summer, the sun was

ing in a bright blue sky, and girls were
waving as he rode past. That was when
there had been enough transport for his

war. He'd thought then of his as the chosen
generation. It really was almost like a
Wagnerian opera — only happier, less
stark. Why, the people they were conquer-
ing seemed to welcome them, to lo

them for what they were doing. And it all
made perfect sense to him then. Weren't
the Germans lierating them from Salin
and the drab life he had forced on them:

We Iberted them al Aght, he mougm
grimly. Kraus had seen some of the trains
Rauling them of ke cate 10 work in
factories for the German war machine
And now to drive without a large military
escort through one of those cities was
worth a German officer’s life. The partisans.
would get him — or some free-booter
a salvaged rifle and a heartful of revenge.
‘The “liberated” were now the inferior,
subject races of the East. That had been a
great day in the Ukrainian city. But it had
been all downhill ever since. Then the
radio’s crackle roused him from his reverie

van lay still, hearing the roar of tani
“motors approaching rom the rear e
looked back for the first sight of them
against the gray dawn sky. He knew there
was supposed to be an avenue for them to
pass through the infantry lying packed
together on the snow. But he knew from
past experience what it was like in those
T-34s. He had made friends with a tank
commander before a previous battle, and
the driver could see

going into battle in a T-34.

was the best tank in any army. With
s long seventy.ix millmeler gun and
heavy, sloping armor
match for the etsaan Muck IlI‘ssmn!I nny
‘millimeter. But it ws

matters worse, the commander and his
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loader were seated so they didn't turn with
the turret. The turret and gun mos ved but
their seats, fastened to the turret i
A (i 1 anything inside
that wildly pitching chassis lurchiny
rough terein could be said
And it was up to both of the
of the way of that ling recol from the
high-velocit e tank commander
(o4 him of the oader who had forgoten to

fire in the cramped space until they found
a chance to stop and get the loader out. His
left shoulder and part of his chest seemed
to be missing, and he had bled to death
long before then. Ivan knew those tankers
had too much on their minds to worry
about any little avenue left for them. He
intended to watch out for himself. He didn't
want those nineteen-inch treads, supporting
over forty tons of metal, passing over him
by mistake.

He saw suddenly that daylight had
arrived, cold and gray. The clouds could
have been a leaden tent-roof propped over
them, so low did they seem.

)iy e Ve agund 1

n at the tanks wadling

had too
m nse to fire at them. His bullets
would just bounce off, and he would have
revealed his for nothing. But there
vas bound 0 be infariey with hem soor,
and they were his respons He would
Jist v &0 hope the o Ay guns
would do their work well. Which
probably assuming too much, considering
one was only a fifty mills and unle:
it got in a shot from the flank or rear
shells would bounce off as badly as his. But
he knew the gun a hundred yards to his
right rear was an eighty-eight. That could
do the job, all right. But how long could

ight hold out against tanks

with infantry support?

Then as he watched, the first wave of
infantry rose and started forward. The
tanks were just a few yard: nt of
g, et e Kro Huce mdvanied together.
‘Those Russkies had sure learned a lot in a
couple of years. They didn't send the tanks

end up with a seventy-six in his lap.

Machine guns were opening up now on
both sides of him. He fired a long burst at
antrymen opposite him and saw
hree g0 down: They sure hachtleamed o
space ihemselves Inan attack ye. Theystil
came practically shoulder to shoulder. Hi
fired another burst and saw o more g0
down. The machine guns were tearing
huge gaps in the line of infantrymen plod-
ding awkwardly forward. Then one of the
tanks fired toward the machine gun on his
He ducked involuntarily as pieces of
ing whizzed past him. Other tanks
ing now, both their ke e
and the long sevent ducked
again as a cluster of bullets zipped past
over his head. Where the hell were those
anti-tank guns?

There was a sharp crack to his left,
followed by a clang against one of the
nearest tanks. Hell, that was the fifty, and
they hadn't waited long enough. He'd bet
that was the last shot for that crew. He saw
two of the long tank guns swinging toward
the anti-tank gun’s position. Then both
guns spoke together. Two explosions erupt-
ed as one, and from the comer of his eye
he saw part of a gun carriage fly into the
air. Then there was a sharper crack from
his right, and one of the tanks that had
fired seemed to explode. That was the
eighty-eight, all right. While he kept the
bullets spraying from his own gun, h
wondered if the eighty-eight would get
another round off. At least a couple of
el e exuiking uard Pt gt
positior

"Then there was s Bk, fllowed quicly

uld by

o lie motionless

his stomach as he thought — when will we?
e el enc o Hanet
on the radio without

Mencic any gl saying,
B the Al ey, el it was
right, and what go 07 Steiner's
Siperior had leh him here with one simple
n. “No retreat s authorized.” He
could feel the desperation in Kraus's voice,
but what was the use? Yet he couldn't tell
the company commander the truth — that
he might as well have been talking to a
phonograph.

tmann’s voice had stopped.
Now he would have to give the same old

ow. That's all I can tell you.

