The Great Patriotic War for ADC2 by Gerald Schwartz

The Great Patriotic War is a direct reproduction of the game of the same name published by GDW; 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 Campaign Barbarossa and the subsequent battles fought in Russia and Eastern Europe between 1941 and 1945.  It is played on a map of that area by two players.  One controls the Axis forces and the other, the Soviet forces.  Game pieces are moved on the map representing the fighting units owned by each side.  Random numbers generated by the roll dice function determine events using the accompanying Terrain Effects Chart (TEC) and Combat Results Table (CRT).

The map contains only depictions of terrain that were important to the battles fought there, and is broken into hexagonal spaces, each referred to as a hex.  Every hex has a dominant terrain type.  Terrain types consist of natural features such as mountains, rough, swamp, forest, 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 roads, 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 TEC.  Movement into hexes containing some terrain types may require the unit to stop on entry. 

Rivers are depicted on a hexside rather than within a hex. These are referred to as river hexsides.  Since this terrain presents an impediment to the movement of units, the TEC specifies additional MP expenditures required to cross these hexsides. MP costs are based a cost of 1 to enter a clear hex crossing a normal hexside.

Railroads were used to convey fighting units quickly from one location to another, and are depicted as following a contiguous path of hexes. Rail Movement is an alternative method for moving units.  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 railway. In this sense there rail hexes, but entering or leaving one of these hexes from any other direction means that a unit is using normal movement. 

Combat units project a zone of control (ZOC) into the six hexes surrounding the one they occupy.  Combat units may not end their movement stacked with other friendly combat units, but may move through them. 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 the Axis player, then the Soviet player, takes on the role of attacker executing the phases in the sequence of play, while the other player is defender.  Combat may be resolved by the attacker in 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 are determined from the CRT.

Game Scale

The game scale is operational with the Soviet units representing Armies and Axis units representing Corps.  Each year of the war is divided into 8 game turns.

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. 

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.

Control of Hexes

At the start of the game all the hexes in the countries allied to the player’s side are controlled by him and are not controlled by the other side until occupied by one of their combat units.  After that, the hex is controlled by the player who last occupied it with a combat unit.  When a player controls a location, it is said to be friendly to him.

Game Play

The gameset provided contains an .OPS file to start a game with.  Fixed setup game pieces occupy their starting locations on the map while the variable setup game pieces and reinforcements are stored in force pools.  The first game turn is June 1941 and play continues until  May 1945, a total of 32 game turns, or until one player wins.  The Axis player wins at the end of any Soviet player turn in which he has combat units occupying Moscow, Leningrad, and Kubishev.  The Soviet player wins at the end of any Axis player turn in which he has a combat unit occupying Berlin.

Game Setup

The Soviet player places his variable setup force pools on the map, followed by the Axis player.  These force pools have names corresponding to countries or the setup regions outlined on the map in red.  

The variable setup force pools for the Axis are:

1. Army Group North

2. Army Group Center

3. Army Group South

4. Hungary

5. Romania

The variable setup force pools for the Soviets are:

1. Baltic Military District

2. Western Military District

3. Kiev Military District

4. Bessarabia

The units in each of these force pools must be placed on the map within the named country or between the boundaries of the named region and the country borders.

Sequence of Play

Each player turn consists of:

1. Reinforcement Phase

2. Rail Movement Phase

3. 1st Movement Phase

4. Combat Phase

5. 2nd Movement Phase

After completing the sequence of play, the player sends a copy of the .OPS file for his player turn to his opponent.  His opponent views the replay, resets the replay and after performing the same sequence of play, returns the .OPS file.  The Axis player always advances the game turn before executing his player turn.

Unit Capabilities

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

1. German (Ger) units are gray-green or black (SS)

2. Italian (Ita) units are orange on gray-green

3. Hungarian (Hun) units are red on gray-green

4. Slovenian (Slov) units are white on gray-green

5. Romanian (Rom) units are purple on gray-green (Axis) or purple on red (Soviet)

6. Soviet (Sov) units are red 

7. Polish (Pol) units are white on red

8. Bulgarian (Bul) units are blue on red

Game pieces representing combat units have their capabilities shown at the bottom as the values of its AF-DF-MP.  In most cases the AF=DF and only two values are shown AF-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 (e.g., Sov Guards Army). The piece name of each game piece provides the unit’s organizational identification (e.g., 1st Sov Guards Army)

Combat unit types include:  Infantry, Guards, Shock, Cavalry, Mountain, Tank, Panzer and Mech

All combat units move in the 2nd Movement Phase.  Those that may also move in the 1st Movement Phase as well have their MP value circled in yellow.

