Suggested House Rules for Use with A3R

”The Best of AWAW”
 September 1, 2007
The following house rules are suggested for use with A3R.  In many cases, the house rules either are AWAW Rules or they are variants of AWAW rules.  The Appendices include appropriate extracts from the AWAW Hypertext rules update, dated 11/20/06.

Short List of Major Appendices:

· Restrictions on naval movement through straits
· Prorated BRP values for gains/losses
· Updated attrition combat rules
· Updated combat table and subsidiary rules
· Updated air combat procedure and subsidiary rules
· Rules regarding attrition, full offensive, and limited offensive operations
· Russian-German tensions
· Redeployment
· Effects of fortifications
· Effects of ICs on supply
· Definition of supply sources
· French considerations – surrender, Vichy France, etc.
· Weather
· Submarines in the Murmansk Box
The following sections discuss the Appendices in context and also introduce additional rules which are not “large” enough to justify using an Appendix to describe them.
· Definition of Alliance Faction.  Major powers and their minor countries with close political ties to one another. There are four alliance factions in the game: the European Axis, Japan, the Western Allies and Russia.


· Restrictions on Naval Movement through Straits (AWAW Rules 21.211, C – G).  Adds additional straits through which naval movement is restricted.  See Appendix A.

· Changes in beach hexes (to conform to AWAW ETO map).  

· Bremen is not a beach hex, nor is Hex K30

· Hex H31, in Denmark, is a beach hex.

· Hexes LL18 and MM19 in Libya are not beach hexes

· Prorated BRP values for gains/losses (AWAW Rule 35.7). See Appendix B.

· Deficit spending.  
Choose one of the following options, with players’ mutual consent:
· (Option 1) A country may deficit spend during a turn, to the degree that such deficit spending is matched by incoming BRP grants for that turn.  

· (Option 2) Germany, Russia, Britain and the US. may spend BRPs even if they do not have BRPs available to cover the deficit. Such expenditures reduce the spending major power's BRP base unless covered by a BRP grant before the end of the player turn in which the deficit spending occurs. BRP grants are applied first to offset deficit spending which reduces a major power’s BRP base, then to other deficits.
· Deficit spending is prohibited in 1939
· Deficit spending may not exceed a nation’s BRP base, minus the BRP value of any uncontrolled key economic areas.
· Changes in the Sequence of Play:

· All players perform a joint Research phase at the start of each game turn.
· A player’s diplomacy play occurs at the beginning of his part of the seasonal turn.  Thus, Axis diplomatic calls are made at the beginning of the Axis turn, and Allied diplomatic calls are made at the beginning of the Allied turn.

· A given player conducts any raiders/strategic warfare combat during his combat phase.  Defender interception of raiders occurs during Step 10d of the A3R SoP.  The effects of raiders and SW are calculated during Step 10h of the A3R SoP, at the same time as effects from the bombing of Britain.

· See Appendix L for Murmansk Convoys considerations in the Sequence of Play.

· During the Spring, Summer, and Fall turns, player’s adjustments to SW allocations (fleets and AFs) are made at the end of his redeployment phase, after eligible units are uninverted.  Such adjustments are not counted against redeployment limits.  Allied fleets are allocated to/from SW duty per A3R Rules 42.461 and 42.4611.  German air factors and jets can be allocated to/from SW duty per A3R Rule 42.462.  Alternatively, German air factors and jets, based in Germany and within range of the Ruhr, can be designated as being allocated for SW and then be left on the map board.  The method of designation will vary, depending upon the gaming system (FtF, Warplanner, VASSAL, etc.) that is being used.  
· The Axis move first each turn.  There is no consideration of initiative changes due to BRP levels.

· Attacked, non-aligned minor countries take their turn at the same time as the side that did not attack them.
· Updated attrition combat rules (AWAW Rule 14 with customizations for Russian Winter and partisans).  See Appendix C.  Note the impact on SoP – attrition combat follows all regular and exploitation combat.

· Updated combat table and subsidiary rules (from AWAW Rule 15).  See Appendix C-1.  
· For optional use:  Updated air combat procedure and subsidiary rules (from AWAW Rules (17 – 19).  See Appendix C-2. 
· Changes in airdrop rules:     
These rules are put in place to make the airdrop effectiveness of an A3R airborne unit more equivalent to the effectiveness of an airdropped unit in AWAW.                                                                                                          
· Airdrops limited to 1:1 attacks or greater (from AWAW Rule 10.55C).  An airdrop onto a hex containing an enemy unit may only be made if the first round of the resulting ground combat is at 1:1 odds or more. This restriction does not apply to subsequent combat rounds. 
· The basic combat factor of an airborne unit equals “1” in all cases – airdrop attack, conventional attack, and defense.  This is compatible with AWAW’s treatment of airborne units.  
· +1 DM for units attacked only by airdropped airborne units (from AWAW Rule 10.55D).   Units defending only against an airdrop, without being attacked by other enemy ground units, receive a +1 DM.
· Rules regarding attrition, full offensive, and limited offensive operations (AWAW Rules 9.6).  See Appendix D.  Of significant note is the addition of exploitation and airborne operations as activities that are permitted as part of limited offensives. In spring turns on the east front, airborne drops are allowed as part of limited offensive operations. 

· No lent Italian Units.  The rules regarding attrition, full offensive, and limited offensive operations remove the need for lent Italian units.

· Replacement Units.

· Replacement units have a movement factor of “1”.

· The movement of replacement units is governed by the A3R rules regarding the movement of ground units on a front for which a “pass” option has been taken.
· The value of replacement units is not added into an attacking attrition total.  An attacking unit that is adjacent only to a defending replacement unit is included in the attacker’s total.

· Partisans.  

· Attritions of and by partisans follow special rules, see Appendix C.  Partisan attrition combat is separate from attrition combat for non-partisan units.    

· If attacked by enemy units, partisans suffer a -1 DM.

· Partisans have a winter preparation level of 6.

· Air and naval unit uninversion.  (Modification of AWAW Rule 33.7)  All air and naval units can be uninverted at any point during the using player’s turn, subject to the following restrictions: 

· FULL SUPPLY REQUIRED: Air and naval units may only be uninverted if they are fully supplied and not subject to an oil effect.

· UNINVERSION AFTER USE ONLY AT END OF PLAYER TURN: Air and naval units which engage in an activity (during the using player’s turn) which results in their inversion may not be uninverted until the end of the player turn, after the redeployment phase. The implication here is that, during a player turn, each air and naval unit may carry out only one air or naval operation (EXCEPTION: Naval units in a SW box). 

· NEW CONSTRUCTION: Air and naval units may not be uninverted until after the redeployment phase of the player turn in which they are constructed or launched. If redeployed to a new base during the redeployment phase, they remain inverted through the following opposing player turn.

· REDEPLOYMENT: Air and naval units which are redeployed may not be uninverted after they are redeployed. Inverted air and naval units redeployed to a new base during the redeployment phase remain inverted through the following opposing player turn. 

· STRATEGIC WARFARE CONSIDERATIONS.  Per an above discussion, SW allocations occur after a player’s redeployment phase, after eligible units are uninverted.  Units being deployed from SW duty to the regular map board are available for use (uninverted) during the opposing player’s turn.  Inverted units being deployed from the regular map board to SW duty remain inverted during the opposing player’s next player turn.
· OPPOSING PLAYER TURN: Air and naval units may not be uninverted during the opposing player turn.

The implication of this rule is that air and naval units of Player A, which become inverted during Player B’s turn, can be uninverted and used during Player A’s turn.
 

· Reconstruction costs of select units.  Units voluntarily eliminated or by lack of supply may be rebuilt in the same game turn at double cost. 

· Russian-German Tensions (Modified AWAW Russian-German Tensions table).  See Appendix E.

· Changes in to US-Axis Tensions table and limits on USAT DP allocations.  
· The following event modifier is added to USAT.  This replaces the event modifier associated with number of full offensive options performed by the Axis.
      +1  For every 15 Axis BRPs spent on offensive operations each turn.  A remnant of eight or more BRPs at the end of the Axis player turn triggers an increase; a remnant of seven or fewer BRPs is ignored.

· The Western Allies and Axis each may allocate no more than one DP to USAT per game turn
· Redeployment (Modified AWAW Rules 28).  The AWAW rules for tactical, naval, and strategic redeployments, and for railheads, will be used (with some modification).  See Appendix F.  

· Terrain Effects.  

The following additional AWAW terrain effects will be used in A3R:

· Rough terrain:

· Ground units must expend an additional movement factor to enter forest, mountain, or swamp hexes.

· Units defending in a forest, mountain, or swamp hex receive a +1DM. 

· A supplied ground unit may always move at least one hex during both regular and exploitation movement, regardless of terrain, enemy ZoCs, or weather. This does not apply to units conducting overruns and does not permit movement into ineligible hexes.

Chott el Jerid

The Chott el Jerid salt flats in Tunisia become an impassable salt marsh during the winter rainy reason.  Accordingly, the following hex sides become impassable (treated like full-lake hex sides) during Winter turns: GG13/HH12, GG13/HH13, GG14/HH13, GG14/HH14, and GG15/HH14.  Thus, the row of hex sides that is immediately south of the Tunisian mountains become totally impassable, except for the hexside that is adjacent to the Mediterranean Sea.  This is an historically accurate treatment of these hex sides, as evidenced by the plans for, and the execution of, the Allied assault on Tunisia in February, 1943.

· Effects of Fortifications (Modified AWAW Rule 32.2) See Appendix G.

· Effects of ICs on Supply (Modified AWAW Rule 37.7) See Appendix H.

· Definition of Supply Sources (Modified AWAW Rule 30.2) See Appendix I.

· Northern BRP Grant Routes into Russia.  Effect of Weather on These Routes

· There are two northern BRP grant routes into Russia:

· Murmansk – from Hex A47 to Vologda, then to the east edge of the map

· Archangel – from Hex A50 to Vologda, then to the east edge of the map

· The Murmansk route is available all year long, provided a supply line can be traced from A47 to Vologda and then to the east edge of the map

· The Archangel route is available during summer and fall, provided a supply line can be traced from A50 to Vologda and then to the east edge of the map

· French Considerations (optional)
Using the AWAW map, which has Casablanca as a port, and the A3R French surrender rules has been found to lead to a “preferred strategy” whereby the French cease fighting early and move numerous units (particularly 3-5s and AFs) to North Africa, and the Western Allies devote a large percentage of their DPs to France in a hope of receiving major Free French additions to the UK force pool.  In order to encourage more aggressive fighting in France and to favor results which are more historically plausible, Appendix J offers alternative French surrender, Vichy formation, and Vichy diplomatic rules which borrow heavily from AWAW.
· Weather Effects (see Appendix K) 

· Cost of Military Operations (optional)
Raiding with ships is a naval offensive operation that costs the same as other offensive naval operations – 1 BRP per 3 FFs employed, rounding up.

· Appendix A – Naval Movement Restrictions

21.211 RESTRICTIONS ON NAVAL MOVEMENT THROUGH STRAITS: Naval movement through certain straits is prohibited as set out below. Entry into a prohibited strait to carry out a naval activity is permitted provided the naval units leave the strait on the same side they entered, without passing through the strait. The requirements for control of the locations to which these prohibitions apply are:


C. SKAGERRAK (E33, F33): Hexes E33 and F33 must be under friendly or neutral control.
D. KATTEGAT (H32, H33): Copenhagen and H33 must be under friendly or neutral control.
E. GULF OF FINLAND (D41, E41): Helsinki (D41) and Tallinn (E41) must be under friendly or neutral control.
F. GULF OF RIGA (G39, F40): Naval movement and operations to and from Parnu (F40), including seaborne invasions, require control of Saare (F39), the one-hex island off the coast of Estonia.
G. STRAIT OF OTRANTO (AA25, AA26): Brindisi (AA25) and Durazzo (AA26) must be under friendly control.
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Appendix B – BRP Prorating and Timing

35.7 PRORATING AND TIMING:
35.71 PRORATING: BRP gains and losses are prorated as follows (round down):
A. Spring: 100%
B. Summer: 75%
C. Fall: 50% 
D. Winter: 25%
35.72 All BRP additions and losses during the diplomatic phase are added together before prorating. Similarly, all BRP losses at the end of the combat phase are added together before prorating.
35.73 TIMING: The timing of BRP additions and losses is determined as follows:
A. CONQUESTS: BRPs for conquests in spring, summer and fall turns are received, respectively, at the end of the diplomatic phase of the conquering major power's summer, fall and winter player turn with the prorating being based upon the turn in which the BRPs are received, not the turn in which the conquest occurred. BRPs for Axis conquests in a winter turn are received in the YSS which follows the winter turn.
B. MINOR COUNTRIES: BRPs received or lost because a minor country activates as a minor ally, associates with a major power, is economically penetrated by a major power or diplomatically withdraws from a major power are received or lost at the end of the diplomatic phase in which the event occurs. If the event occurs during the opponent's diplomatic phase, the affected major power receives or loses the BRPs at the end of the opponent's diplomatic phase.
C. LOSS OF CONQUESTS AND MINOR COUNTRIES: BRPs for conquests, minor countries and colonies are lost at the end of the combat phase in which the major power which received the BRPs fails to recapture the area. Recapture by an allied major power transfers hex control and the accompanying BRPs to the allied major power (EXCEPTION: Partisan-controlled hexes).
D. CAPTURE OF KEY ECONOMIC AREAS AND ICs: BRPs lost due to the capture of key economic areas controlled by the originally controlling major power and Russian controlled ICs are lost at the end of the opposing player's combat phase in which the key economic areas and ICs were captured. The owning major power does not have an opportunity to recapture the key economic areas and ICs to avoid this BRP loss. For BRP gains and losses, loss or recapture of key economic areas controlled by a major power other than the originally controlling major power and Axis controlled ICs are treated as conquests.
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Appendix C – Attrition Combat

14. ATTRITION COMBAT

14.1 OVERVIEW
14.2 DETERMINING ATTRITION LEVELS
14.3 SEPARATE ATTRITIONS
14.4 RESOLVING ATTRITION COMBAT
14.5 ATTRITION COMBAT RESULTS - COUNTERS
14.6 ATTRITION COMBAT RESULTS - HEXES
14.7 ATTRITION RETREATS

14.1 OVERVIEW:
14.11 OUTLINE OF ATTRITION COMBAT: Attrition combat is resolved as follows:
A. The attacker counts the number of ground combat factors adjacent to enemy units and makes a die roll on the Attrition Table.
B. The defender removes the required number of units.
C. The attacker selects the permitted number of hexes for attrition occupation.
D. The defender retreats his units from the hexes selected for attrition occupation.
E. The attacker occupies the hexes selected for attrition occupation.
14.12 TIMING: Attrition combat is resolved after all regular and exploitation combat has been resolved.
14.13  DEFINITION:  COUNTRY-SPECIFIC PARTISAN FORCE:   All the partisans for a given country, without respect to which major country paid to create the partisan(s).  For example, Western Allied and Communist Yugoslavian partisans collectively comprise the Yugoslavian partisan force.

