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1.0 Introduction

1.1 Cherkassy Pocket: Encirclement at Korsun is a two-player simulation of the vicious battle fought near the town of Korsun along the lower Dnepr River on the Russian Front in January and February 1944. It was the largest pocket formed by the Soviets since the watershed battle of Stalingrad two years earlier and witnessed some of the heaviest combat in the Russo-German War.

1.2 Scale

Each game turn represents 24 hours of combat. Units are battalions (200-900 men) or brigades (1000-2000 men). Each hex is 1.25 miles from side to side.

Note: There are no mobile assaults or retreats after combat.

2.0 Game Components

2.1 The components to a complete game include these rules, one mapsheet, a six-sided die, and 500 die-cut, half-inch counters, and player aid cards. 

2.2 The Map

	The map depicts the militarily significant terrain in the Korsun-Zvenigorodka area where the battle took place. A hexagonal (hex) grid is placed over the map to regulate the placement and movement of units. A unit is considered to be in only one hex at any one time. Each hex contains natural and/or manmade terrain features that affect movement and combat.

	Every hex on the map has a unique, four-digit identification number printed in it. (For example, the city of Rakitino is in hex 1006.) The numbers are provided to help you find places more quickly and to allow you to record unit positions if a game has to be interrupted before it can be finished.

2.3 The Counters

	There are 500 counters included in the game, most of which represent combat-maneuver battalions, regiments and brigades; others serve as non-divisional artillery units, air units, informational markers and memory aids. After reading the rules, carefully punch out the counters. Trimming the “dog ears” from their corners with a fingernail clipper facilitates handling during play and enhances their appearance. Each combat unit counter displays several pieces information: nationality (and therefore the side it’s on), step and combat strengths, type, movement allowance, and set up hex or game turn of entry into play.

2.4 A Sample Combat-Maneuver Unit

	This is a battalion of the German 34th Infantry Division. It has two steps (shown by having combat and movement allowances printed on both sides), an attack strength of six, a defense strength of eight, and a movement allowance of twelve. It starts the game off the map in hex 2121.

	If a Soviet unit’s formation name is followed by the letter “I,” that indicates the unit is an independent unit. See 11.19.

2.5 Nationality

A unit’s nationality and mobility effectiveness is shown by its color scheme. Note that the red Soviet and the black German units are those tank, mechanized infantry, and reconnaissance units that per 6.3 have ZOCs that stop the movement of enemy tank units.

Soviets:

Tank and mechanized infantry — white on red

Infantry, motorized infantry, and other non-mechanized units — black on brown

Germans:

Panzer, armored reconnaissance, and mechanized infantry units — white on black.

Leg, motorized infantry, and other non- mechanized units — black on field gray

2.6 Abbreviations

The following abbreviations appear on various units on both sides:

German:

Cos = Cossacks	PzK = Panzer Korps

K = Korps	PzGr = Panzergrenadier

KG = Kampfgruppe	SS = Schutzstaffel

KAB = Korps Abteilung “B”	Pz = Panzer

SS Wall = SS Wallonien Brigade (Walloons)

Soviet:

A = Army	MC = Mech Corps

FA = Fortified Area	TA = Tank Army

G = Guards	TC = Tank Corps

GTA = Guards Tank Army	UF = Ukrainian Front

GTC = Guards Tank Corps

2.7 Unit Types

	All ground units in the game belong to one of the following two categories (motorized or non-motorized) and 13 types:

Motorized:	Non-motorized:

Tank or Panzer	Regular Infantry

Mechanized Infantry	Depot Unit

Motorized Infantry	Ski Infantry

Armored Recon	Cavalry

Motorized Artillery	Paratroop infantry

Motorized Rocket Artillery	Fortress Infantry

Note: Paratroop infantry units cannot paradrop in this game.

2.8 Unit Sizes

See chart above.

2.9 Attack and Defense Strengths

	If a unit has three numbers printed across the bottom, the first is its “attack strength” expressed as a number of points and the second its “defense strength” in points. The first is a quantification of its ability to perform in offensive combat, the second in defensive combat. If a unit has only two numbers printed across the bottom, the first number is its combined “combat strength,” used for both attack and defense.

2.10 Movement Allowance

	This number is the measure of a unit’s ability to move across the hex grid printed over the map. Units pay different costs to enter different hexes, with the cost determined by the terrain in each hex and along the exact hexsides moved across.

2.11 Steps

	“Step” is an arbitrary term used to describe one incre�ment of a unit’s ability to absorb combat losses. Most of the ground units in the game have two steps. The second step comes into play after the unit has lost a step in com�bat, by flipping the unit over so its reverse side (with lower combat strengths) shows.

	When units of this size are eliminated in game play, it doesn’t mean all the men in it have been killed. It means sufficient casualties and equipment losses have taken place to render it useless for further operations during the game (which may in some cases mean fewer than 10 per�cent casualties have actually been suffered).

2.12 Other Counters

	The use of these other counters is explained at appropriate points throughout the remainder of the rules.

Air Marker (see 11.16)

OOS Marker (see 7.2)

Maint. Step Lost  Marker (see 10.3 and 12.2)

Phase Marker (Can be used to track the current phase on the Segment Record Track)

Game Turn & Weather Marker (see 5.1 and 5.3)

3.0 Set up and Hex Control

3.1 Setting Up

	After choosing who will control which side, both players should sort their units into two piles: one for the units that will start the game already in play on the map, and the other for those that will enter play only after the game has been started. The two categories of units can be told apart by looking at their upper left corners. (Artillery units have their setup hexes or reinforcement turns printed on their reverse sides.)

	Those units with only a one- or two-digit number printed there (along with, for some, a letter), are your reinforcement units; they will enter play on or after the game turn indicated by that one- or two-digit number. Units with a circled “N” on them are reinforcements that arrive from the north map edge. (See 9.4.) Place your reinforcement units in the appropriately numbered boxes on the Turn Record Track. For example, all units with the number “5” printed in their upper left corners should be piled within the Game Turn 5 (30 Jan.) block on the track. See the special rules to Scenario 1 for the one unit markes "Special."

	Those units with a four-digit number are your starting units. Place them on the map according to the specific set up locations for the scenario you are playing. 

The following abbreviations are used in the setups:

Bde = Brigade

Bn = Battalion

CD = Cavalry Division

GAD = Guards Airborne Division

GCC = Guards Cavalry Corps

GRD = Guards Rifle Division

ID = Infantry Division

MB =Mechanized Battalion

MIB = Motorized Infantry Battalion

MRB = Motorized Rifle Battalion

Pz = Panzer

PzD = Panzer Division

Pz Gr = Panzer Grenadier

Recon = Reconnaissance

RD = Rifle Division

TB = Tank Brigade

TR = Tank Regiment

STuG = Assault Gun (Sturmgeschütz) Battalion (German STuG units have a tank symbol)

3.2 Starting Strengths

	Scenarios 2 and 3 call for some units to begin the game at in a reduced state (on their flip sides). These units are indicated as “-1 step” or just “-1.” However, the strengths listed for such units in the setups are their original, full strengths. A “MSL” indicator following the step loss for a Soviet tank or mech infantry unit indicates the step loss is from maintenance failure, and a “Maint. Step Lost” marker should be placed under the unit (see 10.3). Unless otherwise noted, units begin the each scenario at full strength. 

	Thus, a listing under a specific formation for a “12-8 tank brigade (-1, MSL) at 3128” means to place a 12-8 tank brigade of that formation in hex 3128, flipped to its 11-8 side, with a “Maint. Step Lost” marker under it.

3.3 Hex Control

	“Hex control” is a term used to describe which side is “in control” of a particular hex at each instant during play. Hex control is important for reinforcements entry and victory conditions.

	At the start of a game the Germans control all hexes located on their side of the start line and the Soviets control all hexes located on their side. The control status of a hex changes the instant a unit from the other side enters and/or moves through it. Control status of a hex can change back and forth any number of times during a game.

3.4 Forming the Pocket/Linking Up

	Several rules are keyed either to the Soviets forming a pocket and trapping German units inside it, or to the two Soviet fronts “linking up.” These are equivalent, and is considered to have taken place when the Soviet player can trace a continuous series of road or improved road hexes that he controls (as per 3.3) from the west edge of the map to the east edge, and none of the German units north of this road can trace a valid supply line (as per 7.6) to the south map edge. 

3.5 Group Stemmerman

	As soon as a pocket is formed per 3.4, players need to check and see which German units are in the pocket. Any German unit north of the connecting road that cannot trace a supply line to the south map edge is considered to be in the pocket. Any German unit in the pocket at that time is considered to be part of “Group Stemmerman.” Whether a unit is part of Group Stemmerman has a bearing on the victory conditions in the scenarios. A unit is considered to no longer be part of Group Stemmerman (and hence not considered part of the victory conditions) if during a Mutual Supply phase it can trace a valid supply line to the south edge of the map. 

Note: Once the pocket was formed, the Germans placed all units in the pocket under the command of the XI Korps commander so as to better coordinate the breakout attempt.

