House Rules – Secure PBEM game.
1. Each turn must be saved only after the Combat Phase. 

2. Artificial rail lines - These lines allow for Crimean Campaign and for a German bridgehead in the Caucasus.  Special rules for these rail hexes:  No actual movement onto the hexes.  If a unit retreats onto one of these hexes than it must be moved by rail movement the next players turn.  If not enough rail is available then the unit cannot move but can be bombed by the opposing player the next turn.  

3. A unit can only change its parent HQ before receiving special supply. A unit may receive special supply only once per turn.

4. The Alt-H command can only be used to HQ hierarchies in the following manner.  For the Soviets, it can be used to set up four big fronts – North Western, Western, South Western and Southern each which will command four or more lower HQs. These big fronts will roll up to STAVKA. RVGK will also roll up to STAVKA.  The Siberian HQ’s can report to a master Siberian HQ which then reports to STAVKA.  The Germans can use Alt-H to assign 2A to a frontline AG if desired. 

5. When a ground unit enters an enemy controlled mountain or swamp hex, it must stop and can't attack further (even when advancing). Under blizzard and snow conditions, the swamps are frozen and are clear terrain. An infantry unit can move normally in mountains if the number of mountain divisions are at least equal to the number of infantry divisions. Units advancing across an enemy controlled river hex must stop all movement for two phases (can still perform static attacks from the bridgehead) unless it was a bridge hex (one rail connected to the same rail line across the river – in which case the movement is normal).  This rule does not apply when rivers are frozen.
6. Usage of naval transportation is limited to 5 stacking points per turn and the destination must be a port.

7. All Soviet HQs placed within 3 hexes of eastern edge of map are considered to be “beyond the Urals” and may not be attacked by Axis player air missions, such as airfield attacks. However, Soviet air groups within these HQs must be put in training mode and cannot fight. This rule no longer applies whenever an enemy unit comes within 3 hexes of such HQs.  

8. A HQ must retreat, if possible, if an enemy combat unit comes adjacent to it. No HQ can be used on front line or to defend key points, such as city or rail hexes. No more than two panzer or tank divisions in each Panzer Corps, Tank Army or Shock Army in ’41 and ’42 (Exception: Three SS Motorised/Panzer Grenadier Divisions can be used together). A maximum of four panzer and mechanized divisions may ever be in a corps or army.  Attachments do not count.

9. No manual production change is allowed. Exception: Soviets may retool tank/aircraft equipment output of factories railed off the map to the Urals, starting from next turn after their relocation. Factories placed in the Urals at the beginning of the game, however, cannot be retooled and must maintain their production.
10. Finnish units may not attack the city hex immediately north of Leningrad, Leningrad itself, and its supply hex (hex 41,6). Finnish units may not advance or attack South of the Svir river east of Lake Ladoga until released.  Soviet player is required to garrison Leningrad with minimum 3 divisions and the city hex immediately north of Leningrad with a minimum of one division, even though Finland would not attack. If the Germans capture Leningrad, Finnish forces are allowed to enter Soviet territory and engage in combat but they must remain on or above horizontal hex row 11. No land or air attacks outside of Finnish territory until released (this includes an attached air unit).  This restriction is lifted if the Soviets make air or ground attacks against Finnish units or enter Finnish territory (North of Svir river or North of Leningrad).  
11. Leningrad can only evacuate factories during snow turns once the city is isolated. 
12. No Hungarian, Rumanian, and Finnish units can be sent to West or Italian fronts HQs. Italian units cannot be sent to West front HQ.  See table below:
	Italian
	Hungarian
	Rumanian
	Finnish

	Corps can only be controlled by Italian HQ’s.  The Italian Panzer Corps must remain under Italian HQ’s.
	Corps can only be controlled by Hungarian HQ’s.  The Hungarian Panzer Corps must remain under Hungarian HQ’s.
	Two Rumanian Corps can be controlled by German HQ’s.  The Rumanian Panzer Corps must remain under Rumanian HQ’s.
	Corps can only be controlled by the Finnish HQ.  

	No German or other units in Corps (Italian only)
	No German or other units in Corps (Hungarian only)
	German units may be in Rumanian Corps but cannot exceed Rumanian units in the Corps.
	German units may be in Finnish Corps but cannot exceed Finnish units in the Corps.

	Italian units must be in Italian Corps or HQ’s
	Hungarian units must be in Hungarian Corps or HQ’s.
	Five divisional or non-divisional Rumanian units may stack in German Corps or HQ’s
	Finnish units must be in Finnish Corps or the HQ

	Air units can be used in German HQ’s but not if other minor ally ground or air units are in the HQ.  German air units may be added to Italian HQ’s up to the stacking limit.
	Air units can be used in German HQ’s but not if other minor ally ground or air units are in the HQ.  German air units may be added to Hungarian HQ’s up to the stacking limit.
	Air units can be used in German HQ’s but not if other minor ally ground or air units are in the HQ.  German air units may be added to Rumanian HQ’s up to the stacking limit.
	Finnish air units must remain in the Finnish HQ which has a maximum air stacking limit of 5 (one German unit may guest but cannot be used in offensive operations until Finnish units are released)


The Hungarians, Italians and Rumanians each have a Panzer Corps. They operate as Panzer Corps but appear as infantry corps (limited unit pool) and their maximum movement allowance is five hexes like German Panzer Corps (unless there is any infantry unit in them, in which case they can only move 2 hexes like Germans – see rule nr. 19).
13. Lend lease aircraft and tank production starts at 45/production cost.  
14. Airlift operations are allowed as follows:
	Clear
	Rain
	Snow

	City and Clear hexes only
	City hexes only
	City, Clear and Swamp hexes only



No airlifts are allowed during blizzard turns.