YTy ok ke
un. What do [ hang on wit

je're expecting a rilond of Mark 1V
and Tigers to arrive shortly. They'll be un-
Ioaded only ten miles from here. We've got
the men to m standing ready.
As soon as they arrive we'll rush them up.
‘That's all I can tell you. That, and hang on.”

And I shouldn't have told you that
much over the radio, he thought. But how
il b e o oo oo ip e,
oy out o0 B 0 hope at all?

e coud sense e deapair and disg
in Kraus! volce 2 he sarted to sign i
The idst of the transt there
b hardalhfaiay

“Hauptmann Kraus, are you all right?”
he asked anxiously.

There was a long moment's silence,
then the radio crackled again.

“I'm just peachy,” the commander's
voice came back. “They just killed my radio
st I alL e ik hog a2 B ton
long. 1

et stepm st foppeitdoven
a slight depression. That machine gun,
ol by javda'asay. i) st Heoukint
be knocked out. The fanks had already
gone on past, and a second wave of infantry
were well ahead on both his flanks. Most of
the first wave were lying strewn about the
snow, inert and lifeless, a few occasionally
twitching and moaning. Around Ivan there
were only motionless bodies. He did
know why he was stll alive. Perhaps it was
that giant-like fellow who had fallen, a
victim of the German machine gun right in
front of him. Ivan had lain there for some
time, apparently the only Russian infantry-
‘man stil alive in that part of the field. Every
now and then he had heard more bullets
striking the giant-like body with a dead
thud each time, like a mallet pounding a
side of beef. But he knew he had to get up
and go after the machine gun. After all, he
was the only one left to do it. The battle
was moving on. The tanks already were
— except for the shattered and
hulks around him. He felt a

their mothers mourn them, if th
mothers and hadn't rolled off some factory
production line like the smoldering tanks
that loomed up around him, starkly cold
and vacant against the dull gray sky.
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He raised his head slightly and tried to
decide how he could get ten yards closer
before throwing the grenade.

Fusésiant Kotns g e b b
thirty men left — forty at m
There were those A cr

un positions that had spiit the attac lle a
rock ledge splitting a herd of elephants,
charging across a plain. One of those guns,

everything else was gone. H
Inds ’sslmg hat the fing far 0 pis eft
indicated one gun on that flank might still
be working. But there was no way fo get
word over there, even if he had orders to
pull back

‘There was a narrow draw runni
toward the rear just a plipiys the cp.
I el gof permldor o Wi
there might b i
ot e ot et most of the ltle
group around his CP out through that
draw. It would be hard to get Weizmann
out. But if that damn headquarters would
ever wake up to what was happening and
authorize a withdrawal, he thought there
was sill a chance to bring him back too.

taff Officer Steiner felt larger and larger
chinks ers belng e
insides by a hun

group of infantry in the 41 off
was that will and determination now? That
solid block of granite had weathered and
rotted into soft, porous sandstone.

The outside door opened with a bang
and his friend Hans came through it, clang-
ing it shut behind him. The loose folds of
skin around his jaw, once plump with flesh,
uiverec fightly s he shook s head to
clear it of some disastrous vision

“Well, what did you find out?” Steiner
asked quickly.

“I's all gone to hell,” Hans said. He
walked o th fir n the grate and s(oud in
front of it, letting such warmth a:
reach him sink 1nto his stffened Joints and
numb flesh. “The commander’s disappeared.
He went to get those six tanks we had
being repaired. Going to ‘counteratiack —

m off at the root,’ he claimed. Only
the tanks weren't ready, he never got there,
and all radio contact with him's been cut.
Lgot ook at th direction he went i
Theres goddamned T-34s running all over
B B e o s et

Face it, boy. He's gone. Let's be kil
to he sl son-okarbichand mylhe
kyries have come to swoop him

ey i 10 Vbl We wil now hwv
a one-second pause for mourning. N

are we going to tell Kraus and the others —
if there are any others left by now — to get
the hell out of there?”

