THE BASIC GAME OF
BLITZKRIEG

1. Introduction—

In an educational experience as challeng-
ing as chess, BLITZKRIEG makes it possible
for you to simulate the techniques of lightning
warfare first used with devastating effect in
WWII, techniques that continue to decide the
fate of great nations in the "70s. You will make
the decisicns that determine the outcome of a
titanic struggle in which two major powers,
Great Blue and Big Red, sweep through five
unnamed minor countries.

There are two versions of BLITZKRIEG, the
Basic Game and the Tournament Game. The
Basic Game is the simplest, in order to serve as
an introduction if you have never played a
simulation game before, but also to serve as a
fast-paced “action” game if you prefer a mini-
mum of unnecessary complication. Optional
Rules can be added to both games so that you can
choose the level of complexity you most prefer.

Briefly familiarize yourself with the various
components of the game, the die-cut troop
counter cards, the mapboard, the Combat Re-
sults and Terrain Tables, the Time Record Card
(TRC), the Order of Appearance Cards (OAC),
and the die, which is used only to resolve com-
bat.

Do not be dismayed if on first reading the
rules aren’t altogether clear to you. This is to be
expected, especially if you are approaching
historical simulation games for the first time.
Simply re-read those sections that seem hazy
and begin playing the game. The game’s basi-
cally common sense logic will quickly fall into
place.

Note: Rules marked in the margin in red
() are especially important or differ from
the original rules.



THE GENERAL

Once you know how m piay BLITZK <
your next problem will probably be wh o pla
it with. We can help you with that problem and
many _others only through your sut scnpuon‘ m
our bx-menthly gaming journal, the NE
in it you’ll not only read all there is
about BLITZKRIEG but will also learn
our dozens of other excmng Mmulanon gar
of skill Every 34 page Issue is Jammed full
;professmnal artmleb on the stmte‘ y
wargammg

Wamed Co[umn allows you to adv‘ rn

charge for campemxon 0 any sort, The fastest .

whether it bs across the strf:et or the Atla
Ocean, 11 the pages of the GENERAL ‘

experts
GAMEDESIGN chderwhyKLITZKRIEG
was demgned the way it was? Our regular

Design Analysis column features explanatory
treatises by our designers. Only here‘ can you

find ready-to-play variations, new scenarigs,
and perhaps more counters for BLITZERIEG
PRODUCT REVIEWS: Interested in other

games? The Readers Buvers Guide is 4 pame
review compiled by our subscribers at large

— the people who play the games. Realism, com-
plexity, play-balance and excitement level are
only a few of the catepories rated in the RBG.
WHATS HAPPENING: Fach issue contains
an stallment of the ”Avalon“Hil'l Philosophy
where we announce new games, towrnaments,
conventions, club news and unusual happemngs

. VALUE: In every issue you’ll find a coupon
worth 31 .00 towards the purchase of any game
direct from Avalon Hill All of this for only 57 50
per year. ‘

Since its inception in 1964 the GENERAL
has stood the rest of time. Increase your en-
joyment of BLITZKRIEG and other Avalon Hill
games many fold with a subscription.

INDEX

Inserted within the body of these rules are
many drawings of military equipment roughly
parallel to that discussed in the rules immediately
following. These provide a source of “immediate
recall” when flipping through the manual for a
certain reference. It is thought that the tank
drawing will stand out on the page, whereas the
words “Zone of Control” may well be lost in the
sea of surrounding verbiage. One need only
associate the tank with ZOC or the artillery piece
with Breakthrough Artillery and two-hex range
bombardment, etc. to be easily ushered to the
correct page of the rulebook.

BASICGAME ............ .. ... ... Page 3
2. Troop Counters ...........coovvunennns 3
3. Mapboard Set-uUp ... .. .o 3
4. Sequence of Play .............onviint 3
5. Friendly Cities covvvviieninenen 3
6. Reinforcements. ... iiiininenn. 3
7. MOVEMENE « v ovovveiihve e eieenann 4
8. Zones of Control ................... ... 4
9. Movement Bonuses . ............ ..., 4
10. Movement Restrictions ................ 5
I1. Stacking Limits. .. ..ooonvoiienian. 5
12, Attacking ... ..o i i 5
13. Defending .. ... il oo 5
14. Multiple Unit Battles................ ... 5
15. Resolving Battles ...................... 6
16. Victory Conditions. .................... 6
[7. Strategy « oo v oe v 6
BASIC GAME OPTIONAL RULES........ 8
19. Sea Movement .............. .. .. 8

20, INVASIONS © oot 8
21, Automatic Victory ........ ... 9
22. Strategic Movement.............c.co... 9
23. Combat Supply......... ... . oot 9
TOURNAMENT GAME ................. 10
25. Ground Combat............ccovven.n 10

26. Substitute Units ...................... 10

27 RANEEIS . oot 10
28. Replacements .............. ... ..o 13
29. Minor Countries........ ... ...ooveaon- 11
30. Bomber Aircraft ....... ... ... 13
TOURNAMENT GAMEOPTIONALS. .. .. 13
32, Air Combat .. ... 13
33. Additional Bombing Missions ...... ... 14
34 Weather .. ... .. e 15
35. Naval Ascendancy ........cieerrons 15
36. Critical Resources . .....:. mui=sseias, 16
PLAY BY MAIL AIDS ... chiinmaiin 18
Barrage & Bombing Table ..ol 20
Air Combat Table ... ... weiaveiioniai 20
Minor City Reduction Table - oiiniai ) 20




BASIC

2. Troop Counters—BASIC GAME TYPES:

2.1 The die-cut cardboard counters represent
the military formations that will be your “chess-
men”. Printed on the counters is certain in-
formation needed to play the game:

SIZE (Division)

TYPE (Infantry)

IDENTIFICATION
.\(Sth Division)

MOVEMENT FACTOR

COMBAT
FACTOR (4)

SIZES: XX Division or wing X Brigade
Il Battalion or squadron

X] Infantry

Break-through Artillery

@ Airborne
Strategic Bombers Medium Bombers
= Tactical Bombers Fighters

Armor
Ranger

R Air Assault

TYPES:

2.2 Only division sized counters (xx) are used in
the Basic Game. “Breakthrough” artillery
represent concentrations of artillery that would
be used in an offensive over and above the
normal divisional artillery allotment. Here-
after they will simply be called “artillery”.

2.3 Only combat factor (CF), movement factor
(MF), and unit type is of significance for the
Basic Game.

2.4 Combat factor is a unit’s basic fighting
strength  whether attacking. or defending.
Artillery have 2 combat factors. The first is used
only when the unit is attacking, the second only
when defending.

2.5 Movement factor is the basic number of
hexes a unit may be moved over clear terrain in
one turn.

3. Mapboard Set-Up—

3.1 Lay out the mapboard in a convenient place.
Note the hexagonal grid which is used to measure
movement and determine the relative loca-
tion of units. Refer to the TEC for an explanation
of the terrain features in each hex.

3.2 Each player should punch out his Basic Game
troop counters and place them on the corre-
sponding spaces provided on each player’s OAC.
It isn’t necessary to match up specific unit
designations, but only factor and type. Sub-
stitute units, air units and ranger units are used
in the Tournament Game.

GAME

3.3 Blue sets up first. He places his Turn [ units
(all those above the line on the OAC) anywhere
in his home country, Great Blue. If desired he
may delay the placement of units, and bring
them on later as reinforcements.

3.4 Red now sets up his units anywhere within
his home country, Big Red, in the same manner.

4. Sequence of Play—

4.1 After set-up BLITZKRIEG is played in com-
plete-turns. A complete-turn is composed of two
player-turns as follows:

4.2 Blue consults his OA C and places any units he
receives that turn (reinforcements) on the board

in friendly cities in his home country. He also
moves all his units (including reinforcements)
that he chooses that turn. No Red movement is
allowed.

4.3 Blue announces to his opponent all battles
caused by his movement. He then determines
the odds and resolves all battles one at a time in

the order that he chooses. This completes the

Blue player-turn.

4.4 Red places his reinforcements and moves

his units just as Blue did in 4.2. No Blue move-
ment is allowed. -
4.5 Red resolves all his battles just as Blue did in

4.3. This completes the Red player-turn.

4.6 Red now checks off one complete rurn on the

Time Record Card (TRC), and play reverts to

4.2. This cycle is repeated for the remainder of
the game.

5. Friendly Cities—

© 5.1 Your home country cities are always friendly

unless occupied by, or adjacent to, enemy units.
Other city hexes are friendly in a given player-
turn if you begin that player-turn with a unit
occupying that city hex, and there are no enemy
units adjacent to it. You may not enter a city
hex and make it friendly in that player-turn.

@®5.2 Once friendly, a city hex remains friendly

to you only as long as you occupy it and keep it
free of enemy ZOC at the beginning of each
player-turn. If a player moves through or ad-
jacent to a city hex friendly to his opponent
without stopping to occupy it, it reverts to being
friendly to his opponent the instant his units
are no longer adjacent. Exception: see 29.2—
liberator status.

6. Reinforcements—

6.1 Both players receive reinforcements at
specific intervals. Reinforcements are new
units from the Order of Appearance Card (OAC)
and have nothing to do with units already
eliminated.
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6.2 The OAC states the earliest time that rein-
forcements can be put into play. However,
players have the option to delay their arrival as
long as desired.

6.3 Reinforcements are placed in any friendly
home country city at any time during the move-
ment portion of a player’s turn, before or after
moving other units.

© 6.4 Reinforcements may not be placed on the

board in stacks of more than 3 units per hex,
although by moving out already placed reinforce-
ments a player may bring on an unlimited
number of units per turn in one city hex.

7. Movement—

7.1 In the movement portion of your turn you
may move as many of your units as you wish;
all, some, or none.

7.2 Units are moved one at a time in any direc-
tion or combination of directions according to
their movement factor. The die has nothing to
do with movement; it is used only to resolve
battles.

7.3 Basically each unit is permitted to move a
number of hexes equal to its movement factor,
although this may be increased (See 9), decreas-
ed, or restricted (See [0) by terrain, or the
presence of enemy units (See 8). Rivers, borders
and beaches have no restriction on movement.
7.4 Movement factors are not transferable from
one unit to another, nor can they be accumu-
lated from one turn to another.