15. Panzer and Tank Armies lose one plotting phase when entering a woods or minor/major city hex.
16. Units out of supply behind enemy lines (no friendly supplied units within 10 hexes) must be destroyed by the other player within 2 turns of being notified by the owning player.  

17. The Soviet player has to inform the German player if factories are captured – type and quantity.  

18. A Panzer Army may only control a total number of Panzer Corps equal to the leader rating/2 rounded down i.e. Guderian can control 4 Panzer Corps.  Panzer Corps attached to other armies are limited to moving at a maximum plot of three hexes.  The other armies may only control a total number of Panzer Corps equal to the leader rating/3 rounded down.  The German player designates an Army at the start of 42’ and another in 43’ that may also control Panzer Corps i.e. leader rating/2, full movement - the German will have six HQ’s that can control Panzer Corps at the start of 43’. The Russian HQ’s can control Tank Armies equal to the leadership rating divided by 3 rounded up.  Excess Tank Armies may only move three hexes.
19. Panzer Corps may only plot two moves if infantry units are in the Corps.  Starting in 43’ the Soviets may place infantry in Tank Armies (full five moves) provided the number of mobile units (Tank Corps, Mech Corps and Cavalry) is greater than the number of infantry units.  
20. German Victory cities are changed to Leningrad 1, Moscow 2, Kazan 1, Kirov 1, Baku 2, Batumi 1, Stalingrad 1, Saratov 1.  

21. The West and Italian Front HQs must have at least three fighter air groups and two bomber air groups in each at all times. The air groups can be set on training mode. The West Front air groups can be placed in OKW, but if not there then they must be in the West Front HQ.  Fighter-bomber units can count as either a fighter or a bomber unit.
22. OKH and OKW may be moved up to 5 hexes, at the discretion of the German player, before the start of the game.  This rule is deleted because game does not allow movement for OKH and OKW.  
23. The German player receives 8 Nebelwerfer brigades starting Mar 44 (one per turn).  The Soviet player receives 6 artillery divisions and 4 artillery breakthrough divisions starting Nov 42.  These units are converted from rifle divisions.  Artillery divisions have 3 artillery brigades; breakthrough divisions have 4 brigades.  Soviet tank and regular armies may only have one division; shock armies may contain two divisions.  An army containing an artillery division may only move 1 hex per turn.  
The Germans receive 2 siege artillery units 8/17/41 and 1/4/42).  A Corps containing one of these units may only move 1 hex per turn (maximum of 1 per Corps).  Note – these are regular artillery 
units i.e. they will not receive replacement guns until their total falls below 120 guns.  

The Soviets receive the Baltic and Black Sea Fleets as artillery units at the start of the game.  The Baltic Sea Fleet unit must remain in Leningrad (if forced to retreat or eliminated then it cannot participate in combat operations i.e. it is moved into a Corps/HQ not being used far from the front.  The Black Sea Fleet can base in Odessa, Sevastopol or Batumi. If all three locations are under German control then the unit cannot participate in combat operations as per the Baltic Fleet.  The Black Sea Fleet can operate on the artificial rail lines in the Black Sea (providing gunfire support); the German may attack the fleet unit (corps with the artillery unit in it) without any restrictions (unlimited attacks).  

24. The following units are Siberian reinforcements:

	Old Name
	New Name
	New Date(s)

	RD 21,26,65,93

323,324,327,92,328

239,329,333,335,337

343
	1-15 Siberian Rifle Divs
	1-10/12/41

1-10/19/41

1-10/26/41

5-11/2/41

7-11/9/41

	58 Tank and 60Tank
	No Change
	No Change



	None (new units)
	1-7 Siberian Tank Brigades

8th Siberian Tank Regiment

(total of 8 units)
	2 each 
11/9/41

11/16/41

11/23/41

11/30/41

	Cav 30,34,46
	1,2,3Sib Cavalry
	3-11/2/41


These units arrive at full strength and with an experience of 60.  

An HQ may have air units equal to the leader rating (exceptions – OKH, OKW, West and Italian Front, Stavka, RVGK, Siberian HQ’s and HQ’s with no enemy units within 20 hexes).  


Ju-52 units stack freely.  

An HQ may perform air missions equal to ½ of the leader rating rounded down.  Air transport missions do not count against this limit. 

An attack mission may contain maximum attack aircraft units equal to the leader rating divided by 2.  Fighters and FB on escort and German Stuka and TD aircraft do not count against this total.    