4.0 How to Win

	See each scenario for specific victory conditions and special rules. Generally, the Soviet player is awarded victory points for achieving certain objectives in the game.

5.0 The Turn Sequence

5.1 Each game turn of CPEAK consists of a number of phases. All movement and combat takes place within two activation segments, which themselves are composed of phases. Every action taken by a player must be carried out in the appropriate phase. Once a player has finished a particular phase he may not go back to perform some forgotten action or redo a poorly executed one unless his opponent permits it.

5.2 The Turn Sequence Outline

I.	Weather Determination Phase 

II.	Mutual Supply Determination Phase

III.	Soviet Tank Recovery Designation Phase

IV.	Initial Activation Segment

	A. Air Power Availability Phase

	B. Soviet Operations Segment

		1. Soviet Movement or Combat Phase

		2. Soviet Combat or Movement Phase

	C. German Operations Segment

		1. German Movement or Combat Phase

		2. German Combat or Movement Phase

	D. German Infantry Reconstitution Phase

	E. Mutual Artillery Recovery Phase

V.	Final Activation Segment

	A. Air Power Availability Phase

	B. Soviet Operations Segment

		1. Soviet Movement or Combat Phase

		2. Soviet Combat or Movement Phase

	C. German Operations Segment

		1. German Movement or Combat Phase

		2. German Combat or Movement Phase

	D. German Infantry Reconstitution Phase

	E. Mutual Artillery Recovery Phase

VI.	 Soviet Tank Recovery Phase

VII. Game Turn Indication Phase

Advance the game turn marker to the next turn

5.3 Weather

	During the Weather Determination Phase, the Soviet player consults the Turn Record Track to see what the weather conditions are for the turn. If the turn lists both Snow and Mud as being possible, the Soviet player rolls one die and uses the result to find the weather for the turn. Adjust the Game Turn marker to reflect the weather condition. This condition applies for the entire game turn (both activation segments). Weather affects movement allowances and is reflected accordingly on the terrain effects chart.

5.4 Move or Fight 

	At the start of every one of his operations segments in both activation segments, the player must declare in what order he will carry out his movement and combat phases for that segment. He may choose to have his units move first and fight second, or fight first and move second. The decision is always up to him.

	No matter what phase order is chosen for a segment, each unit gets to participate to the limit of its normal capabilities in both phases. Moving or fighting does not preclude a unit from performing both tasks during each segment; only the order of execution is variable.

	Each player only makes one phase order declaration per activation segment, at the start of his own operations segment, and which is then applied to all his units throughout that activation segment. He may never choose one phase order for some of units and the other phase order for others. Neither player may have two of the same kind of phases during the same segment; he must always take one movement and one combat phase. Only their order of execution may be varied.

5.5 Artillery Recovery

	In this game, unlike non-artillery units, artillery units may only move or fight (actually “bombard”) once each activation segment; they may never do both during the same segment. During the course of each activation segment, as each of your artillery units moves, defends or bombards, flip it over so its activated (ACT) side shows. During both Mutual Artillery Recovery Phases, both players should flip back all their artillery units so their top sides (the one with the printed movement allowance) again show upward.

Note: For more specifics on artillery movement and combat, see 7.3, 8.4, 10.13, and 11.20ff.

Design Note. The low movement allowance given to some Soviet artillery units reflects the set-piece nature of Soviet artillery doctrine. Technically the units were no less mobile than the Germans, but the time needed to get the guns set up and the fire plans centralized was enormous.

6.0 Zones of Control

6.1 All the ground units in the game exert “Zones of Control” (or “ZOCs”) into the six hexes surrounding their location hex at all times. There is no qualitative difference between a hex containing a ZOC exerted there by one unit and hex containing ZOC exerted there by several units. The ZOCs of both sides can be exerted simultaneously into the same hexes.

6.2 ZOC Limits

	ZOCs extend across all hexsides. No terrain has any inhibiting effects on ZOCs. ZOCs extend to the edges of the board as if there were a friendly unit just off the map.

Design Note. Mechanized units, though prohibited from actually moving into Swamp hexes in mud turns (see Terrain Effects Chart), still project ZOCs into them.

Note: Yes, OOS units exert ZOCs normally.

6.3 EZOC & Movement

	Moving units and stacks must stop their movement in a given movement phase in the first hex they enter containing an Enemy Zone of Control (“EZOC”), and may move no farther that phase. A unit beginning its movement phase already in an EZOC may move out of that hex provided the first hex it enters contains no EZOC. The presence of a friendly unit and/or ZOC in a hex into which an EZOC is being projected in no way negates that EZOC for movement purposes.

Exception: For movement purposes only (not for supply purposes), both player’s tank units may ignore EZOCs exerted by enemy non-mechanized units. For this rule, mechanized units are defined as all units with tank, mechanized infantry, or armored reconnaissance symbols on them. These units have a darker color (red for Soviets, black for Germans) than other units of their nationality. Thus, for movement purposes, tank units are affected only by ZOCs exerted by darker-colored enemy units. The German ski infantry unit may also function as a tank unit for purposes of this rule (and hence can ignore non-mechanized EZOCs), but only if the current turn’s weather is snow.

Exception: Soviet tank units may not move from one EZOC directly into another EZOC across a fortified line hexside. 

Victorious attacking units of both sides and of all types are able to make a one-hex EZOC to EZOC move during their combat phases (see 11.29).

Note: Yes, there is a one-hex minimum movement guarantee in this game; see 10.4.

6.4 EZOC & Supply

	No units of either side may trace supply lines through hexes containing an EZOC. A friendly unit in a hex containing an EZOC does negate that EZOC for the purposes of tracing supply lines into and through the hex. For supply purposes, tank units are affected by ZOCs exerted by all enemy units.

7.0 Supply

7.1 Units require supply in order to be able to operate with their full (printed-on-the-counter) movement allowances and combat strengths. Units are always either “supplied” or “out of supply” (also referred to as “OOS” or “unsupplied”). No unit is ever reduced in step strength or eliminated simply for being OOS.

7.2 When to Check Supply

	During the Mutual Supply Determination Phase at the beginning of each turn, both players check the supply status of each of their units. Place an OOS marker on top of any unit that cannot trace a supply line during this phase. The supply status of the unit determined in this phase remains with the unit until the next Mutual Supply Determination Phase.

7.3 OOS Effects

	Motorized units that have an OOS marker on them at the start of their movement phase have their movement allowance halved for that phase. The movement allowance of non-motorized units is not affected by being OOS.

	Attacking non-artillery units that have an OOS marker on them at the start of their particular attack’s resolution process have their attack strength halved for those computations. In such situations, round down all remainders, but no unit or stack ever has its attack strength reduced to less than one for any reason(s). When halving more than one unit in the same battle, add up the attack strengths of all units to be halved in that battle then make just one grand division.

OOS artillery units may not bombard.

7.4 Defense Unaffected by OOS

	OOS defenders are unaffected by their OOS status; defense strengths remain full.

7.5 How Units Are Supplied

	Units are supplied when they are able to trace a supply line (a path of contiguous hexes) from a friendly supply source to their location hex. There are no counters in the game representing the materiel being consumed; this is all done just in the mind’s eye of the player.

7.6. Tracing Supply Lines

	Each unit’s supply line has two portions: non-road and road. The non-road portion extends back from the unit’s hex location a maximum of six (6) hexes to a road hex. From that road hex the path is traced along the course of the road (never again leaving that path), over distances of any length, back to a friendly supply source hex. Exception: the Korsun depot unit (see 7.9).

	Of course, units located on road hexes are not required to make use of a non-road supply line portion; they may simply trace directly back along the road. Likewise, units within six hexes of a friendly supply source need not make use of a road supply line portion; they may simply trace directly to the supply source, road or no road.

	When counting the six hex non-road length; count from the unit to the road; don’t count the hex the unit is in; do count the hex the road being traced to is in.

7.7 Soviet Supply Sources

	Soviet supply sources are all the hexes along the map’s east edge, the west edge north of 1032 inclusive, and the north edge on the Soviet sides of the German fortified line. A Soviet board edge supply source hex temporarily loses its supply capacity while occupied by a German unit. That capacity is regained, however, as soon as the German unit leaves or is eliminated.

7.8 German Supply Sources

	German supply sources are all hexes along the south map edge and hexes 1033 and 1034 on the west map edge. A German board edge supply source hex temporarily loses its supply capacity while occupied by a Soviet unit. That capacity is regained as soon as the Soviet unit leaves or is eliminated. The airfield hex at Korsun may also serve as a supply source for German units (see 7.9).

7.9 The Korsun Depot Unit

	As long as the German Korsun depot unit occupies the airfield hex near Korsun (hex 3809), any number of German units may use it as a supply source as if it were a friendly map edge. 

	However, once the depot unit moves off the airfield hex, then the depot unit functions as a supply source only for those German units that can trace a supply line 6 hexes directly to the depot unit. In other words, the “road” portion of the supply line is no longer allowed. This reduced supply line effect continues to apply even if the depot unit returns to the airfield hex. (Moving off the airfield signifies the loss of not just the airfield but the logistical node for the entire area.)