Most combat units have flip definitions allowing them to take a step reduction to half-strength as a result of combat.  Units so reduced can be rebuilt to full-strength using replacement points.

Game pieces representing non-combat units do not use military symbols, do not project a ZOC, have their own special movement and combat rules, and have different capabilities shown.  These have special functions in the game and include:

1. Leader units which may be used to assist friendly attacking units that are within the command radius shown on their game pieces. 

2. Air units which represent either fighter-bombers, bombers, or heavy bombers, and each has a ( column shift ) and range value shown on their game pieces.  These units may be used for air support in combat.

3. Partisan units which exert a ZOC only in the hex they occupy and can be used to block movement and supply.  They can be moved like normal infantry combat units and have their MP shown on their game piece. 

4. Airborne units also exert a ZOC only in the hex they occupy, but they can move and have combat like normal infantry combat units and have an AF-MP shown on their game piece.  They can also execute an airborne assault.

Stacking Limits

Only one combat unit may occupy a hex, but it may be accompanied by a leader, and an airborne unit.  Two airborne units may stack together if no other combat units are in the same hex.

Weather

Mud halves the AF and MP of all units, but does not affect their DF.  Snow adds 1MP to the cost of all hexes entered during movement, and shifts the attacker’s combat odds one column to the left on the CRT.  The name of each game turn shows which weather affect applies that game turn, if any.  During each Movement Phase a weather dr < 4 made by the player results in that weather affecting all normal combat unit movement in that phase.  The weather always affects combat during a game turn, regardless of the weather dr result.

Supply

A combat unit that is out-of-supply has its  AF and MP halved.  To be in-supply, a combat unit must be able to trace a path of hexes, of any length, back to a friendly map-edge (West for Axis, East for Soviet).  This supply-path must not pass through a sea or lake hex, enemy units, nor enemy ZOC, unless occupied by a friendly combat unit.  It may pass over the Straits of Kerch.  Soviet combat units that can trace such a path to a friendly city on the Black Sea coast and then from another friendly city on that coast to the East map-edge is also in-supply.

Supply is determined at the beginning of movement and combat.

Reinforcement Phase

Reinforcements and replacements may enter the game either at a hex on the player’s map edge that is not in enemy ZOC or in a city friendly to that player.  Stacking limits must be observed.  The city may not be in enemy ZOC.

The reinforcements received by a player are stored in force pools identified by the player and game turn of entry (e.g. AxisAug43).  Some reinforcements come from the player’s Withdrawn force pool.  These are combat units that were previously withdrawn and placed in that force pool in accordance with the Unit Withdrawal and Return Schedule.

Replacements are units that suffered two step reductions and were removed from the map to the player’s Removed force pool and then rebuilt using replacement points.  Replacement points are received by a player each game turn in accordance with the Replacement Point Schedule.  A unit can return as a replacement from the Removed pool at half-strength for a cost of 1 point and at full strength for a cost of 2 points.

A replacement point can also be used to rebuild any half-strength unit on the map to full-strength.  The Soviet player may also use a replacement point to convert an Infantry Army on the map to one of the Shock or Guards  in  his Conversion force pools.  These only become available for conversion on the game turn named, e.g. ConversionNovDec41.  In either case the unit must be in-supply.  Rebuilding and conversion may be performed while the unit is in enemy ZOC.

On the game turn May 1942, the Soviet player may transfer all the units in the AvailableToBuild force pool into his Removed pool as additional units which can be rebuilt and returned as replacements.

The Axis player receives optional reinforcements from his Garrison force pools (e.g. GarrisonSepOct43).  These arrive on the game turn named but not before the Balkan Garrison is activated.  They may enter in any hex in Yugoslavia provided stacking limits are observed.  They are considered in-supply during the game turn they enter, but must trace supply normally starting in the next game turn.

Rail Movement Phase

The Soviet player may move up to 6 Armies by rail and starting game turn Jan 1942, the Axis player may move up to 2 Corps.  Rail movement requires that a unit begin and end the phase on a rail line.  Movement may be any distance through friendly rail hexes but not through enemy ZOC. 