7.5 You may move over or stack on top of your
own units, but you may not move on top of
enemy units (Exception: see 21).

[0 7.6 Certain units must stop moving for that

turn whenever they enter enemy zones of
control (ZOC, see 8). This causes combat.

8. Zones of Control—

D 8.1 Every unit has a zone of control (ZOC) which

is the hex it occupies and the 6 adjacent hexes
(A-F), regardless of the hex the unit is on. A unit’s
ZOC extends across rivers, into mountain,
desert, and sea hexes, and into hexes occupied
b nits.

y enemy units A

15[ .
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It is the beginning of Blue's turn. There is no comoatuntil he
has finished movement but because the 28th Inf. starts the
turn in ZOC there must be at least one battle.

' 8.2 Infantry, Airborne and Artillery units must

stop moving and attack when they first enter
an enemy ZOC. When beginning a turn in an
enemy ZOC, they are considered “engaged”,
and may not move, but must attack from that
position.

' 8.3 Armor and air-assault units are only required

to stop moving when they first enter the ZOC of
enemy armor and air-assault units. When
beginning theii turn in enemy ZOC, armor and
air-assault units may move directly through
enemy controlled hexes, although they may not
move on top of enemy units (Exception: see21),
but must stop in the first enemy armor or air-
assault ZOC that they enter.

o17LT

COMBAT —Note that the 13th Armor has moved through the
I5th Infantry ZOC to reach a better attack position. 17th LT
Armor can move through enemy ZOC, but must stop in hex
“B" of the GD Armor ZOC, the first armor ZOC that 17th LT
Armor entered this turn. 28th Infantry is “engaged” against
GDS Armor and may not move this turn.

9. Movement Bonuses—

9.1 All units move 3 times faster than normal
when moving along roads and through cities.
Thus a unit with a movement factor of 4 could
move 12 hexes along roads. A unit may com-
bine road and non-road movement in any way
in the turn. When doing so, consider each road
or city hex moved into from a connecting road
or city hex to expend 1/3 of a MF. Unused
fractions may be carried over from movement
on one portion of road to movement on a dif-
ferent portion of road in the turn, but at the end
of movement a unit may not use a fractional
MF to move into a non-road or a non-city hex.
When moving to a road or city hex from another
road or city hex not directly connected by the
road, a unit expends | full MF.




@9.2 Armor and air-assault units move 2 times
faster than normal when moving through desert
hexes. Unused fractions of road and/or desert
bonus may not be transferred between each
other in any way. One bonus or the other may be
used in desert-road hexes, but not both together.
@93 Up to 4 units of any type except armor and
artillery may be “flown” up to 40 hexes from
one friendly city to another friendly city each
turn. To be eligible for this “air transport” the
‘ units must begin their turn in the take-off city

hex. They may move normally with their full
MF after landing. Reinforcements may be air
‘ transported in the turn of placement on the
board since they would be considered to have
begun their turn in the city hex of placement.
Terrain and/or enemy ZOC impose no restric-
tion on air movement, which flies “over” such
‘ obstacles.

@9.4 When being air transported, airborne and
air-assault units may be airdropped within 20
hexes of their take-off city, instead of being
flown the full 40 hexes. The airdrop hex may be
any land hex not in enemy ZOC. Airdropped
units may move only I hex after landing during
that turn, and may not move at all if landing
on mountain or forest hexes. Air-assault may
not Jand in forests.

10. Movement Restrictions—

@10.1 All units must stop. when they land on
mountains and forests. They may not proceed
until the next turn. Units move through moun-
tains and forests at the rate of 1 hex per turn.
Units may leave mountains and forests at
their full MF.

©10.2 Armor, air-assault, and artillery units may
not enter forest hexes. They may attack units
that are in the forest, however.

‘ 10.3 No units may enter the gray hexes of the
‘ Neutral Country, sea hexes, or lake hexes (Ex-
L ception: see 20 and 27.5).

11. Stacking Units—

@11.1 Players may make stacks of up to 3 units.

These stacks may move together over friendly
stacks in the turn, however, at the end of move-
ment players may not have more than 3 units
per hex anywhere on the board.
11.2 The movement rate of stacked units is that
of the slowest unit in the stack. Of course faster
units in the stack may continue on after split-
ting off from the slower units.

11.3 Players may break-up or re-combine units
into different stacks at any time during move-
ment or as a result of combat.

12. Attacking—

12.1 Whenever your units end their turn in an
enemy ZOC they must attack the adjacent
enemy units. The player moving his units is the
attacker; his opponent is the defender for that
player-turn.

12.2 Before resolving combat you may move as
many units as you choose into attack positions.
You may make as many attacks as you wish in
one turn.

12.3 After all movement is completed the at-
tacker resolves all battles one at a time in the
order that he chooses.

@12.4 The combat factor of a unit is never doubled

because of terrain when it is attacking.

13 Defending—
13.1 The defending player is not allowed to
move any unit while his opponent is attacking.

@13.2 The combat factor of a unit is sometimes

doubled because of the terrain it is defending.
Units defending in cities and mountains are
always doubled.

@13.3 Units defending behind rivers are doubled

if all attackers are on river hexes (including
end-of-river hexes), however, even one unit
attacking from a non-river hex would nullify the
river defense.
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Blue's Ist and 2nd Marines attack Red'’s Ist Infantry at basic
odds even though the 2nd Marine is on a river, because Ist
Marine is not on the river. Red 2nd Infantry is doubled because
3rd Marine is on an end-of-the-river hex.

[

14. Multiple Unit Battles—

14.1 When two or more units attack one de-
fending unit the factors of the attacking units
are totaled into one combined attack factor.
14.2 When one unit attacks two or more de-
fending units the factors of the defending units
must be combined into one defense factor.

14.3 When several units attack several defend-
ing units the attacker has the choice of how to
divide combat provided:




@ 14.31 he attacks every defending unit he has
moved adjacent to,

@ 14.32 all his units in enemy ZOC attack some
enemy unit,

@ 14.33 each attacking unit is adjacent to the
specific defending unit it is attacking.

) 14.4 When defending units are stacked in a hex,
the attacker may nor divide combat against
them, but must attack them as one combined
defense factor.

14.5 When attacking units are stacked in a hex,
the attacker may divide the stack to have sep-
arate attacks against defending units on sep-
arate hexes. i

=g
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Blue's attacks against 19th, 20th and 2lst Infantry must be two
separate attacks, since Ist and 2nd Infantry aren’t adjacent to
the 2Ist. Thus Sth must attack 21st, and Ist and 2nd must
attack 19th and 20th (14.33). 19th and 20th may not be attacked
separately, but must be attacked as a combined unit (14.4).
Only I3th and 4th Armor have a choice of how to attack. Blue
has chosen to divide the attack of the armor stack (14.5).

14.6 The combat factor of an individual attack-
ing unit cannot be split and applied to more
than one battle.

114.7 You may deliberately sacrifice one or more
attacking units at unfavorable odds in order to
gain more favorable odds over other defending
units. This tactic is called “soaking-off”. Soak-off
odds cannot be worse than 1-6.

14.8 No unit, attacking or defending, can fight
more than one battle in any one player-turn,
even if it finds itself still adjacent to enemy
units after all combat has been resolved. Such
units are simply left adjacent and it becomes the
other player’s turn.

14.9 Sometimes the result of combat will leave
a unit in a position where it cannot attack at
legal odds (1-6 or better). If a player cannot bring
up enough units to make a legal attack, the unit
is removed from the board before combat is
resolved and has no effect on combat, neither
soaking-off nor blocking enemy retreat routes.

15. Resolving Battles—

»15.1 Once he has decided how to divide all com-
bat, the attacker resolves each battle one at a
time. First the “odds” of each battle must be
reduced to the simple odds shown on the Basic

Game Attrition Table (BGAT). To do this divide
the smaller combat factor both into itself, and
into the larger combat factor. The resulting two
numbers (one of which is “1”) are expressed as a
strength ratio, placing the number which repre-
sents the attacker first in the ratio. Fractions of
any size are “converted” either up or down to
the whole number most favorable to the de-
fender in each attack. Examples: Attacker 14,
defender 8, dividing both by 8 gives attacker
1 6/8, defender 1. Since | 6/8 is converted in
favor of the defender this becomes 1:1. 8 to 14
becomes 1:2; 14 to 6 becomes 2:1; 4 to 14 be-
comes 1:4; 4 to 18 becomes 1:5, etc.

15.2 Having determined the odds of a battle the
attacker rolls the die.

15.3 That die roll is cross-indexed with the basic
odds column on the BGAT to get the results of
that attack. For example, a 3-1 attack rolls a “6”,
“d-elim”. This means the defender eliminates
one unit, retreats any remaining units involved
in that battle 2 hexes, and up to 3 attacking units
may advance into the defender’s vacated hex.
15.4 This procedure is repeated in turn for each
of the attacker’s battles. When this is finished
it becomes the defender’s turn.

016. Victory Conditions—

A player wins if he either (A) eliminates all
his opponent’s units from the board while
having at least 14 units left himself, or (B)
occupies or is adjacent to all city hexes in his
opponent’s country throughout two consecutive
player-turns, or (C) has 35 or more city hexes
friendly to him ar the end of the 15th turn. As
soon as one player wins, the game is over. Any
other situation at the end of the 15th turn is
considered a stalemate. In BLITZKRIEG a
stalemate is a mutual loss, the bigger loser
being he who has lost the most units.

17. Commentary on Strategy—

The Basic Game will be decided in a mas-
sive battle in the center of the board. There-
fore it is imperative to quickly concentrate
maximum force there.

A successful blitzkrieg campaign will isolate
a portion of the enemy’s army and defeat him
in detail. This can be accomplished by boxing
enemy forces against a terrain feature after a
breakthrough by concentrations of heavy units.
A careful strategist will weigh localities he
fights for with those he gives up, trying to force
the enemy into a position that is vulnerable to
a breakthrough and isolation.

On the attack it is often wise to include
infantry in stacks of armor and artillery to ab-
sorb losses and prevent wastage of these criti-
cal units.




On defense care must be taken to screen
rear areas to prevent paratroops from surround-
ing front line troops and blocking their retreat
routes. When infantry defend any extended
sector, a few armor should be stacked with
them to prevent enemy armor penetrations.
Infantry must make careful use of terrain fea-
tures to secure their fronts against enemy
armor.

