Battles for North Africa for ADC2 by Gerald Schwartz

Battles for North Africa is a direct reproduction of the game series of the same name developed by Vance Von Borries; however, it is played using ADC2.  For that reason the rules are slightly different from the original.

The games allow the players to re-create the major battles fought in North Africa between 1940 and 1943.  They are played on maps which include the relevant parts of Libya or Tunisia in North Africa by two players.  One controls the Axis forces in each battle and the other, the Allied forces.  Game pieces represent the fighting units owned by each side, which move on the map, and markers used to specify unit status.  Random numbers generated by the roll dice function determine events using the various charts and tables provided.

The map contains only depictions of terrain that were important to the battles fought there, and are broken into hexagonal spaces, each referred to as hex.  Every hex has a dominant terrain type.  Terrain types consist of natural features such as mountains, hills, rough, marsh, sand, woods, and sea.  Hence, a hex may be referred to as a rough hex or a sea hex. A clear hex is one that contains no terrain impediments and movement of units may be made overland using local tracks, which are not shown.

Units occupy hexes and move from one hex to another, crossing a hexside so as to pass through the terrain in a contiguous path of hexes during movement.  Hexes may also be referred to as locations.  Movement of units is not determined by rolling the die; rather, each unit is assigned an allowance of movement points (MP).  How many MP must be expended to enter a hex is dependant upon the dominant terrain in it.  The MP cost of each terrain type is provided in the Terrain Effects Chart (TEC).  Movement into hexes containing some terrain types may be prohibited to some types of units.  MP costs are based a cost of 1 to enter a clear hex crossing a normal hexside.

Some terrain types are depicted on a hexside rather than within a hex.  These include escarpment, ridge, river and wadi.  These are referred to as a escarpment hexsides, ridge hexsides, river hexsides or wadi hexsides.  Since this terrain presents an impediment to the movement of units, the TEC specifies additional MP expenditures required to cross these hexsides.  Movement across some hexsides may even be prohibited for some types of units. 

Roads, both major and minor, and trails were used to convey fighting units quickly from one location to another, and are depicted as following a contiguous path of hexes.  Moving along this path in either direction is not considered to be moving through the terrain in the hex or hexsides crossed but rather moving along the road or trail.  It is done at the reduced road or trail rate of MP expenditure, as specified in the TEC.  In this sense there are road hexes and trail hexes, but entering or leaving one of these hexes from any other direction means that a unit is moving overland and subject to normal MP expenditures. 

Combat units project a zone of control (ZOC) into the six hexes surrounding the one they occupy, excepting any hex into which movement is prohibited for that unit.  Units may move over other friendly units, but enemy combat units and hexes containing enemy ZOC block movement.  

The game breaks down into game turns which further break down into player turns, one for each side,  First one player, then the other, takes on the role of attacker executing the phases in the sequence of play, while the opponent is defender.  Combat must be resolved by the attacker in all the hexes occupied by any of the defender’s combat units whose ZOC is projected into a hex occupied by any of the attacker’s combat units.  The results of combat are determined by the use of dice rolls, taking into account the attack factors(AF) of the attacking units and the defense factors(DF) of the defending units. The combat results can affect the units of both sides.

Game Scale

The game scale is operational with the units representing battalions or companies.  Game turns represent a half-day, either AM or PM, and each hex is 2.0 miles.

Using The Dice Roll

The dice roll (dr) function can result in a random number between 1 and 6, and is used to determine events.  With some dr a die roll modifier (drm) may be required to be added to the random number before determining the final value.  When multiple drm apply, they are cumulative, but if the final value is lower or higher than the values shown on the table being used, the lowest or highest value on the table is used instead.

Rounding of Fractions

Often whole numbers are specified in the rules, charts, and tables where actual results may yield fractions.  In these cases fractional results must be either rounded down (FRD) or up (FRU) to whole numbers, as specified.  If rounding is not specified, fractions are retained.

Measuring Distances in Hexes

When distances are specified in hexes, the number of hexes includes the hex to which the distance is measured, but excludes the hex from which it is measured.