The extent of Axis/Soviet rail hex control should be marked using a Rail Marker from the Marker force pool, and cuts should be marked using a Cut Marker.   Movement may be through friendly units, but may not stop on a hex occupied by a friendly unit.

Movement Phases

The attacker may move any or all of his combat units that are allowed to move in a phase one at a time.  A combat 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.  If it is allowed to move in both phases, it may expend its complete MP in both.

The number of MP expended to enter a hex depends upon the terrain type of the hexside crossed and the hex entered as well as the type of unit that is being moved.  These costs are outlined in the TEC.  

A moving combat unit may move through any hex containing friendly units, but enemy units block movement.  It may not stop movement in a hex occupied by another friendly combat unit unless it is an airborne unit or the other combat unit will be moved out of that location during the same movement phase.  

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 must stop upon entering another enemy ZOC.

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, may be attacked.  The attacker does not have to attack, but may select his attacks and resolve them, one at a time, in any order.  For each attack, the attacker chooses one or more of his units in each defender’s ZOC to attack that enemy unit.  No unit may attack nor be attacked more than once per Combat Phase.  The AF of one unit cannot be split across different attacks.

The AF of all attacking units is halved when attacking in mud, when out-of-supply, and when attacking a unit defending in swamp or mountain hexes. or across the Straits of Kerch.  This is cumulative (FRU).

The adjusted AF is divided by the DF of the defending unit.  This provides the combat odds, that are rounded in favor of the defender to the nearest ratio shown in the Combat Results Table (CRT).  

The CRT column is shifted one column to the left if all attacking units are attacking across a river hexside, when attacking in snow, and when attacking a unit defending in forest, rough, major city, or fortress hexes.  The CRT column is shifted one column to the right when the defending unit location is within an attacking leader’s command radius.  The CRT column is shifted to the right for offensive air support and left for defensive air support.  Column shifts are cumulative, but if the result would be lower or higher than the minimum or maximum odds in the CRT, the minimum or maximum odds column is used.

A dr and the adjusted combat ratio are used to determine the combat results from the CRT, which include:

1. AL means the one attacking combat unit must take a step reduction

2. DR means the defending combat unit retreats

3. DRL means the defending combat unit must take a step reduction and retreat

4. DE means the defending combat unit must take two step reductions and be removed.

5. EX means one step reduction must be taken by the defending combat unit and the attacking combat units must take step reductions among them so as to at least equal the AF lost by the defender

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

Retreat

Retreats are performed by the attacker, who must move the defender 2 hexes away from the location it occupied.  The retreated unit should not enter enemy ZOC in doing so, but if this is not possible, it must take a step reduction for each ZOC it enters.  Nor may it end its retreat in an enemy ZOC or in violation of stacking limits and may be retreated through additional hexes to avoid this.

When defending in swamp, mountain, or fortress hexes, a unit always takes a step reduction in lieu of retreating and the reduced unit may remains where it was or is eliminated as a result of the step reduction.

Advance after Combat

When a defending unit has been forced to retreat or eliminated in combat, the attacker may advance one of his attacking units into that hex immediately after combat.  

 Air Support

When air units enter as reinforcements they may be located in any friendly major city, minor city, or fortress or on any friendly rail hex.  They may not be located in any other type of hex.  They do not count toward the stacking limits for combat units. 

At most two air units may be located in any major city or fortress hex at any time.  Only one unit may be located in a minor city or rail hex. 

Each air unit may be assigned to one of the following missions during a friendly Combat Phase:

1. Offensive Air Support involves placing the air unit on any enemy unit within range that is under attack by friendly combat units and applying the unit’s column shift value in determining the combat results.

2. Defensive Air Support involves placing the air unit on any friendly unit within range and, if it is attacked in the following enemy Combat Phase, applying the unit’s column shift value in determining the combat results

3. Transfer involves relocating the air unit to any friendly city, fortress, or rail hex within twice its range.

After an air mission is completed, the air unit must return to its original location.  Air units may only be re-located using a transfer mission.

Enemy air units without accompanying combat units that are adjacent to a moving combat unit are moved to the enemy player’s map edge to enter in a subsequent game turn as reinforcements.  No more than one such unit may return per game turn. The Soviet player may return one unit each game turn, but the Axis player must wait one game turn before entering the first such unit and also wait one game turn between entering units.  