Steiner stood looking at his friend,
incomprehension written on his face. “But
T can't...you can't...he can't —

o tie for confesing wcets hoy,
We can, you better, and they ha

“Have what?”

“Shagged ass. Now, you're it.”

1 ot have any aiiho

“Yes you do, boy. Best authority in the
L Tac the only authority lek, out

Whose authority?”
“Rules of the game. Musical chairs. Last
man left with his ass in a chair when the
music stops gets to play king of the hill.”
“There are three officers above —"
“Were, boy. There were three, or six, or
ten, but matter now. We got a fast-
moving situation here. Those T-34s are
blowing away chairs left and right. There's
fat-assed staff officers all over the floor. The
Valkyries are 5o loaded with heroes they're
flapping their wings to near bust a gut and
barely cleaing the chimney.ops
Now, what are you gois
den crackle camnt foom the o
on the table. Then after a moment of static
mpany Commander Kiaus's voice came
through clear
Tve just i my gun on the left flank

g

ago. Infantry passing left and right of us.
Can't see any good 0 here, unless
you've got those tanks and are planning a
Counterattack. Any change in our orders?”

Steiner stared at the radio, his face
white and numb.

, one thing 1 forgot,” Hans inter-

jected. “Those ‘Tigers and Ferdinands’

ve been expecting. Cross them off too.
Partisans knocked out the main bridge
over the river fifteen miles west of here
That rairond wor'tbe working by a week
from Tues

Shaf Ofbter st st mlentonsn
fev moments more. Hissshen face seemed
to be pleading with his friend for some-
thing Sold to old to. Hans looked back at
him sympatheticall

“There's a time for flags and parades
and speeches from Der Fuhrer. It was great
fun while it lasted. But we passed that time
a long time back. Der Fubrer hasn't learned

u better start making your own
decisions now.”

SnerSlone i et led il He

do you think’s the most fikely
place (0 pick up the picces? Back here by
the river?

“It looks like the only chance to me,”
Hans said, all bantering gone from his
voice now. “It's ten miles back, and theyll
run out of steam before then. If we can get

his jaw tight. “That’s what we'll try for. You
see what we can march order out of here.
Il tell Kraus and the others.”

bergefreiter Weizmann hadn't heard
a friendly machine gun for some
minutes. It had been quiet in front of his
n position since sent those last
few rounds at the Russkie trying to close in
on him. He hoped he had got him. But
there was no way of knowing, Surrounded
by dead infantrymen and burnt-out tanks,
he felt he had been Ieft behind in an ash
heap of the war. Where the hell was every-
one? Cleared outand Ieft him with s
finger in the dike? Kraus was a
Biteh, but that didt sound like him. Maybe
Kraus was kaput too. Hell, Id get out of here
if I knew some way to do it. What the hell
am I doing here, anyway? Der Fuhrer sai
we needed the Russkies’ land for lebens-
Sl Thehell e bl b vl e
for a litle less room. When it c
countryas cold and I'Ia( i s s
— they can wonder why
these damn Russkvcs fight so hard for it?
Well, damn the; damn their land
i dusan ol hous basards fving High
back there in Berlin. And if Der Fuhrer don't
like it, damn him, and his mustache too.
He squeezed off another burst as his
eye caught a glimpse of movement among
the bodies scattered in front of him on
the snow.

n-of

e drew i ang breath and held 1t
1t would have o be now. No sense put
ting it e putting bt oft, Thar
S0 was il e vebind Bt machine
g, and e wasnt oing away. And tha
Iast burst had come close. Ivas
had lived far beyond what he wes entited
10 by the odds. He held the grenade tightly
in his hand and sprang forward.
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g puptmann Kesus gave another glance
around the CP and then followed the
last man out. He saw the line of men ahead
of him, crawling desperately toward the
few had already reached it
If there were just some way to get W
‘mann out of there now. But as he watched,
another wave of infantry was starting
toward him from two hundred yards away.
Anyone trying to go toward Weizmann's
position would be mowed down instantly.
And if he didn't get his men up that draw
fast none of them would make it back. Still
he paused, knowing there was nothing he
could do, but feeling something terribly
wrong in leaving without Weizmann.
‘Then as he waited he saw it all happen
quickly. The Russian soldier springing for-
ward, Weizmann's gun turing on him to
sitch him neatly across the middle, the Rus-
sian falling but swinging his arm forward as
he did, the grenade black against the leaden
sky and falling with precision or maybe
just luck in the middle of Weizmann’s hole,
exploding» raction of v second lter and
w and pieces of Weizmann
i smah chrele aound the hole
‘Hauptmann Kraus felt his heart constrict
within his chest. Well, he was free o go
now. Back to wherever they would tell
him the new Eastern Frontier of the Third
Reich was being put in for him to defend.
He turned and crawled rapidly toward
‘where the line of men was disappearing
into the draw.