7.10 Supply Line Capacity

	There are no limits to the number of units that may trace supply through any given supply path. Nor are there any limits on the number of units that may trace supply to any single, friendly, map edge supply source.

7.11 River and Lake Hexsides

	No non-road supply line may cross more than one unbridged river or lake hexside. That river or lake hexside must always be the last hexside that particular supply line crosses on its way to the tracing unit. Thus, for example, a German unit in 6128 could trace non-road supply over the river to the road in 6029, but another German unit in, say, 6227 could not.

7.12 Willful OOS

	Both players may willfully move their units into hexes where they will, or likely will, become OOS.

7.13 Enemy Units

	Of course, no portion of any supply line may ever be traced into or through hexes containing enemy units at time of tracing.

8.0 Stacking

8.1 “Stacking” is the piling of more than one unit into the same hex at the same time. The general rule is that both players may stack up to three (3) friendly non-artillery units in any hex at any one time. However, the Soviets can use only two (2) infantry regiments in a stack for combat. See 11.3.

8.2 Stacking & Movement

	The stacking rule is in effect at all times throughout the game turn. That means players must pay attention to the sequence in which they move their units or they risk having carelessly made early moves block units moved near the end of their movement phases. But within the limits of the rules of this section, there is no limit to the number of units that may enter and pass through a given hex over the course of any given movement phase.

	Units that begin a movement phase stacked together need not remain together.

	Make a check of each of your own stacks at the end of each phase in the turn sequence. If any of your units are found to be over stacked at any of those times, eliminate the excess unit(s).

8.3 Fog of War

	Neither player is ever free to examine the units that lie beneath the top unit of any of his opponent’s stacks until the combat resolution process begins for a force involved in combat. Both players may, of course, freely examine their own stacks at all times.

8.4 Artillery Stacking

	Artillery units are an exception to the general three-units-per-hex stacking rule. No artillery unit may ever stack with any other unit, either artillery or non-artillery, not even temporarily during the course of any unit’s movement.

8.5 Free Stackers

	Note that air, OOS and MSL markers have no stacking values of their own and may be freely placed on any stacks in accordance with the rules governing their use.

8.6 Stack Movement

	To move together as a stack, non-artillery units must begin their side’s movement phase already stacked together. But units are not required to move together simply because they started the movement phase in the same hex; such units might be moved together, individually, or in smaller sub-stacks.

8.7 Splitting Stacks

	When moving a stack you may halt it temporarily to allow a unit or sub-stack to split off and move away on a separate course. The units left behind in the original (“parent”) stack may then resume their own movement, even splitting off other units again, if desired. But once you begin moving an entirely different parent stack (or individual unit that began in a different hex), you may no longer resume the movement of the earlier-moved stack without your opponent’s permission.

	If units with different movement allowances are traveling together in a stack, the stack must use the movement allowance of the slowest units. Of course, as the slower units in a stack exhaust their MPs, you may leave them behind and continue on with the faster ones.

9.0 Reinforcements

9.1 Reinforcements are units that don’t start the game on the map at the start of play, instead entering play after the game has begun. In general, reinforcement units become available for entry any time over the course of either of your movement phases of the game turn printed in the front, upper left corner, of their counters. (Artillery units have their reinforcement turns printed on their reverse sides.)

	It is permitted for both players to delay the arrival turn of their reinforcement units, but those game turn times may never be advanced.

9.2 Entry Areas

	All German reinforcements enter via any map edge hexes along the southern edge of the game map that are not occupied by any Soviet units at the time of entry. Exception: See 9.4, North Map Edge Reinforcements.

	All Soviet reinforcement units enter via any eastern or western map edges according to the letter-code printed after their arrival turn. An “E” refers to the east edge, between 7001 and 7034 inclusive. A “W” refers to the west edge, between 1001 and 1032, inclusive. Exception: See 9.4, North Map Edge Reinforcements. Again, enemy units may not occupy entry hexes at the instant of movement onto the map. If all possible entry hexes are occupied by enemy units, hold the reinforcements off-map until an entry hex is free.

9.3 Moving Onto the Map

	Within the above restrictions, both players are free to choose their arriving units’ exact entry hexes, but the following strictures must also be observed.

	All the units of a given parent organization must enter through the same hex. More than one parent organization may be chosen to enter through the same hex during the same movement phase. Once the entry hex for a group of units is chosen, stack them up within regular limits in a “column” starting at the board edge and leading away from it. From there, units are moved onto the map one stack or unit at a time, paying all normal movement costs from their very first move, even before they get onto the actual map. All off-map terrain is considered to consist of clear road hexes.

	Within the limits of the stacking rules, independent units may be entered alone, stacked with parent organization units or other independent units.

	Reinforcements always enter play supplied and at their full step strength, and they have all their normal movement and combat capabilities available for immediate use according to the regular rules governing them (including entry via Column Movement, if all normal strictures for it are met, see 10.13).

9.4 North Map Edge Reinforcements

	Some units arrive on the northern edge, and are marked with a circled “N” on their counters. German units arrive the first German operations segment after a Soviet link up has been affected (see 3.4) or during the German second operations segment of the 27 January game turn, whichever occurs first. They may enter via any north map edge hexes between hexes 1901 and 5201, inclusive, that are controlled by the German player at the time of entry. 

	Soviet “N” reinforcements arrive one activation segment after the German “N” units are placed onto the map. Soviet units may enter via any north map edge hexes controlled by the Soviet player at the time of entry.

9.5 The 24th Panzer Division

Design Note. This division arrived on the map on turn 9 (3 February) after a lengthy march through the mud only to be recalled to the Nikopol area where the Soviets were in the process of breaking through. It did not make it back in time to help the defenders there, but it was certainly available for use on the Korsun front. What effects a strong panzer division might have had is anybody’s guess, but the increased pressure on the Soviet encircling barrier would have been immense.

	To simulate the uncertainty, the German player rolls one die on the turn the division is scheduled to arrive. On a result of 1 through 3, the division is brought into play normally. On a result of 4 through 6, the division has been recalled to the south and is unavailable for play for the rest of the game.

Note: If the German player is the less experienced of the two, and both players agree, then feel free to automatically bring this unit into play.

10.0 Movement

10.1 The movement allowances printed in the lower-right corners of the units represent the number of movement points (referred to as “MPs”) available to them to use in moving across the map during its side’s movement phase. Units move from hex to adjacent hex (no “skipping” of hexes is allowed), paying various costs to do so depending on the terrain in and around the hex being entered. The movement of each player’s units takes place only during his own operations segments’ movement phases; no enemy movement takes place during your own phases.

10.2 Movement Limits

	MPs may not be accumulated from phase to phase or turn to turn, nor may they be loaned or given from one unit to another. Within the limits described in this section and in the turn sequence, a player may move all, some or none of his units in each of his movement phases throughout the game. Units that move are not required to expend all their MPs. The movement of each unit or parent stack (see 8.6 & 8.7) must be completed before that of another is begun. A player may only adjust the position of an already moved unit if his opponent allows it.

10.3 Soviet Tank Unit Breakdown

	Soviet tank and mechanized (but not motorized) infantry units are susceptible to the random effects of vehicular breakdown and maintenance failure throughout the game. Each movement phase a Soviet tank or mechanized infantry unit moves, roll one die. One a roll of “l” that unit loses a step due to maintenance failure. If the unit has not yet lost a step, flip the unit to its reduced side and place a “Maint. Step Lost” marker on the unit. 

	If the unit has already lost a step when it loses another step due to maintenance, the unit is temporarily eliminated. There are two recovery boxes on the player card. If the unit taking the loss already has a “Maint. Step Lost” marker on it (that is, it lost its first step to maintenance failure, too), then place the unit in the box that says “Tank/Mech Units with 2 Step Eligible for Recovery.” If it does not have such a marker on it (i.e., it lost its first step in combat), place it in the box that says “1 step Eligible for Recovery.”

	Steps lost to maintenance failure may be recovered. See 12.2. You do not need to roll when a tank or mech infantry unit advances after combat.

10.4 Minimum Movement Ability

	All units are generally guaranteed the ability to move at least one hex during each of their side’s movement phases by expending all their available MPs at the very start of their move. But that guarantee doesn’t allow units to enter hexes or cross hexsides otherwise impassable to them, nor does it guarantee units, other than as allowed by 6.3, the ability to move directly from EZOC to EZOC.

10.5 Enemy Units

	It is not allowed for any of your units to enter hexes occupied by any enemy unit.

10.6 No Off Map Moves

	Moving off the map by any unit once in play is prohibited.

10.7 Terrain

	There are two general categories of terrain on the map:

	Natural and Manmade. Each category is divided into different types (see below). No hex is ever considered to contain more than one natural terrain type.

	For a hex to be considered “Clear,” it must contain only clear natural terrain; any woods or hill or swamp, etc., printing existing in such a hex would change its status to that of whatever terrain type was printed there atop the clear terrain.