14.14  DEFINITION:  “FORCE”:  In this Appendix, an abbreviated expression for “alliance faction or country-specific partisan force”.
14.15 FORCES ATTRITION(ED) SEPARATELY: For each front in which an attrition option was selected, attrition combat is resolved by and against each force separately. Each turn only one attrition die roll may be made by each force against each enemy force attrition zone.
14.16  DEFINITION:  “CONVENTIONAL” ATTRITION:  Attrition performed by alliance faction forces against alliance faction forces.  Such attritions do not involve partisans.
14.17  DEFINITION:  “PARTISAN” ATTRITION:  Attrition involving alliance faction forces against partisans, or attrition involving partisans against alliance faction forces.
14.2 DETERMINING ATTRITION LEVELS:
14.21 ATTRITION LEVELS: For each force  on each front in which attrition is being conducted, the attacker totals the number of ground combat factors adjacent to enemy ground units for each enemy attrition zone on the front in question to determine the attrition level against each enemy force.  An attritioning ground unit can participate in only one attrition during a given turn.  Thus, a German unit could not count toward separate attritions of conventional Russian units and Russian partisans.
14.211 ATTRITION ZONES: For conventional attrition, each area of contiguous hexes on the same front controlled by the same alliance faction is considered to be a single attrition zone, regardless of the presence of enemy ZoCs which may interrupt supply to parts of the attrition zone (EXCEPTIONS: In winter turns, the Balkans and Turkey are separate attrition zones; in fall and winter turns, Siberia, Manchuria, Mongolia and Tannu Tuva and the rest of the Asian front are separate attrition zones).  For partisan attrition, all the hexes in the country containing the partisans is considered to be a single attrition zone.
14.212 EXPLOITING ARMOR UNITS: Attrition zones which contain armor units which exploited in the previous player turn but no other friendly ground units are attritioned as part of the attrition zone that includes the breakthrough hex from which the armor exploited, provided that attrition zone is on the same front as the armor units in question.
14.213 AIRDROPS: Attrition zones which contain airborne units which airdropped in the previous player turn but no other friendly ground units are attritioned as part of the attrition zone from which the airborne units airdropped, provided that attrition zone is on the same front as the airborne units in question. If an attrition zone contains both exploiting armor units and airborne units which airdropped in the previous turn, but does not contain any other friendly ground units, and the exploiting armor and the airborne units came from different attrition zones, rule 14.212 governs.
14.214 The attacker may choose not to include eligible ground units in an attrition.

14.22 ELIGIBLE UNITS: The following units may be counted when determining attrition levels, 
A. Ground units adjacent to enemy ground units on the same front when the attrition die roll is made, whether the attritioning ground units are supplied or not.
B. Ground units on other fronts which are adjacent to enemy ground units on the attritioned front.
14.23 INELIGIBLE UNITS: The following units are not counted when determining attrition levels.
A. Ground units which took part in offensive operations during that combat phase, including seaborne invasions of undefended hexes, airdrops onto undefended hexes, and exploitation, regardless of front.
B. Ground units counted in determining another attrition level, whether on the same or on another front. Ground units may not be counted for more than one attrition level in the same game turn.
C. Ground units which are not adjacent to enemy ground units because of impassable hexsides, including all-water hexsides without a crossing arrow.
D. Ground units adjacent to enemy units only across a fortified enemy hexside, whether or not the fortification has been negated by isolation. Ground units may attrition across their own fortified hexsides. 

Units in an omnidirectional fortification or fortress may never be attritioned. Units in Maginot and West Wall hexes may not be attritioned by enemy units facing their fortifications.

E. Flak, ground units which they may not attack because of resistance, cooperation, neutrality or diplomatic restrictions, or enemy units other than ground units.
F. Replacements, flak, air and naval units.
G. (Extension to AWAW rules).  Partisans and ground units adjacent only to partisans do not participate in “conventional” attritions.    
14.24 GIBRALTAR: Gibraltar is on the Mediterranean front for attrition purposes.

14.3 SEPARATE ATTRITIONS:
14.31 FORCES  ATTRITION(ED) SEPARATELY: A separate attrition level is determined and separate attrition combat die roll made for and against each force on each front. Thus Western Allied and Russian ground units attrition separately and are subject to separate Axis attritions. Conventional Russian ground units and Russian partisans attrition separately and are subject to separate Axis attritions.  Yugoslavian and Greek partisans attrition separately and are subject to separate attritions.   Similarly, Nationalist and Communist China attrition separately and are subject to separate Japanese attritions. All ground factors for each force are totaled together and a single attrition die roll is made against each enemy force in each attrition zone.
14.32 MINOR COUNTRIES: Minor allies and associated minor countries are considered part of their major power's alliance faction, and their ground units are counted when determining their major power's alliance faction's attrition level. Ground units adjacent to enemy minor allied or associated minor country ground units are similarly counted in determining the attrition level against that enemy alliance faction.
14.33 INDEPENDENT MINOR COUNTRIES: Prior to activation or association, minor countries are attritioned separately. A separate attrition die roll is made against each such minor country.

14.4 RESOLVING ATTRITION COMBAT:
14.41 ATTRITION TABLE: To resolve each attrition combat the attacker rolls one die and consults the appropriate column on the Attrition Table. The result indicates the number of unit counters (C) which the defender must lose and the number of hexes (H) which he must give up to the attacker.  
	Attrition Table – 14.41

	
	1-10
	11-20
	21-30
	31-40
	41-50
	51-60
	61+

	0
	-
	
	1C
	2C
	2C/1H
	3C/2H
	5C/2H

	1
	-
	1C
	2C
	1C/1H
	3C/1H
	4C/2H
	5C/3H

	2
	-
	1C
	2C
	2C/1H
	3C/2H
	5C/2H
	6C/3H

	3
	-
	2C
	1C/1H
	3C/1H
	4C/2H
	5C/3H
	7C/3H

	4
	-
	2C
	2C/1H
	3C/2H
	5C/2H
	6C/3H
	7C/4H

	5
	1C
	1C/1H
	3C/1H
	4C/2H
	5C/3H
	7C/3H
	8C/4H

	6
	1C
	2C/1H
	3C/2H
	5C/2H
	6C/3H
	7C/4H
	9C/4H

	7
	2C
	3C/1H
	4C/2H
	5C/3H
	7C/3H
	8C/4H
	9C/5H

	8
	2C
	3C/2H
	5C/2H
	6C/3H
	7C/4H
	9C/4H
	10C/5H

	9
	1C/1H
	4C/2H
	5C/3H
	7C/3H
	8C/4H
	9C/5H
	11C/5H

	10
	2C/1H
	5C/2H
	6C/3H
	7C/4H
	9C/4H
	10C/5H
	11C/6H

	11+
	3C/1H
	5C/3H
	7C/3H
	8C/4H
	9C/5H
	11C/5H
	12C/6H

	Modifiers

	+1
	For every 10 attritioning factors over 61

	+/-#
	Difference in winter preparation levels (turns in which winter effects apply only)

	+/-1
	See below discussion of “CTL”

	Explanation

	The attritioning player receives a favorable modifier if the number of attritioning factors exceeds 70 (71-80: +1; 81-90: +2; 91-100: +3; etc.)


14.42 ATTRITION MODIFIERS: The attacker's attrition die roll is:
A. GROUND FACTORS: Increased by one for every ten ground factors over 61 in contact with the defender (71-80 factors, +1; 81-90 factors, +2; and so on).

B.  (Does not apply to A3R)
C. WINTER PREPARATION: Increased or decreased by the difference in winter preparation level between the units involved. See Appendix K for information on winter preparation levels.  A more favorable winter preparation level increases the attrition die roll and a less favorable winter preparation level decreases the attrition die roll. When determining this modifier, winter preparation levels are limited to the winter level which applies to the area in which the defending units are located. In practical terms, this cap is only active in the European Mediterranean area, see Appendix K.  No winter preparation modifiers apply to units being attritioned in areas which are not subject to winter effects, such as North Africa and the Middle East. If a player has units with different winter preparation levels engaged in attrition combat, the winter preparation level of the largest number of factors engaged is used to determine this modifier, with the less favorable winter preparation level applying if equal numbers of factors are engaged.
D.  CTLs:  Combat Training Levels (CTLs) are not part of the A3R combat system.  To simulate the effect of CTL, we make the following adjustments:

· Through the end of Spring 1942, any attrition roll by the Allies, performed against a zone that is 50% or more German units by aggregate GF, incurs a -1 DRM.  

· Through the end of Spring 1942, any attrition roll performed by the Axis against the Allies, by units that are 50% or more German by aggregate GF, incurs a +1 DRM. 

· Throughout the game, any attrition roll by partisans, performed against a zone that is 50% or more German, British, French national, American, or Russian units by aggregate GF, incurs a -2 DRM.  This includes British and French national units after a surrender by those countries, at which point in time such units might formally be “minor associated” or “minor ally” units.
· Throughout the game, any attrition roll by partisans, performed against a zone that is more than 50% Italian, minor ally, or minor associated units by aggregate GF, incurs a -1 DRM.  
· Throughout the game, any attrition roll against partisans, performed by units that are 50% or more German, British, French national, American, or Russian units by aggregate GF, incurs a +2 DRM.  This includes British and French national units after a surrender by those countries, at which point in time such units might formally be “minor country” or “minor ally” units.
· Throughout the game, any attrition roll against partisans, performed by units that are more than 50% Italian, minor ally, or minor associated units by aggregate GF, incurs a +1 DRM.

EXAMPLES: French partisans are attritioned by Vichy French forces, and only Vichy French forces, after Vichy becomes a German minor ally.  The attrition die roll receives a “+2” DRM.
Irish partisans attrition UK national units, after the UK has surrendered and become an American minor ally.  The attrition die roll receives a “-2” DRM.
14.43 MINIMUM AND MAXIMUM RESULTS: Attrition results of less than "0" are treated as "0" results; results of more than "11+" are treated as "11+" results for all columns. The maximum possible result on the Attrition Table is "12C/6H" in Europe, which is equivalent to "12C/3H" in the Pacific.

 14.44 SELECTING A "2C" RESULT IN PLACE OF A "1C/1H" RESULT: An attacker who obtains a "1C/1H" result may take a "2C" result instead. All other attrition results stand.

14.5 ATTRITION COMBAT RESULTS - COUNTERS:
14.51 ATTRITION COMBAT RESULTS - COUNTERS: Once the attrition combat result is determined, the defender chooses which ground units to eliminate, removes them from the board and returns them to his force pool. He may not choose to lose more ground units than the number called for. If he does not have enough eligible ground units to satisfy the losses, he loses what ground units he has and disregards the remainder.
14.52 RESTRICTIONS ON LOSSES:
A. LOCATION: Ground units removed to satisfy attrition losses must be taken from:
· the attrition zone being attritioned; 

· if all the ground units in the attrition zone were fully supplied in the defender's previous player turn and were not subject to an army oil effect, from a supply zone containing an unlimited supply source from which full supply was traced to the attrition zone, including a supply zone from which a seaborne invasion was launched to create a bridgehead in the attrition zone.


EXAMPLES: The Axis attrition Russia on the eastern front. Russian attrition losses must be taken from the Russian front.
Russian units have entered Rumania from the eastern front. The Axis attrition the Russian units in Rumania. The Russian attrition losses may be taken from the Russian units in Rumania or Russia.
Britain attritions Italy in North Africa. Italian attrition losses must be taken from North Africa unless the Axis traced full supply to North Africa in the previous Axis player turn, which would allow the Italians to take attrition losses from units in Italy.
The Western Allies invade two separate beaches in France from bases in Britain. Germany conducts separate attritions against each Western Allied bridgehead. Because the Western Allied bridgeheads in France reflect sea supply from Britain, the Western Allied attrition losses may be taken from Western Allied units in Britain as well as the Western Allied units in France.
The Western Allies attrition Japanese units in Burma. Japanese attrition losses must be taken from the attrition zone including Burma or, if Japan had traced full supply to that supply zone in its previous player turn from Japan, from Japan.
B. INELIGIBLE UNITS: Units which are in a mapboard box or off-board area may not be taken as attrition losses.

 C. CONTACT REQUIRED: The number of counters which may be lost from attrition by a given nationality is limited to the number of counters that nationality has in contact with the attritioning forces, although the eliminated units themselves need not be in contact with enemy units.
14.521 RUSSIAN WINTER ATTRITIONS: If Russia attritions on the eastern front east of the Nazi-Soviet Pact line in a winter turn, Russia may designate hexes from which Axis attrition losses must be taken and hexes to be captured by attrition occupation, as follows:
A. Each hex designated must be adjacent to an attritioning Russian ground unit and must contain at least one Axis ground unit.
B. Hexes designated for attrition losses must have been subject to attrition combat. Fortified hexes may not be designated. The total number of hexes designated for attrition losses may not exceed the "C" result achieved by the attrition.
C. Hexes designated for attrition occupation must be eligible for attrition occupation. The total number of hexes designated for attrition occupation may not exceed the "H" result achieved by the attrition.
D. The total number of hexes designated for both attrition losses and attrition occupation for all Russian attritions may not exceed (6 - Axis winter preparation result, value per Rule 14.42C).  See Appendix K for information regarding Axis winter preparation result calculations.
E. Hexes may not be designated for both attrition losses and attrition occupation.
F. Hexes containing only Finnish and Swedish units may not be designated.
G. The Axis must eliminate one ground unit from each hex designated for attrition losses. Other Axis attrition losses may be taken from any eligible Axis ground units within three hexes of an attritioned Axis ground unit. Attrition losses may be taken from hexes which have been designated for attrition losses, to prevent their occupation, but may not be taken from hexes designated for attrition occupation.
H. Russia must occupy hexes designated for attrition occupation once the Axis player has taken all his attrition losses. All other "H" results are implemented normally. Russia may occupy hexes which have been designated for attrition losses provided they contain at least one Axis ground unit after the Axis player has taken all his attrition losses.
14.522 MINOR COUNTRY AND PARTISAN UNITS: Minor country and partisan units, including British Commonwealth units are considered to be distinct nationalities for attrition purposes. The number of minor allied or associated minor country ground units which may be taken as attrition losses is therefore limited to the number of such ground units in contact with attritioning enemy units, although ground units other than those in contact with the enemy may be taken as losses.
14.523 EFFECT ON COUNTERS: If all ground units in a hex are removed to satisfy attrition losses, any airbase or rocket base in that hex is also eliminated. 

14.6 ATTRITION COMBAT RESULTS - HEXES:
14.61 ATTRITION OCCUPATION: After the defender has eliminated the required units, the attacker selects one or more eligible hexes for occupation as allowed by the attrition die roll. The attacker need not select all, or any, of the hexes to which he is entitled by an "H" attrition combat result. During conventional attrition, hexes selected for attrition occupation must contain a non-partisan enemy ground unit and must be adjacent to an attritioning ground unit which is eligible to advance. Partisans, which do not participate in conventional attritions, are ignored during such attritions. Ground units which were unsupplied during initial supply determination and replacements are not eligible to advance.
During partisan attrition, hexes selected for attrition occupation must contain a partisan ground unit, and they must not contain non-partisan ground units.  The hexes must be adjacent to an attritioning ground unit which is eligible to advance.
14.62 HEXES NOT ELIGIBLE FOR ATTRITION OCCUPATION: The following hexes may not be selected for attrition occupation:
A. During conventional attrition:  hexes which do not contain a non-partisan ground unit.  During partisan attrition:  hexes which do not contain a partisan unit, and hexes which contain ground units other than partisans.
B. A hex from which the defender has taken all the attrition losses inflicted on him by the attacker's attrition die roll for that attrition zone, even if the defender has ground units remaining in the hex after taking the losses.
C. A hex containing a capital, objective, IC, fortress, fortification, bridgehead or railhead. Luxembourg, which does not have a capital, may be selected for attrition occupation. Maginot and West Wall hexes may be occupied by units attritioning across their unfortified hexsides, but units attritioning across fortified hexsides may not occupy Maginot or West Wall hexes, even in conjunction with attrition occupation across an unfortified hexside.
D. A forest, jungle, mountain, jungle/mountain or swamp hex (EXCEPTION: Japanese ground units and the Chindit may occupy jungle hexes by attrition; frozen swamp hexes are treated as clear hexes and may be occupied by attrition).
E. A hex which may only be occupied through a hexside containing a river or crossing arrow. Hexes bounded by rivers or crossing arrows may be occupied by units attritioning across other hexsides which permit attrition occupation, but units attritioning across river hexsides or crossing arrows may not occupy such hexes, even in conjunction with attrition occupation across a different hexside.
EXAMPLES: The Axis player has two 3-3 infantry units on a key hex. The Allies make an attrition die roll in the "11-20" column. If the modified die roll is a "6" (a "2C/1H" result), the Axis player retains control of the key hex by eliminating both units on the hex. If the die roll had been a "5" (a "1C/1H" result), the Axis player could still retain control of the hex by eliminating one of the infantry units.
The Japanese player has two 3-2 infantry units and a 1-2 airborne unit in a key hex. The Allies make an attrition die roll in the "21-30" column. If the modified die roll is a "6" (a "3C/1H" result after halving the number of hexes for the Asian theater), the Japanese player may retain control of the key hex by eliminating all three units in the hex.
14.63 A hex which was the subject of a limited offensive attack is not automatically immune to attrition capture unless the attack eliminated all the defending ground units in the hex.
14.64 The attacker must advance at least one adjacent ground unit into each selected hex. If the attacker is unable or unwilling to advance into an enemy-occupied hex, he may not select that hex for attrition occupation.