ome on, lets go” Staff Officer Steiner
said urgently to his friend, who was

coming out of the peasant’s hut with a last

piece of equipment from the CP. They had

approaching at the same moment
o hare, o Y s Wl e

saw the objects that
howered him were pieces of stone
blown from the house.

“Quick, get those vehicles behind the
ouset” he shouted. Motors were shoved
into gear, wheels spun and then took hold,

and those not aboard the vehicles ran
clumping on heavy boots around the comner
of the building. As he started to run him-
self, Steiner saw with sinking heart his
friend stretched on the snow before the
door. Oblivious of the tank, he ran to kneel
by his friends side. He sa
pulsing blood from his chest. Desperately
he lifted him from the ground, half drag-
ging and half carrying the surprisingly light
body, and made for the shelter behind the
corner of the house. He expected each
‘moment to hear the rush of a second shell
coming in to finish the job. The corner

of the house was only a few feet away, then
only a step. He breathed a sigh of relief as
he slipped past the comner to momentary
safety.

2

moment panic seemed to reign.
Steiner lay his friend down and spoke with
urgent authority.

“Just stay behind the house for a minute.
You there, take that Panzerfaust and get
over by that comer. The rest of you load
up and be ready to get out of here when I
give the order. Now don't get excited.
Theres an elghty.clht oaly  coule of
hundred yards over there. That ta
going to be in his field of fire belore he can
get to this building. Move

Then he could bend down to
The blood wes ooz out more slowly
now. He couldn't tell how bad it was. His
friend was conscious, looking up at him
with eyes that seemed as amused as ever.
He seemed about to speak.

“Don't talk,” Steiner said gently. “Well
be out of here in a minute or two. The aid
station’s just a lttle way back there. We'll

there before you know it.”
idn't seem to know what he was
saying, but as inent on some meseage of
his

“Coniralios. Bvery damned one* He
poused s ke ¢ st ‘e Heard
their wings soprano in the lot”

Silncr(cR somolhlng Juibing upiitp
his throat, making him choke up. He wanted
ot s end 5 cut the Clowning, this
was serious. Then he realized how ridicu-
lous that would sound.

“I saw ‘em, but they didn't stop,” his
friend was mutter went thataway.”
He rolled his eyes eastward, back toward
where the battle had started that morning.
“One in fron.seen het some place...
yeah...jus’ like a real bag use’ ' sing

Berlin nightclub. Whole o ot
Tiger tanks.”

Steiner blinked back tears and stared
helplessly at his friend's face. One comner
of his mind heard the eighty-eight speak,
the shell rushing through the air, the ex-
plosion, followed by other explosions. The
shell must have penetrated and set off
some of the ammunition. Now they could
get out of there.

Hisfiend was st rying to talk “Aint
worth it, boy. Waitin' ‘round F” those ol”
i, Mot o ol Gopran o the o, Wi
of ‘em off key, too”

en he seemed to relax, as if he had said
all he had to. Then, as Steiner watched, he
closed one eye and stared up at him with a
roguish wink, child-like but all-knowing,

Steiner stood up and lifted his friend
into the back seat of the vehicle. Then he
slipped into the front seat and waved the
little column on toward the west.

i beeathed donyand sttt He b
his hand pressed tight against the p
here the buliets ad onteeod i i
ction. He couldit see the wounds, but he
could feel his hand was in the right place.
The weight of his body on the hand might
stop the bleeding. It might not, too. That

He felt suddenly faint and dizzy. It was
all right. Just try to stay conscious to let the
litter bearers know he was still

they came by.

He heard a strange buzzing. It seemed
like something flying right over him. He
brushed his left hand in front of his face,
like a man brushing off mosquitoes. They
shouldn't be bothering him like this. Not in
winter. He lay there quietly and concen-
trated on staying conscious il the litter
bearers arrived.