We regret that we cannot correspond with each
of you as to the best tactics to employ in Blitzkrieg
but we do offer the next best thing in our bi-
monthly magazine the GENERAL. Ifyoudo have
any questions we suggest you try a subscription to
the GENERAL first.
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BASIC GAME
OPTIONAL RULES

18. Introduction—

Between two skilled players the regular
Basic Game will often result in an attrition
battle on a deadlocked front. A fundamental
reason for this is that the Basic Game is too
simple a situation to maintain an essential
element of blitzkrieg, namely surprise. Adding
some or all of the following Optional Rules will
add new dimensions to the game, and produce
many surprises.

19. Sea Movement—

19.1 The seas around the mapboard are divided
into 5 “sea zones”, A through E. During initial
placement (See 3.3 and 3.4) each side may place
up to 10 units at sea. They may all be in | zone,
or may be in any combination of zones. For
convenience such units are placed in the At Sea
Box of the appropriate zone.

19.Z On subsequent turns units at sea may land
at a friendly port, or make an invasion either in
their sea zone, or in an adjacent zone. They may
also simply remain at sea, either in their own
sea zone, or they may move to an adjacent zone.
Landing at a port or on a beach (See 20) counts
as | basic MF off the normal allowance. Units
landing in a friendly port may use the road,
desert, and/or strategic movement bonuses
(See 22) after landing. Units landing on a beach
may use only their normal movement allow-
ance. Units may not move directly back to sea
in the turn that they have landed.

19.3 On subsequent turns additional units may
be moved to sea, however, the total number of
units at sea may never exceed 10 per side. To
move to sea in a given sea zone, units move to a
friendly port that opens on that sea zone, and
may then be placed in the At Sea Box of that sea
zone at no additional MF cost. Units may not
land at ports, invade, or move to an adjacent sea
zone in the turn they move to sea. Reinforce-
ments can move to sea in that turn of place-
ment.

19.4 Any coastal city hex is a port. Also hexes
JJJ56, VV25, D31 and L19 are considered to be
“inland ports”. Inland ports may not be used if
any of the river hexes between the port and its
sea zone are in enemy ZOC. No port may be
used if enemy ZOC extend into full sea hexes in
such a way as to completely block access to the
open sea, i.e., the board edge sea hexes.

19.5 Opposing units may be in the same sea zone
indefinitely, but may not attack each other at
sea, or be attacked. Units can never move far-
ther than an adjacent sea zone. Thus it would
take 4 turns to sail from Zone A to Zone E.

20. Invasions—
20.1 You may only invade one beach per turn. A
beach is a continuous chain of yellow coastal
hexes. Thus RRR54 and BB31 divide their adja-
cent beaches into separate beaches. The entire
coast of the Koufax Desert is one beach for
invasion. Artillery, armor, and air-assault may
not participate in invasions or land on beaches.
20.2 You cannot invade a beach just invaded by
your opponent in the preceding player-turn,
even if only a “token” invasion was made. This
would still represent the presence of his fleet.
20.3 Procedure for an opposed invasion is as
follows:
20.31 Transfer desired units from the At Sea
Box to full sea hexes adjacent to beach hexes
under assault. Stacking is still 3 units per hex.
Enemy ZOC extending into full sea hexes do
not prevent invading units from reaching any
desired assault hexes.
26.32 Assaulting units that are now adjacent
to vacant beach hexes may be moved di-
rectly onto such vacant hexes, even if such
movement would violate normal ZOC re-
strictions.
20.33 After moving all other desired units for
the turn, resolve beach combat in the normal
manner. Units already on land may have
been moved into positions to attack in con-
junction with invading units.
20.34 If assaulting units are adjacent to ene-
my units on non-beach hexes, these enemy
units must still be soaked-off against at
legal odds. Assaulting units on sea hexes
are automatically eliminated no matter
what the result of combat, but may inflict
casualties or retreat the defendérs (Excep-
tion, see 28 Rangers).
20.35 After all combat is resolved, any assault-
ing units still on sea hexes may be moved
onto vacant adjacent beach hexes with
normal stacking rules, even if in violation of
normal ZOC rules. Assaulting units that were
required to retreat, or were not able to land
after combat are eliminated . instead.




20.4 Invading units that are unopposed may move
directly inland up to the limit of their move-
ment rate, counting the first beach hex as |
factor off their MF. Invading units may not use
either the road bonus or strategic movement
that turn.

21. Automatic Victory—

21.1 As soon as enough units are in position
against defending units in a given hex to create
odds of at least 7-1, or at least 5-1 if no legal re-
treat is possible, the ZOC of those defenders is
immediately ignored for the remainder of that
player-turn. The AVed units remain in play but
are turned upside down. Units not yet moved by
the attacker may then move through and beyond
the AVed units.

21.2 Attacking units may move over, stop on top
of, and attack from the hex of the AVed units.

21.3 After all other movement and combat in
that player-turn is finished, AVed units are re-
moved and the AVing units are given an addi-
tional movement of 4 hexes. Normal mov-
ment rules are followed, but the first hex of the
advance must be the loser’s vacated hex, and no
movement bonuses may be used. After this
movement it becomes the defender’s turn. If
the first hex of advance after combat is into a
zone of control, mountain or woods hex the at-
tacker may move no further.

22. Strategic Movement—

Units that do not begin a player-turn adja-
cent to enemy units, do not move adjacent to
any enemy units (including AVed units) or make
any attacks, do not move into or adjacent to un-
friendly cities, and do not invade a beach in a
given player-turn are given a bonus of 4 extra
MF, which may be combined with other
movement bonuses.

23. Combat Supply—

23.1 All units must trace a supply route at the
beginning of each player-turn to a friendly home
country city or suffer certain adverse effects.
Supply is determined each player-turn for both
attacking and defending units before any
movement takes place in that player-turn.

23.2 A supply route is a path 1 hex wide, un-
blocked by any enemy ZOC, a maximum of 10
hexes overland to a road, and thence any dis-
tance along the road and through friendly cities

to a friendly home country city, or to a friendly
city connected by air or sea supply to a friendly
home country city. The 10 hex route may be
traced through all terrain except full sea, lake or
Neutral Country hexes.

23.3 When a route is being traced along a road,

it may not leave it to go around a blocking enemy/
ZOC, and may not go through unfriendly cities.
A road may supply an unlimited number of units.
23.4 The air transport capacity may be used to
provide combat supply for up to 4 units, Each unit
supplied takes one unit of the transport capacity.
Units so supplied trace a normal route to any
friendly city, thence by air up to 40 hexes to
another friendly city, thence by road or sea to a
friendly home country city. Arinor and artillery
may not be air supplied.

23.5 A supply route may be traced from a friendly
home port, out to sea any distance to a friendly
port, or to a friendly beach hex just invaded by
friendly troops last turn. Beach supply is limited
to 10 unblocked hexes from the friendly beach hex
for 10 units maximum, while a road or air net
may extend the supply radius of a port in the
normal manner. A beach hex is made “friendly”
in the same way city hexes are made friendly
as defined in section 5.

23.6 Each unit which is unable to trace a supply
route at the beginning of its player-turn has its
basic movement factor halved, its attack factor
halved (in the TG, convert fractions up), and may
not use strategic movement or advance after
combat in that player-turn. Unsupplied units
always defend at full strength. Units are never
eliminated for lack of combat supply.



TOURNAMENT GAME

24. Introduction—

All Basic Game and Basic Game Optional
Rules should be used in the Tournament Game
except where altered hérein. With the Minor
Country and air power rules, the Tournament
Game becomes an economic and political, as
well as military conflict, waged with a full
range of air and naval, as well as ground forces.

25. Ground Combat—

25.1 All ground units except artillery engage in
combat exactly as in the Basic Game. However,
- the results of battle are determined on the
Tournament Game Attrition Table (TGAT)
instead of the BGAT. The TGAT provides for
elimination of a specific number of combat
factors from engaged units, instead of complete
elimination of whole units. This is explained on
the TGAT itself.

25.2 Artillery units now have the option of at-
tacking in “close support” as in the Basic Game,
or making a barrage attack on the Barrage and
Bombardment Table (BBT). A barrage may only
be made when the artillery are 2 hexes from
their target, not in enemy ZOC, and are combat
supplied.

25.3 No defending unit may be attacked more
than once per player-turn on the BBT, but de-
fending units may also be attacked on the TGAT
after a BBT attack in the same player-turn. Such
a combined BBT and TGAT attack limits ad-
vance after combat to one hex maximum. A
soak-off attack would still be required on the
TGAT if ground units are adjacent to still sur-
viving defenders after a BBT attack.

25.4 AV cannot be achieved on the BBT even if
all defenders are certain to be eliminated. All
AV and TGAT advances after combat must
stop in any hex that was attacked on the BBT
that player-turn.

25.5 Grounded air units suffer losses against
artillery barrages just like ground units, but all
air factors must be removed before any ground
units in that hex may be taken as losses.

26. Substitute Units—

26.1 Substitute units enter play as a result of
combat procedure, and may also be brought into
play by voluntarily breaking down larger units.
Players may “split” units during movement or
even before placement on the board, and then
move the separate units individually.

26.2 Substitution is done in the same way that
money is “changed”. The combined combat
factors of the substitutes must exactly equal those
of the units removed (less losses in the case of
combat attrition). Substitution must be done by
specific unit type; armor for armor, infantry for
infantry, etc. Previously removed regular units
may be combined with substitutes in breaking
down the larger units.

26.3 Units which do not engage in combat may
be recombined into larger units only at the end
of the movement portion of your player-turn. To
be recombined units must be in the same hex,
and not in enemy ZOC, or making any attack.
26.4 The substitute units and the ranger units are
counted as a 4 unit for stacking, sea movement,
air transport, air supply, beach supply, and hidden

movement limits. Thus you could now stack up -

to 6 substitutes, or 4 substitutes and 1 full unit, or
2 substitutes and 2 full units in the same hex.
For all other purposes substitutes function like
full units.