14.7 ATTRITION RETREATS:
14.71 ATTRITION RETREAT SIMULTANEOUS: Once the attacker has designated all the hexes he wishes to occupy, the defender simultaneously retreats all his displaced ground units one hex from the hexes selected for attrition occupation. The attacker then simultaneously occupies all the designated hexes. This process is not carried out one hex at a time; all hexes must be vacated before the attacker advances to occupy any of the vacated hexes.
14.72 HEXES NOT ELIGIBLE FOR ATTRITION RETREAT: The following hexes may not be selected for attrition retreat:
A. A hex occupied by an enemy ground, air or naval unit, airbase counter, rocket base, bridgehead, port counter, railhead, IC, fortification or fortress.
B. A hex selected by the attacker for attrition occupation.
C. A hex which the attacker has vacated by advancing into a hex selected for attrition occupation.
D. A hex which the defender's units are prohibited from entering.
14.73 PRIORITY OF HEXES FOR RETREATING UNITS: If forced to do so, the defender may overstack, enter an enemy ZoC, or enter an enemy-controlled hex, in that order. The defender must select the least of the following evils:
A. Overstack (rather than enter an enemy ZoC);
B. Enter an enemy ZoC (rather than enter an enemy-controlled hex);
C. Enter an enemy-controlled hex (rather than be eliminated).
14.74 OVERSTACKING: If the defender overstacks when retreating, he must remedy the overstacking during his next movement phase. If he is unable to do so, excess units of his choice are eliminated).
14.75 Units retreating from the same hex may retreat to different hexes.
14.76 ELIMINATION OF UNITS UNABLE TO RETREAT: Defending units are eliminated if they are forced to retreat by attrition occupation and are unable to do so. Flak units are always eliminated if forced to retreat by attrition occupation).
14.77 DISPLACEMENT OF AIR AND NAVAL UNITS: Air and naval units which are based in hexes occupied by enemy units as a result of attrition combat are displaced to the nearest friendly base within range).
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Appendix C-1 – Offensive Combat
15.5 RESOLVING GROUND ATTACKS
15.6 COMBAT RESULTS TABLE
15.7 ADDITIONAL ROUNDS OF COMBAT
15.8 COMBAT TRAINING LEVELS
Conventional A3R offensive combat rules are retained, other than any changes that are introduced in the following rules.

15.5 RESOLVING GROUND ATTACKS:
15.51 DETERMINING GROUND COMBAT ODDS: When all preparations for attack and defense are complete, each attack is resolved. The attacker calculates the strength of his attacking force, including air factors from ground support air missions and fleet factors from shore bombardment. The defender calculates the strength of his defending force, including defensive air support, taking into account the net DM due to terrain and other factors. The strength of defensive air support is not affected by the DM of the defender's ground units. The total attacking and defending strengths are expressed as a ratio (fractions are ignored), one die is rolled and the appropriate odds column on the Combat Results Table is consulted.
15.52 RESTRICTIONS: The attacker may not select a column on the Combat Results Table which is lower than the actual odds. Attacks greater than 5:1 are allowed, but the 5:1 column is used to resolve the attack. Similarly, attacks at less than 1:4 are allowed, but these automatically result in the elimination of the attacker without loss to the defender.
EXAMPLES: 20 factors attacking units with a defensive value of 10 would be a 2:1 attack; 19 factors attacking units with a defensive value of 10 would be only a 1:1 attack; five factors attacking units with a defensive value of 13 would be a 1:3 attack.
15.53 SELECTING AN "Ex" RESULT IN PLACE OF A "d" RESULT: An attacker who obtains a "d" result may take an "Ex" result instead (EXCEPTION: Early German “d” results may be replaced by an “Ex-1” result - 15.54).
15.54 EARLY GERMAN OVERRUNS AND EXPLOITATION ATTACKS: "Ex" results from German overruns and exploitation attacks are treated as "Ex-1" results:
A. In Poland in Fall 1939.
B. On the western front during the first two Axis player turns in which the Axis conduct any western front offensive ground or air operations, but no later than Summer 1940. Normally this will be Spring 1940 and Summer 1940.

15.6 COMBAT RESULTS TABLE:
	Combat Results Table – 15.6

	
	1:4
	1:3
	1:2
	1:1
	2:1
	3:1
	4:1
	5:1

	1
	A
	A
	A
	A
	a
	Ex
	Ex-1
	Ex-2

	2
	A
	A
	A
	a
	Ex
	Ex-1
	Ex-2
	d

	3
	A
	A
	a
	Ex
	Ex-1
	Ex-2
	d
	D

	4
	A
	A
	Ex
	Ex-1
	Ex-2
	d
	D
	D

	5
	A
	Ex
	Ex
	Ex-2
	d
	D
	D
	D

	6
	Ex
	Ex
	Ex
	d
	D
	D
	D
	D

	Modifier

	    +1          For each previous round of combat


15.61 COMBAT RESULTS:
A: The attacker loses a number of factors equal to the modified value of the defender's units, taking into account the defender's DM.
a: The attacker loses a number of factors equal to half the modified value of the defender's units, taking into account the defender's DM.
Ex: The side with the fewer combat factors, taking into account the defender's DM, loses its entire force. The larger side removes at least an equal number of factors, taking into account the defender's DM. The strength of defensive air support is unaffected by the DM of the defender's ground units when computing the attacker's exchange losses.
Ex-1: The defender loses his entire force. The attacker loses as many factors as the defender, applying to the defender's ground units a DM one level lower than the defender's actual DM. If this reduces the defender's DM to zero or less, the attacker's losses are limited to the strength of the defender's defensive air support.
Ex-2: The same as an "Ex-1", except the defender's DM is reduced by two before determining the attacker's losses.
d: The defender loses half the number of defending factors, ignoring DMs.
D: All defending units are eliminated.
15.62 PARTIAL LOSSES: When a combat result requires the partial elimination of a force, fractions are always rounded up. Neither side may eliminate factors unnecessarily, but a player may eliminate more factors than required in order to preserve specific units.
15.63 AIR LOSSES:
15.631 VOLUNTARY AIR LOSSES: Air factors which provided ground support or defensive air support may be taken to meet the losses required by a ground combat result.
15.632 INVOLUNTARY AIR LOSSES: At the end of every round of ground combat, including the final round of ground combat, ground support and defensive air support units which exceed the 3:1 air support limit for ground combat due to ground unit losses are eliminated. If all ground units engaged in a battle are eliminated, all air units which provided ground support or defensive air support to those ground units are therefore also eliminated. 
15.64 FLEET LOSSES:
15.641 VOLUNTARY FLEET LOSSES: Fleets that provided shore bombardment for a seaborne invasion may be taken to meet the losses required by a ground combat result.  Each fleet factor eliminated satisfies one factor of ground combat loss. The attacker may choose to incur fleet losses in excess of what is required in order to preserve ground, air or other naval units. The losses in factors assigned to fleet factors that provided shore bombardment may not exceed the value in combat factors of the shore bombardment component of the ground attack. 
15.642 EFFECT ON SUBSEQUENT COMBAT ROUNDS: If ground combat continues into another round, the 3:1 limit on support from shore bombardment is again applied to that round of ground combat. Ground unit losses in the first round of ground combat therefore reduce the permitted amount of shore bombardment in the second round of ground combat. Fleets which provided shore bombardment in the first round, but which are ineligible to provide shore bombardment in the second round, are not eliminated.

15.7 ADDITIONAL ROUNDS OF COMBAT:
15.71 SECOND ROUND OF GROUND COMBAT (Modified from AWAW rules): 
If, subject to the constraints listed below, after resolving the first round of ground combat, both sides have at least one surviving ground unit, the attacker may either abandon the attack or continue by attacking an additional time.  All ground, air and naval units involved in the initial attack take part in the second round of attack, unless they were eliminated in combat or exceed permitted ground support or shore bombardment ratios.
· Partisans may never initiate a second round of combat.

· Germany may always initiate a second round of combat.

· After the start of the Summer 1942 turn, Western Allied and Russian ground forces may initiate a second round of combat.
· After the start of 1946, Italians may initiate a second round of combat.

15.72 THIRD AND SUBSEQUENT ROUNDS OF GROUND COMBAT (Modified from AWAW rules): If, subject to the constraints listed below, after the second round of combat is resolved, both sides have at least one surviving ground unit, the attacker may either abandon the attack or continue by attacking a third time. This continues until one side or the other is completely eliminated or the attacker abandons the attack.
· Italian ground forces may never initiate third and subsequent rounds of combat

· After the start of 1946, German, Western Allied, and Russian ground forces may initiate third and subsequent rounds of combat
15.73 ADDITIONAL FORCES PROHIBITED (Modified from AWAW rules): Neither side may commit additional forces to the second nor subsequent rounds of ground combat.
15.74 GROUND COMBAT ODDS RECALCULATED: The combat odds are recalculated before each round of combat.
15.75 ATTACKER RECEIVES A +1 DRM: The attacker receives a +1 DRM for his combat die roll for each successive attack. This modifier is cumulative (+1 in the second round of combat, +2 in the third round of combat, and so on).

15.8 COMBAT TRAINING LEVELS:
15.81 CTLs: AWAW makes use of the concept of “CTL” to assign certain degrees of competency and staying power to the ground, air, and naval units of the different nationalities.  In AWAW, CTL is changed during the course of the game via research.  We have chosen not to introduce Combat Training Level as a researchable topic in A3R.  Accordingly, we make limited use of the effects of the CTL concept.  Specifically, aspects of the CTL effects have been incorporated:
· Into the Attrition rules (see Appendix C), with respect to how attritions performed by and against primarily German forces are conducted prior to Summer 1942; 

· Into the Attrition rules, with respect to how attritions performed by and against partisans are conducted;
· Into the number of rounds of combat that forces of a given nationality can initiate (see 15.7);
· Into armor exploitation movement (see below).
We have incorporated these aspects based upon the following assumptions:
· The Western Allies and Russians achieve CTL improvement results at the start of Summer 1942 and 1946

· The Axis achieve a CTL improvement result at the start of 1946.

We believe these assumptions are reasonable for the following reasons:

· In AWAW, CTL improvement is an expensive research project that normally requires significant time and Research Point investment in order to bear fruit.  
· The Western Allies and Russians, starting from a position of CTL inferiority, will be more motivated to research this category early in the game than will the Axis. Thus, Allied CTL improvements should occur sooner than do Axis improvements.  AWAW game experience confirms Axis players usually are slower to research CTL than are Allied players.
· Finally, timing the first Allied CTL improvement for Summer 1942 has some basis within AWAW.  For example, in AWAW’s Barbarossa Scenario, the Russian CTL increases from 1 to 2 at the start of Summer 1942.  
15.82 EFFECTS OF CTLs ON EXPLOITATION MOVEMENT (Modified from AWAW Rule):  
· Prior to the start of Summer 1942, the exploitation movement allowance of Western Allied and Russian armored units is halved (round up); this reduction is calculated before movement reductions from weather.
· Prior to the start of 1946, the exploitation movement allowance of Italian armored units is halved (round up); this reduction is calculated before movement reductions from weather. 
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Appendix C-2 – Air Units, Missions, and Combat (Optional) 
17.5 JETS 
18.5 OFFENSIVE AIR MISSIONS
18.6 DEFENSIVE AIR MISSIONS
19.1 RESOLVING AIR COMBAT
19.2 AIR COMBAT TABLE
19.3 AIR COMBAT MODIFIERS
19.4 AIR COMBAT RESOLUTION
19.6 AIR LOSSES FROM MIXED FORCES
17.5 JETS:

17.53 OPERATIONS: Jets may conduct the following air operations:
A. Counterair.
B. Escort air attacks on enemy naval units in port.
C. Escort the bombing of enemy economic targets.
D. Intercept enemy defensive air support.
E. Escort defensive air support.
F. Oppose enemy bombing.
G. Intercept air transport operations.
H. Counter-intercept defending air which intercept air transports.
17.531 Jets may not provide air cover, attack enemy naval units, escort other air units which attack enemy naval units at sea, bomb, or provide ground support or defensive air support.
17.54 CONSTRUCTION: Each jet factor costs three BRPs to build. Jets may not be built until a "13+" research result for jets is achieved.
17.55 AIR COMBAT STRENGTH: For the purpose of determining air attack levels in air combat, each jet factor is equivalent to three AAF. Jets take air combat losses in the same manner as other air units. Jets engaged in air combat involving NAS are converted to squadrons (one jet factor is converted to three jet squadrons, each of which is equivalent to three air squadrons).
17.56 AIR COMBAT MODIFIERS: Each jet factor or three jet squadrons engaged in air combat generates a favorable +/-1 modifier for air combat dice rolls. If both sides have jets in an air battle, only the net modifier is applied.
17.57 Jets are a distinct type of air unit and may suffer casualties in air combat with non-jets in accordance with 19.6.
 
18.5 OFFENSIVE AIR MISSIONS: 

18.52 COUNTERAIR:
18.521 Land-based air units within range of enemy air bases may counterair enemy air units on those air bases. Counterairing air units must engage in at least one round of air combat with all defending air factors in an attacked air base. The defending air units in the attacked hex, whether or not they are inverted, engage the attacker. The defender may not withhold air units from counterair combat. Air combat is then resolved between the attacking and defending air units.
18.522 After one round of counterair combat is resolved, each side has the option of disengaging from the air battle. The defender announces his decision first. If the defender elects to continue the counterair battle with his surviving air units, the attacker may initiate a second round of counterair combat with his surviving air units, including those forced to abort by the defender's previous counterair combat dice roll; may reinforce his counterair attack with additional, previously uncommitted air units, whether or not any counterairing air units survived the previous round of air combat; or disengage. If neither side disengages, a second round of counterair combat is resolved. This continues until one side or the other disengages or is completely eliminated.
18.523 The defender disengages from counterair combat by flying all surviving defending air units to any controlled air base or mapboard box within staging range with the capacity to base them which is not also being counteraired, and which has not been counteraired earlier in the same phase. If no such base exists, the defender may not disengage from counterair combat. Partial disengagement is not permitted. If the defender disengages from counterair combat, all surviving defending air factors are inverted for the remainder of the player turn.
18.524 Regardless of the outcome, once all rounds of counterair during the current phase are resolved, all surviving attacking land-based air units return to their base and are inverted for the remainder of the player turn.
18.525 A defending air unit may be counteraired by different attacking air units during the movement and combat phases.
18.526 EFFECTS OF COUNTERAIR ATTACKS ON SURVIVING DEFENDING AIR UNITS: If the defender does not disengage from counterair combat, the status of the defender's surviving air units is determined by the attacker's final air combat dice roll:
A. Defending air factors which were forced to abort by the attacker's final counterair combat dice roll (the number after the "/" on the Air Combat Table result) are inverted for the remainder of the player turn. Excess abort results are disregarded. 
B. Defending air units which were not forced to abort by the attacker's final counterair combat dice roll may operate without impairment during the attacker's player turn.
 