10.8 Natural Terrain

	There are seven kinds of natural terrain on the map: Clear, Woods, Hill, Swamp, Stream hexsides, River hexsides, and Lake hexsides. The effects of these features on movement are described below and/or on the Terrain Effects Chart printed at the end of these rules. The turn’s current weather condition affects the movement point costs of most natural terrain. For example, each woods hex costs mechanized units two MP to enter during a mud turn.

	If a motorized unit is in a swamp hex when the weather turns to Mud, that unit must leave the swamp hex during its next Movement Phase or lose 1 step per Mud phase it remains in the swamp. This applies to each such unit in a stack separately.

10.9 Unbridged Water Hexsides

	Fresh water, in the form of streams, rivers, and lakes, exists along hexsides, rather than in hex, like the features described above.

	It costs all units 1 additional MP to cross a stream hexside in snow weather, and 2 additional MPs to cross a stream hexside in mud weather. To cross a river during snow weather, a unit must use all of its MPs to cross the river. That is, it must start its movement phase adjacent to the river hexside to be crossed, and move no further than the first hex across the river. No unit can cross a river hexside in mud weather, or a lake hexside in any weather.

Note: Unlike many other games, a unit prohibited from moving across a certain type of hexside may, in some cases, attack across that same type of hexside (see 11.14).

Design Note. The “major” rivers, while not huge in comparison to a river the size of the Dnepr, were sufficiently deep and wide to prevent vehicular movement. During mud turns, the rivers are twice their normal size.

10.10 Manmade Terrain

	Manmade terrain exists in six types: the Korsun airfield, fortified line hexsides, towns, bridges, improved roads, and roads. Both types of roads and bridges have movement effects of their own. The natural terrain type in their hexes determines the cost for entering towns, the airfield, and fortified line hexsides.

10.11 Roads

	Units may move from improved road hex to improved road hex via improved road hexsides at the cost of only one MP per hex (2 for mechanized units in mud). Units may move from a road hex to another road hex via a road hexside during snow weather at a cost of only one MP per hex.

10.12 Bridges

	Bridges completely nullify the movement costs and prohibitions that would otherwise be in place for units attempting to cross the stream or river spanned by the bridge. Mud has no effect on the use of bridges. Bridges exist wherever an improved road or a road crosses a stream or a river. Bridges cannot be destroyed.

10.13 Column Movement

	All supplied units other than Soviet artillery are potentially eligible to use column movement. To be able to do so, any supplied unit other than a Soviet artillery unit must start its side’s movement phase on a road hex and not adjacent to any enemy unit(s). Such units are then eligible to move, only on roads, up to twice their printed movement allowance as long as they never pass directly adjacent to any enemy units during the move or end their movement in a hex adjacent to any. Soviet artillery never uses column movement.

Note: For another important restriction on the mobility of both sides’ artillery units, see 5.5.

11.0 Combat

11.1 During your side’s combat phase you can attack all enemy units adjacent to your units across playable hexsides. The active player is considered “the attacker,” and the other is “the defender;” no matter what the overall situation across the map. Attacking is always voluntary, and a unit need not attack all (or any) enemy units that it is adjacent to.

11.2 Multi-Hex Attacks

	An enemy occupied hex may be attacked in one battle by as many of your eligible units as you can bring to bear from the surrounding hexes.

11.3 Stacking of Soviet Units & Combat

	While the Soviet player may stack three (3) units in a hex as per 8.1, he may only attack or defend with a maximum of two (2) infantry regiments in any stack (his choice). Brigades, battalions, and tank regiments count as half an infantry regiment, so the Soviet player may attack or defend with three units as long as long as only one of them is an infantry regiment. 

11.4 Indivisibility of Units

	No single attacking unit may have its combat strength divided and applied to more than one battle. Likewise, no defending unit or stack may have part of its defense strength attacked by one or a few attackers while another part is attacked by others. Defending units stacked together may only be attacked as if they constituted one combined unit (except as per 11.3). No attacking unit may attack more than once per combat phase and no defending unit may be attacked more than once per combat phase.

11.5 Attack Sequencing

	Aside from the restrictions described above, there is no artificial limit on the number of attacks each player may set up during his combat phase. The attacker need not declare all his attacks beforehand, and he may resolve them in any order he wishes, as long as the resolution of one is completed before that of the next is begun.

11.6 Basic Combat Procedure

	Normally the attacking player should strive to have more attack strength points involved in a given battle than the defender has defense strength points. Such attacks are called “high odds attacks.” To resolve them, the attacking player must first calculate his “odds.” Do that by adding up the combat strengths of all the attacking units involved in a battle; then determine the combat strengths of the enemy units defending in the battle. Divide the attacker total by the defender total and round off (down) any remainder. Note that combat strengths of units may be modified by terrain (see 11.12) and supply state (see 7.3).

Example: 26 attack strength points versus 7 defense strength points yields an odds ratio of 3:1. That is: 26/7=3.71, which rounds down to 3. To turn that “3” into a ratio, you must set a “1” next to it on the right. Thus “3” becomes “3:1” (which is read “3-to-1”), which corresponds with a column on the Combat Results Table (see the charts).

11.7 Poor Odds Attacks

	Battles in which the attacking force has fewer combat strength points than the defender are called “poor odds attacks.” Procedures are modified in that now you divide the defender’s total by the attacker’s, round remainders up, and set the “1” on the left side.

Poor Odds Example: A force with 5 attack strength points is attacking a force with 11 defense strength points. Divide 11 by 5 (11/5=2.2), and round up (2.2 becomes 3), then set the “1” on the left of that “3,” yielding odds of 1:3.

11.8 Odds Limits

	The column headings on the CRT range from 1:4 to 7:1. If the combat ratio obtained for a battle is lower than 1:4, use the 1:4 column. If the combat ratio obtained for a battle is more than 7:1, use the 7:1 column. Net all shifts before applying them to the table. (So a 5:1 with three right shifts and one left shift is a 7:1.)

11.9 Combat Resolution Die Roll

	To resolve a battle, find the odds column of the CRT corresponding to its odds ratio. Check for any shifts to this initial column due to Combat First Odds Shifts (11.27), Combat Air Support (11.16), Armor Superiority (11.28), and Concentric Attacks (11.17). Roll a die and look down the resulting odds column on the CRT until you cross-index with the number you just rolled. That is your “combat result” for that battle. For example, if you’re attacking at 2:1 and roll a “4,” your result is “1/1.”

11.10 Numeric Combat Results

	Numeric results to the left of the slash apply to the attacker; those to the right apply to the defender. All results are given in terms of step losses to the forces involved. That is, each whole-number increment of the combat result means one step of the affected side must be eliminated. Results apply to all units in a hex, even to Soviet infantry regiments that were not able to participate due to stacking (see 11.3).

	Combat results are applied by the players among their own involved units as each sees fit, with the single exception that no involved unit of your side may be completely eliminated until all your involved units have first been reduced to one step. Also, where section 11.3 applies, the Soviet player must first take losses from his involved regiments. If he still has loss points to take and there is an uninvolved regiment in the hex, he must then take any remaining losses from it.

• If a unit is eliminated, place it in the appropriate box on the player aid card according to the following guidelines:

• If it is a German infantry battalion of a division that has not yet reconstituted a unit, place the unit in the “Eligible for Reconstitution” box.

• If it is a Soviet tank or mechanized infantry unit with a “Maint. Step Lost” marker under it, place it in the “Tank/Mech Units with 1 Step Eligible for Recovery” box.

• Place any other unit in the “Permanently Eliminated” box for its side.

	Place German units in Group Stemmerman (see 3.5) in the appropriate Group Stemmerman sub-boxes. Treat units in those sub-boxes as you would units in the main part of those boxes, except that Group Stemmerman units count against the victory conditions in the scenarios. (The sub-boxes are just a player aid to help keep track of Group Stemmerman losses.)

11.11 Zero Combat Results

	A zero (0) combat result means the involved forces of the side receiving that result are entirely unaffected; there is no step loss for that side.

11.12 Terrain Effects on Combat

	Natural and manmade terrain have effects on combat, shown on the Terrain Effects Chart printed with the charts, either by generating column shifts favorable to the defender or by halving the combat strengths of attacking units. It is always the terrain in the defender’s hex and along its hexsides that determines those effects; the terrain in the attacker’s hex or hexes has no bearing. In every battle, all applicable terrain effects are cumulatively applied.

11.13 Roads & Bridges

	Roads and/or bridges don’t negate or modify any of the combat effects of manmade or natural terrain; they affect only movement and supply, not combat.

11.14 Water Hexsides

	If all attackers are attacking across stream hexsides, shift the odds column 1 to the left. This shift is negated if even one attacker is on the same side of the stream as the defender. 

	Halve the attack strength of any non-tank attackers attacking across rivers. Tank units cannot attack across river hexsides. When halving the combat strengths of multiple units attacking across rivers, add up the strengths of all the affected units involved in the battle and then make just one grand division. Round all remainders up.