26.5 You may only use the counters provided in
the game. Thus if inactive counters are not
available, substitution may not be done, and you
may have to lose more than a combat table
calls for. Reinforcements are not considered
inactive, but in training, and may not be used
until brought into play by the OAC. All other
units are considered inactive any time they are
not in use on the board.

27. Rangers—

27.1 Rangers are treated just like infantry, but
in addition have several special capabilities.

27.2 Rangers may invade any coastal hex instead
of just beaches. Invasions by rangers are not
subject to the one invasion per turn rules; they
are not considered to be major invasions. Thus
rangers may invade up to 4 different hexes in the
turn of a beach invasion.

27.3 Rangers invading a beach by themselves do
not prevent the enemy from invading there on
the following turn. They cannot invade a beach
the turn after enemy infantry landed there,
however, they can invade coastal hexes after
enemy rangers land there.

27.4 Rangers can withdraw to sea from any
coastal hex not in an enemy ZOC. No other
units can move to sea except from friendly
ports.

- .
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27.5 1f rangers begin their player-turn in a city
adjacent to a lake, they may invade coastal
hexes of the lake. Rangers are the only units that
may invade from the lakes. There is no other sea
movement across the lakes.

27.6 Rangers may be airdropped just like para-
troops.

28. Replacements—
28.1 Both players are given a replacement capac-
ity of 6 substitute counters per complete-turn
beginning on the 5th turn. These must be taken
frominactive substitute counters. Replacements
enter the game just like reinforcements. Un-
used replacements may be accumulated for
later use.
28.2 Only | counter of any specific unit type can
be taken per turn. You may take a 1 factor coun-
ter of a given type if no 2 factor counters are
available, but obviously a clever player will take
2 factor counters when possible.
28.3 Half of the substitute counters taken each
turn must be from the ground unit types; in-
fantry, armor, artillery, airborne, air-assault
and rangers. One of these must be infantry.
Only one substitute may be taken from the
paratroop/elite types; airborne, air-assault or
ranger.
28.4 Half of the substitute counters taken each
turn must be from the aircraft types, SAC,
MDM, TAC and FTR. Air transport capacity
may be increased by !4 unit if a player chooses to
use one of his aircraft replacement capacity
points here.
28.5 Aircraft replacements may only be taken
in certain cities. Only one substitute can be
taken in each city; taking air transport nullifies
one of these. A bombed (See 33.5) or captured
city cannot produce aircraft.

28.51 Great Blue aircraft cities—V33, 112

and J28.

28.52 Big Red aircraft cities—YY43, BBB33

and NNN35. (You may wish to label these cities

“air” on your board.)

29 Minor Countries—

29.1 In the Basic Game the minor countries had
no military capabilities of their own. In the
Tournament Game minoer countries resist
capture and in certain circumstances conduct
guerilla warfare. Each of the five minor coun-
tries is a separate entity in application of the
following rules.

29.2 The first player to cross the border or attack
a minor country becomes the “aggressor”
against that country. The other player becomes
the “liberator” of that country. Minor country
cities are automatically friendly to their libera-
tor whenever they aren’t in an aggressor’s
ZOC. At the end of the first player-turn when
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the aggressor violates a minor country, place a
blank counter of appropriate color in each city
that wasn’t “reduced” by the aggressor to indi-
cate that they are friendly to their liberator.
29.3 The liberator may move through such cities
normally at any time, and may base aircraft
there. The liberator may also stack his ground
units normally in an unreduced minor country
city. If attacked, the aggressor must attack both
the unreduced city and any liberating ground
units there.

29.4 Minor country cities start with a ZOC
identical to a normal infantry ZOC. All aggres-
sor units except armor and air-assault must
stop if they move adjacent, and all aggressor
units must attack if they end their turn adjacent.
The aggressor may not enter minor country
cities until they have been reduced on the
Minor City Reduction Table (MCRT).

29.5 To keep captured minor country cities
friendly, the aggressor must continue to garrison
them with at least one ground unit. However,
it is only necessary to reduce a city once per
game. Thereafter both sides may enter them
normally.

29.6 If at the end of any of his player-turns the
aggressor has units in a minor country, but he
doesn’t garrison all the cities in that country,
the aggressor must eliminate two factors of his
choice from his forces in that country, due to
guerrilla action. If the aggressor Has simply
moved through or flown ‘over the country he
must still remove two factors from units that
violated it. The two factors may not participate
in attacks before removal.

29.7 Combat supply may not be traced freely
through a minor country while it is “neutral”.
An aggressor may not trace combat supply routes
through a minor country unless (A) he garrisons
all its cities at the beginning of the turn when
combat supply is traced, or (B) eliminates 2
factors of his choice from forces in that country
before moving any of his units. Combining
29.6 and 29.7, the aggressor might lose 4 factors
per turn in an unsubdued minor country.

30. Bomber Aircraft— -

30.1 TAC, MDM and SAC are bomber aircraft.
Fighters (FTR) are, used only with Optional Rule
32.

30.2 Airbases are represented by cities. Each
base may hold up to 3 full units of aircraft in
addition to 3 ground units. Aircraft substitute
units are counted as ' unit for stacking just like
ground units. During initial placement, air units
may be placed in friendly cities in their home



country. During the movement portion of every
friendly player-turn, air units have the option of
attacking enemy units within range, or of
changing bases. When air units begin a player-
turn unable to trace a route to combat supply,
they may not attack (or intercept if fighters) in
that player-turn, but may change bases at full
range factor.
30.3 One full unit or up to two !4 units of TAC or
FTR (only) aircraft may be based at sea, in
addition to the 10 ground units. Air units move
to and from ports and through sea zones just like
ground units. If air units do not change sea zones,
they may conduct air operations that player-turn.
This is done just like city based aircraft, except
their range is counted from any full sea hex in
the zone where they are based. Such “carrier”
based air factors must return to the sea zone
they flew from, or land in a friendly city. They
may not return to any other sea zone, and other
air factors may not land in their sea zone.

30.4 Bombers may attack ground units in 2 ways:
3041 TACTICAL BOMBING—TAC and
MDM (only) may support a ground attack on
the TGAT. However you may not use more
TAC and MDM factors to support an attack
than there are ground attack factors already
participating. Bomber factors are simply
added to the total attack factors. Tactical
bombing undoubles a river defense if the
bomber’s attack strength equals the basic
strength of the defender’s. At least half of any
losses suffered by the attacker must be taken
from the supporting bombers due to A-A fire.
36.42 STRATEGIC BOMBING—This attack
is resolved on the BBT just like artillery, but
may not be combined with artillery in an
attack on the same hex. Only SACand MDM
may bomb strategically. Strategic bombing
causes no loss to grounded enemy aircraft,
which are assumed to take to the air before
the SAC arrive. There is no effective A-A fire.

30.5 To attack units within range, simply fly the

air units to the target hex, ignoring all terrain

features and enemy ZOC. Air units have no

Z0OC, and their movement is unaffected by

normal ZOC rules. After all combat is resolved,

return air units to the base they flew from (if
still friendly), or any other base within range
that was friendly throughout that player-turn if
you choose. You may also land in a base that was
continuously occupied by you, and just freed of
enemy ZOC in that player-turn. If there aren’t
enough friendly bases within range to land
within stacking limits, excess air units are
eliminated. Air units may not attack targets
farther than their range no matter how close to
the target the landing city may be. An unlimited
number of air units may stack “in the air” over
a single target.

30.6 If air units begin their turn in a base in an
enemy ZOC, they may not attack in that turn.
They must either change bases, or remain where
they are in hopes of their base becoming friendly
later. You may fly out of, but not land in a base in
enemy ZOC.

30.7 To change bases air units fly as far as they
wish from one friendly city to another until
they reach the desired base. Moving from one
city to another like this is called “staging”. All
staging cities must have been friendly since the
preceding player-turn, and the air units must
fly over a continuous chain of cities, none of
which are separated by more than twice the
range of the air units. Air units may not perform
any other mission in a player-turn in which they
change bases. These units must land before any
combat resolution is begun.

30.8 When bomber units operate at less than
half range (3 hexes for TAC, 4 hexes for MDM,
9 hexes for SAC) they bomb at double their
normal combat strength. Such bombers must
land at less than half range also. This does not
apply to fighters.

30.9 Grounded air units have no defense of their
own against enemy ground assaults. If caught
alone in a city by enemy ground units which
move adjacent, into, or through their city hex,
grounded air units are :simply and immediately
eliminated. They cause no delay and have no
effect on the enemy ground units except pro-
hibiting them from using strategic movement,
which would be prohibited because he was
entering an unfriendly city anyway. If there are
friendly ground units in the city, such friendly
units must all be eliminated or retreated before
the air units are eliminated. Partial elimina-
tion of the friendly ground units causes no loss to
the air units. The effect of artillery barrage at-
tacks on grounded air units is already covered in
25.5.




TOURNAMENT GAME
OPTIONAL RULES

31. Introduction—

With the use of these Optional Rules on the
foundation of the Tournament Game, BLITZ-
KRIEG comes into its own for those who revel
in the ultimate in complexity. The full Tourna-
ment Optional Game is a mind boggling con-
ception to grasp in all its detail. To grasp a mod-
ern nation at war in similar detail is an equally
ambitious experience. Players are warned not
to try too many Optionals at once when first
learning the game.