Game Play

A separate gameset is provided for each game in the series containing an .OPS file for each scenario in that game.  In each ,OPS file, fixed setup game pieces occupy their starting locations on the map, and any variable setup game pieces or reinforcements are stored in force pools.  The play of the game follows the specific scenario instructions provided for the game and scenario being played.  The winner is determined by the victory conditions specified.  These include exiting of units off the map or control of certain locations.  A hex is controlled by the player who last occupied it with a combat unit, provided an enemy combat unit does not subsequently put it within its ZOC while unoccupied by a friendly combat unit.  If it does, it is no longer controlled by either player unless it is re-occupied by one side or the other.  When a player controls a location, it is said to be friendly to him.

Unit Capabilities

A unit’s nationality is indicated by the background color of the game piece, as follows:

1. German units are gray

2. Italian units are green

3. British units are tan

4. American units are khaki

5. Commonwealth and other Minor Allied units are blue

Game pieces representing combat units have their capabilities shown at the bottom as the values of its AF-DF-MP.  The size and type of the combat unit is depicted using standard military symbols in the center of the game piece.  The class name shown in the Piece Data Box for each game piece consists of the nationality, type and size of the unit.  The class values also include a stacking point(sp) value and an initiative rating(ir) value and are shown as (AF-DF-MP-sp-ir).   The piece name of each game piece provides the unit’s organizational identification.

Any combat unit with a DF=0 does not project a ZOC. 

For purposes of movement, the following combat unit types are considered motorized: armor, heavy armor, armor car, recon, mot infantry, mech infantry, motorcycle, towed arty, SP arty, towed AT, SP AT, towed heavy AT, heavy SP AT.  The following are considered non-motorized: infantry, cavalry, MG, arty, AT, heavy AT.  For purposes of  movement and combat, the following are considered armored: armor, heavy armor, armor car.  

Most combat units have flip definitions allowing them to take a step reduction as a result of combat, thereby reducing their AF-DF-MP capabilities, but not their sp-ir values.  Some combat units can take two step reductions.  When a combat unit is flipped, to reveal a “Remove” marker, it has no further step reductions and must then be removed from play.

Heavy armor units do not take step reductions, but they can become disabled.  They have reciprocal flip definitions with a “Disabled” marker.  When these units are alone in a hex they do not project a ZOC, but if accompanied by another combat unit, even another heavy armor unit, they project a ZOC.  When disabled, they may neither move nor attack and they no longer project a ZOC, regardless of any accompanying combat units. 

Artillery units consist of the following combat unit types: arty, SP arty, towed arty, AT, SP AT, towed AT, heavy AT, heavy SP AT, towed heavy AT.  These units do not take step reductions and are removed from play immediately they are required to do so.  Instead, they have reciprocal flip definitions so they can be switched between their in-battery and out-of-battery modes.  In its out-of-battery mode, an artillery unit has a normal combat unit appearance and capabilities.  In its in-battery mode, regardless of its specific combat unit type, it has a battery symbol depicting this mode.  It also has additional capabilities available in this mode, consisting of barrage fire (BF) – final protective fire (FPF) – range of fire, shown on the game piece and as the class values in the Piece Data Box in place of its AF-DF-MP values.  The sp value of an artillery unit varies according to its mode.  The in-battery value is usually less than the out-of-battery value.

Game pieces representing non-combat units do not use military symbols, have no sp or ir value, do not project a ZOC, and have different capabilities shown.  These have special functions in the game and include:

1. HQ units are used to provide reserved status to combat units, allow air units to provide close support in combat, and in some cases, to act as an emergency supply source.  Their game piece does not contain a military symbol.  Their capabilities are shown at the bottom of their counter as 0-0-MP and when applicable a supply symbol may appear above that.  Whenever a supply symbol appears on an HQ unit, a reciprocal flip definition is provided with another HQ unit without the supply symbol and only half the MP.  This is used to represent the depleted state of the HQ unit when it can no longer act as an emergency supply source.  Class and piece data are shown similarly to those of combat units.  They follow the movement rules for motorized units.