18.56 INTERCEPTION OF DEFENSIVE AIR SUPPORT:
18.561 After the defender has committed his air units to defensive air support, the attacker may intercept such defensive air support with any uninverted air units within range of the hex in which the defensive air support has been placed. Defensive air support provided in connection with overruns and exploitation attacks may also be intercepted.
18.563 RESOLVING INTERCEPTION OF DEFENSIVE AIR SUPPORT:
18.5631 When defensive air support is intercepted, at least one round of air combat between the intercepting and defending air units is resolved. The defender then has the option of returning to base or continuing his defensive air support mission.
18.5632 If the defending air units which survived the initial round of air combat elect to return to base, their defensive air support mission is canceled and no additional rounds of air combat take place.
18.5633 If the defending air units which survived the initial round of air combat elect to continue their defensive air support mission, all defending air factors which were neither eliminated nor forced to abort by the attacker's final air combat dice roll (the number after the "/" on the Air Combat Table) may provide defensive air support (subject to 18.614), unless the attacker elects to fight another round of air combat.
18.5634 If the defender elects to continue his defensive air support, the attacker may initiate a second round of air combat with his surviving air units, including those forced to abort by the defender's previous air combat dice roll; may reinforce his interception with additional, previously uncommitted air units, whether or not any intercepting air units survived the previous round of air combat; or disengage. All air units flying defensive air support which were not eliminated in previous rounds of air combat must be engaged, including those which were forced to abort in the previous air combat round. This continues until one side or the other disengages or is completely eliminated.
18.564 All surviving intercepting air factors return to their base and are inverted for the remainder of the player turn after the resolution of air combat with the defending air factors, regardless of the outcome.
 
18.6 DEFENSIVE AIR MISSIONS: 

18.61 DEFENSIVE AIR SUPPORT:
18.611 During the combat phase of an enemy player turn, after the attacker has announced his ground support air missions, uninverted defending army air units may provide defensive air support to any units within range which the defender thinks may be subject to ground attack, including by seaborne invasion and as yet unannounced airdrops (EXCEPTION: Deferred defensive air support against low-odds attacks - 18.619).
A. Air factors flying defensive air support are added to those of the defending ground units in determining the odds of ground combat. Defensive air support flown against non-invasion attacks is not affected by DMs relating to the ground units being supported. Only the basic combat strength of defensive air support is added to the defense.
B. The strength of defensive air support flown against seaborne invasions is tripled. The tripled strength of defensive air support against seaborne invasions is not affected by factors which modify the DM of the defending ground units and applies when determining combat losses inflicted on the attacker.
18.613 The defender may similarly commit army air units which have not yet flown during that game turn to defensive air support of units being subject to overruns, or during exploitation. Defensive air support placed during movement or regular combat has no effect on exploitation combat, even if it is not intercepted and no attack is made on the hex to which it was originally committed.
18.614 LIMITS ON DEFENSIVE AIR SUPPORT: The number of air factors of defensive air support may not exceed three times the number of defending ground factors. DMs are ignored when making this determination. A player may commit additional air units in excess of the 3:1 limit on defensive air support, in anticipation of enemy interception and air combat, but the number of air factors which actually provide defensive air support when ground combat is resolved may not exceed the 3:1 limit. Such additional air factors:
A. May not participate in any rounds of ground combat even if ground combat losses cause the number of air factors providing defensive air support to drop below the 3:1 limit.
B. Are unaffected by the results of the ground combat. 
C. Are considered to have flown a defensive air mission and are inverted for the remainder of the player turn when they return to base.
18.6141 JET ESCORT OF DEFENSIVE AIR SUPPORT: Jets may escort army air units flying defensive air support. Jets are not included when determining the 3:1 limit on defensive air support, are unaffected by the results of ground combat, and are considered to have flown a defensive air mission and are inverted for the remainder of the player turn when they return to base. Army air units may not escort defensive air support and are always subject to possible elimination as a result of ground combat unless they exceed the 3:1 limit on defensive air support.
18.615 If the attacker commits ground support and the defender commits defensive air support to the same ground battle, there is no direct air interaction. Each side simply adds its air factors to those of its ground units.
18.616 Air units which provide defensive air support may be eliminated by adverse results in ground combat. Should a combat result leave the defender with surviving factors, he may elect to take his losses from either air or ground units or both, in any combination, provided he eliminates sufficient factors.
18.617 Defending air units which do not fly defensive air support may not be eliminated by an adverse ground combat result. An air unit which is based in an attacked hex and has not been committed to defensive air support does not take part in the ground combat and is simply displaced if attacking ground units advance into the hex after combat.
18.618 Air units committed to defensive air support have performed a mission and are inverted for the remainder of the player turn even if the attacker does not attack the ground units they were supporting.
18.619 DEFERRED DEFENSIVE AIR SUPPORT AGAINST LOW-ODDS ATTACKS: When the attacker announces a ground attack at odds of less than 1:1, the defender may use eligible, uncommitted air units to provide defensive air support to the attacked unit(s). Deferred defensive air support may be intercepted by the attacker in the normal manner. The ensuing air combat does not affect any previously provided defensive air support. Regardless of the outcome of any air combat between the attacker’s intercepting air units and the deferred defensive air support, the attacker must complete the ground attack, even at worse odds. This sequence is repeated throughout the attacker’s player turn, provided the defender has air units eligible to provide deferred defensive air support.
 
19 AIR COMBAT

19.1 RESOLVING AIR COMBAT:
19.11 MULTIPLE ROUNDS OF AIR COMBAT: Air combat consists of one or more air combat rounds and normally continues until one side or the other is eliminated or withdraws.
19.12 SINGLE ROUND OF AIR COMBAT: Counterair air combat arising out of land-based air attacks against naval bases is resolved by a single round of air combat for every round of naval combat. 

19.2 AIR COMBAT TABLE:
19.21 AIR ATTACK DICE ROLLS: In each round of air combat, each side rolls two dice and consults the Air Combat Table.

19.3 AIR COMBAT MODIFIERS:
19.31 MODIFIERS: Each side's air combat dice roll is subject to the following modifiers. A positive net modifier for air combat for one side results in an equal negative net modifier for the other side:
A. The relative Air Nationality modifiers, as set out in the Air Nationality DRM Chart (A3R Table 26.6), modified as follows:  Air Force Nationality DRM for Sweden and Finland = 0.  The side with the higher Air Nationality DRM adds the difference to its air combat dice roll, and the side with the lower Air Nationality DRM subtracts the difference from its air combat dice roll. When a side consists of nationalities with different Air Nationality DRMs, the lowest Air Nationality DRM is used. If all the air units belonging to the nationality having the lowest Air Nationality DRM are eliminated, only the Air Nationality DRMs of the remaining air units are used in subsequent rounds. Air Nationality DRMs may be increased by research.
B. A favorable 1 modifier for each jet factor or three jet squadrons engaged in the air combat. If both sides commit jets, only the net modifier is used (17.56).
C. An adverse 1 modifier if one force is attacking an enemy naval force at sea and engages in air combat with defending air units flying air cover.
 
19.4 AIR COMBAT RESOLUTION:
19.41 AIR COMBAT SIMULTANEOUS: Air combat dice rolls are made simultaneously. The size of the forces engaged is calculated before any air combat losses for that round are incurred.
19.42 AIR COMBAT TABLE RESULTS: The number before the "/" indicates the number of enemy air factors or squadrons which are eliminated. The number after the "/" indicates the number of enemy air factors or squadrons which are forced to abort.  Excess abort results are ignored. A dice roll of less than two is treated as a two. 
	Air Combat Table - 19.2

	AF

AS
	Dice Roll

	
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12+

	1
	0
	0
	0/1
	0/1
	1/0
	1/0
	1/1
	1/1
	1/2
	1/2
	1/3

	2
	0/1
	0/1
	1/0
	1/0
	1/1
	1/1
	1/2
	1/2
	1/3
	1/3
	2/2

	3
	1/0
	1/0
	1/1
	1/1
	1/2
	1/2
	1/3
	1/3
	2/2
	2/3
	2/4

	4
	1/1
	1/1
	1/2
	1/2
	1/3
	1/3
	2/2
	2/3
	2/4
	3/3
	3/4

	5
	1/2
	1/2
	1/3
	1/3
	2/2
	2/3
	2/4
	3/3
	3/4
	3/5
	4/4

	6
	1/2
	1/3
	1/3
	2/2
	2/3
	2/4
	3/3
	3/4
	3/5
	4/4
	4/5

	7
	1/3
	1/3
	2/2
	2/3
	2/4
	3/3
	3/4
	3/5
	4/4
	4/5
	4/6

	8
	1/3
	2/2
	2/3
	2/4
	3/3
	3/4
	3/5
	4/4
	4/5
	4/6
	5/5

	9
	2/2
	2/3
	2/4
	3/3
	3/4
	3/5
	4/4
	4/5
	4/6
	5/5
	5/6

	10
	2/3
	2/4
	3/3
	3/4
	3/5
	4/4
	4/5
	4/6
	5/5
	5/6
	5/7

	11
	2/4
	3/3
	3/4
	3/5
	4/4
	4/5
	4/6
	5/5
	5/6
	5/7
	6/6

	12
	3/3
	3/4
	3/5
	4/4
	4/5
	4/6
	5/5
	5/6
	5/7
	6/6
	6/7

	13
	3/4
	3/5
	4/4
	4/5
	4/6
	5/5
	5/6
	5/7
	6/6
	6/7
	6/8

	14
	3/5
	4/4
	4/5
	4/6
	5/5
	5/6
	5/7
	6/6
	6/7
	6/8
	7/7

	15
	4/4
	4/5
	4/6
	5/5
	5/6
	5/7
	6/6
	6fl
	6/8
	7/7
	7/8

	16
	4/5
	4/6
	5/5
	5/6
	5/7
	6/6
	6/7
	6/8
	7/7
	7/8
	7/9

	17
	4/6
	5/5
	5/6
	5/7
	6/6
	6/7
	6/8
	7/7
	7/8
	7/9
	8/8

	18
	5/5
	5/6
	5/7
	6/6
	6/7
	6/8
	7/7
	7/8
	7/9
	8/8
	8/9

	19
	5/6
	5/7
	6/6
	6/7
	6/8
	7/7
	7/8
	7/9
	8/8
	8/9
	8/10

	20
	5/7
	6/6
	6/7
	6/8
	7/7
	7/8
	7/9
	8/8
	8/9
	8/10
	9/9

	Modifiers - Air Combat

+/-# Air Nationality DRM

+/-1 for each jet factor or three jet squadrons engaged

+/-1 combat involving CAP (“Air cover” in A3R terms)

+/-1 each radar research result achieved by the defender (air combat arising

       from strategic bombing only)  Note:  Not valid for A3R

	If more than 20 air factors engage in combat, the result is determined by consulting the “20” row and whatever other row is required to equal the total number of air factors engaged. The dice roll is not modified by the number of air factors over 20.

	Results: The number before the slash is the number of enemy air factors which are eliminated. The number after the slash is the number of enemy air factors which are forced to abort.


19.6 AIR LOSSES FROM MIXED FORCES:
19.61 Air losses from a force of mixed types must be distributed equally among the types involved, with any remnant being taken by the type having the most factors involved unless otherwise specified. This rule applies to different nationalities; and army air and jet units.
19.62 If an equal number of factors were involved, the remnant is taken from the type with the lower Air Nationality DRM. If the numbers of factors present and the Air Nationality DRMs are equal, the owner chooses.
19.63 The number of factors eliminated and aborted are totaled when apportioning losses per rule 19.61, then assigned as equally as possible to the various types of air units involved. Eliminated air factors are apportioned first, then air factors which are forced to abort. For example, a "1/1" air combat result against a force of three American and one British AAF eliminates one American factor and aborts one British factor.
19.64 If uninverted and inverted air units are counteraired in the same hex, all counterair combat results are first directed against the uninverted air units. If all the uninverted air units are eliminated, any surplus eliminated results are applied to the inverted air units. Abort results have no effect on inverted air units.
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Appendix D – Attritions and Offensives

9.61 ATTRITIONS: An alliance faction may only conduct attrition combat on a front if less than 15 BRPs of offensive actions are carried out by that alliance faction on that front in the turn in question. Attrition combat is resolved at the end of the regular combat phase, after all offensive operations have been carried out. There is no BRP cost for attrition combat.
9.62 LIMITED OFFENSIVES: Offensive operations of less than 15 BRPs on a front are considered limited offensives. An alliance faction may not conduct more than 14 BRPs of offensive operations on a front in a turn without at least one major power in that alliance conducting a full offensive at a cost of 15 BRPs.
9.63 FULL OFFENSIVES: If a major power spends 15 BRPs on offensive operations on a front in a turn, all units belonging to that major power and any of its minor allies and associated minor countries may conduct offensive actions on that front without any additional expenditure of BRPs. The extent to which another major power in the same alliance may participate in a full offensive of an alliance partner depends on the number of BRPs it expends for offensive operations in that turn on that front. If such a major power also spends 15 BRPs for offensive operations, it will also conduct a full offensive. If it spends less than 15 BRPs, only the offensive operations for which it pays the BRP cost may be conducted.
9.64 EXPLOITATION AS A LIMITED OFFENSIVE OPERATION: Exploitation is permitted on a front on which an attrition is being conducted, provided the offensive operation cost for the exploiting units does not cause the level of offensive operations on that front to exceed 14 BRPs. If at least one major power paid 15 BRPs for offensive operations on the front in question, air, armor and airborne units belonging to alliance partners which have not paid 15 BRPs for a full offensive may also exploit if the BRP cost for offensive operations by such units is paid.


Back to Top
Appendix E – Russian-German Tensions and Related Items
The recording of the RGT level begins in Fall 1939. A cumulative total of the RGT level is kept. The RGT level is zero at the start of the game and may increase above 50 and may drop below zero.

Automatic Modifier
This modifier is automatically implemented at the start of each game turn, to reflect the unnatural character of the Nazi-Soviet alliance.

	+1
	Each game turn, including Fall 1939.



Diplomatic Modifiers
Western Allied and Axis DPs may be placed into RGT.  Russian DPs may not be placed into RGT.
The Western Allies and Axis each may allocate no more than one DP to RGT per turn.

Status Modifiers
Status modifiers are implemented each game turn, beginning in Fall 1939. The modifiers for the number of major powers at war with the European Axis and Japan having surrendered are determined by the situation at the start of each game turn; the remaining status modifiers are triggered if the indicated situation exists at the start of a turn or arises in the course of a turn.

	+1
	If two or more major powers are at war with the European Axis.

	+2
	If one major power is at war with the European Axis.

	+3
	If no major powers are at war with the European Axis.