	Non-artillery units are not prohibited from making such attacks, not even those prohibited from moving across such hexsides. Similarly, artillery bombardment strengths are unaffected by such hexsides.

	Units cannot attack across lake hexsides at any time.

11.15 Fortified Lines 

	The German lines as they exist at the start of the game are marked with fortified line hexsides to their front. A German unit gets a 1L shift when defending if all non-artillery Soviet units attacking  it are attacking through fortified line hexsides (and/or stream hexsides). The German unit does not get this benefit if even one Soviet unit attacks across some other type of hexside. 

	This modifier is cumulative with the stream modifier only if all hexsides attacked across have both stream and fortified line terrain types. For instance, if a German unit is attacked by one Soviet unit across a fortified line hexside and another across a stream hexside, the German unit gets only a 1L shift.

	Only German units get the benefit of fortified lines, with one exception. At the start of the game there is a stack of Soviet units in hex 2625. That hex is surrounded by fortified line hexsides, and any Soviet units defending in that hex receive the fortified line benefit. This fortified line benefits only those Soviet units that start the game in that hex (i.e., whose setup hex number is 2615). 

11.16 Combat Air Support

	Both sides receive air units that they can use to support their attacks (only). During each Air Power Availability Phase, both players roll a die and receive a number of air points equal to the result for that activation segment. There are two exceptions: 

a) The Germans receive a maximum of five (5) units per activation segment (treat die roll of 6 as a 5), and 

b) The Soviets automatically get three (3) units (that must be used on the 2 UF side of the map) for both activation segments of turn 0 (25 Jan.), and six (6) units for both activation segments of turn 1 (26 Jan.)

	A player may commit any air units to provide direct combat ground support to any of his attacks (but not defenses) during the turn. No more than one plane may be committed per battle. Each air unit may be committed once per activation segment. The effect is to shift the odds one column to the right in the attacks being so supported.

Except for turn 0, until a link up is achieved, the Soviet player must divide his aircraft equally between his two fronts, with any extras going to the 1st Ukrainian Front (the western front). 

11.17 Concentric Assaults

	A concentric assault is created whenever a hex is attacked by units such that that defending hex is completely surrounded by attacking units or their Zones of Control. This gives the attacking side a 1R odds shift in that combat. The presence of other units of the defending side in hexes next to the defending hex does not negate this shift. 

11.18 Soviet Parent Organizations in Combat

	Soviet non-artillery units from different parent organizations (the designation in a unit’s upper-right corner) may never take part in the same attack, either from the same or different hexes. This restriction does not apply to German units.

	Defending units from different parent organizations stacked together in the same hex suffer no penalties because of their differing organizational affiliations.

Design Note. This rule is applied to the Soviets because of their straightjacketed approach to task organization at the division level once a battle was underway. Unlike the Germans who were quite comfortable in forming battlegroups upon demand, the Soviets were very loath to alter their preformulated command structure after the troops jumped off. Time and again single divisions attacked alone when a coordinated effort was certainly desirable.

Exception: The tank brigade of the 5th Mech Corps that starts with the 5th Guards Tank Corps is attached to that unit and may operate with it freely for the rest of the game. It may also operate with its parent organization if the Soviet player so chooses. 

11.19 Independent Units in Combat

	No more than four (4) Soviet independent non-artillery units may ever take part in the same attack, either from the same or different hexes. Independent units do not suffer any defensive penalties when attacked while stacked with non-independent units or any allowable mix of independents and non-independents.

11.20 Artillery in Combat

	Supplied artillery units of both sides may each be used once per activation segment to assist in attacks or defenses. An important exception is that rocket artillery units may only be used to support attacks, not defenses.

	All artillery units of both sides are independent units with special stacking and movement provisions; see 8.4.

	Artillery units never actually attack the way non-artillery units do, either alone or in conjunction with non-artillery units. What they do instead is support the attacks and defenses of in-range non-artillery units by contributing their “bombardment strength” to the odds calculation process. Further, artillery units must be supplied in order to be able to bombard at all. 

	No artillery unit may both move and bombard during the same activation segment. They may move or they may bombard during an activation segment, never both (see 5.4 and 5.5). Likewise, any artillery unit that is itself attacked during the course of an enemy combat phase should be flipped so its ACT side shows upward.

	After an artillery unit participates in a combat, flip it to its ACT side. An artillery unit on its ACT side may not be used in another combat until it recovers. Artillery units recover during the next Mutual Artillery Recovery Phase.

	Artillery units never conduct independent shoots; they bombard only in direct support of the attacks and defenses of their side’s non-artillery units.

11.21 Artillery on the Defense

Every artillery unit has a defense strength of one (1) and one (1) step, no matter which side is showing upward. An artillery unit being attacked during an enemy combat phase cannot bombard to try to increase its own, or any other, hex’s defense strength during that phase. (In such situations, the attacking player should resolve his attacks against enemy artillery units first.) 

11.22 Artillery Range

	The range in hexes of an artillery unit is the number to the left of its unit symbol. The enemy unit an artillery unit attacks, or the friendly unit whose defense an artillery unit supports, must be within range of the bombarding artillery unit. Count from the artillery unit to the hex of the friendly unit being supported. Don’t count the artillery unit’s hex; do count the hex being attacked or supported. In a situation in which a multi-hex attack is being supported, tracing to any one of the involved, friendly non-artillery units is enough to put the supporting artillery unit within range of the battle.

11.23 Artillery & Terrain

	Artillery bombardment is never affected by unbridged water hexsides. Neither are there any “line of sight” requirements in this game.

11.24 Artillery Maximums

	Players may never commit more than three (3) in-range artillery units to bombard in support of any one attack or one (1) in-range non-rocket artillery unit in support of any one defense.

11.25 Artillery Bombardment Strength

	During each artillery-supported battle’s odds calculation process, each player rolls one die for each of his bombarding artillery units. That result is that artillery unit’s bombardment strength for that battle. Make a new calculation for each artillery unit each time it bombards.

11.26 Support Declaration

	Each player, with the attacker always going first, declares artillery bombardment supports on a battle by battle basis at the start of battle’s odds calculation process. Roll for each artillery unit's strength as it is added to the combat.

11.27 Combat First Odds Shift

	In every activation segment in which a player uses the Fight/Move rather than the Move/Fight sequence, all his attacks gain a one-column rightward odds shift.

11.28 Armor Superiority

	A player gets a 1R shift if he has a force containing at least one attacking tank unit against a hex with no defending tank or mechanized infantry units. The shift only applies to tank units when they are attacking, not defending, and mech infantry units can only negate an attacking bonus, not provide an attacking bonus on their own.

11.29 Advance After Combat

	Whenever all the defenders in a battle are eliminated, one, some or all of the involved non-artillery attacking units may occupy the vacated hex. This is true even if the advance is made from an EZOC hex directly into another EZOC hex. Normal stacking limits apply, but this kind of movement doesn’t require the expenditure of MPs. Advances are not mandatory, but the decision to do so must be made immediately, before the next battle’s resolution process is begun. Victorious defenders never advance after combat; they simply hold their position.

	Important stricture: Victorious attackers are prohibited from advancing after combat across hexsides or into hexes they couldn’t move across or into during their normal movement. For example, victorious attackers that just fought and won a battle across a major river hexside would only be allowed to advance after combat if an intact bridge were present across the hexside of the advance.

12.0 Reconstitution and Recovery

12.1 German Infantry Reconstitution

	During the German Infantry Reconstitution Phases, the German Player may return to the map one reduced (flipped over) infantry (only!) battalion for every three battalions he has in his “Eligible for Reconstitution” box. To qualify, the units must belong to the same division (which means that for smaller regiments in the game there is no reconstitution option). You cannot also mix units that were placed there when part of Group Stemmerman with units that were placed there when not part of  that Group. 

	This culling process occurs only once per division per game. Place the reconstituted unit on or adjacent to another unit of the same division during the German movement phase within stacking limits. (If there are no such units, the reconstituted unit may not return to play.) Place the rest of the dead units of that division in the “Permanently Eliminated” box that corresponds to their status of being in or out of Group Stemmerman.

Design Note. This rule reflects the German ability to scrape together the remnants of shattered units, combine them with training and ersatz formations, and throw them back into the line as a semi-effective fighting force.

12.2 Soviet Tank Unit Recovery

	The Soviet player may recover tank and mechanized infantry step losses incurred due to maintenance failure. During the Soviet Tank Recovery Designation Phase mark any formation that you want to have recover lost steps. To be eligible for recovery, the entire parent formation (including motorized infantry battalions) cannot move and cannot become adjacent to a German unit for the entire game turn. If, at any time, a German unit is found adjacent to the recovering Soviet formation, then remove the marker and halt the recovery process. You must restart the process afresh during a subsequent game turn. 

	During the Soviet Tank Recovery Phase in a turn that the above restrictions are met, each eligible tank or mech infantry unit of the marked formation can recover a maximum of one step (i.e., it takes two full game turns to rebuild a unit in the “two step” recovery box back up to full strength). If the unit is on the map, remove the step loss marker and flip the unit to its front side. You may also bring units of the formation back into play that are in the recovery boxes by placing them in any hex that is:

• Not within range of a German artillery unit; and

• Not in the ZOC of a German unit; and

• If an independent unit, adjacent to a Soviet infantry unit; otherwise, within six hexes of its parent formation.

