WORLD WAR II EXPERIMENT 

(Subject to modifications when 2.7 version will be ready)

Index

1. Units availables

2. Ground divisions

3. Moving your division 

4. Supply lines

5. Reinforcements

6. Timeline

7. Infantry

8. Aircrafts

9. City/fields defense units

10. Win/lose

11. AFV repaired / captured

12. Seasons effects

13. Lend lease aid

1. Units availables 1941-42

Most of the units are availables according to their real ww2 developpment 

2. Ground divisions

2.1  
A maximum of 2 divisions (or armees) are allowed per side for any 

battle.

2.2  
2 conditions to merge a tank division with a second tank division 

1) The tank division has less than 10 tanks or SPG

2) Both divisions have to be on the same location


2.3
Armees cannot be merged with tank divisions

2.4
Maximum of 1 AT battalions can be merged with Armees or tank divisions.

2.5
A maximum of 1 merge per turn is allowed

2.6 
A division can’t have more than 100 tanks or SPGs (except the existing divisions on june 22nd 1941

2.7 
Only way to create a new division is from new units (minimal size : 40 units). Names for the new division will be provided on request.

3. Moving your divisions
3.0
At the beginning of the war players have a reserve of gasoline. This reserve equal to 43 moves they can use as “road moves” or “train moves” (see 3.2 and 3.3).

3.1
Every turn the German player get 3 additionnal moves and the Soviet player get 4 additionnal moves they can use as “road move” (brown lines routes) or “train moves” (using railways). They can bank the non used moves for a next turn.

3.2
Road moves: Moving a division to the next area using the brown lines linking cities and fields. Maximum of 1 move for each division per turn. One division moving to the next location = 1 road move.

3.3
Train moves:  Moving divisions or reinforcement by trains. One train move = (100 real trains moving). 

-Trains can move using railways up to the third city (red dots).    

  Fields between cities don’t count as cities and tanks cannot  

 disembark on these fields.  

-From departure to the arrival the railroad should never cross the  

  front line. 

-Maximum of 1 train move for each ground or air division per turn. 

-Maximum load capacity for 1 train= 50 medium tanks

 (light  tanks and artillery=1/2 medium tank, heavy tanks=2 medium  tanks). 

3.4
Moves to refit divisions. 

-Only German divisions can use refit moves to send back divisions in Germany to refit. 

-Because these divisions use empty trains coming back from the front, they use less fuel. For only “1 train move” a division is removed from the battlefield and send back rigth away to Germany to refit.

-Once a division reach its refit area, it has to skip 3 turns before being send back (on the 4th turn) by trains (using train moves) to the front area.

-The German High Command can decline any evacuation request if there’s no reinforcement units available or hold back this division in Germany longer than expected.. 

-Refit moves are not allowed in 1941 for the Red Army divisions because their railways were not efficient enough to allow refit moves with all the relocation process away from the front and at same time all the reinforcements send west to the front line.

3.5
Divisions moving by train are not available for battles during a same turn. If a train moving to or going via a location and at same time this location is under attack, the player have 2 options : 

A) let this train arrive to this city and unload armor divisions. These will be combat ready the following turn only « IF » the battle is won by the player, otherwise all the armor divisions from this train will fall into enemy hands.

B) the train is stopped before reaching this location and is send back to the closer train station from where he is coming from.

3.6     Moving reinforcements:. 

Maximum load capacity for 1 train = 50 medium tanks 

(1 light tank or artillery=1/2 medium tank, 1 heavy tank=2 medium tanks).

3.7     A maximum of 2 divisions available in any city (or field) at any 

time for every  player for the start of a battle. Additionnal divisions located in this city will be considered as reserve and will be available on the next turn. Note: a city is conquered only when all the enemy divisions located in this city are defeated. So this could take more than 1 turn (or attack) for the attacker to capture a city (or a field).

3.8  
2 divisions moving or attacking from the same city count as 2 road moves.

3.9 
When a division retreat at the end of a game, the remaining units are moved to any city near by. If the retreating division has no place to go (all closest city are owned by the enemy), then this division is lost to the enemy

3.91     Both sides reveal their moves by posting it to Neo. The final 

location of every armor divisions gives the final set up for the  

battle(s).