	+2
	If Japan has surrendered.

	+1
	For each Russian IC placed on the board as a result of a Russian mobilization, beginning with the RGT level = 10 mobilization.

	+5
	If Poland is unconquered at the end of the Axis player turn.

	+1
	If the Axis have attacked or achieved a diplomatic result granting at least 5-BRP economic penetration of Hungary, Rumania, Bulgaria, Yugoslavia or Turkey (maximum +1 per game turn).

	+1
	If there are one or more Axis ground units in Britain.

	-1
	If Russia has attacked or achieved territorial control of Hungary, Rumania, Bulgaria, Yugoslavia or Turkey (maximum -1 per game turn). A Russian occupation of Bessarabia does not trigger this modifier.

	+#
	(Optional, recommended when Option 2 for Russian Unpreparedness is used) If Germany has excess garrison on the East Front (see subsequent discussion regarding required German garrison).  Modifier = Round Down((Actual garrison – Minimum required garrison)/20)


Event Modifiers
Event modifiers are implemented only when the indicated event occurs. Event modifiers based on the capture or control of territory are negated if the territory in question is recaptured, and apply again if the territory changes hands a second time. 

	+2
	Axis capture of Paris or London (+2 for each).

	+1
	Axis capture of Birmingham or Manchester (+1 for each).

	+#
	Axis gain control of one or more hexes in Finland (+1), Hungary (+2), Rumania (+2), Bulgaria (+2) or Turkey (+6). Effects are determined separately for each minor country.

	+#
	Axis gain control of one or more hexes in any territory east of the Nazi-Soviet Pact line: eastern Poland (+4), Baltic States (+6), Finnish border hexes (+2), Bessarabia (+2). Effects are determined separately for each territory.

	+2
	Axis gain control of one or more Persian hexes adjacent to Russia.

	-1
	Each Russian declaration of war against a minor neutral.

	-1
	Russian occupation of eastern Poland.

	-#
	Russia gains control of one or more hexes in any territory west of the Nazi-Soviet Pact line: Finland (-2), Hungary (-4), Rumania (-4), Bulgaria (-4), Turkey (-12); for other minor countries, -2 for every five BRPs in the minor country. Effects are determined separately for each minor country.



Results
Results are implemented as indicated. Mobilization results are not negated by a subsequent drop in the RGT level.

	10
	Russia constructs an additional IC.

	15
	Russia may subvert eligible minor countries (subject to research results).

	20
	Russia constructs an additional IC.

	25
	Russia may declare war on any bordering minor neutral except those controlled by the Axis or in which Germany has an economic interest.

	30
	Russia constructs an additional IC.

	35
	Russia may declare war on any bordering minor neutral not controlled by the Axis, including minors in which Germany has an economic interest.

	40
	Russia constructs an additional IC.  Russian forces are no longer impaired during the first turn of a German invasion.

	45
	The Axis may not trace oil supply from Ploesti if Russia controls Ploesti or the minor countries through which the oil supply line must be traced.

	50
	Russia constructs an additional IC.  Russia may declare war on Germany. Allied partisans may be built in Europe.


Russian Garrison Requirements (Optional Rule)
At the end of any Russian player turn in which RGT are 20 or greater:

· 15 Russian army air factors must end their turn within 3 hexes of an Axis-controlled east Prussian, Baltic, or Polish hex.

· Ten Russian 2-3 infantry units, four 3-3 infantry units, and six 3-5 armored units must end their turn within four hexes of an Axis-controlled east Prussian, Baltic, or Polish hex, or an Axis-controlled or neutral Rumanian hex.
These requirements do not apply to Russian one-factor infantry or airborne units, additional Russian army air units which are produced or mobilized, Russian units engaged in an attack against a neutral minor country or Russian units which begin the game in the Pacific theater. The Russian garrison restrictions for air units are lifted once Russia and Germany go to war or when RGT reach 30.  The Russian garrison restrictions for ground units are lifted once Russia and Germany go to war or when RGT reach 50. 
German East Front Garrison Requirements

At the end of any Axis player turn in which the RGT is at level 10, 20, 30, 40 or 50, at least that many German ground factors must be on the East front. 

Russian Unpreparedness
Until the RGT level is 40 or greater, in the first turn of a German invasion:

Optional Approach 1

· The optional Russian Garrison Requirements rule is not used.

· Russian infantry units, on all types of terrain, are subject to a -1 DM on the first turn of an Axis invasion
· Russian armor units have a movement factor of two and Russian infantry units have a movement factor of one.  Russian specialized units move normally.  This reduced movement factor applies throughout the Russian player turn following the German attack.
“Optional Approach 1” is the regular A3R Russian unpreparedness rules, with the addition of AWAW’s Russian mobility reduction rule.
Optional Approach 2 - experimental
Various effects are in place, depending upon a hierarchy of RGT levels, which drive different levels of Red Army (and Air Force) alert.  These effects are:
1. Russian infantry units, on all types of terrain, are subject to a -1 DM on the first turn of an Axis invasion when attacked or overrun by at least one Axis armor unit, unless defending in an objective or an IC.  This -1 DM does not apply to Russian units in the Finnish border hexes, Bessarabia, or conquered Balkan countries, and it does not apply (as an additional -1 DM) during exploitation movement and combat.

2. Russian air units are subject to a -1 Air Nationality DRM. 

3. During the Axis movement phase, Axis ground units must expend only one additional movement factor to leave a hex in the ZoC of Russian armor units, or to move from one such hex to another, rather than the normal two additional movement factors. During exploitation movement, the ZoC of Russian armor units impairs Axis movement normally. 

4. Russian armor units have a movement factor of two and Russian infantry units have a movement factor of one. Russian specialized units move normally. This reduced movement factor applies throughout the Russian player turn following the German attack.

The effects apply as follows, where the RGT in “RGT Range” is the value of RGT at the time of the DoW between the Axis and Russia:
	RGT Range
	DM -1 for Inf
	DM -1 for AFs
	Reduced ZoC Effect
	Reduced GF MPs
	Garrison Rules Apply

	0 - 19
	No
	No
	No
	No
	No

	20 - 29
	Yes
	Yes
	Yes
	Yes
	Yes

	30 - 34
	Yes
	No
	Yes
	Yes
	No for air, yes for ground

	35 - 39
	Yes
	No
	Yes
	Inf only
	No for air, yes for ground

	40 - 49
	No
	No
	No
	No
	No for air, yes for ground

	50+
	No
	No
	No
	No
	No


See the commentary at the end of this Appendix regarding rationale for this table.

German Declaration of War on Russia
If Germany declares war on Russia, the RGT level is deemed to rise immediately to 50 at the start of the next Russian player turn and all restrictions, such as DoWs on minor countries, on Russian activity are negated.  Note that any movement factor IMPAIRMENTS apply throughout the Russian player turn following the German attack.

Russian Declaration of War on Germany
Russia may declare war on Germany only if the RGT level is 50 or greater.

Russian Declarations of War on Minor Countries
Russia may always declare war on the Baltic States. Otherwise Russia's ability to declare war on minor countries is determined by the RGT level.

If Russia declares war on a minor country in which Germany has an economic interest, Germany immediately announces whether or not it will support the minor country. If Germany supports the minor country, Russia may also declare war on Germany at a cost of 35 BRPs and continue its attack. Otherwise Russia must back down and forfeit the 10 BRPs spent for the declaration of war on the minor country. If Germany does not support the minor country, Germany forfeits its economic interest and immediately loses any BRPs it has received for the minor country during that year. A German or Italian intervention on behalf of the minor country on a later turn must then be accompanied by a declaration of war against Russia.

Russian Mobilization
Russia begins the game with seven ICs, which are placed in Moscow, Leningrad, Stalingrad, Kharkov, Dnepropetrovsk, Rostov and Gorki. In addition to its seven starting ICs, Russia mobilizes one additional IC when the RGT level reaches 10, 20, 30, 40 and 50. These additional ICs, as well as ICs constructed by investing RPs in IC production, must be constructed, if possible, in Kuibyshev, Magnitogorsk and Sverdlovsk, in that order, and then in any fully supplied, Russian-controlled city in European Russia which does not already contain an IC. The locations of the Russian ICs are shown on the mapboard in gray.

Additional mobilized ICs as well as ICs from research are built in the unit construction phase. Russia receives 5BRPs when built and an additional 5BRPs at the start of each subsequent unit construction phase until the current IC level is reached for the year in question. BRPs may be gained from more than one built IC, in the same turn.

Rate of Creation of ICs from Mobilization

Until the RGT level reaches 50, Russia cannot create ICs from mobilization faster than one every other turn.  After RGT reaches 50, mobilized ICs can be created one per turn. If an IC is created due to mobilization during the turn immediately before RGT reaches 50, the first “wartime” IC creation does not occur until the turn after RGT reaches 50.  

The RGT level is considered to go to 50 when war breaks out between Russia and Germany.
ICs created due to Research are not part of this limitation on mobilized ICs.  So, a mobilized IC and a researched IC can be created in the same turn.

Commentary on Russian Unpreparedness
Our original approach to Russian unpreparedness was to adopt the AWAW rules in toto.  These rules have been put in place to more-or-less eliminate the cursed Russian forward armor defense, which has become a “perfect plan” for the Russian in A3R (and was a “perfect plan” in AWAW). Briefly, all four unpreparedness effects, plus garrison rules for both air and ground units, would apply between RGT 20 and 39, and garrison rules would apply between RGT 40 and 49.  
It became clear via experience that this approach to the Russian garrison and unpreparedness was survivable under AWAW’s rules, but it was not survivable (by the Russian) under A3R rules.  Changes in AWAW’s airborne model (AB units are 1m3s rather than 3m3s, and AB attacks at less than 1:1 odds are not permitted) meant that, in general, a Russian player in AWAW could get by with a properly-crafted double line of defenders, which can be created with the available Russian force pool.  In A3R, the larger 3m3s make it fairly easy to execute a “clear out” attack on a key stack in the second line of defense.  It is impossible to create a three-deep defense with the available Russian force pool, when impaired by full AWAW Russian unpreparedness and garrison requirements.  Because of this, we conceived of a couple of optional approaches to Russian unpreparedness:

(1) Use the “regular” A3R Russian unpreparedness rules, augmented by the AWAW mobility restrictions.  We thought it was appropriate to add the mobility impairment rules, because without this limit the Russians would be able to respond too quickly to German actions (regular movement + TRs -> lots of mobility!).
(2) Adopt the form of the AWAW rules, but use a more graduated model for Russian alert levels and add changes to the RGT and A3R airborne attack rules.  The graduated alert model, which undoes the impairment of the Russian air force before most German attacks are likely to occur, makes it more likely that the Russian air force will be able to provide some defensive support for the back lines and will be able to suppress airborne drops far behind the lines.  Further, modifying the airdrop rules to conform more closely to the AWAW rules (done elsewhere in this rules package) makes it more difficult to execute a clear out attack against the Russian rear lines.   We added some other changes to the impairment model, to accelerate the rate at which Russian armored units gain their full movement capabilities, to enable the Russians to react more effectively at RGT between 35 and 39.  Finally, we offer what we believe is a reasonable modifier to the RGT, to accelerate Russian alarm in the face of large German mobilizations on the East Front.

All in all, we believe that Option 2 for the Russian unpreparedness model, when taken with the changes in the AB rules and the RGT, will provide a good level of play balance and not stifle players unduly with respect to the defensive and offensive tactics they can use on the Eastern Front.
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Appendix F – Redeployment

28. REDEPLOYMENT
28.1 REDEPLOYMENT PHASE
28.2 RESTRICTIONS ON REDEPLOYMENTS
28.3 REDEPLOYMENT MECHANICS
28.4 TACTICAL REDEPLOYMENTS
28.5 NAVAL REDEPLOYMENTS
28.6 STRATEGIC REDEPLOYMENTS
28.7 RUSSIAN-WA SR RESTRICTIONS


28.1 REDEPLOYMENT PHASE:
28.11 REDEPLOYMENT PHASE: After unit construction, during the redeployment phase, each alliance may redeploy its ground, air, naval and SW units, as set out below.
28.12 TYPES OF REDEPLOYMENTS: There are three types of redeployments:
A. TACTICAL REDEPLOYMENTS (TRs): Ground units may move to the extent allowed by their movement capability and air units may stage.
B. NAVAL REDEPLOYMENTS (NRs): Naval units, ASW and transports may redeploy and ground and air units may be sea escorted.
C. STRATEGIC REDEPLOYMENTS (SRs): Ground and air units may move distances exceeding their normal movement and staging capabilities, up to the capacity of the objective to which they redeploy.
28.13 REDEPLOYMENT PHASE SEGMENTS: The redeployment phase consists of the following segments:
A. TRs.
B. SRs (only units which are attempting to NR).
C. NRs.
D. SRs.
E. TRs (only units which NRed or SRed).
28.14 NUMBER of UNITS WHICH CAN REDEPLOY:  Any unit that meets the redeployment criteria for supply, location on a controlled hex, proximity to enemy units, etc., may TR.  Nationality limits as defined in A3R Rules 20.11 – 20.16 shall be applied to constrain the number of units that SR and/or NR. 


28.2 RESTRICTIONS ON REDEPLOYMENTS:
28.21 ELIGIBLE UNITS: Each alliance may redeploy ground, air, naval and SW units belonging to major powers and minor allies in that alliance, subject to…
28.22 INELIGIBLE UNITS:
A. Isolated units may not be redeployed.
B. Ground units which are partially supplied or subject to an army oil effect may not be NRed.
C. Partisans and associated minor country units may not be redeployed.
28.23 REDEPLOYMENTS RESTRICTED TO CONTROLLED, SUPPLIED HEXES: Units being redeployed may only enter or pass through controlled, fully or partially supplied hexes, including those subject to oil effects (EXCEPTION: Air units may fly over unsupplied hexes). Per A3R Rule 29.61F, air units may not SR into partially supplied cities or hexes with air base counters, and naval units may not SR into partially supplied ports.  In a multi-player game, units may be redeployed over hexes controlled by an alliance or coalition partner if the partner consents.
28.24 REDEPLOYMENTS TO NEWLY ACQUIRED HEXES PERMITTED: Subject to the restrictions of Rule 28.23, units may redeploy into and through hexes acquired during the preceding movement or combat phase if the hexes are fully or partially supplied during post-combat supply determination.
28.25 REDEPLOYMENTS NEXT TO ENEMY COUNTERS PROHIBITED: The redeployment of a ground, air, naval or SW unit may not begin, end or pass adjacent to an enemy ground, air, naval or SW unit, partisan, airbase counter, rocket base, bridgehead, port counter, railhead, fortress, fortification, or IC, except as allowed by. This prohibition applies to the flight path of air units between air bases. 
28.26 WHEN REDEPLOYMENTS NEXT TO ENEMY COUNTERS PERMITTED: A unit may redeploy from, through or into a hex adjacent to an enemy counter if:
A. The "enemy" major power is neutral, and therefore not at war, with the alliance redeploying the unit.
B. The enemy unit in the adjacent hex could not enter the redeployment hex for political reasons, such as when the redeployment is through neutral hexes, as permitted by certain diplomatic results.
C. The enemy counter is separated from the adjacent hex by water, including a hex connected by a crossing arrow. Lakes are sufficient to separate hexes; rivers are not.
D. Into or out of Gibraltar, regardless of the presence of enemy units in hex Z8.
28.27 NRs: Units being redeployed by sea may pass by or through hexes containing enemy units (EXCEPTIONS: Gibraltar, the Turkish Straits, Copenhagen and the Skagerrak, the Strait of Malacca, the Sunda Strait, the Suez canal), but they may not begin or end the sea portion of their redeployment in a port adjacent to an enemy counter (EXCEPTION: Gibraltar):.
28.28 STACKING LIMITS: Stacking limits apply at the end of the redeployment phase, but do not apply at the end of the various segments within the redeployment phase.
A3R Consideration – East Front Winters:  German and Italian SRs may be affected by East Front winters, per A3R Rules 20.11 and 20.12.  TRs are not affected.