	To recover a Soviet independent tank unit that is out of play in one of the recovery boxes, just place it on the map during the Recovery Phase in any hex that meets the above criteria. You do not need to mark it at the start of the turn in any way. You must still mark such a unit if it is on the map and wants to recover its first step lost due to maintenance failure.

	If you place a unit from the “two step” recovery box on the map, place a “Maint. Step Lost” marker under it as a reminder that its other step can be recovered, too. Remove all remaining “Rec. Underway” markers at the end of the phase.

	Note that only step losses incurred due to maintenance failure are recoverable. Those lost due to combat are instantly and permanently in effect for the rest of the game and are not eligible for recovery. A unit that loses one of its steps to combat and one to maintenance failure (that is, it’s in the “one step” recovery box) has a permanent maximum of one step; it can never be rebuilt back to full strength. 

Design Note. Although the Soviets were getting better at their recovery and repair operations, they still left much to be desired. Virtually all of the tanks had recently seen hard action and were in a mechanically volatile state at the beginning of the battle. After the attack kicked off, the tank and mech corps were driven hard to complete the encirclement and many were left by the roadside. Whole brigades were strung out all the way back to the start line, and it took many days for these mobile units to reconstitute themselves. This rule is intended to keep the Soviet player from using his tank units at an unrealistic tempo. The Germans were able to keep a steady number of vehicles ready for action throughout the battle, despite the nasty ground conditions and the unreliability of the newer tanks.

12.4 Artillery Recovery

	As per 5.5, during both Mutual Artillery Recovery Phases both players should flip back all their artillery units so their top sides (the one with the printed movement allowance) again show upward.



Scenario 1: Forging the Ring

This scenario covers the Soviet effort to encircle the Germans. It starts on Game Turn 0 (25 January) and ends on Turn 6. 

Special Rules

	No unit of the 1st Ukrainian Front (the western half of the map) may move or attack during the entire 25 January game turn. German units west of hexrow 37xx may not move during that entire turn either.

	No unit of the 18, 20, or 29 Tank Corps may move adjacent to a German unit in the first activation segment of the 25 Jan turn.

	No Russian unit may move adjacent to a German unit that is in a hex within six hexes of the Korsun airfield until a link up between the 1st and 2nd Ukrainian Fronts has occurred (see 3.4).

Design Note. Your mission is to surround the largest number of German troops possible.

5th Guard Tanks Corps

	There are two counters for one of the motorized rifle battalions of the 5GTC. In Scenario 1, the unit that starts surrounded in hex 2625 is considered to be a leg unit and the counter with a movement value of 4 is used. If and when a valid line of supply can be drawn to that unit, replace it with the motorized counter at its current step strength.

Victory Conditions

	Points are given to the Soviet player if he achieves the following conditions. Note that players must remember to judge the first two conditions at the time the pocket is formed (see 3.4), not at the end of the scenario. 

	1 VP if, at the time the pocket is formed, at least 10 German units marked with an “N” are dead or in the pocket.

	1 additional VP if, at the time the pocket is formed, it contains at least 14 other (non-“N”) German units.

	1 VP if the airfield hex at Korsun (3809) is under Soviet control at the end of the scenario. 

Levels of Victory:

0 VPs: German Operational Victory. The Germans have not only been able to prevent the Soviets from forming a pocket, but have been able to hold on to their forward supply base at Korsun airfield.

1 VP: Soviet Tactical Victory. Although the pocket has formed, fewer German units are in jeopardy than had been hoped for. Your command is on shaky ground.

2 VPs: Soviet Operational Victory (the historical result). An important victory is in the making, but hard battles will have to be fought before the guns are fired in Moscow.

3 VPs: Soviet Strategic Victory. The trapped Germans have no source of supply and will suffer a quick fate. A victory of major proportions is virtually assured.

Setup

	Use the numbers displayed in the upper left-hand corner of each counter (or the reverse side of artillery units) to find that unit’s set up hex. Place each unit in its setup hex.



Scenario 2: Hammering the Ring

	This scenario covers the first German attempt to break through to the pocket. It begins on the first activation segment of Feb 1 (Game Turn 7) with the German operations segment of that activation segment and ends on Feb 9 (Turn 15). The Soviet player is considered to have finished his operations segment in the first activation segment of turn 7.

Special Rules

	The weather during the first game turn is automatically Snow. 

	The German player automatically receives three air units during both activation segments of the first game turn.

Victory Conditions

	Points are given to the Soviet player if he achieves the following conditions. Remember, per 3.5 “Group Stemmerman” is simply shorthand for those units in the pocket. 

	1 VP if, at the end of the game, Group Stemmerman still exists in any way.

	2 VP if Group Stemmerman is completely eliminated from the map (that is, all units that started in the pocket are destroyed before any of them can trace a supply route to the south map edge). 

	1 additional VP if, at the end of the scenario, there are more eliminated German tank units than Soviet tanks units (in this case, do count Soviet tank units that are the recovery boxes against the Soviet player).  

	Note that the first condition is exclusive with the second; if the pocket still exists at the end of the game, the Soviet player gets 1 VP. If he has eliminated it completely, he gets 2 VPs.

Levels of Victory:

0 VPs: 	German Tactical Victory

1 VP: 	Soviet Tactical Victory

2 VPs: 	Soviet Operational Victory

3 VPs: 	Soviet Strategic Victory

Soviet Setup

	Set up one or more units in the hexes as indicated. All Soviet tank units are available for maintenance replenishment unless otherwise noted.

232 RD: 1131, 1231, 1229.

74 RD: 1326, 1327, 1427.

40 Army rocket unit: 2320.

40 Army artillery unit: 1423, 2120.

38 RD (each -1): 1525, 1624, 1625.

5 Mechanized Corps: 

Three MBs (two 8-8, one 7-8, each -1) at 1621;

Three MBs (two 8-8, one 7-8, one is -1) at 1721;

Three MBs (three 8-8, two are -1) at 1822; 

One 10-8 TB (-1, MSL) at 1921;

One 5-6-8 TR at 1620 (-1, MSL).



133 RD: 1824 (-1), 1924, 2024.

58 RD: 2124 (-1), 2224, 2225 (-1).

167 RD: 2425, 2426 (-1), 2526.

359 RD: 2527, 2727, 2927.

173 Ind TB: 2720 (-1, MSL).

5 Guards Tank Corps: 

2-3-8 MRB (-1); 12-8 TB (-1, MSL) at 3128;

12-8 TB, 5-6-8 MRB at 3229;

11-8 TB (-1, MSL), 5-6-8 MRB at 3228;

Two 5-6-8 TR (each -1), one 4-5-8 TR (-1, MSL) at 3226.



2 Tank Army artillery unit: 1519.

1 Ukrainian Front artillery unit: 3123.

32 Guards artillery units: 3223, 3322, 3323.

6 Tank Army rocket unit: 3424.

20 Tank Corps: 

10-8 TB (-1, MSL), 5-7-8 MRB (-1) at 3427;

10-8 TB (-1, MSL), 5-7-8 MRB (-1) at 3527;

5-7-8 MRB at 3627;

7-8 TR (-1) at 3526;

11-8 TB in the “Eliminated/One Step Eligible for Recovery” box; 3-5-8 TR in the permanently eliminated box.



94 GRD: 3727 (two units, each -1), 3827.

84 RD: 3926, 4027 (-1), 4126 (-1).

29 Tank Corps: 

11-8 TB (-1, MSL), 11-8 TB (-1, MSL) at 4023; 

Three 5-7-8 MRBs (one is -1) at 4122; 

5-8 TR at 4022 (-1, MSL);

12-8 TB in the “Eliminated/One Step Eligible for Recovery” box.



375 RD: 4228 (-1), 4328 (-1), 4429 (-1).

25 RD: 4629 (-1), 4729 (-1), 4829.

1 GAD: 4928 (-1), 5028 (-1), 5127.

80 RD: 5227 (-1), 5327 (-1), 5427 (-1).

18 Tank Corps: 

Two 9-8 TBs (-1 each) at 4825; 

Three 5-7-8 MRB (two are -1) at 4925; 

9-8 TB (-1, MSL), 8-10-8 TR (-1, MSL) at 5026.