2. Air units are used to perform air missions.  Instead of a military symbol their game pieces show the outline of an aircraft below which is the aircraft type, either fighter-bomber (FB) or light-bomber (LB) followed by the value of the unit’s bombardment strength, which is shown for both the AF and DF values in the class data. Organizational identification is provided in the piece name.  A stuka air unit differs from the other types of air units in that it has no bombardment strength and is simply labeled “stuka”.  Each side is provided with an airforce pool for purposes of holding air units after they become available to the players.

3. Naval units are used to perform naval missions.  Instead of a military symbol their game pieces show the outline of a battleship, below which is the value of the unit’s bombardment strength, which is shown for both the AF and DF values in the class data.  The ship name is provided in the piece name.  Each side is provided with a navy pool for purposes of holding their naval units.

.

Stacking Limits

There is no limit to the number of marker and non-combat unit game pieces that may occupy a hex, but combat units are limited to a total sp value of 8 in the same location at the completion of movement or combat.  When occupying a sand hex a total of only 4 sp are allowed.  Combat units that have an sp value of 0 shown on their game pieces, may stack free if alone, but every pair of such units contributes 1 sp.

Weather

The weather conditions prevailing for each game turn are shown in the turn name of the Advance Turn dialog.  These include: clear, cloudy, rain, or sand-storm.

Supply

The AF of a combat unit that is out of supply are halved and, if armored, its DF is also halved.  If motorized, its MP is halved, but if non-motorized, only reduced by 1.  If an artillery unit, its BF and FPF are reduced to zero when in-battery.

A combat unit is in-supply if it can trace a supply path of no more than 7 hexes to a supply route.  A supply route can be any network of connected roads, either primary or secondary, that leads to a friendly supply source.  Supply sources are shown on the map for each side.  Both the supply path and the supply route used must be free of enemy units and enemy ZOC at the time that the supply status is checked.  A supply source location cannot be used while it is controlled by the enemy.  A friendly combat unit occupying a location cancels the effect of an enemy ZOC in that location, but only for purposes of tracing supply.

Combat units of type armor car, recon, and motorcycle have a supply path of a length equal to their MP value.

Any HQ unit that has a supply source shown on its game piece may be used as an emergency supply source.  In this case the supply route as well as the supply path used by combat units to reach it must also be no more than 7 hexes.  In any game turn in which an HQ unit is used as an emergency supply source, it must be flipped to its depleted side.  It may then not be flipped to its replenished side, nor used as an emergency supply source again until it has spent one full game turn, in-supply and neither moving nor involved in combat.

Sequence of Play

The scenario instructions specify which player is the first player to perform his player turn each game turn, and which is the second player.  Each player turn consists of:

1. Reinforcement Phase

2. Mission Allocation Phase

3. Supply Phase

4. Movement Phase*

5. Enemy Reserve Movement Phase*

6. Combat Phase

7. Friendly Reserve Movement Phase

8. Support Phase*

*The player sends a copy of the .OPS file for the game and scenario being played to his opponent at the end of the Movement Phase, Enemy Reserve Movement Phase, and Support Phase during his player turn.

Reinforcement Phase

Game pieces from any force pool provided for the player and game turn may be placed on the map in accordance with the scenario instructions for the game.

Supply Phase

Supply status of all friendly combat units is checked during this phase.  “Out of Supply” markers are placed above any game piece representing a friendly combat unit that is not in-supply.  Regardless of any changes taking place on the map that could affect a unit’s supply status, it continues to have the same supply status for the remainder of the friendly player turn, as well as the following enemy player turn.  When checked during the next friendly Supply Phase, any combat unit marked “Out of Supply” which is now in-supply may have that marker removed.