3.92 Exemples

Exemple 1

1st Panzer 


2nd Mechanised
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division 


Corps




If the German move is to attack Minsk and the Soviet move is to move his Mechanised Corps to Field B from Minsk, then the results would be :

Battle for Minsk between the 1st Panzer division and a Soviet infantry battalion (the default defense set up) and this without the 2nd Mechanised Corps.

The 2nd Mechanised Corps will be located in Field B.






Exemple 2
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If German’s move is to attack Minsk and the Soviet move is to attack the field west of Minsk (Field A), then the result will be a battle on the field A map where there is no « official » defender and no pre builded AT). Field maps are always choosen as the battlefield over cities.

Exemple 3

1st Panzer 


2nd Mechanised          3rd Panzer

division 


Corps



Here we have a mixt of the 2 preceeding situations where Germans attack Minsk from Field A and Field B while the Soviet division was on his way to attack the 3rd Panzer on Field B map. The outcome would be a battle between the 2nd MC and the 3rd PZD on the Field B (Fields always prevail over cities) and the 1st PZD attacking a by default infantry battalion in Minsk

4. Supply lines

4.1  
A supply line is the vital link between a division and his country  

supply. 

4.1.1
A divison has to be linked to his country supply all the time otherwise it is surrounded and it can’t  move or attack anymore. When surrounded, the armor vehicules can only defend. From the moment a division is not linked anymore to its supply line, we count 4 turns or 4 weeks (the following turn aftter the division is surrounded count as the first week).  On this 4th week, the tank division surrender and 50% of the “captureable units”  are transfered to the attacker.

4.2
For Germany the supply line is the link between a division and Poland.


For Russia the supply line is the link between a division and the Urals. 

4.3
Lend lease aid from UK or USA are delivered according to the production schedule and are delivered to « Archangel delivery point ». If this city is under German control, then the lend lease aid has to transit trough the Persian corridor with a delay of 4 weeks and they come from the Grozny railway on the Caucasus.


5. Reinforcements

5.1
Soviets units are coming from every specific factories. At any time the Soviet player can decide to relocate his factory on specific location (according to the Stavka list). When this happen, there will be a 3 months production delay for this factory according to historical relocation process.

5.2
Between turns, a small train icons move on the map to  keep tracking of all the shipping in transit.

5.3
While a reinforcement is in transit it can be attacked by ennemy like any armor division. In this case the opponent automaticaly take control of 20% of the captureable AFV goes to the enemy without a fight and the rest is automaticaly evacuated to the closest train station. When the transit is completely surrounded, then 100% of the captureable AFV goes to the ennemy.

5.4
Reinforcements can be shared to different divisions on different locations. It can be done using a same train (representing 100 real trains).only if reinforcements are dropped along a same pathway.

5.5
You have to move your factory « before » (previous turn) opponent attacks the city otherwise if he wins you lost the factory and  your ennemy can resume the tank production at 40% of the previous  production ratio but with a 4 weeks delay (can begin production on the 4th week following the capture).

5.6
When a factory have to be relocated, the units produced between now and the previous delivery are automatically relocated at the closest factory and can be shipped with the usual rule the following week.

5.7
Every week, reinforcements (if they are available) are given to the players at the end of their turn when all the divisions moves and battles are completed.

5.8
Production schedule or new division arrival are not revealed to the enemy. Only train icon (reinforcement units) or new division icon (new division) will appear on the map. A player know his own reinforcement schedule only 4 weeks before they are available.

6. Timeline

6.1 When Germans and Soviets have completed one turn =1 week 

6.2
All weekly moves and deliveries are considered to be made on a specific day at the begining of the week but counting for all the week. For instance the map update for june 29th 1941 include all the moves and deliveries for a period between june 24th and june 30th . 

7. Infantry

7.1
A city having no division to defend with will have to use a “by default” set up with no air support. Some AT, AA and men are provided to the defender. This location can have figthers to defend if an air base is within range (see 8.2).

8. Aircraft

8.1
Air support is only available for ground divisions when they are attacking inside the air base range (see 8.2). When defending inside the air base range, player doesn’t have acces to ground attack aircrafts.
8.2
Air divisions have an attack range of 3, meaning they can attack up to the third location from their base. The exemple below shows that a battle at Field B would be cover by aircrafts but a battle at City B won’t.