6 GRD: 5626, 5725 (-1), 5825.

78 RD: 6025 (-1), 6125, 6226.

14 GRD: 6427 (-1), 6527 (-1), 6528 (-1).

213 RD: 6430, 6432, 6433.

138 RD: 6724 (three units, two units are -1).

110 GRD: 7024 (three units, one unit is -1).

233 RD: 7023 (three units, two units are -1).

66 RD: 6622 (three units, one unit is -1).

89 RD: 6224 (three units, two units are -1).

214 RD: 5923 (three units, two units are -1).

66 GRD: 5523 (three units, two units are -1).

69 GRD: 5424 (three units, all are -1).

60 Ind Tank Brigade: 5223 (-1).

53 Army artillery: 6424, 6322, 6121; rocket unit: 6626.

2 Ukrainian Front rocket unit: 5722; artillery unit: 5022.

4 Guards Army artillery unit: 5621.

6 GAD: 4523 (-1), 4623 (-1), 4624 (-1).



294 RD: 5305, 5008, 5206.

373 RD: 4910, 5012, 5112 (-1).

254 RD: 5214, 5215 (-1), 5216 (-1).

7 GAD: 5116 (-1), 5017 (-1), 5018 (-1).

62 GRD: 4818 (-1), 4718, 4620 (-1).

63 Cavalry Division: 4419, 4319.

11 Guards Cavalry Division: 4119 (-1), 4019.

52 Army artillery units: 5413, 5416; rocket unit: 5109.

5 GAD: 4821 (three units).

49 artillery unit: 3924.

5 Guards Tank Army rocket unit: 4522.

31 Guards artillery unit: 4525.

12 Guards Cavalry Division: 3817 (-1), 3716 (-1). 

5 Guards Cavalry Corps tank brigade: 3718 (-1, MSL).



180 RD: 3516, 3215 (-1), 3112.

136 RD: 3117 (3-7-4) (-1), 3017 (-1), 2916.

337 RD: 3011, 2710 (-1), 2610 (-1).

33 Guards artillery unit: 3013.

27 Army rocket unit: 2912; artillery unit: 2307.

159 Fortified Area: 2608, 2706, 2704.

54 Fortified Area: 2803, 3002, 3001.

206 RD (three units): These units are just off the northern edge of map, and the Soviet player may bring them on as reinforcements in any Soviet operations segment.

German Setup: The Relief Force:

75 ID: 1132, 1331, 1332, 1529, 1528, 1727 (two units).

82 ID (-): 1929 (two units).

202 Ind STuG: 1331 (-1).

Battalion of Korps Abteilung B: 1528.

7 Korps artillery units: 1829, 2229, 2329.

34 ID: 1926 (two units); 2126 (two units, one is -1); 2327 (two units).

STuG battalions: 239 at 1926; 905 at 2126; 249 at 2327; 281 at 2528.



16 PzD: 15-10 Pz Bn, 13-10 Pz Bn, 10-8 MIB at 1927; �11-10 Pz Bn, 10-8 MIB at 2028; �11-10 Pz Gr Bn, 6-10 recon bn, 10-8 MIB at 2127. 



506 Tiger Bn at 2029.

3 Panzer Korps rocket units: 2429, 2931, 3031; �artillery unit: 2831.

198 ID: 2629 (two units), 2729 (two units), 2930 (two units), 3130.

17 PzD: Two MIBs at 3032; 12-10 Pz Bn, 7-10 Pz Gr Bn, MIB at 3131; Recon at 3130.



13 Pz Division (-): 13-10 Pz Bn, 9-10 Pz Bn, MIB at 4531.



11 Pz Division: Recon at 5129; 13-10 Pz Bn, two MIBs at 5429; Two MIBs, 15-10 Pz Bn at 5528.



911 STuG Bn: 5129.

376 ID: 5628 (three units), 5629 (three units), 5630.



14 PzD (-): Recon, 10-10 Pz, MIB (-1) at 5531. �(Other units in formation part of Group Stemmerman.)



320 ID: 5726 (two units), 5827 (three units), 6027 (two units).

8 STuG Bn: 6027.

203 STuG Bn: 5726 (-1).



3 Pz Division: Recon at 6227; �Pz Gr, two MIBs at 6327; �Pz Bn, MIB (-1) at 6328.



106 ID: 6329 (two units), 6330.

282 ID: 6330, 6332 (two units).

47 Panzer Korps artillery units: 6030, 4533, 5631.

Yes, there are rather large gaps in the German lines in the south. This is historical.

German Setup: In the Pocket:

Wallonien Bde: 4805, 4708.



5 SS “Wiking” Pz Gr Division: One MIB each at 4710, 4811, 3314, 3415; 13-10 Pz Bn at 4811; 9-10 Pz Bn at 3415; Pz Gr at 4411; Recon at 4405.



72 ID: 4911, 5014 (2 units), 5015, 4915, 4816.

323 Ski Bn: 4716.

389 ID (this division has been reduced to just two battalions and is not eligible for reconstitution): 4618 (-1), 4518 (-1).

226 STuG Bn: 4716.

57 ID: 4418 (two units), 4318 (two units), 4218 (two units), 4117 (two units, each -1), 3916.

14 Pz Division (-): Pz Gr at 3715, MIB at 3615.

1681D: 3212, 3213.

88 ID: 3211 (2 units), 3008, 3009, 2809, 2808, 2807.

213 Security Division: 2805, 3004.

Korps Abteilung B: 3203, 3402, 3702, 4105, 3904 (two units).

42 Korps artillery unit: 3409.

11 Korps artillery unit: 3812, 4513.

42 Cossack Cavalry brigade: 3611.

Korsun depot unit: 3809.

Scenario 3: Breaking the Ring

	This scenario covers the second and partially successful German attempt to break through to the besieged defenders at Korsun. Play begins on Game Turn 16 (10 February) with the German operations segment of the activation segment and ends on Turn 23 (17 February). The Soviet player is considered to have finished his operations segment in the first activation segment of turn 16. 

Special rules

The weather during the first game turn is automatically Mud. 

The German player automatically receives three air units during both activation segments of the first game turn.

Victory Conditions

Points are given to the Soviet player if he achieves the following conditions. Remember, per 3.5 “Group Stemmerman” is simply shorthand for those units in the pocket. 

1 VP if, at the end of the scenario, Group Stemmerman still exists in any way.

2 VP if, by the end of the scenario, Group Stemmerman is completely eliminated from the map (that is, all units that started in the pocket are destroyed before any of them can trace a supply route to the south map edge). 

1 additional VP if, at the end of the scenario, there are more eliminated German tank units than Soviet tanks units (in this case, do count Soviet tank units that are the recovery boxes against the Soviet player).  

	Note that the first condition is exclusive with the second; if the pocket still exists at the end of the game, the Soviet player gets 1 VP. If he has eliminated it completely, he gets 2 VPs.

Levels of Victory:

0 VPs: 	German Tactical Victory

1 VP: 	Soviet Tactical Victory

2 VPs: 	Soviet Operational Victory

3 VPs: 	Soviet Strategic Victory

Soviet Setup

232 RD: 1131, 1231 (-1), 1229.

74 RD: 1225, 1226 (-1), 1227.

38 RD: 1223 (-1), 1323 (-1), 1322 (-1).

58 RD: 1321 (two units, one is -1), 1421.

133 RD: 1520, 1620 (two units, each -1).

3 Tank Corps: 

5-7-8 MRB, 6-7-8 TR at 1720; 5-7-8 MRB (-1), 11-8 TB (-1, MSL), 10-8 TB (-1, MSL) at 1820; 14-8 TR (-1), 12-8 TB (-1, MSL), 5-7-8 MRB at 1920.



40 Army artillery unit: 1027, 2117; rocket unit: 1121.

16 Tank Corps: �6-7-8 TR, 5-7-8 MRB at 2019; �10-8 TB (-1, MSL), 14-8 TR (-1, MSL), 5-7-8 MRB at 2020; �12-8 TB (-1), 10-8 TB (-1, MSL), 5-7-8 MRB (-1) at 2120.



2 Tank Army artillery unit: 1716.

1 Ukrainian Front artillery unit: 1717.

31 Guards artillery unit: 2212.

32 Guards artillery unit: 2112, 2113, 2014.

173 Ind TB: 2016 (-1).

5 Mechanized Corps: �Two 8-8 MB (each -1) at 2121; �Two MB (one is an 8-8, one a 7-8, each is -1) at 2222; �Two 8-8 MB (each is -1) at 2220; �5-6-8 TR (-1), 10-8 TB (-1, MSL) at 2319; �Two MB (one is an 8-8, one a 7-8) at 2320.�One 8-8 MB in the “One Step Available for Recovery” box



340 RD: 2518 (two units, one is -1), 2317.

167 RD: 2321 (two units, each -1), 2322.

359 RD: 2323 (two units, one is -1), 2324.

3 GAD: 2425, 2426, 2526.

2 GAD: 2527, 2628, 2728.

5 Guards Tank Corps: �5-6-8 TR, 5-6-8 MRB (-1) at 2928; �2-3-8 MRB, 4-5-8 TR (each -1) at 3028; �5-6-8 TR (-1), 5-6-8 MRB at 3229; �Three TB (12-8, 12-8, 11-8, each -1, each MSL) at 3227.



375 RD: 3428 (-1), 3628 (-1), 3727 (-1). 

94 GRD: 3827, 4026 (-1), 4125 (-1).

84 RD: 4326 (-1), 4427 (-1), 4527.

6 GAD: 4628 (-1), 4727 (-1), 4828 (-1).

214 RD: 4927 (two units, each -1), 4928.

53 Army artillery units: 5423, 6326, 4824; rocket unit: 5420.

1 GAD: 4825 (three units, each -1).

66 RD: 5024 (three units, one is -1).

25 RD: 5029, 5128 (-1), 5228 (-1).

49 artillery unit: 6324.