Movement Phase

The attacker may move any or all of his units singly, or in stacks, one at a time.  A unit does not have to be moved, but it may not be moved more than once in a Movement Phase, whether it completely expends its MP, or not.  A moving unit or stack may move through any hex containing friendly units, but enemy combat units block movement.  Friendly ZOC does not affect the movement of units, but whenever a friendly combat unit moves into an enemy ZOC, it must stop movement.  Only a combat unit that begins movement in an enemy ZOC may leave that hex, but it may not then directly enter another enemy ZOC.  It must first enter a hex that does not contain an enemy ZOC.  An HQ unit may not enter a hex containing an enemy ZOC or one adjacent to an enemy HQ unit, unless accompanied by a friendly combat unit.

To enter enemy ZOC during a sand-storm, motorized units must expend 2 MP in addition to those normally required to enter the hex.  Non-motorized units are not affected.

Units may not cross river hexsides except by using a road.  No unit may enter a sea hex nor may they enter a marsh hex except by using a road.  Armored units may not cross escarpment hexsides nor enter a mountain hex or a sand hex except by using a road. 

If a combat unit has not expended any MP in a Movement Phase, provided it is not otherwise prohibited from entering the hex, it may always move to an adjacent hex, even if it hasn’t sufficient MP to do so.

Reserve Status

At the end of the Movement Phase, game pieces representing motorized units may be designated as reserved by placing an “In Reserve” marker above them, if:

1. they are within 3 hexes of an HQ unit,

2. the intervening hexes contain no enemy combat units or enemy ZOC.

3. they did not expend more than half their MP during movement, and

4. they are not marked “Out of Supply”.

A unit that is in reserve status has no ZOC.  It loses reserve status, the marker is removed, and it immediately regains its ZOC whenever it moves or an enemy combat unit moves into an adjacent hex.  The marker is removed and it automatically loses reserve status at the beginning of the next friendly Movement Phase, but it may be put in reserve status again at the end of that phase provided it still meets the necessary conditions.

Reserve Movement Phase

Only combat units that are in reserved status at the beginning of this phase may be moved.  All the rules and limitations of movement apply, but they may only expend up to half of their MP.  Units moving in this phase must not enter enemy ZOC unless it is already occupied by a friendly combat unit.

Rommel’s HQ

“Rommel’s HQ ” is the organizational identification that may appear on a German mech infantry Coy unit.  Whenever this combat unit attacks a Rommel drm = -1 is used in resolving the combat. Any motorized combat unit that is located with the Rommel HQ unit at the end of movement and is in-supply may be put in reserve status even if it has expended more than half its MP during movement and is out of range of an HQ unit.  The Rommel’s HQ unit may not itself be put in reserve status, otherwise it acts like any other mech infantry combat unit.

Air Missions

Available air units may be assigned to air missions, including: close attack support, close defense support or air interdiction.  Stuka and LB units may not be used to perform interdiction missions.

An air interdiction mission is performed by placing an air unit on a hex.  This creates a Zone of Interdiction (ZOI) which consists of that hex and the six adjacent hexes.  MP costs for hexes in the ZOI are increased as shown in the TEC.  No matter how many ZOI a hex may be in, the affects are not multiplied.  It does not affect the tracing of supply.

A close defense support mission is performed by placing an air unit on a hex occupied by friendly combat units.  If these combat units are attacked, the bombardment strength of each air unit on the hex that is assigned to close defense support is added to the total DF of those combat units.  This mission may only be performed within 5 hexes of a friendly HQ unit and support may only be given to combat units if their DF is greater than 0.

A close attack support mission is performed by placing an air unit on a hex occupied by enemy combat units that are being attacked.  The bombardment strength of each air unit on the hex that is assigned to close attack support is added to the total AF of the attacking combat units.  This mission may only be performed within 5 hexes of a friendly HQ unit.  It may not be performed against enemy combat units defending in a woods hex.

Stuka units may only be used for close attack support and rather than providing bombardment strength, a stuka support bonus drm of -2 is used in resolving the combat.

Naval Missions

Available naval units may be assigned to naval interdiction missions in the same fashion as air units.  They may only be placed on coastal hexes and only the land hexes within their ZOI are affected.  Coastal hexes are land hexes adjacent to sea hexes.