Above him in the fast-clearing sky, the
Russian fighter-bombers droned steadily
past, heading for their targets in the west.
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UNIT ORDERS ME! MAP DISPLAY MENU

(1-8) Move cursor.
| (A Advance. This command is only
sed when the computer

units mode; the formation HQ il
move to the cursor ocaio, other
units in the formation will m
Such  way a8 0 reain the e
rent position relative to the HQ.
(8) Bombard. The cursor location is the
farget squace; the currnt uni s
the spotter; the computer will list
e wtlecy uoits Sigie to bomn.
bard the target (see section 5.6)
(C) Center. The map is centered
around the cursor.

(D) Disembark. If the current unit is a
vehicle then it will unload all of its

bark. Order must be given to a
vehicle unit ~ the compute will
iR TD oE1
o (o seiton B).
®) Change unit facing.
) Pid skt 10 Cury
s HQ location; computer
Seteomvines 8 ‘commmna eteol
lnk et between the current urit
the HQ becomes the

or moves to

i el
(1) Inspect. Allows the player to in-
ect all enemy units that can be
seen by the current unit; allows the
current unit to designate a priority
target and/or request a bombard-
ment (with the current unit as the
spotter). Assigning a priority target
with the (D)nspect order will cause

a range order to be given if the
target is outside of the set maxi-
mum range, with the maximum
firing range being set equal to the
distance to the new target (see
section 5.8)

(K)* Cancel all orders. Allows the cur-

t0 cancel all movement

s rders.

unit. Moves the cursor to
the current unit’s location.

(M)* Move unit. Orders the unit to
move to the cursor location (see
section 5.5).

(N) Next unit. The next higher

ered it il bacome the bie
©) cmk smovement objeciven
or to the moves
ohiccllvc Ioca(lonl‘) of the carrent
unit; s the comman
trol d Iay iy

) sengers. Lists all units em-
barked aboord the current unit
(Q) Quit the unit orders menu, Return
to the map display me

(R)* Set maximum firing range at which
the current unit will select targets
(see section 5.7).

(5)* Set movement speed for the
current unit,

(T) Inspect the target that the current
uns has salected

(V) View. The computer will inverse
all squares that the current unit can
see with its current facing,

(X) Exit the unit orders menu. Return
to the map display menu.

(2) Shift to all-units mode.

* This order may be given to all of the units of a particular formation,

HEADQUARTER SYMBOLS

GERMAN

arre
ST woam

German armored battalion
German armored company
German infantry battalion

German infantry company

SOVIET

=

Sovi

infantry company

™ XD T T

(1-8) Move cursor.

(0) End game.

(A-U) Select unit. Press formation letter
followed by unit index number
— computer will shift to UNIT
ORDERS MENU; the selected unit
will be the “current unit”.

(V) View. The computer will inverse
all squares that can be seen from
the cursor location.

), Moye cusog o et of gl ecioe

) Bt ordes phase.
(0 Clearunis from screen to view

@) Examine frendly or visible enemy
units at cursor location.

RRAIN COSTS

ARM-VEH TRUCK FOOT
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RUSSIAN NON-ARMORED WEAPON RATINGS

WEAPON MP 85 AC WEAPON

70 TRUCK
Y
Ta6s
Ta4/76A
Tas/76C
To4/85
T2 SOMOR
kv
82MOR
kvt
KvIC 120MOR
Kv-85

1 (O [ [ (e [ | |g

Js-it

=0
=
=0
=
=
=
—
]
r_]
]
]
]
F—J

Js-int

=
1=

SU76

[E8
1=-

sU-85
GRENADE
5U-100

Jsu22 FLAMETH

su-122 LART
su-1s2

M-ART
JsU152

H-ART

HANHINY

HALFTRK




GERMAN ARMORED VEHICLE RATIHG! GERMAN NON-ARMORED WEAPON RAT
- AR

WEAPON WEAPON

PZIIF TRUCK

Pz-IL
37AT
PZ-38T
PZ-IIF
PZ-IIG
Ppz-my
Pz-IIL
PZ-IVFL
B 8BFLAK
PZ-IVH e
PANTHER

TR 150G

(LR R RN

K TIGER —

SCAE; 120MOR
SG-IG

MARDER

LY
A
&
A
A
A
1
!
1
1
1

NASHORN

=
=

ELEFANT

e
=

PZIV

HETZER GRENADE

wzv

Pzvie M

P— PZFAUST

SIG33
I

LART

WESPE o

HUMMEL

LU EIERRELERE

H-ART

K231

SK234/2

* The German HUMMEL and WESPE have a maximum rangé of 99
HALFTRACK 5 when using indirect fire
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