Leaders

Leader units enter the game as reinforcements.  They are always placed on the owning player’s capital city (Berlin or Moscow) and may not enter unless or until those cities are friendly.  During a player’s 1st Movement Phase, he may relocate one leader unit from his capital to any hex occupied by a friendly combat unit and he may also relocated another leader unit from any location on the map to his capital.  Soviet leader units may not move in any other way.  Axis leader units are also capable of moving up to 2 hexes during each Axis 2nd Movement Phase.

Leader units do not project a ZOC and do not affect combat unit stacking limits.  They are removed to their capital city whenever an enemy combat unit moves adjacent unless accompanying a friendly combat unit.  If attacked, the leader unit must be retreated with its accompanying combat unit. If an accompanying combat unit is eliminated, the leader unit is removed to its capital city.

Provided that a leader unit is in-supply at the time, it may assist all friendly combat units attacking enemy units located within its command radius.  Only one leader unit may be applied to each combat.

Shock Combat

Although they are Infantry type units, Sov Shock Army units may move one hex during their 1st Movement Phase every game turn.

Both players may announce a shock attack once per year during the Reinforcement Phase.  Then in the following 1st Movement Phase may move any or all Infantry type units one hex.  The Soviet player may not conduct a shock attack in 1941 and the Axis player does not get a shock attack in 1944.  The Axis player may conduct an additional shock attack in 1941 during the first game turn.

Airborne Assault

Any airborne unit stacked with an air unit may conduct an airborne assault. This involves re-locating the airborne unit to any clear hex within 4 hexes of its starting location.  No air mission is required to do this and the air units are not moved.

An airborne assault may be conducted during either Movement Phase.  No more than one airborne unit may conduct an assault during a player turn.  A player may never conduct an airborne assault during consecutive game turns.

Partisans

Partisan units are received by the Soviet player as reinforcements.  They may be initially placed at any friendly location, not in enemy ZOC.  Axis combat units may not move through partisan units.  Partisan units in the ZOC of a Axis combat unit during the Axis Combat Phase are eliminated.  Eliminated partisan units are moved to the Soviet player’s map edge and may be returned to the game as reinforcements in a subsequent game turn.  Only one eliminated partisan unit may re-enter as a reinforcement during each game turn and the Soviet player must wait two game turns before re-entering another.

Allies

All the Hungarian and some of the Romanian combat units provided at setup have an organizational id that identifies them as garrison units.  These units may never leave their national boundaries and if forced to retreat outside those boundaries, are eliminated instead.

Non-garrison Romanian combat units may not move over 3 hexes away from Romania or Bessarabia until the Jul 1942 game turn and then only if the city of Odessa is occupied by a Romanian combat unit.

Romanian combat units may never enter Hungary.

Eliminated Romanian, Slovakian and Hungarian combat units may be rebuilt using Axis replacement points, but those of Italy may not.

Romanian combat units may not attack Soviet combat units after any game turn in which 4 or more Romanian units have been eliminated.

Romania may defect any time after 6 or more Romanian units have been eliminated.  A defection dr  is performed during the Soviet Reinforcement Phase each game turn thereafter.  A successful defection dr =6.  Add 1 to the dice roll value if Odessa is occupied by a Soviet combat unit, for each eliminated Romanian combat unit in excess of 6, and for each pair of Soviet combat units in Romania.  If Romania does defect, its Axis combat units are removed from play and the Soviet combat units in the Romanian Defection force pool are placed on the map within Romania or Bessarbia in a Soviet ZOC  If such no such location is available for the entry of a unit, its entry may be delayed until there is.  These units may move and attack normally, can be rebuilt using Soviet replacement points, and they may enter Hungary.

Hungarian combat units may not attack Soviet combat units after a game turn in which 2 or more Hungarian units have been eliminated.  Hungary surrenders and its Axis combat units are removed from play after 6 or more Hungarian combat units have been eliminated.

The Axis Slovakian unit may not enter Hungary or Romania.  If returned as a replacement, it must be placed in Bratislava.  If Bratislava is ever occupied by a Soviet unit, it is removed from play.

There are no Axis Bulgarian units in the game since they were not in the area, but the game turn after Romania defects, the Soviet combat units in the Bulgarian Defection force pool may enter the map as reinforcements on the Southern map edge of Romania.

The Axis Garrison force pools may become available only after the Balkan Garrison is activated.  This occurs at the end of any Soviet player turn that one of the following conditions exists:

1. Romania has defected.

2. Budapest or Warsaw is occupied by a Soviet combat unit.

3. A Soviet combat unit has entered Yugoslavia.