Ground units in clear terrain, adjacent to enemy units that may be attacked by those units, may be attacked by interdiction a maximum of three times in a turn.  Ground units in other terrain may only be attacked once for each friendly adjacent unit, however not more than three times even though these may be more than three. Interdiction attacks are allowed only from the HQ’s to which the adjacent attacking unit(s) belong to and must report for the full turn (i.e. they cannot change their commanding HQ even at the beginning of owning player’s turn).
If a target ground unit is behind a river and all friendly adjacent units are across the river then the target may only be attacked once (considered other terrain except during snow/blizzard).  

Ground units not adjacent to friendly units may be attacked once per turn.  Only level bombers and Ju-88 air units may perform this mission.  If the target is in clear terrain then each level bomber works normally.  If the target is in other terrain then the attack is only ½ as effective and a factor of 2 bombers must be used (one bomber performs the mission and the other bomber is placed in GA mode and cannot perform other tasks that turn). Russians may only perform this mission starting in 43’.

These concentrated air attacks take time.  Each time a ground unit is attacked then one plotting phase is lost i.e. if interdicted once than the first ground attack may take place at phase 2, if two attacks then at phase 3, if three attacks at phase 4.  However, the loss of these plotting phases affects movement only. Attacking units may bombard despite the interdiction attacks, whether a ground attack shall ensue or not. Attacking units may even bombard only and then move away.
Cities may be attacked up to three times per turn by strategic bombing; Airfields may be attacked up to three times per turn.  

25. Turkey: Germany must control Sevastopol by July of 42’ and retain control through April 43’ or Turkey enters the war on the allied side.  

If Germany captures and controls Sevastopol and Stalingrad in 41’ or 42’ then Turkey enters the war on the German side. Once Turkey enters the war it does not switch sides.  


Effect if Turkey joins the allies:

Germany must place an HQ in Belgrade.  It must have 10 German divisions (2 panzer and 8 infantry), two fighter and two bomber units (all in training mode).  The HQ must remain in Belgrade until a Soviet unit is 10 hexes away (at that point the units are released). No Soviet attacks may be made against the HQ.  


Effect if Turkey joins the axis:
The Soviets must maintain a garrison of at least 20 infantry divisions, 2 tank corps and 1 HQ (2 F, 2 GA aircraft) south of Maikop. If Baku falls then the requirement to garrison is lifted. 
26. 
Oil Production
When oil production falls below 80 then:
a) Panzer Corps and Tank Armies may only plot 4 moves.
b) No strategic bombing attacks may occur.
When oil production falls below 60 then:
c) Panzer Corps and Tank Armies may only plot 3 moves.

d) No air interdiction attacks.

e) Airgroups may not be placed in training mode.  

These restrictions are lifted when production increases beyond the limit.  
Special 41’ scenario rules

1. The German is restricted to historical actions for the first turn. The German may ignore river crossing delays on the first turn due to forward staging of bridging units and special tanks etc.
2. Units in Rumania, including air units, are “frozen” i.e. may not move or attack for the first turn. The Soviet player may not attack any cities or units in Rumania on turn one.  

3. Soviet player may not change tank types on the first turn. 

4. Finnish bomber unit is changed to mixed bomber.

Historical actions:
a) Air attacks:
	17th Army
	He-111 A
	Southern Front

	1st Panzer Army
	JU-88 A
	SW Front

	6th Army
	Ju-88 A
	SW Front

	3rd Panzer Army
	He-111, He-111 A (combined one attack)
	Western Front

	4th Army
	Do-17 A
	Western Front

	2nd Panzer Army
	Ju-87, Ju-87, He-111 A (combined one attack)
	Western Front

	4th Panzer Army
	Ju-88, Ju-88 A (combined one attack)
	Northwest Front

	9th Army
	Ju-88 A
	Northwest Front

	18th Army
	Ju-88 A
	Leningrad Front

	16th Army
	Ju-88 A
	Leningrad Front


All fighters are on escort.  No other air attacks may occur on turn 1.  Aircraft may be moved to new HQ’s after their air attacks.  
b) Ground units plots:

	Unit
	Plot
	Unit 
	Plot

	7th Fin
	3
	7K
	6

	4th Fin
	6
	9K
	0036

	2nd Fin
	6
	13K
	0066

	Gr “O” 
	3
	43K
	0066

	26K
	6s9
	47P
	66969

	1K
	96
	46P
	96699

	38K
	99
	12K
	6b6

	41P
	6696
	24P
	69969

	56P
	66666
	17K
	6

	28K
	606
	29K
	6

	10K
	96
	44K
	0063

	23K
	99
	3P
	31s03

	2K
	906
	4K
	33

	39P
	69366
	48P
	03033

	5K
	36
	14P
	6003

	57P
	66666
	51K
	0063

	6K
	66
	49MtnK
	3s6

	20K
	36
	34K
	6

	8K
	03s6
	52K
	9s

	42K
	36
	Slov Exp
	3


German player may move other units at his discretion.
(48P plot has been changed from 03003 to 03033 because it costs only one phase to cross woods now).