28.3 REDEPLOYMENT MECHANICS:
28.31 SEQUENCE:
28.311 TRs: All eligible units may TR prior to NRs and SRs.
28.312 SRs PRIOR TO NRs: Once all initial TRs are completed, eligible units may SR to ports in order to NR. Units which are not being NRed may not be SRed until after NRs are completed.
28.313 NRs: Eligible units may NR. All NRs, including sea escort, are announced to the opponent at the same time, then are conducted in the order desired by the moving player. Air and naval units which have been NRed, or which are committed to being NRed, may not be used to defend the NR of other units in the same redeployment phase. 

Naval units which are NRed together fight together if intercepted. The TR of an air unit does not impair its ability to defend the NR of naval units later in the same redeployment phase, nor does this restriction prevent air units from being SRed after participating in naval combat arising out of the interception of an NR during the same redeployment phase. Air units which are SRed prior to being NRed may not defend NRs.

28.314 SRs: Once all NRs are completed, eligible units may SR, including units in objective ports which SRed prior to being NRed.
28.315 ADDITIONAL TRs: Once all NRs and SRs are completed, units which NRed or SRed may TR again.
28.32 SEPARATE NRs TO DIFFERENT BASES: NRs to the same destination base, even if they originated in different locations, may be made simultaneously for protection against enemy interception. Likewise, NRs to different destinations may benefit from mutual protection along portions of their path where they traverse the same sea hexes. (Note that the previous sentence is a “house rule” and differs from the official AWAW rule).
28.321 GROUND UNITS: Ground units may not cross any all-water hexside during redeployment without sea escort or air transport (EXCEPTIONS: Rivers and crossing arrows).
28.33 ICs: ICs may not be redeployed.
28.34 AIR UNITS:
28.341 CHAIN OF BASES REQUIRED UNLESS SEA ESCORTED: Air units may redeploy from an unsupplied air base, but only to or through a fully supplied air base, including those subject to air oil effects. The basing capacity of intermediate bases is irrelevant. Air units may redeploy over water by tracing a path of no more than eight (Europe) or six (Pacific) hexes from a controlled air base to a fully supplied, controlled air base on the far shore or by the use of sea escort for naval redeployment. TRs are limited to eight (Europe) or six (Pacific) hexes; air units may SR more than eight (Europe) or six (Pacific) hexes total by using a chain of fully supplied air bases. For naval air units, this required chain of air bases may include fully or partially supplied, controlled one-hex islands, and the air bases involved may be no more than six hexes apart in either theater. Air bases controlled by an alliance or coalition partner may be used unless prohibited by a cooperation restriction or lack of consent in a multi-player game.
28.342 STATUS OF HEXES OVER WHICH AIR UNITS REDEPLOY: Air units may redeploy over unsupplied hexes and partial land-sea hexes if the land portion is under friendly control or if the land portion is under neutral control and the air units do not cross any all-land hexsides. Air units may not redeploy over hexes which are completely under enemy or neutral control, or over land-sea hexes if the land portion is under enemy control.
28.343 REDEPLOYMENT TO OR FROM CARRIERS AT SEA PROHIBITED: NAS may not redeploy to or from a fast carrier which is at sea being NRed.
28.35 AIRBASES AND ROCKET BASES:  Neither airbases nor rocket bases may be redeployed.

28.4 TACTICAL REDEPLOYMENTS:
28.41 NORMAL MOVEMENT RESTRICTIONS APPLY: Normal movement restrictions apply to TRs. 
28.42 OFFENSIVE OPERATIONS PROHIBITED: Ground units which are TRing may not conduct offensive operations associated with movement (overruns, sea transport) during the redeployment phase.
28.43 ALL ELIGIBLE UNITS MAY TR: All, some or none of an alliance's ground and air units may TR, provided they are otherwise eligible to do so. 
28.44 TRs NOT RESTRICTED BY FRONT BOUNDARIES: Ground and air units may TR across front boundaries.
28.45 TRs OFF THE BOARD: TRs onto or off the board are permitted only into or out of the Australia, India and Urals boxes.
28.46 AIR REMAINS INVERTED: Air units which were used during their player turn and then TR remain inverted during the next opposing player turn.

28.5 NAVAL REDEPLOYMENTS:
28.51 RESTRICTIONS ON NRs:
28.511 LOCATION: A unit may only NR if it begins the NR segment of the redeployment phase in a port, one-hex island, or mapboard box.
28.512 SUPPLY: Naval units, transports and ASW may redeploy from an unsupplied port but only to and through fully supplied ports or a mapboard box.
28.513 FRONT CROSSING RESTRICTIONS: Use normal A3R rules for this.  
28.514 GEOGRAPHICAL RESTRICTIONS: NRs are subject to the following geographical restrictions:
A. CROSSING ARROW STRAITS: Both land sides of the strait must be under friendly control. Control by a neutral is insufficient.
B. GIBRALTAR (AA7): Naval units may NR through the strait of Gibraltar only if Gibraltar is under friendly control (EXCEPTION: Submarines). Allied control of Gibraltar after a British surrender thus prohibits the redeployment of Axis fleets through the strait of Gibraltar. Hostile forces in any other hex adjacent to the strait (including AA9 and BB8) do not prevent NR into or through Gibraltar, so long as Gibraltar itself is controlled. Sea escort into and out of Gibraltar is similarly permitted.
C. TURKISH STRAITS: Naval units may NR through the Turkish straits only if all four hexes adjacent to the crossing arrows are under friendly control. 
D. SKAGERRAK (E33, F33): NRs through the Skagerrak are permitted only if the land portions of hexes E33 and F33 are under friendly or neutral control. 
E. KATTEGAT (H32, H33): NRs through the Kattegat are permitted only if Copenhagen and H33 are under friendly or neutral control.
F. GULF OF FINLAND (D41, E41): Naval units may NR to and from Leningrad only if Helsinki (D41) and Tallinn (E41) are under friendly or neutral control.
G. GULF OF RIGA (G39, F40): Naval units may NR to and from Parnu (F40) only if Saare (F39), the one-hex island off the coast of Estonia, is under friendly control 
H. STRAIT OF OTRANTO (AA25, AA26): Naval units may NR through the strait of Otranto only if Brindisi (AA25) and Durazzo (AA26) are under friendly control 
I. SUEZ CANAL: Naval units may NR through the Suez canal only if all the land hexes adjacent to the canal are under friendly control. 
28.52 INTERCEPTION OF NRs:
28.521 INTERCEPTION PERMITTED: Units which NR are subject to attack and interception as set out below.
28.522 INTERCEPTION RESOLVED NORMALLY: NRs may be attacked by uninverted enemy air units and intercepted by uninverted enemy naval units. NRs to and from mapboard boxes may only be attacked and intercepted in on-board sea hexes. The redeploying player may attempt counter-interceptions of intercepting enemy naval units. Naval combat is resolved normally.
28.523 EFFECT OF INTERCEPTION: If naval units which are NRing or conducting sea escort win their engagement with intercepting enemy naval forces, the NR or sea escort succeeds or returns to port, at the moving player's option. If they lose the engagement, or if the redeploying player aborts the NR, the redeployment fails and the naval units involved return to their base of origin, as do any surviving ground or air units which were being sea escorted. Ground and air units may then be SRed or TRed elsewhere, but such units may not be sea escorted further in that redeployment phase. Naval units involved in a failed redeployment end their turn in their base of origin. If a failed redeployment results in the overstacking of any type of unit in the base of origin and that overstacking is not remedied by the end of the redeployment phase, the excess units are eliminated.
28.53 INTERCEPTION OF NRs TO AND FROM MAPBOARD BOXES: Air attacks on and naval interception of NRs to and from mapboard boxes are carried out as follows:
28.531 For NRs onto the mapboard, the redeploying player traces a path from the edge of the mapboard to the destination hex. Any enemy air attacks and naval interception must take place between the selected map-edge hex(es) and the destination, inclusive. For NRs to a mapboard box, the redeploying player traces a path from the port of origin to the edge of the mapboard. Any enemy air attacks and naval interception must take place between the port of origin and the edge of the mapboard, inclusive.
28.532 Naval units in an SW box may be counted toward the defense of any redeployment using transports in that SW box. Naval units in an SW box may protect a redeployment through that SW box even if they engaged enemy forces earlier that turn while protecting sea supply through that SW box.
28.533 Redeployments to the same destination may be protected as a single redeployment. Redeployments to more than one base must be protected separately, with the redeploying player indicating which naval units in an SW box will protect which redeployments before enemy air and naval interceptions are announced.
28.534 After naval combat is resolved, surviving undamaged naval units that were in the SW box remain in the SW box. Damaged naval units immediately return to any eligible base or mapboard box. 
28.54 ADDITIONAL REDEPLOYMENTS: Units which NR, including failed NRs, may also SR and/or TR if eligible to do so. 

28.6 STRATEGIC REDEPLOYMENTS:
28.61 TIMING: SRs are conducted during the SR segment of the redeployment phase, following the completion of NRs (EXCEPTION: Units which attempt to NR may SR prior to NRs).
28.62 RESTRICTIONS: SRs are subject to the following restrictions:
A. ORIGIN AND DESTINATION: Units which SR must begin and end their SR in an objective or mapboard box controlled by their alliance faction. The origin and destination of an SR must be different; a unit may not notionally SR in order to then TR.
B. PATH AND DISTANCE: Units which SR, trace a path, subject to the normal restrictions on redeployments from one SR node to another, regardless of the distance involved. Air units which SR must have a chain of air bases between SR nodes. 
D. CAPACITY PER OBJECTIVE: Each turn up to two ground units and five air factors may be SRed into each objective. Similarly, each turn up to two ground units and five air factors may be SRed from each objective. These limits apply independently; an objective may send and receive SRing units in the same turn. Each flak factor is considered to be one ground unit when determining SR limits. 

There is no limit on the number of units which may SR into or out of a mapboard box, other than the national limits and the number of objectives at the other end of the SR. 

28.63 RUSSIAN WINTER EFFECTS: See A3R Rules 20.11 and 20.12.

28.64 ADDITIONAL REDEPLOYMENTS: Units which SR may TR from their destination objective. 

28.65 RAILHEADS (optional rule):

28.651 REPRESENTATION:  In A3R, railheads will be represented using French bridgehead counters or (if available in the gaming system) railhead counters.

28.651 CONSTRUCTION: Railheads may be constructed by Germany, Italy, Japan, Russia, Britain and the U.S. during the unit construction phase. France, China and minor countries may not construct railheads.
28.652 COST: A major power must spend five BRPs to construct a railhead.
28.653 ELIGIBLE HEXES: Railheads may be built only in fully supplied (supply from a Russian IC is not sufficient) non-objective cities controlled by the constructing major power at the start of its player turn.
28.654 RESTRICTIONS: Railhead construction is subject to the following restrictions:
A. Only one railhead may be built in each hex.
B. Railheads may not be built in an enemy ZoC.
C. Railheads may not be built in areas currently subject to a "5" or worse winter result. Winter preparation may offset this effect.
D. Each alliance faction may construct only one railhead per turn.
28.655 EFFECTS:
A. SRs: A hex containing a railhead counter is treated as an objective for SR purposes.
B. ATTRITION OCCUPATION: Hexes containing railhead counters may not be selected for attrition occupation.
C. GROUND COMBAT: Infantry and replacement units defending in railheads are not subject to a negative DM when attacked by exploiting armor or when subject to a "4" or higher winter effect.  
28.656 PERMANENCY: Railheads may not be moved or destroyed once built. Captured railheads may be used by the side which controls them. Railheads which are isolated remain in play.


28.7 RUSSIAN-WA SR RESTRICTIONS:  The SR restrictions defined in A3R Rule 50.5 are extended to include ground units.  Thus, Russian ground units cannot SR using Western Allied objectives and railheads, and vice versa.
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Appendix G – Effects of Fortifications

32.2 EFFECTS OF FORTIFICATIONS:
32.21 COMBAT:
A. Ground units defending in a hex containing an omni directional fortification receive a +1 DM.
B. Ground units defending in a hex containing an omni directional fortress receive a +2 DM.
C. Western Allied ground units defending in Maginot hexes against attacks from units in hexes faced by their fortifications or airdrops receive a +2 DM, but receive no benefit from their fortifications if any enemy units attack from the rear.
D. Axis ground units defending in West Wall hexes against attacks from units in hexes faced by their fortifications or airdrops receive a +1 DM, but receive no benefit from their fortifications if any enemy units attack from the rear.

· If research results so permit (7-8), an omni directional fortification may be constructed in a West Wall hex, thereby replacing the West Wall fortification and providing a +1 DM against attack from any direction.  

Fortifications

(Germany)

Results:

1-3
No effect

4-5
[+1]

6
The West Wall hexes become west-facing fortifications. [+2]

7-8
In addition to a "6" result, Germany may construct one fortification per turn in any Axis-controlled hex at a cost of 5 BRPs per fortification. [+3]

9+
*In addition to a "7-8" result, the five West Wall hexes can be upgraded, at the rate of from 1 to 5 hexes per turn, to omni-directional fortifications.  This upgrade costs 5 BRPs per upgraded hex.  West Wall hexes can be upgraded in the same turn in which Germany creates a fortification per the 7-8 result.
 

Example:  Germany has achieved a "9+" result for fortifications.  In Spring 1944 Germany elects to fortify Berlin, at a cost of 5 BRPs.  Germany also upgrades 3 of the West Wall hexes to omni-directional fortifications, for an additional cost of 15 BRPs.

32.22 ATTRITION:
32.221 Ground units may not attrition across a fortified enemy hexside, even if the defensive value of the fortification has been negated by isolation (EXCEPTION: Units which engage in attrition combat against Maginot and West Wall hexes across unfortified hexsides). Ground units may attrition across their own fortified hexsides.
32.23 ZoCs:
32.231 ZoCs extend out of, but not into, hexes across fortified hexsides.
32.24 SUPPLY:
32.241 Ground units in fortifications and fortresses are not eliminated by isolation. 