32. Air Combat—
32.1 Air combat is always initiated by fighters.
Bombers never initiate air combat against
other air units, but do return fire against attack-
ing fighters. Air combat is resolved on the Air
Combat Table (ACT).
32.2 Fighters enter the game, are based, and
change bases just like bombers. There are five
fighter missions. Although fighters will be
presented with choices of how and when to
attack, no fighter unit may make more than one
attack per player-turn.
32.3 INTERCEPTION—Intercepting fighters
are the only units that the defender may volun-
tarily move during the opponent’s player-turn.
After the attacker has completed all movement
and announced all battles, but before determin-
ing odds, the defender may move his fighters to
hexes containing enemy air units, placing them
on top of the enemy air units, or he may move
his fighters to a vacant hex to “wait out” an at-
tack. Interceptors may also be assigned to strafe
(See 32.6) enemy air units that did not, or cannot
(See 36.2) fly that turn.
32.31 The intercept range is a maximum of 12
hexes but never farther than the maximum
distance enemy bombers, hunt fighters
(See 33.5), or air transports flew upon (A)
entering your first ground unit ZOC, or (B)
entering your first fighter patrol ZOC (See
32.71 and 33.6), or (C) entering the first sea
hex of a zone containing 10 or more of your
air or ground factors (defense factors for
artillery). Intercept range is calculated count-
ing the first such hex enemy aircraft enter.
Further explanation of this intercept limita-
tion will be covered in 32.7 and 34.7.
32.32 Interceptors attack escorted bombers,
escorted air transports and escort fighters
(32.4) at double their normal strength; attack
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hunt fighters at normal strength; attack
patrol fighters and patrol/interdictors at
normal strength; and attack unescorted
bombers and air transports at triple sirength.
Bombers and air transports are shot at before
accomplishing their mission.
32.33 Air transport may be intercepted over
terminus cities and/or the air-drop hex of
paratroops if within the intercept range de-
fined in 32.31. Losses are taken in factors of
units being transported. Every 2 factors lost
causes a permanent loss of Y unit of air
transport capacity, plus a ' unit of capacity is
lost if an odd number of factors is lost.
32.34 Interceptors land after all combat is re-
solved and after all enemy air units except
patrollers (See 32.7) have landed.
32.4 ESCORT—The attacker may escort bomber
and air transport missions by placing fighters in
potential intercept hexes within range of the
fighters’ base. If the enemy intercepts over that
hex, the attacking bombers and escorts return
fire at !4 strength (convert fractions up). Air
transports have no defensive fire other than
escorting fighters. Any losses suffered from the
interceptors must be taken from the escorts
before any can be taken from bombers or trans-
ports. Escorts land when bombers land (See 30.5).
32.5 HUNT—Hunt missions are conducted by
moving to a “search” hex adjacent to the intend-
ed target hex. The search hex may be adjacent to
a bomber or air transport mission, or adjacent to
an airfield he wishes to strafe (See 32.6), or may
be a hex he wishes to patrol. Hunt missions may
not attack enemy patrol or patrol/interdiction
(See 33.6) missions. Hunt fighters may not be
placed in a hex containing friendly bombers in
the air, or they would automatically be considered
escorts. If hunters fire in either of the two
following cases, they must irhmediately return
to base afterwards.

32.51 If adjacent bombers or transports are
intercepted, or adjacent airbases are strafed,
the hunters may attack any interceptors
that survive their target’s defensive fire by
placing themselves on top -of the intercep-
tors. Hunters attack such interceptors at
normal strength. The interceptors may not
return fire in this case, because they have
already fired for that player-turn.

32.52 Interceptors may have attacked the
hunters themselves. In this case both fire at
each other at normal strength. If the hunters
outnumber the interceptors, they need only




match the interceptors on a “1 for 1” basis,
and may hold back excess hunters for possible
strafe or patrol missions.
32.53 Hunters may not exceed 24 MF total
in moving to their search hex, to their attack
hex, and back to base.
32.6 STRAFE—Both interceptors during the de-
fense portion of your turn, and hunters that did
noi attack any interceptors during the attack
portion of your turn, may strafe any grounded
aircraft by moving to the airbase hex. For hunters
the airbase must be adjacent to their search
hex. Strafing is done at double strength. The
airbase may return fire on the ACT with anti-
aircraft strength assumed equal to 4 the ground-
ed air factors (convert fractions up). After strafing
return to base.
32.7 PATROL—Fighters intended for a patrol
mission are sent to a “patrol” hex at the same
time hunt fighters are sent to a search hex.
Patrol fighters remain in their patrol/search hex
during the opponent’s player-turn, and may
conduct their intercept missions counting their
range from that patrol hex.
32.71 Fighters on patrol have a patrol ZOC
that is effective against enemy air units
only (unless using 33.6 also). The only effect
against enemy air units is to trigger the
range explained in 32.31 (B). This ZOC hasno
effect as far as stopping the movement of
enemy air units.
32.72 Patrollers are forced to defend them-
selves and immediately return to base if
attacked by enemy interceptors. Patrollers
need only match enemy interceptors and
exchange fire (at normal strength) with
them on a “I for 1” basis. Excess patroliers
need not fire at the interceptors, and if
they don’t they may remain in the hex for
patrolling.
32.73 Patrollers may conduct all normal
intercept missions from their patrol hex as
long as this doesn’t result in their moving
farther then 24 hexes total in moving from
their original base, to their patrol hex, to their
intercept hex, and back to base.

32.74 I tactical bombing (See 30.41) or air-
dropped paratroops have been used to support
an AV attack and an interception subse-
quently reduces odds below 7-1 or 5-1 sur-
rounded, the AV is nullified and any
attacking units that moved through that AV
must retrace their sieps as in 23.5. If fighters
were eliminated by AVing units before the
fighter intercept (See 30.9), however, they
may not be used to nullify that AV.

32.75 Patrollers still in the air return to base
at the end of the opponent’s player-turn, just
like interceptors. They may then be re-
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assigned to a new mission on the very next

player-turn.

33. Additional Bombing Missions—

33.1 Players may wish to incorporate these rules
immediately with Air Combat, since the two
together complete the aircraft system. No
bomber unit may attack more than one of these
targets per complete-turn. Artillery may not be
combined with the BBT missions below.

33.2 BOMBING AN AIRBASE—Only TAC and
MDM. Bombers move to the target and an-
nounce an airbase attack. This is resolved on the
BBT. A blank has no effect. A number result
eliminates that number of aircraft. Surviving
grounded air factors are inverted to indicate that
they cannot attack on the following player-turn.
Inverted air units may change bases, however.
The airbase returns A-A fire on the ACT equal to
14 the grounded air factors there (convert frac-
tions up). The airbase itself is not otherwise
affected in any way, interceptors may land
immediately without effect.

333 BOMBING A PORT FACILITY—Only
SAC and MDM. Announced and resolved on the
BBT. Any result other than a blank damages the
port for one complete-turn. The port may not
be used for movement to or from sea, or for sea
supply. Place an inverted counter marked “PX”
to signify this, and remove it at the end of the
damaging player’s next playér-turn. There is no
A-A fire.

334 BOMBING A CITY-ROAD—Only SACand
MDM. Announced and resolved on the BBT.
Any result other than a blank damages the road-
net, and negates use of that city hex for road
bonus or use as a link in a supply route for one
complete-turn. Place an inverted blank counter
marked “RCX" there for one turn. There is
no A-A fire.

335 BOMBING CITY SUPPLY AND IN-
DUSTRY—Only SAC and MDM. Announced
and resolved on the BBT. Any result other than a
blank negates the use of that city as a supply
source and its replacement and industrial
(See 36.) capacity for one complete turn. Place
an inverted blank counter marked “SRIX” there
for one turn. There is no A-A fire.

33.6 NIGHT BOMBING—Only SACand MDM.
Since this mission is carried out at night, it
avoids all interceptors. However, the aitack is
resolved 3 columns lower than otherwise on
the BBT. Thus a 12-15 attack would be rolled on
the 2-3 column instead; a 4-7 attack would have
no effect. Each separate attacking stack must
roll for losses due to operational hazards on the




13-16 column of the ACT before attacking.
Eliminated factors do not bomb. Only missions
33.3, 33.4 and 33.5 may be attempted at night.

33.7 TACTICAL PATROL/INTERDICTION—
Only TAC and FTR. Patrol/interdictors are
sent to a patrol hex just as patrol fighters are sent
on patrol missions. Enemy interceptors may
force patrol/interdictors to return to base on the
same “l for 1” basis defined in 32.72 (TAC fire
at half strength). 1f patrol/interdictors do not fire
at enemy interceptors or are unopposed they
may remain in their patrol hex and exert a
normal armor type ZOC there & in the 6 adjacent
hexes providing they are at least 4 factors strong.
This ZOC eliminates any enemy ground units

forced to retreat through or into it, and since
patrol/interdictors remain in their patrol hex
during the opponent’s turn just like patrol
fighters, this ZOC ‘also stops the movement of
all enemy ground units and blocks supply routes.
After all enemy movement patrol/interdictors
may (at their option) strafe enemy ground units
in their ZOC at double strength on the ACT, and
all enemy ground units in the ZOC return A-A
fire at strafing aircraft on the ACT at half their
attack strength. This mission can “provoke” a
lot of fighter squabbling because it can be de-
vastating if unopposed. Fighters on patrol/
interdiction may revert to patrol and intercept
if they have not strafed enemy ground units.

WEATHER CHART

Turn— 8(26) 9(25) 10(24) 11(23)
1 clear clear clear clear
2 clear clear clear clear
3 clear clear fog fog
4 clear rain rain fog
5 rain gale rain rain
6 gale gale gale rain
34. Weather—

At the beginning of every indicated com-
plete-turn, the Blue player rolls on the following
table to determine the weather for that entire
turn. For the first seven turns the weather is
always clear. If players wish to extend the game
beyond 15 turns (they should agree on this in
advance), the numbers in parentheses indicate
the appropriate weather column for such extra
turns. In extending the game, each “weather
season” would be followed by 7 turns of clear
weather for the summer campaigning season.

clear—All conditions normal.

rain—Attack factor of fighter and bomber units
halved; all off-the-road movement is halved
except in the desert, where it does not rain.

gale—No air operations; all off-the-road move-
ment halved including armored movement
in the desert where there are duststorms;
movement on the road itself is at basic MF,
no triple bonus on the road; all units at sea
must land in a friendly port that turn if possi-
ble, or be eliminated; no invasions and no
supply by sea through ports or beaches.

fog—No air operations; infantry attack at double
their normal strength.

ice—No air operations; all units on mountains
may not move that turn, they are eliminated
if forced to retreat; no road movement
bonus.
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12(22) 13(21) 14(20) 15(19) (16-18)
clear clear clear clear clear
clear clear clear rain Snow

fog fog rain ice SNOwW
fog rain ice SNOW SNoOw
rain ice SNOW snow Snow
ice SNow SNOW SNow SNoOwW

snow—Air units attack strength halved; rivers
frozen and don’t double; no road or desert
bonus; all off-the-road movement halved;
units on mountains may leave, but no
ground units may move onto mountains.