Mission Allocation Phase

This phase is only performed when the ,OPS file for a game provides an airforce pool or navy pool.  The availability of each unit in the pool must be determined each game turn.   Each naval unit requires a dr < 5. The availability of air units also depends on the weather.  During clear weather all air units are available.  During a sand-storm, no air units are available.  The availability of each air unit during any other weather requires a dr < 5.

Once the availability of units has been determined for the game turn, all interdiction missions, both air and naval, are allocated and left on the map until the end of the enemy’s player turn and removed when the player next performs this phase.  Any remaining available air units are placed in the close support pool for use during the player turn.  Close attack support missions are performed during the player’s Combat Phase, and close defense support missions are placed during the player’s Support Phase.

Artillery Units

An artillery unit must be in out-of-battery mode in order to move.  It then functions like any other combat unit.  An artillery unit must expend 2MP to switch mode.  It may not switch to out-of-battery mode while occupying an enemy ZOC unless accompanied by another friendly combat unit.  It may not switch to in-battery mode while occupying an enemy ZOC, unless it begins the Movement Phase there accompanied by another friendly combat unit.  It may not switch mode more than once in a game turn.

SP types of artillery units only need to expend 1MP to switch mode.  They may enter an enemy ZOC and switch immediately to in-battery mode if accompanied by another friendly combat unit.  They may switch mode more than once in a game turn, so long as they have enough MP to do so.

An in-battery artillery unit may provide offensive fire support, by adding its BF to the AF of other attacking units against a defending hex that is within its range of fire.  If it is adjacent to enemy units, it may employ its BF to make an attack without the assistance of other friendly combat units, and must do so if no other friendly combat units are available to attack.  However, if other friendly combat units do attack the same adjacent enemy units, it may only use its AF, not its BF, in the attack or, alternatively, it may provide offensive fire support elsewhere.  

All offensive fire support must be allocated to combats before any combat is resolved.  This is done by placing a marker from the artillery support marker force pool on each defending hex.  The marker used should have the same AF-DF values as the artillery unit’s BF-FPF values.  For each multiple of 20 BF supporting an attack, an artillery support bonus drm of -1 is used in resolving the combat.

An in-battery artillery unit may provide defensive fire support, by adding its FPF to the DF of other friendly combat units within its range of fire, if they are attacked.  The artillery support marker for defensive fire support is placed on the location of the friendly combat units being supported during the player’s Support Phase.  If an artillery unit is attacked it may only use its DF for defense, regardless of its current mode.

Artillery units providing fire support are not affected by combat results unless adjacent to the enemy units with which they are engaged in combat. 

AT Units

AT type artillery units have only a firing range of 1 and may only engage adjacent enemy units.  They may not provide offensive fire support or defensive fire support.  In-battery AT type artillery units use their BF when attacking or FPF when defending against enemy units involving at least one armored unit.  If engaging only non-armored enemy units, they must use their AF or DF, like other artillery units when engaging adjacent enemy units.

Fortifications, Minefields, and Anti-Tank Ditches

Fortifications of two types, fortification 1 and fortification 2, are shown on the map and their location if referred to as a fortification hex.  They have no affect on supply or movement and cannot be destroyed, but they do affect combat and can be used by the combat units of either side. 

Minefield and anti-tank ditch hexsides are also shown on the map.  They are friendly to which ever side controls the hex at the beginning of the game.  While the hex is controlled by an enemy unit, these hexsides are not active..  A supply path may not be traced through these types of hexsides when they are active and the hex is enemy controlled.  Enemy armor units are prohibited in moving through an active anti-tank ditch hexside unless accompanied by an infantry, mot infantry, or MG unit.

The obligation to attack enemy units if in their ZOC is removed by a fortification hex or an active minefield hexside.  Attacks by or against units located in a fortification hex or through an active minefield hexside are always optional.  An active anti-tank ditch hexside only removes this obligation from armor units.

Heavy Armor Units

Each heavy armor type unit involved in an attack provides a heavy armor drm = -1, but only when resolving combat using the Assault CRT.