32.242 The positive DM from a fortification or fortress is reduced by one each turn in which the fortification or fortress fails to receive full supply until the defensive value of the fortification or fortress is negated.
32.243 Fully or partially supplied ground units in a besieged fortification or fortress defend normally, taking into account any reduction in the DM of the fortification or fortress This situation may arise in one of several ways:
A. The besieged hex contains a limited supply source.
B. Ground units in the besieged hex receive partial supply from a limited supply source in another hex.
C. A fully or partially supplied ground unit enters the besieged hex.
32.244 Isolated ground units in a fortified hex are not eliminated, but incur a -1 DM for each turn their hex has failed to receive full supply. Once the defensive value of a fortification or fortress is negated, the DM of a fortified hex continues to decrease by -1 each turn, until all isolated ground units in the hex defend at face value.
32.245 Supply from an IC or other unlimited supply source in the fortified hex itself is sufficient to counter the effects of a siege.
32.246 If full supply to the fortified hex is re-established, the defensive value of the fortification or fortress is immediately restored.
32.247 Isolated fortifications and fortresses, while weakened against enemy attacks, may not be captured by attrition and are not penetrated by enemy ZoCs during a siege.
32.248 Submarines may operate without impairment out of an isolated port containing a fortification or fortress until the effects of isolation have negated the defensive value of the fortification or fortress and started to reduce the other DMs of the hex (one and two turns, respectively)
EXAMPLE: The Axis cut sea supply to Malta in Spring 1942. Malta's DM is reduced from its normal +4 to +3 for the Axis Summer 1942 player turn. Unless full supply were restored, Malta's DM would drop to +2 for the Axis Fall 1942 player turn and +1 for the Axis Winter 1942 player turn, although the Allied units would receive an additional +1 DM against an Axis seaborne invasion. If the Axis invaded Malta in their Winter 1942 player turn, the Allied units in Malta would defend with a +2 DM.
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37.7 USE OF ICs FOR SUPPLY:
37.71 USING ICs FOR SUPPLY: Russian-controlled ICs may be used as unlimited supply sources for Russian and Russian minor country units in them only. The use of ICs for this purpose is announced by the Russian player during initial supply determination.
37.711 EFFECT ON IC: If an IC is used for supply, the value of the IC so used is reduced by five BRPs. The Russian BRP level is immediately reduced by five BRPs. If an IC's BRP value is reduced to zero, it is eliminated. ICs which have had their BRP value reduced may regain their value at the rate of five BRPs per year if fully supplied in a subsequent YSS.
37.712 EFFECT ON UNITS: If an IC is used for supply, Russian and Russian minor country units in the hex occupied by the IC are fully supplied and suffer no oil effects.
37.72 INSUFFICIENT FOR UNIT CONSTRUCTION: Russian units may not be constructed in ICs which are unable to trace full supply from the eastern edge of the mapboard.
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30.2 SUPPLY SOURCES:

30.21 UNLIMITED AND LIMITED SUPPLY SOURCES: The type of supply which a supply source provides depends on whether it is an unlimited or limited supply source. Unlimited supply sources provide full supply; limited supply sources provide partial supply.
30.211 SUPPLY CAPACITY: A supply source may supply any number of units and hexes, unless expressly limited to supplying units only in its hex.

30.22 UNLIMITED SUPPLY SOURCES:

30.221 An unlimited supply source is capable of supplying all types of units.

30.222 EUROPEAN AXIS:
A. Berlin and Rome are unlimited supply sources for all German, Italian and Axis minor country units, even if Italy is neutral.
B. Each undamaged synthetic oil plant is an unlimited supply source for all German, Italian and Axis minor country units.

30.224 WESTERN ALLIES:

A. London and Paris are unlimited Western Allied supply sources.
B. The U.S., South Africa, and Indian boxes are unlimited Western Allied supply sources. Supply may be traced from these boxes. Sea supply may be traced from the U.S. box to western Europe even if the U.S. is not at war with the Axis, although it may then only be protected by British and French naval units. Sea supply may be traced from the South Africa or India boxes only through the Indian Ocean to Suez, Basra, or Abadan.  (Incorporated AWAW Rule C, regarding India Box, into Rule B).
IMPLICATION.  Because Suez and Basra are no longer full supply sources, A3R Rule 19.35 is amended to permit infantry/replacement unit construction in those cities, only if full supply can be traced to them.
30.225 RUSSIA:

A. The Urals box is an unlimited Russian supply source.

B. Moscow is an unlimited Russian supply source.
C. Supply may be traced from the Urals box onto the European mapboard through the Russian hexes along the eastern edge of the European mapboard, as far north as A62 and as far south as Z53, and through the Persian hexes on the eastern edge of the European mapboard if they are under Allied control and the Persian BRP route is open.

E. Russian-controlled ICs may be used as unlimited supply sources to offset the effects of isolation for Russian and Russian minor country units in their hex only. Each turn an IC is used as a supply source, it is reduced in value by five BRPs. If an IC's BRP value is reduced to zero, it is eliminated. If supply is  restored to an IC, it is increased by five BRPs per year until reaching the current IC BRP value. 

30.23 MAJOR POWER CAPITALS: Berlin, Rome, Paris, Moscow and London cease to act as unlimited supply sources if Germany, Italy, France, Russia or Britain is conquered. If Britain surrenders and reenters the war, London remains a limited supply source even if under British control. If Russia surrenders and reenters the war, Moscow remains a limited supply source even if under Russian control.
30.24 MINOR POWER CAPITALS: An unconquered minor country capital is an unlimited supply source for all the units of that minor country, but is only a limited supply source for units belonging to other countries, including a major power ally or conqueror.
30.25 BRIDGEHEADS: A bridgehead placed by seaborne invasion is an unlimited supply source during post-combat supply determination of the player turn in which it is placed. Bridgeheads do not act as supply sources in subsequent turns, although a sea supply line may be traced into land hexes through a bridgehead 

30.26 LIMITED SUPPLY SOURCES: 


30.261 ONLY INFANTRY COMPONENT OF GROUND UNITS SUPPLIED: A limited supply source only supplies the infantry component of ground units. A limited supply source does not provide supply to air and naval units or the mechanized or airborne portion of ground units. 

30.262 NON-CAPITAL MAJOR POWER OBJECTIVES:
A. EUROPEAN AXIS: Breslau, Cologne, Essen, Leipzig, Genoa and Milan are limited European Axis supply sources. 
B. WESTERN ALLIES: Birmingham, Manchester, Lyon and Marseilles are limited Western Allied supply sources.
30.263 CONQUERED MAJOR POWER CAPITALS: Berlin, Rome, Paris, Moscow and London are limited supply sources once Germany, Italy, France, Russia and Britain are conquered. If a capital is enemy-controlled, but the country itself has not yet surrendered, the capital provides supply to neither side.
30.264 MINOR COUNTRY CAPITALS: A minor country capital is a limited supply source for the major power to which it is associated or allied, or which otherwise controls it. A minor country capital may supply all minor countries controlled by that major power and all allied major powers and their minor countries, subject to cooperation restrictions.
30.265 COLONIAL CAPITALS: A colonial capital (Europe: Al Kuwait, Algiers, Amman, Baghdad, Cairo, Damascus, Jerusalem, Rabat, Tangier, Tirane, Tripoli, Tunis) is a limited supply source for units of the major power which controls it, all minor countries controlled by that major power and all allied major powers and their minor countries. Neutral Vichy colonial capitals are Axis limited supply sources only if under Axis control. Kiev is a limited supply source only if the Ukraine is associated to or allied with Germany.
30.27 SUPPLY SOURCES FOR SINGLE HEXES: Where a hex is a supply source only for the units in that hex, those units may move out of the hex once their supply status has been determined.
EXAMPLE: Ground units which begin their turn in Russian ICs may move out of such hexes, but units which were not otherwise supplied may not move into such hexes to improve their supply status or draw supply from such hexes.

30.28 FORTS: Fortresses and fortifications are not supply sources, but they prevent the elimination of isolated ground units in them 

30.29 RESTRICTIONS ON SUPPLY SOURCES:
30.291 WESTERN ALLIED AND RUSSIAN SUPPLY SOURCES: Western Allied units may not be supplied from Russian supply sources, and vice versa. This prohibition extends to colonies and minor countries associated with, allied to or otherwise controlled by the Western Allies and Russia.
30.292 AXIS SUPPLY FROM RUSSIAN SUPPLY SOURCES: Axis units may not draw supply from captured ICs. Other Russian supply sources, such as minor country capitals controlled by Russia, become Axis supply sources once they come under Axis control.
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58.1 DETERMINING FRENCH SURRENDER
58.2 FRENCH SURRENDER LEVEL
58.3 ESTABLISHMENT OF VICHY FRANCE
58.4 HEXES
58.5 FRENCH MINOR COUNTRIES AND COLONIES 
58.6 VICHY AND FREE FRENCH FORCES
58.7 ALLIED AND AXIS INTERACTIONS WITH VICHY
58.8 MODIFIERS TO THE VICHY FRANCE DIPLOMATIC TABLE

58.1 DETERMINING FRENCH SURRENDER:
58.11 WHEN FRANCE SURRENDERS: France surrenders at the end of the Allied player turn if:
A. Paris is controlled by the Axis; or
B. France voluntarily surrenders when it would not otherwise do so. France may not voluntarily surrender until Fall 1940 or later.
58.12 TIMING: The French surrender is resolved at the end of the Allied player turn in which Paris is controlled by the Axis or France voluntarily surrenders, although the French player turn effectively ends after Allied post-combat phase adjustments for that player turn are completed; French forces may be eliminated due to isolation, but no French units may be constructed or redeployed.

58.2 FRENCH SURRENDER LEVEL:
58.21 CALCULATING THE FRENCH SURRENDER LEVEL: The French surrender level is the key modifier for determining the size of Vichy and Free French forces and the political alignment of the French colonies. If France voluntarily surrenders (58.11B), the French surrender level is automatically +1. Otherwise the French surrender level is the cumulative total of the following modifiers (positive modifiers favor the Axis):
A. TERRITORY: +2 for Axis control of Paris; +1 for Axis control of Lyon, Marseilles: (+1 for each); -1 for each European objective under French control other than Lyon and Marseilles.
B. FRENCH GROUND UNITS: -1 for every ten French ground factors in France (round up) at the end of the Allied combat phase when France surrenders, after removing units eliminated due to isolation. No French unit construction is permitted prior to making this calculation. French air units are ignored.
C. FRENCH FLEET: +1 for every three naval factors the French fleet is below 27 fleet factors

D. TURN OF SURRENDER: Spring 1940 or earlier: +2; Summer 1940: no modifier; Fall 1940: -2; Winter 1940 or later: -4.
E. DPs: Axis and Western Allied DPs placed in France, as reduced by covert operations.
F. ANGLO-FRENCH COOPERATION RESEARCH RESULT: -1 if the Western Allies achieved a "7+" Anglo-French cooperation research result.
EXAMPLE: France falls (+2 for Paris) in Fall 1940 (-2 for the turn), the Axis control Marseilles (+1), and France has 18 ground factors in France (-2). The French surrender level is -1, unless modified by DPs and covert operations.
58.22 MAXIMUM FRENCH SURRENDER LEVEL: The French surrender level may never exceed +/-3. A French surrender level which is greater than +3 or less than -3 is treated as +3 or -3, respectively, for all purposes.

58.3 ESTABLISHMENT OF VICHY FRANCE:
58.31 AXIS OPTION: Once the French surrender level is determined at the end of the Allied player turn, the Axis player has the option of establishing Vichy France (EXCEPTION: Vichy France may not be established if France surrenders after the U.S. and Germany are at war):
A. VICHY FRANCE ESTABLISHED: If the Axis player establishes Vichy France, the southern part of France and Corsica become a neutral minor country (Vichy France).
B. VICHY FRANCE NOT ESTABLISHED: If the Axis player does not establish Vichy France, the Axis gain control of all hexes in France and Corsica.  They do not gain the BRPs of those colonies which would have otherwise been Vichy (58.532).

58.4 HEXES:
Considerations regarding hex control upon the fall of France and the formation of Vichy France is per A3R Rules 47.62.


58.5 FRENCH MINOR COUNTRIES AND COLONIES:
58.51 MINOR COUNTRIES: All French minor allies and associated minor countries become British minor allies and associated minor countries.
58.52 FRENCH CONQUESTS: French conquests and other French-controlled hexes become Axis-controlled unless they are occupied by a British ground unit or are able to trace a land supply route to a Free French colony and are closer to the Free French colony than to Vichy France or a Vichy colony. 

58.53 FRENCH COLONIES:
58.531 After Germany has announced whether or not it is establishing Vichy France, the political alignment of the French colonies is determined by one die roll for Lebanon-Syria and one die roll for Tunisia-Algeria-Morocco. The die roll for the French colonies is modified by the French surrender level and by +3 if Vichy France was established:
A. French colonies become Free French on a modified die roll of 3 or lower. Britain receives the prorated BRPs for Free French colonies at the start of the next Allied player turn. All Free French colonial hexes become British-controlled, with the exception of Axis-controlled hexes, which remain under Axis control.
B. French colonies become Vichy French on a modified die roll of 4 or higher.
58.532 If Vichy France was not established, each French colony which would otherwise have become Vichy overthrows its colonial administration and becomes an independent, neutral minor country with a force pool consisting of one 2-3 infantry unit, which is placed in its capital. These newly formed minor countries may only be attacked after a declaration of war costing 10 BRPs, with its attendant effect on the USAT level. Allied forces which are in former French colonies at the end of the Allied player turn in which France surrenders are eliminated. Axis units in a former French colony at the start of the Axis player turn immediately following the French surrender are considered to be in at least partial supply during that Axis player turn and, unless the Axis declare war on the former French colony, must leave the former French colony by the end of that Axis player turn, may not make any attacks while still in the former French colony and are eliminated if they fail to leave. 
58.533 French colonies controlled by the Axis when France surrenders are unaffected by the French colonial die rolls. They are treated as Axis conquests until captured by the Allies.
58.534 French colonies controlled by Britain when France surrenders are unaffected by the French colonial die rolls. Such colonies become Free French. This may occur only if a French colony were conquered by the Axis and reconquered by Britain prior to the fall of France.

58.6 VICHY AND FREE FRENCH FORCES:
58.61 FRENCH FORCES REMOVED FROM BOARD: Once the political alignment of the French colonies is established, the French fleet and French ground and air units in Free French colonies and British-controlled hexes remain on the board. All other French ground and air units are removed from the board. Free French and Vichy France forces are then established.
58.611 FREE FRENCH HAVE PRIORITY: The Allied player selects the composition of any Free French forces before the Axis player selects the composition of the Vichy French forces.
58.612 FRENCH FORCES TABLES: In the Free French and Vichy France Forces Tables, infantry, air, and naval force levels are listed in factors; armor force levels are listed by unit.
58.62 FREE FRENCH FORCES:
58.621 LEVEL OF FREE FRENCH FORCES: The level of Free French forces is set as detailed in the Free French Forces table:
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	Free French Forces Table

	
	Vichy France Established
	Vichy France Not Established

	
	Army
	Air
	Naval
	Army
	Air
	Naval

	FSL
	Inf
	3-5
	AF
	FF
	Inf
	3-5
	AF
	FF

	+3
	-
	-
	-
	-
	3
	-
	-
	-

	+2
	1
	-
	-
	-
	6
	-
	-
	2

	+1
	2
	-
	-
	-
	6
	-
	1
	5

	0
	3
	-
	-
	-
	6
	-
	2
	7

	-1
	6
	-
	-
	2
	9
	-
	2
	10

	-2
	6
	-
	1
	5
	12
	-
	2
	12

	-3
	6
	-
	2
	7
	9
	1
	2
	14

	Explanation:  The French Surrender Level (FSL) and whether or not Vichy France was established determines the level of the Free French forces.