35. Naval Ascendency—
35.1 Naval ascendency is determined at the
beginning of each player-turn for each separate
sea zone. In each zone each player is given I
naval point for each basic attack factor at sea in
that zone, I naval point for each friendly port he
controls that opens on that sea zone (bombed
ports, no NPs), and one naval point for each
factor of combat ready (See 30.2, 30.6, 33.2,
36.2 and 36.3 for non-combat-ready conditions)
TAC, MDM or FTR he has in a port of that sea
zone. Each player also receives naval points
equal to the number of factors with which he
invaded in that sea zone in his previous player-
turn.
35.2 There are four states of naval ascendency:
35.21 NAVAL SUPERIORITY—A player has



10 or more points and at least a 2-1 superiority
in points.
35.22 CONTESTED——At least one player has
10 or more, but neither has at least a 2-1
superiority in points.
35.23 UNCONTROLLED—Both sides have
from 1 to 9 points in that zone.

35.24 UNCONTESTED—One player has none,
the other 9 or less points.

35.3 The degree of naval ascendency has the

following effects:
35.31 In a zone of enemy naval superiority a
player may not move to sea from ports, in-
vade, or trace supply into or through that
zone. Units that begin a turn in such a zone
are unsupplied. He may land in a port there,
and may move additional units into the zone
from adjacent sea zones.

In a zone of friendly superiority, invading
units are doubled when they attack from
full sea hexes, and if still on sea hexes after
combat may automatically push adjacent
defenders on beach hexes back one hex and
occupy the vacated beach hex.

3532 In a contested zone both players may
operate normally.

3533 In an uncontrolled zone neither may in-
vade. Normal otherwise.

3534 In an uncontested zone, a zero point
player may not supply or invade with units
moving in from other sea zones, but other-
wise may operate normally. A player with
any points in such a zone may operate
normally.

36. Critical Resources—
36.1 Both sides have critical industries and re-
sources concentrated in certain cities. Capturing
or successfully bombing these cities imposes
certain restrictions on various forces. The re-
strictions are in effect during any player-turn in
which you do not have use of the city from the
beginning of that player-turn.
36.2 PETRO-CHEMICAL—These cities repre-
sent oil and fuel sources and facilities. These
are G4, C20 and S25 for Blue, and JJJ56, FFF30
and ZZ48 for Red. Either side may use CCI15,
AA42 and/or VV25 if friendly. You may not use
your opponent’s home cities even if captured.
You may wish to label these cities “OIL”.
36.21 With the use of 3 or more of these
cities you may operate normally.
36.22 With the use of only 2, you may only fly
40 factors of air missions that player-turn,
including air transport and changing bases.
All armor lose 2 movement factors, and may
not use strategic movement or advance after
combat. No more than 5 air and ground units
combined may be left at sea.

36.23 With only 1, you may fly no more than
20 factors of air missions. Armor, air-assault,
and artillery may only move one hex that
turn, and no other units may use strategic
movement or advance after combat. No
more than 5 units at sea, and these may only
be in sea zones with a friendly port.

36.24 With none, no more than 8 factors of
air missions, 12 factors of infantry retain
normal movement, but no strategic move-
ment or advance after combat, and all other
units may only move one hex. No units at sea.

36.3 BASIC INDUSTRY—These cities represent
key industrial products such as ball bearings,
electric power, etc. These are the 3 hex cities
for both Red and Bilue, hexes GGG45, RRR39,
BBB54, 029, Q16 and C30 respectively, plus
CC39 and 0030, which may be used by either
side if friendly. These cities may be labled
“IND™.
36.31 With the use of 3 or more, operations
are normal.
36.32 With the use of only 2, air units bomb
and attack at !4 strength, all attacks above
4-1 onthe TGAT are rolled as 4-1 instead, and
artillery may not attack on the BBT. Sea
zones of friendly superiority are considered
contested instead.
36.33 With the use of only 1, air units may not
attack, although fighters may intercept only
at !4 strength, only 3 attacks may be rolled
above 1-1 odds on the TGAT, and these may
not be above 4-1, and no artillery BBT attacks.
Sea zones otherwise of friendly superiority
or contested are uncontrolled instead.
36.34 With none, no combat air operations,
no attacks above I-1 onthe TGAT, no artillery
BBT attacks, and all ground units attack and
defend at 4 strength. All sea zones are con-
sidered uncontested or of enemy superiority.
364 NAVAL STORES—These cities represent
existing naval units in port, command and con-
trol functions, and naval production and resource
centers. These are the 2 hex cities for both Red
and Blue, 11137, RRR54, NN48, D7, L19 and I33
respectively, plus EE34 which may be used by
either side if friendly. These cities may be
labeled “NAV™.
36.41 With the use of 3 or more, operations
normal.
36.42 With only 2, a player may have no more
than 5 air and/or ground units at sea.
36.43 With only 1, 5 units at sea maximum,
and these may only operate in sea zones
with a friendly port.
36.44 With none, no units may move to sea
at all. Units at sea must land. This is the only
critical resource restriction that lasts after a
player recovers the use of cities, and applies




only to 36.44, when a player’s navy has been
entirely destroyed.

The

AVALON HIL L%@

Game Company

4517 Harford Road,
Baltimore, Md. 21214

ADDENDUM:

PLAY BY MAIL (PBM)

Those who play Avalon Hill simulation games
to the point where they develop considerable skills
often find that playing by mail offers new worlds
to conquer, and sharpens their skills even further.
If you're tired of playing solitaire or humiliating
the same opponent every day you may wish to give
it a try. After all, you may be good in your
gameroom but what can you do against a good
player from another part of the country? Playing
by mail is the only way to find out, and to
participate in the many PBM tournaments held
every year through the auspices of the GENER-
AL.

PBM is an easy-to-learn and convenient-to-
use system of playing fellow gamers around the
world. Special combat tables printed below for a
unique 10 digit combat resolution system makes it
impossible to cheat. PBM is an entirely different
experience from face-to-face (FTF) play. It has
made better gamers of many who have tried it, and
all those who have mastered it.

Because inflation may well force a price
change between the time this is printed and you
decide to order we cannot quote a definite price for
a pbm kit. However, we’ll be glad to send you a
current parts list upon request. This will give you
specific ordering instructions and prices on the
entire gamut of Avalon Hill gaming related
products. Each kit includes 4 pads plus instruc-
tions which allow you to adapt your game to pbm
play and utilize the pbm charts provided below.

The Basic Game of Blitzkrieg is a game unto
itself and is designed for easy comprehension and
play by beginners to simulation gaming. New
players should not attempt the more advanced
version until they’ve mastered the Basic Game.
At that point they can go on to the Tournament
version or apply the optional rules in whole or in
part. Although adding optional rules increases the
realism of the simulation, it also makes it more
complex. One should not be adverse to playing
Jjust the Basic Game as it is a fine test of skill in
itself.
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The best version of Blitzkrieg to pbm is any
version not including fighters (33) as this requires
either trust in the honor system when your
opponent intercepts your air missions, or two
letter exchanges for each move. We therefore urge
you to play Blitzkrieg without rule 33 in effect
during mail play. Other Avalon Hill games
admirably suited for pbm include Afrika Korps,
Battle of the Bulge, D-Day, Kriegspiel, Luftwaffe,
Panzerblitz, Stalingrad, and Waterloo.

1975 EDITION

This is the second edition and now official
rules of BLITZKRIEG. These rules take prece-
dence over those of the first edition and change
BLITZKRIEG into a markedly different and
superior game. Always be sure that your opponent
is familiar with these second edition rules before
play begins to avoid later unpleasantries. Remove
the statement “Tournament Game has no time
limit™ from the bottom of the Time Record Card
as the Tournament Game ends on the 15th turn
unless players agree beforehand to carry on to the
bitter end. Players should also note the import-
ance of recording the “grid name” of bombed cities
each turn.in the “bombed cities” column to
determine industrial shortages in the following
game turn.

DESIGN DEPARTMENT

We will answer questions about the play of this
game at no charge but only if you enclose a
stamped, self-addressed envelope with your query.
Before writing to us however, we suggest
thoughtful reference to the rules which should
answer any questions and. save you time and
postage. For a current replacement parts price
list send a stamped, self-addressed envelope to:
The Avalon Hill Co. / 4517 Harford Rd. / Balti-
more MD 21214