Heavy armor type combat units may become disabled whenever they perform or are about to perform any of the actions outlined in the Heavy Armor Disablement Table, depending upon the results of a dr.  If the dr is required before the action is performed, and the unit is disabled, it may not perform the action.   If the combat unit is disabled, it is flipped to its “Disabled” marker.  Each disabled unit may attempt to recover during any of the player’s following Support Phases on a dr < 3.  If it recovers, it is flipped back to the combat unit game piece.  A disabled unit may not attack and may occupy an enemy ZOC without being obliged to attack.  Nor are adjacent enemy units obliged to attack disabled units, but they may.  When disabled units defend, they do so with their normal DF, but the attacker receives a disabled armor drm = -1.

Step reductions are never taken from heavy armor type units, nor may they be removed from play as a result of combat.  Instead, they are retreated 2 hexes and as a result may become disabled.  Only when a disabled unit is engaged in combat and must take losses or be retreated, is a heavy armor type unit then removed from play.

Retreat before Combat

During the Enemy Reserve Movement Phase, the defender may attempt to retreat all his recon, armor car and motorcycle type units which are in enemy ZOC and would be attacked during combat.  He may retreat such a unit 3 hexes, but only if a dr <  ir value of the unit.  If any enemy combat unit attacking that unit has a higher ir value, a drm = +1 is used.

If all defending units in a combat successfully retreat before combat, the enemy combat units attacking them may advance 2 hexes.  If any unit fails to retreat before combat, the attacker gets an initiative failure drm = -1 when resolving the combat.

Combat Phase

Each of the defender’s units, that have one or more of the attacker’s units in its ZOC at the beginning of the Combat Phase, must be attacked.  The attacker may arrange his attacks, one at a time, in any order.  For each attack, the attacker chooses which of his units will attack which hexes, at his discretion, so long as every one of his units in an enemy ZOC attacks an adjacent enemy unit and all defending units in a hex are attacked together.  The AF of one unit cannot be split across different attacks and no combat unit may attack or be attacked more than once per Combat Phase.

Combat units that are prohibited from entering a hex or crossing the terrain in an intervening hexside, as specified in the TEC, may not attack that hex unless through a road, and their obligation to do so is removed.  Since ZOC is not projected by a combat unit into hexes into which that unit is prohibited entry, an attacker’s combat units may find themselves adjacent to the defender’s combat units, but not in enemy ZOC.  In this case, the attacker is not obliged to attack, but may do so if his units are not prohibited from doing so. Weather must always be used when determining if a TEC prohibition applies.  In-battery artillery units adjacent to enemy units may always attack, regardless of movement prohibitions.   

The AF of an armored unit attacking enemy units located on a mountain hex is halved.  The AF of all combat units attacking across an escarpment hexside is halved.  When attacked, combat units, excepting armored units, located in a fortification hex have their DF doubled.

The total AF of all attacking combat units, adjusted for supply status and terrain conditions, and including any close attack support and offensive fire support is divided to the total DF of all enemy combat units in the hex being attacked, adjusted for supply status and terrain conditions, and including any close defense support and defensive fire support.  This provides the combat odds, that are rounded in favor of the defender to the nearest ratio shown in the applicable Combat Results Table (CRT).  

The Mobile CRT is used whenever the defending units include at an armor or heavy armor type unit, otherwise the Assault CRT is used.  If the attacking units include an armor or heavy armor type unit as well and the odds are 3-2 or better, the Assault CRT may be used instead.  The Mobile CRT may not be used when the defending combat units are located in a fortification hex, mountain hex, or hill hex, or when the attacking units are attacking through any hexside terrain feature specified in the TEC.