58.622 REDUCTION IN FREE FRENCH FORCES IF VICHY FRANCE ESTABLISHED: If Germany established Vichy France, the level of Free French forces is less than if Vichy France was not established.
58.623 PLACEMENT OF FREE FRENCH FORCES: The British player may select all, some or none of the French units in Free French colonies and in British-controlled hexes as Free French forces (maximum selections are limited to the level determined by the Free French Forces Table). French units in these areas which are not selected are removed from play. If additional Free French units are required, the British player then adds the necessary French ground and air units, unbuilt, to the British force pool as Free French forces. See 58.64 for the placement of Free French naval units.
58.624 STATUS OF FREE FRENCH UNITS: Free French units are treated as British units for all purposes but retain their air and fleet nationality modifiers.  Britain pays for offensive operations involving Free French forces and may construct Free French units in Britain. Objective hexes controlled by Free French units count as British-controlled objectives.
58.63 VICHY FRANCE:
58.631 LEVEL OF VICHY FRANCE FORCES: The level of Vichy France forces is set as detailed in the Vichy France Forces table:

	Vichy France Forces Table

	
	Army
	Air
	Naval

	FSL
	Inf
	3-5
	AF
	FF

	+3
	12
	1
	3
	14

	+2
	15
	-
	3
	12

	+1
	12
	-
	3
	10

	0
	12
	-
	2
	7

	-1
	12
	-
	1
	5

	-2
	12
	-
	-
	2

	-3
	10
	-
	-
	-

	Explanation: The French Surrender Level (FSL) determines the level of the Vichy French forces.  If Vichy France is not established, there are no Vichy French forces.
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58.632 PLACEMENT OF VICHY FORCES: One Vichy 2-3 infantry unit must be placed and remain in Vichy city and in the capital of each Vichy French colony until Vichy France associates or allies with one side or the other (EXCEPTIONS: Vichy infantry units in French colonial capitals may be sent to Russia after a "5-6", "7" or "8" diplomatic result for Vichy France; Vichy units in French colonies which become Free French after Vichy deactivation may move freely). The remaining Vichy French ground and air forces are placed in Vichy France. See 58.64 for the placement of Vichy France naval units.

58.64 THE FRENCH FLEET:
58.641 ALLOCATION OF FRENCH NAVAL UNITS: French naval units remain at their bases when France surrenders. If there are too few French naval units based in British-controlled ports to make up the Free French navy (58.621), the required number of French naval units based in Axis-controlled or neutral French colony ports move to any British-controlled port(s) within range with the basing capacity to receive them, but may be intercepted by Axis air and naval units as they do so. Similarly, if there are too few French naval units based in Vichy French-controlled ports to make up the Vichy navy (58.631), the required number of French naval units based in British-controlled ports move without impediment to any Vichy-controlled port.
58.642 FREE FRENCH AND VICHY FRANCE FLEETS LIMITED BY EXISTING UNITS: The size of the Vichy and Free French fleets is limited by the size of the French fleet when France surrenders. 

58.7 ALLIED AND AXIS INTERACTIONS WITH VICHY (optional custom rule)
58.71 VICHY FRANCE AS A NEUTRAL COUNTRY: Vichy France is a neutral minor country whose hexes are controlled by neither side.   

58.72 AXIS-VICHY INTERACTION.  Axis forces cannot move through, nor trace supply through, Vichy or a Vichy colony without declaring war on Vichy.  The Axis cannot declare war on Vichy until the Axis and the US are at war.  Upon such a DoW, all Vichy forces in France and Corsica are removed from the board, and Germany is deemed to have controlled (and supplied) all such hexes from the start of the DoW turn.  All Vichy colony hexes are considered to be controlled by (but not supplied by) the Axis from the beginning of the DoW turn.  Should a colony’s capital not be controlled by the Axis at the end of the Axis DoW turn, all Vichy forces in that colony become Free French and all hexes not controlled by the Axis per regular hex control rules become Allied-controlled.

58.73  ALLIED-VICHY INTERACTION.  The Allies can declare war on Vichy at any time.  An Allied declaration of war on Vichy is treated the same as a DoW on any other minor country.

The Allies can declare war on an individual Vichy colony, at a cost of 10 BRPs.  Such DoW does not trigger a USAT change.  The colonial forces cannot be reinforced by other Vichy forces – with respect to Vichy, the colony fights alone.  A Vichy DRM of +1 is accrued for every such colonial DoW.  Further, Germany can make a Vichy reaction roll during its next diplomatic phase.  The modifier for the current Allied colonial attack is not considered during this reaction roll.

58.8 VICHY FRANCE DIPLOMATIC TABLE MODIFIERS

Add the following modifiers to the Vichy France diplomatic table, if the French surrender rules presented in this Appendix are used:
+1
For a French surrender level greater than “0”
-1
For a French surrender level less than “0”

Remove the following modifier from the Vichy France diplomatic table, if the French surrender rules presented in this Appendix are used:

+1
If an “8+” result for France occurred
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Appendix K – Weather
Winter Effects
We are adopting AWAW’s 12-level table, which is provided below:
	Winter Table – 34.41 (with some mods)

	0
	No effect

	1
	Movement of armor units during exploitation reduced by 1

	2
	Movement of armor units during exploitation reduced by 2

	3
	Movement of armor units during exploitation reduced by 3; overruns and airdrops prohibited

	4
	Movement of armor units during exploitation reduced by 4

	5
	Movement of armor units during exploitation reduced by 5.  Fortifications and railheads may not be constructed.

	6
	Exploitation is prohibited

	7
	CTL reduced by 1.  Infantry units and replacements are subject to a -1 DRM unless defending in a capital, objective hex, IC, bridgehead, or railhead.

	8
	Air nationality DRM reduced by one

	9
	Ground attacks against non-partisan units and offensive air operations are prohibited.  Defensive air support is restricted to the hex in which the air factors are based.

	10
	Enemy units must expend only one, not two, movement factors to leave the ZoC of armor units

	11
	Armor units are treated as infantry units.

	Modifiers

	+5
	Winter turns in the Russian winter zone

	-#
	If the Axis did not exploit or conduct any offensive air operations in the Russian winter zone in the Fall turn, the Axis winter preparation level is increased for the ensuring winter turn (+1 prep level for each, +2 prep level for both)

	Explanation:  Each level of winter effects includes all the effects of all lower results.  The modifiers for Axis exploitation and offensive air operations apply only in the Russian winter zone.

The “Russian winter zone” is the area of the Eastern Front east of the Nazi-Soviet Pact line + Finland

	Winter preparation: Winter effects are reduced by winter preparation.  The starting winter preparation levels are:  Russia, Finland, Sweden, and partisans, 6.  Others: 0.

	Attrition combat:  The difference in winter preparation levels modifies attrition die rolls (+/-1 for each level).  

Russian attritions in the Russian winter zone permit the Russian player some control over attrition results (Appendix C, Rule 14.521). 

	Offensive operations in the Russian winter zone:  For every Axis winter effect level below “9”, the Axis may make one ground attack of any size, use 15 or more air factors for offensive operations, or, if permitted by a winter result of “5” or less, exploit from one breakthrough hex.  Overruns, ground attacks on partisans and the use of up to 14 air factors do not count.

	Exploitation:  Exploiting armor units may always move at least one hex (exception:  overruns)

	To determine Winter Level in the Russian Winter Zone:  Roll one die, subject to the above modifiers

	Automatic winter levels:

	6
	Eastern Front west of the Nazi-Soviet Pact line, less Finland

	6
	Western Front

	4
	Mediterranean Front hexes in continental Europe


Winter Preparation

In addition to the starting levels shown in Table 34.41, we have the following:

· In a game using the research rules, the Winter preparation project is available to both the Axis and the Western Allies

· The Western Allies accrue one additional winter preparation level each winter, beginning with Winter 1942.

· The Axis accrue two winter preparation results for each previous winter turn in which Germany was at war with Russia and had at least one ground unit in the Russian winter zone.
· Winter preparation level is numerically limited to “6”.
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Appendix L – Submarines in the Murmansk Box

The official rules updates to A3R include, at a high level, the following Strategic Warfare-related considerations when Germany places submarines into the Murmansk Box:

· Submarines can only be placed into the Murmansk Box during turns for which Germany has declared unrestricted submarine warfare;
· Murmansk Box submarines which do not attack a convoy are deployed, after Step 13.e of the Sequence of Play, into the SW Box.  These submarines are included in calculating the SW Ratio.  These submarines can take a maximum of 1 BRP each from the Western Allies.

In conventional A3R, Murmansk Convoy battles occur during a turn before SW takes place; in these “Best of AWAW” rules, German SW occurs before Murmansk Convoy battles.  Because of this SoP difference, some procedural changes need to be made for turns during which German submarines oppose Murmansk Convoys.  These changes are laid out in the following paragraphs.
Sequencing Unit Allocations and Combat

1. German submarines and Western Allied ASWs are allocated to the SW Box and to the Murmansk Box per these "Best of AWAW" rules -- following the phasing player’s redeployment phase (Spring, Summer, Fall) or during YSS.  Western Allied 9FFs are allocated to the SW Box following the WA player’s redeployment phase.
2. German submarines, Western Allied ASWs, and Western Allied 9FFs that are allocated during Turn "N" are used during Turn "N+1".

Example:  Germany allocates submarines during 1942 YSS.  These are used to fight in the SW Box (during German Combat Phase) and in the Murmansk Box (during Allied Redeployment Phase) during Spring '42.  Germany’s next round of submarine allocation occurs after its Spring '42 redeployment phase.  These are used to fight in the SW Box and in the Murmansk Box during Summer '42.  The Murmansk Box subs allocated after Germany’s Spring '42 redeployment phase are not available for fighting a Murmansk Convoy that same turn.

3. During the German Combat Phase, the SW Ratio is calculated ONLY using the subs (and 9FFs and ASWs) that are allocated to the SW Box.  Because it is not known at this time how many Murmansk Box subs will be withheld from attacking a Murmansk Convoy, those submarines (how many??) cannot be included in the SW Ratio calculation. 

4. During the German Combat Phase, SW BRPs are lost ONLY due to subs in the SW Box. SW losses due to Murmansk Box submarines occur later in the turn -- see Step (7).

5. During the German Combat Phase, each 9FF in the SW Box and each ASW in the SW Box eliminates one submarine in the SW Box, per standard A3R rules.  Submarines in the Murmansk Box are not considered at this time.

6. During the Allied player’s redeployment phase, A3R Rule 37.6 is used to calculate the results of combat between a Murmansk Convoy and submarines that attack the convoy (SoP Step 13.e).  9FFs and ASW units that are escorting the convoy eliminate attacking submarines on a 1-for-1 basis. 

We introduce the following steps, to simulate how the official A3R Rules Updates handle Murmansk Box subs and SW.

 

7. Following SoP Step 13.e, any submarines in the Murmansk Box which did not attack a convoy participate in a "secondary round" of SW, as follows:

· Those submarines are relocated to the SW Box.
· SW BRP losses from these submarines are calculated as follows:

· The maximum loss from each such submarine is 1 BRP (this is the same as current A3R rules)

· SW Ratio is re-calculated by using the number of 9FFs and ASW from Step 3, and by using the number of submarines in Step 3, plus these submarines.
· A die roll is made for calculating SW losses.  This reduces the German's ability to "game" the total SW take from a round of submarine allocations and combat.

8. Total submarine losses for the turn are calculated after this secondary round of SW.  Assuming that the number of submarines deployed during a turn exceeds the number of Allied units which can eliminate submarines, total submarine losses during a turn equals the sum of the following: 
· 9FFs which were allocated to the SW Box for that turn and which were not reduced below 9FF by other naval actions; plus
· the total number of ASWs that were allocated during the turn, without respect to where the ASWs were allocated; plus
· the number of submarines which were eliminated by 9FFs that escorted a Murmansk convoy.
Example:  During 1942 YSS, Germany allocates 7 submarines to the SW Box and 5 submarines to the Murmansk Box.  The Western Allies allocate 4 9FFs and 2 ASWs to the SW Box and 1 ASW to the Murmansk Box.  
During the German Combat Phase, SW Combat occurs between the units in the SW Box, using an SW Ratio of 7:6.  The 4 9FFs and 2 ASWs eliminate 6 German submarines.  One submarine survives this combat.
During Allied redeployment, the Allies send a Murmansk Convoy that is escorted by 3 9FFs.  Germany fights the convoy with 3 of the submarines that were allocated to the Murmansk Box.  Two of the Murmansk Box submarines are withheld from attacking the convoy.  The 3 9FFs eliminate the 3 submarines that fought the convoy. 

Following the Murmansk Convoy attack, the 2 submarines that were withheld from the convoy fight are relocated to the SW Box.  The relocated submarines execute a secondary round of SW.  with a maximum take of 1 BRP per submarine.  SW Ratio is recalculated, adding the 2 “withheld” subs into the computation.  So, SW Ratio for this second round of SW is (7+2)/6 = 1.5:1.
Submarine losses for the turn are calculated after this second round of SW combat.  A total of 12 submarines were deployed this turn.  They were opposed by 4 SW Box 9FFs and 3 ASWs, which eliminated 7 submarines.  In addition, 3 submarines were eliminated by the 3 9FFs which escorted the Murmansk Convoy.  So, 10 submarines were eliminated in total, meaning that 2 survive to fight in 1943.
 Calculating WA SR losses
Calculate "Turn N" WA SR reductions using the sum of the BRPs taken during the post-Murmansk Convoy SW combat from the previous turn, and the naval SW Combat from the current turn.  

Example:  Following Murmansk Convoy attacks during the Allies' Summer '42 redeployment phase, Germany performed a “secondary round” of SW combat and took 2 BRPs using subs that did not attack the Murmansk Convoy.  During its Fall '42 Combat Phase, Germany takes 12 SW BRPs.  Allied SR reductions for Fall '42 are calculated based upon 14 BRPs being lost.

 

Calculating USAT points due to submarine activity

Calculate "Turn N" USAT points using the BRPs taken during the post-Murmansk Convoy SW combat from the previous turn, and the naval SW Combat from the current turn.  

Example:  Following Murmansk Convoy attacks during the Allies' Summer '42 redeployment phase, Germany performed a “secondary round” of SW combat and took 2 BRPs using subs that did not attack the Murmansk Convoy.  During its Fall '42 Combat Phase, Germany takes 12 SW BRPs. These 14 BRPs would be used to calculate the USAT points, if any, which accrue during Fall ’42 as a result of UK BRPs lost due to submarines, raiders, bombing, and rocket attacks.
 
Commentary  
The main nuances here involve (1) how SW Ratio is calculated and (2) the interjection of a secondary round of SW combat.  

 

In regular A3R, SW Ratio is calculated using the sum of the submarines that were originally allocated to the SW Box and the Murmansk Box submarines which were not involved in attacking a Murmansk Convoy.  This is a calculable number -- SW occurs after Murmansk Convoy attacks, thus the number of Murmansk Box subs which did not attack a convoy is well known.  With the “Best of AWAW” Sequence of Play, primary SW (for a given submarine allocation) comes well before Murmansk attacks, thus it is impossible to know, at the time of the German Combat Phase, the sum of (SW Box subs + Murmansk Box subs that didn't attack a convoy), for the current allocation of subs.  So, what can we do?  The simple-minded approach (which is the one that has been taken) is to simply calculate the SW Ratio during the German Combat Phase using the submarines that originally are allocated to the SW Box.  In any case where there are Murmansk Box submarines that do not attack a convoy, this will yield an SW Ratio that is less than the A3R value.  Good for the Allies, not good for the Germans!  Losing SW Ratio during the “main round” of SW combat is another cost of opposing Murmansk Convoys with submarines.  The “secondary round” of SW revisits SW Ratio and recalculates the value using all the information that is available:  9FFs and ASWs in the ASW Box, subs originally allocated to the SW Box, and subs that were allocated to Murmansk, but which didn’t attack a convoy.
 

In regular A3R, the max SW take from subs = (Regular multiplier * SW Box subs) + (1 * unused Murmansk Box subs).  In the proposed approach, the first part of the sum is addressed during the German Combat Phase, while the second part is addressed following Murmansk Convoy combat, using what I am referring to as a "secondary round" of SW.  The option was to consider that the unused Murmansk Box subs did no SW damage, but that appeared to be too conservative.
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