Blitzkrieg Play-by-Mail Tables

BASIC GAME ATTRITION TABLE

1-6 1-5 1-4 1-3 1-2 11| 21 3-1 4-1 5-1 6-1
1| Aelim | Aback2 | Aback2 | Aback2 | Exchange | Exchange | Exchange Exchange | Exchange | D back2 | Dback2 | 1
2 | Aelin Aelim Aback2 | Aback2 | Aback?2 | Dback2 | Dback2 | Dback2 | Dback2 | D elim Delim | 2
Q| 3| Aback2 | Aback2 | Aback2 | Aback2 | Dback2 | Dback2 | Delim [ Delim | Deim | Delim | Delim |3 |L
7Y |
m
5 4| Aelim | Aback2 | Aback2 | Aback?2 | Exchange | Exchange | Exchange | Exchange | Exchange | D back 2 | Dback2 | 4 | &
4
2 f
T | 5| Aelim | Aelm | Aback2 | Aback2 |Aback2 | Dback2 [ Dback2 | Dback2 | Dback2 [ Delim | Delim |5 =
z =
um'l. 6| Aelim | Aelim Aelim | Aback2 | Aback2 | Dback2 | Dback2 | Dback2 | Dback2 | Dback2 | Delim | & g
5 m
3 7 | Aelim | Aelim Acelim Aelim | Aelim | Aback2 | Exchange | Exchange | Delim | Delim | Delim | 7 8
8| Aelim | Aelim | Aeiim | Aelm | Aelim | Aclim | Aback2 | Delm | Delim | Delim | Delm | 8
9| Aelim | Aelm | Aelm | Aelm | Aelim | Aelim | Aback2 | Delim | Delim | Delm | Delim | 9
O Aback2 | Aback2 | Aback2 | Aback2 | Dback2 | Dback2 | D elim Delim | Delim D elim Delim | O
Odds worse than 1-6 are not allowed. Odds greater than 6-1 are D elim.
TOURNAMENT GAME ATTRITION TABLE
oppsf16 15|14 (|13|12]|11)]|21]31]|41]|5-1]86-1]opDs
1 ATTACKER} 3 2|3 2|1 2|1 2 2 2 1| - 3|1 —|1 =1 1 [[ATTACKER 1
DEFENDERf — —| - —| - - |- -| - —=|—- =|— —=| 2 4|1 —| 2 1|2 2 |{DEFENDER
2 ATTACKERf 2 3|1 2 3|1 3|1 2| —1|—- 1] — 21— 2] — 3| — 3| — 4 [IATTACKER 2
DEFENDERf — 1{ - 1|- 1|— —-|1 2|2 2|2 3|2 3|3 4|4 4} 4 5 |DEFENDER
3 ATTACKERR 1 3] 1 3|1 2|1 2|1 -1 —|1 =1 -]—-3|1 — 4 [ATTACKER 3
DEFENDERf — 1| — 1|— -|—- —-]1 —=]1 -1 1|1 —|3 4| 2 1| 4 5] DEFENDER
4 ATIACKER| 2 4| 2 2|1 2|1 2|1 2|—- -] - 1| — 1|1 1} = 2| — 3 |ATTACKER 4
DEFENDERf — 1| — -|— -J - —-]—- -|1 1|1 2|1 2|2 2| 3 3| 3 4 ||DEFENDER ;
5 ATTACKER§ 2 2| 1 2|2 2|1 2|1 2|1 1|1 1|1 2|— 2| 1 —|— 2 JATTACKER 5
@ peFENDER| - - — == = |- == =| - =] - =] 2 3|2 3| 2 1|2 3 foerenDeR g
3:" 6 ATTACKERf 2 2| 2 2|2 2|2 2}2 2|1 1{1 —§1 —=|1 2|— 1| — 3 |[ATTACKER 6 rJ',
% DEFENDERY = =| = =|==|= =]==|==]11 =] 1 =3 3| 2 2| 2 4 ||DEFENDER =
5 ;
I 7 ATTACKERf 3 2|3 2|2 2|2 2|2 2|2 2f2 1|— 3|— 3] — 3|— 4|ATTACKER 7 E
z DEFENDER| — —[ - — |- —]- =] - —|- -|— =] 2 a|3 a| 4 4] 4 s5|oeFeNDrR z
g 8 ATTACKERf 2 4| 2 2|1 2{1 2|1 2|— —=|— 2} — 1] 1 1| - 2|— 3 [|ATTACKER 8 rE
5 DEFENDER{ — 1] — —|— —| - =} — —|1 1|2 3|1 2|2 2| 3 3|3 4 |DEFENDER b
9 ATTACKERA 1 3| 1 22|11 211 1 1)1 1= 2]|— 2] 1 —|— 2 JATTACKER 9
DEFENDER |- —-|- = =] = —|l- -]12 3|2 3|2 1|2 3 |{DEFENDER
0 ATTACKER| 2 2|2 3|2 2|2 |- 111 =1 -1 2|~ 1] — 3][ATTACKER 0
DEFENDERf — —| - 1] — -|— =11 2|2 2} 1 —| 1 —| 3 3|2 2| 2 4 ||DEFENDER
=) o Ele Zle Zle 2le Ele Rle Ele Bl =l &
= Sla 8 0 2 25
S =|E E|E =|E 2|5 €|E €| =|E gls el 2=z &
o S|d 8|z §|= S|z 5|2 S| S|z S|= S|z §|=8
 wln wln Wl wlv wlv wlo wlvo w|L w|iL w|L w
S2|sgls2|s2|s 2|5 2|8 2|5 2|ls2|s 2lse
HHH

Odds worse than 1-6 are not allowed. Odds greater than
6-1 are considered D elim. (ATTACKER ADVANCE 4)
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SA3HANNH-NI-S3IVS

BARRAGE & BOMBARDMENT TABLE (BBT)
Factors Attacking —

il 23 4-7 8-11 12-15 16-21 22-27 28-35 36-43 44-55 56&Up
1 1 2 3 5 7 9 12 15 18 21 24
2 1 1 ) 4 6 7 10 13 16 19 22
3 — 1 2 3 5 7 9 12 15 18 21
4 = i 2 2 4 6 8 1 14 16 19
5 — = 1 2 3 5 7 10 12 14 18
6 = = — 1 2 < 6 8 9 13 15
7 — - — i 1 3 4 6 8 11 14
8 = = = = 1 2 3 4 7 7
9 = = = = 1 1 2 3 6 11
0 = = = = - 1 2 3 5 g

AIR COMBAT TABLE (ACT)

Factors Attacking —
1-4 58 . 912 13-16 1720 21-24 25-28 29-32 33&Up
3 4 5 6 7 8 9

1 2 3 4
— 1 2 3
2

=
-
N

SA3HANNH-NI-S3TVS
c © ® N O o » W N

I I

| I

I |

| =

- DN W W N B

N W N0 O
N W WA D OO OO
N o B o BER o foE < o0
5 OO O O N N 00 ®

CITY CAPTURE TABLE

B AaRe > 4107 | 81011 | 121015 | 164019 | 201023 | 24 & Up

1 7 8 6 5% 5% 4% 1
2 2 3 3% 3% 2 1= | —= 2 |
) 3 4% 4% 3 3 2% 1% 3 ?
=4 m
g 4 5 4 4% 4 3% 2% s | @
5 z
z 5 2 2 2 1 — — 5 |z
2 s
& 6 3 3% 3% 2% 1 — 6 g
E‘ v 4% 4% 3 3 2% 1% 7 g
[ -

8 5 4 4% 4% 3 2% g |

9 7 6 5% 4% 4 3% 9

0 6 8 6 5% 5% 4% 0
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BARRAGE AND BOMBING TABLE (BBT)

Factors attacking— 1 2-3 47  8-11 12-15 16-21 22-27 28-35 36-43 44-55 56 & over
1 1 2 3 5 7 9 10 11 12 13 14
2 LS B 3 5 7 R T ) 13
113 g 3 e 2 3 5 7 9 10 11 12
r Ll B B AR St | 2 3 5 7 9 10 11
5 =N | 2 3 5 7 9 10
L ¢ S s U e e 2 3 5 g 9

Results are determined by cross-indexing a die roll with the column of factors attacking. The
result is the number of defending factors eliminated. If defending in cities or mountains, defender’s
factors are computed at double value; a loss of 9 would thus mean removal of 5 factors.

AIR COMBAT TABLE (ACT)

Factors attacking— 1-4  5-8 9-12 13-16 17-20 21-24 25-28 29-32 33-36 37-40 41 & over

1 1 2 3 4 5 6 7 8 9 10 11

2 — 1 2 3 4 5 6 7 8 9 10

p R 3 —  — 1 2 3 4 5 6 7 8 9
1 O 14 =T 2 3 4 5 6 7 8
g L |5 — = _— 1 2 3 4 5 6 7
L 8 A R e T 2 3 4 5 6

Attacking factors are indexed with a die roll to give the number of defending factors eliminated.
Whenever fighters intercept unescorted bombers on the ACT, each such bomber unit automatically
bombs at !4 the effectiveness that it would have otherwise (convert fractions down).

MINOR CITY REDUCTION TABLE (MCRT)

Arackma” 4107 | 8to11 | 121015 | 161019 | 2010 23 | 24 & Up
! 2 2 2 1 S 1
2 3 a# ¥ 2 i — g
3 4% 4% 3* 3 D% 1% 3
‘ : 4 4* 4* 3* 2¢ | 4
3 6 » 4 4 3+ 5
‘ ¢ 8 6 5 5 4% 6

Each number in the indicated result is the number of attacking factors of his choice the attacker
must eliminate. An asterisk (*) indicates that the city is reduced.No asterisk indicates thataggressor
units attacking that city must retreat 2 hexes. Attacks may be tactically supported by MDM or TAC
air units only according to the terms of 30.41, i.e., you may not use more air factors than there are
ground attack factors. Surviving attacking ground forces may advance into the city if reduced unless
blocked by liberator ground units still in the city. Remove blank counters (if any) when cities are
reduced. Unreduced minor cities never attack adjacent aggressor units.

Copyright 1965, 1975 by the Avalon Hill Game Company, Baltimore, Md. 21214. Printed in U.S.A.
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BASIC GAME ATTRITION TABLE

1-6 1-5 1-4 1-3 1-2 1-1 2-1 3-1 4-1 5-1 6-1
1 | Aback2 | Aback2 | Aback2 | Aback2 | Dback2 | Dback2 | Delim | Delim | Delim | Delim | Delim | 1
2 1| Aelim | Aback2 | Aback?2 | Aback2 | Exchange | Exchange | Exchange | Exchange | Exchange | D back 2 | D back 2 2
3| Aelim Aelim | Aback?2 | Aback2 | Aback?2 | Dback2 | Dback?2 | Dback2 | Dback2 | D elim Delm | 3
4 | Aelim | Aelim Aelim | Aback2 | Aback?2 | Dback2 | Dback2 | Dback2 | Dback2 | Dback2 | Delim | 4
5| Aelm | Aelim | Aelim | Aelim | Aelim | Aback2 | Exchange | Exchange| Delim | Delm | Delim | S
6 || Aelim A elim A elim A elim Aelim | Aelim | Aback2 | Delim | Delim D elim Delm | 6

Odds worse than 1-6 are not allowed. Odds greater than 6-1 are considered D elim.

EXPLANATION OF BASIC GAME ATTRITION RESULTS

A elim: The attacker chooses one of his units in that battle for
elimination from the board. Remaining attacking units (if any) must
retreat two hexes as outlined in “A back 2™ (below). The defender has the
option to advance up to 3 of his units into the attacker’s vacated hex(s).
In advance after combat you are permitted to advance directly into or
through enemy ZOC.

D elim: The same as A elim, reversing the roles of attacker and defender.

A back 2: The attacker retreats his units in that battle 2 hexes. Zig-Zag
retreats that would result in units actually retreating only one hex are
permitted. Units may be retreated in any direction, through friendly
units, across rivers, through forests, mountains, cities, and the desert.
Retreat along roads, through forests and mountains is done as if they
were clear terrain hexes, except that armor, air-assault, and artillery
may never retreat into or through forest hexes.

Units cannot retreat through or into any enemy ZOC, off the board,
into full sea or lake hexes, into the neutral country, or be placed in stacks
exceeding 3 units per hex. Retreating units are eliminated instead if the
only available retreat route is through these prohibited hexes.