A dr and any defending terrain drm (see TEC), Rommel drm, artillery support bonus drm, stuka support bonus drm, initiative failure drm, disabled armor drm, or heavy armor drm that apply, are used to determine the combat results from the CRT, which include:

1. AR2/DR2 means the attacking/defending combat units are retreated 2 hexes

2. DR3 means the defending combat units are retreated 3 hexes

3. AE/DE means the attacking/defending combat units are removed from play

4. An/Dn specifies the number(n) of step reductions to be taken from among the attacking/defending combat units and means that the surviving attacking/defending combat units are retreated 2 hexes

5. E1 means one step reduction must be taken from among both the attacking and defending combat units

6. E2 means one step reduction must be taken from among the defending combat units and two step reductions from among the attacking combat units

7. E2R means one step reduction must be taken from among the defending combat units then they are retreated 2 hexes and two step reductions are taken from among the attacking combat units

8. NE means that the combat has no effect on the engaged combat units

Step reductions and retreats are performed by the attacking player for both his units and those of his opponent.  When reducing an opponent’s units, the lowest AF valued artillery units then non-motorized units, then non-armored units must be reduced first.  A step reduction taken from an artillery unit removes it from play.  

HQ units and combat units with AF = 0 are eliminated if forced to attack without the aid of friendly combat units.  HQ units and combat units with DF = 0 are eliminated if the location they occupy is attacked and they are unaccompanied by other friendly combat units or after all other friendly combat units at that location are eliminated.  When accompanying friendly combat units are forced to retreat, these units must retreat also. 

Retreat

Retreating units may not normally enter an enemy ZOC; however, motorized units and any accompanying non-motorized units, may enter and move through an enemy ZOC during retreat if it is projected by a non-motorized unit.  They may also do this when the ZOC is projected by motorized units, but only if they have no other possible retreat route and only if they take step reductions among them equal to a dr, non-motorized units first.  Retreating German motorized units get a drm = -1 in this case.

A retreating unit may not enter terrain which is normally prohibited to movement for the prevailing weather.  It may not be moved to a location where it would be out-of-supply unless it is already out-of-supply or there is no other possible retreat route.  And it may not enter a location where it would exceed stacking limits, unless there is no other possible retreat route.  If it does, the stacking limits must be met by the end of the owning player’s next Movement Phase or Reserve Movement Phase, whichever occurs first, or units must then be removed from play to reduce the total sp value.

In-battery artillery units that must be retreated are removed from play instead.  However, SP type artillery units may be retreated when in-battery.  They must be immediately flipped to out-of-battery mode as a consequence.

Defending units occupying a fortification 1 hex or defending against an attack where all units attacked through minefield hexsides, may choose to take a step reduction instead of retreating.  Two step reductions must be taken by each unit when the attackers of a fortification 1 hex included any armor or heavy armor type units.  No retreat is required when defending a fortification 2 hex.

Advance after Combat

When all defending units in a hex have been forced to retreat or eliminated in combat, the attacker may advance attacking units into that hex immediately after combat, ignoring enemy ZOC.  Only out-of-battery artillery units that participated in the attack may advance.  HQ units may advance only when accompanied by a combat unit.  An advancing unit may not enter terrain which is normally prohibited to movement.

If the combat was resolved using the Mobile CRT, attacking units may then advance a second hex, in any direction.  If the combat result was a DR3, they also may advance a third hex.  In both these cases the attacking units may enter enemy ZOC, but non-motorized units may not leave enemy ZOC to advance the second or third hex.  A motorized unit may do so, but only if the enemy ZOC it is leaving is not projected by an enemy motorized unit.

Stacking limits must be observed at the end of any advance after combat.

Overrun

During a Movement Phase, if the attacker has moved combat units into position to attack a hex such that they qualify to use the Mobile CRT and are sufficient to guarantee the removal of the defending units from play, the presence of those units and their ZOCs may be ignored by the attacker for the remainder of that phase.  The attacker may not allocate air units to close attack support or artillery units to offensive fire support to obtain this result, though the defender’s allocated support units still apply.  Conditions that would normally allow a retreat before combat are ignored when the defender is overrun, nor may the defender move units so as to change the outcome of the overrun in any way during the Enemy Reserve Movement Phase.  

The attacker’s units used to secure the overrun may not move further until the Combat Phase, when the defender’s units are removed and the attacker’s units advance into the hex they occupied.  Nor may they attack other enemy units during that Combat Phase. 