233 RD: 5327, 5427 (-1), 5526 (-1).

80 RD: 5223 (three units, each -1).

110 GRD: 5320 (three units, one is -1).

89 RD: 5523 (three units, two are -1)

6 GRD: 5722 (three units, one is -1).

78 RD: 5726 (two units, one is -1), 5826.

14 GRD: 6027, 6127 (two units, each -1).

213 RD: 6229 (two units, one is -1), 6329.

116 RD: 6331, 6432, 6433.

18 Tank Corps: �9-8 TB (-1), 9-8 TB (-1, MSL), 5-7-8 MRB (-1) at 4121; �9-8 TB (-1, MSL), two 5-7-8 MRB (each -1) at 4221; �8-10-8 TR at 4320.

29 Tank Corps: �11-8 TB, 5-7-8 MRB at 4419; �Two 5-7-8 MRB at 4518; �11-8 TB (-1, MSL), 5-8 TR (-1, MSL) at 4517. �12-8 TB in the “One Step Available for Recovery” box.



12 Guards Cavalry Division at 3717 (two units, each -1).

63 CD: 3718 (two units, one is -1).

11 GCD at 3719 (two units, each -1).

5 GCC TB (-1) at 3720.

20 Tank Corps: �Two 5-7-8 MRBs (each -1) at 3622; �10-8 TB (-1, MSL), 11-8 TB (-1), 5-7-8 MRB at 3521; �7-8 TR, 10-8 TB (-1, MSL) at 2719;�3-5-8 TR in permanently eliminated box.



27 Guards Independent Tank brigade: 4019 (-1).

5 Guards Tank Army rocket unit: 4119.

180 RD: 3213, 3313 (-1), 3413.

4 Guards Army artillery unit: 4817.

2 Ukrainian front artillery unit: 4818; 2 UF rocket unit: 4819.

52 Army rocket unit: 4113; artillery units at 4313, 4508.

33 Guards artillery unit: 3004.

136 RD: 2414 (x3, two are -1).

5 GAD: 3514, 3614 (two units, each -1).

62 GRD: 3713 (two units, one is -1), 3813.

66 GRD: 3912 (two units, one is -1), 4012.

69 GRD: 4013 (three units, all are -1).

7 GAD: 4111 (-1), 4110 (two units, one is-1).

138 RD: 4311, (three units, two are -1).

254 RD: 4209, 4208 (two units, each -1).

206 RD: 3806, 3606 (-1), 3506.

54 Fortified Area: 3205, 3305, 3406.

159 Fortified Area: 3006, 2907, 2908.

337 RD: 3111, 3112, 3010 (-1).

27 Army artillery unit: 2910; rocket unit: 3013.

60 Ind. TB: 2916 (-1).

6 Tank Army rocket unit: 3115.

294 RD: 4006 (x3, each -1).

373 RD: 4207 (x3, two are -1).

German Setup

10 PzGr Division: one Bn at 6332.

KG 282: 6332, 6231 (two units).

376 ID: 6129, 6029 (two units), 5828 (two units), 5627 (two units).

167 ID: 5828 (-1), 5627 (-1), 5628, 3330, 3131, 3031, 2830.

281 STuG (-1): 2022.

239 STuG: 1425.

320 ID: 5428 (two units, one is -1), 5328 (two units, one is  -1), 5229 (two units, one is -1), 5129.

KG 106: 4929, 4829 (two units, one is -1).

3 Panzer Division: �Recon (-1), MIB at 4629; �MIB (two units) at 4430; �13-10 Pz Bn (-1), 8-10 PzGr Bn (-1) at 4229.

14 Panzer Division (-): �Recon (-1), Panzer bn (-1), MIB at 4129. �(Other units in formation part of Group Stemmerman.)

13 Panzer Division: �Recon, MIB, 9-10 Pz Bn at 4029; �Two MIB, 13-10 Pz Bn at 4028.

11 Panzer Division: �Pz Bns (two units), recon at 3929; �Three MIB at 3830; �One MIB at 3831.



47 Panzer Korps artillery units: 5631, 4231, 4331.

26 Panzer Battalion (-1): 4229.

8 STuG Bn (StuG) (-1): 5429.

203 StuG Bn (-1): 4829.

911 StuG Bn (-1): 5630.

905 StuG Bn (-1): 4631.

198 ID: 2629, 2528, 2427, 2325, 2224, 2223, 2022.

1 Panzer Division: �Recon at 2428; �Pz Bn (15-10), PzGr Bn, MIB at 2327; �Pz Bn (18-10), two MIB at 2326.



3 Panzer Korps rocket units: 2227, 2328, 2124; artillery unit: 2025.

16 Panzer Division: �15-10 Pz Bn (-1), MIB at 2325; �Recon (-1) at 2125; �Pz Bn (-1) (13-10), PzGr Bn at 2221; �11-10 PzGr, 10-8 MIB (two units) at 2225.

17 Panzer Division: �Recon 2023; �PzGr Bn (-1), MIB (-1) at 2123; �13-10 Pz Bn (-1), MIB at 2223; �MIB at 2122.



7 Korps artillery units: 1824, 1923, 1924.

228 StuG Bn: 1927.

503 Tiger bn: 2022 (-1).

1SS Panzer Division (+): �16-10 Pz, 10-10 Pz, MIB at 1921; �20-10 Pz, PzGr, MIB at 1821; �Baeke (-1), 506 Tiger Bn (-1), recon 1SS at 1721; �PzGr, two MIB at 1621.



75 ID: 1132, 1331, 1329, 1327 (two units) 1325, 1425.

34 ID: 1523 (two units), 1522 (two units), 1521 (two units).

202 StuG Bn: 1523 (-1).

One Bn of Korps Abteilung B: 1526.

249 StuG Bn: 1521 (-1).

Two Bn 82 ID: 1723.

Group Stemmerman (in Pocket):

57 ID: 3911 (two units, one is -1), 4011 (x2), 4010 x2 (-1 each), 4109 (three units, each -1).

Wallonien Bde: 3907 (-1), 4008.

88 ID: 3507 (three units, two are -1), 3307 (-1), 3208 (three units, each -1).

213 Security Division: 3407 (two units). 

Korps Abteilung B: 3106, 3007, 3008, 3009 (two units, one is -1), 3110.

Cossack Bde: 3310.

323 Ski Bn: 3212 (-1).

14 Panzer Division (-): �MIB at 3212, �PzGr at 3312.



389 ID (two units, each -1): 3908 (this division has been reduced to just two battalions and is not eligible for reconstitution).

72 ID: 3412 (two units), 3512 (two units), 3613 (two units).

226 StuG Bn: 3613.

11 Korps artillery unit: 3711, 3610.

168 ID: 3409 (two units).

Korsun depot unit: 3809.

5SS Panzer Division: �Two MIB at 3812 (each -1); �MIB (-1) at 3807; �Recon, MIB (each -1) at 3607; �Pz (two units, each -1) at 3709; �PzGr at 3710.



42 Korps artillery unit: 3810.



Scenario 4: The Campaign

	This scenario of course ties the whole game together. It starts on turn 0 and ends at the end of turn 23.

Special Rules

Same as Scenario 1.

Victory Conditions

	Points are given to the Soviet player if he achieves the following conditions. Remember, per 3.5 “Group Stemmerman” is simply shorthand for those units in the pocket. 

1 VP if, by the end of the game, Group Stemmerman is formed with at least 10 German units marked “N” and 14 other (non-“N”) German units in the pocket.

1 VP if, at the end of the game, Group Stemmerman still exists in any way OR if, by the end of the game, Group Stemmerman is completely eliminated from the map  (that is, all units that were in the pocket when it was formed are destroyed before any of them can trace a supply route to the south map edge).

1 additional VP if, at the end of the game, there are more eliminated German tank units than Soviet tanks units (in this case, do count Soviet tank units that are the recovery boxes against the Soviet player). 

Note that the second condition is dependent on the first condition happening; if the pocket is never formed, then the Soviets cannot get either the point for forming Group Stemmerman or the point for it existing/being eliminated at the end of the game.

Levels of Victory:

0 VPs: German Operational Victory. The Germans have not only been able to prevent the Soviets from forming a pocket, but have been able to minimize their tank losses in doing so.

1 VP: Soviet Tactical Victory. Either the Soviets have been able to inflict severe tank losses on the Germans, or while they were able to form the pocket, it was relieved before the end of the game. 

2 VPs: Soviet Operational Victory. An important victory is in the making, but hard battles will have to be fought before the guns are fired in Moscow.

3 VPs: Soviet Strategic Victory. The Soviets have been able to form a pocket and either reduce it or contain the units. In addition, they’ve inflicted severe tank losses on the Germans.

Setup

Same as Scenario 1.