The defender has the option to advance up to 3 of his units into the
attacker’s vacated hex(s), ignoring enemy ZOC.

D back 2: The same as A back 2, reversing the roles of attacker and
defender.

Exchange: Both players choose one of their units in that battle for
elimination from the board. Surviving units (if any) remain in place,
neither advancing nor retreating.

TERRAIN

TERRAIN DESCRIPTION EFFECT ON MOVEMENT EFFECT ON COMBAT
Clear white costs | movement factor to none
enter
City perpendicularly possible road bonus:see 9.1 ground units in city doubled
crossed lines on defense '
River thick blue same as other terrain in hex ground units doubled when
curved lines attacked solely from river hexes
Forest green ground units must stop upon prohibited units not allowed
entrance; armor, air assault to retreat into or through
& artillery prohibited
Mountain brown splash ground units must stop upon ground units in mountain
contours entrance doubled on defense
Sea & Lake totally blue prohibited; exceptions: see prohibited; exception: invasion-
: hex 19.0 and 27.5 see 20.3 and 27.5
Road red line possible bonus: see 9.1 none
Desert yellow hexes armor & air assault units may none
in Koufax Desert double movement (9.2)
Beach yellow hexes possible invasion site: none; exception: invasion
bordering the sea see 20.0 see 20.3
Border thick gray lines same as other terrain in hex none

containing hexsides

Copyright 1965, 1975 by the Avalon Hill Game Co., Baltimore, Maryland 21214, Printed in U.S.A.



TOURNAMENT GAME ATTRITION TABLE

oppS{16|1-5|14|13|12|11 |21 | 31|4-1]51|6-1§0ODDS
p |ATACKER|2 312 3f1 3f1 2|— 1)- 1]—2f—2]-3|— 3|— 4 IATIACKER| ,
DEFENDER}— 1| - 1]- 1|— —|1 2|2 2|2 3|2 3|3 4|4 4| 4 5 ]DEFENDER
g [ATACKERE 1 311 3|1 2f1 2|1 —J1 —f1 —f1-|1=]1 —|11[ATTACKER] o
DEFENDER| — 1| — 1|—- —-|—- —-f1 —]1 —]1 1]1 —| 1 —] 2 1|2 2| DEFENDER
g |ATACKER) 2 4| 2 2] 1 2f1 2|1 2f— -} — 1]~ 1] 11} 2= 3 |ATACKR| ,
DEFENDER| — 1| — —|— —-| - —]—- —|1 1]1 2|1 2|2 2| 3 3| 3 4 |DEFENDER
4ATTACKER2212221212111112—21—-—2ATTACKER4
DEFENDER| — —| — —|— —| - -|—- —=| - -] - -] 2 3|2 3| 2 1| 2 3 ||DEFENDER
5A1TACKER2222222222111—1-—12—1—31ATTACKER5
DEFENDERE — —| — —|— —|— —|— —|— -] 1 =] 1 —=| 3 3| 2 2] 2 4 ||DEFENDER
6AT[ACKER32322222222221,—3—3—3—4AT[ACKER6
DEFENDERf — —| - —| - -=|— =| - —=]1— -|— —| 2 4|3 a]| 4 4] 4 5 [|DEFENDER
o Ela Ela ElTa = = = == ElaoaElao =40 k.
& ZzZ =2 =55 |E 5= 3|5 =]|0= 3
: =8 o] el Pl O el bl Bl e e 2
— =l sl =] <lu gl =S H- 4 B £ R S

Odds worse than 1-6 are not allowed. Odds greater than
6-1 are considered D elim. (ATTACKER ADVANCE 4)

EXPLANATION OF TOURNAMENT GAME ATTRITION RESULTS

Factors Eliminated: The loser has the choice of which units are to be eliminated. Substitute units are
used to replace units that are partially eliminated. For example, with a 4-1 attack and a die roll of 5,
the defender must lose 3 factors. Ifa 6 factor unit is removed, it is replaced by substitute units totaling
3 factors. Each partially eliminated unit must be replaced only by units of its own type; armor for
armor, infantry, etc. Also in this example the attacker must eliminate | factor in the same manner. In
cases where the table specifies losses greater than units engaged, only units engaged are eliminated.

Advance or Retreat: The loser first retreats all his surviving units the full number of hexes specified.
This number is printed in bold face. For example, in the 4-1, die roll 5 situation, the defender retreats
surviving units 3 hexes. The retreat restrictions are exactly the same as in the Basic Game.

After losing units have been retreated, the winner has the option toadvance remaining victorious
units ‘up to the number of hexes specified. In the above 4-1 example, the attacker has the option to
advance some or all of his units in that battle, 0, 1, or 2 hexes. Normal movement rules are followed,
but the first hex of the advance must be the loser’s vacated hex, and no movement bonuses may be
used. Units that advance adjacent to enemy units whose battles have not been resolved cannot
participate in such battles . . . however, their presence does serve to cut-off retreat routes. In the
event retreating units must be eliminated because retreat routes are blocked, the winner may advance
his units the full number of hexes specified.

EXAMPLE: Here’s what happens when the Guards Armored Division at-
tacks the 15th Infantry Division at 2 to 1 with a die roll of 1:

Attacker does not lose
any combat factors.

Attacker has option to
_move the Guards Division
up to 2 squares.

Defender must retreat Sub.
Units 3 full squares. Notice
that the retreat number

is in bold face.

Defender loses 2 factors.
Defender must replace

the 15th with Sub. Units
totaling 2 factors.

Copyright 1965, 1975 by the Avalon Hill Game Co., Baltimore, Maryland 21214, Printed in U.S.A.




BLITZKRIEG TIME RECORD

Game 3

00£

Game 10

S3ILID a3gwod

1434 @34 'WNJJY
1434 3n14 WNIJY

J

Game 9

S31L1D d3gmod

“1d3¥ Q38 ‘WNIIY
143 N1 WNIIY
>

Game 8

SILID d3aog

1434 034 WAV
"1d34 3n78 WOV
>

Game 7

S3ILI0 d3anod

“1d34 434 'WNIJY
134 319 WNJJY

>

Game 6

SAILID a3gnod

134 a3y "WNIJY
1438 318 WNJIY

>

Game 5

SAILID d3amod

“1d3Y @3y WNJJY
134 3n14 ‘WNIY
=

Game 4

SAILID a3gnod

1434 438 'WNJIY

1434 319 WNJIY
e

SA1LID d38wod

“1d3¥ @34 'WNIIY
1434 318 WNIIY

J

Game 2

S3ILI0 a3anog

1434 434 "WNJIY
“1d3¥ 319 NIV

S,

Game 1

SAILD a3awod

“1d34 434 "WNJJY
134 3N19 "WNIJY

~>

Turn

2 £

3 £

5

6 £

v
£

8

10

11

12

13

14

15

*Consult Order of Appearance Cards for Reinforcements

KA

imit.

End of Basic Game. Tournament Game has no time |
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RED ORDER OF APPEARANCE

ON BOARD EXACT UNITIS
1st Army Corps : 8th Army Corps
66 | 66 |44 | 44 | 44 | 844 66 |44 |44 |44
-
Sth Army Corps 12th Air Battalion
S | B2 | X | B2 | R | G Bk | - | B8 | s
66 |86 | 4.4 | 4-4 | 44 | 844 66 | 44 | 44 | 44
19th Army Corps 10th Army Corps Guards
Turn
1 2 | X R Q 2| e | X 8 | pel-
6-6 |44 | 4.4 4-4 | 4-4 | 44 | 44 86 |844
Army Reserve Marine Corps
=== 03 %g &L% &% §r
66 | 46 | 844 64 | 64 | 64 | 64
30th Army Corps 30th Army Corps (Tournament Game )
[_Jc:i)]S &]2‘. & < m o o
66 | 44 | 44 14 |14 |14 | 1-4
1st Air Force (Tournament ) 1st (Optional Rules) 2nd Air Force (Tournament ) 2nd (Optional Rules)
o | e | B RN | [3]8 =R | B8 | Be ELREEE
8-20| 6-10 | 4-8 4-12 | 4-12 8-20 | 6-10 | 4-8 4-12 | 4-12
2nd Army Corps 4th Army Corps
Turn [7s) @m %N %ﬁ @ . © Turn é’v Ifoﬁs =] &: - N ,_n
2 66 | 66| 44 |44 |44 |844] 5 | 66| 66|44 |44 454|844
6th Tank Corps 3rd Army Corps
Turn =k = e = - Turn %g lﬁg: Q Q
3 |66 | 66|86 |46 |46 6 |44 |44 | 44 |4a
7th Army Corps 9th Army Corps ?:ﬁ%?t:?lega:{g‘m M.
Turn [%q lﬁl"’ 3 © Turn Iﬁ]t‘% &]E & Iﬁég’w
4 | 44| 44| 44| 44 8 |44 | 44| 44| 44

Red has the choice of placing Units on any friendly city or cities within Big Red. He may place
them on board at any time prior to the combat portion of his Turn. Time on board indicates earli-
est arrival of new Units — Red has the option of bringing Units on board later than indicated.
700



BLUE ORDER OF APPEARANCE

ON BOARD EXACT UNITS
1st Army Corps 6th Army Corps
B | B~ | B2 | e | & O | XE | bJe | X | B0 | wae
6-6 4-4 | 4-4 | 4-4 4-4 86 | 64 | 4-4 4-4 4-4 | 844
2nd Army Corps 7th Army Corps
ol @] (o] e |e:] s
66 | 44| 44| 44 66 | 64 | 66 | 4.4 | 44 | 844
3rd Army Corps 10th Army Corps
Turn éﬁl %m {fe) 2 %8 ‘ég %% &lw ,%S 2 an:v =
1 66 |44 | 44| 44 | 44 66 |64 | 44 | 44 | 44|844
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Blue has the choice of placing Units on any friendly city or cities within Great Blue. He may place
them on board at any time prior to the combat portion of his Turn. Time on Board indicates earli-
est arrival of new Units — Blue has the option of bringing Units on board later than indicated.
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BLITZKRIEG TROOP COUNTERS

SUBSTITUTE UNITS (Tournament Game, only)
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