Ex.    Air base ------- Field A -------City A -------Field B ------City B

8.3
An air division can support only one attack on a specific location every turn (or every week).

8.4
On a same turn, an air division cannot provide air support for a ground attack on city A and at same time defend city B against enemy attack. Once a player is using an air division to support the ground units attacking on a location, this air division is not available for defense on this same turn.

8.5
Air bases should keep safe behind the front line. But if the front line collapse and the enemy can attack and destroy an air base, then most of the aircrafts have been destroyed on the ground and this air division is eliminated.

8.6
An air division can deploy fighters and (when available) ground attack aircrafts. Starting on June 1941, Germans will have Bf-109E and Soviets I-16s. Lend lease Hurricanes could be available in 1941 on some locations.

8.7
Air divisions can only be moved by train using “moves” like ground divisions do.

9. City-field  defense units

9.1 The “by default” set up for the Defender is : 

2 heavy AA, 2 ligth AA, 8 AT guns, 4 rifle transport, 1 BA-10 or 3 bikes.

9.2 Moscow defense get a special defense whatever there’s division on it or not :

15 heavy AA + 10 light AA, 25 AT guns + 96 soldiers + tank traps+minefields + pillboxes + air support too.

10. Win/lose and capturing capitals cities

10.1
If Moscow is captured  : 

1)  Number of Soviet defensive units are reduced by 50% (AT, AA, etc)

10.2 If Maikop AND Grozny oil fields are captured (Caucasus) 

Germany get 0.5 additionnal move every week 

(total 3.5 by week).

           Soviets get 1 move less every week 

(total 3 by week) 


10.3
To win a game :

10.3.1
You have to destroy all the enemy forces

10.3.2
 When all the units are destroyed, the defeated player has to sell his “evacuation powerplant” to offically finish the battle without leaving the game (AFV remaining for the winner have to be counted by both players).


10.4
To win the tourney

Germans have to take control of every city on the USSR map including the Urals ones.

To win Soviets have to push back Germans out from the USSR border from january 1942.

11. AFV repaired and captured

11.1
When a battle is won, the winner is allowed to :

1)
Repair 20% of the AFV lost (20% of every type of AFV lost are repaired) 

2)
5% of opponent « captureable » AFV are captured and repaired

11.2 Here is the list of captureable AFVs
Russia : T-34 all models, KV-1, BT, T-70, SU-76, SU-122, SU-152, Matilda, Valentine, Lee, Shermans, IS-2, SU-100

Germany : Pz IIIs, Pz 38(t), Pz IVs, Stug IIIs, Panther, Hetzer, Marders

11.2
When a division surrender (in the 4th week after they’ve been surrounded) opponent get 50% of these captureable AFV. 

12. Season effects

12.1
WINTER : december, january, february and march. Many factors played against Germans during winters on the Eastern Front. Among others. 

-German tanks, were not designed for cold climates, had narrow treads that gave little traction in the mud, 

-rifles and machine guns developed malfunctions because the grease and oil usedwere not cold-resistant. 

-Cold reduced the efficiency of German locomotives which had been built for the milder temperatures of Central Europe. During the first winter of the war 70 percent of the German locomotives broke down. 

-Railroad construction and maintenance requiring excavation slowed down or stopped completely in cold weather.

-Cold rippled operations, caused traffic congestion, and slowed supply movement.

12.2
During winter, « Germans » can use only 1 road move per turn and 2 train moves. Non used moves are put on the side for summer operations.

12.3
When a German division launch attack or move by road during winter, 25% of every type of the AFV become automaticaly damaged for 2 weeks, meaning theses 25% cannot fight this week and they cannot fight the following week. Units are not part of the map when the division is attacking but they are on the map if the division has to defend.

12.4
During AUTUMN (4 weeks from mid October to mid November) and SPRING (4 weeks from mid march to mid april) all sides can use only 1 road move every turn but can use all the train moves they want if they have enough gasoline reserve.

13.
 Lend lease aid

13.1
Lend lease aid from UK or USA are delivered according to the production schedule and are delivered to « Archangel delivery point ». If this city is under German control, then the lend lease aid has to transit trough the Persian corridor with a delay of 4 weeks and they come from the Grozny railway on the Caucasus.
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